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ABSTRACT

Master Thesis: 87 pp., 53 fig., 55 sources.

Thesis Subject: Methodology for determining the conversion layer between
the level of models and the level of implementation

The object of research: the process of modeling systems and integrating
models with visualization in a 3D environment.

The purpose of the work: development of a methodology for determining
the conversion layer between the level of models and the level of implementation,
which ensures the integration of model-oriented system engineering with
visualization in the Unity environment to increase the efficiency of the design and
implementation of complex systems.

Research subject: methods and approaches to transforming models to
create interactive visualizations of systems.

Research results

The work has developed a methodology for defining the conversion layer
between models and visualization in the Unity environment, which allows
automating the process of data transfer and conversion between IBM Rhapsody
and Unity. Effective approaches to processing and abstracting data, which
contribute to increasing the accuracy of visualization and intuitive understanding
of models, have been determined.

Conclusion

The methods and concept proposed in the work allow reducing the
complexity of the process of integration between models and their implementation

in the form of interactive visualizations.

MODEL-BASED SYSTEMS ENGINEERING, UNITY, MODEL
CONVERSION, VISUALIZATION, UML, 3D VISUALIZATION, MODEL
INTEGRATION, MODEL TRANSFORMATION
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BCTYII

AKTYaJIbHICTh TEeMH JTOCJTIIKEeHHS.

VY cydacHiif iH)XeHepili MOCTIHHO 3POCTAa€ CKIAJHICTh MPOEKTYBaHHS Ta
PO3pOOKH CHCTEM, III0 BHMara€ BUKOPHUCTAHHS OUIbII €()EKTUBHUX MIAXOJIB JI0
MOJICJIIOBaHHSl Ta Bi3yanmizauii. MoaenbHO-OpIEHTOBAHA CHUCTEMHA IHXKEHEpIs
(MDE) no3Boisisie cTBOproBatH (HhOpMasi3oBaHi MOJEI CKJIaJHUX CHCTEM, IO
3HAQYHO CHOPONIYyE TPOLIECH MPOCKTYBaHHS Ta TecTyBaHHsA. [Ipore BuHHKae
HEOOX1IHICTh y MOOYI0OB1 3B'SI3KYy MIXK CTBOPEHUMH MOJENISIMHU Ta iX MOJAJbIIOI0
peamzaii€l0 B IHTepaKTHMBHHX cepeaoBuiax, Takux sk Unity. Ile mo3soise
3MIACHUTA HAOYHE YSBJIEHHS (PYHKIIOHYBaHHS CHCTEMM Ha OCHOBI Mojened Ta
3a0e3neunTy e(PeKTUBHY IHTErpalil0 MK IHCTpPYMEHTaMH MojeltoBaHHS Ta 3D-
Bi3yaunizalii. AKTyaJbHICTh JOCHIIKEHHS OOYMOBIIEHa MNOTpebOo0 B po3poliii
e(peKTUBHUX METOMAIB 1 MIAXOMIB 10 TMEpPETBOPEHHS MOJENIeH y BipTyajbHe
CEepeNIOBUINE, IO CIPHUSE 3MEHIICHHIO PH3UKIB Ta MIABUIICHHIO TOYHOCTI
PO3POOKH CKIIaJIHUX CUCTEM.

BaxyiuBuM acmekToM IS 1HXKEHEpPIB Ta PO3POOHUKIB € MOMIMBICTD
neperjasgy Ta OLIHKM CTBOPEHUX MOJENeH Yy BHIJISAI BI3yaJlbHO 3pPO3YyMUIMX
NpoTOTUMIB Ta cumyisiiid. Texuounorii 3D-Bizyaunizalii, 30KpeMa cepeoBUIIe
Unity, HagaroTh MOXKJIMBICTh CTBOPCHHS 1HTEPAKTHMBHUX CEPEIOBHIN, € MOICII
MOXKYTh OYTH MPEICTABJICHI Y 3p03yMiIoMy TpuBUMIpHOMY (opmarti. Lle no3Bomsie
3HU3UTU PU3UKHU Ha eTamnax BIPOBAKEHHSI, 3a0€3MeUNTH TOYHIIIUNA KOHTPOJb 3a
pPO3pOOKOIO Ta TMOJIETIIMTH KOMYHIKAIII0 MDK pO3pOOHMKAMH Ta IHIIHUMHU
y4aCHUKaMU MPOIIECy.

AKTYyaJIbHICTh JTOCHIPKEHHSI MOJIATae y BHUPIMICHHI MpoOiieMu e()EeKTUBHOT
IHTErpailii MoJIeIbHO-OPIEHTOBAHUX MOJIeNiel 3 THCTpyMEHTaMHU Bi3yaui3ailii, 1o €
KJIFOUOBUM (pakTopom juisi 3a0e3MeUeHHs] HA0YHOCTI Ta JOCTYMHOCTI CTBOPEHHUX
cucteM. Po3poOka Meromosorii mepetBopenns moaeiei 3 IBM Rhapsody o Unity
CIIpUSIE 3HIKEHHIO CKJIAJHOCTI MPOIIECIB IPOEKTYBAaHHA Ta peajizallii, 1o

BAXXJIMBO JUIsl CKOPOUCHHSI BUTpAT 4acy Ta pecypciB Ha po3poOky. Lle mo3Bonsie
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MIJBUIIUTH KOHKYPEHTOCHPOMOXKHICTh PO3pOOOK Ta 3a0e3MeUUTH SKICHIMIHUMA
MPOAYKT 3a PaxyHOK ONTHUMI3aIlli MPOIIECIB CTBOPEHHS 1 TECTyBaHHSI CUCTEM Ha
OCHOBI1 MOJIEJIEH.

Kpim TOro, Jocini/pKeHHsl BIANOBiIa€ NOTpedaM CY4YaCHOIO PUHKY Y
3a0e3MeueHHl THY4YKOi 1HTerpauii pi3HUX MOporpaMHuX IatgopM, 110
BUKOPUCTOBYETHCSI Y MPOEKTYBAaHHI Ta Bi3yallizalil CKiIaJgHUX cucteM. Po3pobOka
IHHOBAIlIMHUX IMIAXOMIB J0 Bi3yalizamii MoOJeled JO03BOJISIE PO3IIUPUTH
MOXJIMBOCT1 MOJICTIOBAHHS, 3pOOUTH MPOIIECH PO3pPOOKU OUIbII aJaliTUBHUMHU Ta
rHyukumu. lle Mae ocoOiuMBe 3HA4YeHHS B yMOBax 3pOCTalOuoi MOTpedu B
TEXHOJIOTISIX BIPTYyaJIbHOI PEajJbHOCTI Ta IX 3aCTOCYBaHHI y MpPOIECI HaBYaHHS,

CUMYJISIIINA Ta BUIPOOYBaHb.

Meta nociiizkeHHs1 - po3poOKa METOJI0I0T1i BU3HAYEHHS IIapy KOHBepcCil
MDK pIBHEM MOJeJel Ta pIBHEM IMIUIEMEHTAlli, M0 3a0e3nedye IHTerpaliro
MOJEJIbHO-OPIEHTOBAHOI CUCTEMHOI 1HXKEHEpii 3 BI3yalli3alll€l0 y CepeoBUIIi
Unity s migBuiieHHs e(EKTHBHOCTI NMPOEKTYBaHHS Ta peailizamii CKIaJHUX

CHCTCM.

O0’ekT n0CHiIKEeHHSI - TPOIEC MOJENIOBAaHHS CHUCTEM Ta IHTerparii

MozeIel 3 Bizyauizaniero y 3D-cepenoBuii.

I[IpeameT moc/izKeHHS - METOAM Ta MIAXOAU O MEPETBOPEHHS MOAeieH

JUISl CTBOPEHHS IHTEPAKTUBHUX Bi3yasi3alllid CUCTEM.

BianosigHo 1o Metu pobotu 0yso cpopMOBaHO HACTYIIHI 3aaayi:

- Jocaiautu oco0aMBOCTI MOJEIBHO-OPIEHTOBAHOI CHCTEMHOI 1HXEHepii
Ta IHCTPYMEHTIB MOJIeItoBaHHs, Takux sk IBM Rhapsody Ta Unity.

- TlpoaHanizyBaTu METOJIU Ta aIrOPUTMH MOOYJIOBU IIApy KOHBEPCIi MK

pPIBHEM MOJICNICH Ta IMIJIEMEHTAITI].
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- Po3poOutu apxiTekTypy cUCTEMH JIsi TEpeTBOpeHHs Mmozeneit 3 IBM
Rhapsody mo cepenosuria Unity.

- Omnwmcatu mporecu OOpoOKM Ta Mepemadl JaHUX MDK KOMIIOHEHTaMHU
CUCTEMH.

- PeanizyBati MeTomuKky Bi3yanizamii Mojeneit y cepemoumii Unity Ha
OCHOB1 CTBOPEHUX MO/JICIICH.

- OmiauTd e(EeKTUBHICTL PO3POOJICHOT METOAO0JIOTII Ta BH3HAYMUTH i

3aCTOCYBAaHHS B 1H)KEHEPHHUX MPOEKTAX

MeToau T0CTiIKEHHS.

- MaremaTuuHe MOJCIIIOBAHHS JJIsl aHATI3Y CTPYKTYpP Ta MPOILECIB.

- AHaJi3 Ta NOPIBHSHHS METOAIB MOOYOBU Jiarpam Ta Mojiesield Ha OCHOBI
SysML ta UML.

- Po3poOka Ta TecTyBaHHS MPOrpaMHOroO 3a0e3MeueHHs I peasizalii
NIEpPEeTBOPEHHS MoJiesielt y cepeaoBumti Unity.

- Bizyamizanis maaux ta Mojenei 3a gormomororw 3D-rpadikm.

HaykoBa HOBHU3HA OTPUMAHUX Pe3yJbTATIB.

Po3po6yieHO METO0JIOT1I0 BU3HAYEHHS 1Iapy KOHBEPCIi MK MOJEISAMHU Ta
Bi3yaiizamiero B cepemoBuimi Unity, ska 1g03BOJIsI€E aBTOMATHU3yBaTH IIPOIIEC
nepenavi Ta meperBopeHHs naHux Mik IBM Rhapsody ta Unity. Busnadeno
e(eKTUBHI MmiAXoAu 10 OOpoOKM Ta aOCTparyBaHHS NaHUX, IO CHPUSIOTh
MIJBUIICHHIO TOYHOCTI Bi3yali3alli Ta IHTYiTUBHOIO PO3YMIHHS MOJEIEH.
3anpornoHOBaH1 METOAU JTO3BOJISIOTh 3HU3UTHU CKJIQJHICTh MPOIECY IHTETpalii MK

MOJEJISIMU Ta iX pealli3ali€lo y BUTIIA1 IHTEpaKTUBHUX BI3yalli3alliid

IIpakTH4He 3HAYEHHSI MaricTepCcbKOi podOTH.
Po3pobiiena Mertomonoris Moke OyTH BHUKOpPUCTaHA IS CTBOPEHHS
IHTEPaKTUBHUX Bi3yasizaliid CKIaAHUX IHKEHEPHUX CHCTEM Y PI3HUX Tany3six Ta

OCBITHIX TpoekTax. Lle m03BoNIsIE MIABMINUTH SKICTh Ta IIBHUJKICTH PO3POOKH,
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3HM3WTH BUTPATH Ha TECTyBaHHS Ta 3MEHIIWTH PHU3UKH TpPH BIPOBAKEHHI
cucteM. Bizyanizamiss mogneneit 'y 3D-cepemoBumni 3a0e3nedye  1HTYITHBHE
COPUMHATTS CKJIQJAHMX KOHLEMIIM Ta CHOpOILyeE NPOLECH KOMYHIKAIli MIX

PO3pOOHUKAMHU Ta 3allIKABIICHUMU CTOPOHAMU
CrpykTypa Marictepcbkoi podorn. PoboTa ckinagaeTbcsi 31 BCTYIy, TPbOX

pO3AUTIB Ta BUCHOBKIB. 3araibHUii oOcsar poOoTu crtaHoBUTH 80 CTOpIHOK, i

MICTUTh 53 PUCYHKH, TIEPETBK BUKOPUCTAHUX JKepen i3 53 mo3uIlii.
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PO3/ILI 1. JOCJILJKEHHS NPEJIMETHOI OBJIACTI
MOJEJIOBAHHSI CHCTEM HA OCHOBI IEPETBOPEHHSI
MOJEJIEN

1.1. Onuc TeMu QocCaizKeHHSA

3 HeJaBHIM TEXHOJOTIYHHM MPOTPECOM CHUCTEMH CTalOTh OUIBIIUMH Ta
cknaguimuMu. lle mpu3BOAUTH A0 TOrO, MO PO3POOHUK HE MOXKE 3PO3YMITH
ckJagHi cucteMu. CHCTEMU ChOTOJIHI YAaCTO BUPAXKAIOTHCSA 3a JOIMOMOIOK) MOBHU
monentoBanHs cucteMm (SySML). Iamctpymentn CASE, B sikux po3poOisiroThCs
Mozeni SysML, nponoHyioTh po3pOOHUKY JBOBUMIPHUN MOrJsia Ha moxeni. Lle
MOXe OyTH OOMEXEHHSM MJIsi PO3YMIHHSI CKJIaJHOi cucteMu. CUCTEMHAa MOJIeNb
Mae KUIbKa Jiarpam, siki BCl B3a€EMOIIOB'13aH1, LIe HE MOK€ OYTH HaJIEKHUM YUHOM
Bi3yasIi30BaHO 3a JOMOMOTI0I0 I[OT'0 IBOBUMIPHOTO BUTJISTY .

Ileit mpoekT mpencrapise crmocid meperBopeHHs moxaeni SysML na 3D-
npeactaBieHus. Ile Oynme 3poOieHO 3a JOMOMOroOK Tak 3BAaHOTO 'HIapy
koHBepTauli" Mbk iIHcTpyMeHToM CASE SysML Tta inctpymenTom 3D-Bi3yanizarii.
Mu npencraBUMO MPOTOTHN, MO0 TMOKa3aTh, IO MOXHA 3pOOUTH 3
BUKOPHUCTAHHSIM KOHBepTOBaHUX JnaHux wMojeni SysML y 3D-cepemoBuii.
KinueBa mera mossirae B TOMY, W00 MPEACTABUTH CTPYKTYpY Ta IOBEAIHKY
mozeneit SysML y 3D-cepenoBuiii, 1mo0 CKIAAHICTh Mojeleld Moria OyTu
3po3yMisia eekTuBHilIe, HiX Y 2D-cepenouiii.

3a ocTaHHI Mapy poKiB MoJieJl HaOyIu OLIBIIOrO 3HAYEHHS B 1HKEHEPHOMY
cBiTi. Po3poOka Ha ocHoBi mozemi (MDD) — me cnocid pobOoTH, sKuii
MOYMHAETHCA 3 BUILOro piBHA alcTpakiii. Po3poOka Ha OCHOBI Mojneni — Iie
MIBUJKUM 1 EKOHOMIYHO edekTuBHMM miaxix, Tomy MDD mBuako crae
CTaHJIapTHUM criocoOoM po3poOku. MDD BUKOPUCTOBYEThCS B OaraThoX PI3HUX
JUCUUIUTIHAX, HAMpPUKIaJ, po3poOKa MporpaMHOro 3abe3leueHHs], aBTOMOOLIbHA

Ta CUCTEMHA THXKEHEPIs.
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Jlist  po3poOku  Mozeneil  BUKOpUCTOBYIOThcs 3acobu CASE, o
posmuppoByeThes sik Computer-aided software engineering tools. Tlpukiamamu
nesixkux iHcTpymenTtiB CASE e: TogetherSoft, MySQL Workbench i IBM Rational
Rhapsody. I1i iHcTpyMeHTH 4acTO BEJIHMKI Ta CKJIA IHI.

3pocTaHHs TEXHOJOTTYHOrO MPOrpecy MNPU3BOIUTH O CKIAJHUX CHUCTEM.
OCKUIBKH 111 CUCTEMH HACTIIBKHM CKJIaJIH1, MOJEII I[IUX CUCTEM HEMHUHYYE CTaIOTh
BEJIMKUMHU Ta CKiIagHimmmu. Ll cKIagHICTh MOXKE 3pOOMTH CHUCTEMHI MOEN1
CKJIQJTHUMH 11 PO3YMIHHSI, III0 MOXE MPU3BECTH J0 MPOBANY MPOCKTY .

Mosa monentoBanHs cucreMu (SYySML) — 1e ckiajiHa MOBa MOJICITFOBAaHHS
3arajJibHOr0 MPHU3HAYCHHS JUIsl MPOEKTYBaHHS cuCTeM. BiH miATpUMYeE MIMPOKUI
CIEKTp pPI3HOMAHITHUX [iarpaM i3 OKpeMuUM BHKoOpucTaHHsM. SYSML TicHO
NoB’s3aHMi 3 yHipikoBaHOO MoBowo MoxemoBanHs (UML), ockiabku
BUKOPUCTOBYE Jeski 3 ii OCHOBHUX miarpam. 3B's3ok Mk SysML i UML
npencraBnenuii Ha pucynky 1.1. SysML BukopucrtoBye miarpamu 3 UML i
PO3IIMPEHO JOJATKOBUMHM Alarpamamu. L{i miarpamu 4acTo CTarOTh CKJIAaJIHUMU,

TOMY BaXXJIMBO MIATPUMYBATU CTPYKTYPY Ta MOBEAIHKY MOJIEE KEPOBAHUMU.

ML h , SysML
nat requirad F \ axtansicng
by SysML ; My b LML
FUMAL - UMILASyaML) { SysMIL Profile)
Ll i\
reased by SysMiL
FUMLASyaML)

. UML2 | S}}SML

Puc. 1.1. 3B"130k mixk UML 1 SysML

Iactpymentn CASE HamaroTh po3poOHWKY 2-BHUMIpDHHWIA BUTJISI IS

uttoctpaiii mozeneit. [{lboro yacTo HeAOCTAaTHRO JJIsI PO3YMIHHS BCI€l CTPYKTYpH

15



Ta TMOBEAIHKM CUCTeMH. MeTa IIbOTO MPOEKTY — CTBOPUTU CTPYKTYPY MIXK
iHcTpymenToM CASE Tta iHctpymentom 3D-Bizyanizailii, mo0 kpaie po3yMiTh

CKJIQJIHICTh MoJieniel SySML.

1.2. lIpeacTaBjieHHs1 IHCTPYMEHTIB MO/I€JIIOBAHHS SIK 00’ €KTY

JOCJIITKeHH A

[le#t mpoekT BUBYATMME MOKJIMBOCTI Ta KOPUCHICThH Bi3yalli3allii mMojelei
SysML vy inctpymenti 3D-izyamizamii. /s mporo ciig BuOpaTH iHCTPYMEHT
CASE, sxuit mintpumye mozaemi SySML. ¥V 1mpomMy MpOeKTi BUKOPHUCTOBYETHCS

IBM Rational Rhapsody.

1.2.1. Cepeoosuwe npoexkmysanns IBM Rational Rhapsody

IBM Rational Rhapsody — 1ie cepemoBuIie /i CIUIBHOTO HMPOCKTYBaHHS
Ta pO3pOOKM 1Jii CUCTEMHHMX 1HXEHEpPIB 1 PO3POOHHKIB MPOTPAMHOIO
3a0e3MeUYCHHS JUII CTBOPCHHS, TECTYBaHHS Ta JIOKYMCHTYBaHHS CHCTEM 1

MPOTPaMHOTI0 3a0€3MEeUCHHS B peaIbHOMY 4aci a0o BOY/I0BaHUX CHUCTEM.

Puc. 1.2. Iatepoetic cepenopumia npoekryBanns IBM Rational Rhapsody
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IBM Rational Rhapsody — me inctpyment CASE (Computer-Aided
Software Engineering), skuii BUKOPHCTOBYETHCSA Ui PO3POOKH BOYIOBaHUX
cucteM. BiH miaTpumye pi3zHi MeToAWKH po3poOku, Briarodaroun UML (Unified
Modeling Language), SysML (Systems Modeling Language) ta SDL
(Specification and Description Language). Rational Rhapsody npononye mmpokmii
crnekTp QYHKIN, SK1 JomoMaraloTb pPO3pOOHMKAaM CTBOPIOBATH, aHali3yBaTH,
TECTyBaTH Ta JIOKYMEHTYBaTH BOYIOBaHI CHCTEMH.

Kirouosi ocoomuBocti IBM Rational Rhapsody:

- IlinTpumka pisHEX MeToniB po3poOku: Rational Rhapsody migrpumye
UML, SysML Ta SDL, mo mo3Boisie poO3pOOHWKAM BUKOPHCTOBYBATH pPi3HI
X0/ IO MOJICJIFOBAHHSI Ta aHaIi3y CUCTEM.

- InrerpoBane cepemoBuine po3poOku: Rational Rhapsody mnpononye
IHTETpOBAaHE CEPEJOBUINEC PO3POOKH, sSKE BKJIOYAE B cebOe peaakTop mgiarpam,
penakTop Koay, nedarep Ta iHII HeoOXiJIH1 IHCTPYMEHTH.

- I'enepartis xoxy: Rational Rhapsody moxe aBTOMaTHYHO reHepyBaTH KOJ
Ha OCHOBI MOJIEJIEH, 10 CKOPOUYE Yac PO3POOKH Ta 3HIKYE PU3HK TTOMILIOK.

- Ananiz mozeneii: Rational Rhapsody no3sosisie mpoBoauTH pi3HI aHAI3H
MoOJeNiel, Taki SK aHalli3 3aJIeKHOCTEM, aHami3 BIUIMBY 3MIH Ta aHami3
MPOTYKTUBHOCTI.

- TecryBanns mopeneii: Rational Rhapsody mintpumye pi3Hi MeTomu
TECTyBaHHS MOJIEJICH, BKIIOYAIOYM TECTYBAaHHS Ha BiJMOBIAHICTP BUMOTaM Ta
TECTyBaHHS Ha TIPOIYKTHUBHICTb.

- InTerpamis 3 iHmmMu iHctpymentamu: Rational Rhapsody moxe Oytu
iHTerpoBaHuid 3 iHmmMMH iHcTpymMeHTamu IBM Rational, takumu sk Rational
DOORS Ta Rational Team Concert, o 103BoJisie 3a0€3MCUNTH TOBHUI KUTTEBUN
IUKJI PO3POOKHU.

IBM Rational Rhapsody € mnoTyXxHUM IHCTPYMEHTOM JUIsi PO3POOKH
BOYZIOBaHUX CUCTEM, SIKUM MPOIOHYE MHUPOKUHN creKkTp QyHKiii Ta nepesar. Bin
MOXE JIOIOMOITH PO3POOHMKAM MIABUIMUTA MPOAYKTHUBHICTH, SKICTH Ta

e(eKTUBHICTh CBOET POOOTH
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1.2.2. Incmpymenmom 3D-sizyanizayii Unity
IacTpymenTom 3D-Bi3yanizaitii, Skl BAKOPUCTOBYETHCS B IIbOMY TIPOEKTI, €
Unity, sixka € tuiat¢popMoro po3poOku B peaidbHOMy daci. Unity mepeBaxkHO
BUKOPUCTOBYETHCS JUIsl irop, aje BiAmoBimae BuMoram, HeoOXimuum s 3D-
Bisyamizamii momeni SysML. Unity — ne oauH 3 HaWnmomymsipHIimmx i
YHIBEpCaJIbHUX ITPOBUX JABUTYHIB, SIKUM IIHUPOKO BUKOPUCTOBYETHCS HE TUIBKHU IS
po3po0OKHU BiJEOIrOp, ajie W AJis CTBOPEHHSI 1HTEPAKTUBHUX JTOCBIJIIB, CUMYJISIIH,
BipTyanpbHOI Ta JONOBHEHOI peanbHOCTI. Moro mnoTyxHi MoxiuBocti 3D-
BI3yanizauii poOssATh #MOro He3aMIHHUM IHCTPYMEHTOM [UIsi KOro KoJja
PO3pOOHUKIB.
OcHoBHi chepu 3acTocyBanns Unity:
- Po3po06ka Bigeoirop;
- BipryansHa peanbricth (VR) 1 monoBHeHa peanbHicTh (AR);
- Cumynsiii; MpOTOTUITYBaHHS.
= e Came Samet st —— B capecter b P

Sresm 4 o model I static =

Wy amwrt Tag | ustagged 2| Laper | pelank
= ARCamara

Caractanal lgst w— . Hadel ekt | Rmssit Copan
¥ ImagaTarpet ¥ ..  Transform e
4 Pasfion K O Tioe Zo |
Hotalion X 0 i ‘zo !
Scale ¥ 0.2 702 2/0.2

&dd Cormpanent |

8 Praject [laneal .
Cisats - 5 e

¥ Favoribes = Ansets - mssdel
el wasal

Hameialn TEATalE

Puc. 1.3. Iatepetic inctpymenty 3D-Bizyanizanii Unity

Unity — 11e kpoc-miaThopMHUE ITPOBHI IBUTYH, IO JTO3BOJISIE PO3POOHUKAM
ctBoptoBatd 2D 1 3D irpm Ta iHTEepakTHBHI MOCBiMi IS Pi3HUX IIATHOPM,

Bkitovaroun [1K, MoOLIBHI TprCTpoi, KOHCOII, BeO-0pay3epu Ta VR/AR mipuctpoi.
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KirogoBi ocobnmBocti Unity mis 3D-i3yanizarrii:

- [MotyxHwmii penakrop: [HTYyiTHBHO 3p0o3yminuii penakrop Unity mo3sosse
Jerko crBoproBatu 3D-clieHH, MOJIEIOBaTH 00'€KTH, HAJIAIITOBYBATH OCBITJICHHS,
Matepiaiu Ta ePeKTH.

- PisHOMaHITHI 1HCTpyMeHTH MojeatoBanHs. UNity nmponoHye mupokuii
CIIEKTp IHCTPYMEHTIB aJis cTBopeHHsa 3D-mojnenel, BKIIOYalOUM IHCTPYMEHTH IS
CKYJIBIITYBAaHHSI, TEKCTypyBaHHs Ta aHIMaIlIi.

- ®izuka: Peanictuuna ¢izuka B UNity 103Bossie CTBOPIOBATH JUHAMIYHI
ITpU Ta CUMYJIAIIIT 3 pEaJiCTUYHUMU B3a€EMO/IISIMU MK 00'€KTaMH.

- CkpuntyBaHHs: 3a TOMOMOTr0I0 MOBU TporpamyBanHs C# po3poOHUKH
MOXYTh CTBOPIOBATH CKJIaJIHY IOBEIIHKY IIPOBUX MEPCOHAXIB, B3a€EMOJIi 3
OTOYEHHSM Ta 1HII1 IHTEPAKTUBHI €JIEMEHTH.

- Bucoka mnpomykruBHicTh: Unity ontumizoBaHuid uis 3a0e3NEUYCHHS
BHUCOKOI MPOJYKTHUBHOCTI Ha PI3HUX IUaT@opMax, IO JI03BOJIIE CTBOPHOBATH
BUMOTJINBI 110 pecypciB 3D-irpu.

- [linrpumka VR/AR: Unity Hagae moTyHI IHCTPYMEHTH JIJIs PO3POOKH
VR 1 AR nmonatkiB, J03BOJISIIOUM CTBOPIOBATH IHTEPAKTUBHI JOCBi/I, SIK1 CTUPAIOTh
ME3K1 MK BIPTYaJIbHUM 1 peaJIbHUM CBITOM.

- AkTrBH Ta pecypcu: Benmnuesnnii marazua Asset Store mpomnonye 6e351i4
rOTOBUX aKTHUBIB, MOJI€JIel, CKPHUNTIB Ta IHIIUX PECYpCiB, IO MHPUCKOPIOIOTH
MIPOIEC PO3POOKH.

- Kpoc-muatdopmua po3podka: Unity 103BoJIsi€ JISTKO €KCIIOPTYBATH CBOT
MPOEKTHU Ha P13H1 WIATHOPMH, IO T03BOJISE IOCATTU HITUPOKOT Ay TUTOPIi.

3a I0MOMOTr0I0 IIUX ITHCTPYMEHTIB MPOEKT MOXKHA PO3AUIUTH HA TPU €TaIlH

* OTpuMaHHS AaHUX mpo moxenai SySML i3 6asu ganux IBM Rational
Rhapsody.

* Bi3yasizaiisg oTuMaHux mojenei SysML B Unity.

* IpeCTaBICHHS KOPUCHOCTI AocsaTHyToi 3D Bizyasmizartii.
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[lepui ABa KPOKH IMOB’si3aH1 3 pO3pO0JIEHOI0 CUCTEMOIO, IKY MU Ha3WBAEMO

piBHeM nepeTBopeHHs. Oriisii piBHS NEPETBOPEHHS MOXKHA MOOAYUTH HA PUCYHKY

1.4.

BM Unit
Rhapsody Y
Rhapsody | Database
A A
s N N A i - !<<Extends>>
[l ]
. L
[l
i Conversion Layer :
i 1
L__l._| Data J Unity
Extractor CsV - Scripts
’ .
::quses}} :~f~~=’~USESZ=-1=-
L 4 4
Java API Unity Classes

Puc. 1.4. CuctemHe BU3HAUYEHHS APy KOHBEpTALlii

Moneni SysML ctoprorotecs B IBM Rhapsody, mi Mmozeni 30epirarotecs B
0a3i manux Rhapsody. 11106 orpumaTu mani mpo momeni SySML, mu cTBOproeMo
Data Extractor. Ileit excTpakTop JaHMX BHUKOPUCTOBYE JdaHl 3 0a3u JaHUX
Rhapsody. IBM Rhapsody wmae posmupeny 6i0mioreky API, sky MokHa
BUKOPUCTOBYBAaTH JI1 OTpUMaHHA JocTymy 1o moxened SysML. APl nocuth
CKJIaJHUH 1 HE TpPHU3HAYCHUH OC3MocepeHhO JUIsl BWIYYCHHS JaHUX, a
NpU3HAYCHUH JIJI MaHIMyTIOBaHHS 3anymieHoro mporpamoro IBM Rhapsody.

Data Extractor 30epirae cBoi gaHi B KUIbKOX (haillax 13 3HaYCHHSIMHU,
pozainenumu komamu (CSV) . ITicis yoro BUTSTHYTI AaHi BizyaiizyroThes B Unity.
Ile pobuthcs 3a momomoror creHapiiB Unity, Hamucanmx MmoBowo C#, ski
posmuproioTh cepenopuine Unity. Ili creHapii BUKOPHCTOBYIOTH IONEPEIHBO

Bu3HaueHi kimacu Unity. Jleski cienapii Unity 3umrtyrots aani 3 daitny CSV i
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30epiraroTh iX y cTpyKTypi Aanux. [Hiii creHapii Unity 3a0e3neuyroTh MpaBUIbHY

Bi3yasti3aliro MOJemi.

1.3. OcHOBHI NOHATTS PO3POOKH HA OCHOBI Mojei

IcHye kibka BU3HAYEHBb PO3POOKH HA OCHOBI MOJIEIN1, HAITPUKIIAI:

* «Po3pobka Ha OCHOBI MOAENl — 1€ MPOCTO YSBJIEHHS MPO TE, 10 MU
MOEMO CTBOPUTHU MOJIEIb CUCTEMHU, SIKY MTOTIM MOKEMO MEPETBOPUTH HA PEabHY
piu» [13].

 «Imxkenepis, kepoana monensimu (MDE) — 1ie metozosioriss po3poOku
MpPOrpaMHOro 3a0e3MEUeHHs], sKa 30Cepe/PKEHa Ha CTBOPEHHI Ta BUKOPUCTAHHI
MoJIeJIel IpeaMeTHOT o0acTi (ToOTO aOCTPaKTHUX MPEICTaBICHb 3HAHB 1 JiH, SKi
KEePYIOTh KOHKPETHOIO O00JIaCTIO 3aCcTOCYBaHHS), a He Ha oOuucieHHsX (abo
anroputMiunux) ) konmerii” [10].

3arasioM, He ICHY€E 3arajJbHONPUUHATOrO BU3HAYEHHS PO3BUTKY, KEPOBAHOTO
mozaemo. Lle cmocid po3poOku cuctemu, SIKMil BUKOPUCTOBYE pPiBHI aOCTpakiiii,
K1 TIPOTIOHYIOTh MOJIEI1 JUIsl Bi3yaiizallii Ta mepejadi MeBHUX 1€ 1 KOHIEMIH
cucteMu. OcHoBHa iess MDD nonsirae B Tomy, 100 NIJBUIIUTH MPOAYKTUBHICTD,
i MDD wmae nBa ocHOBHI nepeBaru [4]:

* «lle mokpairye MTPONYKTHUBHICTH PO3POOHUKIB Yy KOPOTKOCTPOKOBIN
MEpPCHEKTUBI, 30LIbIIYIOYM 3HAYEHHS OCHOBHUX apTedakTiB MNPOrpaMHOTO
3a0€e3MeyeHHs 3 TOYKH 30py TOrO, CKUIbKH (DYHKI[IOHAIHHUX MOKJIUBOCTEH BOHO
3abe3mneuye».

 «lle mniaBuIIye TPOAYKTUBHICTH PO3POOHHUKIB Yy JOBIOCTPOKOBIN
MEPCHEKTUB1, 3MEHIIYIOYHM IIBHUAKICTh, 3 KO OCHOBHUN HporpamMHui apTedakT
3acTapiBae.

3Bakaloud Ha Il TEepeBard, 3ajUIIAEThCA TMUTAHHS: SK CJ1J BU3HAUYUTH
iHppactpykrypy MDD? 3rigno 3 moxkymentom «Model-Driven Development: A
Metamodeling Foundation», icHy:OTh aesKi TEXHIYHI BHMOIHM, $Ki ITOBHHHA

BU3Ha4YaTH iHpacTpykTypa niarpumku MDD [4]:
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1. JlocTynHi MOOHATTS JJisi CTBOPEHHS Mojeiedl 1 mnpaBuia ix

BUKOPHUCTAHHS.
2. [To3HaueHHs AJis1 BUKOPUCTAHHS IPU 300pa’keHH1 MOJIEIICH .
3. Sk eneMeHTH MoOAENl MPEACTaBISAIOTh €JIIEMEHTH PEeaJbHOIro CBITY,

BKJIIOYAIOUU apTe(aKTy MPOrpaMHOro 3a0e3neYeHHS.

4, Konueniii st moJyieTiieHHss JTUHAMIYHUX PO3IIMPEHb KOPUCTYyBaya
JUISl KOHIISTIIIIN MOeJ11, HOTaIlli MOJielll Ta MOJAEJeH, CTBOPEHUX 3 HUX.

5. Konueniiss ayist  mojermieHHss OOMIHY TMOHSATTAMHM MOJENl  Ta
MO3HAYEHHSIMH, a TAKOXK MOJICTIIMHU, CTBOPEHUMH 3 HHX.

6. Konmnemniii 7151 mojermenHs BU3HAYEHUX KOPUCTyBaueM Bi100OpaKeHb
B Mojenel 10 IHIUX apTedakTiB, BKIFOYAIOYH KO/I.

Mu Moxkemo 3pOoOWTH BHCHOBOK, IO MOJENII € piBHEM aOCTpakiii MIX
peabHUM CBITOM 1 TEXHIYHUMH JCTalsIMU CHUCTEMH, III0 POOUTH iX 1MeaIbHUMHU

JUUIS 3AQTHOCTI BU3HAYATH CKJIAJH1 CUCTEMH Ha BUCOKOMY PIBHI1 aOCTpaKIIii.

1.4. Oco0auBOCTI MO/IEILHO-OPIEHTOBAHOI CUCTEMHO] iH:KeHepil

MonenbHo-OpieHTOBaHa cucteMHa imkeHepis (MDSE) — me cywacHwmit
MIAX11 10 PO3pOOKHU CKIaAHUX CUCTEM, SIKMM 0a3y€eThCS HA BUKOPUCTAHHI MOJIENeH
SK OCHOBHOT'O apTe(akTy MPOTATOM YChOTO >KUTTEBOTO IIUKIY CHUCTEMHU. 3aMICTh
TOro, 100 MOYMHATA 3 HANUCAHHS KOAY, IHXKEHEPU CTBOPIOIOTH a0CTpPaKTHI
MpeACTaBICHHS CUCTEMU Y BUTIIAA1 Mojenel. L{i Moeni moTiM BUKOPUCTOBYIOTHCS
JUIsl TeHepalli Koy, JOKyMEeHTallli Ta IHIIHUX apTedaKTiB.

[lepm HiX po3modaTv BCTYH JO PO3POOKH CHUCTEM, KEPOBAHUX MOJIEISIMU
(MDSE), Ham moTpiOHO MOSICHHTH KiJbKa IMOHATH. [loyHEeMO 3 TOro, Mo Take
cucteMa ? IcHye GaraTo BH3HAUYCHb 1 MOIJIAIIB Ha T€, III0 caMe MOYKHA OIUCATH 5K
CUCTEMY. Y HAC € BU3HAUCHHs, SIKE BU3HAYAE CHUCTEMY, K il BUKOPUCTOBYEMO B
MoBi [14]:

«Opeanizosanutl Habip ideli ywu meopitl abo nesHull Cnocio pooumu uocs».

abo
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«I'pyna peueii, uacmun o061aOHaAHHA MOW0, SKI 3’€0HaHi abo npaywwms
pasom».

3 nux BU3HAUYEHb MOKHA 3pOOUTH BHCHOBOK, IIIO CHCTEMa — 1€ CYKYIHICTh
3B’SI3aHUX €JIEMEHTIB. Y IIHUPIIOMY KOHTEKCTI LI CHCTEMH MOXKYTh MAaTH 3B’SI3KH 3
iHmMME cuctemMamu. lle mpu3BOAUTH M0 CKIIATHOT MEpPEkKi CHUCTEM, 3’ €IHAHHMX
OJlHAa 3 OJIHOIO, II€ Ha3WBAETHCS CUCTEMOIO CUCTEM ab0 CKOpoueHO SO0S. 3HOBY Xk
TakW, iCHye 0arato pi3HMX BU3HAYCHb i1 SOS, ane oaHe 3 muX (opMaabHUX
Bu3HaueHb Take [6]: «Cucremu cuctem (SOS) BH3HAUAIOTHCS SK B3a€EMOJIi0Ya
CYKYIHICTh CHUCTEM-KOMIIOHEHTIB, Kl JalOTh PE3yJIbTaTH, HEAOCSHKHI OKPEMUMHU
CUCTEMaMU».

Bxutouno 3 ium BuszHadeHHsM INCOSE y3aranbpHIO€ KOHIIEMIIT, TOB’ 3aHi 3

CUCTEMOIO, SIK ITOKa3aHO Ha JlarpamMi Ha pucyHky 1.5.

Is realised by -1 I  ablocks |

Hl=n 1] 371l Product ]

ablocks

System provides

G | ablocks .
————— ———1 Service
interacts with = -ginteracts with is realised by m=- L

1.* 1.5 ‘

1
wblocks 1“. : 1 ublocks L 1 ablocks
System Element —— s Componant System System of Systams

wblocks

g
| System of Interest

Enabling System

Puc. 1.5. Ctucauii oryiag KOHIEMIINA, MOB'I3aHUX 13 CUCTEMOTO

B3sBiu koH1emnilii Ta BA3HAYEHHS] CUCTEMH, CUCTEMU CUCTEM 1 pO3pOoOKH Ha
OCHOB1 MOJIEJ1 B LIUIOMY, MU MOXEMO 3pOOUTH BUCHOBOK, 1110 CUCTEMHA 1HXKEHEPIs
Ha OCHOB1 MOJIeJI1 € CTOcOOOM MOOYJIOBU CKJIAJIHOT CUCTEMHU a00 CUCTEMH CHUCTEM,
KWW BUKOPUCTOBYE a0CTPaKIIitO, IKY HAJJal0Th MOJIEI.

MDSE oco6muBo eexTuBHA 17151 pO3POOKH BEIMKUX 1 CKIAJHUX CUCTEM, JIC

BAXKJIMBA BUCOKA SIKICTh, MIBUIKICTh PO3pOOKHU Ta THYUKICTh. Lleil miaxia mupoko
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BUKOPUCTOBYETbCSI B TaKUX Traiy3sx, SK aslalisi, aBTOMOOLIEOyayBaHHS,
TEJIEKOMYHIKallil Ta MporpamMHa 1HXeHepis.

OcHoBHi iHCTpyMeHTH MDSE:

- UML (Unified Modeling Language): CtanmgapTHa MOBa JUIsl Bi3yaJbHOTO
MO/IEJIFOBAHHS CUCTEM.

- SysML (Systems Modeling Language): Po3mmpenns UML s cucremuoi
THXKEHEePIi.

- Imctpymentn s mopnemoBanus: Rhapsody, Enterprise Architect,
MagicDraw Toro.

BucHoBKH 10 po3ainy

Y wmpomy po3auri Oyno TOPOBEAEHO aHali3 MPeIMETHOI 00JacTi
MOJICJIFOBAHHSI CUCTEM, 30KpEMa aCMEKTIB, IO CTOCYIOThCS BUKOPUCTAHHS MOJEN1
K OCHOBHU g po3poOku. ONMUCAaHO KIIOUOBI THCTPYMEHTH MOJEIIOBAHHS, SIKi
BUKOPHUCTOBYIOTHCSI B CYYaCHHX CEpPEJOBUIIAX PO3POOKH, 1 PO3TISAHYTO iXHI
0COOJMBOCTI Ta MOKJIUBOCTI.

3okpema, JeTadbHO MIPOAHANII30BAHO CepeoBuUllle MpoekTyBaHHs [|BM
Rational Rhapsody, sike € MOTYXHHM IHCTPYMEHTOM JIJISi MOJICITIOBAaHHS CKIIAIHHX
cucteM. BoHOo 3a0e3medye MIATPUMKY PI3HUX MIAXOMIB JO CHCTEMHOIO
MPOCKTYBaHHS Ta MojemoBanHsg, 30kpeMa UML Tta SysML, mo mo3Bomise
3a0€3MeynuT YiTKE Ta CHUCTEeMaTU4YHE TMEepeTBOpeHHs Mojened y kox. lLle
CEepeZIOBUINC HaJa€ 1H)XKEHEepaM MOXJIMBOCTI JJII MOJCIIOBaHHS, aBTOMAaTH3aIlii
MIPOIIECIB Ta MEPEBIPKU (PYHKIIIOHATBHUX XapaKTEPUCTUK PO3POOTIOBAHUX CUCTEM,
IO € BAXJIMBUM JJIsI 3a0€3ME€UYEHHS SIKOCTI Ta HaJA1HHOCTI PO3POOOK.

[actpyment 3D-Bisyanizamii Unity OyB mpencTaBieHU K IHCTPYMEHT TSI
CTBOPEHHSI IHTEPAKTUBHUX MOJEJEH, 0COOJIMBO y BUNAJKaX, KOJIU Bi3yanii3alis Ta
IHTePaKTUBHICTD € KIIIOYOBUMH acriekTaMu cuctemu. UNity pae 3Mory cTBOproBaTH
BHCOKOSIKICH1 Bi3yaJIbHI KOMIIOHCHTH Ta 1HTEPAKTHUBHI €JIEMEHTH, 1110 BaXXJIUBO JIJIS

pPO3pOOKHK CKIaAHUX MOJeNeH, Kl MOoTpeOyloTh pealicTUuHoi Bizyamizamii. Lle
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JI03BOJISIE 1HXKEHEpaM HE JIMIe MPOEKTYyBaTH, ajieé W TeCcTyBaTH MOJENIl B
peanbHOMY ab0 BIpTyaJIbHOMY CEpEOBUIIII.

Po3rnsHyTo OCHOBHI MOHATTS po3poOku Ha ocHoBi mozaem (Model-Driven
Development, MDD) Tta mMoaenbHO-opieHTOBaHOI cucteMHol imxenepii (Model-
Based Systems Engineering, MBSE). BusBieno, 1o mi migXxod A03BOJSIOTH
3HAQYHO MIABUIIUTH €(PEKTUBHICTh PO3POOKU CKIAJHUX CHUCTEM IUISIXOM
aBTOMaTu3allii MpoIeCciB MEPETBOPEHHsT Mojeneil y mnporpamuuit xoa. MDD 1
MBSE copomyioTe mporec po3poOkH, 3abe3medyroud 3B’S30K MK pIBHEM
aOcTpakilii Ta peanizali€ro, IO I03BOJSE 3MEHIIUTH KIIbKICTh TMOMHJIOK Ta
MIJBUIIUTH SIKICTh KIHIIEBOT'O MPOAYKTY.

Ha ocHOBI mnpoBeieHOro aHalidy BCTAHOBJIEHO, 110 BUKOPUCTAHHS
MOJIEJIbHO-OPI€EHTOBAHUX MIAXO/(IB Ta IHCTPYMEHTIB MOJEIIIOBAHHS 3HAYHO CIIPUSIE
MIJBUIIEHHIO MPOAYKTUBHOCTI TMpolecy po3poOKu ckiIagHux cucrem. lLle
JIOCSITAETHCS 3aB/ISIKM aBTOMATH3allli IEPETBOPEHHS MOJIEJEH Ta 1HTerpanii pi3sHUX
KOMIIOHEHTIB y €IMHE cepeioBuille po3poOku. Takuii miaxia 3ade3reuye BUCOKY
THYUYKICTh Y MPOEKTYBaHHI, JO3BOJISIIOUM aJanTyBaTU MOJEII 10 3MIH y BUMOTax
Ta 3a0€3Meuyour ONTUMAIIbHUIN TIepeXi BiJ] MPOCKTYBaHHS 10 IMILIEMEHTAIII.

OTxe, DOCHKEHHS MPEaIMETHOT 001acTi MOJEIIOBAHHS CHCTEM Ha OCHOBI
MEPETBOPEHHS MOJINIe MIJKPECIIO€ BaXKIUBICTh 1THCTPYMEHTIB MOJCIIIOBAHHS Ta
CydyaCHUX TMIAXOJIB JO MPOEKTYBaHHS, IO € HEBiA'€eMHUMU sl €(PEeKTUBHOT

PO3pOOKH Ta ONTHUMI3AIlI] CKIATHUX CUCTEM.
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PO3A1J 2. JOCJIIIKEHHA METOAIB TA AJITOPUTMIB J1JIsA
MNOBYJ0OBH IIAPY KOHBEPCII MI2K PIBHEM MOJIEJIEN TA
PIBHEM IMIIJIEMEHTAIII

2.1. ®akTOpH CKJIATHOIII B 32CTOCYBaHHI MO/1eJIbHO-OPi€HTOBAHOI

CHCTEMHOI IH:KeHepil

barato mpoekTiB 3a3HalOTh HEBJAyl Ta 3aBEPUIYIOTHCA KaTaCTPOPIYHUMHU
HacaiikamMu. [nei He MOXyTh OyTH HaleXHHUM YUHOM pO3pOOJIEeHI, a JIOAU He
pO3YyMIIOTh 1JIed OJIMH oJHOro. 3rimHo 3 mnpaner SYSML nns cuctemHuoi
IHKeHepii: MoaenbHui miaxin" [7], mpuunHamMu mpoBaly MPOSKTIB € TPH OCHOBHI
(akTopu: CKJIAJHICTh, BIJCYTHICTh PO3YyMIHHS Ta MpoOiaeMu KomyHikamii. Lli

KOHILEMI1i B3a€MOIOB'sI3aH1, K OKa3aHO Ha pUCYHKY 2.1.

Complexity
Lack of L ‘f -
Uﬂderstandingj‘ -LCDmmumcatmn

Puc. 2.1. ®akropu npoBaiB NPOEKTIB

Ck1afHICTh BaXXKO BH3HAYWTH, ICHYIOTH PI3HI pPIBHI CKJIQJHOCTI, aje
CKJIQJIHICTh HEe MOXe OyTu BuMipsiHa. [Ipukian HaBeneHO Ha PUCYHKY 2.2, KU
(bOKyCyeThCS Ha B3a€MO3B’SI3KaX MDK TNEBHUMHU e€JIeMEHTaMH. MeTOr 1bOro
MPUKIIAy € MOKa3aTH, 10 HaBiTh SKIIO MU MAa€EMO TMOBHE PO3YMIHHS OKPEMHUX
€JIEMEHTIB, CUCTEMA BCE OJIHO MOXKE€ OYTH CKIIaIHOIO.

SKmo M po3rsiHeMO pUcyHOK 2.2 (a), To mobaummo 5 pi3HUX OJIOKIB.
[IpunycTuMo, 1110 MU MOBHICTIO PO3YMIEMO BC1 OKpeM1 OJIOKH, TOAl Il CUCTEMa He

€ CKJIQJHOI0. SIKIIO MU po3riisiHeMO pUCYHOK 2.2 (0), TO TaM MPUCYTHI Ti X cami
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OKpeMi OJIOKHM, OTXe, CKJIaJHICTb BcepeauHi OJokiB He 3MmiHmnacs. [Ipote
CKJIQJIHICTh cHCTeMU (0) € BHILOIO Yepe3 3B’SI3KH MK OKpeMHMH Ojiokamu. Terep
OYEBHUIHO, IO PUCYHOK 2.2 (C) € CKJIAIHINIMM 3a CBOTO IOMNEpEAHHKA dYepes
3pOCTaHHS KUIBKOCTI 3B’SI3KiB MIXK Ojiokamu. HaBiTh SIKIIO € MOBHE PO3yMIHHS

NIEBHUX €JIEMEHTIB Yy CUCTEMI, 1I€ HE 03HAYaE, 1110 CUCTEMA SIK LILJI€ HE € CKJIaHOIO.

Block 1 — Block 1 |

| Block2 | | Block4 | Block 2 | Blocka |

| Block3 | | Block5 | | Block3 | | Blml:hﬁ | Y qu_,-kL —| ém;';kf. —
(a) (b) ()

Puc. 2.2. CxemMu cucteM pi3HOTO PiBHS CKIAHOCTI

BincyTHICTh pO3yMiHHS MOXE BUHUKHYTU B OYyJb-SKHMII MOMEHT *KUTTEBOTO
UKy CUCTeMH. PO3rIsiHEMO KijbKa pUKIIaIiB [7]:

BiacyTHICTh pO3yMiHHSI MOKE BUHUKHYTH Ha €Tarl KOHIIEHIii MPOEKTY, MiJl
4ac Mpolecy, MOB'SI3aHOr0 3 BUMOTaMu. SIKII0 BUMOTH HE c(pOPMYIHLOBaHI YITKO Ta
omHo3HayHo (abo, B imeani, HACKUIBKHA II€ MOXJIMBO OJHO3HAYHO), TO I
BIJICYTHICTh PO3YMIHHS NOIIMPUTHCA HAa BECh MPOEKT. 3arajJibHOBU3HAHO, IO
MOMUJIKH, JOMYIIEHI Ha paHHIX eTamax »XUTTEBOr0 LMKy, 00XOIAThCs B Oarato
pas3iB IOpoK4Ye ISl BUIIPABICHHS HAa MI3HIIIMX €Tanax XUTTEBOTO LHUKIY, TOMY
Ma€ CEHC BCE POOUTH MPABUIIBHO SIKOMOTa paHIIIE.

BincyTHICTH pO3yMiHHS MOK€ BUHUKHYTH Ha €Tall PO3pOOKH MPOEKTY, MiA
yac mpouecy, NoB's3aHoro 3 aHanizoMm. Hanpukinan, Moxe OyTy BIACYTHICTh 3HAHb
npo BrpoBakeHHs SYSML Ta cucTeMHOro MOJENIOBAaHHS Wi 4Yac aHamizy, II10
MOXE MPU3BECTH [0 HENPABUIBHUX MPUMYIIEHb a00 HaBITh JO TMOBHICTIO

HCIIPAaBUJIbHUX pGBYJ'IBTaTiB uepes HGI[OCTaTHiCTB 3HaHb. 3HOBy XK Taku,
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HEBUIIPABJICHI MOMUJIKA Ha LbOMY €Talll NpHU3BEAYTh A0 OUIbIIMX MpoOJeM Ha
MOJAJIBIINX €Tanax )KUTTEBOIO LUKIY PO3POOKH.

BizncyTHICTE po3yMiHHS MOXE BHHMKHYTH Ha €Talll eKCIUTyaTalli MpoeKTy,
miJ 4Yac Mpolecy, IMOB'I3aHOr0 3 eKciulyarauiero. HempaBuiibHe BUKOPHCTaHHS
CUCTEMH MOXE MPU3BECTH A0 30010 cucteMu abo karactpodu. Hanpuknan, moau,
Kl HE JOTPUMYIOThCS TMpaBuil Oe3neku abo HEe BUKOPUCTOBYIOTh MpPaBUIIbHI

IHCTPYMEHTH.

=l n_l Hackages
&I Default
&I PredefinedTypes (REF)

+-£7 PredefinedTypesCpp (REF)
b REQUIREMENTS
=-{ 1 STRUCTURE
H-[= Actors
E: .;n Block Definition Diagrams
=-(2 Blocks
:T" . Car
‘ + % Activities
Operations
G- [}_—,,- Partz
& &? Statecharts
i H-= Value Properties
-II:I dl ILTUC LU E
&) Engine
= ﬂa%;n Events
E -;- Internal Block Diagrams

------ @5 Car_IBD

| . S | ‘_‘aEqLIEI"ICE Ulagrar‘ns

-0 Use Case Diagrams
-2 Use Cases

Puc. 2.3. Kopucha indopmartist (BUIIICHO 3€JICHUM) Y HE3PO3YMUTIH CTPYKTYpi

(BUILJICHO YEPBOHHUM)

KomyHikaliisi € OJHI€I0 3 CHUJIbHMX CTOpIH, SKHMH HaJIJICHI JIIOJU.
HeedexTtrBHa KOMyHIiKalllsi MOXE MPU3BECTH A0 MpoBaily mpoekrty. [IpobGremu
KOMYHIKaIlli MOXYTh BUHHMKATH Ha OyJIb-SIKOMY PIBHI Opraizaiii abo IpoeKTy,
BOHU MOXYTh OYyTH OCOOMCTICHUMH, TPYIIOBUMH, MIKOPraHi3aliiHuMU, CUCTEMa-
cucrteMa abo Oy/b-sIKOK KOMOIHAIIE€I0 IUX PIBHIB KOMYyHiKailii. He muine piBeHb
BIIpI3HSAEThCS, ane U cdepa, e Moxe OyTM MOBHA pi3HMIS ab0 TeXHIYHA

cnenudikariis, sika He Oysia 10Ope KOMyHIKOBaHa.
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2.2. MeTonu BUpillleHHA He3PO3yMLJIOCTI Moies1ei

Tpu ¢akTopu, pO3rIsSHYTI B NOMNEPEAHHLOMY PO3JAUTI, HE MOXYTh OyTH
130J1b0BaH1, BOHU 3’€JIHaH1 B TPUKYTHHUK, SIK MOKa3aHO Ha pucyHky 2.1. [IpoGnema
B OJIHOMY 3 TphOX (PaKTOpPIB BIUIMBAE HA JiBa HIIMX. €IUHE, 0 MOXHA 3pOOUTH,

1€ 3BEPHYTH YBary Ha KO>K€H 3 IIUX (haKTOPIB OKPEMO.

2.2.1. Abcmpaeysanns 8i0 demareii

Onniero 3 TepeBar poO3pOOKM Ha OCHOBI MoOjAedl € Te, IO MOXKHa
abcTparyBaTucs BiJl TEXHIYHUX JeTanei, moo 3poOutu peyi OUIbII 3p03yMUTUMH.
31 3poCTaHHsIM CKJIAJHOCTI CHUCTeM ISl aOCTpakiiisi BTpadeHa. Baxiusi peui, siKi
CHIJI MOKa3aTH, OTOYEH1 HE3PO3YMUIOI CTPYKTYpPOIO, IO MPU3BOJUTH 0 CTapoi
npuka3ku «He BuaHO Jicy 3a fioro aepeBamu». [Ipukian 1iporo npeacTaBieHo Ha
pucyHky 2.3. Mu maeMo KOpUCHY 1H(OPMAILIiIO B 3€JICHOMY MOJI1, OJJOK aBTOMOO L5t
3 yciMa HMOro BIACTHUBOCTSIMH, SIKUM Ma€e BHYTPIIIHIO OJoK-cxeMy «JlodipHsi» B
HIWKHBOMY 3ejeHoMy mnoii. Llg 1Hdopmanis HeoueBHJIHA, OCKIJIbKM BOHA Mae

HaJA3BUYANHO HE3PO3YMLUILY CTPYKTYDY.

2.2.2 Buxopucmanns 3D cepeodosuwa

Hapasi enementn w™mogeni SySML BimoOpaxaroThcsi y 2-BUMIPHOMY
cepenoBuinl. OgHaK MOXHa CTBEPKYyBaTH, IO JBOBHMIPHOTO 300paKeHHS
HEJIOCTATHBO JUJISl PO3YMIHHA CKJIAAHUX cucTeM. OCKUIbKYM Terep y Hac € MOTYKH1
KOMIT'FOTE€pPH, SKI MOXYTh T'€HEpPYyBaTH TPHUBUMIpPHI Bi3yadizaiii B pexXUMI
peaspbHOro 4Yacy, IIKaBO JOCHIIAMTH, IO I TPUBUMIpHA Bi3yali3alisi MOXKe
3pOoOUTH IS BiJOOpaKEHHSI €JIEMEHTIB MOJeIl Ta 3B’sA3KiB. SIK 3a3Hayanocs
paHilie, MoOJeNll 4acTO CTalOTh BEJIMKUMH Ta CKiIagHuMHu. OpHa cHCTEMa MOXKE
Matu 0araTo pi3HMX Jiarpam, Kl BCl MOB’si3aH1 OJIHA 3 OJHOI0. Y MOMNEPEIHbOMY
po3aiIl OyJIO OMHUCAaHO, K MOKHA 30UIBIIMTH CKJIAJHICTh IUISXOM 301JIbIICHHS
3B’s13KiB. Lle ToMy, 110 3B’S3KM MK €IeMEHTaMU CTal0Th MEHII YITKUMH, 1 MU HE

Ma€eMO YITKOTO OTJISITY.
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Ha pucynky 2.4 mpenctaBieHO NpPHUKIAJ] CKJIAJAHOCTI JlarpamMu KiHIIEBOTO
aBromata. Ha wmiif miarpami Oarato By3idiB 1 nuiaxiB. Ha mpoMmy ckianHICTh He
3aKIHUYETHCSA, OCKUIBKM LS JlarpaMma He JIMIIE€ Ma€ BHYTPIIIHI NUIAXU, aje U
MOB’s13aHa 3 IHIIKUMHM JllarpaMaMH B MoJiefi. Y JBOBUMIPHOMY CEpPEOBUIII BAXKKO
MpeACTaBUTH BCIO 110 1H(QOpMallil0o B 3arajlbHOMY OMJISAl. TakuM 4YUHOM,
JBOBUMIDHE cepeloBHIIEe OOMEXye KOpPUCTyBaua, IO MOXHA BBaXKaTH
po0JIEMOIO, SIKY CJI1Jl BUPIIIHUTH.

3 TeXHOJIOT1YHUM MIPOTPECOM, SIKUK MU focsaraemo, 3D Bizyamizalis ctae Bce
noctynHimow. B [2] mnokasamm, mo mnepernsang 3D-rpadika y BipTyaiabHiH
peaNbHOCTI Kpaile, Hik Bukopuctanus 2D-miarpamu. IlikaBo, mo mMoxe 3poOuTu
TPUBHUMIpHA Bi3yasizallisi JJis PO3yMIHHS MOJIEl MPOrpaMHOro 3a0e3MeUeHHsT YU
CUCTEMH.

VY [12] nocnimkeno 1o 3D-Bizyamizamito Ta OTPUMAHO KiJdbKa IIKABUX
pesynpTaTiB. Ha pucynky 2.5 mMu Moxemo mobauntu niarpamy kiacie UML,
BimoOpaxeny B 3D, yci pi3Hi 3’€qHaHHS Ta €JIEMEHTH MAlOTh pi3HY (opmy Ta
KOJIp, 3aBAJKH YOMY 3 OJHOTO MOIVIY CTa€ 3pO3yMuIO, sKI pedl moB’si3aHi. Lle

MIEPEKOHJIMBA KOHIICTIIIIS Ha MIIAXY 10 Bizyamizamii 3D-mozeni.

JEL L
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-II‘Il“:ﬂ_r :"'-“_‘-;_“!__
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Puc. 2.5. TpuBumipHa Bizyauizaris niarpamu kiacis UML [12]
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Y  podori [9], mocmimkyerbcs ~OaratoBuMipHuit  minxim  UML.
[lepenbauaeThest, MO CTBOPEHUH 1HCTPYMEHT OyJe CXOKMW Ha CIHUIbHI OHJIAiH-
iHcTpyMeHTH, Taki sk Google Document. MeTor 1pOro MiAXOMy € 3MEHIICHHS
cknagaocti UML-moneneit 1 migBumieHHs edekTuBHOCTI poboTu. Ilimxim mo
TPUBUMIpPHOI Bi3yaui3allii moisirae y BUKOPUCTaHHI JBOBUMIpHHX aiarpam UML nHa
B3a€MOMNOB’si3aHUX Mmapax. KopucryBad Moxke oOeprath 10 TPUBUMIPHY
CTPYKTYpY Ta OauuTH 3B’SI3KW HE JIMIIIE CAaMUX JiarpaM, ajie i B3a€MO3B’SI3KH MiXk
niarpamamu. KopucTyBadi TakoX MOXKYTh CIUIKYBAaTHCS OJWH 3 OJHUM, 1 KOJIA
OJIMH KOPHUCTYyBa4 BHOCUTH 3MiHH B MOJIENb, BOHA OHOBJIIOETHCS B pEaTbHOMY 4Yaci
JUIS 1HIIOTO KOPUCTyBada. 3HIMOK €KpaHa JIEMOHCTPALiHHOTO I1HCTPYMEHTY,

HA/IaHOTO B I1iif pOOOTI MpeACTaBICHO HA PUCYHKY 2.6.
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Puc. 2.6. InctpymenT s crisibioro 3D UML-monentoBanas [9]
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Mu Bu3HAUYWIM, 110 MeTa PO3POOKH, KEPOBAHOI MOJECIUII0, MOJArae B
MOKpaIIEHH1 TPOJYKTUBHOCTI PO3POOHUKIB SIK Yy KOPOTKOCTPOKOBIM, Tak 1 B
JIOBTOCTPOKOBIM TMEPCHEeKTHBl. Y CHCTEMHIN I1HXXEHepli Iieid cmocid po3poOKu
BUKOPUCTOBYETHCS JIJIsl MOOYAOBU CKJIAAHUX CHUCTEM 3 BUKOPHUCTAHHSM MOJEIEH.
barato mpoekTiB 3a3HaIOTh HEBAAuYl uepe3 TpH (PAKTOpU: CKIAIHICTh, Opak
pPO3yMIHHSI Ta CHUIKYBaHHS. MU JOCHIAWAM JEsIKI OOMEXKEHHS JABOBHUMIPHOTO
cepenoBuia. BukopuctoByroun mepeBaru iHmux 3D-Bizyamizamiii MOJETBHUX
MPOEKTIB, MOXIJIMBUM pIlICHHSIM € QUIBTPYBaHHS KOpHUCHOI 1H(opMalii Bix
HE3PO3YM1JIOi CTPYKTYpH Ta BUKOpUCTaHHS MeTo1B 3D-Bi3yanizaiii.

VY wiif po6oTi Oyae mokaszaHo, SIK 11 pillIEHHS MOXHa peai3yBaTH HUIIXOM
ctBopeHHs 3D-Bizyamizarii BigdinmeTpoBaHux manmx momeni SysML. Ile Oyxe
MOYaTKOBHUM KPOK Jutst Bizyanizamii 3D moaeni. OqHUM i3 HACTYIMHHUX KPOKIB MOXKE
Oytu crBopenHst 3D-komii Moneni, siky MoxHa Oyjae 3amycTuTd B mporpami 3D-

MOJICJTIOBaHHS, sIKa MTOKA3y€e HE JIMIIE CTPYKTYPY, ajie i MOBEIHKY.

2.3. JlocainkeHHsI TAa ONMUC APXiTEKTYPH MOBH CHCTEMHOI0 MO/IeJII0BAHHSA

Mosa cuctemHoro moneitoBanHs (SysSML) — me ekcrnpecuBHa rpadiuHa
MOBa MOJIEIIIOBaHH:, sika HalexXuTh 1 myOaikyerses Object Managment Group, Inc.
(OMG) [11]. SysML — ue moxigHa Bia yHi(pIKOBaHOI MOBH MOJEIIOBaHHS
(UML), sixka Oyma crtBopena B 1990-x sk MoOBa 3arajJbHOr0 NpHU3HAYCHHS IS
po3poOku mporpamuoro 3abesmeueHHs. Y 1997 pomi UML Oyiio npuitHATO SK
CTaHJIAPT TI€IO X Tpynorw kepyBaHHs 00’ektamu (OMG), sika crBopmiia SysML.
3apaz UML Bu3HaeThCcs CTaHAAPTHOIO MOBOIO MOJICNIIOBAaHHS 3arajibHOTO
MpU3HAYEHHS BCiMa pO3pOOHHMKAMHU IIporpamMHOro 3ades3rneudeHHs. CUCTEeMHUM
IH)KeHepaM moTpiOHa Oyja MOBa 3arajJibHOro Ipu3HaudeHHs, Taka sk UML, ms
CUCTEMHOI iHxeHepii, Tomy MikHapoaHa paaa 3 cucremHuol imxkeHepii (INCOSE)
npuitHsuta pimeHds npo iHimiatuBy SYSML. Ilicns mporo pimennst INCOSE Ta

OMG o00’ennanucs, mo6 crBoputn OMG Systems Engineering Domain Special
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Interest Group (SE DSIG). ITicns uporo 0yso cteopeHo OMG SysML, o MicTuTh

9 tumiB niarpam, neski 3 akux y3ari 3 UML.

2.3.1. llopignuanns SysML 3 UML

B3aemo3p’s30x Mixk UML2 ta SysML mMoxHa mobauuTu Ha miarpami, Iio
MpeIcTaBlieHa Ha PUCYHKY 2.7. Mu 6aunmo, o UML2 ta SysML maroTs Benmukuit
nepeTuH, skuid omucyerbess sk "UML, moBTtopHO BuKOpucTanmii 'y SysSML
(UML4SysML), nie miarpamu Ta MeTaK/IacH, sIKi BUKOPHUCTOBYIOThCA sk UML2,
tak 1 SySML. OGnacte, omucana sk "UML, He morpiona mns SysML (UML-
UML4SysML), ue pmiarpamu Ta MeTakiacu, ski € B UML2, ame He
BUKOPUCTOBYIOThC SYSML. I oGnacts, ommucana sk "Posmmpenns SysSML mo
UML (SysMLProfile), nie miarpamu Ta MeTakiacH, siki OyJIM HEL[OJaBHO BBEICHI
SysML.

umL d , SysML
nat required / , axtansions
by SysML ; b Y ba LIMIL
FUMIL - UMIL4SyEML) % | SysMIL Prafile)
LimaL
reused by Syshil
[UML4SySML)

L umL2 | glemL

Puc. 2.7. Jliarpama B3aemo3B’s13ky SysML i UML

2.3.2. Ilpunyunu npoexmyeammsi
OcHoBHI TIpuHIUNHN TIpoeKTyBaHHs Aisa SYSML HamaHi rpymor KepyBaHHS
00’extamu (OMG) y cnenudikarii MoBu MozemoBants cuctem OMG [11]:

* KepoBanmii Bumoramu — SySML mnpusHaueHuil s 3a0BOJICHHS BHUMOT

UML mna SE RFP.
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* [ToBTopHe Bukopuctanus UML — SysML nostopno BukopuctoBye UML,
Jie 1€ MOXKJIMBO, 100 3a70BOJLHUTH BUMOrd RFP, 1 Koiau moTpiOHI 3MiHM, BOHU
BUKOHYIOTbCSI TAKUM YMHOM, 1100 MIHIMI3yBaTH 3MiHHM 0a30B0oi MOBH. BianosinHo,
SysML npuznavueHuii 1151 BITHOCHO JIETKOTO BIPOBAKEHHS JIJISI MOCTAYaJIbHUKIB,
aki migrpumyots UML 2.

e Posmmupenass UML - SysML posmuproe UML 3a motpebu, mio0
3a10BOJIbHUTH BUMOTH RFP. OCHOBHUM MeXaHI3MOM pO3LIMPEHHS € MEXaHI3M
npodurro UML 2.

* PO30MTTS Ha PO3AUIN - TAKET € OCHOBHOIO OJIMHUIICIO PO3AUICHHS B IbOMY
MDKHapOJAHOMY cTaHaapti —. [lakeTu po30MBarOTh €IEMEHTH MOJEJi Ha JIOT14H1
IpyIH, K1 MiHIMI3YIOTh IUKJIIUHI 3a71€KHOCTI MI’)K HUMH.

* PospiBHtoBanHS — maketn SYSML Bu3HadeHO K piBEHb PO3MIUPEHHS
metamozeni UML.

* Bzaemomis - SysML ycmaakoBye MoximBicTh oOMiny XMI Big UML.
SysML Takoxx mae migTpumyBaTucs ctagmaprom oominy maammu SO 10303-233

JUTSL ATPUMKH B3a€MO/IIT 3 IHIIUMHU 1H)KEHEPHUMU IHCTPYMEHTaMU.

2.3.3. 3acanvuuii 02ens0 oiacpam

Y mpoMy po3aiii ommcaHo, ski came miarpamu SYSML icHYIOTH i 1m0 BoHU
polutsTh [5]. IcHye neB'sTh TumiB miarpam SysSML:

o Jliarpama Bu3HaueHHs Onoky (BDD): BimoOpaxkae Taki €JIEMEHTH, SK
omoku Ta Tnu 3HauyeHb. BDD moxkHa mopiBHsATH 3 niarpamoro kinacie UML, ne
OJIOKH MPENICTABIISIIOTH KJIAacH.

* Buytpimus 6iok-cxema (IBD): BH3HAaua€e BHYTPINIHIO CTPYKTYPY OJIOKY.
[loka3zye 3’eqHanHs Ta iHTepdeiicu MK yciMa YaCTUHAMU B OJJHOMY OJIOIIi.

* Jliarpama BapiaHTIB BUKOPUCTAHHS: JllarpaMa BapiaHTIB BUKOPUCTAHHS Ma€
Ti cami ynkmii B SySML, mo # miarpamu UML. BiH ciyxuTh aId HagaHHS
rpag1yHOTO OMISIAY BCIX (PYHKIIM, HAJJaHUX Y CHCTEMI, 1 YYaCHHUKIB, SIKI MOXYTb

BUKOPUCTOBYBATH 111 (DYHKIII].
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e Jliarpama AisUTbHOCTI: BU3HA4Ya€ MOBEIHKY 3a IOMOMOTO0 il 1 BXIJHUX 1
BUXITHUX MaHuX. Jliarpama AisJIbHOCTI — II€ JiarpaMa MOBEIIHKH, IO O3HAaJae,
10 MOBEIIHKA CUCTEMHU BUPAXKAETHCS 32 IOMOMOTOIO JliarpaMu JisSIbHOCTI.

e JliarpamMa TMOCHIJOBHOCTI: JiarpaMa MOBEAIHKH, sKa MOXe OyTu
BUKOPUCTAHA JJIS MOJICTIOBAHHS TOTO, SIK YaCTHMHU OJIOKY B3a€MOJIIOTH OJIHA 3
OJIHOI0 32 JONOMOTOI BHUKIMKIB omepamid 1 curHaiaiB. Yacto mgiarpamu
MOCJI1ZIOBHOCTI BUKOPUCTOBYIOTHCS JIJIsl BU3HAYEHHS TECTOBUX BUIAJKIB.

e JliarpamMa KIHIIEBOI'O aBTOMAaTa. JiarpamMa ITOBEIIHKH JJII BHPaKCHHS
MEeBHUX CTaHiB cucteMu. CucTeMa MOXe MEePEXOJAUTH B IHIIUM CTaH 3a IOMOMOT OO
MMOI1H.

e [TapameTpuuHa aiarpama: nmapaMmeTpuydHa Jlarpama BUKOPUCTOBYETHCS JJIS
3B’SI3Ky OOMEKEHb 13 BIIACTUBOCTSIMU CUCTEMHU.

» [lakeTHa miarpama. MakeTHa aiarpama — II€ CTPYKTypHa Jlarpama, ska
MOKa3ye, SIK BUIJSAJA€ 1€papxii B cUCTeMi. BiH BUKOPUCTOBYEThCA IS
MOJIEJIFOBAHHS] CUCTEMH 3 BUCOKOTO PiBHS.

e Jliarpama BuUMOT: AiarpamMa BUMOT — II€ Jlarpama, sika BU3Haya€e BCl
BUMOTH, SIKI Ma€ MaTH MEBHA CHCTEMa, IIl BUMOTH MOXYTh MaTH 3B’S3KH MIDK
co0010.

Ornsin ycix KaTeropii i 3B'S3KiB MK JiarpamMaMu TpeCTaBICHO Ha puc. 2.8.

I

[ T ]
Behavior Requirement Structure
Diagram Diagram Diagram

."il_‘.
01— —F—

. State Use Block Internal
'ﬁfdw't"' E-e_uuence Maching Case Deafiniticn Block Fgckage
Diagram Diagram Diagram

Diagram Diagram Diagram Diagram
f

T

Parametric
Diagram

Puc. 2.8. Takconomis miarpam SysML
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2.4. Oco0anBOCTI Mpolecy MOAeJTIOBAaHHA 3 BUKOpUcTaHHAM SySML

Sk 3a3Havanocs panime, SySML € yHiBepcanbHOIO rpadiuHOI0 MOBOIO NS
MOJIeNTIOBaHHs, crnenudikailii, aHamizy, npoekryBaHHs Ta Bepudikamii. I[o6
3MOJICJIIOBATH CUCTEMY, MU TMOBHUHHI MOYaTH 3 BUMOT JO CHUCTEMH, 3 SIKUX MU
MOXKEMO TOKa3aTH CTPYKTYpy, MOBEAIHKY Ta MmapaMmeTpu cucteMu. Bumoru e
OyaiBeapHUMHU OJIOKaMu cuUcTeMU. BOHM BHM3HA4arOTh, Ha WIIO0 MOBHUHHA OYyTH
3laTHa CHUCTE€Ma, 1 4YacTO IOB’sA3aHI 3 KOMIIOHEHTaMH cuctemMu. SySML
BUKOPUCTOBYE JllarpaMy BUMOT JJIsl TTOKa3y BUMOT CHCTEMH Ta 3B’SI3KY 3 IHIIUMHU

BUMOIr'aMHu Ta CICMCHTaMU MOI[GJ'Ii. HpI/IKJ'IaI[ MOACIIOBAHHA BHMOI' HABCACHO Ha

Valuss
power:int

weight:int

Cipersfions
accelerate()void
brake()void
start({):-void
stop():void

pUCYHKY 2.9.
<<requirement==
GeneralRequirement
ID=1
The general requirement for the car
Requirements
==zrequirement== ==requirement==
StructureCar RequirementSpeed
D=2 D=3
Specify the dimension of the car Max Speed 200km
Puc. 2.9. Bumoru a0 npocToi cuCTeMU aBTOMOOLIIS
! <<Block>>
_‘
Car
1
1
Structure 4
==Block== ==Block=>
Engine Wheel

Puc. 2.10. Ctpykrypa (cXema BU3HAYCHHS OJIOKY) MPOCTOT CUCTEMHU

aBTOMOOLIA
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CtpykTypa cCUCTEMHU BU3HAYAE, SIK1 €JIEMEHTH ICHYIOTh Y CUCTEMI Ta SIK BOHU

3’€IHYIOThCS OJIMH 3 OAHUM. Y SYSML Mu BUKOPHCTOBYEMO JliarpaMy BU3HAYEHHS

0JIOKY, BHYTPIIIHIO OJIOK-CXEMY Ta JilarpaMy IMakeTa JJisli BA3HAUYCHHS CTPYKTYpPH B

cuctemi. Ha pucynky 2.10 npencrasieno npukiajg cTpykrypu B SySML.

[ToBeniHka cuCTEMH OXOIUIIOE (PYHKLIOHATIbHI MOXKJIMBOCTI CUCTEMH a0bo0 ii

gactuHU. Y SYSML BOHH MOACHIOIOTHCSA 3a JIOIMOMOTOIO JiarpaM JisuIbHOCTI,

aiarpaM TOCIHIIOBHOCTEH, JiarpaM KIHIIEBOIO aBTOMaTa Ta JlarpaM BaplaHTIB

Bukopuctanusi. Ha pucynky 2.11 mpeacrtaBieHo mpukian moBemiHkd B SysSML

(State Machine Diagram).

Behaviour on

Puc. 2.11. TloBeniHka MpoCcTOi CUCTEMH aBTOMOOLIBHOTO KOHTpOJIEpa

Prarking

o
&

[lapamerpu B cuHCTeM1 BHKOPHUCTOBYIOTHCS [IJIi BUPaXEHHS PIBHSIHb 1

oOMeXeHb 3a JOMOMOrol MapameTpiB. Y

napaMeTpuyHy Jiarpamy Jjisi BH3HAU€HHS TaKuX pPIBHSIHb

SysML wM#m BHUKOPHUCTOBYEMO

1 OOMEXEHb Yy

BHYTpimHIX Omokax. Ha pucynky 2.12 moka3zaHa mapameTpwyHa jiarpama Jyis

00MEKEHHS MIBUIKOCTI aBTOMOOLIA.

par engineSpeed )

Parametrics RPM: Rea

ve: Real

[—]

-~

x

C1: SpeedConstraint

¥:

ve RPM/BD

Puc. 2.12. ITapameTpu mpOCTOTO CHCTEMHOTO OOMEKEHHS
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2.5. locaigxeHHs1 KOHIENUiil iHCTpPyMeHTapiiB MOIeII0BAHHS

2.5.1. Onuc 1BM Rhapsody

IBM Rational Rhapsody — 1i¢ Bi3yanbHe cCepefOBHIIE PO3POOKH st

CUCTEMHHX 1HXKEHEPIB 1 pO3pOOHUKIB MPOrPAMHOTO 3a0€3MEeUCHHSI, sIKI CTBOPIOIOTh

CUCTEMH Ta MpPOrpaMHEe 3a0e3MEUYEHHsI B PEXUMI peajbHOro yacy abo BOyIOBaHI

cucteMu. BiH miATpUMye MIMPOKUMA CHEKTp MOB MOJeItoBaHHs, Takux sk: UML,

SysML, AUTOSAR, MARTE, DDS, MODAF, UPDM, multicore, MISRA-C,

MISRA-C++. [lns uporo mnpoekty IBM Rhapsody Oyae Buxopucrano sk

1HCTpyMeHT monentoBanHs SYSML. Llel iHCTpyMEHT BiJIOBia€ BUMOTAM IIbOTO

MPOEKTY, 1ie rpadiune cepenonuile y 2D, ne miaTpuMyroThes BCi JiarpaMu, siki My

XO0YEMO JOCTIAUTH.

B L LA L e T
W b B Y Dol Lowod Tek Weskes  Hen

A w w JEE em—— QLT P TR i §

dE
o

LA PR 1 e N R

ol T T

!'l ¢ e e U1 R R A

B e A TR | 2 e Al

]

L

Tl

5 g n TwEE

o

TR G

—TT

ity ol T T : o C

B e

1 Fimg & Dwvrbul |0l Coripacar Hregersl & svaae
(R

Puc. 2.13. Ornsg IBM Rhapsody A) Bpaysep npoekty, B) [epernsaau miarpam,

C) [lanens iHCTpYMEHTIB

Ornsapn intepdeiicy IBM  Rhapsody mnpencrasaeHo Ha pucynky 2.13.

[nTepdetic po3aineHuii Ha TPU BaXKJIUB1 YACTUHU
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A) bpay3ep mnpoekty: iHTepdeiic KOpHCTyBada, SKUHA  JIO3BOJISAE
KOPUCTYBaueBl KepyBaTH MpPOEKTOM. BiH mpeacTaBisie mMakeTu, JiarpamMu Ta
enemeHTu. BigoOpaxeHHs 1poro Opaysepa € y dbopmarti JepeBa, 1110 O3Hayvae, 110
narka 4¥ makeT MarTh JOYIPHI €JIEMEHTH, K1 MOKHA 3TOPHYTH Ta PO3TOPHYTH.

B) [epermsinayu miarpaM: 1BoBUMIpHHIA Tpadiunuil iHTEpdEHc, ae aiarpamy
MOXHA BIIKPUBATH Ta pelaryBaTu. Y BEpXHIM YaCTHHI MOXe OYTH KUJIbKa BKJIAJOK
JUIs  Hapiramii 1O BCIX BIAKPUTHX Jiarpamax. Y IbOMY IIOJIaHHI MOXHa
MPOKPYUYYBaTH 110 TOPU3OHTAII Ta MO BEPTHUKAII, 1100 PO3MIMPUTH MMOJAHHS.

C) IlaHens IHCTPYMEHTIB: MICTUTh 3HAYKU Ta KHOIKH, SIKI € €JIeMCHTaMH
MOTOYHOIr0 TUIy Mojenl. Hampuknan, y miarpaMax BU3HAUYE€HHS OJIOKIB IMaHEIb
IHCTPYMEHTIB CKJIaJJaTUMEThCS 3 OJIOKIB, acoliailiil Tomo. ¥ ToH yac sk y aiarpami
BHUMOT BiH ICHYBaTHM€ 3 BUMOT, 3aJI€KHOCTEHN TOLO.

Ockinbku B ipoekti SySML 6araro miarpam, 11e mofaHHs TOCUTH OOMEKEHE.
Sk mosicHIOBasocs paiiie, y Opay3epl MpOeKTy € He3po3yMmiia CTpyKTypa. 3acid
Meperjsiay aiarpaM MOXe OJHOYACHO BigoOpakaTu JHIINE OOMEXKEHY KIJIbKICTh
Jiarpam 1 He TOKa3ye 3B A3KH MK jJiarpamMamMu. Po3ymiTH MPOEKTU TAKUM YHHOM
JIOCUTH CKJIAJIHO 1 4acTO MOTpeOy€e J0IaTKOBUX MOSICHEHb, 110 MOXE MPU3BECTH /10

MpOBaTy MIPOEKTY, AKIIO MOrO HE BUKOHATH HAJIC)KHUM YHUHOM.

2.5.2. I[lnamgpopma Unity

Unity [1] — ue TpuBuMipHa miaTdopma Jjis po3poOKH irop 1 CUMyIIALin. Y
IbOMY PO3JUII mpeacTaBieHo cepenopume Unity. Mu o0roBopumo, IO Take
Unity, mosicaumo aesiki ocoonmsi enementu Unity ta moscaumo, gomy Unity 0ymo
o0paHO sK IHCTpyMEeHT. Y 1boMy mpoekTi Unity BHKOPHCTOBYETBCS LIS
npencTaBieHHs Hamoi Mojeni SySML stk TpuBUMipHOT Bizyasizaitii.

Unity e mpoBimHUM IrpOBUM pYIIiEM 1 Ha il TIaTrGopMi CTBOPEHO OaraTo
BEJIMKKX irop, Takux sk Hearthstone: Heroes of Warcraft, Pokemon GO, Escape
from Tarakov Ta Oararo iHmmx. Unity Bu3Ha4YaeThes K miaTdopmMa CTBOPCHHS B
pearpHOMY 4aci, IO O3Hayae€, M0 JOCBI poOOTHM B peaJbHOMY 4Yaci HEraiHo

pearye Ha BBEJICHHsS KOpHUCTyBaya. Ll TexHika peasibHOro 4acy TakoX MOMyJspHa

40



s ctBopeHHs CG-animamii y ¢inemax. IlepeBaroro, Hanpukiaza, (GineMiB € Te,

10 MPOEKT «KUBHI» BiApasy Micias MOoYaTKy BUPOOHHMLTBA. OCKUIBKM CTBOPEHHS

BIJIOYBA€ETHCS B pEaJbHOMY 4aci, ycl €JIeMEHTH aHIMalli MO>KHAa 3MIHIOBAaTH Ha

JbOTY, HAIPUKIIAJ MTOJIOKEHHS KaMepu ado pyX.

Enemenmu ¢ Unity GameODbject

GameObject — me crangaptHa cytHicTh B UNity, Hanpukiaa mepcoHaxi,

cBiTmo Ta peksizur. GameObject cam mo co0i HIYOro He POOWTH, JOAAOYU

xomnonentu 10 GameObject, mu moBepTaemo ioro 10 xutTsi. KoMmnoneHTn — e

noBeninka GameObjects, no skux BoHum nupuennani. [lpuxmang GameObject 3

JIeSIKOI0 TIOBEIIHKOIO MOKHA 00AunTH Ha pUCYHKY 2.14.

I ' [napector [
" N = :

| Gigmas - e A & [Fios O static =

W o | & o Cmanged 3] Layer (Daiak_]

Prefab | Cpen | Selact | | Owerides =

F ©  Rect Transform L

=@ |w_| Cube(Mesh Filter) TR

T Mesh WCuba @

¥ _ ¥ desh Renderer Qe

* Materials
Light Probes  (BisndPobas 1]
Reflection Probes | Bland Probes 1]
Anchor Override  Mona (Trangform)| ©
Cart Shadows fen 4]
Receive Shadows (o

Motion Vectors | Per Object Mamen _# |
Lightmap Static -

—.. T anable ganeraten of lightmaps for
[ 1) chis Mash Rendarer, plaase enable the
‘Lightmap Static’ propercy.

Dynamic Dccluded (o

¥ i o Box Collider Uze
Edit Collider
1z Trigger -
Material Mone (Physic Mats ©
Canter
%0 R0 z/
Size
X1 5 1 |

Puc. 2.14. Tlpoctuit 610k GameObject

Prefab Prefab — ue ma6mon GameObject, mo sikoro Bxke MOXYTh OyTH

IpUEIHAHI BIACTUBOCTI Ta cleHapii. 1oro MoxHa CTBOPUTH B CLIEHAPIAX y NEBHIN

MO3UII CILIEHU.
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Scene A — 1e cepenoBulle, B AKOMY BiOyBa€TbCs TPUBHMIpHA aHIMaIlis.
[IpoekT MoO)ke MaTH KiJbKa CIeH. B irpax clieHa 4acTo BUKOPUCTOBYETBCS IS
«piBHS» a00, HANPHUKIAJ, 1HIIOT CIEHH «MEHIO» abo cueHu «['pa 3akiHueHa».
Koporme kaxyuu, BCl CHEHHM MOXKYTh MaTH pi3HI €JIEMEHTH Ta 00’ €KTH,
BKJIIOYaoud BUIM KaMmepu. CrodyaTky KOKHa CTBOpPEHA CLE€HA MOPOXKHS, JIMIIE

OocHOBHa Kamepa. [Ipukman crienn mokazano Ha pUCyHKy 2.15.

= Hierarchy
| Eraain *| (024

Puc. 2.15. Ilpuknaa nopoXHbO1 CIICHU

Cuenapii B Unity — ue ¢parmentu koxy C#, siki MOXXKHA MPHUETHATH IO
GameObjects. binprricts crieHapiis, ski mo’s3ani 3 GameObjects, moxoasTe Bif
k1acy MonoBehaviour, me xmac Unity, skuit MicTuTh 0araTo (QYHKIIIH.
Hanpuknaz, kiaac MonoBehaviour mae ¢ynkmii Start() i Update(). ®ynkmis Start()
BUKOHYE Koj, koiu mnpueaHanuii GameObject renepyeTbcss Ha cueHi, TOIi SIK
¢ynkuis Update() Bukonye kox y QyHKIIIT KOKHOTO KaApy CIECHH.

HesBaxarouu Ha Te, mo Unity 31e011b110r0 BUKOPUCTOBYETHCS SIK MEXaHI3M
3D-irop, BiH Bu3Ha4aeThes K miardgopma s 3D-po3poOku B peambHOMY Haci.
Lle o3navae, mo Unity moxxe MaTu Oinbllle BUMAAKIB BUKOPUCTAHHS, HIX MPOCTO
cTBOpeHHs irop. Jleski mpukiamu Toro, mo Oymo ctBopeHo B Unity, mo He

OB’ 513aHO 0E3MOCEPETHBO 3 TPOIO
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- Mogenbs BipTyadbHOI peEaIbHOCTI, IO IMITye POOOTY pealbHUX
aBTOMOO1TIB [3];

- Cucrema TPUBHMMIPHOTO MOJIEJIOBAHHS JUIsl HaBiraiii Ta KepyBaHHS
MIHIATIOpHUMH O€3MUIOTHUMH JITAIBHAUMH amnaparamu B cepemoBuini 6e3 GPS
[15];

- Cucrema imiTallii HaBYaHHS BOAIHHIO [8].

Unity mae 9iTKy JOKYMEHTAIIIF0 Ha CBOEMY Be0-CaiiTi. 3riJIHO JTOKyMEHTAIlii
ClIeHapii HaJA3BUYANHO BaXKJIUBUHM, OCKIJIBKM MM XOUE€MO CTBOPHUTH MPOrpamy, sKa
BUTATYE naHi 3 (ainie CSV i crBoproe cTpykrypy Aanux. I[lizcymoByrouun, Unity

171eaIbHO MIAXOIUTH JIsl TPOIIOHOBAHOTO MPOEKTY .

BucHoBkH 10 po3ainy

Y npyromy po3auii Oylio MPOBEIEHO aHali3 METOJIB 1 alfTOPUTMIB, K1
BUKOPHUCTOBYIOThCSI /IS MOOYAOBM IIapy KOHBEpCli MDK pIBHEM MoOJened Ta
piBHEM IMIUIEMEHTAILlii B MOJICJIbHO-OPIEHTOBAHINM cucTeMHil imkenepii (MBSE).
Po3ristHyTO KiTH049OBi (haKTOPH, IO YCKIIAMHIOIOTE 3acTocyBanHs MBSE, a takox
3aMpONOHOBAHO CMOCOOM TMOJOJIAHHSA UHUX BHUKJIUKIB, M0 € BAXJIUBUMH IS
edeKTUBHOI peaizallii MOACIbHO-OPIEHTOBAHUX I1IXOIIB.

3okpema, BHUABICHO, WI0 CEpell OCHOBHUX (PAKTOPIB CKIAIHOCTI Yy
3actocyBanHi MBSE € Bucokwmii piBeHb aetamizanii mMojaeled Ta HEOOXITHICTH
TOYHOT'O Y3TOJKEHHS MK aOCTPaKTHHUMHU MOJIEISIMH 1 KOHKPETHUMHU BHUMOTaMHU
peamizartii. lle moTpedye po3poOKH YITKUX METO/IB, sIKi1 3a0€3MeUyIOTh MePeXia Bia
Mozener o0 koay. Sk BUpIIEHHS LUX MNOpoOJieM PO3MNISIHYTO METOAU
abcTparyBaHHS BiJ] JeTaneil Ta BUKOpUCTaHHA 3D-cepemoBuml mis Bizyamizamii
MOJENIeH, 10 JO03BOJSIOTh CIPOCTUTU CHPUHHATTA CKIAQJHUX MOJENed Ta
3MEHIIUTHU PO3PUB MK MOJIEISIMHU Ta iX peani3ali€ro.

JlocnipkeHHsT apXITEeKTypyH MOB CHUCTEMHOTO MOJICNIIOBAHHS, 30KpemMa
SysML, mamo 3Mory OIIHATH iXHIO MPUAATHICTH IJs 3a0e3medeHHs ePeKTUBHOI

KOMYHIKaIlli MDK pI3HUMU pIBHSAMHU aOcTpakiii. byno mpoBeneHO NOpiBHAHHS
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SysML 3 UML, mo po3Bonwio BuAuMTH mnepeBaru SYSML nnsi cucteMHoro
THKEHEPHOTO MOJIECTIOBaHHS, 30KpeMa MOro 3/aTHICTh OUIbII TOYHO BIJIOOpaKaTH
CUCTEMH1 BUMOTH 1 (PyHKIIOHaNbHICTh. ONUCAHO MPUHIUIIKA MPOEKTYBaHHSA Ha
OCHOBI IIMX MOB Ta TMPOBEACHO OIS OCHOBHMX THIIB Jiarpam, IO
BUKOPUCTOBYIOTHCSI ISl PEJICTABICHHS! CHCTEMHUX MOJICTICH.

Po3ristHyTO 0COOMMBOCTI MPOIIECY MOJICTIOBAHHS 3 BUKOPHUCTaHHIM SYSML,
[0 BKJIIOYAIOTh (popMaltizaililo CUCTEMHUX BUMOT Ta iX 3B’S30K 13 MpOIleCaMHU
peamizanii. 3actocyBanas SYSML crpusie 3a0e3MeUeHHI0 YiTKOTO MEPEeXOay Bif
KOHIIENTYaJIbHUX MOJIENel /10 KOHKPETHOI pealizallii, 10 € BaXJIUBUM s
no0y/10BU €PEKTUBHOTO IIapy KOHBEPCIi.

Kpim Toro, y po3auil AOCHIIKEHO KOHLEMIi IHCTPYMEHTapliB s
MOJICJIFOBaHHS Ta iXHI 0c0OJMBOCTI. Po3risaHyTo MoxiauBoCTI cepenoBuiia 1BM
Rational Rhapsody sik iHcTpymeHTa aiis pPO3pPOOKH CHCTEM 3 BHKOPHCTAHHIM
SysML, a Takox morteHmian miatdpopmu Unity mius peanizamii TpUBHMIpHUX
Bigyanmizaniii mogeneil. lle mochaipkKeHHS MIIKPECIIOE BaXKIUBICTE BUOOPY
BI/IMOBIIHOTO 1HCTPYMEHTAPilO JJi peani3ailii CKIaJHUX CUCTEeMHHUX MOJENeil Ta

IXHBOT'O MOAAJIBIIOTO MEPETBOPEHHS B IPOTPAMHUM KO .
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PO3/1J 3. PO3POBKA METOJIOJIOI'Ti BUSHAUYEHHSI IIIAPY
KOHBEPCII MI’K PIBHEM MOJIEJIE TA PIBHEM IMIIJIEMEHTAIIII

3.1. IloGynoBa apXiTeKTYypH CHCTEMH /1JIsl IePeTBOPEHHS MO/eJIi

Y upoMy po3aii MpeNCTaBICHO apxXITEeKTypy Bcie€i cuctemu. CTBOpeHa
cucteMa € piBHeM neperBopenHs Mk IBM Rhapsody Ta Unity. Cucrema B 1iiiomy
npejcTarieHa Ha pucyHky 3.1. IBM Rhapsody Ta 1i 6a3y maHMX MOYKHa OIHUCATH
K JKepeno gaHux, ae 30epiratotbess moneni SySML. Cuenapii exctpakTopa,
3B’SI3Ky Ta 0OpOOKHU TaHUX MOKHA OMKCATH K PIBEHb NEPETBOPEHHS. TPUBUMIPHY

Bizyasizarito B Unity MoskHa omnrcaty sk MPOIYKT Bi3yasizarii.

Data Source Visualisation Product

IBM — -
> Rhapsody Rhapsody Unity
Database
- )
Api Exiracts Model From | | <<Extends>>
Connection o P i
' L)
Conversion Layer : :
[ [}
______ |}
} Data g Un”_l_,’,l
Extractor Data Flow m Data Elow Scripts
L] T
[} [}
:::Usesbb- :“USESP'}
v v
Java API Unity Classes

Puc. 3.1. Orusin apxXiTEKTYpu CUCTEMH: JHKEPENIO JaHUX, TPOJYKT Bizyasizalli ta

piBEHb IEPETBOPEHHS.

VY 1poMy po3aiIl OMUCYETHCS PIBEHb MEPETBOPEHHS B TPHOX PO3AUIAX, fAKI

MPEACTABISAIOThH PI3H1 YACTUHMU 11apYy:
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* BunydeHHsi JaHUX: ONHUCYE, SIK 3IMCHIOEThCA MiAKIoueHHs no |IBM
Rhapsody i ski nani Butsarywotbes. Lei po3nin Binmosigae 6;10ky Data Extractor.

» KomyHikaris: onucye crocid nepenadi ganux Bing Data Extractor mo Unity.
et po3ain BignoBigae cxoBumly ganux CSV.

* OOpoOka JaHUX: OMUCYE CTPYKTYPY JaHHUX, SIKA BUKOPUCTOBYETHCS MJIsSt
BUPa)KEHHS TaHUX MOJIEN1 Ta ClieHapiiB Bizyaunizaiii. Llel po3ain Bianosinae 010Ky

crenapiis Unity.

3.2. Onuc eramy Ta MeTOXY BUI00YBAHHS JAHUX JIJIS MOAeTi

Leii po3ai1 po3AUICHUI HA ABI YACTUHU. Y TEPIIiil 4aCTHHI 0OrOBOPIOETHCH,
SKI JlaHl BaXXJIMBO OTpPUMATH. Y JpYyrid 4acTuHi OyJe MPEeACTaBICHO METO]l
BU00yBaHHs naHux mojeii 3 IBM Rhapsody. Tlpeamerna o6nacts — aBTo.

Mogenr — 1€ NpeACTaBlICHHS, K€ BUKOPUCTOBYETHCS [JIsi KpaIioro
PO3YMIHHS CHCTEMH Ta BiI3yamizamii cuctemu. BaxmuBo, moO I Mojaenl He
3amyTyBaiau. BimoOpakeHHs Bciei iHGopMalli B CKIagHIA CHUCTEMl1 3MEHIIHUTh
[IIAaHC TIOBHOTO PO3YMIHHS BaXXJIMBUX 4YacTWH cuctemu. Omxke, 1mo0 3poOuTH
MOJeINl 3pO3yMUIMMHU, Bi3yaii3allisi HOBUHHA OyTH aOCTpakTHOIO. 3a JOMOMOTOI0
TPUBUMIPHOI Bi3yani3ailii MU poOMMO OUIBII YITKE YSBICHHS MPO 3B A3KH MIXK
enementamu. OcHOBHa iHGopMalis Mae OyTH 30cepe/keHa Ha 3B’si3kax. Tomy
BOXKJIMBI JaH1 €JIeMEHTa MICTITh crocid imeHTudikalii MEeBHOrO €JIeMeHTa Ta
IHITUX €JIEMEHTIB, 3 SKUMHU BIH OB’ s3aHUM. 31€01IbIIOr0 OyAe JOCTaTHHO HA3BHU
€JIEMEHTA, TUITY Ta HOro 3B’SA3KIB 3 IHIIUMH €JIeMEHTaMU. AJie TYT MU PO3TJITHEMO
BCl TUIU JaHUX, sIKI MU OyJeMO BHI00YBaTH, MOSICHUMO IXHE MPU3HAYEHHS Ta
00roBOpUMO, YOMY BOHU OyayTh a00 YoMy He OyAyThb BUIIYUYEHI.

broku € ocHOBHOIO KoHIEMITi€l0 B MoAemi SYSML, iX MokHa MOpIBHATH 3
KJ1acaMu Ha niarpami kiaciB UML. briok 3aBkau Mae Ha3By Ta MOKE MaTH OIIHC,
3HA4YeHHS, omnepallii, yacTuHU Ta moptu. Ha3pa BaxkyiuBa nist ieHTUdIKALiT OJOKY

B 3D-mopeni, iHINI YaCTWHU Ta MOPTH BAXKJIMBI, ajle BUTATYIOTHCS CaMOCTIHHO, a
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TAKOX YacTUHA BHYTPIIIHBOI OJIOK-CXEMH, MpO SKY HIEThCS B HACTYIHOMY

PO3ILIII.
«Blocks
Engine
«Blocks «Blocks
E power:int Car CarStructure
k= weight:int -2 s 1

itsEngine itsCarStrudture

H accelerate(): void
H brake( ):woid

H start])void

H stop():void

Puc. 3.2. Ilpuknaa piarpaMu CTpyKTypH OJIOKY

Acoriailisi o3Hauae, 110 3B 30K MOKE ICHYBaTU MK JIBOMa MPUMIPHUKAMU

osokiB. Ha pucynky 3.3 npeicTaBieHo NpUKiIaa acomialii Mi>K JBoMa OJI0OKaMH.

wBlodke wBlocke
block_1 |1 . block_2
itsBlock_1 itsBlock_2

Puc. 3.3. Ilpuknan acomiartii

wBlocks
block_1

wBlocks wBlocke
block_2 block_3

Puc. 3.4. Ilpuxnan y3aranbHeHHs. bioku 2 1 3 € KOHKPETHUMHU peaizallisiMu

osoky 1
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V3aranbHeHHs - 1€ BiAHOUIEHHS 00 ’€AHye NOMIOHI OJIOKM B OUIbLI
3aranbHuil  Onmok. Hampuknan, 3araabHuil 050K MOXe OyTH OaHKIBCBKUM
paxyHKOM, TOAl SIK OJOKM cremianizaiii MOXyThb OyTH OINAJHUM PaxyHKOM 1
ocoOucTuM paxyHkoM. Ha pucynky 3.4 npeacTaBlieHO y3arajJibHEHHS JBOX OJIOKIB
1 3araJIbHOTO OJIOKY.

3B'SI3KM MalOTh JHKEpEJo, b, TUI, Ha3By Ta, MOXKINBO, MITKY. bepyun 1o
yBaru MOMJIMBICTh BIJCTEXKEHHS, IS eKcmopTy B 3D-Moaenb BaIwBi JIUIIE

JOKEpeIio, LUIh 1 THIL.

«Blocks
Car

1 sCarStructuresCarstru

portl
2 itsEngine:Engine

Puc. 3.5. [Ipuknan BHYTpIIHBOI OJIOK-CXEMH

BractuBicTh yacTUHM — 1I€ BHYTPIIIHS CTPYKTypa Osioky. e o3Hauae, 1o
0JIOK Ma€ MpaBO BJIACHOCTI HAa MEBHY 4YacTuUHy. €nuHa iHdopMmalisd, sKy MU
OTPUMYEMO 3 YaCTHHH, II€ 1M s Ta OJIOK BJIaCHHUKA.

[lopt mMae Ha3By Ta BiacHuKa. [y MOpPTy BUTIATYEMO IM’Sl Ta BJIACHHUKA
(bsiok). IcHye Garato pi3HUX THIIIB MOPTIB, ajie IIe HEJIOCTATHBO PEICBAHTHO IS
BIJICTe)KCHHS, 1100 OTpUMAaTH ITt0 iHpopmarttiro 3 3D-Moaeni.

[ToTik mpeacTaBiIse TUI AAHUX, SKUM MPOTIKAE MK JIBOMA CTPYKTypamMu. Y
BUIMAJIKY CUCTEM II1 «JJaH1» TAKOK MOXYTh OyTH (PI3MYHUMU TUIIAMH MOTOKY, SIK-OT

peuoBrHa YW eHepriga. IIoTiK BHU3HAYAETHCS MDK JIBOMAa IMOPTaMH, JKEPEIIOM 1
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IJILOBUM. BIH Tako)X MOK€ MaTH OHNKUC 1 BJIACTHUBOCTI, ajl€ UIA BIACTEKEHHS
BOKJIMBUMM € JIUIIIE 1M s, JDKEPEJIO Ta [1Ib, TOMY BUJIYYalOThCS JIUIIE BOHHU.
Bumora B SysSML mae nocuth TpuBiaidbHE MpEICTaBICHHS, BOHA Ma€ Ha3BY,

oruc Ta ID. Yce ne Butsarayro 3 6aszu nqanux (puc. 3.6).

= ATl
Generalf squirements
ID=1]

The general requirement for the car

Saaperarran - £ = Rrysraant

[ ——
StruchireCar Requiremantspeed RequirmenstEngne

I.:' = D=3 D=5

Speadfy the dimengion of the car Man Spead 200km Paweer Engine

Puc. 3.6. Ilpuknaa giarpamMmu BUMOT

3ajeXHICTh — I1€ BIIHOIICHHS MDK JBOMa BUMOTaMH, BOHA Ma€ JDKEpeo Ta
ik, Jlami BiH Mae TUM. 3a/Uis BIACTEKCHHS MU BUIUISIEMO JIHINE JHKEPENIO Ta

L1JIbOBY BUMOTY.

off Drive
atart| state]

siop Farked
parking

Puc. 3.7. Ilpuknaa aiarpaMu KiHIIEBOTO aBTOMAara

Cran — 1e ocobaMBa yMOBa, y sIKiii Moxke nepedyBaTtu cucrema. CtaH Mae

Ha3BY I onuc, ane OyAe BUIIyYEHO JIMILIE Ha3BY.
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[lepexin crany — 1e mepexij MK JBoMma cTaHamH. BiH Mae cTaH jxepena
Ta IPU3HAYCHHS Ta MOXE MaTH IO, 3aXHUCT, MITKY Ta Tpurep. Ycs iHpopmalris
BUTATYETHCS, aJie HE BUKOPUCTOBYEThCA Oe3nocepeinbo B 3D-momeni.

Bunagok BHUKOpUCTaHHA — 1€ MOCIAyra CHUCTEMHU, HANPUKIAJ «3allyCK
KOHTpoJiepa» abo «3ymuHKa JBUTryHa». BapiaHT BUKOpUCTaHHS MOXKE MaTH Ha3BY,
OIKC, 3HAYEHHS, orepalii Ta noptu. st chepu BiJICTEKEHHS BUITYYA€ThCS JIUIIIE
Ha3Ba.

AKTOp — 1€ poJib, SIKA € KOpUCTyBaueM a0 CHCTEMOIO, SIKa MOXKE
B3aEMOJISITU 3 CyO’€KTOM, TOOTO BHUIMAJKOM BUKOPUCTAHHS. AKTOp Ma€ Ti cami
BJIACTHUBOCTI, IO i BapiaHT BUKOPUCTAHHS, a caMe 1M’sl, OIKC, 3HaYCHHs, oneparii
Ta noptu. Jis cepu BIACTEKEHHS BUITYUAETHCS JIUILE HAa3BA.

Acomiailisi mokasye 3B’S30K MIXK BaplaHTaMW BUKOPUCTAHHS ab0 Mix
aKTOPOM 1 BapilaHTOM BUKOPHUCTaHHS. Acolliallis Ma€e Ha3By, JKEPEIo Ta LUk, Yce

OC BUTATHYTO 3 JaHUX.

Car

Reverse

Brake

Puc. 3.8. [Ipuknan miarpamu BapiaHTiB

Bukopucrosyroun Rhapsody Java API, Mu MOXeMO BHTATYBATH JlaHi 3 0a3u
nauux Rhapsody. I1lo6 BukopucroByBatm Rhapsody API, Mu mnoBwHHI MaTh
3amymieHy akTuBHY mporpamy Rhapsody. V¥V java wMm cTBOproeMo Kiac
IRPApplication, sikuii iHimiami3yeThes K Hamla akTUBHA mporpama Rhapsody:

50



IRPApplication app;
app = RhapsodyAppServer. getActiveRhapsodyApplication () ;

Tenep, ko akTUBHY nporpamy rhapsody minkiroueHo 0 HAIIOi MPOrpaMu
Java, Mu MOXeMO BCTaHOBUTH MapaMeTpu Hamoro (aitny npoekTy Ta BCTAHOBUTH

Horo sk (aiilsl IpoeKTy:

IRPProject prj;
app.openProject (7. .\ WJUAN\\ Juan_V1.rpv" ) ;

pr] = app.activeProject () ;

Rhapsody API po30uBaeThcst Ha 00’ €KTH, IIOBHHUI CIIMCOK MPEACTABICHHUH Y
mictuary 3.1. Hac mepeBaxno mikaiate |IRPModelElements, sixi BiamoBizarots

€JIeMEHTaM, 1110 PO3TJIIHYTI PaHille.

Jlictuar 3.1. ®@parment koxy Rhapsody API

IRPApplication
IRPASCIIFile
IRPCollection
IRPExternal CodeGenerator
IRPExternalCodeGeneratorlnvoker
IRPFlow
IRPGraphElement
IRPGraphEdge
IRPGraphNode
IRPGraphicalProperty
IRPModelElement
IRPAction
IRPAnnotation
IRPComment
IRPConstraint
IRPRequirement
IRPAssociationRole
IRPClassifierRole
IRPCollaboration
IRPComponentInstance
IRPConfiguration
IRPDependency
IRPHyperLink
IRPEnumerationLiteral
IRPExecutionOccurrence
IRPFilelRPGeneralization
IRPGuard
IRPInteractionOccurrence
IRPInterfaceltem
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IRPUseCasze
IRPComponent
IRPDiagram
IRPCollaborationDiagram
IRPComponentDiagram
IRPDeploymentDiagram
IRPObjectModelDiagram
IRPSequenceliagram
IRPStatechart
IRPFlowchart
IRPStructureDiagram
IRPUseCaseDiagram
IRPPackage
IRPProfile
IRPProject
IRPRelation
IRPInstance
IRPElock
IRPModule
IRPPort
IRPVariable
IRPArgument
IRPAttribute
IRPTag
IRPTemplateParameter

®dakTruHe BUAO0OYBaHHS JAHUX JOCUTH MPOCTE: MU CIIOYATKY BUTSITYEMO BCl
MaKeTH, MOTIM MPOXOJIUMO IIUKJI MO MaKeTax 1 BUTATYEMO JAiarpaMmy 3a JOMOMOTOI0

koMaHu get. Hanpukiiaz, 3riiHO HACTYTHOTO aJIFOPUTMY BUI00YBaHHS JaHUX !

ArrayList packages = project.getPackages();
foreach pack in packages do
ArrayList useCaseDiagrams = pack.getUseCaseDiagrams();
foreach diagram in useCaseDiagrams do
print diagram elements;
end
end

3.3. [IpeacraBienns MmeToauku nepeaaydi naumux Bin Data Extractor mo

Unity

Mopaynbs KOMyHIKallli B KOHBEPCIMHOMY IIapl HaJCUJIa€ BUXITHI JaH1
MOMYJiE BWIYYEHHS JaHUX 10 MOJyds oOpoOku naHux. Bukimkom y i
KOMYHIKallii € Te, 1110 BOHA € MIDKMOBHA. MOJlyJib BUJIyYeHHs JaHUX HAIMMCAHUM Ha
Java, a momynp oOpoOku manux Hanucanuid Ha C#. Ili MoBu He Oynu oOpani

J0BUTEHO. MOy b BHITyYeHHs naHuX noOymoBanuii Ha Rhapsody Java API, tomy
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caMa nporpama MoBUMHHA OyTH HamucaHa Ha Java. KpiM Toro, Moayib oOpoOku
nanux posmmuproe cepenosuie Unity. Cepemosumie Unity npuiimae nume CH#,
UnityScript i Boo. C# € HaliO1IbIII BUKOPHCTOBYBAHOIO MOBOIO 1 Ma€ HaWOLIbIIE
KJaciB po3mmpenHs. Takox gokymenrtanis Unity B ocHoBHoMy Hammcana juist C#,

tomy C# € noriunum BubGopom. Oriisiz 11e1 KOMYHIKaIii Ipe/ICTaBIeHO Ha PUCYHKY

3.9.

/-'—'_“—"i-\.
Data i Data
Extraction Communication Processing
(Java) (C#)

Puc.3.9. 38’5130k Mik MOJIyJIEM BUJIYYEHHS IaHUX 1 MOJyJIEM 0OpOoOKHU

JaHUX

Bubip MK aKTHBHOI Ta MACHBHOIO KOMYHIKalli€l0 Mae OyTH 3poOJeHUM .
[Ipu akTUBHIM KOMYyHIKaIlli MM MaEMO Ha yBa3l peaJibHE 4acoBe 3'€THaHHS MIX
MOJyJIeM BIIYYEHHS JlaHuX 1 MojayliemM oOpoOku pganux. [lpum mnacuBHIN
KOMYHIKallli MU MaeMO Ha yBa3l CTPYKTYypy, J€ JlaHi 30epiraroTeCsi B SIKOMYCh
Micili, o0 MOAYJdb BUIYYEHHS JaHUX 1 MOJYJIb OOpOOKH JaHUX MOTJIH OyTH
BUKOHAHI aCHHXPOHHO. Y I[bOMY MPOEKTI OyJu JOCHIIKEeH1 00uABa 11 MIAX0IU 1

OyZlyTh AETAIBHO PO3IJISHYTI B HACTYITHUX MiAPO3/1Iax.

3.3.1. AxkmusHuii 83a€M038 "A30K MidHC MOOYAAMU

[Ipy akTUBHOMY 3B’SI3Ky Ma€ OyTH BCTAHOBJIEHO MpsiME 3’€IHAaHHA MIXK
MOJyJIeM BUJIYYEHHS TaHUX 1 MOJyjieM o0poOku nanux. OCKiIbKM BOHHM HaIKCaH1
IHIIIOI0O MOBOIO TPOrpaMyBaHHs, BapiaHTU OOMEXEHI. Y IbOMY MpPOEKTI Oyio
po3riIsiHyTO Ta nmpotectoBaHo [CP-3'eqHaHHS MDK JBOMa MOAYJISAMH. Y TaKOMY
MIAX0/1 MOAYJIb BWIyYeHHs naHux aisitume sik T CP-cepBep, a Moaynb oOpoOku
nanux — TCP-kmienr. IlepeBara nporo miaxoay noysira€ B TOMY, LIO 3MIHM B
niarpami SySML y peanbHOMY uaci OyayTh HeraitHo nepenani Unity. Ile kopucHo,

skmo B Unity BigoOpakaTUMEThCS HE JIMIIE CTPYKTypa, aje W TOBEIiHKA.
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HenonikoM BUKOPUCTAHHS LbOTO MIAXOAY € T€, IO JBI Iporpamu, MOAYJb
BWIYYEHHSI JaHUX 1 MOJyJdb OOpOOKM MJaHUX, 3aBXAM MalTh IpalloBaTU

onHovyacHo. CxeMa 1boro migxoay npeacrasieHa Ha puc 3.10.

TCP
Data Connection Data
Extraction » Processing
(Java) (CH)

Puc. 3.10. AKTUBHHMI B3a€EMO3B’ 30K MK MOJTyJIEM BUI00YBaHHS 1 MOJTYJIEM

00pOOKHU JaHUX

3.3.2. Ilacuenuii 63a€m038 130K MIdHC MOOYIAMU

JIns macMBHOTO 3B’SI3KY MH TOBHHHI 3HaWTH crocid 30epiratv JaHi,
orpuMadi 3 Mmoaeni SySML, mo6 Moayib 00poOKH JaHUX MIr YATATH ITi JaHi. J{ms
IIBOTO MiAliae OaraTo pi3HUX METOMIB. Y IbOMY IPOEKTI MH BUKOPHUCTOBYEMO
daiiau 31 3HaUeHHSIMH, po3auieHuMU KoMamu (CSV), OCKIIbKH €IUHUMU JaHHMH,
AK1 HaJicWIIatoThed, € paaku. Li daitnu nerko nmporpaMmyBaTH, iX MOKHA MUCATH Ta

guTaTH SAK Java, Tak i C#. Cxema 11boro miaxoay mnpeacrabieHa Ha puc 3.11.

Data Data
Extraction p—»|= —» Processing
(Java) = (C#)
CSV Files

Puc. 3.11. ITacuBHuUii B3a€MO3B’ 130K MK MOAYJIEM BUAOOYBaHHS 1 MOAYJIEM

00pOoOKHU JaHUX

JIBi mepeBaru MbOTO MIAXOAY IMOJSATAIOTh y TOMY, IO HOTO JIErKO
nporpaMyBatd, 1 o0unBa Moayini (BHIy4YeHHs JaHUX 1 00poOka JaHUX) MOKHA
3almycKkath acuHXpoHHO. Cnocid ekcrnopTry Mg KOXKHOTO THUIY €JIEMEHTa
cTBOproeTbest okpemuit daitn CSV. lleit daiin Mmae neBHy CTpyKTypy. Sk npuxian

BI3bMEMO JIOBUIBHY JliarpamMmy BUMOT, IIPEICTABIIEHY Ha pUCYHKY 3.12.
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GeneraiRequinements

The general requirement for the car

i — B
StruchureCar l RequrementSp=ed ReguirmenetEngine

D=2 | D=2 | D=5
' I. DETTVE c
Spedfy the dmensaon of the car | Max Spesd 200km Paweer Engine

Puc. 3.12. Jliarpama Bumor

s miarpama Mae aBa TUIM €IEMEHTIB: BUMOTH Ta 3aJIEKHOCTI BUMOT. Daiin
BUMOT Ma€ CTPYKTYpPY «IM’sl, OMHUC, IIEHTU]IKATOP», 1 KOXKEH PSIOK MPEICTABIISIE
HOBUH enemeHT. [lepexman BUMOr 1m0 miarpamu, MpeACTaBICHOI Ha PUCYHKY 3.12

1o daitry CSV npencraBieHo Ha pUCyHKY 3.13.

A
GeneralRequirements, The general requirement for the car,1
StructureCar,Specify the dimension of the car,2
RequirementSpeed,Max Speed 200km, 3
ReguirmenetEngine,Power Engine,5

FE RN S I ]

Puc. 3.13. Ilpuknax daitny CSV mns enementiB tuny Requirement

3aexXHOCTI BUMOI MalOTh OKpeMmui ¢ails, sSKuil MICTUTh MIIKIIOYEHI
Bumoru. Lleit ¢aiin mae ctpykrypy «Bia, J1o» 3 BUXiIHOIO BUMOIOIO Ta LUJIbOBOIO
BUMOTO10. TpaHCHAIlS 3aJIeKHOCTEH BHUMOT Ha JiarpamMi, MpeacTaBlICHIN Ha

pucynky 3.12 y ¢aitn CSV npeacrasneno Ha pucyHky 3.14 .

A
1 RequirmenetEngine,RequirementSpeed

Puc. 3.14. lpuknax daitny CSV nns enementiB Tuny Requirement Dependency
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3.4. lIpouecu oOpoOku Ta abcTparyBaHHs JaHUX

Y upoMy po3aull MpeACTaBI€HO CTPYKTYpPY CLIEHapiiB OOpOOKHM HaHMX,
posmupenux no Unity. 1li cueHapii BUKOPUCTOBYIOTH JaHi, TOCTYIHI y (aimax
CSV, 1 cTBOpIOIOTH iX CTPYKTYpy naHux. [lo cyTi, yci niarpaMu CKJIaJar0ThCs
BUKJIIOYHO 3 BY37iB 1 nuIsiXiB. Lli By3/u Ta nuisiXu MaroTh pi3Hi HaA3BH, BIACTUBOCTI
Ta (hopMu, ane BOHU MAIOTh CIIUIbHE, 10 CBIIYUTH NPO a0CTPAKTHE MPEICTaBICHHS
piBHOCTi. KpiM TOTO, 1110 abCTpaKilif0 MOXKHAa BUKOPUCTOBYBATH ISl PO3IIMPEHHS
porpamu JJis Jierkoi oOpoOKu OUIBIIOT KUTBKOCTI TUMIB Jiarpam. Po3ain o6poOku
JaHUX po3nauleHuid Ha 181 vacTuHW. CrnoyaTKy mpejAcTaBlieHa aOCTpaKilis
CTPYKTypu TmporpamHoro 3a0esnedyeHHs. I[lo-mpyre, Mu TOTOBOPUMO PO
CTPYKTYpPY HaHUX JUIsi BCIX aiarpaM. BkirodeHi miarpamu: aiarpama KiHIIEBOTO
aBTOMara, JlarpaMa BUMOT, Jlarpama BU3HA4Y€HHs OJOKY, BHYTpIIIHS OJOK-cXeMa
Ta JilarpaMa BaplaHTIB BHKOPHUCTaHHS. MU TakoXX MOSICHUMO, IO POOWTH KOXKHA
(dyHKIIIs B KJIacl.

[lo cyti, yci pgiarpamMu CKJIaJalOThCsl BUKIIOYHO 3 BY3JIB 1 ILISAXIB.
[IpeacraBneno kiacu aOCTpakilii Ijisl By3ja, NUIAXY Ta Aiarpamu. lle aGctpakTHi
KJIacH, 110 O3Hayae, L0 KOXKEH Kiac y coeuu@ikanii MoXe MaTd BJIAacHI
BiactuBoCTi Ta 3D-Bi3yanizaiio.

By3nu npencraBnsiors yci «O0’extu» Ha giarpamax. B Unity Bci By3nu
MaroTh cruipHe iM’s String i npedad GameObject. Yci BoHu mNOBUHHI MaTH
GbyHKIIT 11 000X. Yci By3nu Ha Hamid giarpami B Unity MaroTh MaTH CBOE iM’sl
Hag GameObject, tomy Bci By3nu maroTh (ynkmito drawtext(). /liarpama kiaciB
JUIS 111€T a0CTpakKilii npeacTaBieHa Ha pucyHky 3.15.

Ha niarpami mokaszano, siki 00’ €KTH KJIAcU(DIKYIOTbCS SIK BY3JM, ajie BOHU
OyIlyTh IEpepaxoBaHi HUKYE I KOXKHOI JllarpaMu BiATOBITHO

* BDD: briokw.

* IBD: yactunu Ta noptu.

» StateMachineElements: niarpama KiHIIEBOro aBTOMAara.

» UseCaseElements: miarpama BapiaHTiB BUKOPHUCTAHHS.
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* Requirement Diagram: Bumorm.

NodeClass

+ Aame Stng
+ prafab GameObjact

+ gethamea(): Siring
+ getPrefab; GameObject
+ dranw Ted() wod

I

Requirement

+ I0: Int
+ descnption: String

= getiDi) int
« getDescriplion(): Siring
+ OnMouseEnter): vaid

_i Block

_[ StateMachineElement

Part

+ pavner. Block

+ pChanar () Block

UseCaseElement

1

Puc. 3.15. AGcTpakiis kinacy By3ia

Port

+ pineer. Block

+ gaiCwnir(). Block

[nsaxu npencTaBisiioTh 3B A3KM MUK By3lnamMu Ha jiarpamax. Hlmsxwu

NodeClass Bix i NodeClass no sikoro € mxepenom i Meroro nuisixy. [loTim, sk i

Node Class, Bonn wmarte mnpehad GameObject mis BigoOpaKeHHS ILISAXY.

PathClass mae nume taki ¢ynkuii get, sk getFrom(), getTo(), getGameObject().

Jliarpama kiaciB 11 11i€i abcTpakiiii mpeacTaBieHa Ha pucyHky 3.16.

PathClass

= from: ModeClass
+ 1o NodeCiass
+ prefal; GameObect

+ getFrom(): object
+ galTol) object

+ pabGameObect(; Gamedbject

T

BlockPath

InternalBlackPath

Fhow

+nama Sinng

StateMachinePath e RequirementPain
+nama: Siring + typac S¥ing
+ type: Siring
+ tabal: Siring

+ patTypa(l Snng

+ getiama(}: String
+ gelTypel): String
+ geiLaballl Stnng

+ geiiamad]: Sinng

UseCasePath

+ Name: Sinng

+ getName(): Siring

Puc. 3.16. AGcTpakitis Ki1acy nepexomy
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Ha nmiarpami mokazaHno, siki 00’ €KTH KJIaCU(IKYIOThCS K LUISIXU, ajleé BOHU
OyIlyTh IEpepaxoBaHi HUXKYE JIs KOKHOI JliarpaMu BiAMIOBITHO |

» BDD: BlockPath.

* IBD: Flow i InternalBlockPath.

» State Machine Diagram: StateMachinePath.

» Use Case Diagram: UseCasePath.

* Requirement Diagram: RequirementPath.

Jliarpamu — 1me 00’exktH, ski wictate yci o0’ektu  NodeClass i
TransitionClass csoro tuny. Tomy kiac DiagramClass ckiiamaetbes 3 1BOX BY3JIiB
ArrayLists i mepexoxiB, ski MictaTh yci 0o0’exkt NodeClass i TransitionClass.
Kpim TOro, BOHM MarOTh (QyHKIIT J0JaBaHHA Ta OTPUMaHHS, a came
addNode(NodeClass), addTransition(TransitionClass), getNodes() i

getTransitions(). /liarpama kiaciB ais miei abcTpakiiii mpeacTaBieHa Ha puc. 3.17.

DiagramClass

+ nodes: ArrayList
+ paths: ArrayList

+ addMode(ModeClass) vold

+ addPaths(TransitionClass): void
+ getNodes(): AmayList

+ getPathe(): ArrayLict

T

StateMachine Diagram — ReqgDiagram UseCaseDiagram
+ name Siring + name: Stang
+ parent: Block + parent: Block
+ coiMame(string]: void — - + setMame(ztring}: void
+ ceiParent|Block): woid L1 BlockDefinitionDiagram + gefParent]Block): void
+ getMamel): String + getMame(): Siring
+ getParent(). Block + getParent{: Block

Puc. 3.17. AGcTtpaxiiis kinacy giarpaMu

3.5. Onuc cTPYKTYp AaHHUX TA NPeJCTABJIEHHS JiarpaM KJaciB

[Ilo6 cTBOpuTH miarpamy B Unity, MU TIOBHHHI CTBOPHTH ITOPOXKHIMH

GameObject. JTo GameObject momaeTbcsi cueHapiid, SKUH 00poOISIE BUITYUYCHHS
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naaux i3 ainis CSV. J{ns KoKHOI Tpynu CyTHOCTEH Ha Jiarpami MU CTBOPIOEMO
okpemwii kiac. Hampukian, y giarpaMmi Bu3HaueHHs 010Ky Mu Maemo kiacu Block
i BlockRelation , sxi € po3mupeHuMH 3 KiaciB aOCTpakiii, mpo sKi HILIOCs
panime. Jlns KOXHOI CYTHOCTI aBTOMATUYHO CTBOPIOETHCS  MONEPEAHBO

CKOH(IrypOBaHUI €IEMEHT.

BOC reator NodeClass
+ cubs: GameDnject +nama: string 2
| + composition: GameDtject + prefal: Gamedoject
| = Bssoialion: GameObject
| = aggregation: GameObject N __E =
| « generalizalion. GameOoject + =scansiructor=> NodeClassisinng, Gameldject
| + |IBOConbroller: GameDbject + gathamai sinng
. | » blockDefDiag BOD + getdameCibject]): Gamedbjec
— 1+ spawnLocatons: ArayList * arEwTenk): void
: N
| = teSpawnLocations(): veid i
| + petBODOIagrami(): wiokd Y
| + geiBlocks(): vaid
| = getPams(); veid
| = getBDD: BOD
’ 1 Estnay
DiagramCiass
= modes - ArmayList 1 I
= paths - ArrayList [ 1 T
-r-::]-Eﬂrn:l!—i BleckDefinitionDisgram I‘_| Block
+ s«consiructor-= DiagramCiass) * ) = :
+ pddMode{NodeClass] void |2
+ pidRelamonTransiion Class): visd
« petiodes(): AmayList
+ pelTransitiona() Anayilist
BiockPath
L |+ typa: siring
= sagongiruchon= BiockFath{Block, Block, string. GameObgect)
+ pelType() shing
1
Extands
i |
PathClass VisuallUpdater
« from: ModeClass = fromc ModeClass
+ o ModaClass = o ModeClass

+ prefab; GameDbject

= petiFath{NodeClass, NodeClass): voild
+ wxgpnsifucior== PathClass(MNodeClass NodeClass GameObjed - upateRelationJametnject, GamaObiect) woid

+ geFrom(} NodeClass
+ gedTol; NodeClass
+ getGametpacil: Gamelbject

Puc. 3.18. Jliarpama kiaciB aiarpamu Bu3HaueHHs 00Ky B Unity

JIist KOKHOI JiarpaMyd MU CTBOPIOEMO CTPYKTYpPY KJacy, sika OXOIUIIO€

OTpUMaHHA JOaHuX i3 ¢aitnie CSV, cTBOpeHHA 00’€KTiB 13 BUTATHYTHUX JaHHUX 1
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TPUBUMIpPHY BI3yalli3allit0o BUTATHYTHX nAaHux. Jliarpama kiaciB s BDD
Ipe/cTaBiieHa Ha pUCYHKY 3.18.

BDDCreator otpumye nani 3 ¢aiinie CSV 1 cTBOpIo€ Jiarpamy BU3HAUYCHHS
onoky. Koxxen enemeHT Yy Jiarpami BU3HA4Y€HHS OJOKYy IHILIQTI3YETHCS
BiANOBITHUM npedadoM. Y Hac € pizHi npedadbu ams kyOa, acolriallii, KOMITO3HIII],
y3arajibHEHHs, arperamii Ta 3aJeXHOCTl. BuWilydeHHS JaHUX BUKOHYETHCS 3a
noromororw StreamReader, skuii € cranmapTHoo (yHKIioHaBHICTIO B C#. Mu
BU3HAYAEMO pO3TalllyBaHHs (pailiny .CSV 13anucyeMo HOro B MOTIK.

KoxeH psanok y ¢aitni CSV BianoBijae 0j10Ky. 3 UMU JaHUMU BUKOHYIOThCS
HACTYITHI KPOKH:

1. CrtBopenns ex3emiuipy GameObject i3 mpedabom «biok» y
BUIAIKOBOMY MICII1 CLICHH.

2. CtBOpeHHsS HOBOrO OJIOKY, III0O MICTUThH AaHi 3 (aitny CSV 1 paHiiie
cTBopeHoro 00’exrta GameObject, o0 BoHu Oy OB’ s13aH1 pa3oMm.

3. JlonaBanHsa OJOKy 110 AlarpaMd BU3HAuU€HHS OJIOKY 3a JOMOMOTOIO
addBlock (Block).

CtpykTypa muiaxy pizHa. Y OJIOKy 30epiraeTbcs juiie iM’sl, TOIAl 5K Y
nuisxax € iM’s , OJoK « Big » 1 «mo» . Ilicns BuiaydeHHs maHuX 13 (paioy CSV
BUKOHYIOTHCS TaKl KPOKH:

1. Ilepermsaa Bcix OJOKIB 4ME IM’sI BIAMOBIMAE IMEHI «BiA» 1 «0» y (aiii
CSV, SIKIIIO TaK, TO BCTAHOBIIOETHCS OJIOK «BI» 1 KKOMY» Ha BIIMOBIAHUM OJIOK.

2. Skmo «Bim» i «Jlo» He HOPIBHIOIOTH HYJIIO, TO IEPEBIPSIETHCS THII
3B 13Ky (KOMITO3MITisl, arperalis, acoIliaiisi, 3aJIe)KHICTh, y3arajbHeHHS ). SIKII0
OJICH THUIl HE BIJANOBIJAE, BUKOPUCTOBYETHCA PETICTP 3a 3aMOBUYYBAHHAM
«Acoryaris».

3. CtBopenns ex3eminiipa GameObject 3 BiANOBIIHMM THIIOM BiJHOIICHHS
Prefab.

4. CrtBopenns nHoBoro BlockRelation 3 Block, to Block i na3Boio Ta

00’exktom GameO.
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5. JlomaBannus BlockRelation mo niarpamu Bu3HaueHHs OnOKy 3a
nonomoroto addRelation(BlockRelation.

BDD — 1ne knac gaHux, SIKMH MICTUTH 1H(OpMalil0 Tpo BCl OJIOKH Ta
nuisaxu 0s10kiB. Kinac € posmmpennsm DiagramClass i tomy mae ArrayList By3miB i
IUISAXIB.

» addNode(Block) nogae 610k mo ArrayList.

» addPath(BlockRelation) nonae BigHomenss 1o ArrayList.

* getPaths() moseprae BigHomeHHs ArrayList.

Knac Block 6e3nocepennno nos’sizanuii 3 Block GameObject. Bin 36epirae
Ha3By OyiokiB 1 mamoe TekcT Hag GameObject. Kiac e posmmpennsm NodeClass,
Tomy Mae Ha3By (String) i mpedad (GameObject). Konctpykrop BcTaHOBIIOE
Ha3By Ta GameObject. Bigpa3y micns inimiamizamii BiH Bukiaukae drawText().
Block mae Tpu ¢ynkuii, Bci Tpu noxoaath Big NodeClass:

* getName() moBeprae Ha3By OJIOKY.

* getGameObject() noseprae GameObject, mop’s3anuii i3 6JI0KOM.

* drawText() mamroe Teker 6e3mocepenubo Hag GameObject y crewi.

Knac BlockPath 0e3mocepennbo moB’s3anmii i3 tHmoMm  Relation
GameObject. Knac € posmmpennsm PathClass . Bin 30epirae Buximauii 010K i
1uIboBUHM O0K. KpiM TOro, BiH Mae THI IIIAXY, KUK BiAMOBiAae TUIy mpedady.
VY xouctpykropi BlockPath(Block, Block, string, GameObject) BcTanoBmIOETHCS
BUXIAHUM 1 MIbOBHUK OJOK, BCTaHOBIIOEThCS Tun 1 3B’sa30k  GameObject
3B’SI3y€ThCS 3 KJIacoM. Jlajai KOHCTPYKTOP BCTAHOBIIOE IJIh JKEpeaa Ta THIT JIs
kiacy «VisualUpdater», skuit o6po0Oiisie 3D-Bizyaizaliito Ta MOJIOKCHHS MUISIXY.
Block-Path mae wotmpu ¢ynkuii, 3 skux getFrom(), getTo() i getGameObject()
ycnaakoBani Big PathClass:

* getFrom() moBepTae BuXigHuUi OJIOK.

* getTo() moBepTae HiTbOBUI OJIOK.

* getType() noseprae Tun BlockRelation.

* getGameObject() noseprae GameObject, nos’s3anuii i3 BlockRelation.

Perrra giarpam npeacTaBiaeHO HUKYE.
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==

Diagramc lass

+ nodes - ArrayList
+ paths : ArrayList

+ «==gpnstructor== Diagram{Class()
+ addNode(NodeClass): woid

+ addRelation(TransitionClass) void
+ petNodes() AmayList

+ pefTransitions(). ArrayList

StateMachineDiagramCreator

! | + eventPrefab: GameObject

+ statePrefab. GameObject

+ transitionPrefab: GameQbject

NodeClass

+ name: sirnng
+ prefabr GameObpect

+ «<<consiructor=> NodeClass(stnng, GameObjact)
+ getName(). string

+ getGameObgect{): GameObject

+ drawTexd() void

il

+ stateMachineDiagram: StateMachineDiagram

StateMachineNode

+ petStateMachineDiagram(): void

Visualllpdater

+ from: NodeClass
+ to: NodeClass

+ selTransibon{NodeClass, NodeClass)
+ updateTransifion|GameOibject, GameObject)

1 1
StateMachinePath
+ name: siring
+ lype: siring
+ |abel string

+ getName(). siring
+ gefType(): string

+ ==gonsiructor== StaleMachmeTransibon(siring, stnng, StateMachineElement, StateMachineElement, stning. GameObject)

PathClass

+ from: NodeClass
+tor NodeClass
+ prefab: GameObject

+ <=gonsiructor>> PathClass(NodeClass, NodeClass, GameObject
+ getFrom(): ModeClass

+ gefTo(): NodeClass

+ getGameObject GameObject

Puc. 3.19. Jliarpama kiaciB miarpamu KiHmeBoro apromara B Unity
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DiagramClass

+ nodes : ArrayList
+ paths ; ArrayList

+ <=gonstructor== DiagramClasz()
+ addNode(MNodeClass): void
+ addRelation(TransitionClass): void

NodeClass

+ name: string
+ prefab. GameObject

+ <=gonstructor== NodeClass(string, GameObject)

Bxends |, getNodes(): ArrayList + getName(): string
+ getTransitions(): ArrayList 3 getGameOhject{j: GameObject
+ drawText(): void
RequirementDiagramCreator
+ reqPrefab; GameObject
1— + reqDependencyPrefab; GameObject 1 Exiend
+ reqDiagram: RegDiagram XIELHLS
+ getRequirements(): void
+ getDependencies(): void
1 Requirement
+ description: string
+ |D: int
1
RequirementDiagram & getlD(): int
’ + getDeécriptinn[j:: string
2
1
: VisualUpdater

RequirementPath . 1

Extends

V

+ from: ModeClass
+to: NodeClass

+ setDependency(ModeClass, NodeClazs): void
+ updateDependency(GameObject, GameObject): void

PathClass

+ from: ModeClass
+10: ModeClass
+ prefab: GameObject

+ ==zconstructor== PathClass(ModeClass, ModeClass, GameObject

+ getFrom(): ModeClass
+ getTo(): NodeClass
+ getGameObject(): GameObject

Puc. 3.20. Jliarpama kiaciB mpiarpamu BuMor B Unity
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Diagremless

+ nodas | Amaylis
=+ paths . ArsyLinl

+ addooe(NodeCiass] vold
= gddFsth{FalhClasa) vod
=+ gatooes(] Amaylit

+ gePathsi]: ArrayList

= sxinirucier- Dagamias)

mnoy

Hisie lass

+ rama: siring
+ prefab Gameliyec]

[+ wecansinicior== FizwiPai, Por s ng Oamaliipec]

+ gatFrom{: Fost
+ gelTol): Fort
+ gRiGametEiecy] Camedikct

PathCless

+ hom. ModeClass
+fo WodaClass
+ prefabr GameObjed

+

+ patFromi =
+ palToll NodeCless
+ pal0asaOitRcl) Oamatisies

psaCiass

=eiPethiNode Caze, Nodelless): voud

+ updataReslation| Dasa Dhmel Gamediisct) vl

Puc. 3.21. liarpama kiaciB BHYTpillTHBOI OJ10K-cxemu B Unity

Block + weconEiucinrs NodCRssiaring GamsChmc
#i STing -
meltgech|. Gameltied e
+ draa Taed [y void
£y 2
B el Exterids
+ pariFrafas GameDibjec
1 | + SowPrefab: Game e
+ pariFrales Gamelsje
+ Iinked ToPretah: SameOtect Bt
+ memalBlockDag 1BO -
= mamar Black
* |+ name =ting
+ GUIBIDTHEgran] Wi 1 = pirt Gamsiied
+ geiFars(; vod
« galPosta| v
_Em:nﬂ; woikd = peiSameCbjecis GameObjed
= petCwnen]. Biock
* - pathlamall: siring
1 = drawTead] CameObject
Exisrde
1
Inrsanetl Fiock D g ram ‘
+ paris: furayLisi
+ addParyFor): void L Port
» guiPads( ALl '. :
« s SFng
+ gwrar Block
+ port. GameCtect
+ e pnFucisree For{sving, Bloc Gamedp
3 |+ geamai; siing 1
. ril Block -
Dipect(| Gamalhjact
1 1
Flerai
VizualUpdater
+ Nama: 5
i + Tipm” MoosC
+ 1o ModeClass

Knac InternalBlockDiagram wmictute iHdopmariiro mpo BCi MOPTH, YaCTUHH

ta moToku. lLle 30epiraerbcss B Tpbox ArrayLists, ski iHImiami3yroTbcsi B

koHCcTpyKkTOpi. Kmac € aGcrpakroBanmm Bin DiagramClass. Buytpimas 06i0k-

CX€Ma Ma€ He JUIIE BY3JM Ta LUIAXU, @ U YaCTUHH, L€ aTpUOyT PO3IMIMPEHHS y

InternalBlockDiagram. Ile#t kmac Mmae mricte ¢yHkid, 3 sxkux addNode(),

addPath(), getNodes() i getPaths() ycmankosani Bix DiagramClass:

* addNode(Port) nomae mopt no ArrayL.ist.

* addPath(Flow) momae Flow mo ArrayList.
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* addPart(Part) momae Yactuny mo ArrayList.

* getNodes() moBeprae By3im ArrayList .

» getPaths() moseprae nusixu ArrayList .

» getParts() moBepTae yactunu ArrayList .

Knac Port nmos’si3anuii 3 Port GameObject i mictuth iHpoOpMartito po Port.
Bin moxonuts Big NodeClass, Tomy mae 11i atpubyTtu Ta oneparii. Kpim Toro, mopr
Mmae Onok BiacHuka. Kitac Port mae gortupm ¢ynkmii, 3 skux getName(),
getGameObject() i drawText() ycnaaxosani Bix NodeClass:

* getOwner() moBeprae BiacHuKa (0JIOK) I[LOTO MOPTY.

* getName() moBepTae 1110 Ha3BY HOPTIB.

* getGameObject() noBeprac GameObject, mos’s3anuii i3 UM [TOPTOM.

 drawText() manroe Tekcr O6e3mocepenubo Hag GameObject y cuewi.

Knac Flow mos’s3anuii 3 Flow GameObject i mictuth indopmamiro Flows.
Lleit kmac e posmmpenum kiacom PathClass. Bin 30epirae Buxigauii mopr i
ninpoBuid mopt. Kpim Toro, motik Moxke Matu Has3By. Kiac Flow mae wormpm
byukuii, 3 skux getFrom(), getTo() i getGameObject() ycragkosani Big PathClass:

* getName() moBepTae Ha3By IOTOKY.

* getFrom() moBepTae BUXiTHUI HOPT.

* getTo() moBepTae LIILOBUIA TIOPT .

* getGameObject() moBeprae GameObject, mos’s3anuii i3 MOTOKOM.

Knac VisualUpdater o0po0:sie Bisyanizamiro Beix IuisxiB. Toi caMuii Kiac
BukopuctoByeThes B BlockDefinitionDiagram i mae taky camy ¢ yHKI[IOHAIbHICTb.

OTxe, MH BU3HAYMIIA CTPYKTYPY CHCTEMH 1 IMOKA3aJH, SIK MOXHA OTPUMATH
nani 3 iHcTtpymenty CASE, Takoro sk Rhapsody. Benmke 3HaueHHS Mae
PCIIEBAHTHICTh THUX YM IHIIMX JaHuX. lle BUIyYeHHS AaHUX MOKHA PO3IIUPHUTH,
BUKOPHCTOBYIOUM TOW caMHUil METOJ, II0 NPEACTABICHUM Ha pPI3HUX THUIAX
Mozeneit abo enemenTtax mozeini. Jlani Mu oOroBopuiid cnocid 3B 3Ky BiJl MOJYJISI
«Bunyuenns nmanux» 10 moayias «OO0poOka manux». OCHOBHUM BHOIp — MIXK
MACUBHUM 1 aKTUBHUM CHUIKYBaHHSM, NPHUUOMY TpoOJieMa TOJsIrae B TOMY, IO

oOuBa MOAyJl MarwTh Pi3HI MOBH MporpamyBaHHsA. JlJisi 1bOTO MTPOEKTYy MU
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BUKOPHUCTOBYEMO MAaCUBHUM 3B’ 130K 13 aitamu CSV. € kinbKa 1iKaBUX HepeBar i
BUMAJIKIB BUKOPUCTAHHS AaKTHUBHOTO CIUIKYBaHHS, $Ki MOXXHAa BHUBYHUTH B
MaiiOyTHIH poOoTi. OkpiM BUIYUEHHS Ta Nepeaadl JaHUX, MU MpeACTaBUIU
CTpYKTYpy Moayns «OO0poOka manux». {0 cTpykTypy MOXHa BHUKOPUCTOBYBATU

JUTSL pO3IIHPEHHS Moay st «O0poOka JaHUX» 3a JOMOMOTOI0 JOAATKOBHX Jllarpam.

3.6. Peagizanisi cTpykTypu mapy kKoHBepcii moaeneii mizk |IBM

Rhapsody Ta Unity

VY uboMy po3auIl po3MISIAAETHCS CTPYKTYpa piBHS nepeTBopeHHs: Mix |IBM
Rhapsody ta Unity. Takox mnpeacraBieHO Jesiki pe3yiabraTd mpototuny 3D
Bigyamizanii. OJHAaK OCHOBHAa MeTa MNPUKIAAIB — TEPEBIPUTH PIBEHb
MePETBOPEHHSA. MeToro € He CTBOpeHHs imeanbHoi 3D-Bizyamizamii momeni. Jlms
OTPUMAaHHS PE3YJIbTATIB MU BI3bMEMO 3alyIICHUH MPUKIIAJl MOJIEN1, PO3TISIHYTOI B
po3aiii 2 i mepeTBopiTh 11e Ha 3D-Mozenb.

Jnst 3py4yHOCTI BUTSTYBaHHSI JaHUX MPEJICTAaBUMO MEPETBOPEHHS IaKeTa
Rhapsody y d¢aiin .xIsx. Ha pucynky 3.22 mnokasano mnaker y Rhapsody.

Butsraysmm nani, Mu cTBOpIOeMO ¢aii, mpeaCcTaBICHUN Ha pUCYHKY 3.23.

Packages
£ Default
* .'5 Actors
= Blocks
) Actuators
) Battery
- Camera
#-(J DC
2 () DockingBay
-} Environment
() LegisticsManpower
£ Motor
) Obstacles
: |T. J Parkinghay
£-[) PowertrainSystem
(T Steering
() Truck
() Truck_Sensors
-} UC_AutonomousMode
& % Events
-2 Parts
(= Use Cases

Puc. 3.22. TITaket ctpykrypu B Rhapsody
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& B c D
1 [Mame Jmetaciass Dwmner/parent Identifier
2 ROOT Shate statechart 0 corm. telelogic.rhapaody. core RPState@al6la
3 itsEnable Autonomous Mode AssociationEnd Driver com.telelogic.rhapsody.core.RPRelation@fbld5bal
4 actor_14 Actor Default com.telelogic.rhapsody.core. RPActor@esdeb2Sf
5 Truck_actor Actor Default com.telelogic.rhapsody.core RPActor@aleab7b3
6 itsEnable Autonomous Mode AssociationEnd Truck_actor com.telelogic.rhapsody.core RPRelation@befsfase
T |itsTurn Power O AssociationEnd Truck_actor com.telelogic. rhapiody. core RPRelation @1 7354864
8 |itsDisable autonomous mode AssociationEnd Truck_actor com.telelogic.rhapsody.core RPRelation @ace 578598
9 itsAvoid Obstacles AssociationEnd Truck_actor com.telelogic.rhapsody.core.RPRelation @683 3F73
10 DC_Actor Actor Default com.telelogic.rhapsody.core.RPActor@cd 264b9e
11 itsParking AssociationEnd OC_Actor com.telelogic.rhapsody.core RPRelation@a59c0led
12 itsDriving AssociationEnd DC_Actor com.telelogic.rhapsody. core RPRelation Dabaiz764
13 Engine_Off State statechart_0 com.telelogic.rhapsody.core RPState@23F752d6
14 itsDocking AssociationEnd DC_Actor com.telelogic.rhapsody.core. RPRelation @aaldoedb
15 Environment_actor Actor Default com.telelogic.rhapsody.core.RPACton@ETh0ET29
16 itsDetect Obstacles AssociationEnd Environment_Actor  com.telelogic.rhapsody.core RPRelation@27ee5650
17 Camera_Actor Actor Default com.telelogic.rhapsody. core RPACtor@A0feci6s
18 |itsDetect Obstacles AssociationEnd Camera_Actor com.telelogic.rhapsody.core.RPRelation@14f Thafl
19 Engine_Status State statechart_0 com.telelogic.rhapsody.core.RPState @b52b2ool
20 Engine_On State statechart_0 com.telelogic.rhapsody.core. RPState @dbsfaadb
21 obstaclepresent State statechart_0 com.telelogic.rhapsody.core RPState@d500cded
20 DefaultTransition statechart_0 com.telelogic.rhapsody.core. RPTransition @72a074be
3 F1 Transition statechart_0 com.telelogic.rhapsody.core RPTransition@E30537b8

Puc. 3.23. Yactuna (aiiny BUIydeHHs JaHUX 13 CTAaHAAPTHOTO MaKeTa

ITin yac BuiIydeHHS JlarpaM ycl €JeMEeHTH 30epiraroTbCs B HIIOMY (aiii.

JlaBaiiTe Bi3bMeMO Aiarpamy BU3HaYeHHs OJIOKY Ha pUCYHKY 3.24.

Inkd Pregect] Progecl e 1]

CepciingBay Parkingbay Enwisanment Dhstacles Actustors Sheering
akar Hnla Var | 1. | iakar L ks
Mt |
Cowmtony Cowrrony Cowmonr Cowmtony Ciowrationr Cowrmtony
1 rahghey | EErareel_2 1 T T
FRedrtuators_{ |1 ExShearing | 1
raliocinghay
kOC |1 ROC | C_Mlronsutode 2 1 [ ] l
- s i | -z
oc UC_Amtnnemausrisde | Track | m“ |
i 1 1 vl B0 Autrorieuts Vit & i 1
= - s I~
hhc 2 ThalC H] il e e e
1 |
Clowralionr e “ETk | AL Chowrmbizar
mhC 171 mhC [t .. .'. .‘.
1 g ot ETruck_Sermorn 1, |1 e, |1 u..:u--n;;
Bk " <Bhock i
LogmbrsManpower Truck_Semsors Hubor Hallery
i ] sl L]
Oy (e ] Cowrmiory Cwrmbonr Cowrmboor

Puc. 3.24. Ilpuknaa BUKOPUCTOBYBAHOT OJIOK-CXEMH

Ha it giarpami € Omoku Ta umisixu 0j0kiB. @aiin Blocks mictuth mpocto

iM’s1, po3NiJIeHE KOMaMH, SIK MOKa3aHO Ha pUCYHKY 3.25a. KoxeHn psmok daitmy
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BlockPaths mictuth iHmmi mosix. CTpykTypa IBOTO psiKa: BUXITHHHA OJOK,
ITbOBUHN ONIOK, TN HUIAXy. Dailn nuisxy mpeacTaBieHo Ha pUcyHKy 3.25 0. Lle
Ipaltoe OJHAKOBO JUIS BCIX IHIIMX JlarpaM, aje IHIIl JlarpaMu MOXYTb MaTH

JIENI0 1HIILY CTPYKTYpY (ailiny uepe3 pizHy BUAOOYTY iHPOpMAITIIO.

A B C D E
UC_AutonomousMade, Truck,Association
UC_AutonomousMode,DC,Association
UC_AutonomousMode,Environment,Association
DC,Camera, Association
DC,DockingBay,Association
DC,Parkingbay,Association
DC,LogisticsManpower, Association
DC,UC_AutonomousMode,Association
Environment,UC_AutonomousMode, Association
10 Environment,Obstacles,Composition

A Bl

1 UC_Aumr'uor'nnuimude,l:lc.Envirohment,Tru:k,camerT.
2 | Truck_Semsors,Powerirainsystem, Motor, Battery,
3 |SteeringActuators,LogisticsManpower, DockingBay,Parkingbay, Obstacles,

- AN LR NN S

a) brokye (aiin CSV 0) Yactuna CSV ¢aiiny

Puc. 3.25. ®aiinu niarpamu BU3HAYEHHS OJIOKY

3.6.1. Ilpoyec sizyanizayii 0anux mooei

Temnep posrisiHeMo mporiec Bizyamizaiii nanux peaiizopanoro B Unity. Cama
TPUBUMIpPHA Bi3yasi3allisl CKJIAJa€TbCid BUKIIOYHO 3 MPOCTUX KyOI1B AJiA BY3JIB 1
KOHYCIB sl nuisixiB. J[ns mporo mpukiany Oylne BHUKOPUCTaHA MOJECIb
aBTOMOOLUIs. Mogenb CKiIafaeTbcss 3 JAlarpaMd BU3HAa4YeHHs OJIOKY, Jlarpamu
BHUMOT, JllarpaMH BapiaHTiB BUKOPUCTAHHS Ta JlarpaMu KIHLIEBOTO aBTOMATa.

Ha niarpami Bu3HaueHHs 0J10KY OJIOK B1JOOpakaeThCsl sIK TPUBUMIPHUMN KYO.
JUids  [OpIKKM BHUKOPUCTOBYIOTBCS PI3HI 30IpHI KOHCTPYKIIi, $KI MOXYTb
BIJIPIZHATHCS 3a KOJIbOPOM abo (opmoro. 30ipHI KOHCTPYKLII IpenCcTaBlIeHl Ha

pucyHKy 3.26.

Puc. 3.26. 36ipHi 6;10Kku giarpamMu BU3HAUYCHHS OJIOKY
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3D-kyOuKH pO3MIIIYIOThCSI y BUMAIAKOBINA CITIIi Ha CIIeHi, MO0 OJOKH He
Majid OJIHAaKOBOTO MoJioxkeHHs. [[i OJOKM MOXHa MEepeTsIryBaTH 3a JOMOMOTOI0
MHUIl, 00 CTBOPUTH ONTUMAJIBHUN BUIJSAN cucTeMu. Jliarpama BU3HAYECHHS

010Ky Ha pucyHKy 3.24 neperBoproeTbes Ha 3D-momens. 1le mokazaHo Ha PUCYHKY
3.27.

isOhstaclas

Puc. 3.27. [Tpuknan aiarpamu Bu3HaueHHs 00Ky B Unity

3.6.2. Bizyanizayis diacpamu sumoe

Hiarpamu  BUMOT 3a3BHYail MPEACTaBISIOTH aOCTPaKTHI  KOHIEMIIT,
B3a€MO3BSI3KM Ta  (YHKI[IOHAJIbHI BHUMOTH cucTeMd. BoHu 3a3Buuait
300paXylOThCA y ABOBUMIPHOMY MPOCTOP1 32 JOMOMOTOI0 Takux HoTamii sk UML
(Unified Modeling Language), BPMN (Business Process Model and Notation) Ta

IHIITUX
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Jliarpama BUMOT CKJaJa€ThCsl 3 BUMOT 1 NUIsixiB BUMOT. [Ipedadbu miarpamu
BUMOI' BU3HAYAIOThCS TAK Camo, SIK JlarpaMa BU3HA4yeHHs OJIOKYy, ajle BOHA Mae€
auiie oauH Tun npedaliB OUIIXy Ta Pi3HI KOJAbOpU. 30ipHI KOHCTPYKIi

NpECTaBICHI HA PUCYHKY 3.28.

s

Requirerment Regquiremen..

Puc. 3.28. 36ipHi KOHCTPYKIIii AiarpaMu BUMOT

Yei  nuisixu po3moaily, TEpeBIpKM Ta  3aJ0BOJICHHS  BBAXKAIOTHCS
RequirementPath. Lle o3nHawae, mO0 Bci BOHM MAaTUMYTh OJHAKOBHN 30ipHHI
monynb y 3D-mogmemi. [Ins mpukinagy MEpeTBOPEHHS MU Bi3bMEMO Jiarpamy
BUMOT, TMpeiacTaBieHy Ha pucyHky 3.29a 1 3D-meperBopenns B Unity

MPEICTaBIICHO HA pUCYHKY 3.290.

rec [Packnge] REGLIACMENTS [ASToRaquinancrs|

Al s poreTe
=0

Tha sprtem mut ires Fe Tk

oAy e iy bl ol CommunicatiocnFaqPkg

o adocing ey and bk e |

pes— — [er—
[r—- furwal o | Parhfian sl
et | skl
- i = -

i abme

a) [Ipukman giarpaMu BUMOT 0) Bizyauizaris giarpaMu BUMOT

Puc. 3.29. IlepeTBOopeHHs AiarpaMu BUMOT

3.6.3. 3D sizyanizayis diacpamu 8apianmis UKOPUCTIAHHSL
[Ipuknan aiarpaMu BaplaHTIB BUKOPUCTaHHS NPEJCTAaBIEHO HA PUCYHKY
3.30. IlepeTBOpeHHs MPHUKIALY AlarpaMy BapiaHTIB BUKOPHUCTAHHS MPEICTaBICHO

Ha pucyHky 3.31.
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Puc. 3.30. Ilpuknaa aiarpamu BapiaHTiB BUKOPUCTAHHS

Path Genarating

Parking

Puc. 3.31. [lepeTBOpeHa miarpama BapiaHTiB BUKOprcTaHHs B UNity
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Puc. 3.32. Ilpuknaza miarpaMu KiHIIEBOTO aBTOMATa

Puc. 3.33. [lepeTBOopeHa cxema KiHieBoro apromara B Unity

BucHoBku 10 po3aiity

VY tperbomMy po3aiiai po3po0IEeHO METO0JIOTII0 BU3HAYEHHS IIapy KOHBEPCii
MDK pIBHEM MOJI€JI€d Ta pIBHEM IMIUIEMEHTAllli, 110 € KIIOYOBUM acCIEeKTOM

iHTerparllii Moseneld y CHCTEMH BipTyallbHOI peanbHOCTI Ha 6a3i Unity. 3nificHeHo
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noOyJIOBY apXITEKTypH CHCTEMHU JJi TMEPETBOPEHHS MOJieNi, sIKa BHU3HAuYa€
NPHUHIMIN B3aEMOJII MDK MoJessIMH, 10 cTBOprotoThess y IBM Rhapsody, Tta
cepenoBuiiemM Unity. Ile 3a0e3neuye eeKTHBHHIA MEepexXil BiJ MOJCITIOBAHHS 10
peanbHOI IMIIJIEMEHTAIIIi.

Ha erami BumoOyBaHHS J@aHHMX ONMCAHO MPOILECH, SIKI 3a0e3MeuyroTh
KOPEKTHHM 30ip Ta 00pOOKYy MaHUX, HEOOXITHUX JIJIs MOJAAJIBIIOr0 MEPETBOPECHHS.
Onucano meroam nepemaui ganmmx Mbk Data Extractor ta Unity, a Ttakox
PO3TJISHYTO aKTHBHI Ta IIACHBHI B3a€MO3B’SI3KM MDK MOJIYJISMH, IO CIPHSE
THYYKii B3a€MOJ11 CACTEMHUX KOMIIOHEHTIB.

[IpoananizoBaHo mpoiieck OOpoOKM Ta aOcTparyBaHHS JaHUX, IO
JIO3BOJISIIOTh  €()EKTUBHO BHUKOPUCTOBYBATU CTPYKTYpOBaHy iH(MOpMaLito s
Bi3yauizanii mojenei. [IpeacTaBieHo CTpyKTypu AaHUX Ta JlarpaMmu KJaciB, IO
3a0€3MeuyI0Th YITKE YSIBJIECHHS MMPO OpraHi3aliio JaHUX Y CUCTEMI.

PosrnsinyTo peanizaiito CTPYKTypH Iapy KoHBepcli moneneid mix IBM
Rhapsody Ta Unity, mo oxomitoe He JuIile Iepenady AaHHX, alle ¥ iXHIO
MoJAJIbIIlY Bi3yalizailito. 30KpeMa, OMKUCAHO MPOIEC Bizyai3allii AiarpaM BUMOT Ta
3D Bisyamizarii BapiaHTIiB BHUKOPHUCTAaHHS, IO 3a0e3medye IHTYITUBHE YSBICHHS
po GYHKIIOHYBaHHS CUCTEMH Ta 11 KOMITOHEHTIB.

Takum 4yrHOM, po3poOJieHa METOJI0JNOTIA JAO03BOJSE IHTETPYyBaTU MOJEI Y
cepenoBumie Unity 3 BHCOKMM CTYNEHEM TOYHOCTI, IO CHpHSIE OUIBII
e¢(peKTUBHOMY TMpOIECY PO3POOKH Ta BOPOBAHKEHHS MPOrpaMHUX PIIICHb Ha

OCHOBI MOJIEJIFOBAHHS.
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BUCHOBKH

VY xoxa1 marictepchbkoi poOOTH OYyJ0 MPOBEACHO KOMILIEKCHE JOCTIIKEHHS
METOJI0JIOT1i MEePEeTBOPEHHST MOJeNed, Mo 0a3yeThcs Ha I1HTErpaiii MoJeIbHO-
opieHToBaHoi cuctemuoi imkeHepii (MDE) Tta 3aco0iB 3D-Bizyamizariii.
JlocIiPKeHHs BKIIIOYA€E aHall3 IHCTPYMEHTIB MOJICTIOBAHHS, 0COOJIUBOCTI MPOILECy
MOJIEJIIOBaHHSI HAa OCHOBI MOJEJNIeH, a TakoX PO3pOoOKYy MiAXOAIB Uil MOOYAOBH
e(heKTUBHOTO 3B’SI3Ky MK pIBHEM MOJEJEH Ta pIBHEM IMILIEMEHTALII].

VY mepumioMy po3auti 3A1MCHEHO aHali3 MPeIMETHOI 00J1acTi MOJETIOBaHHS
CHCTEM Ha OCHOBI mepeTBopeHHs mozenei. Onucano ocHoBHI noHATTs MDE Ta
0COOJIMBOCTI MOJIETTbHO-OPIEHTOBAHOT CUCTEMHOI 1HXEHEp1i, 110 € OCHOBOK MJIs
MPOEKTYBAaHHS CKJIaAHUX cucteM. [IpencraBieHo Oriisi KIHOYOBUX IHCTPYMEHTIB
MmonetoBanHs, Takux sk IBM Rational Rhapsody, mo BHKOpHCTOBYETBCS ist
NPOEKTYBaHHS CHCTEMHHUX Mojeneit, Ta Unity, ske 3abe3neuye 3D-pizyauizairito
MOJIeJieil, CTBOPIOIOYM OCHOBY [UJIsl peaii3ailii I1HTYiTUBHO 3pO3yMIIUX Ta
Bi3yaJlbHO MPUBAOIUBUX 1HTEP(DEUCIB.

Ha ocHoOBi mpoBefeHOr0o aHasnizy MoKHa 3pOOUTH BHUCHOBOK, IIO0 MOOyAOBa
mapy KOHBepcili MiX pIBHEM MojJeled Ta piBHEM IMIUIEMEHTalli mnorpedye
KOMIUIEKCHOTO TMIJIXOAY, SKWWA BKJIIOYA€ BUKOPUCTAHHS aJalTUBHUX METO/IIB
MOJICJTIOBaHHS, BUOIP BIJIMOBIAHUX MOB MOJICJIIOBAHHS Ta IHCTPYMEHTIB, a TaKOX
peanizaiiiro eheKTUBHOI KOMYHIKaIlli MDK MOJEISIMHU Ta iXHBOIO peanizaiiero. e
J103BOJIsIE€ 3a0€3MEUYUTH LUTICHICTh CUCTEMH, TOUHICTh peajizallli Ta BUCOKY SIKICTh
KIHIIEBOT'O MPOAYKTY.

Jpyruil po3aul MPUCBSIYECHO MOCIIDKEHHIO METOJIB Ta aJTOPUTMIB, IO
3a0e3reuyoTh MOOYAOBY Iapy KOHBEpPCli MK pIBHEM MojeNed Ta piBHEM
iMIIeMeHTallii. Busnaueno (axtopu CKIaAHOCTI MPU BUKOPUCTAHHI MOJEIBHO-
OpIEHTOBAHOI CUCTEMHOI 1HXKEHEPIi, TaKl IK HE3pO3yMUTICTh MOJiesiel Ta moTpeda B
aocTparyBaHHi. JlociIipkeHO MOXIMBOCTI BHKOpucTaHHs 3D-cepemoBuima s
BUpIIIEHHS 1uX mnpooOsneMm. I[IpoBeneHO MOPIBHSHHS PI3HUX MIAXOAIB [0

CUCTEMHOT0 MoJietoBaHHs, 30kpema SySML ta UML, mo no3Bonuino chopmyBaTu
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ONTUMAaTbHI NPUHIIUIIY TPOEKTYBaHHSA JJIsl MOOYIOBU CTPYKTYPOBAHUX Jlarpam Ta
MO/JIEJIEN.

VY tperbomMy po3aiiai po3po0IEeHO METO0JIOTII0 BU3HAYEHHS IIapy KOHBEPCii
MDK piBHEM Mojenei Ta imrieMentailii. [Io0ynoBaHo apXiTeKTypy CUCTEMHU IS
MEePETBOPEHHS MOJIEJIl Ta OMKMCAHO MpoIleCH BUAOOYBaHHS, nepeaadl Ta oOpoOKu
JaHUX, 1[0 € KJIIYOBMMHM I 3a0e3medenHs iHterpaiii Mk IBM Rhapsody ta
Unity. Po3risiHyTo akTHBHHMI Ta NMACHMBHUN B3a€MO3B’SI30K MK MOIYJISIMH, IO
JI03BOJISIE€ TOCATTU THYYKOI 1HTerpaiii. JleTaabHO OMMCaHO CTPYKTYpU AaHUX Ta iX
Bi3yaltizaiito, mo J03BOJs€ 3a0€3MeUnTH HAOYHE YSABJICHHS mpo moneni y 3D-
CepeIOBHIIII.

Takum 4uHOM, pe3ynbTaTH POOOTH JO3BOJISIOTH BHUPINIUTU aKTyalbH1
npoOjeMu  iHTerpamii  MOJEIbHO-OPIEHTOBAHOT  CHUCTEMHOI  IHXKEHepil 3
Bizyanizarlii€ro y cepeaopuini Unity, 1o crpusie miIBHINEHHIO TOYHOCTI PO3POOKH
Ta 3HIKCHHIO PU3UKIB HA €Tanax BIpoBa/keHHs. Po3pobieHa MeTonomnoris Moxe
OyTH BUKOpPUCTAHA K OCHOBA JJI MOJANBIIUX JOCIIKEHb Ta BIPOBAIHKEHb Y

cdepi iHTErpalii Mojieniel Ta Bizyanizallil y pi3HUX raiay3sax HXKeHepii.
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