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BBE/JIEHHE

Teopust aBTOMaTOB 3aHMMAETCS U3YYEHHEM AOCTPAKTHBIX BBIYMCIUTENIbHBIX
yctporictB W MamuH. B 1930-e roapl, ThlOpMHT Hayala HCCIIEIOBaHUE
aOCTpakTHBIX MalIMH. Ero 1enpto ObUIO TOYHO OMHUCATh TPAHUILy MEXIY TEM, UTO
BBIUMCIIMTEIbHAS MAallMHA MOXET Jenarb, W TEM, Yero OHAa HE MOXKET.
[TonyyeHHble UM pe3yJbTaThl MPUMEHUMBI HE TOJIBKO K aOCTPAaKTHBIM MalllMHAM
ThlopuHra, HO M K pEAJIbHBIM COBPEMEHHBIM KOMIbIOTEpaM. MHoOrue u3
3aTparuBaeMbIX TEOpHUEH aBTOMATOB TEM, TaKue, HalpuUMeEp, KaK KOHEYHbIC
aBTOMaTbl MU HEKOTOpbIE THUIBI (OPMAJBHBIX TPAMMATHK, HCIHOJB3YIOTCS MpHU
OPOEKTUPOBAHMM W CO3JJaHUHM  BAXKHBIX  KOMIIOHEHTOB  MPOTrPaMMHOIO
obOecrieuenus. B cuiay 3TUX NPUYMH TEOpUsS aBTOMATOB SBJISIETCS BaKHEUIIEH
qacThIo sapa uHopmaTuku [1,2].

DOnexkTpoHHOE OOydeHHe, peaanuzyeMoe 00pa3oBaTEeNbHBIMU OpraHU3alUsIMHU,
JOJDKHO BKJIFOYaTh B CeOsl HE TOJBKO Y4YEOHO-METOJMYECKHE KOMIUIEKCHI IO
JUCUMIUTIHAM (MOJIyJIIM), HO W TMPOTpaMMHOE OOeclieyeHHe, HalpaBiICHHOE Ha
OCBOCHHME Y4YeOHBIX MarepuanoB. [ AOCTWXKEHUs OTUX ILeled mnoiayduia
pa3BUTHE TEXHOJIOTHS CO3/JaHMSI CHUMYJISATOPOB JJIsl MPOBEIEHUS JaOOPaTOPHBIX
paboT B BUPTyaIbHOM pexume [3].

Llenbro naHHON pabOTHI ABIAETCS CO3AAHUE MPUIIOKEHUS ISl TUCTAHIIMOHHOTO
BBINIOJIHEHUSA J1a0OpaTOpHbIX paboOT 1o Teopuw aBTOMaToB. IIpousBeneHa
pa3zpaboTKa ClIeTyIOLUX BOPOCOB:

1. Ananu3 u 0030p MPOrpaMMHOIO OOecCHeyeHUsl I peanu3aluuud padoThl

aOCTpaKTHBIX aBTOMATOB.

2. Bwi0op cpeanl pa3pabOTKH AJisl peain3aliiy OCTaBICHHON 3a/1a4u;

3. ApXUTEKTypHOE MPOECKTUPOBAHUE TPUIOKEHHUS.

4. TlporpammMmHas peaau3aius;

B xonme paboThl ObLIM HCMOJIB30BaHbl AHAIMTUYECKUM W CpPAaBHUTENIbHBIN

MCTOAbI UCCIICIOBAHMA. Tax>ke ObUI MCITOJIB30BaH MCTOA MOACINPOBAHMA.



1 AHAJIM3 N OB30OP ITPOTPAMMHOI'O OBECIIEYEHUA JUTA
PEAJIN3ALINN PABOTBI ABGCTPAKTHBIX ABTOMATOB

JUis  ananu3a nOpeAMETHOW o00JacTM  ObLIM  PacCMOTPEHBI  HECKOJBKO
MIPUIOKEHUM.

Mamuna Teropurra 3a aBropctBoM [lomsikoBa K. 1O. [4] — yueOHast moxensb
YHUBEPCAIbHOIO  HCIOJHUTENS (aOCTpPaKTHOM  BBIYMCIUTENIbHON  MAIIMHBI),
npeaoxkeHHoro B 1936 rony A. TeropuHrom 1Jist yTOYHEHHUSI IOHATHUS aJrOpUTMA.

JlocTouHcTBa:

— MPEIOCTABJICH MOJHBIA (PYHKIIMOHAT MAIIMHBI ThIOpUHTa;

— NIPUCYTCTBUE TEOPETUYECKUX CBEAEHUN BHYTPHU IPOIPAMMBI.

Marmuna ITocta 3a aBropctBoM ITomsikoa K. 0. [5] — aro yueOHast Momenb
YHUBEPCAIBHOTO  UCHOJHUTENS (a0CTPAKTHOM  BBIYMCIUTEIBHON  MAIlUHBI),
OCHOBaHHOTO Ha padorax J.JI. [TocTa N0 yTOUHEHHIO OHSTHS AJITOPUTMA.

JlocTonHCTBA:

— MPEIOCTaBJICH MOMHBIA PpyHKIIMOHAN MamuHbI [TocTa;

— NIPUCYTCTBUE TEOPETUYECKUX CBEACHUN BHYTPH IPOIPAMMBI.

Moore Mealy Machines 3a aBropcrBom ahmetcanaydemir [6] — 3To yueOHas
MOJIENIb KOHEUHBIX aBTOMAaTOB, MPUIYMaHHBIX Y4YeHHbIMH Muiu u Mypom.
[Iporpamma mpenocTaBisieT MOJHBINA (PYHKITMOHAT paboThl MamH Mypa u Muu.
OnHako OTCYTCTBHE pPYCCKOTO s3blka B HHTepdeiice ocloxHsSeT paboTy B
IPHIOKEHHUH.

JlocTonHcTBA:

— MPEJOCTABIJICH MOJHBIA (PYHKIIMOHAN aBTOMaTOB Mypa u Muu.

Henocrarku:

— OTCYTCTBHUE peajin3aluu uHTepdeiica pycckoro s3bIka;

— OTCYTCTBHUE TEOPETUYECKHUX CBEIECHUN BHYTPHU IIPOTPAMMBL.

DmynsTop MamuHbl Thiopunra ¢ caiita Programforyou [7] — y4debuas Momaenb
MmainuHbl ThIOpUHTa, 3aIIyckaeMoe B Opay3epe Ha caiite Programforyou.

JlocTonHcTRBA:



— MPEIOCTABJICH MOJTHBINA (DYHKIIMOHAT MAIIMHbI THIOPUHTA;

— IPUCYTCTBUE TEOPETUUYECKUX CBEJACHUN BHYTPU MPOTPAMMEBI.

Henocratku:

— HEBO3MO>KHOCTb MCIIOJIb30BAHUS IIPU OTCYTCTBUU MHTEPHET-COCIUHEHMUS.

Mammna Ilocta 3a aBTopctBoM Jmutpus Ilatcypa [8] — yueOHas momenb
mamuHbl [TocTa, 3amyckaemoe B Opaysepe.

JlocTonHcTBA:

— TIpeaoCTaBiieH NOJHbIA PyHKIIMOHAN MaiuHbl [locTa;

— IPUCYTCTBUE TEOPETUUYECKUX CBEAEHUN BHYTPHU MMPOTPAMMBI.

Henocrarku:

— HEBO3MOXXHOCTh UCIOJIb30BAHUS IIPU OTCYTCTBUU MHTEPHET-COCTUHECHMUSI.

KOHCTpYKTOp KOHEYHBIX aBTOMATOB 3a aBTOPCTBOM OJBaHa Yoiuieca [9] —
OHJIAMTH KOHCTPYKTOP JMJIsI CO3JaHus KOHEYHOro aBToMara. MOXXHO YyBUIETH
BO3MOXKHOCTh  CIIPOEKTUPOBaTh  KOHEUYHBIM  aBTOMAaT, OJHAKO  HUKAKHUX
B3aUMOJEHCTBUI C HUM HE MPETyCMOTPEHO.

Henocratku:

— HEBO3MO>KHOCTb MCIIOJIb30BAHUS IIPU OTCYTCTBUU MHTEPHET-COCINHEHHS;

— TPEJO0CTaBJICH HE TOJIHBIA (PYHKIIMOHATT KOHEUHOT'O0 aBTOMATa,;

— OTCYTCTBHUE TEOPETUUECKUX CBEICHUI BHYTPU KOHCTPYKTOPA.

B taGauie 1 nmpeacraBien cpaBHUTENbHBIN aHAIU3 PACCMOTPEHHBIX TPOTPAMM.

[IpoBens aHanu3 CylIeCTBYIOIIUX MPUIIOKEHUN, MOKHO CKa3aTh, UTO JIAHHbBIC
MPWIOKEHUST HATJISIHO MOKAa3bIBAIOT MPHUHIIMI PabOThl aOCTPaKTHOTO aBTOMATA.
OnHako y HUX MPUCYTCTBYET Psil HEAOCTATKOB:

— OTCYTCTBHE y OOJBIIMHCTBA TPWIOKCHUH TEOPETUYECKUX CBEACHUH TIO0
peIMEeTHON 00JIacTH;

— OTCYTCTBUE Y HEKOTOPBIX MPHUIIOKEHUHN MOTHOTO (DYHKIIMOHATIA a0CTPAKTHBIX
aBTOMATOB;

— OTCYTCTBHUE Yy psiJia IPUIIOKEHUH YI0OHOTO U MOHATHOTO UHTEepdeiica.



Tabnuna 1 — CpaBHUTENIBbHBIN aHAIN3 PACCMOTPEHHBIX MTPOTPaMM

[upoxnii
GbyHKIIMOHAT

Y 1006HbI
uHTepdeiic

[Ipenocrasienue
TEOPETUYECKOr0 MaTepuasa

Maimna
TrropuHra 3a
aBTOPCTBOM
ITonsxosa K. 1O.

Maimwnna Ilocra 3a
aBTOPCTBOM
ITomaxosa K. 1O.

Moore Mealy
Machines 3a
aBTOPCTBOM
ahmetcanaydemir

DMyJIATOp
MAaITUHBI
TrropuHra c caira
Programforyou

Mamuna Ilocra 3a
aBTOPCTBOM
Hmvutpus [larcypa

Konctpykrop
KOHEYHBIX
aBTOMAaToOB 3a
aBTOPCTBOM DBaHa
Yonneca
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2 BbIBOP  CPEJIbI PA3PABOTKU JUISA PEAJIN3ALINN
ITOCTABJIEHHOU 3AJIAY

Jlns Oonee HarJSIAHOW BU3yaiu3aluu pabOThl aBTOMATOB JUIsl pa3pabOTKu
HE0OXO0MMO HCIOJIB30BaTh IpaUuecKoe MPeJICTaBICHUE MIEMEHTOB IPEIMETHON
obnactu. [ns 3¢b(eKTUBHOTO BBHITIOTHEHUS JAHHOW 3aja4yd ObUIO MPHUHSITO
pEeIIeHNEe UCTIOIB30BaTh OJUH U3 CYIIECTBYIOIIMX IpaprUuecKuX JTBUKKOB.

I'padrueckuii IBMIKOK — TPOMEKYTOYHOE MPOrpaMMHOE OOecredeHue,
OCHOBHOM 3a/iaueil KOTOPOro SIBJISIETCS BU3yalu3alus (PEHIEPUHT) IBYXMEPHOU
WU TPEXMEPHOU KOMITBIOTEPHOM TpaduKku.

KonnuectBo rpaduueckux JBHKKOB CYIIECTBYET OIPOMHOE MHOXECTBO,
OJIHaKO, OOJBIIMHCTBO M3 HHUX HMMEIOT Y3KYyl0 HaIlpPaBIE€HHOCTh U MOTYT
UCIIOJI30BAThCSL TOJIBKO it co3naHusi urp. [losTomy Ha paccmorpeHue ObuIn
BbIOpaHbI Cleayromue rpadguueckue ABIKKH:

— Unity;

— Unreal Engine;

— CryEngine.

Kaxnpiii 13 paccmaTpuBaeMbIX JBHXKKOB TMpEJHA3HAYEH HE TOJbKO IS
CO3JaHUs UTP, HO U MOXKET ObITh UCIIOJIb30BaH JJIsl Pa3IMYHbIX LIEJICH.

Unity — nBwkok, cpena, miaardopma s pa3paboTKu Urp, 00bEIAUHSIONIAsS B
cebe psag MHCTPYMEHTOB ISl 00JIerdeHus: paOdoTHhI.

Wutepodeiic Unity npeacrasnen Ha pucynke 2.1
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Pucynok 2.1 — Hnrtepdetic Unity

C xaxapiM penm3oM B Unity moseimaercs 3pGeKTUBHOCT MPOTPAMMHUPOBAHHSI
¢ yuétom oOHOBIeHHH cuHTaKcuca C#.

[natdpopma mnoHUMaET [ecATKHM (opMaToOB MOJENeH, ayauoMaTepuaios,
TEKCTYp, HOpMayiew, ckpuntoB. IlocinemHue MOXHO OSKCHOPTUPOBATH IS
OpUMEHEHUsI B MHBIX NpoeKTax JuOO0 CKUMaTh B OAWH (Qain. JIBuUxKOK
BU3YaJIM3allMM CIICH W OOBEKTOB B pPEabHOM BPEMEHU Ha JIETy OTOOpakaeT
BHOCHMbIe n3meHenus [10].

Kpome Toro, Unity mo3BosisieT HacTpauBaTh M cCaM PEJAKTOp MNPU MOMOIIU
CIIEHApHEB, MOOABISIIONINX HOBBIC (DYHKIIMOHAIBHBIE OCOOCHHOCTH WM DJIEMECHTHI
MeHIO K uHTepdeticy [11].

Ha odunmansaom carite Unity MoskHO HaiiTH MOAPOOHYIO JOKYMEHTAIIMIO BCEX
(YHKITMOHATBHBIX BO3MOXKHOCTEH C IMpUMEpaMu UX nmpuMeHeHus [12].

[Trocer Unity:

— NOHSITHBIN U yA00HBIN HHTEpdEiic;

— HU3KHE CUCTEMHBIC TpeOoBaHus sl pa3pabotku [13];

— NoJipoOHast TOKyMEHTAIUS;

— KpocciiaTOpMEHHOCTD;

— BO3MOXXHOCTb U3BMCHCHUA U AOIIOJTHCHUA (bYHKI_[I/IOHaJ'Ia;
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— UCIIOJIb30BaHUE BBICOKOYPOBHEBOTO si3blKa CH#.

Munycer:

— MEJTUTEIBLHOCTD Pa3padOTKH;

— ONTUMM3ALHUA.

Unreal Engine — rpaduueckuii  ABWKOK, pa3pabaThiBaeMblii U
nojyiep)kuBaeMblii  kommanuedt  Epic Games. B kadecTBe  s3bIKa
nporpammupoBanust aiga Unreal Engine wucnonszyercs CH++. DT0O MOIIHBIH,
OBICTPBINA, HO JOBOJBHO CIOXHBIA S3BIK. TeM HE MeHee, ero IpUMEHEHUE
IIO3BOJISIET XOPOIIO ONTUMHU3UPOBATH UTPBHI.

B Unreal Engine orpomMHOoe KOJWYECTBO BO3MOXHOCTEH [Jisi CO3JaHUs
doTopeanucTuuHOM TpexmepHOWl rpaduku. B HEM MHOXECTBO TEKCTYp,
BU3YaIbHBIX 3(Q(PEKTOB U MaTEPHUATIOB, KOTOPbIE MOKHO MPUMEHUTHh K OOBEKTaM,
94TOOBI U3MEHUTH UX BHEIIHMH BHI [14].

Wutepodeiic Unreal Engine npencrarien Ha pucyHke 2.2

Pucynok 2.2 — Unrepdeiic Unreal Engine

JUist ynpomieHusi MOPTHUPOBAHUS JABUKOK HCIONB3YET MOAYJIBHYIO CHCTEMY

3aBUCUMbIX KOMIIOHCHTOB, IMMOAJACPKHUBACT pPa3JIMYHbIC CHCTCMblI PCHACPUHIA
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(Direct3D, OpenGL, Pixomatic) Bocmnpoussenenust 3Byka (EAX, OpenAL,
DirectSound3D; panee: A3D) [15].

[Tmrocer Unreal Engine:

— BBICOKas MPOU3BOUTEIBHOCT;

— HaIeJlIeHHOCTh Ha 3D;

— KpoccmiaTr(OpMEeHHOCTb.

MuHycChI:

— BBICOKHE CUCTEMHbBIE TPEOOBaHMS IJis pa3padoTku [16];

— CIIOXKHOCTh C++.

CryEngine — wurpoBoii JBM)XOK, CO3/JaHHBI HEMEIKOW YaCTHON KOMITaHHEH
Crytek B 2002 roay u niepBOHAYaIBLHO UCIOIL3YEMBIN B ITIyTEPEe OT IIEPBOTO JIAIA
Far Cry. «CryEngine» — KOMMEpYECKUI JIBUXKOK, KOTOPBIN IMpeajaaraercs s
JIUIEH3UPOBAHUS IPYTUM KOMITAHUSIM.

Wutepodeiic Unreal Engine npencrasien Ha pucyHke 2.3.

Pucynok 2.3 — Unrepdeiic Unreal Engine

JIBMKOK ~ OTAMYAETCS] TMPOJABUHYTHIMH BO3MOXHOCTSMH IO  pa3paboTKe
BHJICOUTP M TOJJACPKKON CaMbIX IEPEIOBBIX TEXHOJOTHH, BKIouas DirectX 12,
Vulkan API, VR, namucanue ckpuntoB Ha C#, MONMUKCEIbHOE OCBEIICHHE B

peanpHOM BPEMEHH, KapThl OTPAKEHUM, NETAIM3UPOBAHHBIE TEKCTYpbI, TYMaH,
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https://ru.wikipedia.org/wiki/%D0%93%D0%B5%D1%80%D0%BC%D0%B0%D0%BD%D0%B8%D1%8F
https://ru.wikipedia.org/wiki/%D0%A7%D0%B0%D1%81%D1%82%D0%BD%D0%B0%D1%8F_%D0%BA%D0%BE%D0%BC%D0%BF%D0%B0%D0%BD%D0%B8%D1%8F
https://ru.wikipedia.org/wiki/Crytek
https://ru.wikipedia.org/wiki/2002_%D0%B3%D0%BE%D0%B4
https://ru.wikipedia.org/wiki/%D0%A8%D1%83%D1%82%D0%B5%D1%80_%D0%BE%D1%82_%D0%BF%D0%B5%D1%80%D0%B2%D0%BE%D0%B3%D0%BE_%D0%BB%D0%B8%D1%86%D0%B0
https://ru.wikipedia.org/wiki/Far_Cry
https://cubiq.ru/luchshie-igry-dlya-vr/

MOBEPXHOCTU C OJUKAMH, PEATUCTUYHYIO (PU3UKY, TPOJABUHYTYI0 aHUMAIUIO U
MHOTO€, MHOT'O€ JIpyTO€.

Urpsr nHa pBmwxke CryEngine pa3spaOaTeiBaloTCs HE TOJIBKO CTYJHEH,
co3aaniuieil ero. M3HayallbHO €ro MOTJIM JIMIEH3UPOBATh CTOPOHHUE KOMIIAHUU 32
(UKCHpPOBaHHYIO IUIaTy, a 00pa30BaTeNIbHbIE YUYPEKICHUS MOIJIM HCIOJb30BaTh
ero OecrjlaTHO, HO Ha HEKOMMEpPYECKOM OCHOBE — TOJBKO [UId OOydYeHUs
ctyaeHToB. Ho Haunnas ¢ 2016 roga neuxok u SDK (Habop cpenctB pa3paboTKH)
pacupoCTpaHsATCs OECIUIATHO ISl BCEX JKEJAOIIMX, HO C YCJIOBHEM BBIILIATHI
Crytek 5% mpubsiim mpu goxomax, mnpesbimaronmx 5000 mosiapos/eBpo
(HaumHast ¢ BepcuM 5.5, Ha Oojiee paHHUX BEPCUSX POSIITH HE BBIILIAYHMBACTCS)
[17].

IIpu Bceit cBoeit momHocTH, CryEngine MOBOJIBHO CII0KEH B OCBOSHUHM, TaK
YTO HE0OXO0AMMO 00J1aJaTh OOIIMPHBIMU ITO3HAHUSIMU B 00JIACTH pa3pabOTKH.

[Tmrocer CryEngine:

Bricokas mpou3BOUTENBHOCTS;

— Hcnonb30BaHue BEICOKOYPOBHEBOTO si3bIka CH#

— Hanenennocts Ha 3D;

— KpoccnnatdopMeHHOCTS;

Munycsr:

— BbICcOKMIT TOPOT BXOXKICHUS,

— Cnabas TexHH4YecKas MoJaeprKKa

[Tocne ananmu3a BBINMICTIEPEUYUCICHHBIX BapUAHTOB, ObUIO MPHUHATO PEHICHUS
BeIOpaTh UNnity kak cpemctBo paspaboTku. Unity wmMeeT HHU3KHE CUCTEMHBIC
TpeOoBaHUs Ui pa3pabOTKH, HuCHoNb3yeT s3blk C W MMeeT MOAPOOHYIO

JOKYMEHTAIIUIO, YTO OOJIErYUT JalbHEHIIYI0 pa3padoTKy.
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https://cubiq.ru/samye-realistichnye-igry-na-pk/
https://cubiq.ru/igry-s-samoj-realistichnoj-fizikoj/
https://cubiq.ru/luchshie-igry-2016-goda/

3 APXUTEKTYPHOE ITPOEKTUPOBAHUE ITPMJIOXEHW A

[Ipunoxenue JOIKHO MPEACTABIATH HE TOJIBKO TEOPETUUECKYIO HH(OpMaIuio,
HO U JaTh BO3MOXHOCTb IIOJIB30BATENII0 CAMOMY B3aUMOJICHUCTBOBATH C

paccMaTpuBaCMbIMH aBTOMATaMU.

3.1 ®yHKIIMOHABHBIE TPEOOBAHUS

[IpunoxeHue JOJKHO IPENOCTABIATD:
Teopernueckne MaTepHualbl 110 TEOPUU ABTOMATOB.
Cumynsatop MamiHbl ThIOpUHTA.

Cumynsarop mamunsl [Tocra.

Cumynsarop aBromara Mypa.

Cumynsarop aBromara Muu.

CI/IMy.TDITop CHHTC3a aBTOMATa.

N o g bk~ D E

Munnmu3npoBath kapTel KapHo.

3.2. HedynkumonanbHbIe TPEOOBAHUS

K HedyHKIIMOHAIBHBIM TPEOOBAHUSIM OTHOCSITCSI:

1. CooTBeTCTBOBaTH MUHUMAIBHBIM CUCTEMHBIM TPEOOBAHUSIM:

— OC: Windows 8.1, 10;

— nponeccop: Intel Core 2-sanepHbiit, anamoruunbii AMD wnm nydre;

— ornepaTuBHas namsTh: 4 ['0;

— sugeokapTta: Nvidia GeForce GT 710, Intel HD Graphics 630 vy sryuie;

— MECTO Ha JUCcKe: He Oosee 2 1'0.

2. PazpaboranHoe TPHIOXKEHHWE JIOJDKHO OBITh HAMUCaHO HA  S3bIKE

nporpammupoBanus C# Ha miardopme Unity.

3.3 I'paduyeckuii riad npereaeHTOB

Jnst omucanusi (QPYHKIIMOHAJIBHOCTH M TIOBEACHHS MPWIOKEHUS Ha dTame
MPOEKTUPOBAHUS OBLIO PEIICHO CO3/1aTh IUarpaMmy mpeneneHToB. {uarpamma
IIPELUENCHTOB — JuarpaMma, OTpa)karolas OTHOLICHUS MEXIy aKTopamMu W

npeucaACcHTaMU. B namem ciIydac aKTOpOM ABJIICTCA  IIOJIB30BATClIb, a
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IIPELENCHTaMU SIBJSIFOTCS  B3aMMOJACHCTBUA C mnporpammoit. llomp3oBarelns,
HaXOJsCh B TJIABHOM MEHIO MOXET IMEPEXOJIUTh B PAa3JIMYHBIE CHUMYJISITOPBI, a
Takke B OJOK Teopuu. B cumynsropax moJb30BaTellb MOXKET HACTpaWBaTh U

3allyCKaTb BBI6paHHBIﬁ UM  aBTOMaAr. I[aHHaﬂ AuarpaMma HIpeucaAcHTOB

3anyck astomata | (HacTpoiika asTomara Epﬁoﬁei';ﬂaBHoe

lepexof B CUMYTATD
MalUKHE! TeHoprHral
Mocra

npenocTaBieHa Ha pucyHke 3.1.

HacTpoitka aeTomara 3anycy asToMara epexoM,u,e?“LnaBHoe

I Mepexog & cUMynATOP

MaLwKuHel MunuwMypa
Mepexon & DNOK TEODWA |4

epexoj B MaeHoe
MeHI0

IMaeHoe MeHI0

Mepexog & cuMynATOp
BBO'D' naHHHX

MHMMM3ELIMA C
MOMOLLLIO KapT
KapHo

A

Actor

Pucynok 3.1 — JluarpamMmma npeueaeHToB

3.4 TIpoexTupoBaHue CTPYKTYphI HHTEpPeiica

Wurepdetic ans cumynaropa MamuHbl Teiopunra u Mamuubl [locta nomken
COCTOSITh U3:

1. JIeHTHI ¥ KapeTKu ¢ BO3MOXHOCTBIO BBOJA JAHHBIX HA JICHTY U U3MEHEHUS
MOJIOKEHUS KAaPETKH.

2. KHomOoK yTipaBieHUsI JEHTOW, C MOMOIIBIO KOTOPBIX €CTh BO3MOYKHOCTH:
3alyCTUTh MAIlIUHY, OCTAaHOBUTH MAIIUHY, M3MEHUThb CKOPOCTh pPabOThI
MaIITUuHBI.

3. Oxnamu BBOJIa anaBUTa U COCTOSHUS.

4. TTanenb0 BBOJIA MIEPEXO/IOB.

5. KHomku coxpaHeHusi, i1 BO3MOXXHOCTH COXPaHSATh U 3arpykaTh IMPOIIECC
paboThl CUMYJIATOPA.

Wurepdetic 1t cumynsaTopa aBToMatoB Muin 1 Mypa 1071KeH COCTOSTh U3:

1. OxHamu BBOJIa 3HAUEHUI BXOJ0B U BBIXO/IOB.

2. ITanensro BBOJA TIEPEXO/IOB.
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3. OKHOM BBOJIa CJIOBa, JIJIS €T0 MOCJICIYIONIeH 00padOTKHY.

4. OKHOM BBIBOJIA BBIXOJHOM TaOJUIIBI, KOTOpas MOKa3bIBaE€T XOJ pPabOThI
aBTOMarTa.

5. Knonku coxpaHeHus, Il BOBMOXKHOCTU COXPAHATh M 3arpy’karh MpoIecc
paboThl CUMYJIATOPA.

HuTtepdeiic it cuMynsaTopa CHHTE3a aBTOMATOB JOJDKEH COCTOSTH M3:

1. Tlanensto BBOAA 3HAYEHUM BXOJIOB, BBIXOJIOB, COCTOSHUM U BBIOOpA

TpuUrrepa.

2. Ilanenb ¢ MunuMm3aiueit kapt Kapno.

3. IManens ¢ pyHKIMOHATBEHOM CXEMO aBTOMATA.

4. KHOIIOK MEepEKIIOYEHUs TaHeen.

Nurepdeiic qyist 6510ka TEOPUU JOJDKEH COCTOATH H3:

1. Kuonok nepexoaa Mexay claiilaMH.

2. TlaHenpro C TEKCTOM.

3. Tlanenbio ¢ u300pakeHueM, eciii HEOOXO0AUMO.

Maketsl rpadraeckoro uHTEpdeiica mMpUIoKEeHHsI MPEICTABICHBI HA PUCYHKAX

3.2-3.5

l:l l:l l:l T—ﬂeHTEI

KHonkw ynpasneHua

Beog andasuta

BEog COCTORHMH

[ ]

KHonka
COXpaHeHWA

]

nepexonos

Pucynok 3.2 — Maket unrepdeiica mamuusl [locta n mammas! Teropunra
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Beon Bxofoe Beon cnoea

[ ]

Beof Bblx0ogos

[ ]

Beof nepexofos

Brieog TabmMue!

KHonka
coxXpaHeHuA

[ ]

Pucynok 3.3 — Maket unrepdeiica aBTomata Munu u aBTomata Mypa

KHonkM nepexoga
cnaigos

TeKCcTDEaR NaHens W3oBpakeHne

Pucynox 3.4 — Maker unrepdeiica 61oka Teopuit

‘ }17 KHOMKW NEPEKNYeHNA NaHenen

BEO/ BLIXONOB e
| | "‘:! Q00 001 071 010 110 111 121 100

oo
BBoa BX040B "

BBOA COCTOAHWIA 10

MaHens ¢ MUHUMKW3aUWeR/ NaHenkb ¢ (PYHKUMOHANBLHOW CXEMOW aBToMara

Pucynok 3.5 — Makert unrep@eiica cuHTe3a aBToMara
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4 IIPOTPAMMHAS PEAJIN3ALINA

Bo Bpems peanmmzanuu mnpoekTa ucmoib3oBanack miatdopma Unity, Bepcuu
2021.3.25f1, nna pa3pabOTKW WIPHl C HCIOJIB30BAaHUEM JOMOJHUTEIIbHBIX

pecypcoB u3 Unity Asset Store, a Takke CTOPOHHUX UCTOUYHHUKOB.

4.1 ®aiinoBas CTpyKTypa MpoeKTa

Jlnst pazpabotku mpuiioxkeHus: Ha iargopme Unity Obia mosydeHa aitmoBas
CTPYKTYypa, IMEIOIIas CIeIyIOIIHe OCHOBHBIE KaTaIOTH (DaiijIoB:

Controls — koHTpoJIepBI, HCIIOIB3yEMBIC B IPHIIOKCHHIH,

Fonts — mpud Tl HCoNb3yeMble B PUITOKEHIH;

Materials — maTepuasbl, HCIIOIB3yEMBIC B IPHIOKCHHH;

Prefabs — npeda0s1, ncrons3yembie B MpHIIoKeHAN;

Scenes — CIieHbl, HCTIOIb3yEeMbIE B IPUIIOKCHHH;

Scripts — pa3iM4HbIE CKPUNITHI, PEATU3YIOINE JIOTUKY TPUIOKEHHUS, B KOTOPOM
HaXOJSATCS MMOAKATAIOTHU:

PostTuring — ckpunThl Uil peaiu3alud CUMYJISATOPOB MallMHbI ThIOpUHTA H
MamuHbl [locra;

MooreMealy — ckpunTbl Uis pealu3aldd CUMYJISTOPOB aBToMara Mypa u
aBToMaTa Munu,

Karnaugh — ckpunTsl i1 peain3aiuy CUMYJIsITopa MUHIME3AIHN KapT KapHo;

Theory — ckpunTsl A1t 6J10Ka TCOPHH;

Ul — ckpuntsl u1st paboThl ¢ HHTEpPEicoMm;

SaveData — ckpunThbl At BOBMOKHOCTH COXpPaHEHUS M 3arpy3KH COCTOSHUS
CHUMYJISITOPOB.

Textures — TeKCTyphl, UCMHOJIb3yeMble B MPUIIOKEHUH, B KOTOPOM HAXOAATCA
I0JIKATaJIOTH:

Ul — tekcTypsl s uatepderica;

PostTuring — TeKCTypwI sl CIEHBI CHMYJISITOPOB MamlWHBI ThIOpHHTA U

mamuHsl Ilocra;
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Karnaugh — TekcTypbl IUIs CIIEHBI CUMYJIITOPa MUHUMU3AIKU kKapT KapHo;
Theory — texcTypsl 115 CIIEHBI 0JIOKA TEOPUH.

Huarpamma (haitstoBo#t CHCTEMBI TIpeAOCTaBlieHa Ha pUCYHKe 4. 1.

Assets
¥ ¥ Y ¥ ¥ A 4 ¥
Controls Fonts Textures Prefabs Scenes Scripts Materials
PostTuring |« PostTuring |«
ul < MooreMealy |«
Karnaugh [ Karnaugh |«
Theory < Theory <

SaveData [«

Pucynok 4.1 — Jluarpamma (aitsioBoit CTpyKTypbl

4.2 Peanuzanus uHTEp(DECcOB

B xoxe peanuzanuu ObUTH CO37aHbI CAEAYIOMNUE UHTEPHENCHI:

— uHTEepdEiic a1 cuMyISITOpa MaluHbl ThiopyHTa ¥ MamuHb [locTa;

— uHTEepdeiic A cuMyIsiTopa aBTomata Muiu 1 aBTomata Mypa;

— UHTEpPEiC s CUMYIISITOpa CUHTE3a aBTOMATA;

— uaTepdeiic 6J0Ka TEOPUH.

B unrepdeiice 115 cumynsaropa MaMHabl ThlOpUHTa peann30BaHo:

— VYIpPaBICHHS IIOJOKEHUEM KapeTKH Ha JIEHTE, C IIOMOIIbIO KHOIIOK,

pAacHoJIOKEHHBIX HaJ| HEW;
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— MaHedau BBoJa aidaBUTa M KOJIMYECTBA COCTOSIHMM, HA OCHOBE KOTOpBIX,
reHepupyeTcs Tabinua BBOJ1a NEPEXO0B

— ympaBieHus pabOThl JICHTOH, C TOMOINBIO KHOMOK YIpaBieHUS,
PacIoJIOKEHHBIX 110 HEH. KHOIIKY NO3BOJISIIOT MEHSTh CKOPOCTh AaBTOMATHYECKOU
paboThl MalIMHBI, OCTAHABIMBATH W BO30OHOBISATH ABTOMATHYECKYIO paldOTy
MaIIUHBI, CJIENaTh OJIUH HIar 1 OOHOBUTH JICHTY.

— BO3MOKHOCTb COXPaHUTb U 3arPy3UTh COCTOSIHUE pa0OThl MAILIUHBI.

WnTepdeiic mammubl TrropuHra mpeocTaBieH Ha pUCYHKe 4.2.

AnchaBuT(A) =
1 | I I I T N Y

CocrosHna(q) 2 NS NECE NECE A NP N N

Pucynox 4.2 — UuTepdeiic mamuasl ThropuHra

B unTepdetice s cumynaropa MamHbel [locta peann3oBaHo:

— YNOpAaBJCHUS TIOJIO)KCHUEM KAPETKUM Ha JIEHTE, C IOMOIIbI0 KHOIIOK,
pPAacMoJIOKEHHBIX HAJ HEW;

— KHONKH YBEIMYCHHUS KOJMYECTBA KOMAaHJ, KOTOpas J00aBlsIeT HOBYIO
KOMAaH/ly Ha MMaHeJIb HACTPOUKH KOMAaH/;

— ynopaBiieHHs pabOThl JIGHTOM, C TIOMOIIBI0O KHOTIOK YIPABJICHHS,
pAacmoJIOKEHHBIX 1O/ Heil. KHOMKY MO3BOJIAIOT MEHSTh CKOPOCTh aBTOMaTUUYECKOM
paboThl MaIIMHBI, OCTAHABIWBATH U BO30OOHOBIISITH ABTOMATHYECKYIO paldOTy

MalllMHBbI, CACJIaTh OJUWH IIar 1 OOHOBHTH JICHTY.
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— BO3MOJKXHOCTb COXPAHUTDH U 3arpy3uTh COCTOAHHUC pa6OTBI MalllMHBbI

WuTepdeiic mammnst [locta npenocraBneH Ha pucynke 4.3.

ENE -

[l06a8uTh komargy *HEEE o EEEE
: e S

¥ . IEEE -E38

s EEE < EEE
o I

a 7
=T

Pucynok 4.3 — Untepdetic mammunsl [Tocta

B unrepdeiice myis cumynsaropa aBTomara Mypa peann3oBaHo:

— TIaHeJM BBOJA BXOJIOB, BBIXOJOB M KOJUYECTBA COCTOSIHUM, HAa OCHOBE
KOTOPBIX, TEHEpHUPYETCs TabIMIIa BBOJIa IEPEXOIOB;

— IIaHEJIb BBOJIA BXOJIHOTO CJIOBA;

— TMaHelb BBIBOJA BBIXOJAHOM TaOIMIBI BXOJOB COCTOSHUN U BBIXOJIOB,
TEHEPUPYEMOIl Ha OCHOBE BBEICHHBIX [TAPAMETPOB;

— BO3MOKHOCTb COXPAaHUTb U 3arpy3UTh COCTOSIHHE PaOOThI MAIIMHBI.

WuTepdeiic aBTomara Mypa npenoctaBiieH Ha pucyHke 4.4.
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BXxopbI(X MepexoAe!(q) Cnogo
BbiXObI e e
‘ = Bxon  Coctoanve Bbixos

CoCTOSHUA(S) 1 a

J a
ace =jesjeryce) b 1 a
C

al a

Pucynox 4.4 — Uurepdeiic aBTomata Mypa

B unTepdeiice mis cumynaropa aBromara Muin peain30BaHo:

— IIaHENIM BBOJA BXOJOB, BBIXOJOB M KOJMYECTBA COCTOSHUW, Ha OCHOBE
KOTOPBIX, FTEHEpUPYETCs TabuLa BBOJIa IEPEXOOB;

— IIaHEJIb BBOJA BXOJHOIO CJIOBA;

— TMaHeJdb BBIBOJIA BBIXOJHOW TaOJIMIBI BXOJOB COCTOSSHUM M BBIXOJOB,
TEHEPUPYEMOU Ha OCHOBE BBEJICHHBIX ITAPAMETPOB;

— BO3MOKHOCTb COXPAHUTb U 3arpy3UTh COCTOSIHUE pa0OThl MALLIUHBI.

Nurepdeiic aBToOMaTa Muu npenocTaBiieH Ha pUucyHke 4.5.

Bxogbi(X Mepexoabi(d) CnoBo
BbIXObI R e R
; : : - Bxopg Cocrimme Bbixog,

CocTOoAHMA(S) [[rii— e b 2
1+ " =R I ¢ : 5 ;

Pucynok 4.5 — UnTtepdetic aTomata Munu
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B unTepdetice s cumynsaTopa CHHTE3a aBTOMAaTa peaju30BaHo:

— MaHEJIM BBOJIa KOJMYECTBA BXOJIHBIX CHUTHAJIOB M COCTOSIHUM, HA OCHOBE
KOTOPBIX TEHEPUPYETCS TaOJINIIA TTEPEXOI0B,;

— BO3MOXHOCTb IPOCMOTpa TaOJHI[ 3aKOJUPOBAHHBIX BBICTABICHHBIX
CHUTHAJIOB M COCTOSIHUIM;

— BO3MOXHOCTh NPOCMOTpa CTEHEPUPOBAHHBIX KapT KapHo, Ha KOTOPBIX
BUJIHBl OTMEUYEHHbIE MUHUMHU3UPOBAHHBIC (PyHKIINH;

—  BO3MOXHOCTh  NIpocMOoTpa  (GYHKIIMOHAIBHOM  CXEMBl  CO3JaHHOTO
CHUHTE3MPOBAHHOTO aBTOMATA.

Nurepdetic cunTe3a aBTOMaTa MpeocTaBlieH Ha pUCYHKE 4.6.

Beog,

EwiBpaH D-Tpurmep

ana
A OBB
Z aane

Kogmpoearts

Pucynok 4.6 — MaTepdetic clieHpl CHHTE3a aBTOMaTa

B unrepdeiic 6;110ka TeOpuu peanu3oBaHo:

— MaHeTb C TEKCTOM, Ha KOTOPOM MPEAO0CTaBICH TEOPETUIECKUI MaTepHalr;
— MaHeJb C U300paKEHUEM, KOTOPAst BKJIFOYAETCS IPU HEOOXOTUMOCTH;

— KHOIIKH TIEPEKITIOYCHUS CIIaiI0B.

uHTEpPeiic 6J10Ka TeOpUn MPEAOCTABIEH HA PUCYHKE 4.7.
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2. Knaccucmkayna asBToMaToB;
asTomatbl Mypa u Munu.

MTak. C ogHol cTopoHsl ABTOMAT - yeTpoiCTBO, BLINONHAIOWEE
HekoTopble aeicTBus 6e3 yvactus venopeka. C [pyroil CTOPOHbI,
ABTOMAT - maTemartuueckas Mofenb, OnNucbiBawlwas noeefjeHne
TEXHUYECKOrO yCTpoiAcTea. B AaHHOM cnyyae peanbHoe YCTPOWCTBO,
CHCTEMA W T.Jl. pACCMaTPUBAETCH Kak HekoTopelid “HEPHbIW AUKMK"
(puc.1.6).

ABCTpaKTHEIA apTOMAT — MaremMaThyeckan abcTpakuWa, Mogent
[MCKPETHOIO YCTPORCTEA, UMERLLETD OfWH BXOL, OAWH BbIXO U B Kax /bl
MOMEHT BPEMEHW HAXOAALWEroca B O4HOM COCTOAHWM M3 MHOMECTEa
BO3MOXHbIX. Ha BX0f 3TOMY YCTPOWCTBY NOCTYNAKT CUMBOMbLI OHOTO
andasnTa, Ha BbIXOAE OHO BbIAaET cMMBO/IEI (B 00LWeEM cydae) Apyroro
anpaeurta, PopmankHo abcTpakTHLIA aBToMar onpeaensaeTcs Kak nATépka

A(S,X,Y.0,})

Fae S — KOHEYHOe MHOKECTBO COCTOAHWI aBToMara,

X, Y — KOHEYHLIE BXOOHON M BEIXOAHON antaenTel COOTBETCTBEHHO,
M3 KOTOPbIX (DOPMUPYIOTCS CTPOKW, CHMTbIBAEMbIE W BblhaBaemble
ABTOMATOM,

8:Sx X & 5— (PyHKUKA Nepexoioe,

A:Sx X - Y — dyHKUNA BLIXOAOB.

Pucynok 4.7 — HUntepdetic 61o0ka Teopun

4.3 Peanu3zanusi K1accoB
B mporiecce peanu3zanuu npuioKeHusl, ObII0 HATMCAHO 26 CKPUTITOB Ha SI3BIKE
C#:
1. PostTape — orBeyaeT 3a pa®OTy JIGHTHI, CUMTHIBAHUS JaHHBIX C JICHTHI U
yIIpaBJIeHHs KapeTkoi Ha mamuHe [locra.
2. TuringTape — oTBeuaeT 3a pabOTy JIGHTBI, CYMTHIBAHUS JAHHBIX C JICHTHI U
yIpaBIeHUS KapeTKol Ha MamuHe ThropuHra.
3. PostCommandScreen — orBeuaeT 3a pabOTy W pacHIMpEHUs MaHEIXW BBOJA
KomaHJ Ha mammHe llocra.
4. TuringStateScreen — ortBewaer 3a pabOTy W paCIIMPEHHUS IMaHEIX BBOJA
COCTOSIHMI Ha MamnHe ThropuHra.
5. PostCommandCheck - oTBewaer 3a mpOBEepPKy MNPaBUIBLHOCTH BBOJA
KoMaHbI Ha MamuHe IlocTa.
6. TuringStateCheck — oTBedaeT 3a mpoBepKy MPaBUIBLHOCTH BBOJAa KOMaHJIbI
Ha MamvHe ThrOpUHTa.
7. PostCommandsButton — oTBedaeT 3a KHONKH JOOABJIICHUS W YJAJICHHS
KOMaHJI ¢ TaHenu BBoAa B MamuHe [locTa.
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8. TuringStateButton — orBeuaeT 3a KHONKH J00aBIEHHS U yOAJCHHS
COCTOSIHH ¢ TTaHenu BBoja B mamuHe [locra.

9. MooreMealyGeneration — oTBedaeT 3a TeHEpalHiO TaHEJIeH BBOJA
COCTOSIHUM 11 aBTOMAaToOB Muin 1 Mypa.

10.MooreStates — oTBeyaeT 3a CUMTHIBAHUSA NAPAMETPOB COCTOSHUW IS
asTomarta Mypa.

11.MealyStates — oTBeuaeT 3a CUYMTHIBAHHSA IAPaMETPOB COCTOSHHM IS
apromata Mwunu.

12.MooreMealyWork — otBeuaet 3a oruky paboTel aBToMatoB Mypa u Muiu
MoCTie BBOJIa JAHHBIX.

13.SynthlnputTable — oTBewaer 3a reHeparuio TaOIMIBI BBOAA JAHHBIX IS
CO3/IaHUS CHHTE3WPOBAHHOTO aBTOMATA.

14.KarnaughMap — otBeuaer 3a renepariuio kapt KapHo.

15.BoleanFunc — otBeuaet 3a paboTy GyHKIIUU aareOphl JOTHKH

16.Minimization — oTBe4aeT 3a MUHUMHU3ALKIO0 (DYHKINN anreOpbl JOTHKH

17.SynthAutomata — orBewaer 3a reHepanuioo (QYHKIMOHAIBHON CXEMBI
aBTOMATA.

18.TheoryMenu — oTBe4aeT 3a KHOIIKM TIEPEKITFOUCHUS CIIAHI0B B OJIOKE TEOPUHU
U UX KOPPEKTHOTO OTOOPaKEHHUS.

19.SavelLoad — orBewaeT 3a JIOTMKY COXpPAaHCHHS M 3arpy3KH COCTOSIHHUS
MPEIOCTABICHHBIX B MMPUJIOKEHUN CUMYIISITOPOB.

20.SaveButton — oTBevaeT 3a KHONIKY OTKPBITUS MEHIO 3aIPYy3KH U COXpaHEHUSI.

21.Savel.oadMenu — oTBevaet 3a pabOTy MEHIO 3arpy3KH M COXPaHCHHMS.

22.HelpMenu — otBevaer 3a 0TOOpakeHUsI MEHIO CIIPaBKU B MPEIOCTABICHHBIX
CUMYJISTOpaXx.

23.TipTrigger — orBeuyaeT 3a pabOTy TPHUITEPOB, KOTOPHIC MPU HABESIACHUU Ha
HUX MBIIIBIO BKIIOYAIOT KPATKYIO CIIPABKY.

24. TipOnMouse — oTclIe)KUBAET KOOPAMHATHI MBIIIH JIsI OTOOPasKEeHUs KPaTKO#
CIIPAaBKH MO/ HEW.

25.SceneChanger — otBevaert 3a JIOTUKY MEPEKIIOUCHHSI CIICH B MTPHIOKCHHH.
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26.CameraController — orBeuaer 3a paboTy ymnpaBieHUs KamMepbl B 00BEMHBIX

COcHax IMPUIIOKCHUS.

JluarpamMmbl KJIacCOB MpeIcTaBIeHbl Ha pucyHnkax 4.8 — 4.16.

MonoBehaviour

MonoBehaviour

Post_CommandCheck

g TS ~commandGameObj commandGameOhj: Post_commandScresn
- commandList: List<GameObject= OnEndEdit(): void .
- commandNumber: int start(): void MonoBehaviour
- commandPrefab: GameObject Post_tape
- currentCommand: int
- screenShow: GameObject - autoStepButton: Button
- StateButtonGameOhj: Post_commandsButtons - coret: GameObject
- stateSet: SortedSet<ini= - coretTranform: float
- tapeGameOhj: Post_tape - corStartPos: Vector3
- textPrefab: GameObject - currentPos: int
- isAutoStep: bool
+ AddCommand(): void - pauseButton: Button
+  AddCommand(int, string): void - speedButton: TextMeshProUGUI
checkCommand(string): bool - startAlphabet: string
checkCommandNumber{int): bool - startTape: string ([])
+ CommandColorChange(int): void - stateGameObj: Post_commandScreen
DeleteCommands(}: void -stateGameObj tapeGameOhj -  stepButton: Button
+ DestroyCommand(string): void - tape: string ()
+ GetCommandList(): List<GameObject= - tapeGui: TMP_InputField ([])
+ GetCommandMumber(): int - timeAutoStep: float
+ GetCurrentCommand(): int
+ GetData): PostProfile - AutoStep(): IEnumerator
+ MakeCommand(): void + AutoStepBoolFalse(): void
+ OnEndEditCommandCheck{GameOhject): void + AutoStepBoolTrue(): void
+  PlusCommandNumber({): void + ButtonTape(GameObject): void
+ SaveCommandList(): List<string> + ChangeTape(int, string): void
+ SaveCommandsMame{): List<string> - + ChangeTapeGUI(int, string): void
+ SetCommandMumber(int): void SlopuEe Ry +  Coretleft{): void
+ SetCurrentCommand(int): void _ Post_commandsButtons + CoretRight(): void
+ SetData(PostProfile): void -commandGameobj a + GetCurrentPos(): int
- start{): void - commandGameObj: Post_commandScreen + GetTape(): stringl]
- StopProgramm(): void +  CcommandMinus(): void + GetTapeCurrentPos(): string
Update(): void +  CommandPlus(): void + GetTapelength(): int
StateButtonGameObj | + OnEndEdit(): void AL EL ST Tl
- Start(): void + MakeStepButtonOff(): void
+ MakeStepButtonOn(): void
+ SetCurrentPos{int): void
+ SetTape(string[]): void
- Start(): void
+ StartTape(): void
tapeChangeColor(int, Color): void
+ TimeStepChange(): void

Pucynok 4.8 — Jluarpamma ki1accoB OTBEYArOMIMX 3a padoTy mammuHbl [locta
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MonoBehaviour

MonoBehaviour Turing_stateButton

Turing_tape - stateGameObj: Turing_stateScreen
- statelnput: TMP_InputField

- alphabetGame0Ohj: Turing_alphabet
- autoStepButton: Button + GetText(): string

- coret: GameOhject Start{): void MoneBehaviour
) B ) -StateButtonGameObj -stateGameOhj ;

- coretTranform: float +  StateMinus(): void | I Turing_stateScreen

- corstartPosYeERS N Stach N - alphabetGameObj: Turing_alphabet

- currentPos: int + TextChange(string): void i

- alphabetScreen: GameObject

- countScreen: GameObject

- currentState: int

- screenShow: GameObject

- StateButtonGameOhj: Turing_stateButton
MonoBehaviour - statelist: ListcGameOhject>

- stateNumber: int

stateGameOhj| -  statePrefab: GameObject

- stateGameObj: Turing_stateScreen - tapeGameQbj: Turing_tape

- textPrefab: GameObject

- isAutoStep: bool

- pauseButton: Button

- speedButton: TextMeshProUGUI
- startAlphabet: string

- startState:int

- startTape: string ([1)

- stateGameObj: Turing_stateScreen Turing_StateCheck
- stepButton: Button
- tape:string ([1)

- tapeGui: TMP_InputField ([1) +  OnEndEdit(): void
- timeAutoStep: float - Start(): void

+

Addstate(): void
ChangeConstraint{int): void
stateGameOhj| * ChangeStateNumber{int): void

+

AutoStep(): IEnumerator

+ AutoStepBoolFalse(): void -tapeGameObj
+ Au1DS1ESBDDITruet(]]‘ void checkCommand(string): bool
: + ColorState{): void

+ ChangeTape(int, string): void i
+ ChangeTapeGUI(int, string): void > GETC“""EMSWTEU- int
+ Coretleft(): void + GetData(): TuringProfile

CoretRi hti] id + GetStatelist(): List<GameObject>
+ CoretRi : voil
+ Ggmurrggmpm(]- int + GetStateNumber(): int
+ GetTa e(]'strml[] +  MinusStateNumber(): void
+ GENEDECL-‘”EmEPDS“. strin + OnendeditCommandCheck{GameObject): void
+ Ge‘[TapELen th(): ml E + PlusStateNumber(): void

Mak ; Ug d‘ + SaveStateScreen(): List<string=>
+ akeStep(): voi
+ MakeSteEEuﬁonOﬁ(]'wd + SetData(TuringProfile): void
+ MakeStepButtonOn(): vaid + SetStateNumber(int): void

) + sreenUpdate(): void

+ SetCurrentPos{int): void ) S‘an“‘:’md ()
! ;E;;a“ple‘f;i‘;mg[]]: e + StartCurrentState(): void

st r1TI {J: void + StateChange(string): void
+ StartTape(): voi

. . + stateChangeColor(): void

- tapeChangeColor(int, Color): void M

+  TextTape(): void

+ TimeStepChange(): void StopProgramm(): void
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MonoBehaviour
TheoryMenu

- currentSlide: int
- previousSlide: int
- Slides: GameObject ([])

+ MextSlide(): void
+ PreviousSlide(): void
+ SceneChanger(int): void
- Slidechange(): void
- Start(): void
Update(): void

Pucynok 4.10 — JIluarpamma kj1acca OTBeYaroIero 3a padory 610Ka TeOpuu
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MonoBehaviour
MooreMealyGeneration
inputField: TMP_InputField
MonoBehaviour inputsSet: SortedSet<char>
MealyStates MooreStatePrefab: GEITI.EDbJEﬂ
outputField: TMP_InputField
inputsSet: SortedSet<char> outputsSet: SortedSet<char=>
MealylnputOhjPrefab: GameOhject stateCount: int
mooreGameObj: MooreMealyGeneration -mooreGameOhj stateField: TMP_InputField
outputsSet: SortedSet<char= StateGridTransform: Transform
PrefabList: List<GameObject> StateList: List<GameObject> MonoBehaviour
“amCDum”m, + GetChoosenData(int, string): string[] "
tableTransform: Transform
+ GetData(): MooreProfile inputsSet: SortedSet<char>
GetPrefablist(): ListcGameObject= + GetDataFromField(): void mooreGameObj: MooreMealyGeneration
InputOutputTable(): void + GetinputSet(): SortedSet<char> moore@ameOb MoorelnputObjPrefab: GameObject
start(): void + GetOutputSet(): SortedSet<char= outputsSet: SortedSet<char=>
+ GetstateCount(): int PrefablList: List«GameObject=
+ GetStatelist(): List<GameObject> stateCount: int
+  MinusStateButton(): void tableTransform: Transform
+ MooreStatesSet(): void "
+ plusstateButton(): void GetPrefabLlsﬂ]:L\ﬂ(G?meObJecb
+ SetData(MooreProfile): void InputOutputTable(): void
- SetStateCountfint): void Start{): void
Start(): void
MonoBehaviour
MooreMealyWork
currentState: int =0
inputField: TMP_InputField
mooreGame0bj: MooreMealyGeneration
output: string
tableTransform: Transform
textlist: List<GameOhject>
textPrefab: GameObject
+ GenerateTable(): void
+  GetlnputFieldString(): string
- MakeStep(string): void -mooreGameQbj
+  SetlnputFieldString(string): void
+  WordCheck{): void

Pucynok 4.11 — J[uarpamma kj1accoB OTBEYAIOIIMX 3a padOTy aBTOMaTOB Muu 1

Mypa

MonoBehaviour
SaveloadMenu

- commandsGameQbj: Post_commandScreen
- CurentSaves: string

- CurrentSaveName: string

- deleteMenu: GameObject

- dropdownGameQbj: GameObject

- mealyGameQb]: MooreGeneration
- menuGameObject: GameObject

- mooreGameObj: MooreGeneration
- overwriteMenu: GameOhject

- profileName: string

- savelnfo: string

- savelist: List<GameObject>

- saveNamelnput: TMP_InputField

- savePrefah: GameOhject

- savesName: string

- saveTranform: GameObject

- stateGameObj: Turing_stateScreen

Saveload

+ Load(string): T
+ Save(string, T): void

MonoBehaviour
SaveButton

-savelLoadMenu .
- dataChange: GameOhbject

- saveloadMenu: SaveloadMenu

+ SetDataType(GameObject): T

CheckSaveNarmne(): void :
+ TuringSaveButton(): void

+
+ CloseDeleteMenu(): void

+ CloseMenu(): void

+ CloseOverwriteMenu(): void

+ DeleteButton(): void

+ DeleteSave(string): void

+ GetSavelist(): List<GameObject=
+ LoadSave(string): void
+
+
+
+
+
+
+

OverwriteButton(): void
SaveButton(): void
SavelistUpdate(): void
SetSaveList(List<GameObject=): void
ShowDeleteMenu(string): void
ShowMenu(string): void
ShowOverwriteMenu(string): void

- Start(): void

Pucynok 4.12 — Jluarpamma KJIacCCOB OTBEUAOIIHNX 32 MCHIO COXPAHCHUS
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i‘ BoleanFune

Minimization
fune: Listeints
Abseeptiont ¥ %
blyrissins : [ e J
4+ EuncisContabis(Soleanfane, ListeBeksanfunes): ool & o —
+  mp i |+ ol 2 s
+ | |+ DeleasFuncistring)
+ i |+ @ ntkvold (or
3 i3 |+ EqualsiBoleanfunc)! bool
+  TwolountinList{Lsteinta: ing |+ Getfune(): Lstaint
+  DereCountintatiListeints} it | + GatFuncLenght(): int

Isbmming{DelearTunc, Daleanfurc]: bod |
v Print{): string

minimizeFunce/ [, 0"

KamaughMap
Aable: steing (1)
AutomataObi: GameObject
camera; Camerstontrolier
codingATalde: string {1}
odingUTable: string ({})
codingWTakis: wtring [{])
countTeatures: Lat<TenturedDe
currenzkamaughhags int
currentTrigger: ing
dvalug: int
aTona: bool
EarnaughCeards: it ([}
karnaughlist: List<string{l>
karnaughtapText: TestMeshProUGU
Eamaighilame; List<strings
Ivalue: int
mash: Mesh
‘minimization: Minimization. Minimization
minimizefuncs: List<Lat<Bokeanfuncss

nivalie: int
Value: int
SONFPared: GameOhect
SONFPret: GamaObject
Menomehaviour SONEref: UsteBameObjects
Synihfatomats snfText: GameObject
- __ wanfTaxts: ListeGamenbjecrs
:m.:mm;:;m- AMonofabzaour| gythautomats: Synthautomata
conjuctonFuncs: List<Boleanfunt e i ;:‘u:::e:;:::r!::mﬂ jBct
canjunctanCaun: int Prassad: bool Toegie: G2 33
currentTrigger: int — dirie] 3
dvaue: int —— ;
alug: »  SetMimmization(): voud i’ﬂtkﬂ“msl‘m
Fmimemization: Minimiaticn, Minimization start|): void ‘Wiabie: string (1)
minienizeFuncs: List<List<Boleanfuncs> Vpdate(j; void Siger int
rivalue: int e int
preftonjuctars: LsteGamedblect= |+ Thabte: strog (1)
prefDishunctiri: List<GameObject= -
prefinguts: Listcamelibjecs AutomataSelActve(bool): voud
2put: GameOhiect gynthAutomata |« @inaryToDecmallstring): it
weedTriggers: List~GameCbject= 1 o
prefWirevertical: Gamedbjecs |+ ChoosesDNR{int, wt, bool): void
Vahe: int - Generatekamaagh): voud
triggers: List<GameObject> Generateneshisting ], mek: void
- ST GenurateninimizeTexturestrngll, int, Liteinta, boo): veid
f:ﬁn;l::rﬁdmmmﬂm GanarateCutputAW it vring{]l: siringl]
v‘rw"n“kwu GunerateCutputuinty: Arngl]
2 GenerataTexture{eingll, int]: veid
SetConjuctorsDningutiGarmeDbject, int): void nt,
¥ ot in2, ind, Int
. int, : |+ GenreateCoun|TenturezD, int, int, Color, hool): vid
::Tr-;gl;wmwl_m\:d +  GerCurrentkamasghMap(): mt
qualDaju 4] GetPuiFromTesture{Texture20, ing, inth: Color
Setingutiif: vaid meeshRenderer() void
SetRONIngutiGameObject, mt): void +  Nextarmsugh(l: void
SetRENTrggesOninputif: vold OnteawGizmos: veid
S:leu?gp:n. woid +  Prevkamasughl): void
Start IJ-wla +  SetDatadstringl], string[, stringll string(l, stringll et} void
\pdate(]: veid Setindrvalaes(int, int, int, iet): void

SetSDNFfint}: void
ShowToeus): vord
Start(); vold
Update]): voud

“karnaughatag | -

SynthinputTable

APt TVP_InputField
Alnputs: string ([
Aitabie: string {[1}

AWUZGI: GameObject
coddingTasle= wring [[]}
currentTrigger: int

Value: int

inputFieidPrefah: GameObpect
InputFieldwaPretab: GameObject
Inpatrick GameObject
karnaughaap: Karnaughiag
karnaughPanel: GameObject
HstAWUZobj: List<GameObjects
listinputswis: List<GameObject=
listTablesby: List<Gameobpects
Waloa: int

rvalue: int

vahue: int

winputs: string ([}
Utabie: sing ({1
uvalue: ing

winputs: string {1}
Whabie: string [{])
walue: int

ZFleld; TMP_Inputield
Ztakie: sring (i)
Tviahaer nt

BustenChangeTable(stringl: woid
ButtenSelObitctiveiGamelblect): void
GenerateCoding AWLZT sbie{streqil, string, sring, itz vod
GenerateCodingTableCutputsf): void
GenereteTable(): void

GetDatall; veid

GetDataFramTablef): vosd

LogFunc{): voud

MinusBuston(sring}: void
PluaButton(siring): void
SetConstraintCount(nl, GemeOhet): void
SetTriggarfing): woid

Start]): void

TabileCodingwuf): void
TableCoding|): void

TableCodngZaf}: void

uipdat(]: void
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MonoBehaviour

HelpMenu

Start(): void
Update(): void

MonoBehaviour
TipOnMouse

tipTextGUI: TextMeshProUGUI

MonoBehaviour
TipTrigger

- isActive: bool
- text:string
tipText: GameObject

OnMouseEnter(): vaid
OnMouseExit(): void
SetActive(bool): void
TipEnter(): void
TipExit(): void

+ o+ o+ o+ o+

ChangeTipText(string): void
GetMousePosition(): Vector3
Update(): void
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MonoBehaviour

CameraRotation

- Start(): void
- Update(): void

Pucynok 4.15 — Jluarpamma Kkjacca OTBEYaOIIEro 3a paboTy KaMepbl

MonoBehaviour

SceneChanger

+ TheoryScene(): void

Pucynox 4.16 — J[uarpamma kjiacca OTBEYAIOIIETO 32 JIOTUKY TEPEKITIOYSHUS
CII€H B MPUJIOKEHUU
Kon paGoTel anroputMoB, OTBEYAIONMIMX 3a JIOTUKY pabOThl aBTOMAaToOB U

byHKIMNA anreOphl TOTUKU MPEIOCTaBICHBI B IPUIOKEHUU.

4.4 OyHKIMOHAIBHOE TECTUPOBAHKE

Jns  TecTUpOBaHUSI  MPUWIOKEHUS  HMCIOJIB30BAIOCh  (DYHKIMOHAIBLHOE
TECTUPOBAHUE.

OYHKIIMOHAIBHOE TECTUPOBAHKUE — ATO MPOIIECC HEOOXOIUMBIN JIJIsl POBEPKHU
peanuzyeMocTd  (YHKIIMOHAIBHBIX TpeOOBaHWM, COTJIACHO chelrudUuKauu
TECTUPYEMOI'0 TMPOrpaMMHOro obecriedeHusi. DYHKIMOHAIBHOE TECTHUPOBAHUE
MPOBOAUTCS IS OIEHKH COOTBETCTBUSI CUCTEMbI WJIM KOMIIOHEHTa 3aJaHHBIM
(GyHKITMOHATBHBIM TpeOoBaHMsIM [18].

[IpoBeneHHOE TeCTUPOBAHKUE OTPAKEHHO B TabuIIe 2.
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https://ru.wikipedia.org/wiki/%D0%A1%D0%B8%D1%81%D1%82%D0%B5%D0%BC%D0%B0
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D0%BE%D0%BD%D0%B5%D0%BD%D1%82

Tabnuna — 2 GpyHKIMOHATFHOE TECTUPOBAHUE

No Ha3zBanue JenicTBust Oxunaembiii | [lomyyeHHbII Uror
pe3yabTar pe3yabTar
1 IIpoBepka Ha | JlobaBuTh KoMaHnbl | Pesynprar pabotsl | PesymeraTr pabotsr | Ilpoiinen
MIPaBUIBHOCTh u 3aMyCTUTh | MAIIKHBI Ilocta | MamuHBEI ITocta
BBIMIOJIHEHNsT KoMaHJ B | mMamuHy [locta KOPPEKTHO KOPPEKTHO
CUMYJISITOPE MAaITuHBI OTOOpa3uUTLCA  HA | OTOOpa3HIICS Ha
Iocra. JICHTE JICHTE
2 ITposepka Ha | Beectu andasut, | Pesynbrar pabotsl | Pesynbrar pabotwr | IIpoiinen
MIPABUIIBHOCTD COCTOSTHHSA U | MaIllFHEI MaIlIAHEI
BBIMIOJTHEHUSI KOMAaHJ B | TIEPEXOMbI u | Teropunra Trropunra
CUMYJISITOpE MAIIMHBI | 3alyCTUTh MAIIUHY | KOPPEKTHO KOPPEKTHO
TrropuHra. Trropunra otoOpa3uThCsi  Ha | OTOOpaswics  Ha
JICHTE JICHTE
3 IIposepka Ha | Bectu BXOJbl, | Pesynbrar pabotel | Pesynsrar pabotsl | Ilpoiinen
NPaBUIBHOCT  paboThI | BEIXOABI, COCTOSHHA, | aBToMarta  Mwunm | aBTomMata  Munun
CUMyJIIITOpa  aBTOMATa | 3aTEM HACTPOUTH | KOPPEKTHO KOPPEKTHO
Munu Mepexo/bl M BBECTU | OTOOpa3uUThcs  Ha | oToOpaswics — Ha
BXOJHOE CJIOBO U | BBIXOJHOW TaOJHWIEe | BBIXOJHOH Tabmuie
3allyCTUTh  aBTOMAT
Munu
4 IIpoBepka Ha | BBectn BXOJbI, | Pesynprar pabotsl | PesymeraTr pabotsr | IlpoiineH
NpPaBWIBHOCTh  paboThl | BEIXOJBI, COCTOSIHMS, | aBTOMaTa Mypa | aBTOoMaTa Mypa
CUMYJIITOpa  aBTOMATa | 3aTeEM HACTPOUTH | KOPPEKTHO KOPPEKTHO
Mypa Mepexo/bl M BBECTU | OTOOpa3uUThcs  Ha | oTOOpaswics — Ha
BXOJHOE CJIOBO U | BBIXOJHOW TaOJHWIEe | BBIXOJHOH Tabmuie
3allyCTUTh  aBTOMAT
Mypa
5 IIpoBepka  koppekTHOH | BBectn Bxonbl, | Ha skpaHe | Ha skpane | Ilpoiinen
paboThl MUHMMH3AIMKA U | BBIXOJBI U | TOABUTCSA KapTa | MOsSBMJIAch  Kapra
ee  OTOOpakeHMS  Ha | COCTOSHHUS M Haxarb | KapHo ¢ | Kapno c
kaprax Kapno KHOIIKY KOPPEKTHOM KOPPEKTHOU
«KOJUPOBAHUE». BbI/IETICHHOMN BBIIETICHHOMN
MUHHUMH3aLAEN MHUHHUMH3aAEN
6 IIpoBepka  koppekTHO# | BBectn BX0Jbl, | Ha skpane | Ha skpane | I[Ipoinen
reHepanuu BBIXO/IBI U | TIOSBUTCS MOSIBIJIaCh
(YHKUMOHAILHONH CXEMBI | COCTOSIHUSI M HaXaTh | (QyHKIHOHAJIbHAS (yHKIMOHAIBHAS
CHUHTE3UPOBAaHHOTO KHOIIKY cxema cxemMa
aBTOMara «KOJTUPOBAHHEY. CHUHTE3UPOBAHHOTO | CUHTE3UPOBAHHOIO
3arteM aBTOMara aBTOMaTa
MEPEKIIIOYNTECS  Ha
MIAHENIb CO CXEMOM.
TecTupoBaHHe ITOKa3bIBaE€T, YTO IPHUJIOKEHHE COOTBETCTBYET TpeOyeMoMy
byHKIIMOHAITY.
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3AKJIFOYEHUE

B pamkax BbITOSHEHUS BBIMYCKHOW KBadU(UKAIIMOHHOW pabOThl  OBLI
pa3paboTaH CHMYJISITOP JJIsl AUCTAHIIMOHHOTO BBITIONHEHUS JIA0OPATOPHBIX padoT
110 TEOPUHU aBTOMATOB.

B xope BrinonHeHus paboThl ObUIH PEIIEHBI CAEAYIOLINE 3a1a4u:

— TPOU3BEJNIEH aHAINU3 M 0030p MPOTPAMMHOTO OOECTICUeHUs IS peann3aliu
paboThI a0CTPaKTHBIX ABTOMATOB;

— Obuta BeIOpaHa cpeia pa3paboTKy IS peaau3aliiy TOCTABICHHON 3a/1a4u;

— MPOU3BEJICHO APXUTEKTYPHOE MPOCKTHPOBAHHUE MPUIIOKCHHUS,

— IIpOU3BE/IeHa MPOrpaMMHasl pean3alusl.
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JIuctunr 1 — MooreMealyWork

using System;

using System.Collections;

using System.Collections.Generic;

using TMPro;

using UnityEngine;

using UnityEngine.Ul;

public class MooreWork : MonoBehaviour

{
[SerializeField] private MooreGeneration mooreGameObj;
[SerializeField] private TMP_InputField inputField;
[SerializeField] private GameObject textPrefab;

[SerializeField] private Transform tableTransform;

private int currentState = 0;
private string output;
private List<GameObject> textList = new List<GameObject>();
public void GenerateTable()
{
currentState = 0;
int listCount = textList.Count;
for (int index = 0; index < listCount; index++)
{
Destroy(textList[0]);
textList.RemoveAt(0);
}
string inputString = inputField.text;
foreach (char letter in inputString)

{
MakeStep(letter.ToString());

}
public void WordCheck()

{
string inputString = inputField.text;
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SortedSet<char> inputSet = mooreGameObj.GetInputSet();

string finalstring = "";

foreach (char letter in inputString) {
if (inputSet.Contains(letter))
{

finalstring += letter;

}
inputField.text = finalstring;

private void MakeStep(string letter)

{
string[] choosenData = mooreGameObj.GetChoosenData(currentState,
letter);
currentState = Convert.ToInt32(choosenDatal[1]) - 1;
foreach (string stringData in choosenData)
{
GameObject prefab = Instantiate(textPrefab, tableTransform);
textList.Add(prefab);
prefab.GetComponent<TextMeshProUGUI>().text = stringData;
}
}

public string GetInputFieldString()

{
return inputField.text.ToString();
}
public void SetInputFieldString(string text)
{
inputField.text = text;
}
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JIuctunr 2 — BoleanFunc

public class BoleanFunc
{
private List<int> func;
private int input;

public BoleanFunc()

{
func = new List<int>()
{
'
'
}
input = 2;
}
public BoleanFunc(BoleanFunc firstFunc, BoleanFunc secondFunc)
{
if (IsSumming(firstFunc, secondFunc))
{
List<int> firstList = firstFunc.GetFunc();
List<int> secondList = secondFunc.GetFunc();
int tmpValue = 0;
for (int i = 0; i < firstList.Count; i++)
//if (firstList[i] != 2 && firstList[i] != 2)
if (firstList[i] != secondList[i])
{
tmpValue = i;
break;
}
func = new List<int>(Q);
foreach (int value in firstList)
func.Add(value);
func[tmpValue] = 2;
input = 1;
}
else
{

func = new List<int>();
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input = 2;
}
}
public BoleanFunc(string str)
{

func = new List<int>();

foreach (char ch in str)

{
if (ch == ':")
break;
int intval = (int)Char.GetNumericValue(ch);
func.Add(intval);
}
if (str[str.Length - 1] != '=')
input = (int)Char.GetNumericValue(str[str.Length - 11);
else
input = 2;
}
public string Print()
{
string strOutput = "";
foreach (int i in func)
if (1 !'= 2)
strOutput += i;
else
strOutput += "_";
return strOutput;
}
public int GetFuncLenght()
{
int lenght = 0;
foreach (int i in func)
if (i 1= 2)
lenght++;
return lenght;
}
public List<int> GetFunc()
{
return func;
}
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public int GetInput()

{
return input;
}
public void ChangeValueWithIndex(int id, int value)
{
func[id] = value;
}
private bool IsSumming(BoleanFunc firstFunc, BoleanFunc
secondFunc)
{
List<int> firstList = firstFunc.GetFunc();
List<int> secondList = secondFunc.GetFunc();
if (firstList.Count != secondList.Count)
return false;
int tmpValue = 0;
for (int i = 0; i < firstList.Count; i++)
{
if (firstList[i] !'= secondList[i])
tmpValue++;
}
if (tmpvValue == 1)
return true;
else
return false;
}
public bool Equals(BoleanFunc anotherFunc)
{
List<int> tmpList = anotherFunc.GetFunc();
for (int i = 0; i < tmpList.Count; i++)
{
if (tmpList[i] != func[il)
return false;
}
return true;
}
}
}
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Jluctunr 3
using Systenm;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

namespace Minimization {

public class Minimization
{
public List<BoleanFunc> SummingList(List<BoleanFunc> startList) //

CcKneuBaem (yHKUUK

{

List<BoleanFunc> mintermList = new List<BoleanFunc>();

List<BoleanFunc> whileList = new List<BoleanFunc>();

foreach (BoleanFunc func in startlList)
whileList.Add(func);

while (true)
{
List<BoleanFunc> prevMintermList = new List<BoleanFunc>();
foreach (BoleanFunc func in mintermList)
{
prevMintermList.Add(func);

List<BoleanFunc> tmpList = new List<BoleanFunc>();
for (int i = 0; i < whileList.Count; i++)
{
BoleanFunc tmpFunc = whileList[i];
for (int j = 0; j < whileList.Count; j++)
{
if (i !'= 3
{
BoleanFunc minterm = new
BoleanFunc(whileList[i], whileList[j]);
if (!FuncIsContains(minterm, tmpList) &&
minterm.GetInput() != 2)
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tmpList.Add(minterm);

whileList = tmpList;

foreach (BoleanFunc func in whileList)

{
mintermList.Add(func);
}
if (prevMintermList.Count == mintermList.Count)

break;

}

return mintermList;

public List<BoleanFunc> AbsorptionList(List<BoleanFunc> startList,

List<BoleanFunc> summinglList) // nornowaem ¢yHKLMK

{

List<BoleanFunc> absorptionList = new List<BoleanFunc>();
foreach (BoleanFunc func in startList)
if (func.GetInput() != 2)
absorptionList.Add(func);
foreach (BoleanFunc func in summingList)
absorptionList.Add(func);

List<BoleanFunc> tmpList = absorptionList;
int lenght

absorptionList.Count;
lenght - 1; i >= 0; i--)

for (int i
{
for (int j = 0; j < lenght - 1; j++)
{
List<int> firstlList = absorptionList[j].GetFunc();
List<int> secondList = absorptionList[i].GetFunc();
int tmpValue = 0;
for (int k = 0; k < firstList.Count; k++)
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if (secondList[k] I= 2 && firstList[K] 1=
secondList[k])

tmpValue++;

if (tmpvalue == 0 && i != j)

{
absorptionList.RemoveAt(j);
i-—;
J==i

}

lenght = absorptionList.Count;

return absorptionList;

public List<BoleanFunc>
absorptionList, List<BoleanFunc> minimizelList)

{

NoSameFuncList(List<BoleanFunc>

List<BoleanFunc> noCorelList = new List<BoleanFunc>();

foreach (BoleanFunc func in absorptionList)

{
int tmpValue = 0;
foreach (BoleanFunc coreFunc in minimizelList)

if (func.Equals(coreFunc))
tmpValue++;

if (tmpValue == 0 && !FuncIsContains(func, noCorelList))
noCorelList.Add(func);
}

return noCorelList;

public int ZeroCountInList(List<int> List)
{

int 1 = 0;
foreach (int value in List)
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if (value == 0)

it++;

return i;

public int TwoCountInList(List<int> List)

{

int i = 0;

foreach (int value in List)

if (value == 2)
it++;

return i;
}
public List<BoleanFunc> ImplicantChartRemover(List<BoleanFunc>

startList, List<BoleanFunc> absorptionList)
{
List<int> implicantsValue = new List<int>();

List<List<int>> funcsValue = new List<List<int>>();

List<BoleanFunc> PrimeImplicantChart = new List<BoleanFunc>();
foreach (BoleanFunc func in startlList)
{
if (func.GetInput() != 2)
PrimeImplicantChart.Add(func);

foreach (BoleanFunc implicant in PrimeImplicantChart)
{
List<int> funcValue = new List<int>();
int value = 0;
foreach (BoleanFunc func in absorptionList)
{
if (AbsorptionCheck(implicant, func))
{
funcValue.Add(1);
value++;
}
Else
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funcValue.Add(0);

}
funcsValue.Add(funcValue);
implicantsValue.Add(value);

List<BoleanFunc> minimizelList = new List<BoleanFunc>();
List<BoleanFunc> endminimizelList = new List<BoleanFunc>();

List<int> coreFuncIdList = new List<int>();

for (int i = 0; i < implicantsValue.Count; i++)

{
if (implicantsValuel[i] == 1)
for (int j = 0; j < funcsValuel[i].Count; j++)
{
if (funcsValue[il[j] == 1 &&
IFuncIsContains(absorptionList[j], minimizelList))
{
coreFuncIdList.Add(j);
minimizelList.Add(absorptionList[j]);
endminimizeList.Add(absorptionList[j1);
}
}
}

int tmpCount = 0;

foreach (BoleanFunc func in absorptionList)

{
string value = "";
for (int i = 0; i < funcsValue.Count; i++)
{
value += funcsValue[i][tmpCount].ToString() + " ";
}
tmpCount++;
}
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List<BoleanFunc> noCoreList = NoSameFuncList(absorptionList,
List<int> noCoreFuncIdList = new List<int>();

foreach (BoleanFunc noCorefunc in noCoreList)

{
int tmpId = 0;
foreach (BoleanFunc func in absorptionList)
{
if (noCorefunc.Equals(func))
{
noCoreFuncIdList.Add(tmpId);
break;
}
tmpId++;
}
}

int index = 0;
List<int> implicantsListCore = new List<int>();
foreach (BoleanFunc implicant in PrimeImplicantChart)

{

foreach (BoleanFunc minimize in minimizeList)

{
if (AbsorptionCheck(implicant, minimize))
index++;
}
implicantsListCore.Add(index);
index = 0;
}
int p = 0;
while (true)
{

if (!implicantsListCore.Contains(0))

break;
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int curentId = 0;
int prevId = 0;
int addId = 0;
List<int> prevtmpImplicantsList = new List<int>();
foreach (int j in implicantsListCore)
{

prevtmpImplicantsList.Add(0);

for (int i = 0; i < implicantsListCore.Count; i++)

{
//Debug.Log($"before implicantsListCore[{i}] =
{implicantsListCore[i]} is {PrimeImplicantChart[i].Print()}");
}

foreach (BoleanFunc func in noCorelList)

{
//Debug.Log($"curentfunc = {func.Print()}");
List<int> tmpImplicantsList = new List<int>();
foreach (BoleanFunc implicant in PrimeImplicantChart)
{
if (AbsorptionCheck(implicant, func))
tmpImplicantsList.Add(1);
else
tmpImplicantsList.Add(@);
}
if (ZeroCountInList(prevtmpImplicantsList) >
ZeroCountInList(tmpImplicantsList) &&
TwoCountInList(noCorelList[curentId].GetFunc()) >
TwoCountInList(noCorelList[prevId].GetFunc()))
{

prevtmpImplicantsList = new List<int>();
addId = curentId;
//Debug.Log($"curentId = {curentId} is add id now (p
= {p}) noCoreList[curentId] = {noCoreList[curentId].Print()}");
}
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foreach (int j in tmpImplicantsList)
prevtmpImplicantsList.Add(j);
prevId = curentId;
curentId++;
}
minimizelList.Add(noCoreList[addId]);

int zeroCount = ZeroCountInList(implicantsListCore);

implicantsListCore = new List<int>();
int intValue = 0;

foreach (BoleanFunc implicant in PrimeImplicantChart) {
foreach (BoleanFunc minimize in minimizelist)
{
if (AbsorptionCheck(implicant, minimize))
intValue++;
}
implicantsListCore.Add(intValue);
intValue = 0;

if (ZeroCountInList(implicantsListCore) < zeroCount)

{
endminimizelList.Add(noCoreList[addId]);
noCorelList.RemoveAt(addId);

}

else

{
noCorelList.RemoveAt(addId);

}

for (int i = 0; i < implicantsListCore.Count; i++)

{
//Debug.Log($"after implicantsListCore[{i}] =
{implicantsListCore[i]} is {PrimeImplicantChart[i].Print(}");
}

//Debug.Log($"ZeroCountInList(implicantsListCore)
{ZeroCountInList(implicantsListCore)}");
pt+;
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//Debug.Log("sravnenie " + absorptionList[curentId].Print()
+ " s " + absorptionList[prevId].Print() + " " +

ZeroCountInList(implicantsList) + " > " + ZeroCountInList(tmpImplicantsList));

int lenght = endminimizelist.Count;
//Debug.Log($"dfdsfsdjfjkdgjfdjghjdfhgjhdijg int lenght =

{lenght}™);
for (int i = 0; i < lenght; i++)
{
List<BoleanFunc> tmpfunc = new List<BoleanFunc>();
tmpfunc.Add(endminimizeList[i]);
List <BoleanFunc> tmpList = NoSameFuncList(endminimizelist,
tmpfunc);

implicantsListCore = new List<int>();

int intValue = 0;

//Debug.Log($"dfdsfsdjfjkdgjfdjghjdfhgjhdjg int i = {i}
endminimizelList = {endminimizelList[i].Print()}");

foreach (BoleanFunc implicant in PrimeImplicantChart)

{

foreach (BoleanFunc minimize in tmpList)

{

if (AbsorptionCheck(implicant, minimize))
intValue++;

}

implicantsListCore.Add(intValue);

intValue = 0;
}
for (int j = 0; j < implicantsListCore.Count; j++)
{

//Debug.Log($"check implicantsListCore[{j}] =

{implicantsListCore[j]} is {PrimeImplicantChart[j].Print()}");

}
if (!implicantsListCore.Contains(0))
{

endminimizelist.RemoveAt(i);
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lenght——;

i--;

return endminimizelist;

public List<BoleanFunc> MinimizationFunc(List<BoleanFunc> startList)

{

List<BoleanFunc> mintermList = SummingList(startList);

foreach (BoleanFunc func in mintermList)

{
//Debug.Log("mintermList" + func.Print() + " dinput:" +

func.GetInput());

}
List<BoleanFunc> absorptionList = AbsorptionList(startList,

mintermList);

foreach (BoleanFunc func in absorptionList)

{
//Debug.Log("AbsorptionList" + func.Print() + " dinput:" +

func.GetInput());
}

List<BoleanFunc> minimizeList = ImplicantChartRemover(startList,

absorptionList);

foreach (BoleanFunc func in minimizeList)

{
//Debug.Log("minimizeList" + func.Print() + " dinput:" +

func.GetInput());

}

return minimizelist;

public  bool  AbsorptionCheck(BoleanFunc  firstFunc, BoleanFunc

secondFunc)

o1
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{
List<int> firstList = firstFunc.GetFunc();
List<int> secondList = secondFunc.GetFunc();
if (firstList.Count != secondList.Count)
return false;
for (int i = 0; i < firstList.Count; i++)
if (firstList[i] != secondList[i] && secondList[i] != 2)
return false;
return true;
}

public bool FuncIsContains(BoleanFunc func, List<BoleanFunc> list)

{

foreach (BoleanFunc listFunc in 1list)

{
List<int> listValues = listFunc.GetFunc();
List<int> values = func.GetFunc();
string listValuesStr = "";
string valuesStr = "";
foreach (int i in listValues)
{
listValuesStr += i;
}
foreach (int i in values)
{
valuesStr += i;
}
if (listValuesStr == valuesStr)
return true;
}

return false;
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