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XKUTtTeBUM LUMKN po3pobKK nporpaMmHoro 3abesnevyeHHs

XKutteBuit LMKN NporpamMHoOro sabesneyvyeHHs — Nepioq vacy, AKMi NOYNHAETLCA 3 MOMEHTY NPUNHATTS

PilLEHHS NPO HEOOXIAHICTb CTBOPEHHS NPOrpPamMHOro NPOAYyKTY i 3aKiHYYETLCH B MOMEHT MO0 NOBHOMO
BUIYYEHHA 3 eKcnyaTauil.

XutteBun LMKN po3pobku nporpamMHoro sabesnedyeHHs (Software Development Life Cycle, SDLC) - ue
GhpeENMBOPK, KNI BU3HAYAE KPOKMU, NOB'A3aHI 3 pO3p0OKOIO NPOrpamMHoro 3abesneyeHHst Ha KOXXHOMY
eTtani. BiH oxonnoe getanbHWi niaH NnobyaoBU, PO3ropTaHHS Ta NiATPUMKW NPOrpaMHoOro 3abesneyeHHs.

[na nonerweHHA NPOEKTYBaHHSA, CTBOPEHHSA | BUMYCKY SAKICHOMO NPOrpamMHOro npoaykTy iCHYOTb Pi3Hi
MozAeni XUTTEBOro Lukny pospo6ku MN3.

AHanis Bumor IMniemeHTauia MigTpumka
MPOEKTYBAHHS i XutreBnn umkn
o TecTtyBaHHA
AN3aiiH po3po6ku N3

PosroptaHHsa




XKUTtTeBUM LUMKN po3pobKK nporpaMmHoro 3abesnevyeHHs

Mopenb SDLC — e abCcTpakTHE, BUCOKOPIBHEBE NpeaCcTaBNEHHA NpoLecy po3pobku
nporpamMHoro 3abesneveHHa. Mogenb SDLC BM3Hauvae, Sk pi3Hi ha3sm po3pobku Ta Tunu ain,
LLLO BUKOHYIOTbCS B paMKax LibOro rnpouecy, NoB'sa3aHi Mi>Xk cob01o, SIK NIOrYHO, TakK i
XPOHO/OTIYHO.

Mopgeni SDLC

MocninoBHi ITepaudinHi IHKpemMeHTanbHi
€ UiTKi BUMOIn, KOXXeH Bumorun moxyTb Peanizauig Bumor
HacCTynHWn eTan 3MiHOBATUCBL Nig Yac PO3OINMAETLCSA Ha
MOYMHAETLCA Nicna POBGOTN HaQ MPOEKTOM, AEKiNbKa YaCTUH, KOXKHa
3aKiHYEeHHSA TaK K HEMAE YiTKOro 3 AKUX OOCTaBNSAETbCA 3
nonepeaHbLoro 6avYeHHS KiHLEBOIro HaCTYMHUM BUMYCKOM

NPOAYKTY




HKntteBnin Umkn po3pobku nporpamHoro 3abesnevyeHHs

MocninoBHi mogeni SDLC:
e KackagHa (Waterfall)
e \/-mopgenb
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HKnTtteBuim umkn po3pobdbkm nporpamHoro 3abesnevyeHHs

IrepauinHa mogenb SDLC
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HKntteBnin Umkn po3pobku nporpamHoro 3abesnevyeHHs

IHkpemeHTanbHa moaenb SDLC

calendar time



Kuttesum UMK TeCTyBaHHSA NporpamMHoro 3abesnevyeHHs

XutreBuin umkn TectyBaHHa N3 (Software Testing Life Cycle, STLC) — Le BM3Ha4yeHa NoCcnigoBHICTb
3annaHoOBaHMX eTaniB Ta fin, Wo BUKOHYIOTLCS B NpoLueci TeCTyBaHHS NporpamMHoOro 3abesneyveHHs. [pu
LbOMY, KOXXHMI eTan (ha3a) BUKOHYETbCA CUCTEMATUYHO, Matoun BNacHi Wini Ta pesynbtatn. B pisHux
kKomnaHiax etann STLC MOXyTb BiApPi3HATUCb, NPOTE OCHOBA 3a/IMWAETLCS HE3MIHHOIO.

AHanis Bumor
lNnaHyBaHHA

TeCTyBaHHS —L oot

TEeCT-KenciB
BukoHaHHA
TeCTYBaHHA .
Y —L OuiHka

pesynbTaTiB
3aBepLUeHHs

TeCTyBaHH4A




XUTTEBUIM UMK TECTYBAHHSA NPOrpamMHoro 3abesnevyeHHs

AHaniz Bumor

TecTyBaHHS Ha eTani aHaniszy BMMOI, Ma€ 3a MeTy NepPeKOHATUCS, LLO BUMOTM NPaBUbHO
iHTeprnpeToBaHi, 3p03yMini Ta NocnigoBHi. HiTko cchopMynboBaHi BUMOrK, gornomaratoTb
BM3HAYNUTM NpaBu/bHI UiNi oNnda TeCTyBaHHSA, Ta 3a0LLaAMTM Yac pa3soMm 3 3yCWIIAMM Ta
rpowwmmMma, B rnpoueci po3poobkun Ta TectyBaHHA. Came Ha LbOoMy eTani, BUNnpaB/fieHHS

NOTEHLUINMHNX HeJOMiKIB NPOEKTY MA€ BIiAHOCHO HEBE/MKY BaPTICTb, B MOPIBHAHHI 3
HaCTYMHUMMU.




XUTTEBUIM UMK TECTYBAHHSA NPOrpamMHoro 3abesnevyeHHs

nnaHyBaHHFl TeCTyBaHHA
OcCHOBHI 3aBAaHHS:
e Bu3HauyeHHA 06cqriB i pusnkiB
BusHaueHHs uinen tectyBaHHA Ta NigxXo4iB TeCTyBaHHA
BnsHauyeHHs HeOOXiaHMX pecypciB
[NnaHyBaHHA TECT AM3ailiHY, BNPOBAOXEHHA T8 BUKOHAHHS TECTYBaHHSA
BusHaueHHs "BUXigHUX" KpUTEPIiB
e CTBOpPEHHSA, Y3roa>KEHHS Ta MOLWUPEHHS TECT NiaHy
ApTedakTu gaHoro erany:.

e Test Strategy

e TestPlan

e Configuration Matrix

e Test Hardware List PLANNING

| e



Kuttesum UMK TeCTyBaHHSA NporpamMHoro 3abesnevyeHHs

Po3po6ka TecT-Kencis
OcHOBHI 3aBAaHHS:

e Po3pobka Ta npioputTm3lauia TeCToBmMx BUNaaKiB

e CTBOPEHHA TECTOBUX KOMMMEKTIB A1 €(PEKTUBHOIO BUKOHAHHA
ApTedakTu gaHoro erany:.

e Test Cases

BuKkoHaHHSA TeCTyBaHHA
OcCHOBHI 3aBAaHHA:
® BUVKOHaHHA TECT KOMM/IEKTIB i OKPEMUX TECTIB
e [lepeBMKOHaAHHA NonepegHbo HEeYCNiWHMX TECTIB
e [lOpPiBHAHHA akTyasibHU/OYiKyBaHWUM pe3ynbrat
e 3BiTyBaHHS BiAMIHHOCTEN SK AedeKT
e 30epeXeHHA pe3ynbraTiB TECT BUKOHAHHS
ApTedrakTu gaHoro erany:.
e Defect Reports




Kuttesum UMK TeCTyBaHHSA NporpamMHoro 3abesnevyeHHs

OuiHka pesynbTaTiB
OcCHOBHI 3aBAaHHS:
e [lepeBipKa uuM pe3ynbTratn 3a40BOMbHATL BUXIAHI KpUTEpIl
e OuiHKa 4M He NOTPIOHO 4OAAaTKOBMX TECTOBUX BUNAAKIB
e 306ip Ta aHani3 WinbHOCTI aedekTiB
e HanucaHHAa hiHanbHOro 3BiTy A/15 3auikaBneHmnx ocid
ApTedakTu gaHoro erany:.
e 3BiT pe3ynbTarty, WO BK/KYAE CTaTyC TECTyBaAHHA, METPUKUN, aHaNi3 Ta 3aK/tO4YEHHA




Kuttesum UMK TeCTyBaHHSA NporpamMHoro 3abesnevyeHHs

3aBepLIeHHA TeCTyBaHHS
OCHOBHiI 3aBAaHHA:
e [lepeBipka, uM BCe WO Mano 6yt 3pob1eHO, BUKOHAHO
e [lepekoHaTuCh, WO BCi gedheKT penopTn NpoaHasii3oBaHi
e 3aBepwwnTtn Ta 36epertn 06’eKTU WO BUKOPUCTOBYBA/IMCh B TECTYBAHHI: TECT CKPUNTH,
TeCTOBi AaHi Ta iHwWwe
e [lepepayva TectoBOro o6/agHaHHA Npu 34avi NPoOeEKTY
e OuiHKa TOro K NPoOXoAnno TECTYBAHHA Ta 3aCBOEHHA OTPUMAHMX YPOKIB AN ManbyTHIX
NPOEKTIB
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OcobnMBOCTI XXUTTEBOIO LIMKITY PO3POOKHK irop

NMpouec po3po6kKu irop BigpiSHAETLCA Big npouecy po3pobku npuknagHoro N3

Concept

Pre-Production

e Visiondocument e The Game

e Concept
document
e Product and
technical
restrictions

Design
Document
(GDD)

e Prototyping

Production
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First playable
Vertical Slice
Pre-Alpha
Alpha

Beta

Gold Master

Post-Production
e Bug fixes

e Patches

e DLCs



OcobnMBOCTI XXUTTEBOIO LIMKITY PO3POOKHK irop

CneuianicTtu, 3agisHi Ha eTani production

Programming Art System Design Audio Management
Software developers 3D artists Game Designers Audio designer Producers
Mobile developers 2D artists Level Designers Sound engineer Product owners

Virtual / Augmented
Reality developers

Artificial intelligence engineers
Graphics engineers

Network engineers

Gameplay programmers

Quality assurance technicians

Lighting artists
Character artists
Technical artists
Visual Effects artists
Animators
Cinematographers

User Interface (Ul) Designer

Systems architect
Script writer
Narrative designer

User Experience (UX) Designer

Composer

Creative directors

QA managers




OcobnMBOCTI XXUTTEBOIO LIMKITY PO3POOKHK irop
BiamiHHOCTI npouecy po3po6ku irop Big npouecy po3pobku npuknagHoro N3

OpieHTauia Ha KOPUCTyBaLbKWUN AOCBIA, @ He nuue Ha PYHKLIOHANbHICTb
[MpoTOTMNYBAHHS Bifirpa€ BaXxnmeilly po/sib
Bucoka ponb TBOpUYMX cneuianicTis
LInknivHiCTb iTepauin “irpoBOro TectyBaHHAa”
BanaHc MixXX TEXHIYHOK Ta XYAOXHbOI AKICTIO
YHiKanbHi pUsnkn ta KpUTepir ycnixy




KopWCHI pecypcu

https://learn.unity.com/tutorial/introduction-to-project-management-and-teamwork#
https://www.cgspectrum.com/blog/game-development-process
https://www.gamedeveloper.com/business/what-is-the-game-development-life-cycle-
https://www.maxzosim.com/software-development-life-cycle-sdlic/
https://www.it-notes.wiki/software-testing/software-testing-life-cycle/
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https://www.cgspectrum.com/blog/game-development-process
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