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PO3POBKA YACOBOI'O BIJICJIIIKOBYBAHHS JIIA 1J151
CHIAPAHY YV BUTJISIAI MOJY 3 BAKOPUCTAHHSIM FABRIC
API TA MMT

BiHHUIIEKMIT HAIIIOHAIBHUHN TEXHIYHUN YHIBEPCUTET

Anomauin

IIposedeno ananiz mexHoa02itl Yaco8020 SIOCAIOKO8Y8ANHS Y CRIOPAHAX MA NOPISHSHHS ICHYIOUUX ananozie. Pospobaeno
Memo0 nobyoosu maimepa CniOpary, wo eKI0HAE aHali3 6XIOHUX OAHUX, 0OIPYHMY6anHs subopy inmepgeticy, po3pooKy
CMpYKmypu ma aneopummie cucmemu. 30iliICHEHO NPOSPAMHY peanizayilo npooyKmy y ueisioi mody O0Jsi 6i0eoicop 3
suxopucmannam Fabric APl ma MMT. Busnaueno memoouxy mecmyeanHs ma RpO8eOeHO NepesipKy NpOSPaAMHO20
3abe3neyenns.
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Abstract

An analysis of time tracking technologies in speedruns and a comparison of existing analogues was conducted. A
method for building a speedrun timer was developed, including input data analysis, interface selection justification, system
structure, and algorithm development. The software product was implemented as a mod for video games using Fabric API
and MMT. A testing methodology was defined, and the software was tested.
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Beryn

VY cydacHOMY CBITi Bifjeoirpy Ta CHiipaH € KIFOYOBUMHU eIeMeHTaMH MH(POBOI KyIbTypH. BUHUKHYBIIHN Y
90-x, cmimpaH mepeTBOpHUBCS Ha KOHKYPEHTHY MIWCHUIUIIHY 3 TpaBHJIaMH Ta CIUIBHOTaMH, A€ TpaBIli
JIEMOHCTPYIOTh MalCTEpHICTh, BUKOPHCTOBYIOUH «TIIITYI» s MBHAMOro mpoxomkeHHs [1]. Ll mpakrtmka
CTpIMKO HaOWpae MOIMyISPHICTS K OKpeMHUN BU KibepcIopTy.

IMoxii wa kmrrant Games Done Quick (GDQ) mpuBepraroTh MiNBHOHH TIISIAYiB, IEMOHCTPYIOUH HABUYKH
rpaBIiB Ta 30WUparody KOMTH Ha OnarofiifHicTh. llomynspHICTH cIipaHy HEe OOMEXYEThCS IJUIIE CTapUMHU
irpaMu; Cy4acHi po3pOOHUKH IHTErPYIOTh CIIEIiaibHI PEKUMH, 3aIy4aloud HOBY ayauTopito [2].

[ligTpumKka irpoBUX pO3pOOHUKIB Ta PO3MIUPEHHS TYPHIPHOI IHPPACTPYKTYpH, 30KpeMa dYepe3 OHJIaifH-
miaTgopmu Ha KmTant Twitch, € KIFOYOBUM aclieKTOM PO3BUTKY CITiIpaHy, POOJSYH HOro JOCTYMHIIIUM Ta
NONyYJIIpU3yroun cepen HoBaukiB [3]. Llg qucriuruiina Takok po3BUBAE KPUTHYHE MUCIICHHS Ta PEAKIiIo IPaBIiB



3aBIISIKM HEOOXiJHOCT1 TNIMOOKOro 3HAHHS irpoBoi mMexaHiku. HOBi TexHOmOrii, Taki sIK IITYYHWH 1HTENEKT i
MAaIIWHHE HaBYaHHS, MOKYTb BIIOCKOHAJIMTH cTpaTerii crigpanepis [4]. BaxiuBo, 1o chigpaH, sK i KIaCHYHUN
CIIOPT, BUMAarae 3Ha4Hol (pi3MyHOl Ta ICUXIYHOI BUTPUBAJIOCTI, MOCTIHHUX TPEHYBaHb Ta KOHIICHTPAIIil.

3 ormAgy Ha 3pocTalody MOMYJSPHICTh CHiApaHy Ta MoTpedy y HaAiiHUX iHCTpYMEHTaxX AJisl 4acoBOTO
BiJICTIIIKOBYBAaHHS /il TPaBLiB, BUHUKAE aKTYyaJbHICTh PO3POOKHM CIeliali3oBaHuX pimeHb. IcHyroui meToau
4acTo MOKJIaIal0ThCs Ha 30BHIIIHI TaliMepu a00 pydHE BiACTIAKOBYBaHHS, 110 MOXKE IPU3BECTU JIO HETOUHOCTEH
Ta He3py4yHocTeil. HeoOxiguicTh iHTerpanii Talimepa 6e3nocepeiHbo B irpoBHid mmpoiiec, sk Moaudikaiii (Mony),
CTae OYCBUIHOKO JUIA 3a0e€3TMEUeHHs] MAaKCUMAaIbHOI TOYHOCTI Ta 3py4YHOCTI A crifpaHepiB. Lle mocmimkeHHs
CTIpSAMOBAHE Ha PO3POOKY TAKOro pillleHHsS 3 BUKOPHCTaHHAIM cydacHux APl mis mommauury, Takux sk Fabric
APl ta MMT.

lonoBHUM 3aBIaHHSIM € pO3pO0Ka CHCTEMM YacOBOI'O BIJICHIIKOBYBAaHHsI Jid JUIs CHiApaHy, sKa JTO3BOJIMTH
TPaBIsIM TOYHO BUMIPIOBATH Yac MPOXO/KEHHS IrPOBHX €TalliB, BPAXOBYBATH OCOOJIMBOCTI IrpOBOi MEXaHIKH Ta
ABTOMATH3YyBaTH MPOIEC 3alUCy Pe3yJbTaTiB, MO 3a0e3MEYUTh MiJBUIICHHS €()EKTHMBHOCTI TPEHYBaHb Ta
YECHICTh 3MaraHa.

IopiBHSIHH aHAJIOTIB Ta PO3pO0Ka cCUCTEeMU

ChoroiHi BHKOPHUCTOBYETHCS HHU3Ka 3aCTOCYHKIB Ta IHCTPYMEHTIB Uil 4acOBOTO BIiJICHIJKOBYBaHHS Yy
cmigpaHax. PosrimsHeMo ToNyNsipHI  pecypcH  SK - aHAOTH  PO3POOJIOBAHOI CHCTEMH JUISL  4acOBOTO
BiJICTiIKOBYBaHHs J1iHl y crigpanax: LiveSplit, OBS Game Timer Ta BOymoBaHi irpoBi TaiiMepHu.

LiveSplit — e omHe 3 HAWMOMYJSAPHIMIMX TMPOTPAMHUX PIllleHb JUIS CIHiJPAaHEpiB, M0 HAJAE MIUPOKI
MOXIIMBOCTI JJIi TOYHOTO BIJICIJKOBYBAaHHS 4acy, PO3AUICHHS Ha CErMEHTH (CIUIITH), TOPIBHSHHS 3
0COOMCTHMH PEKOPIAMH Ta CBITOBHMH TabJIHIAME JijepiB. Moro mepesaraMu € BeIMKa CHYYKICTb, HASBHICTH
0araThOX ILIAriHiB Ta akTWBHA crilbHOTa. OnmHak, LiveSplit € 30BHIIIHIM 3aCTOCYHKOM, [0 BUMarae pydHol
CHHXpOHi3amii ab0 BHKOPHUCTAaHHS XOTKEIB, 1 HE B3aeMomie Oe3mocepenHbo 3 ITPOBHM TIPOIECOM IS
aBTOMaTHYHOT'O BU3HAYEHHS ITOJIIH.

OBS Game Timer — me marin abo ckpunt mis OBS Studio, sxwii mo3Bomnse BimoOpaxkatu TaiiMep
Oe3mocepeHb0 Ha CcTpiMi. BiH 3pydHuil ais CTpUMEpiB, OCKUIBKH IHTETPYETHCSA 3 TpaHciero. [Ipore, Horo
(hyHKITIOHAT OOMEXYEThCS BIZOOpaKEHHSAM 4Yacy, 1 BiH He MpU3HAYEHUH U TTMOOKOTO aHami3y irpOBUX MO
Y1 aBTOMAaTHYHOTO BifICTIAKOBYBAaHHS il TpaBIll. 3a3BUYall, BIH MPAIIOE€ HA OCHOBI PYYHOTO 3aITyCKy/3yITHHKH
abo TIPOCTUX TPUTEPIB.

BOynmoBani irposi TaliMepn — Jedki Bifeoirpd MaiOTh BIacHI BOyHOBaHI TaliMepH, SIKi aBTOMATHYHO
BIJICITIIKOBYIOTh HYac MPOXOMKEHHS piBHIB abo rpu B miomy. Lle 3abesmedye MakcHMaiabHy TOYHICTH Ta
iHTerpamio. OmHaK, Taki TaliMepH € eKCKITIO3WBHUMU JJIST KOHKPETHOI T'pH, 1 iX (YHKIIOHAT OOMEXEHUH THM,
o niependadeHo po3poOHUKaMu Tpu. BoHM He MOXKYTh OyTH aganToOBaHi s iHIIKX irop abo ams cnenndigHux
motped crifpaHepiB, TAKUX K BIICTEXEHHS] OKPEMHUX TIOAiH 200 CerMeHTiB.

[Ticns meTanpHOTO PO3IMIIAMY aHAJIOTIB Ta iX BiAMIHHOCTEH, IepeBary i HEJOMIKH PECypCiB 3BEACHO B OKPEMY
Tabmurro 1.

Tabmurs 1 — IlopiBHsUTEHUIT aHATI3 aHATIOTIB

DyHKITIOHAT LiveSplit OBS Game Timer | BoymoBaHi irpoBi Bitacua po3po0Oka
TaliMepu
ABTOMaTHYHE 0 0 1 1
BIJICITITKOBYBaHHS
ITPOBHX IO
HerannHe 1 0 0 1
CEerMeHTYBaHHS (CILTITH)




[IponoskeHHs Tabmummi 1

OyHKIioHAT LiveSplit OBS Game BOynoBani Brnacha
Timer ITpOBi TaliMepH po3podka
[nTerpaunis 6e3nocepeqHBO B irpoBHiA 0 0 1 1
mporiec

3py4yHHii Ta HACTPOIOBaHMI iHTEpderic 1 1 0 1
MOXITUBICTD PO3IIUPEHHS QYHKIIOHATY 1 0 0 1
(Mo uHT)
CymapHuii Koe(ilieHT 3 1 2 5

[IpoananizyBaBim Tabnuio 1, MOKHA BiI3HAYUTH, 110 BIIACHA PO3POOKaA € KPAIIoo 1 Mae BUIIMN CyMapHUI
KOE(II[IEHT Y MOPIBHSHHI 3 aHAJIOraMH 3a HABEJCHUMHU KPUTEPIAMU. 32 MPOBEICHOIO OI[IHKOI BjacHa po3podka
€ kpamoro 3a «LiveSplit» Ha 66%, 32 «OBS Game Timer» na 400% Ta 3a «BOynoBaHi irpoBi TaiimMepn» Ha
150%.

Benuka pisHuIs y cymMapHOMy Koe(illi€HTiI CBITYMTH MPO Te, M0 KOXKHA CHCTEMa, PO3TIISHYTa SIK aHAJOT,
CIeIIaTi3yeThCsl Ha BY3bKOMY CHEKTpl (DyHKIIIOHANy, 1110, B CBOI uepry, BIUIMBa€ Ha 11 MPUAATHICTH s
KOMITJIEKCHUX MOTped crijipanepiB. ToMy akTyalbHOIO € BIacHa pO3pOOKa CHUCTEMH, OPIEHTOBAaHOI Ha
po3mupeHHs (yHKIIIOHATY, IOBHY IHTErpallifo B irpoBe CEpPeIOBUIIE Ta 3a0€3MeUCHHS MaKCUMAJIbHOI TOYHOCTI
Ta 3pYYHOCTI.

BpaxoByroun mepeBarum W HENONIKM CHCTEM-aHAJIOTIB, OYyJIO BH3HA4YEHO (YHKI[IOHAJI BJIACHOI CHUCTEMHU
YacOBOTO BiJICTIIKOBYBaHHS JIii A crifpany. Blok-cxemy 3arajibHOr0 anropuTMy poOOTH CHCTEMH HaBEJICHO
Ha puc. 1.

Po3pobiiena cucremMa akyMysiroe Takui (yHKIIIOHAIT:

- aBTOMATHYHE BIJICNIJIKOBYBaHHSI TOYATKY Ta 3aBEPIICHHS MPOXOJKEHHSI €TaIliB/Tpu;

- JerajgbHE CeTMEHTYBaHHS 4Yacy (CIUTITH) JUTS KIFOYOBUX TTOIH;

- BigoOpaskeHHs TaiiMepa Oe3mocepeHbO B iIrpoBOMY iHTEpderic;

- MOXJIMBICTH 30€pPE)KEHHS Ta ITOPIBHSHHS PE3YJIbTATIB;

- HaJaImTyBaHHS Ta IIEPCOHAII3AIS BiMOOpakeHHS TaliMepa;

- iHTerparis 3 irpoBoro jJorikoro gepe3 Fabric API ta MMT myist BUCOKOT TOYHOCTI.

Hiarpamu cTaHiB € iHCTPYMEHTOM MOJENIOBaHHS, KUl BUKOPHUCTOBYETHCA ISl ONMHCY TOBEIIHKH CHCTEMHU
a0o i YaCTHH NIITXOM BH3HAYCHHSI PI3HUX CTaHIB 00'€KTa Ta MEPEXO0/IiB MK IIMMHA CTaHAMHU.
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Puc. 1. biok-cxema po0oTH anropuTMy YacOBOTO BiJICIIIKOBYBAHHS il IS IIBUIKICHOTO MPOXOKEHHS

Ha pucynky 2 HaBemeHO Aiarpamy CTaHiB MOIYJS BiACTiAKOBYBaHHS IrpOBHX MO IMiX Yac MIBHIKICHOTO
MPOXOJUKEHHS TPH.
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Puc. 2. Jliarpama ctaHiB MOIyJIs BiZCTiAKOBYBaHHS ITPOBHUX TOIH

BucHoBoxk
Po3pobiena cucrema 103BONIsIE KOPHCTYBayaM iHTEPAKTHBHO B3AEMOJIISATH 3 TAKMEPOM, OTPUMYIOUYH TOUHY
iH(OpMaIio PO MPOXOMKEHHS CErMEHTIB Ta 3arajbHuil yac. Cructema 3abe3neyye aBTOMaTH30BaHU 30ip
JaHUX TIPO IrpoBi MOJII, IO ycyBae HEOOXiMHICTh PyYHOTO BIICTIIKOBYBaHHS Ta MiABUIILYE 00'€KTHBHICTD
pe3ynbTaTiB. Takox 3a0e3neueHo MOXKIUBICTh IHTErpallii 3 irpOBUM MPOIIECOM ISt 3pYIHOCTI CIiIpaHepiB.
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