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OO0'exT po3poOKHU: KOMIT'IOTEpHA T'pa, sIka HAa OCHOBI PE3yJIbTATIB TECTy Ha
JAJIbTOHI3M BPaxoBY€E 1HAUBIIyaIbH1 OCOOJIUBOCTI KOJTIPHOTO CIIPUHHATTS.

Mera kBamidikariiinoi poOOTH TOJSITa€E B CTBOPEHHI TEXHOJIOTIl 3MIHHU
KOJIIPHUX CXEM Yy JoJaTKax Ha MPHUKIIaJl IpH B kaHpi action-adventure, aganToBaHy
JUTs MOOUTBHUX TIPUCTPOIB Ta MPU3HAYCHY IS JIFOACH 3 OCOOTUBOCTSIMU KOJIIPHOTO
CIIPUMHATTSL.

Y  BeTymi  pO3MIANAETBCS  aHali3 Ta Cy4YacHHMM CTaH  MpoOJeMH,
KOHKPETH3y€ThCs MeTa KBamiikamidHoi poOOTH Ta Tamy3b 11 3aCTOCYBAaHHS,
HaBEJCHO OOIPYHTYBaHHS aKTyaJbHOCTI TEMH Ta YTOYHIOETbCA TOCTAHOBKA
3aBJIaHHS.

Y mepmiomy po3aiii MPOBEASHO aHaM3 MPEIMETHOI rajiy3i, BHU3HAYCHO
aKTyaJIbHICTh 3aBJaHHA Ta TMPU3HAYECHHS pPO3POOKH, pPO3poOJIeHa IMOCTAaHOBKA
3aBJIaHHS, 3a/laHi BUMOTH JI0 MPOTpamMHOi peanizallii, TeXHOJIOTIH Ta MPOrpaMHHUX
3ac001B.

VY npyromy po3auli BUKOHAHO aHaji3 ICHYIOYHMX pillleHb, 00paHo Iuatgopmy
JUIsL pO3pOOKH, BUKOHAHO TMPOEKTYBAHHS 1 pO3poOKa MpoOrpaMu, HABEJEHO OIHC
QITOPUTMY 1 CTPYKTypHu (DYHKIIIOHYBaHHSI MPOTPaMH, BU3HAUYEHI BXIJHI 1 BUXIJHI
JlaH1, HaBEACHI XapaKTEPUCTUKU CKJIAAy MapaMmeTpiB TEXHIYHUX 3ac001B, ONMUCAHUNA
BUKIIMK Ta 3aBaHTAXCHHsI POTPAMHU, OTHCaHa POoOOTa MPOTpaMH.

B  exoHOMIYHOMY pO3[Il  BH3HAYEHO TPYAOMICTKICTH  pO3po0JIeHOI
1H(pOpMaIIiHOI CUCTEMH, TPOBENCHUN MIAPAXYHOK BAPTOCTI pOOOTH MO CTBOPEHHIO
IporpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

[IpakTiyHe 3HA4Ye€HHS POOOTH TOJATaE y CTBOPEHHI TEXHOJOrIT 3MIHU
KOJIPHUX CXEeM Yy Irpax, ajanToBaHOi i JIOJed 3 OCOOJMBUMH IMOTpeOaMH.
Jlonatok Moske OyTH 3ampONOHOBAHHUI PO3POOHUKAM MPOTPAMHOTO 3a0€3MEeUeHHS SK
MPUKJIAA TPOrpaMHu, B SIKili CTBOPEHO KOMGOPTHI YMOBU TPH ISl PI3HUX KaTETopii
KOPHUCTYBaviB.

AKTyanpHICTh JIaHOTO MPOTPAMHOTO MPOJYKTY TIOB'si3aHa 3 HEOOXIIHICTIO
HAJaTH JIOCTYI JI0 OCBITH Ta Irop JITAM 3 OCOOJIMBUMH MOTpPeOaMH, BPaxOBYIOUH X
1HIUBIAyalIbH1 OCOOIMBOCTI.

Crmcox  xmouoBux ciis:  KOJIIPHE CIIPUMHATTS, JTAJIBTOHI3M,
[TPOTPAMA, KOMIT'IOTEPHA T'PA.



ABSTRACT

Explanatory note: pp., fig., table,  appendix, ___ sources.

Object of development: a computer game, which based on the results of the test
for color Dblindness takes into account the individual characteristics of color
perception.

The purpose of the qualification work is to create a technology for changing
color schemes in applications on the example of the game in the genre of action-
adventure, adapted for mobile devices and designed for people with color perception.

The introduction considers the analysis and the current state of the problem,
specifies the purpose of the qualification work and the field of its application,
provides a justification for the relevance of the topic and clarifies the problem.

In the first section the analysis of the subject area is carried out, the urgency of
the task and purpose of development is defined, the statement of the task is
developed, requirements to software realization, technologies and software are set.

The second section analyzes existing solutions, selects a platform for
development, designs and develops the program, describes the algorithm and
structure of the program, determines the input and output data, provides
characteristics of the parameters of hardware, describes the call and download of the
program, describes the program.

The economic section determines the complexity of the developed information
system, calculates the cost of work to create a program and calculates the time for its
creation.

The practical significance of the work is to create a technology for changing
color schemes in games, adapted for people with special needs. The application can
be offered to software developers as an example of a program that creates
comfortable game conditions for different categories of users.

The relevance of this software product is related to the need to provide access
to education and games for children with special needs, taking into account their
individual characteristics.

List of keywords: COLOR PERCEPTION, DALTONISM, PROGRAM,
COMPUTER GAME.




HEPEJIIK YMOBHUX ITO3HAYEHb

OC - omepariifHa cucTeMa,

[13 — mporpamue 3a0e3MneueHHS;

ITIK — nepcoHaIbHUN KOMIT FOTEP;

HSL —anrn. Hue, Saturation, Lightness, komipHa Mojaeab 3 KOJbOPOBHM

TOHOM, HACUYEHICTIO Ta CBITJIOTHM.
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BCTYII

Hns  copuiinarts iHdopMaiii Tpo CTaH HABKOJHUIIHBOTO CBITY JIFOAWHI
CITy’KaTh CKJIaJHI # TOCKOHaJI oprand 4yTTs. [lo HuX BimHOCATHCS U oul. JluBuUTHCS
Ha CBIT 1 0aYUTH MOro Kpacy — BeJIHMKE IacTs. 3a JOMOMOIrO0 O4el JItoIuHa 0auuTh
npeaMeTH, iX epeMilieHHs 1 Komip. Lle poOuTh 04l HaWIIHHIIITUM OPTaHOM B CUCTEMI
OpraHiB YyTTA.

3a 10mOMOror 30py JHOau OTpuMyloTh Onu3bko 80% Bciei iHdopmarii, 1o
HAJXOOUTh 330BHI. 3aBIASKH HHOMY JIFOJIMHA PO3pI3HsE APIOHI JeTanl MPEeAMETIB 1
caml NpeJMETH, MPAaBUJIbHO BHU3HAYA€ iXHE MICLE pO3TAllyBaHHA B HPOCTOPI,
cnpuiiMae HaiOarariry ramy KOJIPHHX BIATIHKIB. 3ip J03BOJIsIE HAM 3aliMaTuCs
KBaJT1(DIKOBAHOIO BHUPOOHMYOIO TIpallelo, YWTATH, MHUCATH, MaJOBAaTH, IUBUTHUCS
KIHO(1JIbMH, CIIEKTaKJIl Ta 1HII BUAOBHUIIHI 3aX0aH. JIIOISIM 3 MOPYIICHHIMH 30Dy
BaXKKO 3aliMaTUCS Ha TMEPIIMH OS] 3BUYAMHUMH CIpaBaMU, JJIS HUX MOTPIOHO
aJanTyBaTH JOMATKH, ITPU Ta CAUTH.

VY Ham yac irpu HaOyJu IIMPOKOTO MOIIMPEHHS Ha Ta/KeTax, a TaKoX Ha
IrPOBUX KOHCOJISIX, ajie HAMI[IKaBilll 3 HUX HE € OE3KOIITOBHUMHU M 4acTO HE MArOTh
Takoi QyHKIi, K 3MiHa KOJIpHUX cXeM. To0To € nedinut irop, aganToBaHUX JUIs
JroieH 3 Bajiamu 30py, gk Ha 1K, Tak 1 Ha MOOUTBHUX TIaThOpMAX.

Mo>ke BUHUKHYTH NUTaHHA: "HaBillo B3araii Opi€HTYBAaTHUCS Ha TaKy BY3bKY
rpyny kopuctyBauiB?" CrnpaBa B TOMY, IO €JIEMEHTH TU3aHY, sIKI € KOM(POPTHUMU
JUIS KOPHUCTYBayiB 3 BaJaMu 30py, MOXXHa BBaXaTh A0Ope CHPOEKTOBAHUMHU W
3pYYHUMHM ISl OLIBII IIMPOKOL ayauTopii. | Ko qu3aiiH rpu po3poOJieHn SIKICHO,
BiH CTaHE B HAaroJii BCIM 3alliKaBJIEHUM KOPUCTYBadiB.

AKTyaJIbHICTD 1I1€] TEMU TOB'sI3aHa 3 HEOOXIHICTIO HAJATH JOCTYI 10 OCBITU
Ta 1rop MJITIM 3 OCOOJMBHMH TMOTpeOaMu, BpaxoOBYIOUM IX I1HIAWBITyaJIbHI
0COOJIUBOCTI.

Merta kBamiikaimiiiHoi poOOTH TMOJAra€ B CTBOPEHHI TEXHOJOTII 3MIHU

KOJIIPHUX CXEM Yy JI0JaTKax Ha MPUKIAJl TpU B kKaHpi action-adventure, aganToBaHy



JUIT MOOUIBHUX MPUCTPOIB Ta MPU3HAYEHY AJIS JIOACH 3 0COOIMBOCTSIMHU KOJIIPHOTO
CIIPUMHATTSL.

JI1st JOCSATHEHHS METH CJIiJI PO3B’sI3aTH TaKl 3a7a4i:

— TpoaHaNi3yBaTH Cy4acHI TEHICHIII pO3BUTKY MPOrpaMHOro 3a0e3MeueHHs
JUTSL JIIOJIEH 3 TalIbTOHI3MOM;

— TpOaHaIi3yBaTU OCOOJMBOCTI CTBOPEHHS TEXHOJIOTIi 3MIHH KOJIBOPY;

— TIOPIBHSTH HasIBHI HAa PUHKY aHAJIOTH;

— BHUCYHYTM BHMOTH JIO0 KOJIPHHUX CXE€M Ui JIIoJed 3 TOpYHICHHSIM
KOJIIPHOTO CIIPUHHSATTS;

—  CIIPOEKTYBATH JIOTIKY I'pH;

— CTBOPHUTH IPOrPaMHY peali3allio Ta 31MCHUTH ii TeCTyBaHHS,

—  ONHCATH TEXHOJIOTII0 3MIHHM KOJIPHUX CXEM.

3amauer0 poOOTHM € JOCHDKEHHS Ta TMporpaMHa peaizailis CcrocoOiB
CTBOPEHHS KOM(POPTHMUX YMOB Tpu s JIIOAE€H 3 KOJIPHOKIO  CIIIOTORO,
BUKOPHUCTOBYIOYH TEXHOJIOT110, IO JO3BOJISIE€ 3MIHUTHU KOJIIPHY CXEMY Ha CIPHUSATIUBY
13 3aaHUMU napametrpamu y pyiaii Unreal Engine 4.

B pamkax BUKOHaHHS JaHOI POOOTH CTBOPEHO TEXHOJIOTIIO, SIKA IO3BOJISE
aJanTyBaTH KOJIPHI CXEMU y TPl IHIMBIAYyaJdbHO JUIsl KOKHOTO KOpHCTyBauda. lle
CTBOPIOE KOM(OPTHI YMOBH SIK JUIS JIIOJEH 3 OCOONMBHMH TOTpeOamu, Tak 1 IS
I'PaBIIIB 31 3BUYAHHUM 30POM.

[IpakTiyHe 3HaA4YeHHS POOOTH TIOJNATAE y CTBOPEHHI TEXHOJOTIi 3MIHU
KOJIPHUX CXEM Yy Irpax, aJanToBaHOi Uil JOJed 3 OCOOJMBUMHU MOTpEOAMH.
Jonarok Moxe OyTH 3alpONOHOBAHUI PO3POOHMKAM MPOrPAMHOIO 3a0€3MEeUEHHS SK
MPUKJIA] TIPOTpaMHu, B SIKiii CTBOPEHO KOMGOPTHI YMOBU TPH JJIS Pi3HUX KaTeropin
KOPHUCTYBauyiB.

3anpornoHoBaHa BepCisl TpH, KA HA OCHOBI PE3YJIBTATIB TECTy HA JAIBTOHI3M
BpPaxoBY€ IHJUBIAyadbHI OCOOJUBOCTI KOXKHOTO, JOTIOMOXE OXOIUTH OLIBIITY

ayJIMTOPIIO TPaBIIIB.



PO3JILI 1
AHAJII3 PEJMETHOI TAJIV3I TA TIOCTAHOBKA 3AJAUI

1.1. 3araJuabHi BiToMOCTi 3 MpeAMeTHOI raay3i

1.1.1. 3aragbHa XapaKTepPUCTHKA TEXHOJIOTIi 3MiHU KOHTPACTHUX CXeM

JlanpToHI3M a00 KOJIipHA CIIINOTAa - CIaJIKOBa, pijlie Ha0yTa 0COOIUBICTh 30py
JIOJWHUA Ta TPUMATIB, IO BUPAKAETHCS B HE3MATHOCTI PO3PI3HATH OJWH a0o0
JeK1IbKa KOJIbOPIB.

VY noauHU B IEHTPaJbHIM YacTHHI CITKIBKM PO3TallOBaH1 KOJIbOPOUYTJIMBI
pEeLEeNnTOpyu - HEPBOBI KIIITHUHH, sIKI HA3UBAIOTHCS KoJI0ouKaMu. KokeH 3 TphoX BHUJIIB
KOJIOOYOK Ma€ CBIif THUI KOJIbOPOUYTIMBOIO MIFTMEHTY OUTKOBOTO MOXOJKEHHS, STKUM
YyTJIUBHH J0:

— 9EepBOHOIO0 KOJHOPY (3 MAKCHMYMOM JOBXHHH XBUII cBiTia 552-557 HM);

— 3esieHoro (Makcumym 0mu3bko 530 HM);

— CHHBOTO (MakCUMyM OJU3bKO 426 HM).

JItoqu 3 HOpMATBHUM KOJHOPOBUM 30pOM (TPUXPOMATH) MAIOTh B KOJIOOUYKax
yC1 TpU MIrMEHTHU (YEPBOHUM, 3€TIEHUH 1 CUHII) Y HEOOXI1IHINA KIJIBKOCTI.

[Tpubmuszno 8-10% wonoBikiB 1 0.5% 3>XIHOK MarOTh Ty YW 1HUY (popMy
nanbToHI3My. ToOTo, Ha koxkHi 100 rpaBmiB npunangae 10 Takux, ki 6a4ath KOIIp
1HaKIIEe, MO-CBOEMY. | sIK e 3poOuTH 1HTEep(delc, OJHAKOBO JTOCTYIHHUM JUIsl Oyib-
AKUX KOopHucTyBauiB? € Oararto cynepeunuBoi iHdopMarii 3 1miei temu. Ilig dgac
BUKOHAHHS JaHOT poOOTH OyiM MpoaHali3yBaJid i 3p00€H! BUCHOBKH PO OCHOBHI
NPUHLUNK, SKI BapTO BpaxoBYyBaTM B JAW3aiHI, 00 JOMOTTHUCS APY>KHHOTO
KOJIbOpOBOTO iHTEpdeiicy rpu [20].

Bupainstoun 00'ekTH, JaTbTOHIKM O1IbIIE CIIMPAIOTHCS HA CBITJIOBUN KOHTPACT.
BiH Tak uu iHaKIIe NpUCYTHIN B Oyb-IKOMY MOEAHAHHI KOJBOPIB, IPOTE MOXKE OyTH
piskuM abo mnpuraymeHuMm [9]. UuM BiH HWKYHA, THM CKJIAIHIIIE JIFOMHI

PO3PI3HATH KOIbOpHU. TOOTO, MOCTae nMoTpeda CTBOPUTH KOHTPACTHY Ta MPUITYIIEHY
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KOJIbOPOBY CXeMy JAJIs TOTO, o0 iHTepdeiic Ta rpadika Oynaa COpUATINBI A BCIX

TPaBIIiB.

1.1.2. Amnaxiz irop :xaupy action-adventure 3 MOXJIMBICTIO 3MiHHU

KOJIBOPOBHX CXEM

[IpoananizoBaHo, 4n 06arato iCHy€ KOMITIOTEPHHUX IrOp, IO MarOTh (PYHKIIIIO
aJlalTyBaHHs KOJIbOPOBUX CXEM ISl KOpucTyBauiB. BusBuiocs, mo B 2011 poui Oyna
BunynieHa OaratoruiaropmenHa rpa 3 Has3Boro «Battlefield3» (puc. 1.1), mo
HaJiaBaja MOJKJIMBICTb 3MIHIOBATHM CTWJIb 13 SICKpPAaBO-3€JIECHOIO W YEpPBOHOIO Ha
NPUTIYIICHI YEpPBOHMM 1 CHHIM, $KI 3py4yHl JJId JaldbTOHIKIB. TakoX 3aMiCTb
YEpBOHMX 1 3€JE€HUX IHJIUKATOpIB JUIsl TO3HAYEHHS KOMAaHA-CYNEPHUKIB
BUKOPHCTOBYIOThCSl aJIbTEPHATUBHI KOJbOPHU: OJAKUTHUN 1 momapaHuyeBuil. Take
pimrenHs Oyno 3actocoBanHo B rpi «Call of Duty: Black Ops» (1.2). Kommanis

«Treyarchy mimma me gami, po3poOUBIIM CHELIaTbHUNA TECTEP HA KOJIPHY CHINOTY

(1.3).

AR

BATTLERIELD3

Puc. 1.1. I'pa «Battlefield3»
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[Mpuronuunpkuii 6oioBuK (anri. Action-adventure) - 1e »aHp BiJeoirop, sKui
MOEHY€E XapaKTepHI OCOOIMBOCTI MPHUTOJAHULIBKUX BIJEOIrOp Ta Irop >KaHpy
OooBUK. Bin mnepmmx BIH OTpUMaB BEJIUKY KIJIBKICTh MNEPCOHAXIB, H1aJIOTH,
1HBEHTAp, TOJOBOJIOMKH, aKIICHT Ha JOCTIIKCHH] PIBHIB Ta CKIIATHUN CIOKET, a BiJ
JIPYrUX JUHAMIYHI CYTHMYKM 3 BOpOramH, apceHand 30poi, 3 TOB'I3aHUM
MEHEKMEHTOM OOENPHUITIACIB Ta CUCTEMY OKPEMUX PIBHIB (Mam).

Cepen irop-nipeICTaBHHKIB JKaHPY action-adventure, o MarOTh BUIIE3a3HAYCHY

(byHKIIIF0, MOKHA BHJIUIUTH Taki MPOEKTH, sk cepis irop «Red Dead Redemptiony,

«Death Stranding» (puc. 1.4).

Puc. 1.4. I'pa «Red Dead Redemption»

Kousip Bifirpae BaxxJIMBY pOjib B COPUHHSATTI CIOKETY Ta OTPUMAaHHI MO3UTUBHUX
BpaXeHb BiJ rpH, aje I mporpamu ruiatHi. L{ikaBumu takox € MOBA-irpu [14]
«Heroes of the stormy», «Dota 2» — 111 npoekTu ofH1 3 HeOAaraTbox, MO0 AJANTYIOTh
KOJIbOPOBY CXEMY «IIij rpaBLs» 1 € 0e3komroBHUME. [lonynsipanii «Minecraft» (puc.
1.5) Takok amanTOBaHWUN MU JIFOJEH 3 BaJaMHu 30Dy, I03BOJISIE 3MIHIOBATH PIBEHb

KOHTPACTHOCTI Ta KOJIIP B HAJIAIITYBAHHSX TPHU.
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Puc. 1.5. I'pa «Minecraft»

Takoxx OyB mpoaHadi30BaHUI cerMeHT irop ans cMapTdoHiB. byno 3HaiineHo
JIEeKUJIbKa TPOEKTIB, sKI BpPaXOBYIOTh I1HJMBIAyaJdbHI OCOOJMBOCTI T'paBIIiB.
Hanpuxnan, «Moon Hunters» Ta «Hidden folks» (puc. 1.6). Ane BOHU He €
0€3KOIITOBHUMH, TOOTO HE 30BCIM AOCTymHI Juist AiTe. To6To nedimuT B cermeHTi

MOOUIBHUX ITPOTPAM JI0C1 HAsIBHHI.

ot "»A
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D
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? 2y y ST T
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Puc. 1.6. I'pa «Hidden folks»

1.1.3. AHaJji3 nporpam /Uil 3MiHH KOJIIPHHX cXeM

PosrasiHeMo feski HaMMOMUPEHiNI MporpaMu Ta TEXHOJIOT1, 1[0 BPaXOBYIOTh
1HIMBIAYyalibH1 OCOOIMBOCTI JIIOJICH 3 TOPYIIIEHHSM 30DY.

1. Pexxum xontpactHocTi y Windows 10 (puc. 1.7). Tekct 13 HHM3BKOIO
KOHTPACTHICTIO MOX€ OYyTH CKJIQJHO MPOYUTATH IS JHOJEH 31 CIaOKUM 30pOM.
Hanpuknan, € BeO-cailTM, Ha SKUX MPUCYTHE TMOEIHAHHS HECYMICHHX KOJBOPIB

(mampukiman, ONAKUTHI TOCWIAHHS Ha 4YopHOMY ¢oHi). Takuii KOHTEHT BaXKO
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CIPUIMAETHCS HABITH JIIOJBMH 3 HOPMAJIBHHM 30POM Ta MOXKE CTaTH MPAKTHIHO
HEJIOCTYITHUM IS JIFOJeW 13 Bajgamu 30py. [ly’ke KOHTpacTHi KOJBOPH MOXKYTh
NPUIIBUANIMTA YUTAHHS 3 KOMIT'IOTEpa Ta 3poOuTH Horo 3pyuHimuM. Ha xaib,
(GyHKIIIOHAT I[LOTO PEXUMY JyKE€ OOMEXKEHHUM, aKe HEMOXJIUBO aJalTyBaTH

rpadiky IHIUBIAYAIBHO, a AESIK] €JIEMEHTH B3arajil ClIOTBOPIOIOTHCS.
b

Bbicokas KOHTPACTHOCTb

Buibepute UBETHOW NPAMOYTOABHWK, YTODEI HACTPOWTL BEICOKOKOHTPACTHbIE

-:tii:- BeicOkan KOHTPaCTHOCTL

Puc. 1.7. Pexwum koutpactHocti y Windows 10

2. Color Binoculars (puc. 1.8) - nogarok misg iOS, 1110 BUKOPHUCTOBYE KamMepy
TenedoHy Ui TIONMEPETHBOTO TEPerjsiay B peaJbHOMY 4Yacl 1 HaCTyIHOTO
HaJallTyBaHHS 300paK€HHS 3a JONOMOIOK  cHemiadbHux  QuibTpiB. Mae
aJIaNTOBAHICTh JI0 TPHOX PI3HUX THUITIB JAIBTOHI3MY. ¥ HHOMY MOXHa BBIMKHYTH a00
BUMKHYTH BCi (QUIBTPH, II00 TMOPIBHATH, SIK BUTIIANAE CBIT JUIsl JIIOJEH, AKI HE
PO3PI3HSIOTH KOJLOPH 1 JUIs BCIX 1HIIUX. [Iporpamy HEMOKIIMBO 3apa3 3aBaHTAXKHUTH,

a 11 mMaTpuUMKa 3IMCHIOEThCS Jniine B aeskux perioHax CIIIA.
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Red/Green

Puc. 1.8. lonaTtokx Color Binoculars

3. Color Blind Pal (puc. 1.9) — mporpama, 0 jgoroMarae IaJdbTOHIKam
PO3pI3HATH KOJBOPH, SKI BOHU 3a3BMYail HEe O0adaTh. TakoX IIKABOK OCOOIMBICTIO
NpOrpaMH € PEKUM «EMIIATil», AKUH MOKa3ye 3BHYAWHHM JIIOIIM, SK AalbTOHIKH
Oayathb CBIT. 3apa3 moctymHa Ha Android-mpuctposix. [IpounTaBiiu BiAryku Ha play
market, MO>KHa 3pOOMTH BHCHOBOK, II[0 BOHA IPAIfO€ HEKOPEKTHO, IO CBIIYMTH MPO

HEOOX1THICTh CTBOPEHHSI HAIIIO1 TEXHOJIOT1I.
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SS

Actuel Freezn

Puc. 1.9. logatox Color Blind Pal

1.2. Tlpu3HayeHHsI pO3pPOOKHU Ta 00/1aCTh 32CTOCYBAHHSA

Bimomo, 1o xomip mMae BeTWKE 3HAYCHHS B HAWPI3HOMAHITHIIHX cdepax: y
KIHO, KOMIT'IOTEPHUX Irpax, JAW3aiHl CalTIB, apXITEKTypi, MHCTETBl TOILIO.
3aCTOCYHKH 31 3MIHAMHU KOJIIPHUX CXE€M 3MOXYTh JOMOMOITH JIOASIM 3 0COOIUBUMU
notpebamMu CcrpuiiMaTé KOHTEHT Oinbil KomdopTHO. TexHomoris, sSka 3MOXe
aJanTyBaTH KoJip y OyAb-sKid Ipl M IHAUWBITYalbHI OCOOIMBOCTI IpaBlsl Ta HOTroO
IPUCTPOIO, € AKTYaJTbHOIO Hapas3l.

[IpoananizyBaBiid PUHOK TMPOTPAMHOrO 3a0e3rnedeHHs, OyJ0 BHUSBJICHO, IIO
ICHYIOTb CXO31 ITPOrpaMu SIK MPo(eciiftHOro piBH, TaK 1 OUIBII MPOCTi. AJle 3a3BUYal
BOHM HQJalOTh HU3bKWN (YyHKIIOHAT a0 JMIIe JJAO0MOMAararTh PO3pOOHUKAM

B1/IYyBaTH TOHKOIII JaJIbTOHI3MY TIPU PO3POOIIl TOAATKIB.
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[Tpu3HaueHHsAM pOOOTH MOJIATAE Y CTBOPEHHI TEXHOJIOTIT 3MIHH KOJIPHUX CXEM
y Irpax, aganToBaHOl JUIs Jiofei 3 ocobnuBumu notpedamu. Jlogatok moxke OyTH
3allPONOHOBAHUN PO3POOHHMKAM MPOTPAMHOTO 3a0e3MeUYeHHs K MPUKIIA] IPOrpamMH,
B SIKIif CTBOPEHO KOM(OPTHI YMOBU T'PH JIJIsl PI3HUX KaTEropiii KOPUCTYBayiB.

3anponoHoBaHa BEpCisd I'pH, Ka HA OCHOBI pe3yJbTaTIB TECTY Ha IajIbTOHI3M
BpaxoOBY€ 1HJIMBIAyaJIbHI OCOOJMBOCTI KOXXHOTO, JOMOMOXKE OXOIUTH OlIbIITY

ayJUTOPIIO TPaBIIIB.

1.3. IliacraBa aJs1 po3pooKu

[TinctaBoro nsi po3poOku  KBamiikaiiiHOi poOOTH OakanaBpa Ha TEMY
«Po3pobka Ta mporpamMHa peaizanisi TEXHOJIOTIT 3MIHU KOJIIPHUX CXEM Yy J0JaTKax
Ha TIPUKJIaJIi TPU B JKaHpi action-adventure» e Hakas o HarjioHanbHOMY TEXHIYHOMY

yHiBepcuTeTy «JIHIMpOBChKa moyiTexHikay Bin . . 2021p. Ne -

1.4. IlocTaHOBKA 3aBIAHHSA

3amauero kBamdikamiitHoi pobotn Ha Temy «Po3poOka Ta mporpamua
peaizallis TEXHOJIOTIT 3MIHU KOJIPHUX CXEM Yy JoAaTKax Ha MPUKIaIl TpU B kKaHpi
action-adventure» € HOCHTIPKEHHS Ta MpOrpamMHa peajizallisi Croco0iB CTBOPEHHS
KOM(POPTHUX YMOB TpU JJIs JIIOJIEH 3 KOJIPHOIO CIIIOTOIH, BUKOPHCTOBYIOUH
TEXHOJIOT1I0, IO JI03BOJISIE 3MIHUTH KOJIPHY CXEMY Ha CHPUSTIUBY 13 3aJlaHUMH
napameTrpamu y pyurii Unreal Engine 4.

Mera xkBamiikariifHoi poOOTH TONATAE B CTBOPEHHI TEXHOJIOTIT 3MIiHU
KOJIIPHUX CXEM Yy JoJaTKax Ha MPUKIIaJl IpH B kaHpi action-adventure, aganToBaHy
JUTs MOOUTBHUX TIPUCTPOIB Ta MPU3HAUCHY JJISA JIFOJICH 3 OCOOIMBOCTSIMU KOJIPHOTO
CIIPUMHSATTSL.

J{nst JOCSTHEHHS METH CJIiJI PO3B’sI3aTH TaKi 3a7a4i:

— TMpoaHaNi3yBaTH Cy4YacCHI TEHJIEHIII PO3BUTKY MPOTPAMHOTO 3a0€3MeYeHHS

JUIS JTIOJIEH 3 JaJIbTOHI3MOM;
18



— TpoaHali3yBaTH OCOOJMBOCTI CTBOPEHHS TEXHOJIOT1i 3MIHH KOJIbOPY;

— TIOpIBHSATHU HasIBHI HA PUHKY aHAJIOTH;

— BHUCYHYTH BHMOTHM JIO KOJIPHUX CXE€M i JoJled 3 TOpYIICHHIM
KOJIPHOTO CIIPUIHSTTS,

—  CIIPOEKTYBATH JIOTIKY TpH;

— CTBOPHUTH IIPOTrpaMHy peatizallito Ta 3A1MCHUTH i1 TECTyBaHHS,

—  OIMCATH TEXHOJIOTIIO 3MIHU KOJIPHUX CXEM.

B nmnporpami HE0oOXiHO CTBOPUTH TEXHOJIOTIIO 3MIHM KOJIIPHHUX CXEM,
3aCTOCYBaBIIM ii Ha Tpl, sAKa OyJe aaanToBaHOIO [Jisi JIOJEH 3 OCOOJIUBUMH
noTpedamu.

He icHye yHiBepcallbHOTO PIIIEHHS, sIKE MOTPIOHO BUKOPUCTOBYBATH B JU3aiiHI
JUIsl JAJIbTOHIKIB, alie € KUJIbKa MPUHIIUIIB, sIKI HEOOX1THO BpaxoByBaTu. Bumoru 1o
JU3aiHY TPOrpaMu-TPu:

1. He moknagaTucs jauiie Ha KOJIp ISl IHAUKAIIT CTaHy.

2. OOMEXUTHU KOJIPHY NaITPy 2-3 KOJIbOPAMH.

3. BukopucToByBaTH TEKCTYPY 1 BI3€pYHKH, 11100 MOKA3aTH KOHTPACT.

4. BUKOpHUCTOBYBAaTH KOHTPACTHI KOJIbOPH 1 BIATIHKH, 100 BUIIJIUTH TEKCTOBI
MOCHJIaHHS

5. He BuxopucroByBaTM HeOe3meyHi KOMOIHAIl KOJBOPIB: 3EJICHHHA 3
YEPBOHUM, 3€JICHUN 3 OJaKUTHUM, OJIAKUTHHUM 3 CIPUM 1 T.]I.

JIsist cTBOpEeHHSI Tpy HEOOX1HO MPOJyMaTH KOMIIOHEHTH TP Ta ii JIOTIKY, a
came IpoLec B3aEMO/IIT TP 3 KOPUCTYBAau€M, YMOBH BUTpallly, (ikcailii pe3yabTaTiB 1
T. I

Jlnist 11 peamizainii rpu HEOOX1JHO BUKOHATH HACTYITHI €Tany MPOSKTYBaHHSI:

— Bi3yastizailisi irpoBOro MporLecy;

— B32€EMO/IISI 3 KOPUCTYBaUuEM;

- JIoTiKa TPH.
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1.5. Bwumormu 10 nporpamu ad0 NporpaMHoOro BUpooy

1.5.1. Bumoru 10 pyHKIiOHAJIBLHUX XaPAKTEPUCTHK

B pesynbrari po3poOKu JaHOTO MPOEKTYy MOBHMHHA OyTH CIPOCKTOBAaHA Ta
cTtBopeHa rpa y pyurii Unreal Engine 4 Ha MoOBi Java B cepefoBHI CEpelOBUII
Eclipse SDK, sika 103BOJIsi€ 3MIHUTA KOJIBOPOBY CXEMY Ha OLIbII KOHTPACTHY 13
3aJaHUMH [apaMeTpaMu, 110 € OJHUM 13 COCO0IB 3aBAaHHA KOMGOPTHUX YMOB TpU
JUISL TFOJIeH 3 KOJIIPHORO CIINIOTOTO.

['pa moBUHHA CKIamaTUCS 3 OJHOTO pexkumy. ['paBenb Oyne mepemimarucs o
Malll, MaTH [I1aJloTH, 1HBEHTAap Ta CYTHMYKU 3 BOpOTraMH. TakoX IMOBHHHO OyTH
nependayeHo «MeH may3w» s TOTo, 00 Oyja MOXKIMBICTH BIAMOYUTH Ta
3MIHUTH KOJIbOPOBY CXEMY JIJIs JTFOAEH 3 0COOIMBUMU NOTpeOaMHu.

JIyist BUpIIIEHHST LUX 3a/a4 Mpu po3poOlll irpoBOTO T0AATKy MOBUHHI OyTH

BUKOPHUCTAH1 HACTYTHI PIllICHHS:

1. Po3poOka npaBui1 rpu Ta cTpaTerii MOBEIIHKH.

2. Po3pobka moneneit 300paxkeHHs rpagiyHuX 00’ €KTIB.

3. Po3po0Oka JIoTi9HOT CXeMU T0JaTKY.

4, Po3pobka anroputmy poOOTH T0AATKY.

S. Po3pobka rpadiku 1oaaTky 3 ypaxyBaHHSIM BUMOT 10 TPU JJis JIOJEH 3

BaJIaMU 30py.

6. Po3poOka inTepdeiicy kopuctyBaya.
1. Po3po6ka irpoBoro nporecy.
8. TecTyBaHHS Ta HAJArOJKEHHS pO3pOOJIECHOT TPOTrpaMHu.

1.5.2. Bumoru g0 indgopmaniiiHoi 0e3nexu

[adopmarriitna Ge3meka mprpamMHOr 3a0e€3MEeUeHHs Ma€ HaJaBaTh TapaHTIIo
TOTO, 110 JOCATAIOTHCS TaKl ILII:

—  KOH(}IAEHIIIHHICTh KpUTUYHOI 1H(POpMAITiT;
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— UUTCHICTH 1HGOpMaIli Ta MOB’S3aHUX 3 HEK IMpoLeciB (CTBOPEHHS,
BBEJICHHSI, 00p0OOKa Ta BiOOpaKeHHS);

— aKTyaJbHICTh (CBOE€YACHICTh BIJHOBJIEHHSA) 1 JOCTYHHICTH iH(opMaIii
(xoJI1 BOHA MOTP1IOHA aBTOPU30BAaHUM KOPUCTYBayam);

— 00JIK BCIX IPOIIECiB, MOB’A3aHUX 3 1HGOPMAIII€IO.

1.5.3. Bumoru g0 ckiaay Ta napaMeTpiB TeXHiYHUX 32Cc00iB

JUtss  mATPUMKH ~ KOPEKTHOI poOOTH KOMII'FOTEPHOI TpH  BU3HAYECHO
PEKOMEHJIOBaHI BHUMOTH JIO TPHUCTPOiB, HA SKWAX BIH TMpaioBaTuMe. Taka
KoH(pirypaiisi 00yMOBJI€Ha TUM, L0 MIATPUMYE ONTHUMAIbHY pOOOTY oOmepaiiiHoi
CUCTEMH, B pe3yJbTaTl YOrO MiABUIIYETHCSA JOCTYIHICTh JOAATKY.

—  Iporiecop Intel Core i3-4160 3,6 I'T'n, 2 siapa, 4 HOTOKU;

—  Bigeokapra GeForce GTX550Ti 1TIB, 4100 MI';

—  OmIepaTWBHA MaM’STh Kingston DDR3 4 TI'b, 1333 MI'1;

—  MarepuHchKa iata Gigabyte GA-H110-D3A s1151, DDR4;

—  Onok xupinenns  LogicPower ATX-400W 400Br;

—  xopctkuit muck  Western Digital Blue 500 I'B.

1.5.4. Bumoru 10 iHnpopmaniifHoOI Ta MPOrPaMHOI CyMiCHOCTI
Hanuii npoekr mae Oytu po3poOnenuit y pymii Unreal Engine 4 Ta 3a
JIOTIOMOTO0 KpOcCIIaT(opMOBOi MOBH TMpOorpaMyBaHHsI Ha MOB1 Java B cepeoBHIII

cepenosuii Eclipse SDK, 3aBnsku yomy 1oro mMoxHa OyJe BUKOPUCTOBYBATH Ii[

pizaumu mwiardopmamu (Android, Windows, IOS Toro).
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PO3JILI 2
MPOECKTYBAHHS TA PO3POBKA ITPOTPAMHOTI'O TPOJIYKTY

2.1. ®dyHkuioHa/ibHe NPU3HAYEHHS MPOrPpamMu

B mporeci podotu Haa kBamidikamiiiHOO pPOOOTOI0 CTBOPEHO TEXHOJIOTIIO
3MIHU KOJIPHUX CXEM Y irpax, aJanTOBaHy JJs JIoJIed 3 0COOIMBUMHU MTOTpeOaMH.

Honarok Moke OyTH  3ampONOHOBAaHUN  PO3POOHMKAM  MPOTPaMHOIO
3a0e3MeUeHHsl K MPUKJIAJ Mporpamu, B sIKiii CTBOPEHO KOM(pOPTHI YMOBH TI'pH IS
PI3HHX KAaTeropiii KOPUCTYBaUiB.

[Iporpama nmpu3HaueHa it peasizallii croco0iB CTBOPEHHSI KOM(MOPTHUX YMOB
TpH JJIS JIIOAEH 3 KOJIPHOIO CIIIOTOK BUKOPUCTOBYIOUHM TEXHOJIOTIIO, IO JO3BOJISIE
3MIHUTH KOJIPHY CXeMy Ha CIPHUATIUBY 13 3ajaHUMU napamerpamu y pymrii Unreal
Engine 4, Ta Ha OCHOBI pe3yJbTaTiB TECTy Ha JaJbTOHI3M BpPaxOBY€ iHIAMBIIyabHI

0COOJIMBOCTI KOKHOT'O KOPUCTYBaya.

2.2. Onuc 3acTOCOBAHHUX MATEeMATHYHUX METOIIB

2.2.1. 3arajpHa XapaKTePUCTUKA TEXHOJIOTII 3MiHM KOHTPACTHUX CXeM

[cHye KepiBHUIITBO JOCTYMHOCTI KOHTEHTY [JIsl JIIOACH 3 OCOOIMBHUMH
norpebamu [15], B ssKOMy MpPOMOHYIOThCS YHCIACHHI PEKOMEHAIll, CIIpsIMOBaHI Ha
3a0e3nedeHHs OUTbIIOoro KoM(popTy B poOOTI.

Hanpuxknan, Bi3yanbHe BiIOOpaXX€HHS TEKCTYy 1 TEKCT Ha 300paKeHHSX
MOBUHHI MaTH KOe(DIIIEHT KOHTPACTHOCTI HE MeHIme 7:1.

KoedirieHT KOHTpacTHOCTI:

CR =(L1 +0,05) / (L2 + 0,05), (2.1)
ne:
L1 — BimHOCHA SICKPaBICTh HAMCBITIIIIOTO 3 KOJIBOPIB;

L2 — BiiHOCHA SICKPaBiCTh HAOJIBIII TEMHOTO 3 KOJBOPIB.
L



BinnocHa sickpaBicTh Oy/b-5IKOT TOUKH B KOJIPHOMY IPOCTOPi, HOpMalli30BaHa
10710 «0» 17151 caMOro TEMHOTO YOPHOTO 1 «1» JJIst caMoro CBITIIOro 01J10T0.

VY xonipaomy npoctopi SRGB BijHOCHA SICKpaBICTh KOJBOPY BU3HAUAETHCA SK:

L=0,2126 *R+0,7152 * G + 0,0722 * B, (2.2)
ne R, G u B Bu3HavaroThCA SK:
- axo Rsrep <=0,03928, 10 R =Rsrap/12,92, iHakuie
R = ((Rsres*0,055)/1,055) * 2,4;
- ko Gsper <=0,03928, o G =Gsrep/12,92, iHakie
G = ((Gsreet0,055)/1,055) ~ 2,4;
- K10 Bsror <=0,03928, o B =Bsrgp/12,92, inakme
B = ((Bsres*0,055)/1,055) * 2,4,
1 RsreB, Gsrep, Bsree BUBHAUAETHCS SIK:
- Rsres = Repit/255;
- Gsrop = Ganit/255;
- Bsros = Bapit/ 255.

CumBon «™» O3HauUae omeparlito MmJAHECeHHs A0 cremneHs (dopmyrna B3siTa 3
[15]).

Binomo, 1110 maiixke BCl CydacHI CUCTEMH BUKOPUCTOBYIOTh JJIsl BiOOpaKeHHs
KOHTEHTY KoayBaHHs SRGB.

BignocHa ocBiTieHICTh (DOHOBHX TIIKCENIB Oe3nocepelHbo Oinst 00’ €KTy
OOYHUCIOETHCS TaKOX 3a (hopmyJioro 2.2.

B3arami, KOHTpOJIIOBaTH CBITJIOBHM KOHTPACT 3pYyYHIIIe, SKIO TOBHICTIO
BiIMOBUBIIIMCH BiJl KOJHOPY Ha IMOYATKOBHX €Tamax NpOeKTyBaHHS. SKmo x
Bi100pa3uTH Tpadiky B BIATIHKAX CIPOTO, TO HABITh KOPUCTYBadl 3 MOHOXPOMIEIO
3MOKYyTh KoMmdopTtHo rpatd [15]. BiamoBigHo, YMM MEHIIE KOJIbOPIB
BUKOPUCTOBYEMO, TUM MEHIIIE WMOBIPHICTh OTPUMATH OOMEXKEHMH Ou3aifH. Xoua
HIKOJIM HEe OyJe 3ailBUM TOBHICTIO 3HEOApBUTH BXKE TOTOBUM iHTepdelic 3apanu

M1JICYMKOBOT IEPEBIPKHU.
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2.2.2. Buxkopucranus HSL moaesi

Bupainstoun 00'ekTH, JaTbTOHIKHM O1IbIIE CIIUPAIOTHCS HA CBITJIOBUN KOHTPACT.
Bin Tak uu iHaKIIe MPUCYTHIN B Oy/Ib-IKOMY MO€AHAHHI KOJIBOPIB, IPOTE MOXKE OyTH
pizkuM abo mnpuraymeHuMm [9]. UuM BiH HIDKYHE, THM CKJIAIHIIIC JIFOIUHI
PO3PI3HATH KOIbOpHU. TOOTO, MocTae nmoTpeda CTBOPUTU KOHTPACTHY Ta MPUTITYIICHY
KOJILOPOBY CXEMY ISl TOTO, 00 iHTepdeiic Ta rpadika Oyna CIpUSTINBI IJIs BCIX
I'PaBIIiB.

HSL (ckopoueno Bix anri. Hue, Saturation, Lightness) — komipaa mMojenb, B
AKiH Oyb-SKHMI KOJIIp BU3HAYAETHCS TPhOMa XapaKTEPUCTUKAMU: KOJLOPOBUM TOHOM
(aurn. Hue), manpukiaa, CHHIM, YEPBOHHUM, >KOBTHM TOINO, HACHYCHICTIO (aHII.
Saturation), ToOTO YaCTHHOIO YUCTOT'O KOJHOPY, O€3 JOMIIIKKA YOpHOI Ta 01101 (apo;
«cBiTinoToroy (en; ru) (anmt. Lightness), To0To 6JIM3BKICTIO 10 O1JI0T0 KOJIBOPY.

Mopgaensb € HeniHiiiHUM niepeTBopeHHsaM mojeni RGB. Komip, npencrabnenuii B
HSV, 3anexuTs BiJg NPUCTPOIO, HA SIKUK BIH OyJe BUBeAEHUM, ockiibku HSV —
nepetBopeHHsa Mozen RGB, sika Tex 3anexuTts Bif npuctpor. Moaens HSV wacto
BUKOPUCTOBYEThCSI B TpaiuHUX mporpamax, OCKUJIbBKM 3py4dHa s poOOTH 13
300paXeHHSIMH.

Bizyanbae momanus komipHoi moneni HSV. Tpusumipue mpoctip HSV nHa
JBOMIDHOMY €KpaHi 3a3BHuUail TPEJCTaBICHO JBOMAa crmoco0aMu: y BHIJISII
KOJIIPHOTO KOJIa 1y BUTJISIZI KOJIPHOTO KIJIBIIS.

Konipauii kpyr — mnomnepeyHuil nepepi3 IWIIHIPA, ABWXKOK SICKPaBOCTI
BIIMOBIZa€ BUCOTI MWIiHApa. Bizyamizamiss y BUIVISIAI KOJIPHOTO KoJjia 3700yna
IIUPOKY MOMYJISIPHICTh 33 TEepmuMH BepcisiMu nporpam kommanii Corel. Ha manwmii
MOMEHT 3aCTOCOBYEThCS PIJKO, 4YaCTIllIE BUKOPUCTOBYIOTH KIJBIIEBY MOJEIb,
po3polbieHy koMmaniero Macromedia.

VY KOJIpHOMY KIJIBIIl KOJIPHUW TOH MPEACTABICHUN y BUTIISAL PallIyKHOTO
KuIbLsl. Hacu4eHicTh 1 3HaYeHHS KOJIbOPY (SCKPaBICTh) BUOUPAIOTHCS 32 JI0MIOMOTOI0

BIIMCAHOTO B 1€ KUIbIIE TPUKYTHHUKA. MOoro BepTHUKaIbHA BIiCh, K MPABHUIIO, PETYIIOE
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https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BB%D1%96%D1%80%D0%BD%D0%B0_%D0%BC%D0%BE%D0%B4%D0%B5%D0%BB%D1%8C
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D1%82%D1%96%D0%BD%D0%BE%D0%BA
https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0
https://uk.wikipedia.org/wiki/%D0%9D%D0%B0%D1%81%D0%B8%D1%87%D0%B5%D0%BD%D1%96%D1%81%D1%82%D1%8C_(%D0%BA%D0%BE%D0%BB%D1%96%D1%80)
https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0
https://uk.wikipedia.org/w/index.php?title=%D0%A1%D0%B2%D1%96%D1%82%D0%BB%D0%BE%D1%82%D0%B0_(%D0%BA%D0%BE%D0%BB%D1%96%D1%80)&action=edit&redlink=1
https://en.wikipedia.org/wiki/Lightness
https://ru.wikipedia.org/wiki/%D0%A1%D0%B2%D0%B5%D1%82%D0%BB%D0%BE%D1%82%D0%B0
https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0

HACHYEHICTh, @ TOPU30HTAIIbHA JTO3BOJISE 3MIHIOBATH 3HAYEHHS KOJIbOpy. Jliis BuOOpy
KOJIbOPY Ha K1JIbI[l BKA3YEThCS TOH, a TOTIM HEOOX1HHUM KOJIp 3 TPUKYTHHKA.

HSV 1 copuiinarts konsopy. BBaxkaerscsa, mo moxaenb HSV Gmmxde no
JIOACHKOTO cpuiHATTSA KonbopiB, Hbk RGB 1 CMYK. RGB 1 CMYK BuzHauaoth
KOJIp K KOMOIHaIlil0 OCHOBHHMX KoOJboOpiB, a HSV BigoOpaxkae iHdopmarito mpo
KoJIbopH O1tbI sicHOrO hopMi: "Lllo 3a komip? Hackinbku BiH HacuueHui? Hackiabku
BiH CBITJIMIA 9U TeMHUH ?"

Konipna monens HSL npencrapisie Komip CXOKHUM 1 HaBITh, MOXKJIMBO, OLIBII
3pO3yMIIMM YUHOM, yuM HSV.

[TepeBin RGB B HSB (HSV). ¥ xoxi nepeTBopeHHs 3HAYECHHS SCKPABOCTEH 10
YepBOHIM, 3€JICHIHN 1 CUHIN CKIIaJIOBIH, K1 3a/aHi B aiana3oHi [0 .. 1], KOHBEPTYIOThCS
B Mojiesib HSB (HSV). OTpumytoTh 3Hau€HHS B HACTYITHUX Jiana3oHax:

— H — xonipuuii Ton (0-360°);

— S —mnacuuenictb (0-1);

— B(V) — sckpasictsb (0-1).

—  Max — dbyHK1IsS BA3HaYEHHS MaKCUMYMY cepell TphoX ckiiaioBux R, G, 1 B.

—  Min — ¢yHKIis BU3HAYCHHS MiHIMyMY Cepell TPhOX CKIagoBux R, G, i B.

Anroputm nepexinany RGB 8 HSB (HSV) naseneno na puc. 2.1:

0

Oxe suzaueno, smawo Max=Mm;

geo" o B0 acnge Ml il G

B Mackm & T e
H ‘893 --LB-_+3m",ﬂmLpMax—RG <B;

0 Max- Min

0 B- R

60? Xe—m———ounx +120° Max=G

g Max- Min * i e

g R-G .0 Max =B

680" H——— + 240" =B.

el e

0, s Max =0,
S -ﬂ _ Min

Max
V =Max

1

,8 IHuaIX sunadxax

Puc. 2.1. Anroput™m nepexiiany RGB B HSB (HSV)
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2.3. Onuc BUKOPHUCTAHOI apXiTeKTYpH Ta MA0JI0HIB NPOEKTYBAHHSA

I'padiununii irpoBuil KOHTEHT Hece B €001 KiJIbka (PYHKIIN: CEeMaHTUYHY
(cMHcnoBe,  TPOSICHIOE — ITPOBY  MEXaHIKy) 1  JIGKOPaTUBHY  (JIOTIOBHIOE,
ypi3HOMaHITHEHHs Tpy). Takox, Bl AKOCTI Tpadiku TyxkKe 3aJeKUTh B TOMY YHCII 1
Te, Ui Oy/ie rpaBelb «3aHypeHuid» B aTMocdepy rpu. JloMortucs pe3ynbrary, siKui
3aJI0OBOJIbHSIE BCIM IIMM BUMOTaM, HEMIPOCTO, ajie TYT HAKIAJAal0ThCs 1€ i THMYacoBI
pPaMKH, aJK€ CTBOPEHHS 1rpoBoi rpadiku — Iie cepiio3Ha npoekTHa 3anada. [loTpiOHi
pecypcu: KOMaHja, OJUKET, 0araTo 4yacy 1 BMIHHS NMPUAMATH T'PaMOTHI PIIIEHHS.
IrpoBa rpagika Mae 0araTo TOYOK AOTHUKY 3 PI3HUMH HaOpsIMKamMH TpadiqHOro
nu3aiiny. OueBuaHa ONM3BKICTH 1rpoBOi  rpadiku 1 apxitekrypu. [Ipouec
apXITEKTYpHOTO MPOEKTYBAaHHS 3a3BUYail BEJIETHCS B TAKOMY HAMPSAMKY:

— BHUBYEHHS (PYHKIIOHAIBHUX 3aBJIaHb IIPOCTOPY;

- XYJIOXKHS OpraHizaris;

— HACHYCHHS BUPA3HUMHU JICTATSIMH.

Bce ne akryanbHO 1 /1 irop. PIqHUTE iX 1 npuHIUI «AHTPONIOMOP(HHOCTI» —
MIPOEKTOBAaH1 €JIEMEHTH NOBUHHI OyTH BIAMNOBIAHI JIIOJWHI, €PrOHOMIYHI (JIBEpHI
npopisu, cxoau 1 1.1.). Crif Bigpa3zy YTOUHUTH, 110 B iIrpax eproHOMIYHICTh TOBUHHA
OyTH 3py4yHOIO IIJIsl TPaBIl, ajie He JJIs Moro aBarapa. Tak camo SIK 1 apXiTeKTypa,
irpoBa rpadika nmoBuHHa ciaigyBatu (yHkuii. [rpoBy (yHKIII0 3a1a€e reiiM-nu3aiiy,
TOMY XOpoIia irpoBa rpadika HEMOKIIUBa 0€3 TApPHOTO TeiM-I3aliH-JOKyMEHTAa.

LleHTpanbHUM MOMEHTOM ISl Tpadikyd B IFPOBHX MPOEKTaX € MOHATTS art
direction. 3a3Buuai, miJl UM TEPMIHOM MA€ThCA Ha yBa3l HAcCTyINHE: rpadika B rpi
NOBUHHA OYyTH CBO€piHA 1 BHYTPIIIHBO Y3roJKeHa, TOOTO y Ipl MOBHHEH OYyTH
INPUCYTHIM CTUJIb.

[I1o6 3a0e3neuntu sikicHuii art direction, Tpeba MPOBECTH KOMILUIEKC 3aXOJiB,
CIPSIMOBaHUX Ha BUTOTOBJICHHS 0araToro i MUJIbHOTO rpadiyHOr0 KOHTEHTY.

CTBOpEeHHsI ITPOBOr0 KOHTEHTY BIIOYBA€ThCA 3a 3BUYAWHUM JIAHIIOKKOM:

niaroroBka (pre-production), came BUPOOHUIITBO, CKJIaTaHHS 1 KOPUTYBaHHS.
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Cepen 1ux 3axofiB OJHI€T 3 HaWroJoBHIMUX (a3 € pre-production. came 1Mo
co0i HasBHICTH pre-production — mekiaparisi TOro, IO 3aBJIaHHS CBOEPITHOCTI i
y3ro)KeHOCTI rpadikKu CTaBUTHCS 1 Oyie KOHTpoJtoBaTucs. KoyKeH MpoeKT Hakjaaae
CBOT OOMEKEHHSI: TEXHOJIOTIYH1, EprOHOMIYHI, TAMYAcOBi Ta iHMI. OCHOBHI MATaHHS,
0 BUHUKAIOTh HA IbOMY €Tamll — SKUMH BHUpPa3HUMH 3acobamu OyIyTh NepenaHi
3arajbHa aTtMochepu TpH, CETTHHT, K OYIyThb BHUIUISIIATH IEPCOHAXI, OCHOBHI
Bi3yasJbHI €JIEMEHTH (JOTOTUIM 1 KJIIOYOBI JIOKaIii, cropyau). Jlyxe BaJIHMBO
3pOo3yMiTH, SKUMH 3acobamu Oyne peanizoBanuid ctuib rpu. Cepen  HHX
OPHAaMEHTAJILHICTh TEKCTYp, HaWBUINA JAeTali3allis IEepPCOHAXIB 1 1HTepdeiicy,
CTpUMaHa 0JlaropojiHa KoJjiipHa ramma. A0O X SCKpaBi, CMUIMBI KOJIIPHI 1 CBITJIOBI
pileHHs, Hacu4YeHICTh epexTamu. BaxkinBo, o0 Takuii oOpa3 abo Horo nepeauyTTs
OyB 3HalilcHWd Ha CaMOMy paHHbOMY €Tall 1 PETEeIbHO JIOKYMEHTOBAHMM.
[Tincymkom pre-production MOBHUHEH CTaTH MaKeT KOHIICNT-AOKYMEHTIB (3a3BUYait
3BaHu# art book) 1 mpuOIM3HMIA TIaH poOIT HA MPOEKTI, K 0OOB'SI3KOBO MOBUHHI
OyTH JTIOBENICHI /10 BCIX WJIEHIB KOMaHIM (BKJIIOUar4u mporpamictiB). Came mo coOi
Te, MO Iek oOpa3 Oyae 3HAWJCHWUN 1 BUTPUMAHHUN 10 KIHIIS, HE3Ba)KalO4uW Ha BCI
NIEPUIIETIT, 1 € 03HAKOIO HasiBHOCTI art direction.

HacrynHoro ¢azoro € oTpumaHHsi CIUCKIB KOHTeHTY. Ha oMy erami Tpeba
MakcuMallbHO JokjagHo BuBuutH GDD, feature-muctw, omuratu redM-au3aiiHepa
po BCE y IrpOBOMY KOHTEHTI, MPU ILOMY 3alHUCyBaTU Tpeba Bce, BKIIOUYAIOYH,
HAMpUKJIad, BCl JepeBa, YarapHMKH 3 yciMa iX BapiaHTamMH. Yce, 3p03yMijo,
nependoaynTy He BUiIe, ane 3a3Buuaid B GDD Ha 11poMy eTarmi BXKe SCHO OIMCaHi
KJIFO4YOB1 00'ekTH, 11€ Bke 70% 1H(opMmaiiii, 1110 MOXKHA BBaKATH BUCOKUM CTYIICHEM
KEpOBAHOCTI TIPOEKTY.

CraHgapTHUMHU HalpsiMKaMd BHpPOOHMIITBA IFPOBOIO KOHTEHTY € JIOKallii,
nepcoHaxi, inTepdeiic, animariis, 00'extu (Ti caMi AepeBa, JTIXTAPUKU Ta 1HII APiOHI
netani), ocBiTiaeHHs 1 edektu. [licas aHanizy HHUX CIHMCKIB MOXE 3'ACyBaTHCS, IO
JIeCh JOBEACTHCS POOUTH KOHCTPYKTOPH, BBOAUTH YHI(IKAIIO — I 3ACIICBICHHS
po3poOku (11e Tpeba okpemo AokyMmeHTyBatu). Ha 0a3i mux pimeHb 1 CIHCKIB

KOHTEHTY MU OTPUMY€EMO IJIaH BUPOOHUIITBA IPpa(iKu 11 KOHKPETHOTO MPOEKTY.
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Jlokamii CTBOPIOIOTH IPOBUI MPOCTIp, 331al0Th aTMocdepy T'pH, 1 BiJl TOTO,
HACKIJIbKU A00pe BOHU 3po0iieHl, 6araTo B 4OMY 3aJIeKUTh 4u BiIOyAeTbes «Edekr
3aHypeHHs» rpaBligd. Came Ha JIOKallli BUTPAYa€EThCS MAKCUMYM PECYPCIB, 1 LIUM
Tpeba mepernMaTrcs B MEpITy Yepry.

BupoOHMIITBO JIOKaIliif MOYMHAETHCA 3 KapT MiCiid, 3pOOJEHUX TehM-
TU3aifHepOM. 3TiHO 3 IUMHU KapTKaMH B TPUBHMIPHHUX PEIAKTOpPAX CTBOPIOIOTHCA
3arOTOBKH JIOKalllid, BU3HAYAETHCS MAcIITal 1 MOJOKEHHS 00'€KTiB. YK€ Ha I[bOMY
eTari HeoOX1THO MOYMHATH CTaBUTU CBITIIO. KOpHCHO Bijpa3y HAOBHUTH JIOKAIIIO
NPUOJIM3HO TIEI XK KUIBKICTIO 00'€KTiB (OyIMHOYKaMH, JEpeBaMU Ta 1H.), MOTIM
3aKpINUTH pe3yabTaTu B T3, 3'siCyBaTH, sIK €KCIOPT JIOKAIIl1, SIKU BEPXHIN CTEIIO JJIs
OYJIMHOYKIB, CETMEHTIB.

Buxoasuu 3 nux TecTiB, GOPMYETHCA CHUCOK TEXHIYHUX BUMOI 0 00'€eKTam
TS JIOKAIlIM — TeXHIYHEe 3aBJaHHs Ha Pi3HI TUIIH 00'€KTOB.

OOroBOpeHHsT 3aroTOBOK JIOKAIliil 3 TredM-au3aifHepOM J1acTh 1HII KJIFOYOBI
napamMeTpu: SKka KaMmepa, AKuM MacmTad o00'ekTiB 1 Tekctyp. OpHuM 3
HaWBaXKJIMBIIINX CKJIQJOBHUX IMPOBUH JoKallii € ocBiTiIIeHHS. Ha maHomy eTami MoxkHa
BIJIIPAllbOBYBaTH KOJIPHI, CBITJIOBI 1 KOMIO3MIINHI pimieHHs. SKICh 3araljibHi
pElEnTH 1aTh BaXKKO, KOKEH MPOEKT AYXKe THAUBITYaTbHUM, 1 came i HaCTPONKHU
BU3HAYAThH T€, K Oyje BUTIIAIATH Tpa.

[TocTanoBKa CBiITJIa Ha JIOKAIISX NOTPEOYIOTh BETUKOIO TEPIIHHS, XOPOUIOro
IHCTPYMEHTApII0 Ta TOTYXHI KOMIUIEKTYIO4l Komm'torepa. ['omoBHEe — 3poOuTH
TEXHOJIOTIYHI TECTH SIKOMOra pasimie, 1mo0 IS €eMHa 3a 4acoM 3aBJaHHs WHIIa B
PaBUIBHOMY 1 IEPEBIPEHOMY HAIPSMKY.

[ToTpiOHa BenmuKa KUTHKICTh CKETUIB 3 PI3HUMHU BapiaHTaMU OCBITJICHHS Ha
panHiii ctaaii. OgHak, € BeJMKa PI3HUI MK THM, SK TO a0O0 1HIIE OCBITJICHHS
BHTJISIJIa€ Ha CKETYl 1 K BOHO BWIJIAJNAE B peallbHOCTI. SIK BIUIMHE OCBITJCHHS Ha
TEKCTYpH, Ha COPUUHATTS mipocTopy. [IpoBouThCS Benrue3Ha KUTBKICTh TECTIB, 1100
MepeKOHaTHCs, [0 BUOPAHE OCBITIEHHS OJHAKOBO €(EKTHO BUIJISJAE HA BEIIMKUX

BIJIKPUTHUX TIPOCTOPAX 1 B HEBEITUKHUX BY3bKUX KOPUIOPAX.
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2.4. Onuc BUKOPUCTAHUX TEXHOJIOTii Ta MOB MPOrpaMyBaHHS

2.4.1. Anani3 pyuuiiB 1J151 CTBOPEHHS irop

['panbuwmii pymriit (Big anri. Game engine) — NPOrpaMHUNA PYIIii, [IEHTpaIbHA
porpamMHa 4acTHHa OyJib-SKOi BiJIEOTPH, 3a JOIIOMOTOIO SIKOi pO3pOOIIIOETHCS Tpa Ta
CHUCTEMATHU3YIOThCS BCl ii BHYTPIIIHI CTPYKTypH. ['pansHuii pymiil BiIMOBiAa€ 3a BCIO
TEXHIYHY CKJIaJOBY Bimeorpu [19].

Jlns BuOopy pymis Ayl peanizallii mporpamMu Oyiau po3riIsHYTI TpU HaHOLIbIIT
MONYJISIPHI TpajbHI PYIIi, 3a JOMOMOIOI SIKMX KOXXEH OXOUYMM 3MOXE CTBOPUTH
CBOIO BJIACHY TpY:

1. Unity 3D. 3a momomoror Unity 3D MoHa CTBOpIOBaTH IirpH pi3HHX
»kaHpiB. KokeH po3poOHUK Ma€ MOMIIMBICTD JIETKO IMIIOPTYBAaTU TEKCTYPH, 3BYKH Ta
mMozeni. Jlauuil pymniil miarpumye yci momyJsisipHi (opmaTH 300pa)keHb, a TaKOX
HAJIa€ MOXKJIMBICTh CTBOPIOBATH CKPUIITH 3a noromororo JavaScript, C# 1 Boo.

Unity — cepemoBuiiie aiisi CTBOPEHHS BiEOirop, M0 Mae€ IMUPOKUN CIIEKTP
MO>KJIMBOCTEH 1 3pyUHHM Ta JPYXKHIN JO KOpUCTyBava iHTepdeiic.

Unity — MexrutaropMeHHE cepeoBHUIIEe pO3poOKH KOMITIOTepHUX irop. Unity
JI03BOJISIE  CTBOPIOBATH JIOAATKH, IO MpamioloTh mia Oumbimn HiK 20 pi3HUMHU
OMEpalifHUMH CHCTEMaMH, 10 BKIIOYAIOTh IEPCOHANBbHI KOMIT'IOTEPH, ITPOBI
KOHCOJI1, MOOLJIbHI MPUCTPOi, IHTEPHET-A04aTKK Ta 1HWI. Bumyck Unity BinOyBcs B
2005 porii 1 3 TOro Yacy e MOCTIHHUN PO3BUTOK.

OcHoBHuMU niepeBaramu Unity € HasiBHICTb Bi3yallbHOI CEpeOBUIIA PO3POOKH,
MDKIIIATGOPMEHIN MIATPUMKHA 1 MOJYJIBHOI CUCTEMHU KOMIIOHEHTIB. [0 HemosiKiB
BIJIHOCSITh TIOSIBY CKJIAJIHONIIB TIpu POOOTI 3 0AaraTOKOMINOHEHTHHUMH CXEMaMH 1
TPYJIHOIII MPH MIJKIFOUEHHI 30BHIMIHIX 010110TEK.

Ha Unity nanucani Ttucs4i irop, JOJATKIB Ta CUMYJISALINA, SKI OXOIUTIOIOTH
6e3miu 1uardopm 1 kaupiB. Ilpu mpomy Unity BUKOPHUCTOBYETHCS SIK BEITUKUMHU
PO3pOOHHUKAMHU, TaK HE3AJICKHUMH CTYTiISIMH.

MokHa BII3HAYUTHA HOTO0 OCHOBHI BJIACTUBOCTI:

—  IIMPOKI MOXKJIMBOCTI HaJAIITyBaHHS;
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— JIOCTYMHHHM 1 3p03yMiInil iHTepdeiic;

— cuenapii Ha C#, JavaScript i Boo;

— TIOBHA IHTETpallis iIrpoBOI0 PYIIIs 3 CEPEIOBUILIEM PO3POOKH;

— TIATPUMKA MEPEeTIryBaHHS 00'€KTIB y peAaKTOPI;

— TOATpUMKA IMIIOPTY BEJIMKOI KUTBKOCTI (popMaTiB;

— BOyJ;OBaHa MIATPUMKA MEPEKI;

— migTpuMka (izuku TkanuHu (PhysX Cloth);

—  MOJJIMBICTH IOMOBHEHHS (YHKITIOHATY;

— 1HCTPYMEHTH JJI CIIUIbHOI PO3POOKU;

—  MOMXJIUBICTh BUKOPUCTAHHSI CUCTEM KOHTPOJIIO BEPCiil TOIIIO.

2. Construct 2. Construct 2 103BoJisl€ BCIM 0XOYUM CTBOproBatu 2D-irpu Oy/ib-
AKOI CKJIATHOCTI 1 OyJb-IKOTO KaHpy, HaBITh HE MAarOYM HAaBHUYOK IPOrpaMyBaHHS.
Irpu, 3po0ieHi 3a TOMOMOTOI0 IBOTO PYIIis, JIETKO €KCIMOPTYBAaTH Ha BC1 OCHOBHI
mwiatpopmu — PC, Mac, Linux, 6paysepu 3 miarpumkoro HTMLS, Android, 10S,
Windows Phone, Blackberry 10, Amazon Appstore, Chrome Web Store, Facebook
tomto. Ilinrpumka 10S 1 Android 3aiicHIoeThes 3aBasku TexHoJorisasM CocoonlJS Bin
Ludei, directCanvas Bim appMobi 1 Intel XDK, siki BUKOPHUCTOBYIOTH amapaTHE
MPUCKOPEHHS JUIsl 30UIbIIEHHST TPOAYKTUBHOCTI irop B 5-10 pasis. IaTepdeiic
nporpamMu 1HTYITMBHO 3pO3YMUIMNA 1 MPOCTHM B OCBOEHHI, PO3POOHUKY TpH HE
NOTPIOHO 3HAaHHS 3 MporpamMyBaHHS 1 JOCBiJ y po3poOui mporpam. Jlorika irop B
Construct 2 CTBOPIOETBCS 3a JOMOMOTOI0 CHCTEMH TIOJIIHM 1 TOB'SI3aHUX 3 HUMH i
[13]. ¥ muHymOMY poOlli IPU CTBOPEHHI TBOPUOI POOOTH MU K€ TECTyBaJl HOTO, aje
K TIOKazajla MpakThKa, Ham Oyae mnoTpiOHe OuIbIl TOYHE HaNAIITyBaHHA Ta
IHIUBITyIBHUH MIAX1]] 10 OCOOIMBOCTEH 30py Ta TEXHIYHUX 3aCO0IB TpaBIIs.

3. Unreal engine 4. Tlporpama mae BOyI0BaHi pelakKTOpH CIPAKTIB, 00’ €KTIB,
crieHapiiB 1 kimHat. Hanmucana moBoto C ++, pymiii 103BOJIsi€ CTBOPIOBATH TP IS
OUTBIIOCTI omepariiiaux cucteM 1 mwiardopm: Microsoft Windows, Linux, Mac OS i
Mac OS X; koncoserr Xbox, Xbox 360, Xbox One, PlayStation 2, PlayStation 3,
PlayStation 4, PSP, PS Vita, Wii, Dreamcast, GameCube 1 iH., a TaKOX Ha Pi3HUX

NOPTATUBHUX MPUCTPOSIX, Hanpukiaz, npuctposix Apple (iPad, iPhone), kepoBanux
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cuctemoro 10S 1 1HIKX. 3a JOMOMOTOI0 CHCTEMH BI3yaJIbHOTO CTBOPEHHSI CKPUMTIB
Blueprints Visual Scripting Mo>XHa CTBOPIOBATH TOTOBI IrpH, HE HAIMMCABIIIH KOHOTO
panka komay. Y TO€IHaHHI 31 3py4HUM 1HTepdercoM 1€ J03BOJISE IIBUIKO
BUTOTOBJISITU po0OO0Yl MPOTOTHMH. 3aBASKKA TpadiuHUM MOKIUBOCTSIM  PYIIis
MOJKJIIBE CTBOPEHHsI OIJBII TOYHOI TEXHOJOTI 3MIHH KOJILOPY IS JONeH 3
KOJIIPHOIO CIIITOTOXO.

JIist  crIpoIIeHHs] TOPTYBAaHHS PYII BUKOPHCTOBYE MOIYJIBHY CHCTEMY
3aJIeKHUX KOMITIOHEHTIB: MATpUMYE pi3Hi cuctemu pensiepury (Direct3D, OpenGL,
Pixomatic; panime migtpumyBamucs Glide API, S3 Metal, PowerVR SGL),
BinTBOpeHHsT 3BYKY (EAX, OpenAL, DirectSound3D; panime miarpumyBaiucs
A3D), 3aco0u roJI0COBOTO BIATBOPEHHS TEKCTY, PO3II3HABAHHA MOBJICHHS (TLIbKU
s Xbox360, PlayStation 3, Nintendo Wii 1 Microsoft Windows, Takox
rianyBasiocst Juist Linux 1 Mac), Moy ais poOOTH 3 MEPEKEI0 i MIATPUMKA PI3HUX

IIPUCTPOIB BBOAY.

2.4.2. O0rpyHTYBaHHSI BUOOPY iHCTPYMEHTIB PO3po0oKH

Cepen pymiiB Oyno ob6pano pymii Unreal Engine 4, Tomy mo BiH Mae
OuTbIIMKA (PYHKITIOHAJT Y BUKOPUCTaHHI, € OaratoruiatopMeHHUM, Ma€ JOCTYITHUN
1HTEepeic, MATPUMYE 3aBAHTAKECHHS IUIAriHIB, BUKOPUCTAaHHSA KOOy, a TaKOX
cucremu blueprints. Tomy BIH IIIJIKOM BIANOBIJIAa€ IMOTpeOdaM, IMOCTABICHUM B
MOCTAHOBIII 3aBJIaHHS.

[licnss BcTaHOBJEHHS OOpaHOro pyulis OJpa3y MOKHAa CTBOPIOBATH HOBUM

npoekt Unreal Engine ( puc. 2.1).
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Select a focation fc- you  praject 1 be storec

C Users'Adi'\Docu ments Unreal Fojects

ole Name

Ereat Projeot

Puc. 2.1 CTBOpeHHSI HOBOTO MPOEKTY

2.5.  Onuc cTPyKTYypH NPoOrpaMu Ta aJropurMis ii GpyHKIioOHyBaHHA
2.5.1. CTBOpeHHS TeXHOJOTii 3MiHU KOJIIPpHOI cXeMH

2.5.1.1. Po3podOka ¢pyHKIIiil KOJIBLOPOBUX CXEM

Binomo, 110 maiixe BCl CydacHI CUCTEMH BUKOPUCTOBYIOTH JJIsl BiOOpaKeHHs
KOHTEHTY KoayBaHHA SRGB.

Hocute no0pe moau 3 OUIBLIICTIO BHJIB JAAJNBTOHI3MY CHpPUKHMAIOTh
BUKOPHUCTAaHHS OJJAKUTHOTO Ta TIOMapaH4eBOTO KOJhOPiB. TOOTO TapHUM pillIEHHSM
Oyze momatu il Taky KOJIIPHY CXeMy y JaHuM MpoekT. Takok moTpiOHO BIIMOBUTHCH
BiJl HEMOXJIMBUX KOJIbOPIB (BIJITIHKIB, SIKI CXO0X1 Ha OOWBAa KOJHOPH, HATPUKIA]
«UEpPBOHO-3CJICHUI» ab0 «KOBTO-OJNIakuTHUI»). Hamnpuknan, uyepBOHUN KOJIIp
CTUMYJIIO€ KOJIOOUKH B CITKIBII, @ 3€JICHUI — NpUrHiuye ix. Takum 4MHOM, YepBOHUI
1 3eJIEHUH KOJIbOPH MEPEIIKOIKAIOTh CIIPUHHATTIO OAUH OJTHOTO.

B3arani, KOHTpOJIIOBaTH CBITJIOBUM KOHTPACT 3pYyUHIIIE, SIKIO TMOBHICTIO

BiI[MOBI/IBHII/ICB BiI[ KOJBOPY Ha IOYAaTKOBHUX CTallaX IIPOCKTYBAHHA. ;IKHIO X
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BimoOpa3uTu rpadiky B BIATIHKAX CIpOro, TO HaBITh KOPUCTYBaydl 3 MOHOXPOMIEIO
3MOXyTh KoMmpoptHo rparn [10]. BigmoBigHO, [0 MEHIIE  KOJLOPIB
BUKOPUCTOBYEMO, TO MEHIIIE WMOBIPHICTh OTPUMATH OOMEXEHUM Mu3aiiH. Xoua MU
BBXKAEMO, IO 1HKOJM HEe Oyne 3aliBUM TMOBHICTIO 3HE0ApBUTH BXKE TOTOBUMI
1HTepdeic 3apaau miACyMKOBOI MEPEBIPKHU.

J1J1st Kpaioro po3yMiHHSI KOJLOPOBOI CIIMOTH MPU CTBOPEHHI TEXHOJIOT11, OyJa
Bukopucrana nporpama Color Oracle. Bora € 0€3KOmMTOBHM CUMYJISTOPOM CIIIITOTH,
Ipaie 3 TaKUMHU omepaliiHuMu cucteMamu, sk Windows, Mac Ta Linux i
BIITBOPIOE B PEXHMMI PpEaTbHOTO dYacy Te, M0 Mobadarh JIOAM 13 3araJlbHUMU
MOPYIIEHHSMHU KOJIBOPOBOTO 30Dy .

Jist movatky po3poOKH (PYHKIIH KOJIBOPOBUX CXEM MOTPIOHO CTBOPUTH
OKpeMi KOJIIPHI CXeMH JJIsl KOKHOTO 3 PI3HOBHIIB JAIBTOHI3MY (pHcC.2.2), a came:

— TPOTaHOIMIi;

— jAeuTepaHomii;

— TPUTAHOMII.

HEETepaHDniH --- -

HopmaneHuA
sip

TpuTaHonis

Puc. 2.2 BinMiHHOCTI KOJILOPOBOTO CIIPUAHSTTS

Taki oxpemi KOJIpHI CXE€MH i KOXHOTO 3 PI3HOBHUIIB JANbTOHIZMY
JIOTIOMOKYTh BPaxOBYIOUM 1HJMBIAyalibHI OCOOJMBOCTI TpaBIlsl, MiAJAIITYBaTH
KOJIbOPOBE BIJIOOPaXKEHHS HOTO MOHITOPY.

CrtBoproroun  (QyHKIII0O BUOOPY KOJBOPOBOi CXeMH, OyJIu BUKOPHCTaHI
dbopmynu [2.1] Ta [2.2] Ta peKOMEHAALISIMUA TTPOCKTYBaHHS Trpadiky IJisg TOPYIIECHHS
KOJIIPHOTO CIIPUMHSTTSL.
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Jlisg BUpIilIEHHS 3aJadl  CTBOPEHHSA TEXHOJOTIi 3MIHM KOJIPHOI CXeMHU
HEOOX1IHO pO3pPOOUTH UIOHAWMEHIE IT'SITH KOJBOPOBUX CXEM: MOHOXPOMHOT,

3BUYAMHOI Ta CXEMH JIJIsl TPhOX PI3HOBHUIIB alIbTOHI3MY( puc. 2.3).

Puc. 2.3 Matepiai 1 pyHKIIISI TEXHOJOTIT 3MiH KOJIbOPY

[Ipamroroun HaJ, MOHOXPOMHOIO CXEMOIO, OyJIM BHKOPHUCTAIM Pi3HI CTEMEH1
KOHTpAcTy Ta OCBITIeHHS (puc. 2.4). [lns cTBOpeHHS CXE€MHU Pi3HOBUJIB MOPYIIEHb
KOJILOPOBOTO CHPUUHATTS (puc. 2.5-2.7) Oynu BHKOPHUCTaHI Pi3HI HaJAIITyBaHHA

¢byHKLIT Ta MaTepiany, 3MIHIOBAJIUCh KOHTPACT, OCBITJIEHICTh Ta KOJIPHUI TOH.
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Puc. 2.5 Cxema s mpoTtaHomii
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£ Deendre snece TeKT A% nowcka

Puc. 2.7 Cxema juist TpuTanomnii

Burnsig cranmaptHoro rpacdigyHOro BikHa MOXHa mobauntu Ha puc. 2.8. B
3BUYaliHy KOMGOPTHY cXemy OyJ0 J0AaHO XOJOAHUX BIATIHKIB JUIsi  OLIBII
KoM(OpTHOT rpu B Oy/Ib-SKMI1 MOMEHT Yacy (BIEHB 1 BHOYI).
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Puc. 2.8 3Buyaitna komdpopTHa cxema

CrBoproroun QyHKI[II0 BUOOPY KOJIBOPOBOI CXEMH, OyJI0 BUKOPUCTAHO TAKOXK
marid AdjustHSL (3mina konbopiB cxemu HSL).

[parroroun HaJ MOHOXPOMHOIO, MU BUKOPUCTAIH Pi3HI CTYyNEHI KOHTPACTy Ta
OCBITJIEHHS. [[11s1 CTBOpEHHS CXeMU 3 HAlOUIBIIMM KOHTpPAacTOM OyJiM BHUKOPHCTaHI
pI3HI HAJIAINTYBaHHS TUIAriHY, 3MIHIOBAJIUCh KOHTPACT, OCBITJICHICTh Ta KOJIbOPOBUMN
TOH.

AnroputMm Jisi epetBopeHHs Mik kosbopoM HSL B RGB mae HactynnHwmit

BUTJIAN:
function hslToRgb(h, s, N{
varr, g, b;
if(s==0){
r=g=Db=1;// achromatic
Yelse{
var hue2rgb = function hue2rgb(p, g, t){
ift<0)t+=1;
ift>1)t-=1;
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if(t<1/6) returnp + (g -p) *6 * t;
if(t < 1/2) return q;
if(t<2/3) returnp + (q - p) * (2/3 - t) * 6;
return p;
¥
varg=1<05?1*(1+s):l+s-1*s;
varp=2*I-q;
r = hue2rgb(p, g, h + 1/3);
g = hue2rgb(p, q, h);
b =hue2rgb(p, g, h - 1/3);
¥
return [Math.round(r * 255), Math.round(g * 255), Math.round(b * 255)];
¥
AJTOpUTM IS 3BOPOTHOTO TepeTBOpeHHs Mik koinbopom RGB B HSL mae
HACTYITHUW BUTJIS;
function rgbToHsl(r, g, b){
r /=255, g /= 255, b /= 255;
var max = Math.max(r, g, b), min = Math.min(r, g, b);
var h, s, | = (max + min) / 2;
If(max == min){
h =s=0; // achromatic
Yelse{
var d = max - min;
s=1>05?d/(2-max-min):d/(max+ min);
switch(max){
caser:h=(g-b)/d+(g<b?6:0); break;
caseg:h=(b-r)/d+2; break;
case b: h=(r-g)/d + 4; break;

h/=6;
38



¥

return [h, s, I];

2.5.1.2. BukxopucraHHs TecTy AajJdbTOHI3MY IJsi iHIAMBIZyaJaIbHOIO

Ha/JJAalITYBAaHHA CXEMHU

s Toro, mo0 TEXHOJIOTiS Majla ajalnTUBHUN Ta 1HAWBIAYaJbHHH XapakTep
Oy70 BHpINIEHO BHUKOPHUCTATH PE3yNbTaTH TMPOXOHKCHHS TpaBleM TECTy Ha
JNAIBTOHI3M TIepe]] MmovYaTkoM Tpu (puc. 2.9) 3a METOAMKOIO TECTYBaHHS 3 CaWTy
enchroma.com [17]. Jlanuii Tect Oynae 3ampoIOHOBAHO MPOWUTH MPH TMEPIIOMY
3amycKy rpu. B 3ajie)xHOCTI Bii pe3ynbTaTy TecTy Oyae oOpaHa BiANOBIIHA cXeMma,
sKa 3a OakaHHSIM MOXKe OyTH 3MiHEHA Y TOJIOBHOMY MEHIO. TakuM YMHOM,O0TPUMAHO
MOBHOIIIHHY TEXHOJIOTII0 aJanTallii KOJIPHUX CXeM, ska Oylie BpaxoBYBaTH
IHIMBIAyallbHI OCOOJIMBOCTI Ta HaJalITyBaHHS Tepefadl KoJIbOPY MOHITOPOM

KOpPHUCTYBaua.

Unsure

Puc. 2.9. Burnsn tecty Ha 1ajgbTOHIZM
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2.5.2. CTBOpPeHHSI KOMIIOHEHTIB Ta JIOTiKH I'PH

2.5.2.1. lIpoexkTyBaHHS MicleBOCTi y rpi

[IpoekTyBaHHS KOMIIOHEHTIB I'pU MOYMHAETHCA 3 0Aa30BOr0 €JIEMEHTa, a caMe
Jokarlii Tpu Ta oOpaHHs TeKCTypH i Hel. [[st 1iporo Oy BUKOpUCTaH1 TEKCTYpH 3

caitty itch.io [16], momaTtkoBO 0OpaBmIM MOTPiIOHY Kateropito «Game assets» (pwc.
2.10).

mitch,io Browse games _Game jams. & Upload game = Deviogs Community

bt Topfree Gameassets - tagged Pixel Art (561 results)

If Sortby Popular New&Popular Topseliers Toprated Most Recent

© | selectatas ~ | 2D + sprites + 16bit + Tilemapbasedtools + Retro +  Fantasy +  Platormer + RolePlaying + artgame +  SideScroller + (V

" FREE JUNGLE
Asset Pack

SKELETON SPRITE
PACK

Free Pixel Art Forest Skeleton Sprite Pack Free Pixel Effects Pack Jungle Asset Pack Glacial Mountains: Parallax Background

Puc. 2.10. Bu6ip tekctypu

MoskHa 3a3HaunMTd, 10 OfHier0 3 mepeBar aBuryHa Unreal Engine 4 €
0e3KkoImTOBHI 610J10TEKM TEKCTYp Ta MIOTHXKHEB1 pO3/1adl IJIATHUX TEKCTYP BHUCOKOT

akocTi (puc. 2.11).
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-0 X

3anycTuts

Epic G MarasuH

@ RicGames b Unreal Engine 4.23.1
Back  FREE Home Browsev Industriesv Freev OnSale SubmitContent Help _ "o

®  Unreal Engine Vortex Swdio Unreal Datasmith CityEngine VR Experience Pro. Scalable Display Manager for

ek v 4 ek~ 7 s 121

Mindesk Rhinoceros Live LINK ~ COALA - map plugin with real Apolio 11 Mission AR
Sk v 2 Sk ~ 3 Sk ~ 2

e

Puc. 2.11. Mara3usn tekctyp y Unreal Engine 4

3aBaHTaXXUBIIW BIANOBIAHY TEKCTYpy, iMmoprtyemo ii y npoekt( Download -
>Import -> olupaemo MNpoekT, A0 sikoro iMmmoptyemo ->Import). Ilicis mporo,
HAJaEMO Ha3BY HAIllld TEKCTYPH.

TakuMm e 4YMHOM 3HAXOAUMO TEKCTypy [Uisl OyAiBenb Ta mpukpac (s

nepeBipKU PoOOTH TEXHOJIOTIT 3 OUIBIIT CKIQJHUMHU 00’ EKTAMM).
2.5.2.2. CTBOpeHHsI MeXaHiKM I'PH Ta IOJIOBHOI'0 MEHIO

Jliist Toro, no0 rpaBelb MaB 3MOTY Y TOBHIM Mipl OI[IHUTH KOM(OPTHICTH CXEM
Ta BIIYYTHU iX poOOTY, OYJI0 CTBOPEHO KapTy TpH Ta ii JeMO-PIBEHb.

I'onoBHa kamepa «Main Camera» y rpi NpuB’s3aHa 10 KOpHCTyBaya. Takum
YUHOM OyJIO OTPUMAHO 300pa’KeHHS MIOBHOIIIHHOTO Teposi, Tpa 3 IKUM OyJie BECTUCH 3
BUJIOM Bij TpeThol ocobu (puc. 2.12).

BcranoBmioroun CBITIO Oylo BpaxoBaHO MOr0 3HAYMUMICTh JJIS KOYKHOTO

00’€KTYy.
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Puc. 2.12. Bug Big TpeThoi ocoon

VY nmaHiii rpi BpaxoBaHa MOXJIMBICTH 30epiraTd NOporpec TpaBls IpHU

MPOXOJ/KEHHI iM piBHA. AJICOPUTM pOOOTH TEXHOJIOTII Ta IEMO-TPU 300paKEHO HA

prc. 2.13-2.14.

B i debug ok e:t selectes -

Debug rifz

Puc. 2.13. Anroput™ poOOTH 1IeMO-TpH Ta TEXHOJOTIT afganTarlii cxem
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Puc. 2.14. Anroputm poOOTH 3 IPOTPaMOI0

Anroput™m po6oTH «I 0JIOBHOTO MEHIO», SIKE HaJla€ MOXKJIUBICTh BIJMOYUTH Ta

3MIHUTH KOJIbOPOBY CXeMy 300paxeHo Ha puc. 2.15.

I ‘[_ _I- Nl b Viewpat
T Ceate Options Widget - 7 A y

[ Remzie fram Parem

Class Coiicre~ E#toon Value o »

Creming Plave

Puc. 2.15. Anroputm KepyBaHHS MEHIO
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2.5.2.3. AITOpUTM CTBOPEHHS TEeXHOJIOTII afianTaiii KOJIbOPOBHX cXeM

Ha puc. 2.16-2.21 HaBeaeHO aJropuTM CTBOPEHHS TEXHOJOTIi ajanTtarii
KOJIbOPOBUX CXEM, KUl pO3pOOICHO 3a TOMOMOTO0I0 (DYHKIIIN, peani3oBaHuX B pyIIii
Unreal Engine 4 .

o —

SceneTexture: PostProces sinputd

[ EBreakOutFloatdComponents

Floatd {v4)

Puc. 2.16. Cxema anroputMmy TeXHOJIOTIT aganTaiii KoJs0poBux cxem. Yactuna 1
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Protancopia simulstion ™|

p inpu 1va) Fesal
[O10500512 & / i
)

| Clamp (Min=0) (Max=1) ¥
- -
Min
vax

THatxrautiply
» Base Lg— S
@ Inputvector (V3) Result @

Exp

0.313,0.64,0.0465 & /
. .‘
0.155,0.750,0.0067 &
. ,
0.0178,0 1090 873 &
-

Puc. 2.17. Cxema anroputMmy TeXHOJIOTIi aganTailii KoJs0poBux cxem. YactuHa 2

Tlamp (Min-0) (Max=1) ¥
L J [ 3
b

ax

(GiE 00812 & / :
v
Vi

(Clamp (Min=0) (Max=1} ¥
[ [
vn
Max

Deuteranapia simulation ™

Matixultiply
»® b ctor (V3) Result @

0951000487 &
- / VectorC (w3)

Puc. 2.18. Cxema anropuTMy TEXHOJIOTIT afamnTailii Koar0poBux cxeMm. YactuHa 3
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095000887 A /
s

[(auhiph ¥
P

5.47,:4.640

[Power(x 0.4545) ¥

Clamp (Min=0) (Max=1) ¥ > -
Exp

5.47,4640.17 &
-

-1.13,2.29,-0.168 &

0.0299,:0.193,1.16 &
-

g

N 2
EmanaRa
Makerioats Md Y
Muliply ¥ e

X (5] Resul e
12 z(s)

Muttiply modifed RGEby Strength *

[Pratand Deut and Trit and tono off ™ Whltiply original RGE by Inverse Siength *|

L S

-

{Clamp (1Ain=0) (Max=1) ¥
- .
vin
Max

A

Puc. 2.20. Cxema anroputMmy TEXHOJIOTIT afanTaiiii KoasopoBux cxem. Yactuna 5
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5.47,4680.17 4 /
P

©1.13225,:0.168 A
. :
0.0298,:0.193,1.16 4

a
Clamp (Min=0) (Max=1) ¥
*—oe0

ity (0.2127) ¥

2 L g Ml
* \ Ao
BreakOutFloat3Components TAultiply(0.7162) ¥ / ,
Floatd (va) Re A ° e
/ = s

ce
fe =
\,w"_wwmm =
A S

Puc. 2.21. Cxema airopuTMy TEXHOJIOTIT aganTanii KoJb0poBUx cxeM. Yactuna 6

2.6. OOrpyHTyBaHHsSI Ta oOprasi3amisi BXiIHHX Ta BHXIIHUX JaHHX

nporpamMu

Bxigaumu ganumu s poboTu noAaTKy € iHdopMailis, sika BBOJUTHCS Ta
BIJIHOCUTBCS JIO TPYIIU BX1JTHOTO TIOTOKY:

— TIOYATKOBI JIaH1 MEPCOHAKY;

— KOMaH[H JUTsl KepyBaHHS XOJIOM irpOBOTO TPOIIECY, BBEICHI 3a JOTIOMOT OO
MPUCTPOIB BBOJIY — MUIIIT 200 CEHCOPY.

B pesynbraTi 00pOOKM IUX JaHUX, 3IMCHIOETHCS BUBEICHHS IIE€BHOT
iH(popmarrii abo peakxiiist JOJATKY, KA BIIHOCUTHCA JI0 TPYIU BUX1THOTO MOTOKY, 110
3abe3neyye Oe3nocepeIH0 Pe3yabTaT poOOTH HA NMEBHOMY €Talli (PyHKI[IOHYBaHHS
JOJIATKY.

BuxigaumMu 1aHumH €:

— 300paKeHHsI IEPCOHAXKIB TPU;
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— 1H(pOpMaLlig PO MOTOYHUHN CTaH I'PH;
— MiJJIAIITYBaHHA KOJIPHOT CXEMHU TpU B 3alIeKHOCTI BiJl pPE3yJbTaTy

IMPOXO?KCHHA TCCTY Ha I[aJ'IBTOHiBM..

2.7. Onuc pod0oTH po3pod/1eHOr0 NPOrPAMHOI0 MPOAYKTY

2.7.1. BukopucTaHi TexHiuHi 3ac00n

Jnst po3poOku maHoro BeO-monatky BukopuctoByBaBcs IIK 3 HacTynmHumwu
XapaKTEPUCTHKAMMU:

— THII IIpouecopa: mporecop 3 yactororwo 2.2 I'T;

— O3V o0'emom 4 1°0;

— 30 M0 nocTymHOro MpocTOpy Ha KOPCTKOMY JAUCKY;

— KOPCTKHI TUCK 3 yacToToro obepranus 5400 06 / xB.;

— no3Bu1 ekpany 1024x768;

— KJIaBiaTypa, MaHIyJaTop “‘muia’.

— BHXIJ 10 Mepexi [HTepHeT.

2.7.2. BukopucTtaHi nporpamMHi 3acoomn

Hana rpa Oyna po3pobisiena Ha pymni Unreal Engine 4 3a gomomoror MoBU

nporpamyBaHHs Java B cepenoBuiii po3podku Eclipse SDK Version: Neon (4.6)

2.7.3. BUKJIMK Ta 3aBaHTAaKeHHsI MPOrpamMu

BinkomminboBaHa rpa 3amycKaeTbcs BUKOHYBaHHAM (haiiny Daltonizm.exe

2.7.4. Onuc inTepgeiicy kopucTtyBaya

[Tpu nepiioMy 3armycky rpy KOpUcTyBady OyJie 3alpOlIOHOBAHO MPOUTH TECT Ha

KOJIipHE CIpUMHATTA (puc. 2.22). B 3a1eXHOCTI B pe3yJbTaTy TecTy Oyae oOpaHa
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BIJINIOBI/THA CXeMa, siKa 3a OakaHHSM MO)Ke OyTH 3MiIHEHA y TOJIOBHOMY MEHIO (pHC.
2.23 — 2.24). TakuM YMHOM,0TPUMAHO TIOBHOIIHHY TEXHOJIOTIIO aJamnTaIlii KOJIipHIX
cxeM, ska Oyje BpaxoByBaTH IHAWBIAyaldbHI OCOOJMBOCTI Ta HaJaIllTyBaHHS

nepeaavi KoJIb0py MOHITOPOM KOPHUCTyBaya.

color blindness test

>
Start Test

Instructions

About Test

Puc. 2.22. MeH10 pOX0KEHHS TECTy

Trial #10

Unsure

Puc. 2.23. 306pakeHHs MPOXOKEHHS TECTY Ha KOJipHE CIIPUHHATTS
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Puc. 2.24. Pe3ynbTaT NpoXOKEHHS TECTY Ta HaJAIITyBaHHS MiJl HHOTO CHCTEMHU

['onoBHE MEHIO IpH HaBeIEHO Ha puc. 2.25.

KerLECHIUN AV | URES NEEL 10 Bl REBUILE (1 anbilt)

Puc. 2.25. Burisig ronoBHOT0O MEHIO

["onoBHE MEHIO BIIKPUBAE TOCTYII 10 HAJAIITyBaHb (puc. 2.26), moyaTky rpu Ta

BUXOAY 3 Hel.
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REFLECT TN UA | URES NEEL 10 BE REBUILI (

-‘ S e W,

Fullscreen mode

ir blind mode — T b= _ q m

Puc. 2.26. MeHio HanamrtyBaHb CHCTEMHU

['pa ckiagaeTscs 3 ogHOro pexkumy. ['paBens Oyae mepemimartvcs Mo Mari,
MaTH J11aJIOTH, IHBEHTap Ta CyTUYKU 3 BOPOraMH.
300paXkeHHsI IrpOBOr0 MpOILIECY, BUKOHAHOTO 3 BUKOPHUCTAHHSAM pPI3HUX

KOJIbOPOBHX CXEM, HaBelIEeHO Ha puc. 2.27-2.32.

Puc. 2.26. 300pa>keHHs irpOBOT0 MPOLIECY

o1



Puc. 2.28. 3006paxeHHs npoiecy rpu
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Puc. 2.29. 300paxeHHs IrpoBOro MPOLIECY B MOHOXPOMHOMY PEXKHUMY

Puc. 2.30. 300paxeHHs 1IrpoBOro mpoiecy st IPOTaHOIi1
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Puc. 2.32. 300paxeHHs 1rpoBOro Mpolecy A TPUTaHOI1

Takox mnependaueHo «MeHio may3w» sl TOTO, 00 Oylna MOKIUBICTH

BIJIMOYUTH Ta 3MIHUTH KOJIBOPOBY CXEMY JJIs JTFOJEH 3 OCOOJIMBUMHU MOTPEOAMH.

o4



Puc. 2.33. MeHnro naysu rpu
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PO3JILI 3
EKOHOMIYHMIA PO3/ILT

3.1. Po3paxyHOK TPYAOMICTKOCTi Ta BapTocTi po3po0KM NPOrPaMHOrO

NPOAYKTY

Bximni maHi:

— TmependadyBaHe yucio orneparopis — 1500;

—  KOe(IIieHT CKIAQAHOCTI MpoTpamMu — 2;

— Koe(imieHT KOpeKIii mporpamu B xoi ii po3pooku — 0,08;

— ToauHHA 3apo0iTHA IJ1aTa nporpamicrta, rpa./roa — 100.

HopmyBanns mpaii B mporeci ctBopeHHs [I3 1CTOTHO yCKIIagHEHO B CHUITY
TBOPUYOI'O XapakTepy mpaili nporpamicra. Tomy TpyaomicTKicTh po3pooku [13 moxe
OyTH po3paxoBaHa Ha OCHOBI CUCTEMH MOJIeJIel 3 PI3HOIO TOYHICTIO OIIHKH.

TpynomictkicTh po3pooku 113 MoxkHa po3paxyBaTu 3a GOPMYJIOIO:

I =tut+ta+1ln+Tonm~+ o, momuno-romun, (3.1)
ne to — BUTpaTH mparli Ha MiATOTOBKY i omuc mocTaBieHoi 3aaadi (50),
tl — BUTpATH Tpalll Ha JOCTIIHKEHHS aJITOPUTMY PIllICHHS 3a/1adi,
ta — BUTpaTH mpaiii Ha po3poOKy OJIOK-CXEMHU aJTOPUTMY,
tr — BUTpATH Mpalll Ha TPOrpaMyBaHHS 1O TOTOBIM OJIOK-CXeMi,
toTJI — BUTpATH Tpalll Ha HajarokeHHs nporpamu Ha EOM,

tI — BUTpATH mpall Ha MiArOTOBKY JOKYMEHTAII]].

CkiazioBi BUTpPATH Tpalll BU3HAYAIOTHCS Y€pPEe3 YMOBHE YHUCIO OMNEPATOPIB y
[13, sixe po3pobIIsieThCs.
YMOBHE 9HCIIO OmepaTopiB (MiAmporpam):

Q=g xC x (1+ p) , TOAMHO-TOAMH, (3.2)
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ne q - mepeadadyBaHe YUCIIO OTIEPATOPIB,
C - koe(ilieHT CKIaHOCTI POTPaMH;

P - KoedillieHT KOPEJALil IporpaMu B X011 ii po3pOOKH.
Q=1500-2- (1+ 0,08) =3240 nropMHO-TONUH. (3.3)

ButpaTtu mpaii Ha BUBYCHHs OMHCY 3aJadl td BU3HAYAETHCA 3 ypaxyBaHHAM

YTOUHEHHS ONUCY 1 KBamidikallii mporpamicra:

QB
tu = (75..85)K * omHO-TOMMR, (3.4)

ne B — koediwieHT 301IbIIEHHS BUTPAT IMpalll BHACIIIOK HEJOCTATHHOTO OMUCY
3amadi; B=1.2 ... 1.5,

K — xoedimienT kBaiikamii mporpamicra, 00yMOBICHHI BiJl CTaxky poOOTH 3
JTAHO1 CHElaIbHOCTI.

Butpatu mpaiii Ha po3poOKy anropuTMy pillieHHs 3a/1ayi:

. _3240-13 _

U="0X 14 T, TIOJUHO-TOJIMH. (3.5)

80-1,2

BuTtpatu Ha ckyiagaHHs IPOrpaMHu 1O TOTOBINA OJIOK-CXEMi:

0
to=—— -
(20..25)K JIFOAWUHO-TO/TNH. (3.6)
3240
t =—=123 -
=012 JIFOJUHO-TOJIHH. (3.7)

Butpartu Ha ckiiagaHHs IPOrpaMHu 1O TOTOBINA OJIOK-CXEMi:
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0

tn= (20—25)K JFOJUHO-TO/IMH.
3240
th = m =117 moguHO-TOIMH.

Butparu npaiii Ha HaslaroKeHHs rnporpamu Ha EOM:

t = - .
o (4.5)K JFOIUHO-TOJIMH
3240
tom = —— =540 -
ot 512 JFOAMHO-TO/IMH.

Butpatu npaiii Ha miAroTOBKY JTOKYMEHTAITIi:

lo = lLop+too, momuno-romum,

7€ tp - TPYAOMICTKICTh MITOTOBKHA MaTepiajiB 1 PyKOIHCY.

0
top= ———— -
P (15..20)K ° JIFOAWHO-TOIUH.
3240
=——=150 -
Ty 12 JIFOJTMHO-TOJIUH,

(3.8)

(3.9)

(3.10)

(3.11)

(3.12)

(3.13)

(3.14)

7€ t70 - TPYAOMICTKICTh pelaryBaHHs, IeYaTKy # oPOpMIICHHS JOKYMEHTAIII1.

too=0,75-top, MOIUHO-TOIMH.

too =150+ 73 = 223 mronuHO-TOMHH.

OTpuMy€eEMO TPYIOMICTKICTh PO3POOKH MPOTPAMHOTO 3a0€3MECUCHHS:

t=50+44 +123 +117 + 540 + 223 =1097 momunO0-rONUH.
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3.2. Po3paxyHOK BUTPAT Ha CTBOPEHHS NPOrpamMu

Burtpatu Ha ctBopenHs II3 Kno BkiItowaroTh BUTpaTH Ha 3apoOiTHY ILIATy
BUKOHABLA TMporpaMu 33/ 1 BHUTpAaT MAIIMHHOTO 4Yacy, HEOOXITHOTOo Ha

HaJjaroJkeHHs nporpamu Ha EOM:
Ko = 331+ 3us , rpH. (3.18)
3apo0iTHA M1aTa BUKOHABI(IB BUSHAYAETHCS 32 (OPMYJIOIO:

33m=1t-Cnp, rpH, (3.19)
ne t-3arajgpHa TPYJIOMICTKICTb, JIFOAUHO-TOUH,

Crp - cepenHsi roguHHa 3apo0iTHA IJ1aTa NPOrpaMicTa, TPH/TOANHA.

Gy =1097-100 =109700 &8i. (3.20)

BapricTh MalmmmHHOrO 4acy, HEOOXITHOTO Jis HaJaroJKeHHsS MporpamMu Ha
EOM:
3mB =Ttomix Cum | TpH, (3.21)
ne toT1 - TPYAOMICTKICTh HalaroxeHHs nporpamu Ha EOM, roa.,

Cwmu - BapTicTh MammHo-Toguau EOM, rpa/rog.

Busznaueni B Takuit crocidé BUTpATH HA CTBOPEHHS MPOTPAMHOTO 3a0€3MeUeHHS

€ YaCTUHOIO OJTHOPA30BUX KaIliTalbHUX BUTpAT Ha cTBopeHHs ACVYII.

3 =540x5=2700 T'pPH. (322)

Eif = 2700 +109700 = 102400 a5i. (3.23)

OuikyBanwuii nepion crBopeHHs 113:
59



I'= " wic, (3.24)

ne BK - ancino BukonasIiiB,
Fp - micaunuii ¢ona pobodoro vacy (rnpu 40 roguHHOMY poOOYOMY THOKHI

Fp=176 ronun).

1097
1.176

T =6.2 mic. (3.25)

BusznaueHo TpygomicTkicTh po3pobiieHoi iHdopmariitnoi cucremu (1097 mron-
rojl), TPOBEICHUN PO3PAaXyHOK BapTOCTI POOOTH 1O CTBOPEHHIO MPOrpaMu

(102400 rpH) Ta BU3HAYCHO Yac HA CTBOPEHHS (6,2 Mic).
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BUCHOBKHA

AHami3 Cy4acHOro CTaHy PUHKY NPOrpaMHOro 3a0e3MedeHHs MOKa3aB, 110 €
nedimuT SK cepeil MmporpaM aJanTailii KoJbopy Ui TSl 3 BajaMmH 30py, Tak i
cepen irop, sKi JI03BOJISIIOTh KOPHCTYBadaM 3 JaIbTOHI3MOM 0OMpaTH KOM(OpTHHUI
came ISl HUX 1HTepdeic rpu.

['onoBHUM pe3ynpTaTOM pOOOTH € 3aBepIlieHa TEXHOJOTiS 3MIH KOJIbOPOBHUX
CXeM Yy Irpax, L0 JO03BOJIS€ JIOJSM 3 BajJjaMu 30pYy 3MIHIOBaTH iX I BIJIACHOI
3pY4YHOCTI.

Jonatrok  Moxe OyTH  3alpONOHOBAaHWM  pO3pOOHHMKAM  MPOTrPamMHOro
3a0€3MeUeHHsl K MPUKJIAJ MPorpamMu, B sIKiii CTBOPEHO KOMGOPTHI YMOBH TpU IS
PI3HHUX KaTeropiii KOpUCTYBaiB.

3anponoHoBaHa JEMO-Bepcisi Ipu, sfKa Ha OCHOBI pe3yJbTaTiB TECTy Ha
JATbTOHI3M BpPAaXOBY€E 1HAUBIAyalIbHI OCOOJMBOCTI KOXHOTO, JOMOMOXE BCIM
3aI[iKaBJICHUM BECEJO Ta 3 KOPUCTIO OPraHi3yBaTH CBOE JO3BLILIA.

B MailOyTHbOMY CTBOpEHa TEXHOJIOTISI MOXE BHUKOPHUCTOBYBAaTUCh y PI3HHUX
rajiy3ax *UTTS JIOAUHHU, a HE TUIBKHU MPU PO3POOIIl Ta afanTyBaHHI KOMI FOTEPHHUX
irop.

B exoHomMiyHOMY pO3Iiai  BU3HAYEHO  TPYIAOMICTKICTH  PO3p00JICHOT
iH(popmarriitHoi cuctemu (1097 nroa-roxa), npoBeaeHUH MiIpaxyHOK BapTOCTI poOOTH
no ctBopeHHto nporpamu (102400 rpH) Ta po3paxoBaHO Yac Ha HOro cTBopeHHs (6,2

Mic).
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KOJA NIPOI'PAMUA

logik.jc
import types from "./Types',
import Render from "./Render’;

import ExportCSHARP from "./export/csharp’;

const version = "1.0.0";

const defaults = [];

export default ({store}) => {
const openfile = document.createElement(‘input’);
openfile.type = "file’;
openfile.accept = ".sfep’;
openfile.style = 'display:none’;
document.body.appendChild(openfile);
let canvas = null;
let render = null;
const getMousePos = () => {
if(window.SF.mouse.length !'= 0){
let rect = canvas.getBoundingClientRect();
return [
window.SF.mouse[0] - rect.left,
window.SF.mouse[1] - rect.top
I;
}
else return null;
b
const getScaledMousePos = () => {
let mousePos = getMousePos();
if(mousePos != null){

return [
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mousePos[0] / window.SF.scale + window.SF.camera[0] / window.SF.scale,
mousePos[1] / window.SF.scale + window.SF.camera[1] / window.SF.scale
I;
}
else return null;
¥
const getClickedObjectld = (x, y) => {
for (const [key, value] of Object.entries(window.SF.episode).reverse()) {
if(x >= value.position.x && x <= value.position.x + types[value.type].width && y >=
value.position.y && y <= value.position.y + types[value.type].height) return key;
¥

return null;
}
const getClickedPoint = (x, y) =>{
for (const [key, value] of Object.entries(window.SF.episode).reverse()) {
const array = types[value.type].points;
for (let index = 0; index < array.length; index++) {
const point = array[index];
if(x >= value.position.x + (point.position.x - 0.5) && x <= value.position.x +
(point.position.x + 0.5) && y >= value.position.y + (point.position.y - 0.5) && y <=
value.position.y + (point.position.y + 0.5)) return { module: {id: key, type: value.type}, point:
{index, data: point}};
}
}
return null;
}
const isvalid = (obj) => {
try{
if(typeof obj == "object"){
for (const [key, value] of Object.entries(obj)) {
if(typeof key !="string") return false;
if(value.type == undefined) return false;
if(types[value.type] == undefined) return false;
if(value.position == undefined) return false;

if(value.position.x == undefined) return false;
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if(value.position.y == undefined) return false;
if(value.points == undefined || typeof value.points != 'object’) return false;

}

return true;

}

else return false;
}
catch{

return false;

¥
b
const updateEpisode = () => {
localStorage.setltem(“episode”, JSON.stringify(window.SF.episode));
b
let saved = localStorage.getltem(“episode");
const moveToEnd = (id) => {
let newep = {};
for (const [key, value] of Object.entries(window.SF.episode)) {
if(key !=id) newep[key] = value;
}
for (const [key, value] of Object.entries(window.SF.episode)) {
if(key == id) newep[key] = value;
}
window.SF.episode = newep;
updateEpisode();
}
const clearPoint = (id, index) => {
delete window.SF.episode[id].points[index];
for (const [key, value] of Object.entries(window.SF.episode)) {
for (const [key2, value2] of Object.entries(value.points)) {
if(value2.id == id && value2.index == index)

delete window.SF.episode[key].points[key2];
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const select = (id) => {
if(id '= undefined && window.SF.episode[id] != undefined){
window.SF.selectedld = id;
moveToEnd(window.SF.selectedld);

store.commit(‘selectld’, window.SF.selectedld);

[*let html = "<p><b>Selected:</b> " + types[episode[selectedId].type].menu.name +
"<br><b>Description:</b><br>" + types[episode[selectedld].type].menu.description + "</p>";
if('types[episode[selectedld].type].default) html +='<btn class="remove-btn"
onclick="nav.objects.remove(\" + id + \')">Remove</btn>";
$("controls").html(html);*/
}
else{
window.SF.selectedld = "";
store.commit(‘selectld’, window.SF.selectedld);
//$(""controls™).html(""<b>Nothing is selected<b/>");

}

select();
const updateCanvas = (c, cf) => {
if('render) render = Render({cframe: cf, canvas: c, types, getMousePos, getScaledMousePos,
getClickedObjectld, getClickedPoint, updateEpisode, clearPoint, select});
canvas = C;
canvas.addEventListener("mousemove”, (evt) => {
window.SF.mouse = [evt.clientX, evt.clientY];
b
canvas.addEventListener("mouseleave”, () => {
window.SF.mouse = [];
b
render.updateCanvas(c, cf);
b
const makeNewEpisode = () => {
window.SF.episode = {};
defaults.forEach(el => {

window.SF.episode[el.type] = el;
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b
updateEpisode();

¥

const makeld = (length) => {
var result ="
var characters =

'ABCDEFGHIJKLMNOPQRSTUVWXY Zabcdefghijklmnopgrstuvwxyz0123456789';
var charactersLength = characters.length;
for (vari=0;i<length; i++) {
result += characters.charAt(Math.floor(Math.random() * charactersLength));

}

return result;
}
const makeUniqueld = () => {
let result ="";
while(true){
result = makeld(8);
let isUnique = true;
for (const [key] of Object.entries(window.SF.episode)) {
if(key == result) isUnique = false;
}
if(isUnique == true) break;
}
return result;
}
const addObj = (type) => {
if(types[type] != undefined){
window.SF.episode[makeUniqueld()] = {type: type, position: {x:
Math.round((window.SF.camera[0] + canvas.width / 2) / window.SF.scale), y:
Math.round((window.SF.camera[1] + canvas.height / 2) / window.SF.scale)}, points: {}}

¥

¥

const removeObj = (id) => {
if(window.SF.episode[id] != undefined){

for (const [key, value] of Object.entries(window.SF.episode)) {
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for (const [key2, value2] of Object.entries(value.points)) {
if(value2.id == id)
delete window.SF.episode[key].points[key2];

}

select();
delete window.SF.episode[id];

}

window.SF.removeObj = removeObyj;
window.SF.updateEpisode = updateEpisode;

store.state.navbar.episode.push({
click: () => {makeNewEpisode()},
lang: "newep",
class: {"fa-file": true}
b
store.state.navbar.episode.push({
click: () => {openfile.click()},
lang: "open",
class: {"fa-folder-open": true}
b
openfile.addEventListener(‘change’, () => {
var reader = new FileReader();
reader.readAsText(openfile.files[0], "UTF-8");
reader.onload = (e) => {
try{
if(isvalid(JSON.parse(e.currentTarget.result).content)) window.SF.episode =
JSON.parse(e.currentTarget.result).content;
updateEpisode();
¥
catch{}
b
b

store.state.navbar.episode.push({
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click: () =>{
let blobData = new Blob([JSON.stringify({meta: {version}, content: window.SF.episode})],
{type: "text/plain"});
let url = window.URL.createObjectURL (blobData);
let a = document.createElement("a™);
a.style = "display: none";
document.body.appendChild(a);
a.href = url,
a.download = "episode.sfep”;
a.click();
window.URL.revokeObjectURL (url);
a.remove();
h
lang: "saveas",
class: {"fa-save": true}
b
store.state.navbar.episode.push({
click: () =>{
try{
let namespace = prompt("Please enter namespace", "StoryFineExported™);
if('namespace) return;
let classname = prompt("Please enter class name", "Exported");
if('classname) return;
let exported = ExportCSHARP(window.SF.episode, namespace, classname);
let blobData = new Blob([exported], {type: "text/plain"});
let url = window.URL.createObjectURL (blobData);
let a = document.createElement(a");
a.style = "display: none";
document.body.appendChild(a);
a.href = url;
a.download = classname + ".cs™;
a.click();
window.URL.revokeObjectURL (url);

a.remove();
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catch (e) {
alert('Error during export process: \n' + e);

¥
2

lang: "export”,
class: {"fa-file-export": true}
b
for (const [key, value] of Object.entries(types)) {
if(value.default) defaults.push({type: key, position: {x: value.default[0], y: value.default[1]},
points: {}})
else{
letc ={};
if(value.icon){
value.icon.split(' ").forEach(element => {
c[element] = true;
b
}
value.icon
store.state.navbar.objects.push({
click: () => {addObj(key)},
lang: key,
class: ¢

H

}

store.state.navbar.functions.push({
click: ) =>{

if(localStorage.getltem("debug") == undefined || localStorage.getltem(*"debug") == "false"){
window.SF.debug.enabled = true;
localStorage.setltem(""debug™, "true™);

¥

else{
window.SF.debug.enabled = false;

localStorage.setltem(""debug”, "false™);
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h
lang: "debug",
class: {"fa-bug": true}
b
store.state.navbar.help.push({
click: () =>{
let win = window.open('https://telegra.ph/StoryFine-Editor---Basic-guide-02-09', ' _blank’);
win.focus();
h
lang: "basic-guide”,
class: {"fa-external-link-alt": true}
b
try{
if(saved != undefined)

if(isvalid(JSON.parse(saved))) window.SF.episode = JSON.parse(saved);
else makeNewEpisode();
else makeNewEpisode();
¥
catch{makeNewEpisode();}
if(localStorage.getltem("debug™) == "true") window.SF.debug.enabled = true;

return {updateCanvas};

}

Main. Jc
import Vue from 'vue’;
import Vuex from 'vuex’;
import Store from "./store/Store’;
import Langs from './langs/index’;
import App from './components/App’;
import '@fortawesome/fontawesome-free/js/fontawesome’;
import '@fortawesome/fontawesome-free/js/solid’;
import '@fortawesome/fontawesome-free/js/regular’;
import ‘@fortawesome/fontawesome-free/js/brands’;
import 'normalize.css'

import "./Style’
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import Logic from './Logic’,

String.prototype.lang = Langs.lang;
String.prototype.inject = Langs.inject;

String.prototype.replaceAll = function(search, replace){

return this.split(search).join(replace);

const LANGS = Langs.list;
Vue.use(Vuex);
const store = new Vuex.Store(Store(LANGS, LANGS[0]));

window.SF = {
debug: {
enabled: false,
data: []
h
selectedld: ",
episode: {},
camera: [0, 0],
mouse: [0, 0],
scale: 20
}
const {updateCanvas} = Logic({store});
window.SF.updateCanvas = updateCanvas;

new Vue({
store,
render: h => h(App)
}.$mount(*#app");

Index.jc

import LANG_EN from "./en’;
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const langs = {
ru: LANG_EN

const fallbacks = [

Ienl

const replaceAll = function(text, search, replace){

return text.split(search).join(replace);

export default {
lang: function(lang) {
let translated = "[UNTRANSLATED]";
let value = undefined;
try{
value = eval("langs['${lang}[" + replaceAll(this, ", "[") + ™1");
}
catch{}
if(value === undefined){
for (let index = 0; index < fallbacks.length; index++) {

const element = fallbacks[index];

try{
value = eval("langs['${element}[" + replaceAll(this, "', "[") + "1");
}
catch{}
if(value === undefined) continue;
else break;
¥

¥

if(value '==undefined) translated = value;

return translated;

2
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inject: function(data) {
let text = this;
for (const [key, value] of Object.entries(data)) {
text.replace("{${key}}", value);

}
2
list: Object.keys(langs).sort()

}

Store.jc
import Navbar from './Navbar’;

const store = {
state: {
selectedld: ",
lang: {
list: [],
selected: "
h
navbar: {
episode: [],
objects: [],
functions: [],
help: []
}
h
mutations: {
selectLanguage: function(state, lang) {
state.lang.selected = lang;
h
selectld: function(state, id) {

state.selectedld = id;
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const modules = [
Navbar
I;
modules.forEach(module => {
for (const [keyl] of Object.entries(module)) {
if(!store[keyl]) store[keyl] = {};
for (const [key2] of Object.entries(module[keyl])) {
store[keyl][key2] = module[keyl][key2];

¥

b

export default (LANGS, SELECTED) => {
store.state.lang.list = LANGS;
store.state.lang.selected = SELECTED;

return store;

}
Type.jc
const getimage = (src) => {
let image = new Image();
image.src = src;
return image;

}

export default {
"entry": {
default: [0, 0],
width: 6,
height: 6,
texture: getlmage("data:image/ "),
points:[
{
type: "main-out",
position: {
X: 6,

y:3
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]
h
"checkpoint™:{
icon: "fas fa-flag-checkered",
width: 8,
height: 4,
texture: getimage("data:image/png; =="),
points:[
{
type: "main-out",
position: {
X: 8,
y: 2

type: "main-in",
position: {

X: 0,

y:2

type: "logical-out",
position: {

X: 8,

y:0

}l
"condition™:{

icon; "fas fa-code-branch",



width: 8,
height: 6,
texture: getimage(*'data:image/ "),
points:[
{
type: "logical-in",
position: {
X: 0,
y: 1

type: "main-in",
position: {

X: 0,

y: 3

type: "main-out",
position: {

X: 8,

y:2

type: "main-out”,
position: {

X: 8,

y: 4

]
2

"choice":{

/8



icon: "fas fa-vote-yea",
width: 8,
height: 4,
texture: getimage(*'data:image/png; "),
points:[
{
type: "main-in",
position: {
X: 0,
y: 2

type: "main-out",
position: {

X: 8,

y: 1

type: "main-out",
position: {

X: 8,

y: 3

b
"searcher":{
icon: "fas fa-search”,
width: 6,
height: 4,
texture: getlmage("data:image/png; "),
points:[

{
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type: "logical-out",
position: {

X: 6,

y: 2

¥}

Render.jc
export default ({cframe, canvas, types, getMousePos, getScaledMousePos, getClickedObjectld,
getClickedPoint, updateEpisode, select, clearPoint}) => {
let ctx = canvas.getContext('2d');
const updateCanvas = (c, cf) => {
cframe = cf;
canvas = C;
ctx = c.getContext('2d);
}
const updateSize = ()=>{
canvas.height = cframe.offsetHeight;
canvas.width = cframe.offsetWidth;
b
window.onresize = updateSize;
var lastFrameTime = performance.now();
var fps = 0;
updateSize();
const loop = ()=>{
fps = Math.round(1000/(performance.now() - lastFrameTime));
lastFrameTime = performance.now();
draw();
window.requestAnimationFrame(loop);
b
window.requestAnimationFrame(loop);

const updateDebug = (data)=>{
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let d = ["Debug info:"];
for (const [key, value] of Object.entries(data)) {
d.push("${key}: ${value});
¥
window.SF.debug.data = d;
b
window.SF.camera = [3 * window.SF.scale - canvas.width / 2, 3 * window.SF.scale -
canvas.height / 2];
const isInView = (x, y) =>{
let left = window.SF.camera[0] / window.SF.scale;
let right = left + (canvas.width / window.SF.scale);
let top = window.SF.camera[1] / window.SF.scale;
let bottom = top + (canvas.height / window.SF.scale);
return (x >= left && x <=right && y >= top && y <= bottom);
b
const toCanvasCoords = (x, y) => {
return [
x * window.SF.scale - window.SF.camera[0],

y * window.SF.scale - window.SF.camera[1]

b
var movingCamera = [];
var movingObject = [];
var movingPoint = [];
const getPair = (pointType) => {
if(pointType == 'main-out’) return 'main-in’;
if(pointType == 'main-in’) return 'main-out’;
if(pointType == "logical-out’) return 'logical-in’;
if(pointType == "logical-in") return 'logical-out’;
¥
const handleMovePointEnd = (mp) => {
if(mp.length 1= 0){
let click = getScaledMousePos();
let point = getClickedPoint(click[0], click[1]);

if(point){
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if(mp[0].module.id !'= point.module.id){
if(point){
if(getPair(mp[0].point.data.type) == point.point.data.type){
clearPoint(mp[0].module.id, mp[0].point.index);
clearPoint(point.module.id, point.point.index);
let elfrom = window.SF.episode[mp[0].module.id];
let elto = window.SF.episode[point.module.id];
if(mp[0].point.data.type.endsWith("-out")){
elfrom.points|mp[0].point.index] = {id: point.module.id, index:
point.point.index}

¥
else{
elto.points[point.point.index] = {id: mp[0].module.id, index:
mp[0].point.index}
¥
updateEpisode();

}
b
canvas.addEventListener("mousedown”, () => {
let click = getScaledMousePos();
let clickPoint = getClickedPoint(click[0], click[1]);
if('clickPoint){
let clickObj = getClickedObjectld(click[0], click[1]);
if(click = null && clickObj 1= null){
select(clickObyj);
if('types[window.SF.episode[clickObj].type].default){
let coords = getMousePos();

let coordsOnCanvas = toCanvasCoords(window.SF.episode[clickObj].position.x,

window.SF.episode[clickObj].position.y);

if(coords != null) movingObject = [clickObj, window.SF.camera[0] +

coordsOnCanvas[0] - coords[0], window.SF.camera[1] + coordsOnCanvas[1] - coords[1]];
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}

else{
select();
let coords = getMousePos();
if(coords != null) movingCamera = [window.SF.camera[0] + coords[0],
window.SF.camera[1] + coords[1]];

¥
¥

else{
let coords = getMousePos();
if(coords){
let coordsOnCanvas =
toCanvasCoords(window.SF.episode[clickPoint.module.id].position.x +
types[clickPoint.module.type].points[clickPoint.point.index].position.x,
window.SF.episode[clickPoint.module.id].position.y +
types[clickPoint.module.type].points[clickPoint.point.index].position.y);
movingPoint = [clickPoint, coordsOnCanvas[0], coordsOnCanvas[1], coords[0],
coords[1]];
movingPoint[5] = ((movingPoint[1] + (coords[0] - movingPoint[3]) +
window.SF.camera[0]) / window.SF.scale);
movingPoint[6] = ((movingPoint[2] + (coords[1] - movingPoint[4]) +
window.SF.camera[1]) / window.SF.scale);
}
}
by

canvas.addEventListener("mousemove”, (evt) => {
if(movingCamera.length !'= 0){
let rect = canvas.getBoundingClientRect();
window.SF.camera[0] = movingCamera[0] - evt.clientX - rect.left;
window.SF.camera[1] = movingCamera[1] - evt.clientY + rect.top;
}
else if(movingObject.length = 0){
let rect = canvas.getBoundingClientRect();
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window.SF.episode[movingObject[0]].position.x = Math.round((movingObject[1] +
evt.clientX - rect.left) / window.SF.scale);
window.SF.episode[movingObject[0]].position.y = Math.round((movingObject[2] +
evt.clientY - rect.top) / window.SF.scale);
updateEpisode();
¥
else if(movingPoint.length = 0){
let coords = getMousePos();
movingPoint[5] = ((movingPoint[1] + (coords[0] - movingPoint[3]) +
window.SF.camera[0]) / window.SF.scale);
movingPoint[6] = ((movingPoint[2] + (coords[1] - movingPoint[4]) +
window.SF.camera[1]) / window.SF.scale);
¥
b

canvas.addEventListener("mouseup”, () =>{
movingCamera = [];
movingObject = [];
handleMovePointEnd(movingPoint);
movingPoint = [];
by
canvas.addEventListener("mouseleave”, () => {
movingCamera = [];
movingObject = [];
handleMovePointEnd(movingPoint);
movingPoint = [];
)
canvas.addEventListener("wheel", (evt) => {
let mousePos = getMousePos();
if(movingCamera.length == 0 && movingObject.length == 0 && mousePos != null){
if(evt.deltaY > 0)
if(window.SF.scale > 5){
window.SF.scale -= 5;
window.SF.camera[0] -= (((window.SF.camera[0] + mousePos[0]) * (window.SF.scale

+5)) - ((window.SF.camera[0] + mousePos[0]) * window.SF.scale)) / (window.SF.scale + 5);
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window.SF.camera[1] -= (((window.SF.camera[1] + mousePos[1]) * (window.SF.scale
+5)) - ((window.SF.camera[1] + mousePos[1]) * window.SF.scale)) / (window.SF.scale + 5);
¥
if(evt.deltaY < 0)
if(window.SF.scale < 40){
window.SF.scale +=5;
window.SF.camera[0] += (((window.SF.camera[0] + mousePos[0]) *
window.SF.scale) - ((window.SF.camera[0] + mousePos[0]) * (window.SF.scale - 5))) /
(window.SF.scale - 5);
window.SF.camera[1] += (((window.SF.camera[1] + mousePos[1]) *
window.SF.scale) - ((window.SF.camera[1] + mousePos[1]) * (window.SF.scale - 5))) /

(window.SF.scale - 5);

¥
¥
)

setinterval(()=>{
let obj = {};
obj["FPS"] = fps;
obj["Camera"] = "[" + Math.round(window.SF.camera[0] * 100) / 100 + ", " +
Math.round(window.SF.camera[1] * 100) / 100 + "]";
obj["Scale"] = window.SF.scale;
let mousePos = getMousePos();
if(mousePos !=null) obj["Mouse"] = "["" + Math.round(mousePos[0] * 100) / 100 + ", " +
Math.round(mousePos[1]) / 100 + "]*;
let scaledMousePos = getScaledMousePos();
if(scaledMousePos != null) obj["Scaled mouse™] = "["" + Math.round(scaledMousePos[0] *
100) / 100 + ", " + Math.round(scaledMousePos[1] * 100) / 100 + "]";
if(window.SF.selectedld !'="") {
obj["Selected id"] = window.SF.selectedId;
obj["Selected coords"] = "[" + window.SF.episode[window.SF.selectedld].position.x + ", "
+ window.SF.episode[window.SF.selectedld].position.y + "]";
}
if(movingPoint.length !'=0) {
obj["Point"] = JSON.stringify(movingPoint[0]);

obj["Point coords"] = JSON.stringify(movingPoint.slice(1));
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¥
updateDebug(obyj);
} 50);
const drawGrid = ()=>{
ctx.fillStyle = '#eeeeee’;
let startX = - ((window.SF.camera[0] / window.SF.scale) % 1);
let startY = - ((window.SF.camera[1] / window.SF.scale) % 1);
for (let position = startX * window.SF.scale; position < canvas.width; position +=
window.SF.scale) {
ctx.fillRect(position, 0, 1, canvas.height);
¥
for (let position = startY * window.SF.scale; position < canvas.height; position +=
window.SF.scale) {

ctx.fillRect(0, position, canvas.width, 1);

¥
I3
const drawPoint = (c, type) => {

if(type == "main-out™){
ctx.fillStyle = 'rgh(255, 255, 255)";
ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2 + 1, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(100, 100, 255)";
ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(50, 50, 150)';
ctx.beginPath();
ctx.moveTo(c[0] + window.SF.scale / 4 + window.SF.scale / 10, c[1]);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] + window.SF.scale / 4);
ctx.fill();

}

if(type == "main-in"){

ctx.fillStyle = 'rgh(255, 255, 255)";
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ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2 + 1, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(100, 100, 255)";
ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(50, 50, 150)';
ctx.beginPath();
ctx.moveTo(c[0] + window.SF.scale / 4 + window.SF.scale / 10, c[1]);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 8, c[1]);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] + window.SF.scale / 4);
ctx.fill();
¥
if(type == "logical-out™){
ctx.fillStyle = 'rgb(255, 255, 255)';
ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2 + 1, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(175, 175, 175)";
ctx.beginPath();
ctx.arc(c[0], c[1], window.SF.scale / 2, 0, 2 * Math.PI);
ctx.fill();
ctx.fillStyle = 'rgb(100, 100, 100);
ctx.beginPath();
ctx.lineTo(c[0] + window.SF.scale / 10, c[1] + window.SF.scale / 4);
ctx.lineTo(c[0] + window.SF.scale / 4, c[1]);
ctx.lineTo(c[0] + window.SF.scale / 10, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] + window.SF.scale / 4);
ctx.fill();
}
if(type == "logical-in"){

ctx.fillStyle = 'rgb(255, 255, 255)";
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ctx.beginPath();

ctx.arc(c[0], c[1], window.SF.scale / 2 + 1, 0, 2 * Math.PI);
ctx.fill();

ctx.fillStyle = 'rgb(175, 175, 175);

ctx.beginPath();

ctx.arc(c[0], c[1], window.SF.scale / 2, 0, 2 * Math.PI);

ctx.fill();

ctx.fillStyle = 'rgb(100, 100, 100);

ctx.beginPath();

ctx.lineTo(c[0] + window.SF.scale / 4, c[1] + window.SF.scale / 4);
ctx.lineTo(c[0] + window.SF.scale / 4, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 4, c[1] - window.SF.scale / 4);
ctx.lineTo(c[0] - window.SF.scale / 8, c[1]);

ctx.lineTo(c[0] - window.SF.scale / 4, c[1] + window.SF.scale / 4);
ctx.fill();

}

const drawBlocks = ()=>{
for (const [key, value] of Object.entries(window.SF.episode)) {
types[value.type].points.forEach((element, index) => {
let ¢ = toCanvasCoords(value.position.x + element.position.x, value.position.y +
element.position.y);
let pointData = value.points[index];
if(pointData){
let coords = toCanvasCoords(window.SF.episode[pointData.id].position.x +
types[window.SF.episode[pointData.id].type].points[pointData.index].position.x,
window.SF.episode[pointData.id].position.y +
types[window.SF.episode[pointData.id].type].points[pointData.index].position.y);
ctx.beginPath();
ctx.moveTo(c[0], c[1]);
ctx.lineTo(coords[0], coords[1]);
ctx.strokeStyle = "rgb(0, 0, 0)";
ctx.lineWidth = 1;

ctx.stroke();
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b
if(isinView(value.position.x, value.position.y) || isInView(value.position.x +
types[value.type].width, value.position.y + types[value.type].height)){
let a = toCanvasCoords(value.position.x, value.position.y);
let b = toCanvasCoords(value.position.x + types[value.type].width, value.position.y +
types[value.type].height);
ctx.drawlmage(types[value.type].texture, a[0], a[1], b[O] - a[0], b[1] - a[1]);
if(window.SF.selectedld == key){
ctx.strokeStyle = "rgb(0, 0, 255)";
ctx.lineWidth = 2;
ctx.strokeRect(a[0] - 1, a[1] - 1, b[0] - a[0] + 2, b[1] - a[1] + 2);
}
types[value.type].points.forEach((element, index) => {
let ¢ = toCanvasCoords(value.position.x + element.position.x, value.position.y +
element.position.y);
let pointData = value.points[index];
if(pointData){
let coords = toCanvasCoords(window.SF.episode[pointData.id].position.x +
types[window.SF.episode[pointData.id].type].points[pointData.index].position.x,
window.SF.episode[pointData.id].position.y +
types[window.SF.episode[pointData.id].type].points[pointData.index].position.y);
ctx.beginPath();
ctx.moveTo(c[0], c[1]);
ctx.lineTo(coords[0], coords[1]);
ctx.strokeStyle = "rgb(0, 0, 0)";
ctx.lineWidth = 1;
ctx.stroke();

¥

if(movingPoint.length == 0 || element.type == getPair(movingPoint[0].point.data.type))

drawPoint(c, element.type);
b
let data = [];
data.push(value.id || key);
if(value.descr) data.push(value.descr);

let shift = 0;
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data.forEach(line => {
ctx.fillStyle = 'rgb(0, 0, 0)';
ctx.font = "${Math.round(16 * window.SF.scale / 20)}px Calibri’;
ctx.fillText(line, a[0], a[1] - Math.round(6 * window.SF.scale / 20) - shift);
shift += Math.round(16 * window.SF.scale / 20);

H

¥
if(movingPoint.length 1= 0){
let c2 = toCanvasCoords(movingPoint[5], movingPoint[6]);
drawPoint([movingPoint[1], movingPoint[2]], movingPoint[0].point.data.type);
ctx.beginPath();
ctx.moveTo(movingPoint[1], movingPoint[2]);
ctx.lineTo(c2[0], c2[1]);
ctx.strokeStyle = "rgb(0, 0, 0)";
ctx.lineWidth = 1;

ctx.stroke();

¥
b
const drawDebug = () => {
if(window.SF.debug.enabled){
[*ctx.rect(10, 10, 100, 100);
ctx fill();*/

ctx.fillStyle = 'rgb(0, 0, 0);
ctx.font = "16px Consolas™;
let shift = 0;
window.SF.debug.data.forEach(line => {
ctx.fill Text(line, 5, 20 + shift);
shift += 18;
b

¥

/Iconst coords

const draw = ()=>{
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ctx.clearRect(0, 0, canvas.width, canvas.height);
drawGrid();
drawBlocks();
drawDebug();
[*ctx fillStyle = '#000";
ctx.fill Text(fps, 10, 10)*/
b
return {updateCanvas};

}
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