








AHOTALIA

Po6ota cknamaernces 13 100 ctopinok ¢popmaty A4, siki BKITIOYATh 57 MaJIIOHKIB
14 Tabnuik. Y CUCKy BUKOPUCTAHUX JpKepen 3a3HadueHo 10 HaliMeHyBaHb.

B naniit 6akaaBpcekiit po6oTi 0ys10 po3pobaeHo KoM 10TepHy rpy «Pac Many
3 ynockoHaneHumu anroputmamu iHTenekty NPC. [Iporpamua peanizatist 103BoJisi€
KOPHUCTYBady IrpaTH MPOTH 1HTEICKTYaJIbHOTO IrPOBOTO 00Ta, aJITOPUTMH 1HTEICKTY
SIKOTO — OYJIM BJIOCKOHAJICHI.

Ilin yac BUKOHAaHHS OaKaJaBPCHKOI JUIUIOMHOI poOOTH OyJI0 BUKOPHUCTAHO
00’€KTHO-OpIEHTOBaHY MOBY mnporpamyBaHHs Python. IIporpamua peanizamis
CTBOPEHA, BIJJIaroJKEHA Ta MPOTECTOBaHA 3acO00aMU 1HTETPOBAHOIO CEPEIOBHINA
po3pobku Microsoft Visual Code. Takoxk O0yno BUKOpHUCTaHO A™* airoputM.

Kirouosi ciosa: rpa, Pac-Men, NPC, reirposi nepconaxi.



ABSTRACT

The work consists of 100 pages of A4 format, which will include 57 figures and 4
tables. There are 10 names in the list of used sources.

In this bachelor's work, the computer game "Pac Man" was developed with advanced
NPC intelligence algorithms. The software implementation allows the user to play against
an intelligent game bot whose intelligence algorithms have been improved.

The object-oriented programming language Python was used during the execution of
the bachelor thesis. The software implementation was created, debugged and tested using
Microsoft Visual Code integrated development environment. The A* algorithm was also
used.

Keywords: game, Pac-Men, NPC, non-game characers.



|G 0 1 TSP TRPPPPRPP 3

1 AHAJII3 ITIPEMETHOI OBJIACTI TA BIJJOMUX PEAJIIBAIIIM CUCTEMU I'PU

PAC-MAN ettt b bbb Rttt b e b e e R bbb et ee e nbe b e nes 5
1.1 OOIPYHTYBAHHS TOIIUTBHOCT +..vveeuveesteessressreesteesseesseessseesseesseessesssnesnneaseesseessnesnneenneennes 5
1.2 AHAJI3 ICHYFOUMX QHATIOTIB «..veuvtesteesteessressreesseesseesseeasseasseesseessesssnessseassesssesssnesnneenseenses 8
1.3 ITocTaHoBKa 3a71a4i Ha PO3POOKY MPOTPAMHOTO 3A0C3TMEUCHHS «.vvvevvvveeerveeessirenesnnens 16
B 277 (61 (0):10 ) TP PP PR PPRRP 18

2 Ob’EKTHO-OPICHTOBAHE ITPOEKTYBAHHA CUCTEMU I'PU «PAC MAN) ... 20

2.1 YHiBepcanbHa MoBa MozentoBanHs UML B mporieci mpoekTyBaHHS CUCTEMH TPH

T oY 21 4 1 PRSP PP PPPR 20
2.2 Po3po0Oka 3arainbHOI CTPYKTYPHOI cXeMu PyHKIIOHyBaHHS cuctemMu rpu «Pac-Many
OO OO PO PR UPPPRPPRRPPRRPIS 21
2.3 MopnemoBanHs cuctemu rpu «Pac-Many 3 Bukopuctanasim Mo UML .................. 23
2.4 Po3poOka anropuT™iB QYHKIIIOHYBaHHS cUCTeMU Ipu «Pac-Many ..........ccccceveenen, 32
2.5 Po3poOka anroputmiB QyHKIIIOHYBaHHS OCHOBHUX MOAYIIB cuctemu rpu «Pac-
IMEAI) <.t b Rt R et e R a e e b e e b e e b e e re e e nr e e nnns 35
PO 3 (032 (0] : T ) TSR URP PR 37
3 IPOTPAMHA PO3POBKA TA TECTYBAHHA CUCTEMUTPU “PAC-MAN™...... 39
3.1 OOrpyHTyBaHHS BHOOPY MOBH MPOTPAMYBAHHS . ... vevveesreesreesseessnessseeseessessneesnesnnens 39
3.2 OCHOBHI OIIEPaTOPH MOBH IIPOrpaMyBaHHsI PYtNON............cccccvvvii i, 41
3.3 Ocoo6muBocTi cepemoBuiiia Visual StUdio COUE ........ocvveiieiieiiecie e 42
3.4 IIporpamna peaiizallis CUCTEMH IPH “Pac-Man”...........ccccovvii e 43
3.5 TectyBanHs po3po6sIeHOT CUCTEMH TPH “Pac-Man” ..........ccccooviiiiiiiniiiiice e, 44
3.6 TectryBanns mokpameHOTO THTEACKTY NPC .....ccooiiiiiiiiie e 49
A 21 (03 (0): 7o) OO TP PR PPRP 53
|27 (O 5 (0] 27 30 L PRSP 55
CIHIMCOK BUKOPUCTAHUMX JIKEPEJL.......ccoiiiiiiii e 56
D (@ 1 7N N 2 PRSP 57
JOJIATOK A Ilporokon nepeBipky KBam(ikaIiifHoi poOOTH Ha HAsIBHICTh TEKCTOBHX 3aIT03UMYCHb
............................................................................................................................................. 58
JIOJJATOK B AKT BIPOBAIIAKEHHS «.....veveeavveeesnreeesssseessssneesssnsesssssessssssesssansesssssnesssnnnesssnssnesns 59
JOJATOK B JTICTHHT TIPOTPAME ... euteeenteeesteeesiseesssesasteesseessseeesssessssessssesssesssssessssesssnes 60
JOJIATOK I' I'pAPITHA TACTHHA .......c..veeiuvieeiieeitie et stee ettt st ae et e e e e nnnas 78

JOJATOK JI THCTPYKIILS KOPHUCTYBAUA ...vccuveerveesresureasreeneessessseesnsessseesseessesssesssnssnsessesnnes 100



BCTYII

Po3poOka koMn'toTepHUX 1ITOpP — OJIHA 3 HAAaKTHBHIILIE PO3BUBAIOYUX cep
[T-ingyctpii. KnacuuHi irpm, Taki sik Pac-Man, 3anuiaioTbes OnyaspHUMH Cepell
IPaBIiB PI3HUX BIKOBUX KaTEeTOpid 3aBISKH CBOIM MPOCTOTI Ta 3aXOILTIOIOUOMY
irpoBomMy Tiporiecy. IIpote, 3 PO3BUTKOM TEXHOJIOTIN 3'SBISETHCS MOMIHUBICTH
BJIOCKOHAJICHHS IIUX 1rOp, 30KpeMa IUISIXOM MOKPAIIEHHS aJTOPUTMIB IHTEIEKTY
NPC (ueirpoBux mnepconaxiB). Lle mo3Bossie 3poOUTH 1rpoBUil mpoliec OUIbII
TUHAMIYHUM 1 CKIIQAHIIIM BUKIUKOM JJISI TPABITIB.

3 HENaBHIX MIp CJIOBOCIONYYEHHS «KOMM'IOTEpHA TIpa» MILHO YBIAILIO
B kUTTA. KOXXeH, XT0O Mae KOMI'IOTep, HAMEBHO, 3MIT BIIUYTH IX MPUBAOIUBICTS.
IIMoBipHO, Tpa 3aKmajeHa B caMy TNPHPOAY JIOJWHM 3 HAHJABHIIIMX 4YaciB.
Komn'torepHa rpa - komn'toTepHa rnporpama abo yacTuHa KOMII'FOTEPHOI IPOTPaMH,
10 CIIYXKUTh JJIsl OpTaHi3allii iIrpoBOro Mmpoiiecy, 3B's13Ky 3 mapTHepaMu 1o rpi, abo
cama BHUCTYIIA€ B SKOCTI TapTHEPA.

Komm'torepHi irpu  kimacuikyroThCs 3a TaKMMH O3HaKaMu SK SKaHp,
KUTBKICTB TPaBIIIB 1 CIIOCIO 1X B3a€MOii, Bi3yasibHE ysBIIeHHS 1 maTtdopma. Bcei
KOMIT FOTE€pHI 1'pU BIJHOCSTHCSA 10 PO3PSAAY PO3BaXKAIbHHX, SIKI HE BHUPIIIYIOTH
BUpOOHMYI, OOJIKOBI Ta IHIN 3aBJaHHSA, II€¢ BH3HA4Ya€ OCOOJMBOCTI
iXx  (QyHKIIOHambHOTO  HabOpy,  AJITOPUTMY pOOOTH 1 1HTepdeiicy.
Oco0MBICTh KOMIT'IOTEPHUX 1FOP MOJIATAE B HASSBHOCTI CKJIQAHUX aITOPUTMIB, SIKI
BU3HAYAIOTh X1J TPU B 3aJEXKHOCTI BiJ M1 KOpHUCTyBauya (TpaBIisi), IPH LIOMY,
HalyacTilie, Taki [Jii nepeadayuTH HEMOXJIMBO. TOMy ajiropuTM IOBUHEH
nepeadavaTu oOpoOKy sikoMora OiIsIIIoro Habopy BapiaHTIB i, IO 3HAYHO 1X
ycknanHtoe. Kpim Toro, 3 orisay Ha po3BaskajJbHUM XapakTep KOMIT'FOTEPHHX 1rop,
ix iHTep(deic MOBUHEH BOJIOAITH  1HTEPAKTUBHICTIO 1 CKJIAJHUMHU €JIEMEHTAMHU
rpadiku .

Jy1s BUKOHAHHS 0aKaIaBPChKO1 AUILIOMHOI poOOTH OyJ10 00paHo TPy 3 KaHPY
«Irpu 3 nabipuntomy. LlikaBicTh irop 3 1abipuHTaMU AJIs TIOAUHU B TOMY, 1110 T'pa

nepeq HEK CTAaBUTh 3ajady, PO3B'SI30K SKOI MOYKHA 3HAWTH 32 JIOIOMOIOIO
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JIOTIYHOTO aHaji3y, MNpPOAyMYBaHHS Ha KiJbKa KpOKIB ymepea, 1 YCHIIIHe

PO3B'sI3aHHS 3a/1a4l MPUHOCUTD JIIOJIUH1 33T0BOJICHHS.

Merta 6akaiaBpChbKOi pOOOTH MOJISATAE Y POIMIMPEHH] aITOPUTMIB 1HTEIIEKTY
st NPC B rpi Pac-Man, BUKOpHUCTOBYIOUHM 00’ €KTHO-OPIEHTOBAHUH MIIX1T 1 MOBY
nporpamyBanHs Python B cepenoruii po3pooku Visual Studio Code. mo6 3poouTu
rpy ORI 3aXOILTIOIYOIO.

0O6’extoMm € cama rpa Pac-Man, a Takosx Mpoiiec CTBOPEHHS Ta BIPOBAIKEHHS
MOKpaleHux aaroputMis iHTenaekTy NPC, axuil BUKOPUCTOBYIOTHCS B Hild.

[IpeameToM HOCHIKEHHST € PO3poOKa Ta BUNPOOYBaHHSA aJTOPUTMIB Ta
METO/AIB  IHTEJEKTyaJlbHOTO KEpPYBaHHS HEITPOBUMHU  IEPCOHAXKaAMHU,  AKI
BUKOPHUCTOBYIOThCS B rpi Pac-Man.

Taki 3aBOaHHS TUJIAHYIOTHCS ISl MOJABIIOT poOOTH HaJ OaKkalaBpPChKOIO
JTUTIIIOMHOIO POOOTOIO:

- OOrpyHTyBaHHs AOLIIBLHOCTI cTBOpeHHs rpu Pac-Man 3 BIoCKOHaJIE€HUMHU

anroputMamu iHTenekTy NPC.

- AHaJi3 ICHYIOUHUX PIILIEHb.

- [IpoexryBanus anroputMmiB iHTenekTy NPC.

- Peanizaris moaymto BoockoHaneHHs anroputMis iHTenekty NPC.

- TectyBaHHs Tpu micist BIOCKOHaJIeHHS anropuTMiB iHTenekTy NPC.

- OdopmenHs marepiaiib 10 3axucty b/IP.

[Tokpamennss amorputMiB iHTenekTy NPC Pac-Man mae Benuke mNpakTHYHE
3HAYEHHS Uil IHIIUX PO3POOHUKIB 1rop. BUKOpHCTOBYBaH1 BIOCKOHAJIEHI alrOPUTMHU
IHTEJIEKTY MOXKHA aJanTyBaTH [JIi CTBOPEHHS OLIbII CKJIAJHUX 1HTEPAKTUBHUX
MIEPCOHAXIB y PI3HUX ITPOBUX JKaHPaX, IO J03BOJISIE TOKPAIIIUTH ITPOBUH MPOIIEC, O1TBII
PEATICTUYHO CUMYJTIOBATH ITOBE/IIHKY JIFOJIMHHM, & TAKOXK K HaBUAJIbLHUN THCTPYMEHT JIJIS
JOOCTDKEHHSI alNTOPUTMIB 1HTEJIEKTY TMOBEIIHKA Ta CHpUA€E€ TEXHOJOTIYHOMY Ta
TBOPYOMY MPOTPECY B IrPOBiii IHITYCTPIi.

Takoxk, pe3yabTaTd pPOOOTH TUTAHYETHCSA BIOPOBATUTH y  BiHHHUIBKOMY

HaIlOHATBHOMY TEXHIYHOMY YHIBEPCHUTETI.



1 AHAJI3 TPEJMETHOI OBJACTI TA BIJOMHUX
PEAJIIBAIII CUCTEMMU I'PU “PAC-MAN”

1.1 O6rpyHTYBaHHS IOIIIBLHOCTI

Mertoro naHoi 6akagaBpChKOi AUIIIOMHOI pOOOTH € po3MUpeHHs (yHKIIIH
anroputmiB 1HTeNekTY NPC y rpi «Pac-Man». BoHa BiIHOCUTBCS 0 JIOTTYHHUX
1rop, sIK1 JOTMIOMAararTh PO3BUHYTH PEAKIIII0 Ta TPEHYIOTH JIOTIKY.

[HOMI Tpm TpuBaiii poOOTI 32 KOMITIOTEPOM BHHHKAE OaKaHHS TPOXHU
BIAMOYNTH. [ i€l MeTH HEe MIAXOASATh ITPU THUITY CTparerid, 00 s HHUX
moTpiOHO GaraTo Jacy, a 1 5-10 XBUTMHHOTO BiAMMOYMHKY IUTKOM migiiae «Pac-
Many. Pac-Man y 1iii rpi — KpyrJja »0BTa 1CTOTa 3 pOTOM. 3aBJIaHHS TpaBLsd —
kepytoun [lakmeHoMm 310patu Bcl OUTI Kpalku HA PiBHI, YHUKAIOYU 3ITKHEHB 3
npuBugaMu. PiBeHb 3aKIHUY€ThCS, KOJIM 3'iI€Hl BCl KpamkKd, MICHS YOro
MOYNHAETHCS HACTYITHUM, CKIAMHIIMN. Takok Ha piBHI MOXYTb 3'SBIISITUCS Pi3HI
O00oHycH — (pYKTH, 3'IBIIM SIKI IEPCOHAXK OTPUMYE JOJIATKOB1 Oamu.

Jlo irop Takoro THITy TpEa SBISIIOTECS TaKi BUMOTH: BUKOPHUCTAHHS
IPOCTUX 3aco0iB YNpaBliHHA, 3pydyHUU TrpadiuHuil 1HTEpdeiic, MOCTYIOBe
YCKJIaIHEHHSI TPU TPHU JIOCATHEHHI MEBHOI KIJILKOCTI 04oK. [li7 yac BUKOHAHHS
nmporpama MOBHHHA BUKOHYBATHCS KOPEKTHO 1 HE MPUBOJIUTH A0 300iB. Yci abo
Maikeé BCl BEJIUKI 1rpoBI OO €KTH CTBOPIOIOTHCS BHUMNAAKoBO. IloTiM 115
BUIMAJKOBICTh (PaHO YM IMI3HO) CTa€ CBITOBUM HaJA0aHHSIM 1 3MIHIOE KUTTA
Oararpox Jroneit. «Pac- Many - OIMH 3 TAKUX BUIIAIKIB.

Hecknagna JoriyHa TroJI0OBOJIOMKA, 110 OyJjia HamucaHa 1 3T0JIOM
MoaudikoBaHa i cede 1 CBOIX KOJIET, 32 KOPOTKUN TEPMiH 3700yJia CBITOBY
MOMYJISIPHICTh, CHPOBOKYBAaB BEJIMKHUM CKaHIall, HU3KY CYJIOBUX PO3IJIAIB 1, Y
KIHIIEBOMY PaxyHKY, 3aJIMIINIACS B ICTOPIT IK HAUMTOMYJIsSipHIIIa KOMITIOTEpHA rpa
BCIX YaciB.

Ines rpu Pac-Man 3apomunacs B ganekomy 1980, koiau OUIBILIICTH
aMEpPUKaHCHhKUX 1rop OyJiM KOCMIYHUMH IIyTepaMu, TakUMU siKk Space Invaders

abo Defender. Pac —Man, >xe mporoHyBaB 30BCIM HOBHI CTHIIb TPH, sIKa HE
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nependayae HacwiIbCTBA. Tomy, rpa TMO3UIIOHYBajacs K OpPIEHTOBaHA Ha
XJIOIMYHUKIB Ta AiBYaTOK.[1].

[TinBumenns inTenekty NPC B irpax Pac-Man BaxiamBo 3 KIJIBKOX
BaXIMBUX mpuuuH. [lo-mepie, cam reiimMIuiel MOKpaIieHO 3aBASKH OUIbII
cxiagauM NPC, 1o poOuTh Tpy OUTBIIT CKIATHOO Ta I[IKaBOO ISl TpaBiist. BoHn
3MYIIEeHI po3poOJIATH HOBI CcTpaTerii Ta mrykaTu e(peKTHBHI CIIOCOOH MEepEeMOrH,
1o 306aradye JOCBiJ 1 Jo/a€ Tpi OiIbIIe a3apTy Ta BECEIOIIIB.

[TinBumenns iatenekty NPC Takox copusie OB peamiCTUIHOMY
IPEICTAaBICHHIO BHYTPIIIHKOI JOrikk Tpu. CKIAagHINI MEPCOHAXI MOXKYTh
MpUiMaTH pilIeHHs, OJIMKY1 IO TOTO, SIK TPAlOTh CHpaBXHI1 rpasii. Lle He TUTbKU
M1JIBUIIY€ PIBEHb 3aHYPEHHS, aJie i1 pOOUTH rpy OUIbII MPUBAOIUBOIO JJISI TUX, XTO
IIyKa€ peasiCTUYHUI IHTEPaKTUBHUMN JOCBI.

Kpim toro, Bzaemonis 3 posymaumu NPC nomomarae rpaBiieBi Buntucs. Bu
MOXXET€ CIOCTepIraTH 3a TaKUMHM IEPCOHAaXaMH, BUMUTHUCA Ha iXHIX JiAX 1
BJIOCKOHAJIIOBATH BJACHI HaBUYKH TpHU. Lle 0CcOONMMBO BaXIWBO AN THUX, XTO
IIIKAaBUTHCS CTPATETIYHUMU aCMIEKTaMH T'PH, OCKUIBKH JI03BOJISIE CIIPOOYBAaTH Pi3HI
MXO0U Ta po3pOoOUTH HAWKpaIlly CTPATETii0 YCIiXy.

Takum yuHOM, TOKpalieHHs ajnorputmiB iHTenekty NPC Pac-Man He
TITBKU MOKPAIY€e PEATICTUYHICTh CAMOI TPU Ta CUMYJISAINIT, ajle TAKOK CTUMYITIOE
OCOOMCTHH ITPOBUIl PO3BUTOK TIpaBLIB, POOJSYM 1€ BAXKIUBUM (HAKTOPOM B
IrpOBIH IHIYCTPII.

I'pa peanizoBaHa NMPaKTUYHO HA BCIX CY4YaCHUX MPHUCTPOSX, BKIIOYAKOUH
KIIK, Mo6inbHi TenedoHu, IrpoBi BIACONMPUCTABKHU, TEJIEBIZOPHU (SIK JOJIaTKOBA
dbyHKITIS) 1 637114 KUIMEHBKOBUX ITPOBUX MPHUCTPOIB. € BapilaHTU TPHU IS BCIX
nomupennx OC. Baxko, sSKIo B3arajii MO>KJIMBO, Ha3BaTH TaKy OOYHCITIOBATILHY
matdopmy, e 0 He OyJIo i€l rpu.

I'pa Gyna po3poOieHa B OCHOBHOMY TparliBHUKOM kommaHii Namco Topy
[BaTani mpoTsroM BiciMHAIIATH MicsiiB. ['pa Oyna po3pobieHa Ha OCHOBI MaJio
BioMoro Coin Hunter. 3rogom Buiiniuia Moaudikaiiis miei rpu, M0 Ha3uBaiacs

pakku-man (sm. /X'y % < >). Lla Ha3Ba NOXOAUTH Bijl ATIOHCEKOTO



-
OIMCOBOTO BHCIIOBY «IIaKy-naKy tadepy» (am. /N9 /N BN %, tpancmir. «ictw,
BIJIKYIIIyBaTH, 0araTopa3oBO IIUPOKO PO3KPUBAIOUU POT Ta 3aKPUBAIOYH HOTO,
ictu, isiMkaroun). YacTo 3raayeThes, M0 10 [BaTaHM NMPUHILIO HATXHEHHS BiJl
mmMaTtodka minu. B iHTepB'to 1986 poky BiH 3a3HA4MB, 110 1€ OyJI0 HAMOJOBUHY

npaBaoio: [Barani okpyriuB iepormid kyTi (sim. H «poT») sk cuMBoOI moinaHHs 1

HaJaB oMy moao0u pota. IBatani cripoOyBaB 3poOHUTH TPy LIKABOKO JJIS OLIBIIT
IIMPOKUX BEPCTB HACEJICHHS, KPIM 3BUYANHMX MIAJITKIB, TOMY BiH JA0JaB B TPy
eyieMeHT JabipuHTy. B pesynbrarti rpa orpumana vazsy PUCK MAN.[1].

[lepmmii apkagHuii aBTOMAT 13 TPOr0 OyJio BCTaHOBIEHO 22 TpaBHsA 1980
poky y kiHoTeatpi paiiony CiOys1, Tokio. Y HHHI HEICHYIOU1 BOCBMUIIOBEPXOBIii
OyaiBIIl 3 KUIbKOMA KIHOTeaTpaMu aBTOMAT OyB pO3TaIlIOBAaHUN y X0JI1 HA OJHOMY
3 BEpXHIX MOBEPXIB.

Opnak y HacTymHOMY polli 3a Ipy B3siacsa kommnadis Midway 3 CIIA. T'pa
ctana HazuBaTucs Pac-Man dyepe3 Te, mo Hazea PUCK MAN Oyno 3aHanro
omm3bko a0 jaidku (anra. FUCK), 1 Bangaau MOTju JIETKO WOTO 3MIHHUTH, IO
noryousno 6 rpy Ha kopeni. [Ipore B €Bpomi MokHaA 3HAWTH SK aBTOMaTu Pac-
Man, tak 1 PUCK MAN.

AmMepuKaHCchKa my0Jlika JoOpe 3ycTpiia rpy, sika fajna aibTepHaTUBY Space
Invaders, mo Bupasuigocs B O€3MPEIENCHTHIN MOMYJISIPHOCTI 1 A0XO0Ji, KOTpi
MepeBepIIWId yCIixX cBOoro mnonepeanHuka. Hapite IBaranu OyB 31MBOBaHMIA
npogaxamu B CIHIA. I'pa He3abapoM cTajia 3arajibHOCBITOBUM SIBUIIEM Y
BiJICOTHAYCTPIi, OylW BUMYIIEHI YHCICHHI NPOJOBXEHHS, CTHUJIb TPHU HYaCTO
KOITIFOBABCS, ajie HIXTO 3 KJIOHIB HE MIT IEPEBEPIIUTH OPUTTHAI.

Konu Midway Bumyctuna Pac-Man B CIIIA, xomnaHis TakoX 3MiHKJIA
nu3aiiH irpoBux aBToMartiB. Ctuwie Namco OyB MOpoX4uii 1 MEHIIE MiAXOI1B
amepukancbkomy puHky. Aromar PUCK MAN 6yB nodapboBanuii y Oinuit
KOJIip, Ha HhOMY OYJTH Pi3HOKOJIBOPOBI MamtoHKH. Pac-Man OyB modapboBanuii y
KOBTUH KOJIp, MAIIOHKHA OyJIM MPOCTUMHU 1 JIETKO BMI3HABAHUMH. Y TPl METOIO
Oyno mpoiith Bci 255 piBHIB, HaOpaBIIM SIKOMOTa OUIBIIMA pPaxyHOK.

MaxkcuManbHy KUTBKICTh 040K OYJI0 3apeecTpOBAHO 3 JIUITHS
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1999 B lN'omniByai: rpasens b Mityen HabpaB 3333360 ouok. Jliist 1iporo omy

3Hago0uso0csa 6 ronuH. Bin 310paB yci TOUKH, BC1 eHepakaniepu, Bcl PpykTH, 3'1B
BCIX MPUBUIIB Ha BCiX 255 piBHAX.[1].

BupoOHUKH Bimeoirop Oyam BpaxkeHi ycmixom Iie€i Bimeorpu. i
MOMYJISIPHICTh TIEPEBUIIMIA PEUTHUHT Asteroids, apkajy 3 TIraHTCHKHUMH Ha CBIH
yac mnpojgakamu. ABTromatu Pac-Man posiiinumces B kiibkocti 350 000
ex3eMIULIpiB. ['pa Oyna HaACTUIBKM MOMYJSIpHA, IO HA ii OCHOBI HapOIUIIOCS
6e3mu migpobok Ha mouatky 80- X. YHIKaIpHUN IrpOBUI NH3aifiH 3MYCHB
BUPOOHUKIB IrOp TMEPErisHyTH TEMY HECKIHYEHHUX IHOIUJIAHETHUX HaBal,
NPUCYTHIO Maibke B KOXKHIM BiZieorpi TOro yacy.

Beengenuit B Pac-Man eneMeHT TyMopy JO3BOJIMB TIpl BIANOBIIATH
1HTEepecam OUIbII MIMPOKUX BEPCTB HaceleHHs. [HTepec mimmiTkiB g0 Pac-Man
NEPEBUIINB 1HTEPEC JO BCIX TOMAIIIHIX ITYTEPiB.

bararo nomynspuux Bigeoirop 80-x B Tii UM 1HIIIH Mipi 3000B's13aH1 CBOIM
icnyBaHHsiM Pac-Man: Q * Bert, Donkey Kong, Frogger. Caiit The Killer List of
Videogames BBaxkae Pac-Man rtpoto Ne 1 Bcix waciB y cmucky 10
HaWmomysipHimMX Bigeoirop.[1] .

Otxe, Ha mepmIMi TOTJIA MPOCTa rpa B CBIA Yac 3poOuIa PEBOJIIOIIIO
Ha PUHKY KOMII'IOTEpHUX irop. BoHa Hajmana momToBXy AJisi pO3BUTKY 1MPOBOL
IHAYCTpIi Ta NpOSIBUJIA IHTEPEC JIFOAEH 10 MPOrpaMyBaHHS.

JUisi moKpamieHHs IrpoBOro IMpolecy B JaHld poOoTi OyJe 3MIHEHO
KJIACUYHUN aJITOPUTM PYXiB TPHUBUIIB, ajne OyJe BIATBOPEHO KIACUYHUMN

iHTEpdeiic.

1.2 Anaii3 iCHyIOUHX aHaJIOTiB

3 Meror BIOCKOHaneHHs rpu «Pac-Many» OyB mpoBeneHUN KOMIUIEKCHUN

aHaI3 ICHYIOUMX aHAJIOTIB, SIKUW BKIIOYAB JOCIIHKCHHS, TECTyBaHHS Ta OI[IHKY

pi3HMX Bepcii rpu. Lle mocnimkeHHs J03BONWIO BUSBUTH HAaWKpallll MPaKTUKHU Ta

1HHOBAIII}HI PIIICHHS], K1 BUKOPUCTOBYIOTHCSI B CYYaCHUX Bi€oirpax, i BU3SHAUUTH

MO>KJIMB1 HATIPSIMKY TSI TIOKPAIIEHHS 1TPOBOTO MPOIIECY.
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AHaJi3 po3noyaBcs 3 IeTATLHOTO OISy 1CTOPIl po3po0KH pi3HUX Bepciii Pac-
Man, mo06 3po3yMmiTH, SK 3MiHIOBaJacs irpoBa MexaHiKa Ta JOJABaJIMCA HOBI
€JIEMEHTH 3 YacoM. byso IpoBOIeHO MOPIBHSAHHS TAKUX KIIOYOBUX XaPAKTEPUCTUK,
AK nu3aiH nabipunty, noBeainka NPC, rpadika Ta 1HIIN acnekTH, SKi BIUIUBAIOThH
Ha ITPOBHI1 TOCBI.

Takoxx, Oys10 TPOBEICHO METOI0JIOTIIO JIOCIIIIPKSHHS

- [omyk miTeparypu Ta JKepeno3HaBcTBO: [IpoBeneHo neTanbHUM aHaui3
HAyKOBUX Mpallb, KHUT Ta IHTEPHET-PECYPCIB, 1110 OMUCYIOTh PO3BUTOK rpu «Pac-
Man» Ta 1i ananoris. Lle BKIIO9an0 HOCHIKEHHS SK TCXHIYHHUX ACIICKTIB, TaK 1
KyJIbTYPHOTO BIUIMBY I'PH Ha IPaBIIiB PI3HOTO BIKY.

- TectyBaHHSs 1rpOBOTO Mpoliecy: BcTaHOBIEGHHS Ta TECTYBaHHS Pi3HUX BEpCii
"Pac-Man" 103BONMIO OTpUMATU O€3MOCEpPEeIHE PO3YMIHHS MEXaHIK TpU Ta
171eHTU(IKYBaTH CUJIBHI Ta CIaOKi CTOPOHHM KOXHOI 3 HuX. lle Takox BKIIOYaio
aHasl3 KOPUCTYBAILKOIO IHTEP(ENCY Ta IHTEPAKTUBHOCTI.

- IIpoBeneHHst onuTyBaHb Ta 300py BIATYKiB: Bysno mpoBeneHO ONMUTyBaHHS
cepel rpaBIliB it 300py IXHIX BpakKeHb Ta PEKOMEHAIIN 1010 MOKPAIEHHS TPH.
Biarykn rpaBLiB JOMOMOINIM 3pO3YMITH, $SIKI aCHEKTH TpU € HaHOUIbII
pUBAOJIMBUMH, a K1 TOTPEOYIOTh BJOCKOHAJICHHSI.

- [lopiBHsIBHUI aHami3: 3A1MCHEHO MOPIBHSHHSA M1 OPUTTHAJIILHOIO BEPCIEIO
"Pac-Man" Ta ii anajgoramu, 11100 BUSBUTH OCHOBHI BIIMIHHOCTI Ta iHHOBarii. Ie
BKJIFOYAJIO TIOPIBHSIHHS ITPOBUX MEXaHIK, CKIJIQTHOCTI PIiBHIB, TpadiqHOTO
odopmiieHHs Ta noseaiHku NPC.

Byno mpoBeneHO TIpYyHTOBHE TECTyBaHHS Ta JOCIIKCHHS TaKUX IrpOBHX
npoekTiB, sk "Ms. Pac-Man", "Pac-Man Championship Edition", "Pac-Man
Championship Edition DX", "Pac-Man 256" ta "Pac-Man World". Anamni3 mux
BEpCiii JO3BOJIUB BUSIBUTH YHIKQJIbHI IrPOB1 MEXaHIKM Ta IHHOBALIMHI pIIIECHHS, SKi
3po0WIM  1X TOMyJISPHUMH cepel TpaBiliB. JlOCTHIPKEHHS TaKOXX BKIIFOYAIIO
MOPIBHAHHS Pi3HUX MiaxoniB g0 peamizanii NPC (HerpaBux MepcoHaxiB), IO
3a0e3neumsio riauboKe po3yMiHHSA €(EKTHUBHOCTI alTOPUTMIB IHTEJEKTY Ta

MOKJIMBOCTEM iIXHBOI'O BJOCKOHAJICHHA:



1uUP HIGH SCORE
2650 10000

Pucynok 1.1 — I'pa «Ms. Pac-Many

"Ms. Pac-Man" — e Bimeorpa, BunyuieHa B 1982 poui kommnaniero Midway
Manufacturing sixk ciH-od¢ opurinansHoi rpu Pac-Man. ['pa Gyna po3pobiena 3
METOI0 BJOCKOHAJICHHSI IIPOBOr0 MPOIIECY Ta J0JIaBaHHS HOBUX E€JIEMEHTIB, SIKi O
3po0wWIM TPy 1€ OUTBIN 3aXOTUIIOI0YO0I0 Ta BUKIMKOBOIO i TpaBiiB. Y "Ms. Pac-
Man" nomaHo HOBI JAOIpUHTH 3 PI3HUMH JW3alHAMU Ta OUIBII CKJIATHAMHM
MapuipyTamMu i HepeciiayBaHHsA. BaxinBow 0COONMBICTIO 1€l Bepcii €
MOJIMIIIEHAa TIOBEAIHKA TPUBHUJIB, fAKI TEmMep MaloTh OUIBII HemepeadavdyBaHi
TPAEKTOPIi pyXy, 110 3HAYHO MIJABHUIILYE PiBEHb CKIATHOCTI rpu. Takox, rpadiuxi
MOKpAILEHHS Ta SICKPaBillll KOJIbOPHU 3pOOUIIN TPy OLIbII MPUBAOIHUBOIO BI3yaJbHO,

10 COPUSLIIO 11 MOMYJISIPHOCTI Cepe] TPaBIIiB.
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Kpim toro, "Ms. Pac-Man" crana nepiioro rporo B cepii, 1€ TOJIOBHUM Te€POEM
CTaja >KiHOYa TMEepPCOHa, M0 MO3WTHUBHO BIUIMHYJIO HA 3aydeHHS OUTBII IMTUPOKOI
ayIUTOpii, BKIIOYAIOYM KIHOK. ['pa TakoX TIpejcTaBWiia HOBI BUJIU (PPYKTIB 1
OOHYCIB, 5Kl 3'ABJIAIOTHCS Ha €KpaHi, 10 JI0aJI0 TPl JOJaTKOBUN PiBEHb CTpaTerii
Ta TAaKTUKU. 3aBIJKA CBOIM IHHOBAIlisSIM Ta BIOCKoHajaeHHsSM, "Ms. Pac-Man"
OoTpUMajia BU3HAHHS KPUTHUKIB 1 CcTajla OJIHIEI0 3 HAUYCHIIIHININX apKagHUX 1rop

CBOTO 4acy, 30epiratouu MoIMyJIIpHICTh CEpe TPABIIIB 1 10 CbOTOHI.

Pucynok 1.2 — I'pa «Pac-Man Championship Edition»

"Pac-Man Championship Edition" — e MmonepHi3zoBaHa Bepcisi KIIaCHYHOI TpH
Pac-Man, sunyimena Namco Bandai y 2007 pori s PlayStation Portable i Xbox
360. Ils Bepcis 30cepel eHa Ha MIBUIKOCTI Ta KOHKYPEHTOCITPOMOXHOCTI,
HaJIal04M TPABISIM MOMJIMBICTh 3MaraTucs 3a BUIII OaJi B OHOBJICHHX JIaOIpUHTAX
13 guHaMiuHMMH eneMeHTamu. Opmmiero 3  ronoBHux nepeBar '"Pac-Man
Championship Edition" € ii mBuakuii TeMI, KU BUMarae BiJi IpaBLiB IIBUIKUX
peakIiiii 1 cTpaTeriyHoro MUcieHHs. ['pa TakoK Mae HOB1 MEXaHIKH, TaKi K 3MiHa
7abipuHTIB y peaibHOMY 4aci Ta 30UTbIIeHHS IBUAKOCTI pyxy Pac-Man i npuBuais,

10 pOOUTH IFPOBUM MPOIIEC O1IBIIT 3aXOTUTIOIOYHUM 1 HAMIPYKEHUM.
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Opnnak, monpu YucieHHI BaockoHaieHHs, "Pac-Man Championship Edition™

Ma€ CBOi HEOMIKU. 30KpeMa, BUCOKA MBHJIKICTh TPU MOXKE OyTH HAJTO CKIATHOIO
JUIS HOBAuKiB, IO MOXE BIISIKATH JACSIKMX TpaBIiB. Takoxk, Opl€HTaIls Ha
MIBUIKAA TEMI 1 3MarajJbHUN €JIEMEHT MOXKE 3MCHIIUTH MPUBAOIUBICTh TPH IS
TUX, XTO IIyKa€e OUTbII CTIOKIMHUHN 1 po3ciabmsounii irposuii qocsia. Hezpaxkatoun
Ha i Hemomikk, "Pac-Man Championship Edition" 3anuinaerbcs BaXIJIMBHM
OHOBJICHHSIM KJIACUYHOI TpH, MPOMOHYIOYM HOBI BUKIUKMA 1 MOJIMBOCTI MJIs

IaHyBaJbHUKIB OpuriHagsHoro Pac-Man.

Pucynok 1.3 — I'pa «Pac-Man Championship Edition DX»

Pac-Man Championship Edition DX — mue mnpogosxkenns «Pac-Man
Championship Edition», Bumymenoro Bandai Namco y 2010 pomi. Ils rpa
MPOTMOHY€E OlIbllle AMHAMIKA Ta 1HTEHCUBHOCTI, HOBI (DYHKIII Ta MOKpalieHe
kepyBaHHs. Opniero 3 ronoBHux nepesar Pac-Man Championship Edition DX €
OHOBJICHW ITPOBHM TMPOIEC, BKIIOYAIOUM PI3HOMAHITHI JIA0IPUHTH, CIICIiaIbHI
OOHYCH Ta MOKJIMBICTh HaJAIITYBaTH TPy BIAMOBITHO O OCOOMCTUX yHoa00aHb

rpaBi. ['pa Takok mpeacTaBiisiec HOBI THUIW MPUBHUAIB 1 PEKUMH TPHU, 3HAYHO
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PO3IIMPIOIOYH ITPOBHI MPOIIEC 1 TOAAFOYM HOBI CTpaTerTii AJisl JOCSATHEHHS BUCOKUX
pe3yibTaTiB.

[Ipore, sik 1 B Oyab-skiii rpi, y "Pac-Man Championship Edition DX" € cBoi
Hemomiku. Hampukinan, BUCOKa IHTEHCUBHICTh TPU MOXKE OYTH 3aHAJITO CKIIAJTHOIO
JUI HOBAUKiB, 110 MOKE€ MPU3BECTH JI0 BTPATH 1HTEpECY y NesKux rpasiiB. Kpim
TOT'0, OPIEHTAIIiSl HA MBHUJIKI peJICKCH 1 CTpaTeTriuHe MUCIICHHS MOXe OyTH 3aHaITO
BUMOTJIMBOIO I TUX, XTO MIyKa€e OUIBII pPO3CIA0ISIOYUi IrpoBUN JOCBI.
Hespaxkaroun Ha 111 Heoiky, "Pac-Man Championship Edition DX" 3anmumaerbest
BU3HAYHOIO TPOIO, KA MPOIMOHYE TPABISIM YHIKaIbHI BUKIUKH Ta 3aXOIUTIOIOYUN

IrpOBUHA Mpoliec, O pOOUTH ii BApTOIO yBaru cepenl maHyBaibHHUKIB Pac-Man.

Pucynok 1.4 —I'pa «Pac-256»

Pac-Man 256 — e HOBITHS Bepcis JereHaapHoi rpu, po3pooisena y 2015 pori
Hipster Whale y cmiBmpami 3 Namco Bandai. I'pa orpumana cBoro Ha3By Bij
3HAMEHUTOro TJoKa 256-ro piBHS B opuriHanbHid rpi Pac-Man. Opniero 3
rojioBHUX mepeBar "Pac-Man 256" € Ti iHHOBaIiiHUN OE3KIHEUHUI TEHMIUICH.
I'paBenib kepye Pac-Man'om, sikuii Oe3mepepBHO pPyXaeTbCsl MO JIAOIPUHTY,

YHUKaIOUW MPUBHU/IIB 1 30uparouu 60HycH. Jl01aTKOBO, rpa BBOJAUTH HOB1 €JIEMEHTH,
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TaKl sIK TaBep-ariy, ki Ha1aroTh Pac-Man'y 0co61uB1 3/110HOCTI, 1110 10/1a€ TIUOUHY
1 pI3HOMaHITHICTh I'POBOMY ITIPOIIECY.

Onnak, "Pac-Man 256" mae 1 cBoi Hemgomikn. OIHUM 3 HHX € Te, IIO
OC3KIHEUHUM TeHUMILIEH MOXXE CTaTM MOHOTOHHUM JUIA JACSKUX TPABIIIB IICIIS
TPUBAJIOTO Yacy rpu. Takok, He3BaXKaro4uu Ha 10aTKOB1 (GYHKIIIT Ta maBep-amnu, rpa
MOK€E 3/1aTUCS MEHIIl CTPATEriyHO HACUYEHOIO Y MOPIBHSHHI 3 1HIIMMHU BEPCIIMHU
Pac-Man. Btim, 11i Hemomiku He 3aBaxaioTh "Pac-Man 256" OyTu iHHOBaIIMHUM 1
3aXOIUTIOIOUMM JIOCBIIOM, SIKUW TOENHYE KIACHYHI €JIEMEHTH 3 CYYaCHUMH
reHMIUTIEHHIMH MEXaHIKaMHM, 10 pOOUTS ii IIKaBOIO SK JJII HOBUX T'PaBIIiB, TakK 1

JUI IaHyBaJIbHUKIB cepii.

Pucynok 1.5 — I'pa «Pac-Man World»

Pac-Man World — 1ie 3Hauymia Bepcis rpu, ska craja IMEpIIUM 3HAYHUM
B1JIXOJIOM BiJ Kjacu4yHoro 2D-refiMiuiero 10 TpuBUMIpHOTO cBiTY. Bugana Namco
Bandai y 1999 poui ns iatdopm PlayStation 1 Nintendo 64, 1is rpa mo3Bosuiia
IpaBLsSM JOCHIIKYBaTU TPUBUMIPHI PiBHI, 30epiraroud MpU ILOMY OCHOBHI

€JIEMEHTH, 1110 3p00WIIN OPUTIHATIBHY I'PY KyJIbTOBOIO. OHIEIO 3 KIIIOUOBUX IIEpeBar
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"Pac-Man World" € 1i pi3HOMaHITHUI TeHMIUICH, 10 BKIIOYA€ HE TUIBKH 30Ip
KpamnokK Ta YHUKaHHs MPUBU/IIB, ajie i BUPILICHHS TOJIOBOJIOMOK, OMTBHU 3 60caMu Ta
wiatgpopMepHi enemMeHTH. Lle 3HauHO PO3MIUPHUIIO ITPOBUM JTOCBIJl Ta 3aTy4YHIIO
HOBUX TPAaBIIIB JI0 Cepii.

[Tpore, "Pac-Man World" takoxk cTukaeThes 3 qesskuMu Hepodikamu. [lepexin

710 TPUBUMIPHOTO TEHMIUICIO HE 3aBKI1 OYB TIAIKUM, IO MPU3BOIXIIO 0 TIPOOIeM
3 KaMepOoIo Ta YIPaBIiHHSAM, OCOOJIMBO HA CTAPUX KOHCOJIX. Jleski TpaBIli TaKOX
BiJI3HAYAJIM, 110 HOBUM (popMaTr Aemio BIAJaIUBCS BijJ OpUTiHAJIBHOTO 1yXy Pac-
Man, Hajgarouu nepeBary OUIbII apKaJHOMY 1 MEHII CKIAQJHOMY CTHIIIO TpH.
HesBaxkaroun nHa 1mi Hemoiaikk, '"Pac-Man World" s3sanumaetbcs BajKJIMBOIO
4acTUHOW crnaamuuu Pac-Man, TeMOHCTpyIOUM 3/1aTHICTh cepii aJanTyBaTUCS Ta
€BOJIIOL[IOHYBATH 3 4acOM, 30€piraroyu Npy bOMY CBOIO YHIKaJbHY 1IEHTUYHICTb.

Takox, aHami3yrouu icHyroul peanizaimii rpu Pac-Man Tta iHmmx irop 3

eseMeHTamu anropuTmis iHTesnekTy NPC, MO)KHA BUSIBUTH Taki OCHOBH1 HEJTOJIIKHU:

- OOmexena agantuBHicTb NPC, TOOTO ©0arato KiIacHYHUX Irop
BUKOPHUCTOBYIOTH MiepeidadyBani narepuu noseAinku NPC, 110 3HmKye
pIBEHb BUKJIMKY JUIsSl TPaBLiB 3 yacoM, a Takoxk NPC uacro nioTh 3a
3a37ayeriib BU3HAYEHUMHU MapLIpyTaMH, 1[0 POOUTH iX MOBEAIHKY
JIETKO MPOTHO30BAHOIO.

- HeedekTuBHICTH aNnTOPUTMIB BEJIUKOTO MAcIITaly, a camMe - aJITOPUTMH,
taki sk BFS ta DFS, Moxe OyTu Hee()eKTUBHOIO Jisl BEIMKUX 1TPOBUX
KapT a00 CKJIQJHHMX CIIEHApIiiB, 110 MOXXE IMPHU3BECTH IO 3aTPUMOK 1
ITiIBUCAHb TPH.

- Hewmae xoomnepatuBHoi noBeainku mix NPC, a tounime, NPC niroTh
HE3JIC)KHO OJHWH BIJ OAHOTO y 0araThboX Irpax, M0 MEPEIKOKAE
peanizalii CKJIaJIHUX CTPATET1d 1 TAKTHUK..

- Henocratas peamictuunicth: NPC yacto He BpaxoBYHOTh Te€, IO
B110YBA€THCSI HABKOJIO TPABIIS Ta 1110 BiH POOHUTH Y peaIbHOMY 4aci, 10

pOOUTH IXHIO MOBEIHKY MEHII PEaiICTUYHOIO Ta HEI[IKABOIO.
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OTxe, TpOBENEHUN aHaJ3 AaHAJIOTIB HE JIMIIE JI03BOJUB BHU3HAYUTH
MOTOYHMI CTaH IrpoBOi IHAYCTPii, ajie i BKa3aB Ha KOHKPETHI HANpSMU IS
nokpamieHuss rpu  "Pac-Man". BusBieHi HENOMIKM Ta  MOXJIMBOCTI
BJIOCKOHAJICHHS CTaJId OCHOBOIO JUTSI MOAAIBIIOT pO3POOKH Ta BIPOBAHKCHHS
HOBUX MEXaHIK y TPy, IIO CHPUATAME CTBOPEHHIO OUIBII 3aXOIUTIOIOYOTO Ta

IHTEPaKTUBHOI'O IrPOBOTO JIOCBIY JJIsI TPABIIIB.

1.3 IlocTanoBKa 3a71a4i Ha PO3POOKY MPOrPAMHOTO 3a0e3MEUCHHS

3mict rpu "Pac-Man" nonsirae y Tomy, 1110 rpaBelib, KEPyIOUH EPCOHAKEM
Ha iM'st [lakmeH, moBUHEH 310paTh Bl OUTI Kpanku (IEJIeTH) Ha PiBHI, YHUKAIOUH
3ITKHEHb 3 MpPUBHUJAMU. PIBEHb BBAXA€ThCS 3aBEPLICHUM, KOJIM BCl KpAaINKH
310paHi, Micys 4Oro rpa MnepexoAuTh Ha HACTYITHUHN PIBEHb, SIKUW CTAa€ CKIIAIHIIIIM
3a monepenHid. [IpuBuan Ha MOYaTKy KOKHOTO PIBHS PO3TAlIOBaHI B LIEHTPI
€KpaHy B HEBENUKIM KIMHATI, 3BIIKW BOHHU BUXOIATH MO oaHOMYy. OnuH 13
NPUBUIIB TMOYMHAE PIBEHb MM03a KiMHATOW. KOXXKeH NpHUBHUI Mae YHIKaJIbHI
XapaKTePUCTUKHU Ta CTpATErii MOBEIIHKHU.

[Ipu peamizaiii nporpamu OyJIO0 BUPIIIEHO BUKOPHUCTOBYBAaTHU 00'€KTHO-
OpIEHTOBAaHWUW TMiJXid, M0 3a0e3medye HU3Ky IepeBar y TMOpIBHSIHHI 3
npouenypauMm  miaxogoMm. OO'ekTHo-opieHTOBaHe mnporpamyBanHg (OOII)
J103BOJIsI€ OUIBIN €(DEKTUBHO YMPABIATH CKIAIHICTIO CUCTEMU, pO30MBatOuu i Ha
B3a€MOIIOB'sI3aH1 00'€KTH, KOKEH 3 SIKUX TPEJICTABIII€ KOHKPETHY CYTHICTH T'pH.
Le crpusie kpamiiif MOAYIHHOCTI Ta TOBTOPHOMY BUKOPHCTAHHIO KOy, CIIPOIIYE
PO3IIMPEHHS Ta MIATPUMKY IPOTPAMHOTO 3a0€3MeYeHHS.

Jlnst 3a0e3neueHHss mpuBabIMBOTO 30BHINTHBOTO BUIJISIAY ITPOBOTO TIOJIS
OyJ10 BHpIIIEHO BUKOPUCTOBYBATH ACKpaBy rpadiky. ['padiunuii inTepdeiic mae
OyTy pUBAOIMBUM Ta IHTYITUBHO 3pO3yMUINM JIJII KOPUCTYBAyYa, 10 CIIPUITHME
3aJTy4€HHIO IPABIIB Ta MOKPAIIEHHIO IXHBOT'O IMPOBOT0 10CBiNY. SICKpaBi KOIbOPHU
Ta 4iTKi 300pa)KeHHS JIO3BOJISATH TPABISIM JIETKO OPIEHTYBATHCS Ha TIOJI Ta

pearyBaTy Ha JWHAMIYHI TOII.
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[arepdeiic mporpamu, mo po3poOISETHCS, MOBUHEH OYTH 3pyYHHUN Ta
3pO3yMIIMKA  KOpUCTyBauy. BaxinBo 3a0e3nmednTd I1HTYITUBHO 3pO3yMILITy
HaBITaIliI0 Ta YIPaBJiHHS IPOIO, 3 MIHIMAJIBLHOIO KUTBKICTIO KPOKIB ISl BAKOHAHHS
ocHOBHUX [id. [Iporpama Mae omepaTHBHO pearyBaTH Ha HATHCKaHHS KJIaBIII
KJIaBiaTypH, 3a0e31edyoun MIaBHE Ta CBOEYACHE BIJOOpaKCHHS 3MiH Ha €KpaHi.
Ile Bxirovae B ceOe MIBUAKUMA BIATYK Ha pyxu IlakmeHa, OHOBJIEHHS MO3MIIIM
MPUBH/IIB, a TAKOXK B1TI0OpakeHHA 310paHUX Kpamok 1 OOHYCIB.

3aranom, po3pobka rpu  "'Pac-Man"  mepeabavae  CTBOpEHHs
IHTEpaKTUBHOI'O, IPUBAOIMBOIO Ta 3pYYHOI'0 IrPOBOTO CEPEOBUILIA, SIKE MOETHYE
B 001 3aXOIUTIOIY M reMIUIeH Ta sKicHUI rpad1uyHuil iHTepdeiic. 3acTocyBaHHs
00'€KTHO-OPIEHTOBAHOTO  MIAXOJY CHPUATUME JIOCSTHEHHIO IUX  IIUICH,

3a0€e3neuyrour BUCOKY SIKICTh Ta HAJAIMHICTh NPOrPaMHOIO MPOIYKTY.

KiNbKICTb 0YOK

NabipuHT

KiNnbKiCTb XUTTIB

N 7

Pucynox 1.6 — 306paxenns nmporotuny inrepdeicy kopuctypaua rpu “Pac-Man”

Pucynok nemoHCcTpye 6a30Bui poTOTUT 1HTEpdelcy KopucTyBaya i rpu ' Pac-

Man". [aTepdeiic cknanaeTbes 3 TPhOX OCHOBHUX €JIEMEHTIB:

1) KinbkicTh OYOK:

- PosramoBanuii y BepXHiil YaCTUHI €KpaHy.
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- BinoOpakae mOoTOUHY KUJIbKICTh OUOK, HAOPAHUX IPaBILIEM IIiJ] Yac Ipu.
2) JlaGipuuT:
- 3aliMae LIEHTpaJIbHy YaCTHUHY €KPaHy.
- OcHOBHE IrpoBe 1oJie, JIe po3TaiioBaHi Pac-Man, mpuBUIM, TOUKH Ta 1HII
IrpOBi €IEMEHTH.
- I'paBens kepye Pac-Man, sikuii pyxaetbes 1o JabipuHTy, 30Mpatouu TOYKU
Ta YHUKAIOYH MMPUBH/IIB.
3) KiibKiCTh )KHUTTIB:
- Po3sraimoBanuii y HY>KHIN 4aCTHHI €KpaHy.
- BimoOpakae KinbKICTh )KUTTIB, 110 3aJUIITHINCH Y TPaBIIS.

- 3MeHmIyeThes mopasy, ko Pac-Man 3'inaroTh npuBuIn.

Lle#i intepdeiic 3abe3neyye rpaBIl0 OCHOBHY i1H(GOpPMAIlIO Uil TPU: MOTOYHUN

pPaxyHOK, CTaH I'pU B JaOIpUHTI Ta KUIbKICTh JOCTYITHUX JKUTTIB.

1.4 BucHOBOK

VY oMy po3 Ui AUTUIOMHOT poOOTH OYJI0 IETAIbHO PO3TIIIHYTO ICTOPIIO Ta OCHOBHI
xapakTepucTuku rpu «Pac-Many. AHai3 rpu moyaBcsi 3 JOCTIJKEHHS ii CTBOPEHHS,
PO3BUTKY Ta BIUIMBY Ha IrPOBY IHAYCTPIIO, IO JaJI0 MOKJIUBICTH Kpalle 3pO3yMITH
KOHTEKCT 1 3HaUyIlICTh IOTO NpOeKTy. BuBUeHH icTopii rpu nmokasaio, 1k «Pac-Many»
CTaB KYJbTOBOIO 1KOHOIO MOM-KYJIBTYPH Ta PEBOJIOIIIOHI3YBaB JKaHp apKaaHux irop. ['pa,
ctBopera B 1980 porri, 3100y7a BelWYe3HY MOMYJISIPHICTh 3aBASKA CBOIM MPOCTIi, aye
3aXOIUTIOIOY1NA MEXaHilll, SIKka MpUBepTaja yBary MHUPOKOTo Koja rpaBLiB.

Takox Oyno mpoBeJeHO MOPIBHSIBHUM aHAli3 ICHYIOUuX Bepciit rpu «Pac-Many,
Takux sk «Ms. Pac-Many, «Pac-Man Championship Edition», «Pac-Man Championship
Edition DX», «Pac-Man 256» Ta «Pac-Man World». Ananiz mux Bepciii J103BOJIMB
BUSBUTH YHIKaJbHI ITPOBI MEXaHIKM Ta I1HHOBAIIWHI pIMICHHS, SKI 3po0miam ix
nonyJaspHUMU cepesl TpasiliB. Hanpuknan, «Ms. Pac-Many» BBena BUIAJIKOBI MaTepHU
PyXy MPUBHU/IIB, 110 I01aJI0 Tpi HenependauyBanocTi, a «Pac-Man Championship Edition»
MPOMOHYBaJIa HOBI PIiBHI 31 3pOCTAIOYOI0 CKJIAIHICTIO Ta JUHAMIYHUMHU 3MiHaMH B

1rpOBOMY TIOJI.
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byno Bu3HaueHO, MO BAOCKOHANEHHSA anropuTmiB iHTenekTy NPC (HerpaBux
nepcoHaxiB) y «Pac-Man» Moxe 3Ha4YHO MiJBUIMUTH SKICTh TPH, 3pOOUTH 11 OLIBII
CKJIQJIHOIO Ta IIIKaBOIO JUJIsi cy4yacHUX rpaBuiB. lle He Timbku 3a0e3medyuTh Kpalry
B3a€MOJIIIO 3 TPaBIEM, ajie i JOJACTh HOBHU PIBEHb PEANiCTUYHOCTI Ta 3aHYPEHHS Y CBIT
rpu. IligBumennsa anroputmy iHTenekty NPC m03BoiUTH CTBOPUTH OUIBII BUKIUKOBI
CUTYyallil JJi1 TPaBIliB, CTUMYJIIOIOYM iX BUKOPUCTOBYBATH CTpATEriyHE MHCIICHHS Ta
ajanTyBaTHCS 10 HOBUX yMOB Tpu. [IpoBemeHmii aHami3 aHAIOTIB TAaKOX JIO3BOJIUB
BHU3HAYUTH OCHOBHI HENIOJIKM KJIACHYHMX 1rop 3 eneMeHtamu iHTenekty NPC, Taki sik
oOMeKeHa aJJanTUBHICTh, HEE(PEKTUBHICTh AJITOPUTMIB BETUKOT'O MACIITa0y, BIJICYTHICTh
KoorepatuBHOi noBeAiHKN MK NPC Ta HelocTaTHS pealliCTUUHICTh IXHBOT TOBE/IHKH.

Takum uyuHOM, TIeH poO3AUT POOOTHM HE JIUIIE TOSICHIOE OCHOBHI TEOPETHUYHI Ta
ICTOpHUYHI UTAHHS, ajie ¥ 3aKJIaJa€ OCHOBY JIIS IMOJANBIIIOTO aHAJI3Y Ta BIOCKOHAJICHHS
rpu «Pac-Many. JlociipKeHHs, TPOBEAEHE B I[bOMY PO3Iiii, J03BOJUTH €()EKTUBHO
pPO3pOOUTH HOBI cTpaTerii Ta MeXaHikd, 10 3a0e3nedyaTh 3HayHE ITIJIBUINCHHS SKOCTI
1rPOBOTO MPOIECy Ta 30arauyeHHsI TOCBI Y TPaBIliB. Y HACTYMHUX po3Aiiax Oy/ie JeTaabHO
OMKCAHO METOOJIOTII0 PO3POOKH HOBHX aJITOPUTMIB, pealli3allifo Ta TECTyBaHHS 3MIH Y
rpi, U0 AO3BOJUTH JIOCATTH MOCTaBIEHUX MLUIeH. [{I KpokHu BKIIOYATUMYTh PO3POOKY
MoJieel It TeCTyBaHHsSI pi3HUX clieHapiiB moBeaiHku NPC, a Takox iHTerpaio Ta
aHaI13 OTPUMAHMX PE3yJIbTATIB IJI1 ONTUMI3AIlil IrPOBOTO TIPOIIEC.

Kpim Toro, Oyne po3riasiHyTO MOJIMBICTh BUKOPUCTaHHS CyYaCHHMX TEXHOJIOTIN
MAITMHHOTO HABYAHHS Ta MITYYHOTO 1HTENEKTY i mokpamieHHs: noeainku NPC. Lle
BKJIFOYATUME CTBOPEHHS aJIalITUBHUX QJITOPUTMIB, SIKI MOXYTh HAaBUATUCS HA OCHOBI i
IPaBIlI Ta aBTOMATHYHO HAIAIITOBYBAaTH CKJIAIHICTH TPH BiJIMOBITHO IO HOTO HABUYOK.
BuByeHHs 1MX acmekTiB Ta iXHE BIPOBaDKeHHS B Tpy «Pac-Man» Moxxe He Iuiie
BIJTHOBUTH 1HTEPEC JO KIIACUYHOI I'PH, ajie i IPUBEPHYTU HOBY ayIUTOPIIO, 3allIKaBJICHY B
Cy4aCHUX ITPOBHUX pilIeHHAX. JlOCHIDKEHHSI TaKOXK BKJIOYAaTUME aHalli3 3BOPOTHOIO
3B’SI3KYy BiJ TpaBIliB Ta TECTEPIB, IO JOMOMOXKE BHUSBUTU CIAOKI MICIS Ta JOJATKOBI
MOXKJIMBOCTI JIJIs MOKpartieHHs rpu. [{e 3a0e3neunTth BCeOIUHMM MiAX1T O BIOCKOHAICHHS
«Pac-Many» 1 n0moMo)ke CTBOPUTH TPy, SIKa BIJIMOBIJATUME OYIKYBaHHSIM CYYaCHHX

rpaBlIiB Ta 30epiraTUME CBOIO ICTOPUYHY Ta KyJIbTYypHY 3HAUYIIICTh.
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2 OB’€EKTHO-OPIEHTOBAHE ITIPOEKTYBAHHA CUCTEMHU TI'PU

«PAC MAN»

2.1 VuiBepcasibHa MoBa MozemoBanHs UML B mponeci mpoeKkTyBaHHS

cucremu rpu «Pac-Many

UML (anrn. Unified Modeling Language) - ynidgikoBaHa MoBa 00'€KTHO
OpPIEHTOBAHOTO MOJICNIIOBaHHS, BHUKOPUCTOBYETHCS Y TMapaaurMi OO0'€KTHO
OpPIEHTOBAHOTO TMpOrpamMyBaHHS JUIsi pO3pOOKM MOOUIBHMX JonatkiB. €
HEBI'€MHOI0 YAaCTUHOK YHI(DIKOBAHOTO IMPOLECY PO3POOKH MPOrPaMHOIO
3a0e3nedeHHs nofaTky rpu «Pac-Many.[2].

HiarpamMu Aar0Th MOXJIMBICTH MPEJCTaBUTH aojaTok rpu «Pac-Many y
TAaKOMY BHIJISIAIL, 100 ii MOXHA OYJIO JIETKO MEPEBECTH B MPOTPAMHUIN KOJI, TAKOK
rpadiuanii crnoci® mpencraBieHHsa 1H(OpMaIi € HaWKpamuM Ui CIIPUHHSATTS
moauHo. € Taki OCHOBHI uml-aiarpamu:

- niarpama kacis (class diagram);

- niarpama crany (Statechart diagram);

- niarpama B3aemoii (interaction diagrams);

- AiarpamMa mociioBHOCTI (Sequence diagram);

- niarpama B3aemoii (collaboration diagram);

- aiarpama koMmoHeHTiB (Component diagram);

- aiarpaMa akTHBHOCTI (activity diagram);[2].

UML npexpacHo 3apekomeHyBajia cede B 0araTb0xX YCHIIIHUX MPOrpaMHUX
MpoekTax. 3aco0M aBTOMATHUYHOI TeHEpallii KOMIB JI03BOJISIOTH MEPETBOPIOBATU
mozaeni moBoro UML y BuxiaHuii ko7 00'€KTHO-Op1EHTOBAHUX MOB ITPOrpaMyBaHHS,
IO 11e OLIBII MPUCKOPIOE MPOLEC PO3POOKHU MPOTrPaMHOTO 3a0e3MeueHHs sl TpU
«Pac-Many. Ilix yac po3poOku rpu «Pac-Many» 1100 npomonentoBaTi poOOTy rpu
Ta Kpallle 3p03yMITH Ti 3B’ 3KH, 110 BUHUKHYTH 11 Yac pO3pOOKH, PI3HUX MOJYIIB
OyJl0 CTBOPEHO Taki JiarpaMu: Jiarpama KiaciB, jJlarpama CTaHiB, Ta Jiarpama

aKkTUBHOCTEU cuctemMu «Pac-Many
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2.2 Po3po0Oka 3arajibHO1 CTPYKTYPHOT CXeMH (PYHKIIIOHYBaHHS CUCTEMH TPH

«Pac-Man»

AHaJ3yl0ud MOTOKHM BXIJIHUX 1 BUXITHUX JIAaHUX, PO3POOJISIEMO 3arajibHUMN
iHTepdeiic mporpamMu, YTOYHIOEMO BHUMOTH J0 (GYHKIN, 110 BUKOHYIOThHCS
MIPOrPaMoI0 BU3HAYAEMO IX CTPYKTYpY. Y JaHOMY MPOIYKTI MOTPiOHO peanizyBaTu
OCHOBHI MOJTyJIi, sIK1 0 3a6e31euyBajii OCHOBHI BUMOTH JI0 CUCTEMH.

Ha erami ecki3HOTO MpOEKTYBaHHS OyiH BUALICHI Taki 00 €KTH, IO BXOJSTH
710 CKJIay TIporpamu: BiacHe rpa «Pac-Many; irpoBe BiKHO, sIKe BKJIFOYA€E IrpOBE
0JIe 3 PI3HUMH ITPOBUMU MIPEAMETAMHU 1 IEPCOHAKAMHU 1 SIKA TAKOXK BKJIFOYAE T10JIE
1HJMKAIlli Ha IKOMY BHBEJIEHA BCs MOTpiOHA KopucTyBauy iHdopmaritis. ['padiuno

e BioOpakaeTbes B iepapXii 00’ €KTiB Ha PUCYHKY 2.1

I'pa "Pac-Man"
i

IrpoBe
BiKHO
IrpoBe none
®OpyKkTH ]A’ / \ \4 Mpusuau
lpaBeupb EHepaxausep

+

Mone iHgMKauii

KinbKicTb XHUTTIB l MoToyHi oYku

HaWkpauwuu peaynbTar

Pucynox 2.1 — OcHOBHa CTPYKTypHA CXeMa MporpamMu
Ha HaBenmeniii cxemi mpelcTaBlieHa OCHOBHA CTPYKTypHa cXema

¢ynkuionyBanHss cucremu rpu "Pac-Man". Cxema BkiIO4ae Kiibka
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KJIIOYOBUX KOMIIOHEHTIB, K1 B3a€MOJIIOTh MIK COOOI0 IS 3a0e3leueHHs

MOBHOTO iIrpOBOTO MPOLIECY.

1)

2)

3)

4)

I'pa "Pac-Man" - ycs rpa mouMHAETHCS 3 BEPXHBOTO PIBHS, SIKUM
npeacrasieanii 6;okom "I'pa 'Pac-Man'. Ileii 610k € OCHOBHUM
KOHTEITHEpOM JIJIs BCIX €JI€MEHTIB IPH

IrpoBe BikHO - HACTYHUM piBHEM € "IrpoBe BikHO", sike BiNOBIIa€

3a B1J0OOpaKeHHS BCIX €JIEMEHTIB I'PH Ha €KpaHl KopucTyBaya. Lle
BKJIFOYA€E IK CTaTUYHI, TaK 1 JMHAMIYHI 00'€KTH.

IrpoBe mose - HeHTpaIbHUM elleMeHTOM cxemu € "lrpoBe mose".

Came Ha 1IbOMY IOJI1 PO3ropTaroThes Bl mojii rpu. Irpose mose
MICTUTh KUJIbKa BaXXJIMBUX €JIEMEHTIB:

- 'paBelib: kKepoBaHUM rpaBlIeM MEPCOHAK, KU MOBUHEH 30MpaTH TOYKU
Ta YHUKATH TTPUBHU/IIB.

- [Tpusumu: Bopoxi NPC, siki mepecniaytoTs rpasi. [IpuBuan MaroTs pizHi
AITOPUTMHU MOBEIIHKH, SIKI POOJISATH TPy LIKABOIO Ta BUKIUKAKOYOKO.

- OpykTH: cremianbHl 00'€KTH, SIKI 3'ABJIAIOTHCS HA TOJI Ta JaloTh
JI0JTATKOB1 OYKH, KOJIM TpaBellb ix 30upae.

- Enepmxkaiizep: crnemiaabHU 00'€KT, SKWHW TUMYAcOBO HAJA€ TPAaBITIO
MOXJIMBICTh 3'igatu mpuBUIiB. [licas 3'imaHHs eHepxkaiizepa MPUBHIN
CTalOTh BPa3JIMBUMH.

ITone iHmukarmii - Hmk4Ye IirpoBoro mojs po3ramoBane 'Ilose
1HUKAaIi", SIKe MOKa3y€e BAXKIIMBY 1H(OPMAITiTO JJIs TPaBIIS:

- KinbkicTh XUTTIB: IHOUKATOP, IO TOKa3y€, CKUIBKUA KUTTIB
3aITUIIAIIOCS Y TPABIIS.

- [ToTouHi ouku: BigoOpa)kae KiIbKICTh OYOK, HAOpaHUX TPaBIEM

IT1JT Yac IMOTOYHOI I'PH.

- Haiixpammii pe3ynpTat: moka3zye HaMBUIIMN HaOpaHU pe3ysbTat

cepesl BCIX 1rop, 110 A03BOJISIE TPABISAM MPArHyTH JOCATTH HOBHUX

BHUCOT.
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[z Onok-cxema TMOKa3zye, sIK pi3HI KOMIOHEeHTH Tpu Pac-Man
B3a€MOJIIOTh, CTBOPIOIOYM I1HTEPAKTHBHY Ta 3axorumoouy rpy. Koxken
€JIEMEHT Ma€ CBOIO POJIb 1 Pa30M BOHHM yTBOPIOIOTH I[UTICHY CHCTEMY, sIKa

3a0e3neuye KOpUCTyBadaM IiKaBy TPy.

2.3 MonentoBanHs cuctemu rpu «Pac-Many 3 BUKOPHUCTaHHSIM MOBH

UML

JliarpamMa aKTHBHOCTI - IO CYTi, € OJOK-CXEMOI0, SIKa HAa0YHO TIOKAa3ye, K
MOTIK YMNPaBIIHHA MEPEXOJUTh BiJl OJHIEI MISJIBHOCTI MO 1HINOI. AKTUBHOCTI Ha
niarpami "poskujaHi" mo OIroBUX JOPIKKAX, KOJKHA 3 SIKUX BIAMOBIIA€E MOBEAIHII
oIHOTO 3 00'eKTIB (HampHKIa, KII€HTa, MEHEIKepa, BeO-cepBepa, cepeepa 0a3u
JAHUX TOIIO). 3aBMISIKU IIbOMY JIETKO BHU3HAYHMTH, SKHUM 13 00'€KTIB BUKOHYETHCS
KOKHa aKTUBHICTb. Jlopikka - dYacTMHa oOOJIacTi [diarpaMu JisUTbHOCTI, JI€
B1JI00Opa)kalOThCs TI aKTUBHOCTI, SIK1 BiJIIOBIJa€ KOHKpETHUM 00'ekT. [Ipu3HaueHi
JOPIKKHU JIJIs1 PO30OUTTSA JlarpaMH BIAMOBIAHO JO PO3MOLIY BIAMOBITAIBHOCTI 32
aii. IM's TOpi’KKM MO’Ke o3HayaTh pojb abo 00'ekT, SIKOMy BOHa Biamosigae. B

HaIIOMY BUIIAJIKY € JB1 JOPIKKH KOPUCTYBad Ta caMe MporpamMHe 3a0e3MeueHHs.

e KopecTyses

Pucynok 2.2 — JliarpamMa akTHBHOCT1
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Jliarpama rokasye mocJiI0BHICTh 111 y Ipi "Pac-Man" Bij 3amycky nporpamu

JI0 3aBEepUICHHSI TP, 3 YpaxyBaHHsIM Jii KopucTyBadya. BoHa mojineHa Ha JBi

yactuHu: "[Iporpamue 3abe3neuenns” 1 "Kopucrysau".

Tabmui 2.1 — TaGauvHe 300pa’keHHS TlarpaMy aKTHBHOCTEH

[Iporpamue 3a0e3neueHHs

KopuctyBau

1

2

3aBantaxxutu Pac-Man:
- [Toyatox miit

- 3aBaHTaXEHHS IPOrPAMH.

IToka3aTu roJJOBHE MEHIO:
- KopuctyBauy 6auuTh roJ10OBHE MEHIO

MICIIs 3aITyCKY POTPaMH.

3amyCTUTH JOAATOK:
- TIlicms 3aBaHTaXXEHHS Mporpama

3aITyCKAEThCS.

3amyCTUTH Ipy:
- KopucryBau HaTrckae KHONKY UL

IIO4YaTKy rpu.

IToka3atu roJIOBHE MEHIO:
- BigoOpaxkaeTbcsi rOJIOBHE MEHIO, J1€

KOPUCTYBa4 MOK€ BHOpATH IMOYATOK

TpH.

KepyBaru Pac-Man:
- KopucrtyBau kepye Pac-Man 3a
mornomororo  kiasim  WASD  abo

CTPLJIOK.

I'patu rpy:

- KopucryBau 3amyckae

Ipy 3
TOJIOBHOT'O MEHIO.

- [nimianizaiis rpu.

3amyCcTUTH pIBEHb:

- ['pa 3anmyckae HOBUM PiBEHbD.

CrBopuTH rpy:

- BinoOGpaxeHHs rpu Ha eKpaHi.

Pennepuru pyxu:
- [Iporpama peHnepuTh pyxu TrpaBls

Ta IPUBUIB.
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[Iponossxenns Tabmuii 2.1 — TabnuuHe 3HaAUEHHS A1arpaMy aKTUBHOCTEH

1

2

PozicnaTtu po3ranryBaHHs NpUBUIIB:
- IIporpama OHOBIIIOE€ PO3TalIyBaHHS

TIPUBUIIB.

[lepeBipka 31TKHEHB:

- [Iporpama nepeBipsie, uu BigOynocs
31TKHEHHSI MK TPaBILIEM 1 IPUBUIAMH.
- Skmo rpaBenp  3ITKHYBCA 3
MPUBUAOM, BIIOYBA€ThCS HACTYIIHA

JTiSL.

3abpatu 1 KuUTTS:
- SIk110 B1OYI0Cs 3ITKHEHHSI, Y TpaBLIs

3a0UPAETHCS OJTHE JKUTTSL.

Po3sicnatu 3MiHEHE MicIie:

- OHOBITIOETHCS PO3TANTYBaHHS TPABIIS
ICTISt BTPATH JKUTTA.

- SIK110 y rpaBLsl 3aTHMIIAIIACS KUTTS,

rpa NpOAOBKYETHCS.

Kurrs = 0:
- Skmo y TpaBus OuIblIE HEMae

KUTTIB, Tpa 3aBEPIIYETHCS.

KinbkicTs 0uok = mera:

- IIporpama niepeBipsie, yu JOCSITHYTO
METH 3a KUIbKICTIO OUOK.

- Jxmo Mera JgOcCATHyTa, TIpa

3aBCPINYETHCA IIEPEMOTO10.

Buxin 3 rpu:
- SIkmo TpaBenb BTPATUB BCl JKUTTS

abo J0cAT METH, Tpa 3aBEPIIYETHCA.
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"Pac-Man",

MOYMHAIOYM BiJl 3aBaHTAXCHHA Ta 3aIllyCKy MPOrpaMu JI0 TPU Ta il 3aBEpLICHHS.

BoHa imocTpye B3aEMOJIII0 MK MPOTPAMHUM 3a0€3MEUEHHAM Ta KOPUCTYBadyeM, a

TaK0X OCHOBHI YMOBH, 10 BILUTUBAIOThH Ha Mepeoir rpu.

Jliarpama KJ1aciB OIUCYE CTPYKTYpPY 00’ €KTIB CUCTEMH 1 iX 1HJAMBIAYaTbHICTh

I10 BITHOIIIEHHIO 70 1HIINX KJIaciB. BoOHa 0XOIUIIIOE BayKJINB1 KOHIIENIIIT JJISI CHCTEMHU.

Takox, miarpama KiiaciB MOKe MICTUTH TTO3HAYCHHS ICSIKUX CJIEMEHTIB TIOBEIIHKH,

OJIHaK iX JWMHAMIKa PO3KPUBAETHCA B IHINMX THUIIAX Jiarpam. BiamoBigHoO [0

MOCTaBJICHOTO 3aBJaHHS CUCTEMa MICTUTUME OCHOBHI KJIacH, skl OyayTh HaBEICH1

y Tabmui 2.2.

Taomung 2.2 — OCHOBHI KJIaCH B CUCTEMI

Hasga kiacy | Ilepmmit meTon [pyrnii meron Tperiit MeTont
1 2 3 4

Game — render() - |- — gameOver() —
pEHICPUTh checkSurroundings() — | 3aBepuieHHs TpH
mosie i 00’€KTH | mepeBipsie 4y OyJI0
Ha HHOMY yOHUTO MakmMaHa

Pacman — update() —|— draw() — 3MiHIO€
nepeBips€e Kyau | Horo BUTJISIT B
pyXaeThcs 3aJIeKHOCTI BIJ
naKMaH CTOPOHU PYXY

GetCount — drawPoints() | — flipColor() —|— getCount() -
— MaJIlo€ cami | BIATIOBLAAE 3a | paxy€e KUIbKICTb
TOYKH MUTaHHSI ~ OCOOJIMBOI | OYOK

TOYKHU

Ghostt — isAttacked() | — isDead() — npuBug |—  move() —
— NPUBUJ | MEPTBUI MIPUBU]T
aTaKOBAaHWUU pyXaerbes
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[TpomoBxenus Tabmuili 2.2 — OCHOBHI KJIaCH B CUCTEMI

1

2

3

4

HighScore

— Ha
BUBIJ

TOTOBUH

IpaBellb

— drawReady()

eKpaHi

YW | HABKPYT'H

— drawTilesAround()

— BiJIoOpakaTu TOYKHU

getHighScore()—
paxye KiJIbKICTh

OYO0K

Music

MeJIo Il

forcePlayMusic

— BHU30B IEBHOI

NOTP1OHUI Yac

B

— playMusic — rpa

MY3HUKH 1] 4ac rpu

Omxe, y JaHiii CHUCTEMI BUKOPHCTAaHO 6 OCHOBHMX KJIACIB,

Game

bernes : list
bernesCollected : st
berrvLocation : list
berryScore : inf
berryState : list
collected : mt
extraLifeGiven : bool
cameOver : bool
gameOverCounter - mt
ghostScore : int
ghostStates : list
ghostUpdateCount : it
ghostUpdateDelay : int
ghosts : list
ghostsAttacked : bool
highScore : mt

level

levelTimer : mf

levels - list

Iives : int

lockedIn : bool
lockedInTumer : int
nmsicPlaving : int
pacman
pacmanUpdateCount : it
pacmanUpdateDelay - nt
paused : bool

points - list
pomtsTuner - mt
score

started : bool
fictakChangeCount - mt
fictakChangeDelay : mt
total - mt

checkSurronndings()
clearBoard()
displayBerries()
displayLives()
displayScore()
drawBerry()
gameOverFunc()
newLevel()
recordHighScore()
render()
softRender()
fonchingPacman(row. col)
update()

V mouthChangeDelay - it
mouthOpen : bool
3/ newDir : int

1 pacSpeed : float

Ghost

attacked : bool
attackedCount - mt
attackedTuner : mf
changeFeetCount : mf
changeF eefDelay : mt
col

color

dead : bool
deathCount : mt
deathTmner : mf

dir : inf

ghostSpeed : float, mt
lastLoc : list

10w

target : st

calcDistance(a, by
draw()

isAttacked()

1sDead()

1sValid(cRow, cCol)
1sVahidTwo(cRow, cCol, dist, visited)
move()
setAftacked(isAttacked)
setDead(isDead)
setDur()

selTarget()

update()

Pacman

col
dir - mt
mouthChangeCount : mt

ow

draw()
update()

HighScore

filename : str

drawReady()
drawTilesAround(row, col)

getHighScore()

GetCount

mdex : it
total . mt

drawPoints(poimts, row, col)
flipColor()
getCount()

Music

variationl : sfr
variation2 - st

forcePlayMusic{music)
playMusic(music)

Pucynok 2.3 — Jliarpama kjacis

KOXKCH 3

SKHUX BHKOHY€ IICBHY POJIb IJIA p060TI/I KOpHUCTYBada 3 IIPpOrpaMHuM JOJaTKOM
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Knac Game - € 0CHOBHHUM KJ1acOM, SIKH K€pye BCI€I0 JIOT1KOIO TpH. BiH BiamnoBigae
3a PEHJEPUHT ITPOBOTO TOJIA, YIPABIIHHA ITPOBHUMH 00'€kTaMu, OOpOOKY MOt
KOPHUCTYBaua Ta MiATPUMKY CTaHy TpH.

Meroau kiracy Game:

- render(): Metoa BianoBiae 3a OHOBJICHHS rpadiuHoro inTepdeiicy rpu. Bin
peHaepuTh irpoBe mosie, [lakmana, mpuBUIIB, TOUYKH Ta 1HIII €JIEMEHTH Ha €KpaHi.
Takox BiH BioOpaxae 3aIHIIKOBI )KUTTSI Ta 310paHi PpyKTH.

- checkSurroundings(): Meroax mnepeBipse, uun OyB Ilakman youTwHii,
MOPIBHIOIOUM HOTO KOOpAMHATH 3 KoopAuHaTamu mnpuBuaiB. Axmo Ilakman
CTUKAETHCS 3 MIPUBHUIOM, BIH BTpava€e KUTTH.

- gameOver(): Lleit Meron BUKIUKaeTbes, Koiau [lakmMaH BTpadae BCi CBOi
KUTTS. BiH moka3ye ekpaH 3aBepllieHHs TpH, 3yMHUHSE BCl Jii TPU Ta 3aMUCye
HaWBUIIUN PaXyHOK.

- displayLives(): Merong BigoOpaxkae KUIbKICTh 3aJIUIIKOBUX >KUTTIB
[TakmaHa Ha eKpaHi y BUIJISIA1 IKOHOK.

- displayBerries(): Merton BimoOpaxkae 3i0paHi (pyKTH Ha €KpaHi, IO
[Takman 310paB mifg yac rpu. Koxen 310panuii GpyKT Mae CBO€ 300paskeHHSI.

- touchingPacman(row, col): Meron mnepeBipsie, Yd NPUBHUI TOPKAETHCA
[TakmaHa, TOPIBHIOIYM X KOOpPAWMHATH. BUKOPUCTOBYETHCS ISl BU3HAYCHHS
31TKHEHb.

- newLevel(): Merton iHimiasizye HOBHUi piBeHb I'PH, 301IbIITYIOYHN CKIATHICTh
I'pHU, epe3ayCcKaroyy BC1 €JIEMEHTH I'PU Ta HAIAIITOBYIOYH HOBI LTI JIJIS1 IPUBU/IIB.

- recordHighScore(): Meroa 3anucye HallBULIIMN paxyHOK y (aitn ans
30epekeHHs pe3yabTaTiB. BUKOpUCTOBY€EThCS A 30€peKEHHS TOCITHEHD TPaBIIs.
Kiac Pacman - kiac Pacman npejcrapisie rooBHOTO reposi rpu. Bin BigmnoBigae

3a ympabiiHHs [lakmaHoMm, Horo pyx, aHIMaIlil0o Ta peakilito Ha 3ITKHEHHS 3 1HIIUMHU
00'ekTaMu.

Mertoau knacy Pacman:
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- update(): Meton BiAmoBimae 3a OHOBICHHS KoopawHat [lakmana
BIJIMOBITHO J0 HATUCHYTHUX KOPHCTyBaueM KiaBim. BiH mepesipse
MOXJIMBICTh PYyXy B 3aJlaHOMY HalpsIMKy Ta 3MIiHIO€ KOOpIMHATH
[Takmana.

- draw(): Meron BiamoBigae 3a BimoOpaxxeHHs Ilakmana Ha expani. Bin
3MiHIo€ BUTIIA [lakMaHa B 3a71€)KHOCTI BiJ] HAMPSMKY HOTO PyXy Ta CTaHy
poTa (BIAKPUTHI Y 3aKPUTHIA).

Knac GetCount - BiAmoBizae 3a MiApaxyHOK OYOK 1 YIpaBIiHHSA TOYKAMH Ha
IrpOBOMY TIOJI.
Meroau kimacy GetCount:

- drawPoints(points, row, col): Metoxa Maittoe Touky Ha irpoBoMy mouti. Bin
PO3MIIIYE TOYKM Yy BIAMOBIAHMX MICISIX JAOIPUHTY Ta OHOBIIOE iX
B1JI0OpakKeHHS.

- flipColor(): MeTon 3MiHIO€ KOJIip €HEpIKAM3epiB, SMIHIOIOUHX TX CTaH MiXK
aKTUBHUM 1 HeakTuBHUM. lle momae Bi3yasibHE PIZHOMAHITTA Ta
CUTHAJII3Y€ PO 3MIHU Y TPi.

- getCount(): Meroa miipaxoBye 3arajibHy KiIbKICTh 310paHUX TOYOK Ha
noJii. BUKOpUCTOBYEThCS /ISl BU3HAYEHHS POTPECY TPABIS Ta MEPEXOIY
Ha HOBUU PIBEHb.

Knac Ghost - npeacrasisie npuBuaiB y rpi. Bin BianoBigae 3a ix moBeAIHKY, PyX,
B3aeMo/It0 3 [TakMaHOM Ta peaxiito Ha 3MIHU B .
Metoau kinacy Ghost:

- 1sAttacked(): Meroxa nepeBipsie, ud npuBH OyB aTakoBaHUM, TOOTO 4M
[Takman 3'iB eHepKaiizep, 110 poOUTh NPUBHU/IIB BPa3IuBUMHU.

- isDead(): MeTox nepeBipsie, Uu PUBUI MEPTBHA, TOOTO 4u OYyB 3'ineHuit
ITakMaHOM M1 Yac aTaku.

- move(): Meros BiAMoBimae 3a pyx MpUBKIA BIAMOBIIHO JI0 MOTOYHOTO
pexumy (repeciiayBanHss, OyKaHHs, epeisk). BiH kepye HanpsIMKOM 1

HIBUJKICTIO pyXy NPUBUJA.
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- setDir(): Meron BU3Ha4Yae HaPsSIMOK pyXy MPUBUAA, 0a3yIOYNCh HA HOTO

111711 Ta moJjokeHHi [lakmana. Bin BpaxoBye MOKIIUBICTB PyXy B 3aJJaHOMY
HaNPSMKY Ta TEPETKO/IH.

- calcDistance(a, b): Meroa o6unciioe BiICTaHb MK JIBOMa TOYKaMH Ha
MOJTi, BUKOPUCTOBYIOYH EBKJIIJIOBY METPUKY. BUKOPUCTOBY€ThCS IS
BUOOPY ONTHUMAJILHOTO MapIIPYTY.

- setTarget(): MeToa BCTaHOBIIIOE IiIb JIJIsE IPUBHIA, 0A3YIOUYHCh HA HOTO
MOTOYHOMY CTaHi Ta moJyiokeHH1 [lakmana. BiH BH3Hauae cTpareriio
nepeciiyBaHHs abo BTeul.

- setAttacked(isAttacked): MeToax BCTaHOBIIOE CTaH TIPUBHIA  SIK
aTaKOBaHMUI, III0 3MIHIOE HOTO MOBEAIHKY Ta MIBUJKICTH PYXY.

- setDead(isDead): MeTon BCTaHOBIIOE CTaH NMPUBHJIA SIK MEPTBHM, 110
3MIHIOE HOT0 TIOBEIHKY Ta II1JIi.

Knac HighScore - kimac HighScore Bianosimae 3a 30epiraHHg Ta B1IOOpaKEHHS
HaWBUIIOTO PaXyHKY I'DH.
MeTtoau kmacy HighScore:

- drawReady(): Merox BigoOpaskae MOBIAOMIICHHS PO TOTOBHICTh TPABIIS
Ha eKpaHi mepen mo4yaTkoMm rpu. lle curHamizye mpo TOTOBHICTH [0
MOYaTKy T'PH.

- drawTilesAround(row, col): MeTon BimoOpaskae Touku HaBKOJI0 [TakmaHa
Ha 10JI1, 1100 MOKa3aTH MOro OTOYEHHS Ta MOXKJIMBI LIJISIXU PyXY.

- getHighScore(): Meton mnoBeprae HaWBUIIMKA HAOpaHW pPaxyHOK,
3UUTYIOUM Horo 3 (paitiny 30epexenHs. Lle 103Bossie rpaBieBl 6auuTH CBOT
JOCSTHEHHS.

Knac Music — ueil kiac BIJAMOBIJA€ 3a YNPAaBIIHHS MY3UMKOI Ta 3BYKOBHUMH
edexTamu B Tpi. Bin 3a6e3neuye atMmocdepy Irpu Ta CUTHANI3YE MPO BaXKIIUBI MO/II].
Metoau kiaacy Music:
- forcePlayMusic(music): MeToa BIATBOPIOE KOHKPETHY MEJIOIII0 Yy

BU3HAYCHUNM MOMEHT I'pu, HCE3AJICIKHO BiII MOTOYHO1 MY3UKH.
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BUKOpPUCTOBYETHCS 1711 BXKIIMBHUX IMOJIH, K TOYaTOK ab0 3aBEpIICHHS
PIBHSI.

- playMusic(music): Meroa BianoBijae 3a Oe3lnepepBHE BiATBOPECHHS
MY3UK{ MiJl 4ac TPH, 3MIHIOIOYM MY3UKY 3aJIeKHO BiJ CHUTyallil B Ipi

(HampwuKIam, i 9ac aTaku abo TmepecitiTyBaHHs).

Cucrema rpu «Pac-Man» maTtume 2 cTaHu: CTaH MISUTBHOCTI (aKTUBHHI) Ta
CTaH nay3u (macuBHuil). B3aemois 1aHux cTaHiB MOKa3aHa Ha pUCyHKY 2.4. Skiio
JAHUW CTaH aKTUBHHMM, TO BUKOHYIOTHCS ii, a SKIIO cTaH OyB 3MIHEHHUH Ha
MACUBHHM, TO OUIKYEThCS 3MiHa cTany. [Ipy boMy BUX1/1 3 MPOTpaMu BUKOHYETHCS

B CTaH1 IMay3H, ajie MPUIIUHEHHS pOOOTH MPOrPaMH MOXJIMBE 1 B AKTUBHOMY CTaHI.

f Crau nporpamu

[3anycTTv nporpamy]
[CrapT]

( lporpamMa BUKOHYETLCH R [MpunuemTy)

(C=)

A

[He|npuaynuseno)

[Mpuaynuneno]

[Nporpama npuaynusenal W

[CTon] ( J
Yekatu

.

>@<

[Buxin]

Pucynoxk — 2.4 — /liarpama craHiB

Jliarpama cTaHiB 300pakye pi3Hi CTAaHHU MPOTPAMU Ta MEPEXO0IA MK HUMU B
nporieci BUKOHaHHs. BoHa CKiIaaeThCcsl 3 HACTYITHUX CJICMCHTIB:
1) TlouatkoBuii cTaH (YOpHA TOYKA):

- CTapToBHi CTaH, MO3HAYEHUH 5K ""3ammyCTUTH porpamy’'.
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2) Tlporpama BUKOHYETHCS:

- OCHOBHMI CTaH poOOTH IPOrpaMu.
- Mictuts nigcran "Podutu", sxkuii BU3HAYaE, 110 MporpamMa BUKOHYE CBOI
OCHOBHI (PYHKITI.

3) Ilporpama nmpu3ynuHeHa:
- CraH, KOJI IporpamMa TAMYacoBO HE BUKOHYE OCHOBHI (DYHKIIII.
- Mictuts miactan "UekaTu", 110 03Haya€e O4iKyBaHHS MOJATIBIINX 1
BiJl KOPUCTYBaua.

4) Tlepexoau MiXk CTAaHAMHU:
- Big mouatrkoBoro crany no crany '[Iporpama BHUKOHY€ThCS"
MEePEXOIUTh CTPLIIKa 3 MiTKOIO [CTapTt].
- Big crany ‘"[Iporpama BukoHyerbca" g0 crtany "[Iporpama
Npu3ynuHeHa'" MepexouTh CTpiika 3 MITKO [[Ipu3ynunutu].
- Bin crany "llporpama npusynunena" Hazan 1o crany "lIporpama
BUKOHYETHCS" MEPEXOUTH CTPIIKA 3 MITKOIO [HE MPU3YITUHEHO].
- Bin crany "IIporpama npusynuaeHa" 10 KiHIIEBOTO CTaHy MEPEXOIUTh
cTpinka 3 mitkoro [Cror].
- Bix crany "lIporpaMa BUKOHY€ETHCA" 10 KIHIIEBOTO CTaHy MEPEXOIUTh
cTpinka 3 MiTkoro [[Ipununutu].

5) Kineswuii ctan (0ija ToYKa B KOJII):
- Ilo3nauenuii six [Buxia], meil craH Bka3zye Ha 3aBeplICHHS poOOTH
MIPOrPaMHU.

s niarpama 1€MOHCTPY€E POCTUM LUK PpOOOTH MPOrPAMHU 3 MOKIIUBICTIO
MPU3YNUHEHHS 1 BIJHOBJIECHHS POOOTH, a TaKOX 3aBEPIICHHS MPOTpaMu 3a
noTpeou.

2.4 Po3poOka anropuTmiB QyHKI[IOHYBaHHS cucTemu rpu «Pac-Many
JIJist 3py4yHOTr0 KOPUCTYBAHHS MPOrPaMoOI0 HEOOXIAHO PO3YyMITH aldTrOpPUTM
il pobotu. g Toro mob po3novyaTv rpy HeoOX1JHO HATUCHYTH KIIaBilry “Space”.

Po3nouasuiu rpy, aropuT™ rpu Mpamroe 3a HACTYIIHUMU KPOKaMU:
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- 3alOBHEHHS TOYKAaMU IrPOBOTO TOJIsi, T€HEpPYBaHHS CHeEllaIbHUX
TOYOK(eHep pKaii3epiB Ha KapTi)

— I'paBenib Kypy€e MakMaHOM ISl TOTO IIOO iCTH TOYKH, YXUJISIETHCS BJ
MPUBHUIB, AKIIO MiAIOpaHO eHep/Kaii3ep MOXKIMBO caM Ha HUX TOJIOE, 1 30upae
J0JTaTKOBO (DPYKTH AJIs 301TBIIEHHS KITBKOCTI OYOK.

HacTtynHuii Kpok. — mepeBipka 4d 3aJIMIIMIKCH 1€ TOYKHU, 1 YU 3aJUIIIIACH
y MaKMaHa >KUTTSI, SKIIO Hl - TO Ipa 3aKIHYY€EThCS

SIKIIIO TOYKH 1 KHUTTS I1I€ € — TO IFPOBHUH MIEPCOHAXK MPOJOBKYE CIIPOOH 1X BCi
3i0patm 1 He cmiiimatucs npuBuay. Cxema aaroputMmy (QPyHKIIOHYBaHHS

nporpamHoi peanizauii rpu «PacMany HaBelneHa Ha PUCYHKY 2.5

04aTOK

NOKASATH BTy
EKpan

HamvCHITD KNSl Bropy. BHKS. BNIBO
a5o enpaeo, wesS nepeasicTiT!
Pacman 20 ManGnwe~0i TONM Y
BLONOSANOMY HANPRWKY

.

e TO4N T
yruKaiiTe npuenaie

nigpasio
EHEpARANIED

NPpHUBNSK CTAOTE
CHMMN T3 T20T

Nepexia M3 HaoBwwA
H pEess

aTpanne 13
npvenaa

Pucynok 2.5 — OcHoBHa cxema ¢yHKIioHyBaHHs TpH “‘Pac-Man”
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Cxema ¢yukiionyBanHs rpu “Pac-Man” ommcye uki rpu Pac-Man,
BKJIIOUAIOYM TIOYATKOBI HaJIalITYBaHHA, Aii TpaBlls, 0OpOOKYy 3ITKHEHb Ta
NEePEeBIPKY YMOB 3aBEPILICHHS Ipy a00 NIepexoay Ha HOBUH PiBEHb.

1) Iloyaroxk:

- Inimiamis rpu.

2) Iloka3aTu BCTYIHHUI €KpaH:

- BigoOpa)keHHs BCTYITHOTO €KpaHy TpH.

3) BBencHHS KOpHCTYBaya:

- HarucHiTh knaBimi Bropy, BHU3, BIIIBO a00 BipaBo, abo WASD,
o6 nepemictutu Pac-Man mo HafOIMKYIO0T TOUYKH Y BiIIOBITHOMY
HaIPsIMKY.

4) IrpoBuii mporiec:

- I'paBers 30upae TOUKK Ta YHUKAE MPUBUJIIB.

5) Ilin0ip eHepmkaiisepa:

- Sxwmo eHepmkaizep MIIHATO, TO MPUBHIMU CTAIOTh CUHIMHU 1
TIKAIOTh.

6) IlepeBipka 3aHIIKy TOYOK:

- Slkmo To4ok(OOHYCIB) HE 3aJMIIUIIOCH, TO TEPEXiJ Ha HOBUU
pIBEHb.
7) TlepeBipka Ha 3ITKHCHHS 3 IPUBHIOM:
- Axuo Pac-Man narparmuisie Ha IpUBHIA, TO BUKOHYETHCS TIepeBipKa
KUIBKOCTI JKUTTIB.

8) IlepeBipka 3aJIUIIKY )KUTTIB:
- SIK1110 KUTTIB HE 3AIUIIHIIOCH, TO KiHEIb T'PH.
- SIKI110 KUTTS 3aIMIIIOCH, TO TPaBeIlh IOBEPTAETHCS JI0 ITPOBOTO
npoIiecy.

9) Kinerp:

- 3aBepIleHHS TPHU.

[{s1 cxema onucye OCHOBHME anroputm rpu “Pac-Man”.
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2.5 Po3poOka airoputmiB (QPyHKIIOHYBaHHS OCHOBHHMX MOJYJIIB CHCTEMH
rpu «Pac-Man»

[HauBinyaNbHI XapaKTepUCTUKY MPUBU/IIB BU3HAYAIOTH iXHIO YHIKAJIbHY
MOBEJIIHKY Ta cTpaterii mij 4yac rpu. KokeH 3 4OTUPbOX MPHUBHUIIIB MOXKE
nepeOyBaTH B OJHOMY 3 TPhOX PEXKHMIB: MEpECHiTyBaHHs, OJyKaHHS Ta
nepesnsiky. Y pexxumi nepeciiyBaHHs MPUBUIN JIIOTH BIAMOBIIHO 10 CBOIX
IHIMBIAyalbHUX '"XapakTepiB", KOXXKEH 3 SKHX Ma€ BJACHy CTpaTerito
nepeciiayBanHs rpapis. Hanpukian, biiaki (4epBoHUI NpUBKU) arpeCUBHO
nepeciuinye [TakMeHa, 3aBxIU psMYye Oe3MMocepeTHbo 32 HUM, TOA1 sk [TiHk1
(poxeBuii MPUBK/) HAMAraeThCs Nepen0ayYnuTH PyXH IpaBLs 1 3yCTPITH HOro
Ha noBoportax. [Hiki (0nakuTHuiA npuBKua) Ta Knaiia (momMapanueBuil mpuBU)
JI0Th MEHII TependadyBaHo, 30KkpeMa, [HiKI KOMOIHye MepeciiayBaHHs 3
BUITAIKOBUMU pyxamu, a Kiaiin mepeMilryerbcsi MK MepeciaiiyBaHHIM 1
OJIyKaHHSIM.

VY pexumi OnykaHHS TPUBHAA TPSMYIOTH J0 HEJAOCSHKHUX TOYOK Y
KyTax €KpaHy, IpH IIbOMY KOXEH MPHUBHJI Ma€ CBiil BIACHUM KyT AJA
nepemimieHds. Lle mo3Bossie rpaBiieBi 310paTUCs 3 TyMKaMu 1 BHOyAyBaTH
cTparerito. PexxuM mepensky akTHBYEThCS MICHs 3'IMaHHS eHepKaiizepa
[TakmeHoMm, 1 B 1€l yac MNPUBUAM 3MIHIOIOTH CBIM KOJIIp Ha CHUHIM Ta
PYXalThCsl B TICEBJOBUIIAIKOBOMY TMOPSAKY, HAMaralo4uch YHUKHYTU
3iTKHEHHS 3 [lakMeHoM, siKHil Tenep Moxe iX 3'iCTH.

BaxxnuBo 3a3HauuTH, 110 TPUBUAA HE MOXKYTh 3MIHIOBATH HAMPSMOK y
CepeNuHl MIIAXYy, 3a BUHATKOM BHUIIAJKIB, KOJM BOHH 3HAaXOIATHhCS Ha
po3rally>KeHHsIX 200 B KyTax, a TAKOK Y MOMEHTI 3MIHU pexxuMy. L{e cTBoproe
JI0JTATKOB1 MOMJIMBOCTI ISl CTPATETIYHOTO TJIAHYBAHHS TPABIIEM CBOIX i,
J03BOJISIFOYN YHUKATH TIEPECTiTyBaHHS B CKJIAQJHUX CUTYAIlisIX.

[IBuaKicTh TPUBHIIB HUYKYA 32 MBUAKICTH [1akMeHna, ame biiaki Moxke
fioro HazgoranaTH; [lakMeH MBUAIIMI Ha MOBOPOTaX, ajie CIIOBUIBHIOETHCS

I1]] 9ac MoigaHHs TOYOK, 10 YCKIIAIHIOE€ YHUKAHHS TPUBU/IIB.
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Pucynok 2.6 — OcHoBHa cxema (pyHKIIIOHYBaHHS MPUBUAIB Y rpi “Pac-Man”

Onuc cucremu (pyHKLIOHYBaHHS npuBHIB y Tpi Pac-Man:
1) Tlovaroxk:
- [louaTox rpu Ta irpoBOro Mporecy.
2) Tlorous:
- [IpuBuu nepecninyrots [Takmena.
3) byrtu critiMmanum [TakmMeHOM:
- [lepesipka, un OyB npuBua 3'inennit [Takmanom.
- SIK110 Tak, MpuBUJI cTa€ 3HUIIIEHUM Ha 10 cekyH/I, MiC/Is 4OTO MOBEPTAETHCS J10
MOTOH.
- SIk1o0 Hi, IpUBKU MIPOJOBXKYE NepeciiyBanHs [lakmana.
4) 3nosutu [Takmena:
- [IepeBipka, uu Baanocs npuBKay 310BUTH [lakmana.
- SIk1o0 Tak, nepexoauTh 10 MepeBipKH 3anuilIKy [ lakMeHiB.

- Sk1110 Hi, IPUBU IPOIOBIKYE MMOTIOBAHHS.
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5) 3anummnuce e [lakmenu:
- [lepeBipka, uu 3anumuinucs e [Tlakmanu y rpi.
- SIK1I0 TaK, IPOJAOBKY€ETHCS TIEPECITiTyBaHHSI.
- SIx1o0 Hi, rpa 3aBEpUIYETHCSA IEPEMOTOI0 TIPUBH/IIB.
6) 3aTUIIMINCh TOYKH(TIOTHTH):
- [lepeBipka, 4 3JIMIIIIKCS 111€ TOYKU HA IFPOBOMY ITOJI.
- SIK110 Tak, IpoJOBKY€ETHCS TOTOHS.
- SIx1o Hi, Tpa 3aBepuIyeThes nmopaskoro [lakmana.
7) Tlopaska:
- I'pa 3aBepuryeTbesa nopaskoro Ilakmana, sIKIo Bl TOYKHM 310paHi abo Bci
[Takmanu criifimaHi.
8) Kinerp:
- 3aBepILICHHS ITPH.
[ls cxema omucye OCHOBHHUUM alrOpUTM MOBEAIHKK TpHUBUAIB y Tpi "Pac-Man",
BKJIIOYarouu nepeciigyBaHHs [lakmana, oOpoOky 3'imanHs npuBuiiB Ilakmanowm,

MEepPEBIPKY YMOB IepeMOru ado MopasKu.

2.6 BucHoBok

Y 1upoMy po3AUTI JIUIJIOMHOI pOOOTH JETaIbHO PO3MIISIHYTO MpOIeC 00’ €KTHO-
OpIEHTOBAHOTO MPOEKTYBaHHs cucTeMu rpu «Pac-Many 3 BUKOPHUCTaHHSM YHIBEpCaIbHOI
MoBH MoaemroBaHHsT UML.

[Tepin 3a Bce, Oys10 MPOBEICHO aHaII3 OCHOBHUX KOHIIEMIi Ta MmoxxyimBocTedt UML sik
IHCTPYMEHTY JUIsl TPOEKTyBaHHS mporpamHux cucteM. UML Hajgae MMpOKUNA CHEKTP
jiarpamM, sKi JO3BOJIAIOTh OMHCATH SIK CTATHYHI acCHeKTH (CTPYKTypa CHUCTEMH), Tak 1
JUHAMIYH1 acreKkTH (MOBEAIHKAa CUCTEMH) IMPOrpamMHOro 3ade3nedeHHs. byino cTBopeHo
JiarpaM#u KJaciB, liarpamMu CTaHiB Ta JlarpaMy aKTUBHOCTEMH, SIKi JIOTIOMOTJIU Bi3yaslizyBaTu
PI3HI aCTIEKTH POOOTH CUCTEMH Ta B3AEMOIIIO MK 11 KOMIIOHEHTAMH.

Jiarpama kJaciB, sika Oyna po3poOrieHa mist cuctemMu rpu «Pac-Many, mokazana
CTPYKTYPY OCHOBHHX OO0’€KTIB CHCTEMH Ta iX B3a€MO3B'Si3KH. byno BHALIIEHO MIIiCTh

ocHOBHUX KkiaciB: Game, Pacman, GetCount, Ghost, HighScore ta Music. Koxken 3 1ux
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KJIaCiB BUKOHY€ crienndiuHi PyHKIIiT, HeOOX1IH1 Al KOPEKTHOI poOOTH CHCTEMHU. 30Kpema,
kimac Game BIAMOBIZA€E 3a YMOPaBIiHHSA OCHOBHOIO JIOTIKOIO rpH, kiac Pacman — 3a
MOBEAIHKY TOJIOBHOTO Teposi, a kiac Ghost — 3a moBeAinky npusuaiB. [liarpama kiacis
JI03BOJISIE YITKO BU3HAYUTH BIAMOBIJATBHOCTI KOXKHOTO KJIacy Ta 3pO3YyMITH, SK BOHU
B3a€EMOJIIIOTH M CO0OOI0.

Jliarpama ctaHiB Oyjia BUKOpHUCTaHa ISl MOJICITIOBaHHS MOBEAIHKH CUCTEMH Y PI3HUX
ctaHax. byso BUiJIeHO IBa OCHOBHUX CTaHU: aKTUBHHM (IISTbHICTB) Ta TACUBHUM (T1ay3a).
L miarpama gormomarae 3po3yMiTH, SIK CHCTEMa MEePEXOAUTh MIXK PI3HUMHU CTaHAMH Ta K1
noJiii BUKJIMKAIOThH 11 Tiepexoau. Hampukmian, cTaH may3u akTUBYEThCA Mij 4ac 3yMUHKA
TpH, @ aKTUBHHUM CTaH — MiJ] 9ac irpoBOTO MPOILIECY.

Hiarpama akTuBHOCTEW Oyia CTBOpEeHa JUisi MOJCIIOBAHHS OCHOBHHMX MPOIIECIB, SIK
BUKOHYIOThCSI B cHCTeMi. BoHa Ha04YHO MOKa3ye, SIK MOTIK YIPABIIHHS MEPEXOJUTH Bijl
OJHIET MISUIBHOCTI JO 1HIIOI, SIKI OO0 €KTH BIANOBIJAIOTH 3a BHKOHAHHSA KOXKHOI 3 IIHX
IISUTBHOCTEH Ta K BOHH B3a€EMOJIIOTh MK c00010. Lle 103B0oIs€ OLIBII IeTaabHO OIKMCATH
MOBEIIHKY CUCTEMHU Ta 3PO3yMITH, SIK P13H1 KOMIIOHEHTHU MPAIIOI0Th Pa30M JJIsl IOCATHEHHS
CIIUJIHOT METH.

Takox Oyn0 po3po0JIEHO OCHOBHY CTPYKTYpPHY CXeMy (DYHKIIOHYBaHHSI CUCTEMU T'pU
«Pac-Many, sika onricye OCHOBHI MOJTyJIl TporpaMu Ta ix B3aemoito. L{s cxema nonomarae
3pO3yMITH 3arajlbHy apXiTeKTypy CHUCTEMU Ta BHU3HAYUTH, SK PI3HI KOMIIOHEHTH
B3a€EMOJIIIOTH M1 CO00I0 /1J1s1 3a0e3nedeHHs] KOPEKTHOT poOOTH TIporpamMu. Bukopucranus
Cy4YaCHUX METOJIIB MPOEKTYBAHHSI Ta MOJICITIOBAHHS JJO3BOJIMIIO 3a0€3MEYUTH BUCOKY SIKICTh
MIPOrpamMHOro MPOAYKTY Ta 3pOOUTH HOro 3py4HUM 1 3pO3YyMUIMM JIsi KOPUCTYBadiB Ta
PO3pPOOHUKIB.

Takum grHOM, PO3ALT 2 POOOTH 3aKjaB MIIHY OCHOBY JUIsl TMOJANIBIIOI peasizamii Ta
TECTyBaHHA cucTeMu rpu «Pac-Many. BukopuctanHs cy4acHUX METOMAIB POEKTyBaHHS Ta
MO/ICTFOBAHHSI IO3BOJIHIIO 320€3MEeUNTH BUCOKY SKICTh IPOTPAMHOTO MPOIYKTY Ta 3pOOUTH
HOTO 3pyYHUM 1 3pO3YMITIUM JJIsi KOPUCTYBAYiB Ta PO3POOHUKIB.

Okpim TOrO, 3aKiajeHa B PO3Iiai 2 METOJOJOTIS JO3BOJISIE HE TUIBKH CTBOPUTH
(yHKIIOHANBHY ITPOBY CHCTEMY, aje W 3a0e3NneuuTd il TeCTyBaHHS Ha BCIX eTamnax
po3podku. Lle rapantye, mo Bcl 3amuiaHoBaHi QyHKLIi OyqyTh peani3oBaHl HaJEKHUM

YHHOM, a rpa OyJie mpaioBaTi 6€3 MOMHIIOK 1 3001B.
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3 INPOI'PAMHA PO3POBKA TA TECTYBAHHSA CHUCTEMHM

I'PU “PAC-MAN”

3.1 OOrpyHTyBaHHS BUOOPY MOBH MPOTrpaMyBaHHS

Jlns anami3y 1 mopiBHSHHS Oyj0 oOpaHo 3 MoBU mporpamyBaHHs: Python,
Java ta C#. Hmxue HaBeeHO OCOOJIMBOCTI KOKHOI 3 MOB MIpOTpaMyBaHHS Ta
MOPIBHSJIBHY XapaKTEPUCTUKY IIUX MOB y Ta0mui 3.1.

Python - 1me MoBa mporpamyBaHHsS 3arajlHOTO  MPU3HAYCHHS.
Bona onTumizoBaHa [ CTBOPEHHS AKICHOTO MPOTPaMHOT0 3a0e3MeYeHHsI, BUCOKOT
MPOAYKTUBHOCTI Tpalll pO3pOOHUKIB, TMEPEHECEHHs Mporpam 1 IHTerparii
KOMITOHEHTIB. MoBa Python BUKOpPUCTOBY€THCS COTHSIMH THCSY PO3POOHUKIB I10
BCbOMY CBITY B TaKMX HalpsIMKax SIK CTBOPEHHsS BeO-CIIEHapiiB, CHCTEMHOIO
aZMIHICTPYBaHHS, CTBOPEHHS KOPHUCTYBAllbKUX 1HTepdECIB, HalalTyBaHHs
MIPOrpaMHUX MPOJYKTIB ITiJl KOPUCTYBaya, YACEIbHE NporpaMmyBaHHs 1 TA. Python —
OJIHa 3 CaMHUX BUKOPHCTOBYIOUHMX MOB TporpamyBaHHs B cBiTi. Cepen mepenar,
Python Bifpi3HsA€THCA TPOCTOTOIO, YNTAOCIBHICTIO 1 MPOCTUM CUHTAKCHUCOM; BOHA
JIETKO 1HTETPYETHCS 3 30BHINIHIMU KOMIIOHEHTaMH, HAlTMCAHUMU Ha 1HIIUX MOBax
IPOrpaMyBaHHS; Ma€ MYJbTUMAPATUTMEHHY apXiTEKTypy 1 MIATPUMYE 00’ €KTHO
Opi€HTOBaHe, PYHKIIIOHAIBHE Ta MOYJIbHE MPOTPaMyBaHHS; MA€ BEJIMKY KOJEKIIIIO
y>Ke 3aIporpaMoBaHuXx 1HTep(denciB Ta yTUmiT.[3].

Cunrakcuc MoBu Java 6arato B yomy noxoauts Big C ta C++. Ilepemycim,
Java pospoOisiiace sik miat@opMmo-He3anaekHa MOBa, TOMY BOHAa Ma€ MEHIIE
HU3BKOPIBHEBUX MOXJIMBOCTEH /i poOOTH 3 amapatHuM 3abesneueHHsM. Ha
BiaMiny Biag C++ HasBHuil «Garbage collector», o monomarae 3amo0irTd BUTOKY
nam'sITi IJIIXOM BUAAICHHS 00'€KTIB, SIK1 O1IbIIIE HE BAKOPUCTOBYIOTHCS J10JIaTKOM.

Java npencrapise nepepaxyBaHHs OUTbI r1O0KO, Hixk C#, ToOTO po3risiae
e SIK IMCHOBAaHUH EK3EMIUIAp THITY, IO CIPOIINYE IOAABAaHHS KOPHCTYBAIbKOT
MOBEAIHKM J0 OKpPEeMHX IepepaxyBaHb. [liiTpuMka y3arajgpHEHb y JaHId MOBI

peani3yloThCs 3 BUKOPUCTAHHSIM CTHUPaHb. [lapameTpu 3araibHOTO
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TUIy «CTHUPAIOTHCS, & MPU KOMIUIALIT B OalT-KOA 10Aat0Thes mpuBeneHHs. CH# —
00'€eKTHO-OpIEHTOBAaHA MOBA IPOTPAMYBaHHS 3 0€3MEYHOI0 CUCTEMOIO THITI3AIIT JIsI
wiargopmu NET. Cunrtakcuc C# 6nuspkuii 1o C++ 1 Java. MoBa mae crtpory
CTaTUYHY THII3aIi0, MIATPUMYE TOIIMOP(]PI3M, TMEpPEeBAHTAKEHHS OMIEPATOPIB,
BKa3IBHUKM HAa (YHKIIIi-4ICHHW KJaciB, aTpuOyTH, MOJii, BIaCTUBOCTI, BUHATKH,
koMeHTapi y dopmati XML . Ognieto 3 nepeBar MoBu C# € HasgBHICTb BEJIMKOI
KUTbKOCTI 010110TeK Ta 1m1abJIoHIB, 110 3HAYHO EKOHOMUTH Yac mporpamicra. Sk 1y
Java wnasBuuii «Garbage collector» Ta miaTpumka y3araiabHeHb. B 111l MOBi €
JIeJIeTaTH, K1 CIYTyIOTh METOJIaMU, 1110 MOXKYTh OYTH BUKJIMKaH1 0€3 MOBIJOMJICHHS
UIboBOro o0'exra. [[si JOCATHEHHS Takoi X (PYyHKIIIOHAIBHOCTI B Java HE0OX1aHO
BUKOPUCTOBYBATH 1HTEpdENC 3 OJHUM METOAOM abo0 IHIIMM CIOCOOOM 00XOy,

SKAW MOE BUMAaraTtH BEJIUKOI KIJTBKOCTI I0JJATKOBOTO KOY.

Tabmuis 3.1 — [TopiBHSHHS MOB 00’ €KTHO-OP1€EHTOBAHOTO MPOTPAMyBAHHS

Xapakrtepuctuka nopiBasaus || Python | Java | C#

IBuaxomis + - +

Pyudne ynpaBiiHHS maM’ITTIO + - -

[lepeBanTaxkeHHst QyHKITIH + + +

OOI1 + + +

[1Ia0oHMU + + +




41

Jlnst BUKOHaHHS OaKamaBpChKOI MUIIIOMHOI poOOTH Oysio OOpaHO MOBY
nporpamyBaHHs Python, TomMy 1m0 BOHa € TPOCTOI0 y BHKOPHUCTAaHHI, MICTUTH
OCHOBHI IiIX011 00’ €KTHO-OPIEHTOBAHOTO IIpOrpaMyBaHHs. Takox iif mpuTamMaHHa
AMHAMIYHA THUIII3allisl 1 aBTOMaTUYHE yIPaBIiHHS IaM’SITTIO, 110 Iy>KE JJ0TIOMArae y

MpoI1Ieci po3poOKU MPOTPaMHOTO TIPOAYKTY.

3.2 OCcHOBHI oIlepaTopy MOBH IIporpaMmyBanHs Python

Jlns peanizanii cucteMu «rpa Pac-Man» 0yJio BUKOPUCTaHO 1HKAIICYIISAIIIIO,
HACJI1TyBaHHS Ta MOJIMOP(}i3M.

[HKancynsiis J03BOJISIE MOEAHYBATH TEBHI €JIEMEHTH B OJIHE I[1JI€ 3 METOIO
YTBOPEHHSI HOBO1 CYyTHOCTI ab0 aOcTpakiii HoBoro piBHs. Llei npuHumnm 103BoJIs1€
3pOOUTH JIeKl 3 KOMIIOHEHTIB JOCTYITHUMHU TUTHKH BCEPEIMHI KJIacy.

Mogsa mporpamyBanHs Python mis peanmizamii iHKarcyssiii BAKOPHCTOBYE
Mou(DiKaTOpu JOCTYIY, 5Kl JIO3BOJISIOTH 3aJaTH JOMYCTUMY OOJaCTh BUIUMOCTI
JUISl 4JIEHIB KJIacy, TOOTO KOHTEKCT, B SIKOMY MOKHa BUKOPHCTOBYBATH ITI0 3MIHHY
abo Merox. OcHoBi MoaudikaTopu goctymy — public, private, protected.

— public Hagae noctym 3 Oyab-sIKOT TOUKH 11032 KJIACOM

— private 103BoJIsIE TOCTYI TUTBKH BCEPEIUHI KIIacy

— protected peani3ye TOCTyI TUTBKH BCEPEAMHI TOTO K TAKeTa.

B 00’€KkTHO-OpIEHTOBAaHOMY  NpOrpaMyBaHHI  HAacCIITyBaHHS O3HA4ae
BimHomeHHs «IS — Ay». HacmigyBanHS 1€ ofHa 13 caMUX YyJOBHX KOHIICIIIIH
00’€KTHO-OpPIEHTOBAHOTO MPOrpaMyBaHHS, TaK sIK BOHO Ma€ Ha yBa3l MOBTOpPHE
BUKOPHCTAHHS.

OcHOBHa 17es1 HaciAyBaHHS B 00’€KTHO-OPIEHTOBAHOMY IpOrpaMyBaHHS
MoJIsiTa€ B TOMY, 1[0 KJIAC MOJXKE YHACIIyBaTH XapaKTEPUCTHUKHU 1HIIOTO KJacy.
Kinac, sxuit Hacniaye 1HIIMHN KJ1ac, Ha3UBAETHCS JOUIPHIM KJIacoM abo MOXiIHUM, a
KJIac, 3 SIKOTO YHACIHiTyIOThCS XapaKTEPUCTHUKU HA3UBAETHCS OAThKIBCHKUM, a00

OCHOBHUM.
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Tepmin monimopizm OyKBajdbHO O3HAYa€ HASBHICTH JAEKUIbKOX (hopm. B
KOHTEKCTI 00 ’€KTHO-OpPIEHTOBAHOTO TMPOTpPaMyBaHHS, MOJIMOPGI3M O3HAYAE
3/IaTHICTh 00’€KTa BECTH ceOe MO-PI3HOMY.

[Tonimopdizm B IporpamMyBaHHS peani3yeThCs gyepe3
nepe3aBaHTaAKEHHSI METOAY, a00 uepe3 Horo nepeBU3HAYCHHS.

[lepeBU3HAYEHHS METOAY BiIHOCHTHCS 10 HASBHOCTI METOAY 3 OJHAKOBOIO

HA3BOIO B JIOUIPHLOMY 1 0aThKIBCHKHX Ki1acaX. Bu3HaueHHsI METOY BIAPI3HIETHCS

B 0aTbKIBCHKOMY 1 JJOUIPHHOMY KJIacax, ajie Ha3Ba 3aJHUIIAETHCS TaKo0 XK.[4].

3.3 Oco6mmBocrTi cepenonuiia Visual Studio Code

Visual Studio Code - cepemoBuile poO3POOKH, PO3MOBCIOMKYETHCS
koMmraHiero Microsoft. [loku mio 11e He ayke momyJaspHUN NPOAYKT, ajie 3 4acoM
BiH cebOe mie mnposBuTh. CepenoBuille po3pOoOKH TpHU3HAYCHA [JII CTBOPCHHS
JI0JIaTKIB 3 BUKOPUCTAHHSM PI3HUX MOB NpOrpaMmyBaHHs, cepen sikux Python.
Visual Studio Code 3aGe3mnedye aBTOMONMOBHEHHS aHai3y KOy, HaBIrariro IO
KOJy, BIJJIArOJI’KEHHS, IHTETPALlil0 CHCTEM YIpaBIiHHA BepcisiMu (30kpema, Git).
ITepeBaroro iHTerpoBanoro cepeau po3podku Visual Studio Code € poGota 3
npoekTamu (y TOMy 4uciii noBHUM pedakTopinr koxy Python). Cuctema Mae rayuke
HAJIANITYBaHHSI BiJI KOJLOPOBOI CXeMH i Mpu(Ty 10 po3MmileHHs nanenei. Visual
Studio Code minTpumye yci icHyroui crangaptu Python B 3amexxHOCTI Bif
BCTAHOBJICHOI BepcCii, a TaKOX Takl MomyJisipHi ppeiimBopkH, sik Djanco abo Flask
IIPY YMOBI MTOTIEPEIHHOTO BCTAHOBJICHHA. Mae BOy10BaHMI TEpMiHAI, SIKUI MOKHA
HaJamTyBaTH mia Oyab-sky o6onoHky. Ille omHiero Benukoro mepeBaroto Visual
Studio Code € Te, 110 BiH PO3MOBCIOIKYEThCS Oe3mnaTHO. Takum unHOM, Visual
Studio Code € oaHi€ero 3 HaWKpaIIUX CEPEIOBUII PO3POOKH IS MPOTrPaMyBaHHS Ha

MoBi Python.[5].



e Edit Selection i

OPEN EDITORS
X '@ Pacman

OUTLINE
TIMELINE y pacmansdor\P >
Pmaster O @0A0 Ln 485, Col 23 (25 selected) Spaces4 UTF-8 CRIF Python 3.10464-bit @Golive QPremer 7 0Q

Pucynok 3.1 — Bikno cepenosuiiia po3pooku Visual Studio Code

3.4 Tlporpamua peanizaiis cuctemu rpu “Pac-Man”

[Iporpama MicTUTB JIeKiJIbKa MOAYIB, 5Kl 3a0€3MeuyoTh (PYHKI[IOHYBaHHS
CUCTEMH.

math — meld Moaynb 3a0e3medye JOCTYN J0 MaTeMaTHYHUX (YHKITIH,
Bu3HaueHnx craHgaprom C. I[i @yHKIii HEe MOXHa BHUKOPUCTOBYBATH 3
KOMILUIEKCHUMH dnciiaMu; Pi3HULA MK PYHKIISIMU, K1 TIATPUMYIOTh KOMIUIEKCHI
gucia, 1 (QyHKIISIMHU, SKI HE MATPUMYIOTh, POOUTHCA, OCKUIBKH OUIBIIICTh
KOPUCTYBa4iB HE XOUyTh BHMBYATHU CTUIBKM MAaTEMAaTHUKH, CKIJIBKA MOTPIOHO st
PO3YMiHHA KOMIUIEKCHHX 4ucesn. OTpUMaHHS BHUHATKY 3aMiCTh KOMIUIEKCHOTO
pe3ynbTaTy JO3BOJIE€ paHIIE BHUSBUTH HECMOAIBAaHE KOMILJICKCHE YHCIO, SIKe
BUKOPHUCTOBYETHCS SIK MapaMmeTp, o0 MporpaMicT Mir BA3HAYUTH, SIK 1 HOMY BOHO
OyJ10 3reHepOBaHO B IEpIIy yepry.[6].

Random - Ilei Mmoaysb pearizye reHepaToOpH ICEBIOBHUITAIKOBHX YUCEIT IS
pi3HMX po3nonutiB. i 1minux yucen € piBHOMIpHUM BHOIp 13 miamazony. Jis
MOCJTIIOBHOCTEH 1CHY€E PIBHOMIpHUI BUOIp BUMAJAKOBOTO €IEMEHTA, (PYHKITIS IS

CTBOPEHHSI BHUIAJKOBOI TMEPECTAHOBKM CIHCKY Ha MiCLl Ta (YHKISA
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BUMAIKOBOI BHOIpKM 0e3 3aminu. Ha peanbHiil niHil € QyHKIIT 1ist 00UMCIECHHS
PIBHOMIPHOTO, HOPMAaJIBHOTO (TayCCOBOT0), JIOTHOPMAJIbHOTO, HEraTUBHOTO
€KCIIOHEHIIAJIbHOT0, TaMma- 1 OeTa-po3mojutiB. JlJisi TeHepyBaHHS PO3IMOALTIB
KyTIiB AOCTymHUI po3noain ¢on Mizeca.[8].

Pygame — mne Ha6ip moxaymiB Python, npusHaueHux 18 HamucaHHS
Bimeoirop. Pygame nomae ¢pyHKITIOHATBHICTH HA JOJATOK 0 YyA0BOi 0107TI0TEKH
SDL. Ile no3Bosisie CTBOPIOBATH MOBHO(YHKIIOHAIBHI ITpU Ta MYJIbTHUMEIINHHI
nporpamu Ha MoBi Python. Pygame nqysxe mopTaTuBHMI 1 paloe Maii>ke Ha KOXKHIN
matdopmi Ta onepauiiHiil cucremi. Cam Pygame OyB 3aBaHTaXX€HUN MUIbHOHU
paziB. BukopuctoBye ontumizoBanuii kog C 1 Assembly /st OCHOBHUX (PYHKITIH.
Kon C wyacro B 10-20 pa3ziB mBuamii, HiXK koa Ha Python, a xox Ha ckiamgaHHs

Moxe jerko Oytu B 100 paziB a6o Ounbiie, Hixk koa Python.[10].s

3.5 TectyBanns po3pobieHoi cucremu rpu “Pac-Man”

TecTyBaHHS € HEB1/I'€eMHOIO YACTHHOIO PO3POOKH MPOrpaMHOro 3a0e3MeyeHHs,
OCKUJIBKH JTO3BOJISIE BUSBUTH 1 BUIPABUTHU ITOMIJIKH, IIJBUIIUTH CTaOlIBHICTH 1
MPOIYKTUBHICTH nporpamu. Ilix yac tecryBanHs rpu "Pac-Man" O6yno nmpoBeneHo
Cepito TECTIB JJIA MEPEBIPKU PI3HUX ACTEKTIB IPU, BKIIOYAIOYH (PYHKI[IOHAIBHICTD,
IPOYKTUBHICTH, 3pYYHICTh KOPUCTYBAHHS Ta O€3MEKY.

TecTyBaHHS moyanocsi 3 MEPEBIPKU OCHOBHOI (YHKIIIOHAIBHOCTI Tpu. byno
KUJIbKa CIIpo0 MPOXOJKEHHS T'PH, 10 BKIIFOYATU PI3HI PO3BUTKHU TOJIiH, MOBEIIHKY
rpaBils Ta B3aemoito 3 NPC. Ha koskHOMY eTarti TeCTyBaHHS MPOBOIUIIOCS PETEIHHE
CIIOCTEPEKEHHS 3a MOBEAIHKOI T'pU, 3aMUCYBAIMCS BCl aHOMAJli Ta HECIMOiBaHi
pesynbrati. OcobnmBa yBara mpuuisiacs mepesipili anroputMiB pyxy NPC,

OCKUJIBKH 11€ 0YyJIO KJIIOYOBUM €J1E€MEHTOM YAOCKOHAJIEHHS T'PH.

3anyCTUBIIN TPy JJIsl TECTYBAaHHS — JJIA T'PABLS CTa€ HASIBHUM MEHIO — a

OTKC - BCC IMPalIO€ KOPEKTHO.
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FAC MAM

CHARACTER . NICKNAME

- SPEEDY "PINKY?*
- BASHFUL L |
- PDKEY “"CLYDE™

[ €=

PRESS SPACE TO PLAY

Pucynok 3.2 — '0110BHE MeHIO

[Ticns wHatucHeHHst "Space" Tpa TOYMHAE TMPAIIOBATH, I1HIMIIOIOYN
3aBaHTaXEHHS BCIX HEOOXIJIHMX ITPOBUX PECYpPCIB 1 BCTAHOBJIEHHSI TOYATKOBHUX
nmapaMmeTpiB TPU, TaKUX SK TO3WII TMEePCOHAXIB, CTaH IrPOBOTO TMOJS Ta
HaJAIITyBaHHS MY3UKHU 1 3ByKOBHX edekTiB. [licis 3aBepuieHHs iHimiam3aiii rpa
OUIKYy€ BIJI KOPUCTyBaua pyXIB 3a JIOMOMOrOK CTPUIOYOK Ha KIaBiaTypi, IO
J03BOJISIIOTh KEepyBaTH IepcoHaxeM llakMeHOM y pI3HMX HampsMKax: Bropy,
BHU3, JIIBOPYY 1 mpaBopyd. Takok rpaBellb MO>K€ BUKOPUCTOBYBATH KJIaBIIIi
WASD nys kepyBaHHS, 10 HaJa€ aJbTEPHATUBHUN CMOCIO YNPABIIHHS 1 MOXE
Oyt OUIBII 3pyYHUM IS JIeIKuX KopucTyBadiB. [li nmii rpaBis HeraitHO
B1JI0OpaXaroThCsl Ha €KpaHi, 3a0e3Meuy0Yd MUTTEBUI BIATYK Ta IHTEPAKTUBHUN

ITpOBUI JJOCBII.
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PucyHok 3.3 — OuikyBaHHs Jiit

[Ticnst HATUCHEHHSA CTPIIOYKaMH B Oyb-sIKy CTOPOHY IMOYMHAETHCS T'Ppa, 1 Ha
Hac MOYMHAIOTh MOJIOBATH MPUBUAM Ta 3 ABISAIOThCA GpYyKTH. L{eit MOMEHT €
CTapTOBOIO TOYKOIO JJI BCI€T IrPOBOT MEXaHIKH, sIka BKJIIOYA€E B ce0e pi3HOMaHITHI
aCIEeKTH B3a€MOIIi rpaBLs 3 IrPOBUM CBITOM.

Konwu rpaBens HaTHCKae Ha CTPLIOYKY, BiH TOUYMHAE KEPYBATH TIEPCOHAKEM,
BimomuM sik [lakmen. OcHOBHE 3aBaHHS TPaBIIA MOJISITA€ B TOMY, 11100 310paTu Bei
TOYKH Ha IrPOBOMY MOJI1, YHUKAIOUHU MPHU I[bOMY 3yCTpideil 13 IpuBUIaMH.
[TpuBuAM, sIKi BUCTYNAIOTH B POJII AHTATOHICTIB, MAIOTh BJIACHI TPAEKTOPIT PYXY 1
HaMararThecs BriiMatu [lakmena. SIkio nmpuBua JoTopKaeThes 10 [lakmeHa,
rpaBellb BTpaydae >KUTTS 1 TOBUHEH MMOYMHATH PIBEHb CIIOYATKY.

VYrpaBiaiHHS 32 JOTIOMOTOI0 CTPIJIOUOK € THTYITHBHO 3PO3YMUINM, 110 POOUTH
rpy IOCTYITHOIO JIJIsl IIMPOKOi ayauTopii. Ll mpocToTa ynpaBiiHHS, B TOETHAHHI 3
3aXOIUTIOIOYMM T'e€HMIUIEEM, € OJIHIEI0 3 TPUUUH BEJIMKOI MOMyJIApHOCTI Ipu «Pac-

Many.
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Pucynok 3.4 — IrpoBwuii mporiec.
k1o 3’icTh eHepKainzep, To MIPUBUIY OUYMHAIOTH OOSITUCS 1 CTAIOTh
CUHBOTO KoIbopy. Lle 3miHtoe quHaMiky rpu, amxe Tenep [lakman Moxke
nepeciiayBaTyu NpuBUAIB 13’ i1aTH iX. KoxkeH 3’ineHuii npuBu NpUHOCUTH
IpaBIIEBI JOJIaTKOBI 0aiu, sIKi HAKOMMMYYIOTHCS Ha PaXyHKY, 10 MOXHA TTO0AYUTH
Ha ekpani rpu. Lle#t edexT TpuBae nMeBHUI Yac, MCIsS YOro MPUBUIU TTOBEPTAIOTHCS

710 CBOTO 3BUYAITHOTO CTaHy 1 3HOBY IMOYMHAIOTH nepeciiayBatu [lakmana.

Enepmxaiizepu po3TaiioBaHi B IEBHUX TOYKAxX Ha iIrpOBOMY IO, 1 FPaBIEBI
NOTPIOHO CTPATErivyHO MJIAHYBATH CBIM pyX, OO JOCATTH iX y MOTPIOHUI MOMEHT.
Takum YMHOM, BUKOPUCTaHHS €HEepJIKal3epiB J0Ja€ 1€ OJUH PIBEHb CKJIAHOCTI 1
IMOWHU B TPY, 3MYIIYIOUH TPABIlS MIPOyMYBATH CBOI i Ha KUJIbKa KPOKIB

BIIEPE]I.
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Pucynok 35 — MexaHika 3IIKaHUX

IPUBHU/IIB

[Ipu BOMBCTBI OAHOrO 3 TMPHUBHIIB MiJ dYac [ii eHep/kaiidepa, BiH
MOBEPTAETHCS B CBIM "aiM" y IIEHTp1 J1abipUHTY, A€ BITHOBIIOE cBOi cuin. Ko
3aBEpIIYEThCS €(PEeKT CTpaxy, MPUBHAM CTAIOTh OUIMMH, a MOTIM IOCTYIOBO
MOBEPTAIOTHCS 10 CBOTO HOPMAILHOTO KOJIBOPY, 1[0 CUTHAIIZYE PO BiAHOBICHHS
ix arpecuBHOi mMoBemiHKU. Lled mporiec BITHOBICHHS J0Ja€ TPU JOJAATKOBOI
CKJIQJTHOCT1, OCKUIBKU TPaBeIlb MOBUHEH MOCTIMHO aaNnTyBaTU CBOIO CTPATETIIO
3aJIe)KHO BIJ] CTaHy MpuBHiB. TakuM ynHOM, rpaT B «Pac-Many crtae mie O11bIn
3aXOIUTIOIOYMM, aJKe MOTPIOHO BPaxOBYBAaTH SIK THMYAacOBY IlepeBary, Tak 1

IIBUAKE ITIOBCPHCHHA O0 HeOe3neKu.
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Pucynok 3.6 — 3aBepiiieHHs edexTy

EHepKan3epa

3.6 TectyBanns nokparieHoro intenekty NPC
[Ipu po3poOui Ta TectyBaHHi rpu Pac-Man 3 oHoBineHuM iHTenekTom NPC
OyJ10 peaizoBaHO MEPEIOBl METOAU 1HTENEKTY, 1100 CTBOPIOBATH CKJIAIHIIIL, ajle

BOJIHOYAC I[IKABIIII IFPOBI CUTYAIIIl JIJIsi TPABIIIB.



Tabnuis 3.2 — Bukopucrani anropuTMu A1 nokpaiieHss intenaekty NPC
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1 2
Buxopucranns anroputmy A* s OgHuM 13 KJIIOYOBUX  aCMEKTIB
e(hEeKTUBHOTO TIEPECITiTyBaHHS YIOCKOHAJICHHS € BUKOPUCTaHHS
anroputMy ~ A* I8 TOMIYyKY

HAMKOpPOTIIOTO Huisixy Ao Pac-man.

A* — Halikpauii ajroput™m Juist
TaKuX 3aBJaHb, OCKUIbBKH  BIH
e(heKTUBHO 00po0isie oe3miu

MOXJIMBUX MapLIPYTIB 1 J03BOJSIE
NPC po3ymHO pearyBaTu Ha pyxu
IPaBIIB. Hocsrae BHCOKOT
IMIBUIKOCTI 004YnCiIeHb. e BaXInBo
Uil TJIAaBHOTO Ta  MPaBUIIBHOTO

nepemimerds NPC na kapTi rpu.

CucreMa CTaHOBHX aBTOMATIB I
aJIalITUBHOIO IIOBEIIHKOBOT'O

MOJEJIFOBaHHS

byno BIPOBAKEHO CHUCTEMY

KIHIIEBHX aBTOMATIB I JOCITHEHHS

peanictuuHoi mnoBeniHku NPC y

s
NPC

PI3HOMAHITHMX  CHUTYaIlisiX.

CHCTCMa JO3BOJIAIE

NIEPEMUKATHUCS MIXK PI3HUMU
cTaHamMu (TOJIOBaHHS, BIACTYII, 301p
OOHYCIB TOINO) 3aJ€KHO BiJ YMOB,
BCTAHOBJICHMX Ha OCHOBI B3acMOIIl
TPaBIliB 1 BHYTPIIIHIX MapaMeTpiB
NPC. Hanpuknan, NPC wmoxe

MEPEUTH B  PEKHUM  AKTUBHOIO
nepeciyBaHHsl, SKIIO HEIrPOBUM
NIEPCOHAX Ma€ TOCTATHE 3JI0POB’S Ta

3HAXOAUTHCS MOOIH3Y TPaBIIS
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[Iponos:xenns Tabnuni 3.2 — BukopucTani anroputMu Asisi HOKpaIieHHs

iaTenekty NPC

1

2

OnTuMi3oBaHe KepyBaHHS PYyXOM 3a

JOTIOMOI'OK0 aITOPUTMY TMPOTIISLY B

BukopuctoBye anroputM MIUPUHU

neperysiny, mo6 npo3Boimutu NPC

HIUPUHY e(eKTUBHO MepecyBaTHUCs IO IrPOBIN
kapri. Ie#t anroputm no3Bossie NPC
OLIIHUTHU BC1 JOCTYMHI MapHIPyTH Ta
BUOpaTH HaMKpamuii mapumpyTt 10
MiClii TpU3HAYeHHs abo TpaBIlsl.
[[lupoke monEe 30py  O3BOJISIE
YHUKHYTHU Hee(EeKTUBHOTO
nepemimendass NPC 1 mmaBHO i

JIOT1YHO NIEPECYBATHCS 110 KapTI.

[Tepmr vix nmokpanrysaTu iHTeNneKT NPC y rpi Pac-Man, Gyiio npoBeieHO TeCTyBaHHS
3 BUKOPUCTAHHAM CEKyHJOMipa, 00 OLIHUTH, CKIIbKH 4acy 3Hagooutbcsi NPC, mo6
JIOCSITTU TPABIlS B PI3HUX ITPOBUX cUTYyailisx. Lle TecTyBaHHsS BKIIIOYANIO KUJIbKA CIIEHAPIiB,
TaKuX SIK MpsiMa TIOTOHS 3a TpaBIleM, HaBITAIllsd 4Yepe3 CKIaaHl JaOipuHTH Ta peaxiiis Ha
3MIHY HanpsAMKYy pyXxy rpaBis. Pesynasratu nokaszanu, mjo NPC yacTo BuTpadanu 4ac Ha
Hee(PeKTUBHI pyXH Ta HEBAI CTpaTerii MOJIOBAaHHS, 1110 BKJIFOYAJIO TTOBTOPIOBAHI IIMKJIN Ta
3aTPUMKH MiJ] YaC TPUUHSTTS PILLICHb.

Hamnpukinaz, 3amicTs TOT0, 100 MIBUIKO CKOPOYYBATH BIJICTaHb JI0 TPABIIS, TPUBUIH
MOTJIY 3aCTPSATATH B KyTax abo BUOMpATH NUIAXH, K1 Oynu 3Ha4HO AoBmmmH. L1 Hemomiku
BUSBWINCS OCOOJMBO TOMITHUMHU B CKJIQJAHUX JIA0IpUHTaX, JI€ HENPaBWIbHI PIlIEHHS
MIPU3BOIUIIH JI0 3HAYHUX 3aTPUMOK.

AHai3 pe3yabTaTiB TeCTYBaHHS MOKa3aB HEOOX1HICTh BJIOCKOHAJICHHS aJTOPUTMIB
HaBiramii Ta TpUHHATTS pimieHb, o0 3podbutu nmoBeainky NPC Oinbimn eheKTHBHOIO Ta

Hernepen0avyBaHOO JJIs TPABIISL.
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01:05,03

Crapt

01:05,53

Pucynok 3.7 — 3amip yacy 10 BIOCKOHaJIEHHS anropuTMiB iHTenekty NPC

[Ticns BmockonaneHHst iHTenekty NPC 3a pomomororo anroputmiB A*,
CTAaHOBUX AaBTOMATIB 1 ONTHUMI30BAHOTO KEPYBAHHS PYXOM OyIJIO JOCSITHYTO
3HAYHOT'O MPOTpecy B TECTyBaHHI 3a jaonomoror cekyHuomipa. NPC rtenep
NpUIAMaOTh TOYHINIl Ta IIBUAII PIMIEHHS [JIs TOJIOBAHHS HA TPaBLIB,
BUKOPHCTOBYIOYH ONTUMAJIbHI ITUISIXY Ta aJanTUBHI cTpaterii. Yac, 3a sikuit NPC
JOCSITal0Th TPaBLsd, 3HAYHO CKOPOYEHO, MIJBUILYIOUYHN 3arajibHy 1HTEHCUBHICTD 1

EMOIIIIHICTB ITPOBOTO MPOIIECY.
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CekyHaoMip

Pucynox 3.8 — 3amip vacy miciisi BIOCKOHAJICHHS aITOPUTMIB 1HTEJICKTY

NPC

i TexHIYH1 pIlIEHHS Ta AITOPUTMIYHI MIAXOAN HE TUILKH 3poduiiu rpy Pac-
Man Ois1bIII IIKaBOIO Ta CKJIQJHOIO JIJISl TPABIIiB, ajie TAKOXK BUBEIN CKJIAIHICTD 1
CTpaTeriyHe MUCJICHHS] HA HOBUH piB€Hb. BUKOPUCTOBYIOUH MEPEOB1 aITOPUTMHU
1HTEJIeKTy, Ternep MoxHa cTBoproBatd NPC, sKki aganTyrOThCs 1O MIHJIMBUX
ITPOBUX CHTYAIllld 1 MPUPOJIHO pearyroTh Ha Jii TPaBIiB 3 BUCOKOI TOYHICTIO.
Takuit miaxig 3ade3nedye rpaBisiM TVIMOIINM, €MOIIHHIIINNA 1ITPOBUM JOCBIA 1
BIJIKpUBAE€ HOBI MOXJIMBOCTI JJIs CTPATETIYHOTO IJIaHYBaHHS Ta B3aeMOIi 3

ITPOBUM CEPEOBUIIIEM.

3.7 BucHoBOK
VY 1upoMy po3ain JUIUIOMHOI poOOTH OyJIO TPEACTABICHO MPOTpaMHy

peamizaiito cucreMu Tpu «Pac-Man» 3a momomMororo MOBH TpOrpamMyBaHHS
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Python. TlpoBemeno BceOIUHMII aHai3 MOB MPOTPAMyBaHHS, CEPEIOBHII
pPO3pOOKH Ta IHCTPYMEHTIB, IO JOMOMOTIJIIO 3pOOUTH OOIPYHTOBAHH BHOIp
HANOLIBII IPUIATHUX JIJIS IIBOT'O MMPOEKTY TeXHOoJoriHi. Python 6ys10 o6pano uepes
HOro mPOCTOTY, UNTAOENbHICTh, OaraTuii HaOip 0i10T10TEK 1 MIATPUMKY 00'€KTHO-
Op1EHTOBAHOTO MPOTPaMyBaHHS.

TecTyBaHHS CUCTEMU MOKa3aj0, 0 BC1 KOMIIOHEHTH MPALIOIOTh KOPEKTHO.
3amyck rpu, peaxilis Ha HATHMCKAHHS KJIABIII, TIOBEIIHKA MEPCOHAXIB, a TaKOXK
rpadiunuil iHTEpdeic — yce (PyHKIIOHY€e BIAMOBIAHO 0 OYiKyBaHb. 30KpeMa,
pe3ynbTaTH TECTYyBaHHS MOKa3alu, 1o BaockoHanenuit intenekT NPC 3abe3neuye
3HAQYHO CKJIQJHIII Ta I[IKaBIIIl 1I'POBI CUTYyallll JJI TPaBIIiB, M0 OyJIO OJHIEIO 3
TOJIOBHHUX IIlJIEH pOOOTH.

JlonatkoBo OyJI0 MPOBEJACHO MOPIBHSHHS MPOIYKTUBHOCTI JO Ta MICIHS
BaockoHaneHHs iHTenekTy NPC. Pesynbratu mokaszanu, 1o 4ac, HEOOXiTHUN
MpUBUIAM JIJIs1 JOCSITHEHHs Pac-Man, 3HauHO CKOPOTUBCS, MIJBUILYIOUH 3arajbHy
IHTEHCUBHICTh 1TPOBOrO IMpoiiecy. BrpoBa/pkeHHs anroputMy A* Ta 1HIIHMX
YAOCKOHAJIEHb [JTO3BOJMJIO CTBOPUTH OUIbII PO3YMHHUX Ta MepeadadyyBaHUX
BOPOTIB, 10 3p0OKIIO TPy OLIBII 3aXOILTIOIYOL0.

Takum 4rHOM, TPETIH PO3/IT pOOOTH € BAKIUBUM €TAIIOM Y PO3POOII TpH
«Pac-Many. Y upomy po3aiii Oyiao 3aCTOCOBAHO TEOPETUYHI 3HAHHS Ta CydacHi
IPOrpaMHi TEXHOJIOTIi JJisi CTBOPEHHS €(DeKTUBHOI Ta ()YHKIIIOHAIBHOT CHCTEMH.
BukoHaHHST TecTyBaHHS MIATBEPIMIIO KOPEKTHICTH pOOOTHM MpOrpaMu Ta
JI03BOJIMJIO BU3HAUUTHU HATMIPSIMKH JIJIS1 MOXKIIMBUX MaOyTHIX YIOCKOHAJICHb.

Po3poOka Ta TecTyBaHHS MPOTPAMHOTO MPOIYKTY BUSBUIUCS yCIIIIHUMH,
IO CBIAYMTH MPO BUCOKUU piBEHb peamizaiii nmpoekTy. OTxe, BCl MOCTaBIICHI
3aBAaHHs OyJi0 BUKOHAHO, a OCHOBHA MeTa pOOOTH — BJIOCKOHAJICHHS 1HTEICKTY
NPC — nocsruyra. Lle 3a0e3neuye 3HauHe MiABUILICHHS SKOCT1 I'POBOTO MPOIIECY
Ta 30arayeHHs JOCBITy TPpaBIliB, 110 poOuTh rpy «Pac-Many cydacHO!o Ta IiKaBOO

JUTSI IIIUPOKOTO KOJIa KOPUCTYBAYIB.
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BUCHOBKHA

B naniit 6akanaBpCchKiil TMIUIOMHIN poOOTi OyJIO BIOCKOHAJICHO alrOPUTMHU
iaTenexkty NPC. bymo mocsrHyTo MeTH, a camMeé — BIOCKOHAJICHO alTOPUTMHU
MOBEJIIHKKA TPHUBUIIB, BUKOPUCTAHHS aaropuTMy A*, 3amjis CTBOpPEHHS OLIbII
PO3YMHHUX HEIrPOBHUX MEPCOHAXKIB.

Bbyno mpoBeneHO TecTyBaHHSI MPOTPAMHOTO MPOIYKTY, 3 BHUKOPHUCTAHHSIM
CEeKyHJIOMipa — 1 B X071 6aratboX crpoO MPOXOIKEHHS PIBHA — YacC «GKUTTS TPaBIsl
OyB MEHIIIMM, aH1X JI0 BIOCKOHAJICHHS aropuTMiB iHTenekTy NPC.

VY mepmiomy po3aun OyJIo JOCTIIKEHO OCHOBHI TEOPETHYHI BIIOMOCTI Y
JaH1i TIpeMEeTHIN 00J1acTi, OyIu MpoaHali30BaHO yKe ICHYI041 peanizaiii rpu Pac-
Man ta iHmmx irop 3 anropurmamu iHTenekty NPC, 1 Oyno BusiBIeHO OCHOBHI
Henoniku: OOMexkena agantuBHICTE NPC, HeedekTHBHE BUKOPUCTAHHS
QJIITOPUTMIB BEJIMKOTO MacITady, BiICYyTHICTh KOomepaTuBHOI moBeiHku Mixk NPC
Ta HE BUCTa4yaJlo peasicTuyHoi noBeaiHku NPC

Y apyromy posaun Oyjio MPOBEAEHO aHali3 MPOrpaMHOI CUCTEMU Ta ii
NpOeKTyBaHHS. byno HaBeneHI OCHOBHI TEOPETHYHI BIJOMOCTI MPO MOBY
mozemoBanHd UML, a Takoxx OyJio BUKOPHMCTAHO OCHOBHI I MOXJIMBOCTI MPHU
MPOEKTYBaHHS J1aHOoi MmporpaMu. byno po3po0OiaeHO OCHOBHY CTPYKTYpHY CXEMY
(GyHKIIOHYBaHHS MTPOTPaMH.

Y T1perboMy po3aull OyJ0 MpoaHaTi30BaHO MOBHU NPOrpaMyBaHHS Ta
cepenoBuile po3poOku. bByno BukoHaHO Oe3nocepeqHe NporpaMyBaHHsS 3a
nornomoroto OOIl, ommcano mnporpamHy peanmizaiilo cucTeMHu. Takox Oyio
BUKOHAHO TECTYBAaHHA CHUCTEMU Ha KOPEKTHICTh POOOTH. Y pe3ysbTaTi TECTIB
BUSIBJICHO, 1110 TIpOrpaMa MpaIroe KOPEKTHO.

Otxe, mia 4yac BUKOHaHHS poOOTHU OYyJIO JOCSATHYTO MOCTABJICHOI 3aja4i, a

came OyJ0 BIOCKOHAJIEHO anropuTMmu iHTenekTy NPC.
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[closed] [EnexTpoHHMiA pecypc]. — Pesxxum
nocrymy: https://stackoverflow.com/questions/260165/whats-the-best-way-to-
generate-a uml-diagram-from-python-source-code

random module [EnexTpoHHUit pecypc]. — Pexxum
noctymy: https://docs.python.org/3/library/random.html?highlight=random#module
random
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JNOIATOK b
AKT BIIPOBa/IZKEHHSI
Y3IOJ’KEHO 3ATBEPJIKVYIO
HMupexrop LI1O BHTY 3aBinyBau kadeapu KH
K.T.H., 1011. kad. BMIOEC I.T.H., ipodecop
Tyxancekuii C. €. Sposuit A.A.
« » 2024 poky « » 2024 poky

AKT BITPOBAJIKEHHSI Ne 3/31.05.2024
pe3yJabTaTiB 0akajaaBpChKOI AMIIOMHOI po00TH

3amoBHUK: LleHTp mipkuTanizamnii OCBITHLOTO Npoliecy BIHHMIIBKOTO HAIIOHAJIBHOT'O
TEXHIYHOTO VHIBEPCUTETY

(natimenysanns opeanizayii)

[{uM akTOM MIATBEPIKYETHCS, 1O pe3yibTatu podoTn — «Komm'torepHa rpa Pac-Man 3
YAOCKOHAJIEHUM IHTEJIEKTOM
NPC»

(naimenysanns memu)

o BukoHaB ctyaeHtT rp. 3KH-200, Koctiok [. A., Ha rpoMaaCEKUX 3acagax

(surkonaseyw)

BIAIIOBIIHO 10 1iaHiB poOiT LleHTpy aiukuranizaiii ocBiTHROro mnporiecy BHTY Ha 2023-
2024 p. Ta BOpoBa/pKEHO V BIHHHIIBKOMY HAIlOHAJILHOMY TEXHIYHOMY VHIBEPCHUTETI

(cmpoKu 6UKOHAHHS) (HATIMEHY8aHH: opeanizayii, Oe 30ilCHI08AN0CA BNPOBAONHCEHHS)

1. Bun BripoBaIsKeHUX pe3yibTaTIB: IPOrPaMHI MOJTYJII

(excniyamayis 6upo6y, pobomu, mexHonozii)

2. XapakTepucTuka MaciTady BIPOBAKEHHS: OTUHUYHE

(VHiKanbHe, 00UHUYHe, napmis, macose, cepiiite)

3. ®opma BIpoOBaHKEHHS: MOJTYJTI KOMIT I0TepHOI rpu Pac-Man

4. HoBu3Ha pe3yibTatiB poOoTu: yaockoHaneHui intenekt NPC

(nionepcvKi, NPUHYUNOBO HOBI, AKICHO HOBI, MOOUQIKAYIT, MOOEPHI3aYis cmapux po3poboK)
5. BmpoBamkeHi: Y cepeoBHINl CTYJIEHTCHKMX BEO-TIPOEKTIB B SIKOCTI IMIA0JIOHHOTO
IMIPOEKTY

6. CormianbHHI Ta HAYKOBO-TEXHIYHUN €(DEKT: CTYJICHTH 3MOKYTh BUKOPUCTATH KO TPH
JUIA CTBOPEHHS OUIBII OPOABUHYTUX AJITOPUTMIB HEITPOBUX HepcoHaxiB 2D-1rop

(0xopona HaBKOIUUWHBO2O cepedosUd, NOTINUEHHS Tl 0300POGIeHH S YMOB Npayi, yOOCKOHANCHHA CIMPYKMYPU KePYBAHHSA, HAYKOBO-MEXHIYHUX HANPAMKIG, CheyiaibHe NpusHa4eHHs)

Bin BukoHaBn: Bix Hentpy aimkurtams3arii
crynent rpynu 3KH-206 ocBiTHROTO Tiporiecy BHTY, nupextop,
K.T.H., 1011. Kad. BMIOEC:

Koctiok I. A. Tyxancekuii C.€.

KepiBauk: acucrent kapeapu KH Maminiy LIL




JIOJIATOK B

JlicTuHr mporpamMu

import pygame

import math

from random import randrange
import random

import copy

import os

BoardPath = ".\\Assets\\Boardlmages\\"
ElementPath = ".\\Assets\\Elementimages\\"
TextPath = ".\\Assets\\Textimages\\"
DataPath = ".\\Assets\\Data\\"

MusicPath = ".\\Assets\\Music\\"

pygame.mixer.init()

pygame.init()
print(pygame.mixer.music.get_busy())

# 28 Across 31 Tall 1: Empty Space 2: Tic-Tak 3: Wall 4: Ghost safe-space 5: Special Tic-Tak
originalGameBoard = [
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,2,2,2,2,2,2,2,2,2,2,2,2,3,3,2,2,2,2,2,2,2,2,2,2,2,2,3],
[3,2,3,3,3,3,2,3,3,3,3,3,2,3,3,2,3,3,3,3,3,2,3,3,3,3,2,3],
[3,6,3,3,3,3,2,3,3,3,3,3,2,3,3,2,3,3,3,3,3,2,3,3,3,3,6,3],
[3,2,3,3,3,3,2,3,3,3,3,3,2,3,3,2,3,3,3,3,3,2,3,3,3,3,2,3],
[3,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,3],
[3,2,3,3,3,3,2,3,3,2,3,3,3,3,3,3,3,3,2,3,3,2,3,3,3,3,2,3],
[3,2,3,3,3,3,2,3,3,2,3,3,3,3,3,3,3,3,2,3,3,2,3,3,3,3,2,3],
[3,2,2,2,2,2,2,3,3,2,2,2,2,3,3,2,2,2,2,3,3,2,2,2,2,2,2,3],
[3,3,3,3,3,3,2,3,3,3,3,3,1,3,3,1,3,3,3,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,3,3,3,1,3,3,1,3,3,3,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,1,1,1,1,1,1,1,1,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,3,3,3,3,3,3,3,3,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,3,4,4,4,4,4,4,3,1,3,3,2,3,3,3,3,3,3],
[1,1,1,1,1,1,2,1,1,1,34,4,4,4,4,43,1,1,1,2,1,1,1,1,1,1], # Middle Lane Row: 14
[3,3,3,3,3,3,2,3,3,1,3,4,4,4,4,4,4,3,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,3,3,3,3,3,3,3,3,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,1,1,1,1,1,1,1,1,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,3,3,3,3,3,3,3,3,1,3,3,2,3,3,3,3,3,3],
[3,3,3,3,3,3,2,3,3,1,3,3,3,3,3,3,3,3,1,3,3,2,3,3,3,3,3,3],
[8,2,2,2,2,2,2,2,2,2,2,2,2,3,3,2,2,2,2,2,2,2,2,2,2,2,2,3],
[3,2,3,3,3,3,2,3,3,3,3,3,2,3,3,2,3,3,3,3,3,2,3,3,3,3,2,3],
[3,2,3,3,3,3,2,3,3,3,3,3,2,3,3,2,3,3,3,3,3,2,3,3,3,3,2,3],
[3,6,2,2,3,3,2,2,2,2,2,2,2,1,1,2,2,2,2,2,2,2,3,3,2,2,6,3],
[3,3,3,2,3,3,2,3,3,2,3,3,3,3,3,3,3,3,2,3,3,2,3,3,2,3,3,3],
[3,3,3,2,3,3,2,3,3,2,3,3,3,3,3,3,3,3,2,3,3,2,3,3,2,3,3,3],
[3,2,2,2,2,2,2,3,3,2,2,2,2,3,3,2,2,2,2,3,3,2,2,2,2,2,2,3],



[3,2,3,3,3,3,3,3,3,3,3,3,2,3,3,2,3,3,3,3,3,3,3,3,3,3,2,3],
[3,2,3,3,3,3,3,3,3,3,3,3,2,3,3,2,3,3,3,3,3,3,3,3,3,3,2,3],
[3,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,2,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],
[3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3,3],

]

gameBoard = copy.deepcopy(originalGameBoard)

spriteRatio = 3/2

square = 20 # Size of each unit square

spriteOffset = square * (1 - spriteRatio) * (1/2)

(width, height) = (len(gameBoard[0]) * square, len(gameBoard) * square) # Game screen

screen = pygame.display.set_mode((width, height))

pygame.display.flip()

musicPlaying = 0 # 0: Chomp, 1: Important, 2: Siren

pelletColor = (222, 161, 133)

class Game:
def _init__(self, level, score):

self.paused = True

self.ghostUpdateDelay = 1

self.ghostUpdateCount =0

self.pacmanUpdateDelay = 1

self.pacmanUpdateCount = 0

self.tictakChangeDelay = 10

self.tictakChangeCount = 0

self.ghostsAttacked = False

self.highScore = HighScore.getHighScore()

self.score = score

self.level = level

self.lives = 3

self.pacman = Pacman(26.0, 13.5) # Center of Second Last Row

self.ghosts = [
Ghost(14.0, 13.5, "red", 0, self.pacman),
Ghost(17.0, 11.5, "blue", 1, self.pacman),
Ghost(17.0, 13.5, "pink", 2, self.pacman),
Ghost(17.0, 15.5, "orange", 3, self.pacman)

self.total = GetCount.getCount()
self.ghostScore = 200
self.levels = [[350, 250], [150, 450], [150, 450], [0, 600]]
random.shuffle(self.levels)
self.ghostStates = [[1, 0], [0, 0], [1, O], [O, O]]
index=0
for state in self.ghostStates:
state[0] = randrange(2)
state[1] = randrange(self.levels[index][state[0]] + 1)
index +=1
self.collected = 0
self.started = False
self.gameOver = False
self.gameOverCounter =0
self.points =[]
self.pointsTimer = 10
self.berryState =[200, 400, False]
self.berryLocation = [20.0, 13.5]

61



self.berries = ["tile080.png", "tile081.png", "tile082.png", "tile083.png", "tile084.png",
"tile085.png", "tile086.png", "tile087.png"]

self.berriesCollected =[]

self.levelTimer =0

self.berryScore = 100

self.lockedInTimer = 100

self.lockedIn = True

self.extraLifeGiven = False

self.musicPlaying = 0

def update(self):

print(self.ghostStates)

if self.gameOver:
self.gameOverFunc()
return

if self.paused or not self.started:
HighScore.drawTilesAround(21, 10)
HighScore.drawTilesAround(21, 11)
HighScore.drawTilesAround(21, 12)
HighScore.drawTilesAround(21, 13)
HighScore.drawTilesAround(21, 14)
HighScore.drawReady()
pygame.display.update()
return

self.levelTimer +=1
self.ghostUpdateCount += 1
self.pacmanUpdateCount += 1
self.tictakChangeCount += 1
self.ghostsAttacked = False

if self.score >= 10000 and not self.extraLifeGiven:
self.lives +=1
self.extraLifeGiven = True
Music.forcePlayMusic("pacman_extrapac.wav")

self.clearBoard()
for ghost in self.ghosts:
if ghost.attacked:
self.ghostsAttacked = True

index=0
for state in self.ghostStates:
state[1] +=1
if state[1] >= self.levels[index][state[O]]:
state[1] =0
state[0] +=1
state[0] %= 2
index +=1

index=0
for ghost in self.ghosts:
if not ghost.attacked and not ghost.dead and self.ghostStates[index][0] == O:
ghost.target = [self.pacman.row, self.pacman.col]
index +=1

if self.levelTimer == self.lockedInTimer:
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self.lockedIn = False

if self.ghostUpdateCount == self.ghostUpdateDelay:
for ghost in self.ghosts:
ghost.update()
self.ghostUpdateCount =0

if self.tictakChangeCount == self.tictakChangeDelay:
GetCount.flipColor()
self.tictakChangeCount=0

if self.pacmanUpdateCount == self.pacmanUpdateDelay:
self.pacmanUpdateCount = 0
self.pacman.update()
self.pacman.col %= len(gameBoard[0])
if self.pacman.row % 1.0 == 0 and self.pacman.col % 1.0 == 0:
if gameBoard[int(self.pacman.row)][int(self.pacman.col)] == 2:
Music.playMusic("munch_1.wav")
gameBoard[int(self.pacman.row)][int(self.pacman.col)] = 1
self.score += 10
self.collected += 1
pygame.draw.rect(screen, (0, 0, 0), (self.pacman.col * square, self.pacman.row *
square, square, square))
elif gameBoard[int(self.pacman.row)][int(self.pacman.col)] == 5 or
gameBoard[int(self.pacman.row)][int(self.pacman.col)] == 6:
Music.forcePlayMusic("power_pellet.wav")
gameBoard[int(self.pacman.row)][int(self.pacman.col)] = 1
self.collected += 1
pygame.draw.rect(screen, (0, 0, 0), (self.pacman.col * square, self.pacman.row *
square, square, square))
self.score += 50
self.ghostScore = 200
for ghost in self.ghosts:
ghost.attackedCount =0
ghost.setAttacked(True)
ghost.setTarget()
self.ghostsAttacked = True
self.checkSurroundings()
self.highScore = max(self.score, self.highScore)

global running

if self.collected == self.total:
print("New Level")
Music.forcePlayMusic("intermission.wav")
self.level +=1
self.newLevel()

if self.level - 1 ==
print("You win", self.level, len(self.levels))
running = False

self.softRender()

def render(self):
screen.fill((0, 0, 0)) # Flushes the screen
currentTile =0
self.displayLives()
self.displayScore()



foriin range(3, len(gameBoard) - 2):
for j in range(len(gameBoard[0])):
if gameBoard][i][j] == 3:
imageName = str(currentTile)
if len(imageName) == 1.
imageName ="00" + imageName
elif len(imageName) == 2:
imageName ="0" + imageName
imageName = "tile" + imageName + ".png"
tilelmage = pygame.image.load(BoardPath + imageName)
tilelmage = pygame.transform.scale(tileiImage, (square, square))
screen.blit(tileimage, (j * square, i * square, square, square))

elif gameBoard[i][j] == 2:
pygame.draw.circle(screen, pelletColor,(j * square + square//2, i * square +
square//2), square//4)
elif gameBoard([i][j] == 5:
pygame.draw.circle(screen, (0, 0, 0),(j * square + square//2, i * square + square//2),
square//2)
elif gameBoard([i][j] == 6:
pygame.draw.circle(screen, pelletColor,(j * square + square//2, i * square +
square//2), square//2)

currentTile +=1
for ghost in self.ghosts:
ghost.draw()
self.pacman.draw()
pygame.display.update()

def softRender(self):
pointsToDraw = []
for point in self.points:
if point[3] < self.pointsTimer:
pointsToDraw.append([point[2], point[0], point[1]])
point[3] += 1
else:
self.points.remove(point)
HighScore.drawTilesAround(point[0], point[1])

for point in pointsToDraw:
GetCount.drawPoints(point[0], point[1], point[2])

for ghost in self.ghosts:
ghost.draw()
self.pacman.draw()
self.displayScore()
self.displayBerries()
self.displayLives()
self.drawBerry()
pygame.display.update()

def clearBoard(self):
for ghost in self.ghosts:

HighScore.drawTilesAround(ghost.row, ghost.col)
HighScore.drawTilesAround(self.pacman.row, self.pacman.col)
HighScore.drawTilesAround(self.berryLocation[0], self.berryLocation[1])
HighScore.drawTilesAround(20, 10)
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HighScore.drawTilesAround(20, 11)
HighScore.drawTilesAround(20, 12)
HighScore.drawTilesAround(20, 13)
HighScore.drawTilesAround(20, 14)

def checkSurroundings(self):
for ghost in self.ghosts:
if self.touchingPacman(ghost.row, ghost.col) and not ghost.attacked:

if self.lives == 1:
print("You lose")
Music.forcePlayMusic("death_1.wav")
self.gameOver = True
for ghost in self.ghosts:

HighScore.drawTilesAround(ghost.row, ghost.col)

HighScore.drawTilesAround(self.pacman.row, self.pacman.col)
self.pacman.draw()
pygame.display.update()
pause(10000000)
return

self.started = False

Music.forcePlayMusic("pacman_death.wav")

reset()

elif self.touchingPacman(ghost.row, ghost.col) and ghost.isAttacked() and not
ghost.isDead():

ghost.setDead(True)

ghost.setTarget()

ghost.ghostSpeed =1

ghost.row = math.floor(ghost.row)

ghost.col = math.floor(ghost.col)

self.score += self.ghostScore

self.points.append([ghost.row, ghost.col, self.ghostScore, 0])

self.ghostScore *= 2

Music.forcePlayMusic("eat_ghost.wav")

pause(10000000)

if self.touchingPacman(self.berryLocation[0], self.berryLocation[1]) and not self.berryState[2]

and self.levelTimer in range(self.berryState[0], self.berryState[1]):
self.berryState[2] = True
self.score += self.berryScore
self.points.append([self.berryLocation[0], self.berryLocation[1], self.berryScore, 0])
self.berriesCollected.append(self.berries[(self.level - 1) % 8])
Music.forcePlayMusic("eat_fruit.wav")

def displayScore(self):
textOneUp = ["tile033.png", "tile021.png", "tile016.png"]
textHighScore = ["tile007.png", "tile008.png", "tile006.png", "tile007.png", "tile015.png",
"tile019.png", "tile002.png”, "tile014.png", "tile018.png", "tile004.png"]
index=0
scoreStart=5
highScoreStart = 11
for i in range(scoreStart, scoreStart+len(textOneUp)):
tilelmage = pygame.image.load(TextPath + textOneUp[index])
tilelmage = pygame.transform.scale(tileimage, (square, square))
screen.blit(tilelmage, (i * square, 4, square, square))
index +=1
score = str(self.score)
if score =="0"
score = "00"
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index=0
foriin range(0, len(score)):
digit = int(score[i])
tilelmage = pygame.image.load(TextPath + "tile0" + str(32 + digit) + ".png")
tilelmage = pygame.transform.scale(tilelmage, (square, square))

screen.blit(tileimage, ((scoreStart + 2 + index) * square, square + 4, square, square))
index +=1

index=0

for i in range(highScoreStart, highScoreStart+len(textHighScore)):
tilelmage = pygame.image.load(TextPath + textHighScore[index])
tilelmage = pygame.transform.scale(tilelmage, (square, square))
screen.blit(tileimage, (i * square, 4, square, square))
index +=1

highScore = str(self.highScore)
if highScore == "0":
highScore = "00"
index =0
foriin range(0, len(highScore)):
digit = int(highScorel[i])
tilelmage = pygame.image.load(TextPath + "tile0" + str(32 + digit) + ".png")
tilelmage = pygame.transform.scale(tilelmage, (square, square))
screen.blit(tileimage, ((highScoreStart + 6 + index) * square, square + 4, square, square))
index +=1

def drawBerry(self):
if self.levelTimer in range(self.berryState[0], self.berryState[1]) and not self.berryState[2]:
berryimage = pygame.image.load(ElementPath + self.berries[(self.level - 1) % 8])
berryimage = pygame.transform.scale(berrylmage, (int(square * spriteRatio), int(square *
spriteRatio)))

screen.blit(berrylmage, (self.berryLocation[1] * square, self.berryLocation[0] * square,
square, square))

def gameOverFunc(self):
global running
if self.gameOverCounter == 12:
running = False
self.recordHighScore()
return

HighScore.drawTilesAround(self.pacman.row, self.pacman.col)

pacmanimage = pygame.image.load(ElementPath + "tile" + str(116 +
self.gameOverCounter) + ".png")

pacmanimage = pygame.transform.scale(pacmanimage, (int(square * spriteRatio),
int(square * spriteRatio)))

screen.blit(pacmanimage, (self.pacman.col * square + spriteOffset, self.pacman.row *
square + spriteOffset, square, square))

pygame.display.update()

pause(5000000)

self.gameOverCounter +=1

def displayLives(self):
livesLoc =[[34, 3], [34, 1]]
for i in range(self.lives - 1):
lifelmage = pygame.image.load(ElementPath + "tile054.png")
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lifelmage = pygame.transform.scale(lifelmage, (int(square * spriteRatio), int(square *
spriteRatio)))

screen.blit(lifelmage, (livesLoc[i][1] * square, livesLoc][i][0] * square - spriteOffset, square,
square))

def displayBerries(self):
firstBerrie = [34, 26]
for i in range(len(self.berriesCollected)):
berrielmage = pygame.image.load(ElementPath + self.berriesCollected][i])
berrielmage = pygame.transform.scale(berrielmage, (int(square * spriteRatio), int(square *
spriteRatio)))
screen.blit(berrieimage, ((firstBerrie[1] - (2*i)) * square, firstBerrie[0] * square + 5, square,
square))

def touchingPacman(self, row, col):

if row - 0.5 <= self.pacman.row and row >= self.pacman.row and col == self.pacman.col:
return True

elif row + 0.5 >= self.pacman.row and row <= self.pacman.row and col == self.pacman.col:
return True

elif row == self.pacman.row and col - 0.5 <= self.pacman.col and col >= self.pacman.col:
return True

elif row == self.pacman.row and col + 0.5 >= self.pacman.col and col <= self.pacman.col:
return True

elif row == self.pacman.row and col == self.pacman.col:
return True

return False

def newLevel(self):

reset()

self.lives +=1

self.collected = 0

self.started = False

self.berryState =[200, 400, False]

self.levelTimer =0

self.lockedIn = True

for level in self.levels:
level[0] = min((level[0] + level[1]) - 100, level[0] + 50)
level[1] = max(100, level[1] - 50)

random.shuffle(self.levels)

index =0

for state in self.ghostStates:
state[0] = randrange(2)
state[1] = randrange(self.levels[index][state[0]] + 1)
index +=1

global gameBoard

gameBoard = copy.deepcopy(originalGameBoard)

self.render()

def recordHighScore(self):
file = open(DataPath + "HighScore.txt", "w").close()
file = open(DataPath + "HighScore.txt", "w+")
file.write(str(self.highScore))
file.close()

class HighScore:
filename = "HighScore.txt"
@staticmethod
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def getHighScore():
file = open(DataPath + HighScore.filename, "r")
highScore = int(file.read())
file.close()
return highScore
@staticmethod
def drawTilesAround(row, col):
row = math.floor(row)
col = math.floor(col)
for i in range(row-2, row+3):
for jin range(col-2, col+3):
if i >= 3 and i <len(gameBoard) - 2 and j >= 0 and j < len(gameBoard[0]):
imageName = str(((i - 3) * len(gameBoard[0])) + ))
if len(imageName) == 1:
imageName ="00" + imageName
elif len(imageName) == 2:
imageName ="0" + imageName
imageName = "tile" + imageName + ".png"
tilelmage = pygame.image.load(BoardPath + imageName)
tilelmage = pygame.transform.scale(tilelmage, (square, square))
screen.blit(tilelmage, (j * square, i * square, square, square))

if gameBoard[i][j] == 2:
pygame.draw.circle(screen, pelletColor,(j * square + square//2, i * square +
square//2), square//4)
elif gameBoard[i][j] == 5:
pygame.draw.circle(screen, (0, 0, 0),(j * square + square//2, i * square +
square//2), square//2)
elif gameBoard[i][j] == 6:
pygame.draw.circle(screen, pelletColor,(j * square + square//2, i * square +
square//2), square//2)
@staticmethod
def drawReady():
ready = ["tile274.png", "tile260.png", "tile256.png", "tile259.png", "tile281.png", "tile283.png"]
for i in range(len(ready)):
letter = pygame.image.load(TextPath + readyfi])
letter = pygame.transform.scale(letter, (int(square), int(square)))
screen.blit(letter, ((11 + i) * square, 20 * square, square, square))

class GetCount:
index =0
total = 0
@staticmethod
def getCount():
total =0
for i in range(3, len(gameBoard) - 2):
for j in range(len(gameBoard[0])):
if gameBoard[i][j] == 2 or gameBoard][i][j] == 5 or gameBoard][i][j] == 6:
total +=1
return total
@staticmethod
def flipColor():
global gameBoard
for i in range(3, len(gameBoard) - 2):
for j in range(len(gameBoard[0])):
if gameBoard[i][j] == 5:
gameBoard[i][j] = 6
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pygame.draw.circle(screen, pelletColor,(j * square + square//2, i * square +
square//2), square//2)
elif gameBoard][i][j] == 6:
gameBoard[i][j] =5
pygame.draw.circle(screen, (0, 0, 0),(j * square + square//2, i * square + square//2),
square//2)
@staticmethod
def drawPoints(points, row, col):
pointStr = str(points)
index =0
foriin range(len(pointStr)):
digit = int(pointStr[i])
tilelmage = pygame.image.load(TextPath + "tile" + str(224 + digit) + ".png")
tilelmage = pygame.transform.scale(tilelmage, (square//2, square//2))
screen.blit(tileimage, ((col) * square + (square//2 * index), row * square - 20, square//2,
square//2))
index +=1

class Music:
variationl = "munch_1.wav"
variation2 = "siren_1.wav"
@staticmethod
def playMusic(music):
global musicPlaying
if not pygame.mixer.music.get_busy():
pygame.mixer.music.unload()
pygame.mixer.music.load(MusicPath + music)
pygame.mixer.music.queue(MusicPath + music)
pygame.mixer.music.play()
if music == Music.variation1:
musicPlaying = 0
elif music == Music.variation2:
musicPlaying = 2
else:
musicPlaying = 1
@staticmethod
def forcePlayMusic(music):
pygame.mixer.music.unload()
pygame.mixer.music.load(MusicPath + music)
pygame.mixer.music.play()
global musicPlaying
musicPlaying = 1

class Pacman:
def _init__(self, row, col):

self.row = row
self.col = col
self.mouthOpen = False
self.pacSpeed = 1/4
self.mouthChangeDelay = 5
self.mouthChangeCount=0
self.dir = 0 # 0: North, 1: East, 2: South, 3: West
self.newDir=0

def update(self):
if self.newDir == 0:
if canMove(math.floor(self.row - self.pacSpeed), self.col) and self.col % 1.0 ==0:



self.row -= self.pacSpeed
self.dir = self.newDir
return
elif self.newDir == 1:
if canMove(self.row, math.ceil(self.col + self.pacSpeed)) and self.row % 1.0 == O:
self.col += self.pacSpeed
self.dir = self.newDir
return
elif self.newDir == 2:
if canMove(math.ceil(self.row + self.pacSpeed), self.col) and self.col % 1.0 == 0:
self.row += self.pacSpeed
self.dir = self.newDir
return
elif self.newDir == 3:
if canMove(self.row, math.floor(self.col - self.pacSpeed)) and self.row % 1.0 == O:
self.col -= self.pacSpeed
self.dir = self.newDir
return

if self.dir ==0:
if canMove(math.floor(self.row - self.pacSpeed), self.col) and self.col % 1.0 == 0:
self.row -= self.pacSpeed
elif self.dir == 1:
if canMove(self.row, math.ceil(self.col + self.pacSpeed)) and self.row % 1.0 == 0:
self.col += self.pacSpeed
elif self.dir == 2:
if canMove(math.ceil(self.row + self.pacSpeed), self.col) and self.col % 1.0 == 0:
self.row += self.pacSpeed
elif self.dir == 3:
if canMove(self.row, math.floor(self.col - self.pacSpeed)) and self.row % 1.0 ==
self.col -= self.pacSpeed

def draw(self):
if not game.started:

pacmanimage = pygame.image.load(ElementPath + "tile112.png")

pacmanimage = pygame.transform.scale(pacmanimage, (int(square * spriteRatio),
int(square * spriteRatio)))

screen.blit(pacmanimage, (self.col * square + spriteOffset, self.row * square + spriteOffset,
square, square))

return

if self. mouthChangeCount == self.mouthChangeDelay:
self.mouthChangeCount =0
self.mouthOpen = not self.mouthOpen
self.mouthChangeCount += 1
if self.dir ==0:
if self. mouthOpen:
pacmanimage = pygame.image.load(ElementPath + "tile049.png")
else:
pacmanimage = pygame.image.load(ElementPath + "tile051.png")
elif self.dir == 1:
if self. mouthOpen:
pacmanimage = pygame.image.load(ElementPath + "tile052.png")
else:
pacmanimage = pygame.image.load(ElementPath + "tile054.png")
elif self.dir == 2:
if self. mouthOpen:
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pacmanimage = pygame.image.load(ElementPath + "tile053.png")
else:

pacmanimage = pygame.image.load(ElementPath + "tile055.png")

elif self.dir == 3:

if self.mouthOpen:

pacmanimage = pygame.image.load(ElementPath + "tile048.png")
else:

pacmanimage = pygame.image.load(ElementPath + "tile050.png")

pacmanimage = pygame.transform.scale(pacmanimage, (int(square * spriteRatio),
int(square * spriteRatio)))

screen.blit(pacmanlimage, (self.col * square + spriteOffset, self.row * square + spriteOffset,
square, square))

class Ghost:
def _init__(self, row, col, color, changeFeetCount, pacman):

self.row = row
self.col = col
self.attacked = False
self.color = color
self.dir =randrange(4)
self.dead = False
self.changeFeetCount = changeFeetCount
self.changeFeetDelay = 5
self.target = [-1, -1]
self.ghostSpeed = 1/4
self.lastLoc = [-1, -1]
self.attackedTimer = 240
self.attackedCount =0
self.deathTimer = 120
self.deathCount =0
self.pacman = pacman

def update(self):
if self.target == [-1, -1] or (self.row == self.target[0] and self.col == self.target[1]) or
gameBoard[int(self.row)][int(self.col)] == 4 or self.dead:
self.setTarget()
self.setDir()
self.move()

if self.attacked:
self.attackedCount += 1

if self.attacked and not self.dead:
self.ghostSpeed = 1/8

if self.attackedCount == self.attackedTimer and self.attacked:
if not self.dead:
self.ghostSpeed = 1/4
self.row = math.floor(self.row)
self.col = math.floor(self.col)

self.attackedCount =0
self.attacked = False
self.setTarget()

if self.dead and gameBoard[self.row][self.col] == 4:
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self.deathCount += 1

self.attacked = False

if self.deathCount == self.deathTimer:
self.deathCount = 0
self.dead = False
self.ghostSpeed = 1/4

def draw(self):
ghostimage = pygame.image.load(ElementPath + "tile152.png")
currentDir = ((self.dir + 3) % 4) * 2
if self.changeFeetCount == self.changeFeetDelay:
self.changeFeetCount =0
currentDir +=1
self.changeFeetCount +=1
if self.dead:
tileNum = 152 + currentDir
ghostimage = pygame.image.load(ElementPath + "tile" + str(tileNum) + ".png")
elif self.attacked:
if self.attackedTimer - self.attackedCount < self.attackedTimer//3:
if (self.attackedTimer - self.attackedCount) % 31 < 26:
ghostimage = pygame.image.load(ElementPath + "tile0" + str(70 + (currentDir -
(((self.dir + 3) % 4) * 2))) + ".png")
else:
ghostimage = pygame.image.load(ElementPath + "tile0" + str(72 + (currentDir -
(((self.dir + 3) % 4) * 2))) + ".png")
else:
ghostimage = pygame.image.load(ElementPath + "tile0" + str(72 + (currentDir -
(((self.dir + 3) % 4) * 2))) + ".png")
else:
if self.color == "blue":
tileNum =136 + currentDir
ghostimage = pygame.image.load(ElementPath + "tile" + str(tileNum) + ".png")
elif self.color == "pink":
tileNum = 128 + currentDir
ghostimage = pygame.image.load(ElementPath + "tile" + str(tileNum) + ".png")
elif self.color == "orange":
tileNum = 144 + currentDir
ghostimage = pygame.image.load(ElementPath + "tile" + str(tileNum) + ".png")
elif self.color == "red":
tileNum = 96 + currentDir
if tileNum < 100:
ghostimage = pygame.image.load(ElementPath + "tile0" + str(tileNum) + ".png")
else:
ghostimage = pygame.image.load(ElementPath + "tile" + str(tileNum) + ".png")

ghostimage = pygame.transform.scale(ghostimage, (int(square * spriteRatio), int(square *
spriteRatio)))

screen.blit(ghostimage, (self.col * square + spriteOffset, self.row * square + spriteOffset,
square, square))

def isValidTwo(self, cRow, cCol, dist, visited):
if cRow < 3 or cRow >= len(gameBoard) - 5 or cCol < 0 or cCol >= len(gameBoard[0]) or
gameBoard[cRow][cCol] == 3:
return False
elif visited[cRow][cCol] <=dist:
return False
return True



def isValid(self, cRow, cCol):
if cCol < 0 or cCol > len(gameBoard[0]) - 1:
return True
for ghost in game.ghosts:
if ghost.color == self.color:
continue
if ghost.row == cRow and ghost.col == cCol and not self.dead:
return False
if not ghostGate.count([cRow, cCol]) == 0:
if self.dead and self.row < cRow:
return True
elif self.row > cRow and not self.dead and not self.attacked and not game.lockedIn:
return True
else:
return False
if gameBoard[cRow][cCol] == 3:
return False
return True

def setDir(self):
dirs = [[0, -self.ghostSpeed, 0],
[1, O, self.ghostSpeed],
[2, self.ghostSpeed, 0],
[3, 0, -self.ghostSpeed]
]
random.shuffle(dirs)
best = 10000
bestDir = -1
for newDir in dirs:
if self.calcDistance(self.target, [self.row + newDir[1], self.col + newDir[2]]) < best:
if not (self.lastLoc[0] == self.row + newDir[1] and self.lastLoc[1] == self.col + newDir[2]):
if newDir[0] == 0 and self.col % 1.0 == 0:
if self.isValid(math.floor(self.row + newDir[1]), int(self.col + newDir[2])):
bestDir = newDir[0]
best = self.calcDistance(self.target, [self.row + newDir[1], self.col + newDir[2]])
elif newDir[0] == 1 and self.row % 1.0 == 0:
if self.isValid(int(self.row + newDir[1]), math.ceil(self.col + newDir[2])):
bestDir = newDir[0]
best = self.calcDistance(self.target, [self.row + newDir[1], self.col + newDir[2]])
elif newDir[0] == 2 and self.col % 1.0 == 0:
if self.isValid(math.ceil(self.row + newDir[1]), int(self.col + newDir[2])):
bestDir = newDir[0]
best = self.calcDistance(self.target, [self.row + newDir[1], self.col + newDir[2]])
elif newDir[0] == 3 and self.row % 1.0 == O:
if self.isValid(int(self.row + newDir[1]), math.floor(self.col + newDir[2])):
bestDir = newDir[0]

best = self.calcDistance(self.target, [self.row + newDir[1], self.col + newDir[2]])
self.dir = bestDir

def calcDistance(self, a, b):
dR = a[0] - b[0O]
dC =a[1] - b[1]
return math.sqgrt((dR * dR) + (dC * dC))

def setTarget(self):
if gameBoard[int(self.row)][int(self.col)] == 4 and not self.dead:



self.target = [ghostGate[0][0] - 1, ghostGate[0][1]+1]
return

elif gameBoard[int(self.row)][int(self.col)] == 4 and self.dead:
self.target = [self.row, self.col]

elif self.dead:
self.target =[14, 13]
return

quads =0, 0, 0, 0]
for ghost in game.ghosts:
if ghost.target[0] <= 15 and ghost.target[1] >= 13:
quads[0] +=1
elif ghost.target[0] <= 15 and ghost.target[1] < 13:
quads[l] +=1
elif ghost.target[0] > 15 and ghost.target[1] < 13:
guads[2] +=1
elif ghost.target[0]> 15 and ghost.target[1] >= 13:
quads[3] +=1

while True:

self.target = [randrange(31), randrange(28)]

quad =0

if self.target[0] <= 15 and self.target[1] >= 13:
quad =0

elif self.target[0] <= 15 and self.target[1] < 13:
quad =1

elif self.target[0] > 15 and self.target[1] < 13:
quad =2

elif self.target[0] > 15 and self.target[1] >= 13:
quad =3

if not gameBoard[self.target[0]][self.target[1]] == 3 and not
gameBoard[self.target[0]][self.target[1]] == 4:
break
elif quads[quad] == 0:
break

def move(self):
self.lastLoc = [self.row, self.col]

if self.dir == 0:

self.row -= self.ghostSpeed
elif self.dir == 1:

self.col += self.ghostSpeed
elif self.dir == 2:

self.row += self.ghostSpeed
elif self.dir == 3:

self.col -= self.ghostSpeed

self.col = self.col % len(gameBoard[0])
if self.col < O:
self.col = len(gameBoard[0]) - 0.5

def setAttacked(self, isAttacked):
self.attacked = isAttacked

def isAttacked(self):
return self.attacked
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def setDead(self, isDead):
self.dead = isDead

def isDead(self):
return self.dead

game = Game(1, 0)
ghostsafeArea =[15, 13]
ghostGate =[[15, 13], [15, 14]]

def canMove(row, col):
if col == -1 or col == len(gameBoard[0]):
return True
if gameBoard[int(row)][int(col)] = 3:
return True
return False

def reset():

global game

game.ghosts = |
Ghost(14.0, 13.5, "red", 0, game.pacman),
Ghost(17.0, 11.5, "blue", 1, game.pacman),
Ghost(17.0, 13.5, "pink", 2, game.pacman),
Ghost(17.0, 15.5, "orange", 3, game.pacman)

]

for ghost in game.ghosts:
ghost.setTarget()

game.pacman = Pacman(26.0, 13.5)

game.lives -=1

game.paused = True

game.render()

def displayLaunchScreen():
pacmanTitle = ["tile016.png", "tile000.png", "tile448.png", "tile012.png", "tile000.png",
"tile013.png"]
for i in range(len(pacmanTitle)):
letter = pygame.image.load(TextPath + pacmanTitle[i])
letter = pygame.transform.scale(letter, (int(square * 4), int(square * 4)))
screen.blit(letter, ((2 + 4 * i) * square, 2 * square, square, square))

characterTitle = [
"tile002.png", "tile007.png", "tile000.png", "tile018.png", "tile000.png", "tile002.png",
"tile020.png", "tile004.png", "tile018.png",
"tile015.png", "tile042.png", "tile015.png",
"tile013.png", "tile008.png", "tile002.png", "tile010.png", "tile013.png", "tile000.png",
"tile012.png", "tile004.png"
]
for i in range(len(characterTitle)):
letter = pygame.image.load(TextPath + characterTitle][i])
letter = pygame.transform.scale(letter, (int(square), int(square)))
screen.blit(letter, ((4 + i) * square, 10 * square, square, square))

characters =
[
"tile449.png", "tile015.png", "tile107.png", "tile015.png", "tile083.png", "tile071.png",
"tile064.png", "tile067.png", "tile078.png", "tile087.png",
"tile015.png", "tile015.png", "tile015.png", "tile015.png",



"tile108.png", "tile065.png", "tile075.png", "tile072.png", "tile077.png", "tile074.png",
"tile089.png", "tile108.png"
][,
"tile450.png", "tile015.png", "tile363.png", "tile015.png", "tile339.png", "tile336.png",
"tile324.png", "tile324.png", "tile323.png", "tile345.png",
"tile015.png", "tile015.png", "tile015.png", "tile015.png",
"tile364.png", "tile336.png", "tile328.png", "tile333.png", "tile330.png", "tile345.png",
"tile364.png"
][,
"tile452.png", "tile015.png", "tile363.png", "tile015.png", "tile193.png", "tile192.png",
"tile211.png", "tile199.png", "tile197.png", "tile213.png", "tile203.png",
"tile015.png", "tile015.png", "tile015.png",
"tile236.png", "tile200.png", "tile205.png", "tile202.png", "tile217.png", "tile236.png"
][,
"tile451.png", "tile015.png", "tile363.png", "tile015.png", "tile272.png", "tile270.png",
"tile266.png", "tile260.png", "tile281.png",
"tile015.png", "tile015.png", "tile015.png", "tile015.png", "tile015.png",
"tile300.png", "tile258.png", "tile267.png", "tile281.png", "tile259.png", "tile260.png",
"tile300.png"
]
]
for i in range(len(characters)):
for j in range(len(charactersi])):
ifj==0:
letter = pygame.image.load(TextPath + charactersi][j])
letter = pygame.transform.scale(letter, (int(square * spriteRatio), int(square *
spriteRatio)))

screen.blit(letter, ((2 +j) * square - square//2, (12 + 2 * i) * square - square//3, square,

square))
else:
letter = pygame.image.load(TextPath + charactersi][j])
letter = pygame.transform.scale(letter, (int(square), int(square)))
screen.blit(letter, ((2 +j) * square, (12 + 2 * i) * square, square, square))

event = ["tile449.png", "tile015.png", "tile452.png", "tile015.png", "tile015.png", "tile448.png",
"tile453.png", "tile015.png", "tile015.png", "tile015.png", "tile453.png"]
for i in range(len(event)):
character = pygame.image.load(TextPath + event][i])
character = pygame.transform.scale(character, (int(square * 2), int(square * 2)))
screen.blit(character, ((4 + i * 2) * square, 24 * square, square, square))

wall = ['tile454.png", "tile454.png", "tile454.png", "tile454.png", "tile454.png", "tile454.png",
"tile454.png", "tile454.png", "tile454.png", "tile454.png", "tile454.png", "tile454.png", "tile454.png",
"tile454.png"”, "tile454.png"]
for i in range(len(wall)):
platform = pygame.image.load(TextPath + wall[i])
platform = pygame.transform.scale(platform, (int(square * 2), int(square * 2)))
screen.blit(platform, ((i * 2) * square, 26 * square, square, square))

instructions = ["tile016.png", "tile018.png", "tile004.png", "tile019.png", "tile019.png",
"tile015.png", "tile019.png", "tile016.png", "tile000.png", "tile002.png"”, "tile004.png", "tile015.png",
"tile020.png"”, "tile014.png", "tile015.png", "tile016.png", "tile011.png", "tile000.png", "tile025.png"]
for i in range(len(instructions)):
letter = pygame.image.load(TextPath + instructionsi])
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letter = pygame.transform.scale(letter, (int(square), int(square)))
screen.blit(letter, ((4.5 + i) * square, 35 * square - 10, square, square))

pygame.display.update()

running = True
onLaunchScreen = True
displayLaunchScreen()

def pause(time):
cur=0
while not cur == time:
cur+=1

while running:
for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False
game.recordHighScore()
elif event.type == pygame.KEYDOWN:
game.paused = False
game.started = True
if event.key == pygame.K_w:
if not onLaunchScreen:
game.pacman.newDir =0
elif event.key == pygame.K_d:
if not onLaunchScreen:
game.pacman.newDir =1
elif event.key == pygame.K_s:
if not onLaunchScreen:
game.pacman.newDir = 2
elif event.key == pygame.K_a:
if not onLaunchScreen:
game.pacman.newDir =3
elif event.key == pygame.K_SPACE:
if onLaunchScreen:
onLaunchScreen = False
game.paused = True
game.started = False
game.render()
pygame.mixer.music.load(MusicPath + "pacman_beginning.wav")
pygame.mixer.music.play()
musicPlaying =1
elif event.key == pygame.K_q:
running = False
game.recordHighScore()

if not onLaunchScreen:
game.update()
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Pucynok 1.4 —I'pa «Pac-256»



Pucynok 1.5 — I'pa «Pac-Man Championship World»

KiNbKICTb OUOK

Jla6ipuHT

KiINbKICTb XUTTIB

N 7

Pucynok I'.6 — 3006paxkeHHs mpoToTuity inTepdeiicy kopucrysaua rpu “Pac-

Man
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Mone iHpMKauii
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Haukpauwuu pesynbtaT

Pucynok I'.7 — OcHOBHA CTpyKTypHa cXxema IporpamMmu
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KoprcTysas
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Pucynok I'.8 — Jliarpama akTUBHOCTI
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Game

berries : list
bernesCollected - list
berryLocation : st
berryScore : int
berryState : list
collected : mt
extraLifeGiven : bool
gameOver : bool
ameOverCounter : mt
ghostScore : it
ghostStates : st
ghostUpdateCount : it
ghostUpdateDelay : mt
ghosts - list
ghostsAttacked : bool
highScore : mt

level

levelTimer : mt
levels : list

Iives : inf
lockedIn : bool
lockedInTimer : in
nmsicPlaying : it
pacman
pacmanUpdateCount : int
pacmanUpdateDelay : mt
paused : bool

points - st
pointsTuner : mt
score

started : bool
fictakChangeCount : mt
fictakChangeDelay : mt
total : mt

checkSurroundings()
clearBoard()
displayBerries()
displayLives()
displayScore()
drawBerry()
gameOverFunc()
newLevel()
recordHighScore()
render()
softRender()
fouclingPacman(row. col)
update()

K
) 3/ newDir : int

Ghost

attacked : bool
attackedCount - mt
attackedTumer : mf
changeFeetCount : nt
changeFeetDelay : mt
col

color

dead : bool
deathCount : mt
deathTumer : mf
dur - inf

ghostSpeed : float, mt
lastLoc : hist

10w

target - st

HighScore

filename - str

drawReady()
drawTilesAround(row, col)

getHighScore()

GetCount

mex : t
total . mt

drawPoints(points, row, col)
flipColor()
getCount()

calcDistance(a, b)
draw()

1sAttacked()

1sDead()

1Vald(cRow, cCol)
1sValdTwo(cRow, ¢Col, dist, visited)
move()
setAttacked(isAttacked)
sefDead(isDead)
setDur()

sefTarget()

update()

Pacman

col

dir - mt
mouthChangeCount : mt
mouthChangeDelay : int
mouthOpen : bool

pacSpeed : float
row

draw()
update()

Music
variationl : sfr
variation2 : str

forcePlayMusic(music)
playMusic(music)

Pucynok I'.9 — Jliarpama knacis

X CraH nporpamu \
[3anycTutu nporpamy]
[Crap1]
( MporpaMa BUKOHYETLCS = [NpunmemTy]
L ' Pobutu l
y,
[(Mpwaynuweno] [He|npuaynuseno)
i [Nporpama npuaynusenal \
[CTon]
Yekatn
(.
>@r<
N [Buxig)
. J

Pucynok —I'.10 /liarpama craHiB
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Pucynok I'.11- OcHoBHa cxema (pyHKIIIOHYBaHHS Tpu “Pac-Man”
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Mouarox
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Pucynok I'.12 — OcHoBHa cxema (pyHKI1OHYBaHHS IPUBUAIB Y rpi “Pac-Man”
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EEEEE—
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Sy
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OUTUINE
TIMELINE
Pmater O @0A0

Ln 485, Col 23 (25 selected) Spaces4 UTF-8 CRIF Python 3.10464-bit @Golve QPremier & Q

Pucynok I'.13 — Bikno cepenosuiia po3pooku Visual Studio Code

FAC MAM

CHARACTER . NICKHNAME
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PRESS SPACE TO PLAY

Pucynok I'.14 — I'onoBHe MeHIO
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Pucynok I'.16 — IrpoBuii nporec
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Pucynox I'.18 — 3aBepuiennst epexty eHepmxaiizepa
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01:05,93

Ha Hynb

01:05,563

Pucynox I'.19 — 3amip yacy 10 BrockoHaieHHs anroputmib iHTesnekTy NPC

00:3/,54

Ha Hynb Craprt

00:37,54

Pucynok I'.20 — 3amip gacy miciasi BIOCKOHAJICHHS aITOPUTMIB THTETICKTY

NPC
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BakanaBpcbKa AWnIoMHa poboTa Ha Temy

KOMITIOTEPHA T'PA "PAC-MAN 3
YAOCKOHANTEHUM IHTEZIEKTOM NPC

BukoHas: cT. rp. 3KH-206
KocTiok |.A.

KepiBHuK 6ap: acucteHT Kacdeapu KH
Maniniy 1. 1.

Pucynoxk I'.21 — TurynbHuU cnaiig npe3eHTartii

AKTyanbHICTb

AKTyasibHiCTb aHOT po60TH 3yMOB/IEHa NiABULLEHUM iHTEepecom Ao NabipuHTiB Ta
apKaj cepej reMmepis, a TaKoX HEOBXiAHICTIO PO3PO6KM MOKPALLEHUX a/irOPUTMIB
iHTenekty NPC, 3aana nigBULLEHHA 3aLiiKeBAEHOCTi B irpOBOMY MPOAYKTI.
BaockoHaneHHs anroputmis iHTenekty NPC y rpi Pac-Man € 3Ha4HMM KPOKOM Yy
[aHOMY HanpsIMKY, OCKi/JIbKM [03BO/IUTb iHLWMM PO3PO6HMKaM BAOCKOHaloBaTH
aNropuTMK IHTENEKTY HeirpoBMUX NepCoHaXiB B CBOIX NPOEKTaX.

Mpote, icHYOTb HEAONIKM, i3 AKMMM 3iLUTOBXHYTbCA KOPUCTYBaYi B apKajax:
» O6mexeHa ramMbuHa irpoBoro npouecy.

» [loBTOpIOBaHICTb iIrPOBMX €/1EMEHTIB.

» O6MekeHa MOXKMBICTb A1 PO3BUTKY HAaBUYOK.

Pucynok I'.22 — Crnaiig npe3eHTallii npo akTyajibHICTh
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MeTa, 06’€KT Ta NpeaMeT A0CNiAXKEeHHA

» MeTolo € po3wMpeHHsa dyHKLiN anroputmie iHTenekty NPC y rpi «Pac-Man»,
AKMI 3MOKE NIAHATU IHTepec A0 NPOAYKTY.

» 06’ekToM € cama rpa Pac-Man, a TakoX NpoLec CTBOPEHHSA Ta BMNPOBaJXeHHA
NOKpaLUeHMX anropuTmis iHTenekTy NPC, KM BUKOPUCTOBYIOTCA B Hil.

» [lpeameToM JocnifXKeHHA € po3pobKa Ta BUNPOBYBaHHSA airopuTMiB Ta
MeToZiB iHTeNIeKTya/IbHOro KepyBaHHA HeirpoBMMM NepcoHaxamu, fKi
BMKOPUCTOBYIOTbCSA B rpi Pac-Man.

Pucynox I'.23 — Cnaiin npe3eHrairii mpo MeTy, 00’ €KT Ta IpeIMeT

JTOCIIIKEHHS

3ansaHoBaHi 3aZa4yi Ha 6aKaslaBpPCbKYy
AUMNJIOMHY po60oTYy

» O6rpyHTYBaHHS A0LiNbHOCTI CTBOPEHHS rpu Pac-Man 3 B4OCKOHaIEHMMM
anroputmamu iHTenekty NPC

AHani3 icHylo4MX pileHb.
MpoekTyBaHHA anropuTmiB iHTenekTy NPC.
Peanizayis moayno BAOCKOHaNEHHs anroputmis iHTenekty NPC.

TecTyBaHHs rpuy nicas BAOCKOHaNEHHS anroputmiB iHTenekty NPC.

Y 9 ¥ ¥ W%

OdopmneHHsa matepianis fo 3axmcTy B/P.

Pucynok I'.24 — Cnaiig npe3eHTalii npo 3arjiaHoBaHi 3aJa4i Ha

0akanaBpChKy AUILIOMHY pOOOTY
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IcHytoui aHanoru rpu «Pac-Man»

Pac-man Championship Edition DX

Pucynox I'.25 — Crnaiin npe3enTariii npo icHyroui aHanoru rpu «Pac-Many

306paxkeHHs npoToTMny iHTepdency
KopucTtyBada rpm “Pac-Man”

KiNbKiCTb 040K

Nabipuut

KinbKICTb XHUTTIB

r
)

]

=2

Pucynox I'.26 — Cnaiin npe3enTatiii mpo 300pa>keHHS IPOTOTHUITY

iHTepdeiicy kopucTtyBada rpu “Pac-Man”



OcHOBHa CTPYKTypHa cxema nporpamu

Pucynox I'.27 — Cnaiin mpe3eHTaliii mpo OCHOBHY CTPYKTYPHY CXeMY

porpamu

AliarpamMa akTMBHOCTI

Pucynok I'.28 — Cnaiig npe3enTarntii npo giarpamy akTUBHOCTI



[Aiarpama Knacis

Pucynok I'.29 — Crnaiig npe3eHTaliii npo giarpamy Kiacis

Aiarpama cTaHiB

Pucynox I'.30 — Cnaiin nmpe3eHTartii mpo giarpaMmy CTaHiB



OcHoBHa cxema (pyHKLiOHYBaHHA rpu
“Pac-Man”

Pucynok I'.31 — Crnaiig npe3eHTaliii npo OCHOBHY cXxeMy (yHKIIIOHYyBaHHS

rpu “Pac-Man”

OcHoBHa cxema pyHKLiOHYyBaHHA
npusuAais y rpi “Pac-Man”

Pucynok I'.32 — Crnaiig npe3eHTalii npo OCHOBHY cxeMy (yHKI[IOHYBaHHS

npuBHIIB y rpi “Pac-Man”
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BukopucTaHi TexHonoril

Python - ue BMCOKOpiBHEBa MOBa MPOrpamyBaHHA 3arasbHOro NpU3HaYeHHs,
Bi/JoMa CBOEIO NMPOCTOTO Ta YUTABENbHICTIO CUHTAKCHUCY.

Visual Studio Code - Lie 6e3KOLITOBHE Ta rHyuKe iHTerpoBaHe cepe/oBuiLe po3pobku Big Microsoft,
AIKe NIATPUMYE Pi3Hi MOBM NpoOrpamyBaHHsA, HaAaoum dyHKL T aBTOJ0NOBHEHHS, BiANaroAXeHHA Ta iHTerpali

Pucynox I'.33 — Cnaiin npe3eHratiii mpo BUKOPUCTaH1 TEXHOJIOT1i

BikHO po3po6ku rpu Pac-Man y Visual
Studio Code

Pucynox I'.34 — Cnaiin mpe3enTartiii mpo BikHO po3poOku rpu Pac-Man y
Visual Studio Code



[0 BAOCKOHaNEHHS licns BAOCKOHaNEHHSA
anroputmis iHTenekty NPC anropmtmis iHTenekTy NPC

iup _HIGH SCORE
8880 S880

1up HIGH SCORE
< S985

Pucynoxk I'.35 — Cnaiin nmpe3eHTarii npo pe3yJbTaTy TECTYBaHHS

BUCHOBKMU

MocTaBneHi nepes 6akanaBpCcbKoOK AUMNIOMHOK Po6oTY 3aAaYi BUKOHAHO B MOBHOMY 06CS3i,
a came:

» [lpoBegeHo aHani3 iCHyl4YMX aHanoriB.
» [poBeaeHo AocnifxeHHa anropuTmis iHTenektTy NPC y Komn’TepHin rpi «Pac-Man».
» Po3pobneHo komn’toTepHy rpy Pac-Man.

» BpaockoHaneHo anroputmu iHtenekty NPC.

» lpoTecToBaHo irpoBMIM NPOEKT 0 BAOCKOHANIEHHS Ta MiCAs.

» Po3pobneHo iHCTpyKLilo KopuMcTyBaya Komn'toTepHoi rpu «Pac-Man»

&

V.

Pucynox I'.36 — Crnaiin mpe3eHTailii mpo BUCHOBKHU
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Alakyto 3a yBary!

Pucynoxk I'.37 — OctanHiii cnaiin



JIOJIATOK 1

IHcTpyKIifA KopucTyBaya

Jlns  xepyBanHs Pac-Man BHUKOpHCTOBYWTE KiaBilll 31 CTpUIKAMU Ha
KJIaBiaTypi: BrOpy, BHU3, BJIIBO Ta BIpaBo, ado kiasimr WASD it aHamoTiuHux .
[I{o6 po3moyatu rpy, HaTUCHITH MPOO1NI. SKIIO TpaBIo MOTPIOHO 3POOUTH TMay3y B
rpi, HaTUCHITH KiaBimy "P". 11106 mpoAOBXHUTH TPy IMICHsA Tay3W, HEOOXIJITHO
HaTUcHYTH "P" mie pa3. HeoOxiHo BUKOpHUCTOBYBATH 111 KJIaBili Jjisl HaBiramii Pac-

Man no nabipuHTy, 30Upar04YM Kparnky Ta YHUKAIOUW TPUBHUJIIB.
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