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ДОДАТОК А  

Перелік посилань відповідно до наукових досліджень кафедри 

 

18. Danylenko, S., Smelyakov, K., Chupryna, A. Methods of Digital-To-Analog 

Conversion for Reproduction of Sound Waves. 2022 IEEE 9th International Conference 

on Problems of Infocommunications Science and Technology, PIC S and T 2022 - 

Proceedings, 2022. 

19. Smelyakov, K., Smelyakov, S., Chupryna, A. Adaptive edge detection 

models and algorithms. Studies in Computational Intelligence, 2020. 
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ДОДАТОК Б 

Звіт результатів Перевірки на унікальність тексту 

 

 

Рисунок Б.1 – Результати перевірки 
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ДОДАТОК В 

Апробація результатів роботи 

 

https://openarchive.nure.ua/entities/publication/392d0519-626f-46d9-a8da-

d5e16f5a12e9 

 

https://openarchive.nure.ua/entities/publication/392d0519-626f-46d9-a8da-d5e16f5a12e9
https://openarchive.nure.ua/entities/publication/392d0519-626f-46d9-a8da-d5e16f5a12e9
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ДОДАТОК Г 

Слайди презентації 

 

 

Рисунок Г.1 – Слайд 1 

 

 

Рисунок Г.2 – Слайд 2 
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Рисунок Г.3 – Слайд 3 

 

 

Рисунок Г.4 – Слайд 4 
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Рисунок Г.5 – Слайд 5 

 

 

Рисунок Г.6 – Слайд 6 
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Рисунок Г.7 – Слайд 7 

 

 

Рисунок Г.8 – Слайд 8 
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Рисунок Г.9 – Слайд 9 

 

 

Рисунок Г.10 – Слайд 10 
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Рисунок Г.11 – Слайд 11 

 

 

Рисунок Г.12 – Слайд 12 
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Рисунок Г.13 – Слайд 13 

 

 

Рисунок Г.14 – Слайд 14 
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ДОДАТОК Д 

Експертний висновок результатів перевірки кваліфікаційної роботи на 

відповідність оформлення вимогам ДСТУ 3008:2015 

 

 

Рисунок Д.1 – Експертний висновок 
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ДОДАТОК Е 

Скрипти прототипу 

 

Скрипт Player.cs 

using Game.Items; 

using UnityEngine; 

 

namespace Game.Player 

{ 

    public class Player : MonoBehaviour 

    { 

        [SerializeField] private Inventory inventory; 

 

        [Header("Additional Player`s Parameters")] 

        [SerializeField, Range(80f, 120f)] private float maxWeight; 

        [SerializeField, Range(45f, 60f)] private float minWeight; 

        [SerializeField] private PlayerPlaceholder playerPlaceholder; 

 

        private float _health; 

        private float _maxHealth; 

        private float _stamina; 

        private float _maxStamina; 

        private float _weight; 

        private bool _isRun; 

 

        private Vector3 _currentPosition; 

        private float _currentAngle; 

        private float _currentSpeed; 

        private float _maxAngleToMove; 

 

        public float Health { get { return _health; } set { _health = 

Mathf.Clamp(value, 0f, _maxHealth); } } 

        public float MaxHealth 

        { 

            get 

            { 

                _maxHealth = 10 * Weight; 

                return _maxHealth; 

            } 

        } 

        public float Stamina { get { return _stamina; } set { _stamina = 

Mathf.Clamp(value, 0f, _maxStamina); } } 

        public float MaxStamina {  

            get  

            { 

                _maxStamina = (100 + 1 * Weight) * (Health / MaxHealth); 

                return _maxStamina;  

            }  

        } 

        public float Weight { get { return _weight; } set { _weight = 

value; } } 

        public float MaxWeight { get { return maxWeight; } set { maxWeight 

= value; } } 
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        public float MinWeight { get { return minWeight; } set { minWeight 

= value; } } 

        public bool IsRun { get { return _isRun; } set { _isRun = value; } 

} 

        public Inventory Inventory { get { return inventory; } set { 

inventory = value; } } 

        public Vector3 CurrentPosition {  

            get { 

                _currentPosition = transform.position; 

                return _currentPosition;  

            } 

        } 

        public float CurrentAngle {  

            get { 

                Vector3 playerDirection = -transform.up; 

 

                if (Physics.Raycast(transform.position, playerDirection, 

out RaycastHit hit)) 

                { 

                    Vector3 surfaceNormal = hit.normal; 

                    Vector3 characterForward = transform.forward; 

                    float slopeAngle = Vector3.Angle(Vector3.up, 

surfaceNormal); 

                    Vector3 slopeDirection = 

Vector3.ProjectOnPlane(surfaceNormal, Vector3.up).normalized; 

                    return _currentAngle = slopeAngle * 

Mathf.Sign(Vector3.Dot(slopeDirection, characterForward)); 

                } 

                else 

                    return _currentAngle = 0f; 

            } 

        } 

        public float CurrentSpeed { get { return _currentSpeed; } set { 

_currentSpeed = value; } } 

        public float MaxAngleToMove { 

            get { 

                _maxAngleToMove = -20 * CalculateOverallWeight(0.4f, 0.6f) 

+ 60; 

                return _maxAngleToMove; 

            } 

        } 

        public PlayerPlaceholder PlayerPlaceholder { get { return 

playerPlaceholder; } set { playerPlaceholder = value; } } 

 

        /// <summary> 

        /// Calculates the weight coeficient (if MaxWeight = 100, Weight = 

60, K = 0) 

        /// </summary> 

        /// <returns><b>K</b> - coeficient (from [1] to [2])</returns> 

        public float CalculatePlayerWeight() => (Weight - MinWeight) / 

(MaxWeight - MinWeight) + 1; 

 

        /// <summary> 

        /// Calculates the weight of inventory coeficient 

        /// </summary> 

        /// <returns><b>K</b> - coeficient (from [0] to [1])</returns> 

        public float CalculateInventoryWeight() => Inventory.Weight / 

Inventory.MaxWeight; 
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        /// <summary> 

        /// Calculates the overall weight coeficient 

        /// </summary> 

        /// <param name="k1">Accounting factor to player weight 

coeficient</param> 

        /// <param name="k2">Accounting factor to inventory weight 

coeficient</param> 

        /// <returns><b>K</b> - coeficient (from [1] to [2])</returns> 

        public float CalculateOverallWeight(float k1, float k2) 

        { 

            float sumK = k1 + k2; 

            float factK1 = 1 / sumK * k1; 

            float factK2 = 1 / sumK * k2; 

 

            float min = factK1; 

            float max = 2 * factK1 + factK2; 

 

            return (CalculatePlayerWeight() * factK1 + 

CalculateInventoryWeight() * factK2 - min) / (max - min) + 1; 

        } 

 

        /// <summary> 

        /// Calculates the angle coeficient between _player and surface 

        /// </summary> 

        /// <returns><b>K</b> - coeficient (from [-1] to [1])</returns> 

        public float CalculatePlayersAngle() => (CurrentAngle + 

MaxAngleToMove) * 2 / (MaxAngleToMove + MaxAngleToMove) - 1; 

 

        /// <summary> 

        /// Calculates the run coeficient 

        /// </summary> 

        /// <returns><b>K</b> - coeficient (from [1] to [2])</returns> 

        public float CalculateRun() 

        { 

            if (IsRun) 

                return 2f; 

            else 

                return 1f; 

        } 

 

        /// <summary> 

        /// Calculate spending stamina per second 

        /// </summary> 

        /// <param name="k1">Accounting factor to player angle 

coeficient</param> 

        /// <param name="k2">Accounting factor to player weight 

coeficient</param> 

        /// <param name="k3">Accounting factor to inventory weight 

coeficient</param> 

        /// <returns></returns> 

        private float CalculateStaminaPerSecond(float k1, float k2, float 

k3) 

        { 

            float sumK = k1 + k2 + k3; 

            float factK1 = 1 / sumK * k1; 

            float factK2 = 1 / sumK * k2; 

            float factK3 = 1 / sumK * k3; 
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            return 100 * ((factK1 * CalculatePlayerWeight() + factK2 * 

CalculateInventoryWeight() + factK3 * CalculatePlayersAngle()) * 

CalculateRun()) * (Health / MaxHealth); 

        } 

 

        public void SpendStamina() => Stamina -= 

CalculateStaminaPerSecond(3f, 3f, 4f) * Time.deltaTime; 

 

        public void RecoverStamina() => Stamina = Mathf.Clamp(Stamina + 

CalculatePlayerWeight(), 0f, MaxStamina); 

    } 

} 

Скрипт PlayerController.cs 

using UnityEngine; 

 

namespace Game.Player 

{ 

    public class PlayerController : MonoBehaviour 

    { 

        [SerializeField] private PlayerParameterStorage playerStorage; 

        [SerializeField] private Player playerPrefab; 

 

        private Player _player; 

 

        public Player Player {  get { return _player; } } 

 

        public void SelectPerson(int index) 

        { 

            if (_player != null) 

                Destroy(_player.gameObject); 

 

            _player = Instantiate(playerPrefab); 

 

            Instantiate(playerStorage.Players[index].Model, 

_player.PlayerPlaceholder.transform); 

 

            _player.Weight = playerStorage.Players[index].Weight; 

            _player.Stamina = _player.MaxStamina; 

            _player.Health = _player.MaxHealth; 

        } 

 

        public void SelectInventory(float weight) => 

_player.Inventory.Weight = weight; 

 

        public void SelectHP(float hp) 

        { 

            if (hp == -1) 

                _player.Health = _player.MaxHealth; 

            else  

                _player.Health = hp; 

        } 

    } 

} 


