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Opneca — 2021
AHOTAILIA

VY nunnoMHiA poOoTi peanizyeTbest TeMa «Po3poOka amapaTHO-pOrpaMHHUX
3ac001B IS ITPOBOI 1HAYCTPIiY.

MeToro TUIIOMHOT pOOOTH € MMPOEKTYBAHHS IFPOBOT CUCTEMH, il MPOrpamMHO-
amapaTHa peanizaiis.

B xoxi poGotu Oyna cmpoekToBaHa irpoBa KiMHarta, oOpaHa HalOUIbII
IiAXO0AsIIa anapaTtHa 6a3a, IporpaMHo 1 amapaTHO peaii3oBaHi iIrpoBi €1EeMEHTH, a

TaK caMo po3po0seHuid iHTepdeiic 11s oneparopa.



ABSTRACT

The diploma theme is "Development of hardware and software for the gaming
industry "

The goal of diploma is to design the game system, its software and hardware
implementation.

There will be designed a playroom, chosen the most suitable hardware base ,
implemented both hardware and software elements of the game, as well as developed

the interface for the operator .



AHHOTALMS

B naunnomuoit pabore peanmsyercs Tema «PaspaboTka ammapaTHO-
IIPOTPAMMHBIX CPENCTB JJIS1 UTPOBOM UHIYCTPUM.

[enbto qUIIIOMHON pabOThI SIBISETCS TPOSKTUPOBAHUE UTPOBOM CUCTEMBI, €€
IPOrpaMMHO-aIIapaTHas peann3anusl.

B xoze paboThl ObLJIa CIPOCKTHPOBAHA UTPOBAsi KOMHATA, BEIOpaHa HanboJiee
MOJIXO/IAIIasl anmnaparHas 6a3a, MporpaMMHO U anmapaTHO peaju30BaHbl UTPOBBIC

AJIEMEHTHI, a TaKkXKe pa3padoTaH nHTepdeiic onepaTopa.
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BCTVII

Baxko ysaBuUTH cydacHUW CBIT 0€3 MIKPOKOHTpojepiB. Bonu mmpoxo
BUKOPHUCTOBYIOTBCSI B aBTOMOOUIbHIM €NEKTPOHIli, aBTOMaru3aiii OyaiBelb,
noOyTOBiM TEXHiIll, TPOMHUCIIOBIA aBTOMATHIIl, CUCTeMaX OCBITJICHHS, MOOUIBHIN
eJIEKTPOHILi. MOXKIIMBOCTEH 3aCTOCYBaHHS MIKPOKOHTPOJIEPIB HEMMOBIpHa 6e3:iy,
1 IPaKTUYHO B KOKHOMY BUMAJKY 3a7a4ya yYHIKaJIbHA.

Ha choromimHiii JeHp MIMPOKOIO MOMYJSPHICTIO KOPUCTYIOTHCS IFPOBI
KIMHATH, TOBHICTIO a00 YacCTKOBO aBTOMATHU30BaHi, /¢ TpaBlli OE3MOCEPEIHHO
B3a€EMOJIIIOTh 3 MEXaHI3MaMH Ta BHUPIIIYIOTh TOJOBOJIOMKH, 1100 BUOpaTuCs 3
KIMHATHU 32 0OMEeXeHY KUJIbKICTh Yacy.

Metor JaHoi AUIJIOMHOI poOOTH € peaiizallisl IrpoBOi CUCTEMU Ha 0asi
MIKPOKOHTPOJIEPHUX T1JIaT.

st mocsirHeHHsT 1i€i MeTh OyB TMOOYJOBaHWM TUIaH ITPOBOI KIMHATH |
CIIPOEKTOBAHO 4 IrPOBUX €JIEMEHTA 1 peasli30BaHUM MPOCTO CIOCIO JUCTAHIIIHHOTO

B33€MOI[ﬁ 3 IMMH CIICMCHTAMU .
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BHUCHOBKHU

B xoni HanucaHHs TUIUIOMHOI poOOTH OYB MPOBEACHMI JI€TANIbHUM aHAII3
IrpOBUX KBECT-KIMHAT, METOAIB PO3POOKHU Ta HAJIArOKEHHs IPOrPaMHOT YaCTHHU
TpU.

Buxoasun 3 0coOIMBOCTEH CHCTEMH 1 MPOBEJACHOTO aHali3y METOIIB
PO3pOOKH MPOTrpaMHOTo 3a0e3MeUeHHs Il KBeCT-KIMHAT, OyJia 0OpaHa HaNWO1IbII
M1IX0A1a MIKPOKOHTPOJIEPHA TJ1aTa.

Ha ocHoB1 00panoi muiatu 0yinu po3po6iieHi 1 CIPOeKTOBaHI1 IrpOB1 3aBIaHHS.
Hamnucani 3aBgaHHsa Oyjiyd Opi€HTOBaHI Ha JICTKMW PIBEHBb 1 YCIIIIHO IPOMIILIN
IpOrpaMHe TECTyBaHHSI.

byB peanizoBanuii mpocTuil iHTepdeic s omeparopa, IO IOJArae B
MOXJIMBOCTI JUCTAHIIMHOI B3a€MOii 3 ITPOBUMH €JIEMEHTaMU 3a JOTMOMOTOIO
NyJbTa IUCTAHIIHHOTO KepyBaHHS.

byB mnpoBeneHuil aHami3 METOAIB HaJaro/PKEHHS 1 TECTYBaHHS ITPOBUX
kimMHaT. Takox Oyina BCTAaHOBJICHA HEMOXJIHUBICTh 00XOJy OyIb-sSKUX 3arajok B
pealii30BaHOMY MPOEKTI, 1, IK HACIJIOK, HETIOPYIIYBaHICTh X0y I'PH.

Takum YMHOM, B JUIUIOMHIM poOOTI peani3oBaHi 3arajibHi MPUHLIMIIH

aBTOMaru3amii KBeCT-KIMHAT.
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