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This paper provides a detailed comparison of several Ul architectures
commonly used in game development, with a particular focus on their
efficiency, scalability, and overall impact on performance. The architectures
examined in this study include monolithic, component-based, event-driven, and
multi-layered approaches. By analyzing these architectures, this work aims to
highlight the key differences between them, emphasizing their strengths and
weaknesses in different development scenarios. At the end of the study, a
comparative graph is presented, illustrating the relative productivity of each
approach and providing a clear visual representation of their performance
differences.

Y cywacHOoMy CBITI BiJeoirop, iHTep(delicu KOpUCTyBada BIJITPAIOTh
BXKJIMBY POJIb Y CTBOPEHHI 3p0O3YMUIIOTO 1 MPUEMHOTO CEPEOBUIIA JIJIsI TPABIIS.
B 3asie’kHOCTI BiJ J)KaHpY T'pH, Taki iHTepPercn MOKYTb OyTH MPOCTUMHU OJTHO-
a00 JBOX-CTENEHEBUMH CUCTEMAaMHU, 110 OHOBJIIOIOTHCSI BUKJIMKOM KOMaHIU MPU
BUKOHAHHI TMEBHOi J1i y CBiTi, abo OaraTromapoBUMH CHCTEMaMH, IO
BIJICJIIIKOBYIOTh CTaHHU CBITY y aBTOMAaTHYHOMY pexumi. OcoOnmBo y
NepeHacCHYeHHUX ITPOBUMU MexaHikamH, xkaHpax RPG Tta ctpareriii, po3poOHUKU
IparHyTh CTBOPUTHU 1HTEpdeiicH, K1 OyayTh MBUAKO Ta 0€3 MpoOIeM BUBOIUTH
Ta OHOBJIOBATH aKTyaJbHO IS ITPOBOi cecii iHopMaIliio, HEe CTBOPIOIOYHU
HABAHTKEHHA HA TPY 32 PAXYHOK MePEpPEH/ICPIOBAHHS. 3 orysy Ha i
aKTyaJdbHI BUMOTH, aBTOp Ili€l poOOTH TIOCTAaBUB HA METI JOCIIANTH,
NPoaHaNasyBaTH Ta BUCBITJIUTH KJIIOUOBI TepeBard 1 HEJONIKH PI3HUX
apxiTekTyp irpoBux iHTepdeiiciB. Ilepmmm 3aBaaHHAM Li€i poboTu Oyxe
dbopMyntoBaHHS ~MPEACTABIEHHS TMPO TMpEeAMET AOCHiKeHHS. [[pyrum
3aBJAHHAM 1€l poOOTH Oyje MOPIBHSAHHS apXITEKTyp 3a MPOAYKTHUBHICTIO Y
KOHTpOJIbOBaHii cepeai pyuist Unreal Engine 5.

MOHOMITHUN TiAX1T BUKOPUCTOBYETHCS MPU CTBOPEHHI MPOCTUX Irop, A€
1HTEeppEeic HE YacTO OHOBIIIOETHCS, a0O I[IHA OHOBJIEHHA HE € BHCOKOIO.
Haiikpanumuy npukiagaMd MOXYTh OYTH Tinep-Ka3yaiabHl irpH, miatdopMepu
ab0 HEeCKIaJHI IIyTepu CTAPUX IOKOJiHb. IHTep(beHCH B TaKUX Irpax He
nepeBaHTaXeHl 1 TOMy ix po3poOka € HaI/IHpOCTHJ_IOIO ajie MacIITa0yBaHHS
HEMOKJIMBE 0e3 po3auieHHs (QYyHKIIOHATY Ha OKpeMi cerMeHTH. OcoOnMBICTIO
TaKoTro MIAXOAY € Te, IO BCl YaCTUHU 1HTEep(deicy MIITHO MOB’A3aH1 MK COOO0TO,
IO CIPOIIy€ KOHTPOJb 3a CTaHAMU Ta JaHUMH TPU OHOBIEHI. Bci cydacHi
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ITOPUTMH  PO3pPOOKK  1HTEp(PEiCciB BUKOPUCTOBYIOTH OKpEMi MOHOJITHI
YaCTHHU I BUKOHAaHHA 0a30BUX (DYHKIIN BUBEICHHS TaHUX.

KoMnoHeHTHO-Opi€HTOBaHAa  apXiTEKTypa  CTa€  PO3BUTKOM 1€
MOHOJIITHOI, aJie HAMaraeThCsl BUPIILIUTH NPOOIEMy BIIOKPEMIICHHS €JIEMEHTIB y
OKpeMi KOMIIOHEHTH - BikeTH. Llei minxia € HacTymHOI CTYMIHHIO €BOJIIOLIT
iHTEep(dEICiB, T03BOJSIOUYN MEPEBUKOPUCTOBYBATH CTBOPEHI YACTHUHHU 1 OUIBII
BIJIOKPEMJICHO KepyBaTH iX cTaHaMM. Takox Ied MiaxXia CIpoIly€e TeCTyBaHHS 1
CIPHUSIE PO3BUTKY MIPOEKTY Y€pe3 BUKOPUCTAHHS IPUHLIMIIIB MOIYJIbHOCTI.

[ToxieBo-opieHTOBaHA apXiTEKTypa - 1€ €BOJIOLINHUI KPOK B CTOPOHY
ACMHXPOHHOCTI JJaHWX 1 BiAOKpEMJICHHS iX BiJ OCHOBHOTO mportiecy rpu. [Ipu
TAaKOMYy TiAXOAI KOXXKHOMY KOMIIOHEHTOBI TPHUCBOIOETHCS CTaH 1 JaHi, a
peaizallifo OHOBJIEHHsI Oepe Ha cebe alropuT™M mporpamyBaHHs «Harmsmauy.
[le#t meron rapuo migxomuth nis guHamidaux Ul B MMO-irpax, ne
HOTpe6y€TBC$I yacta 3MiHAa JaHHX, ajie pecypcy Ha mepeManbOBYBAHHS 1
BlI[CJ'IlI[KOByBaHHH He wMae. [lpm TakomMy MigXOJl Ba)JIMBO MPABHIBHO
CHUHXPOHI3yBaTH OHOBJICHHS 1 KEIIyBaTH CTaHU 1HTep(1)eHcy [1].

Hait6ip npoABMHYTUM METOJIOM MOJI@HHS 1 KepyBaHHS 1HTep(1)eHcaMI/1
CTa€ KOMIUIEKCHA OaraTomiapoBa apxiTEKTypa, A€ MOEIHYIOThCS Bipasy yci
nomnepeHl METOAM, 1 32 pPaxyHOK 30UIbIIEHHS KOMILJIEKCHOCTI CHUCTEMHU Ta
JO3BOJISIE JTOCSATTH OajaHCy MK SIKICTIO B1IOOpa)K€HHS Ta MPOIYKTHUBHICTIO,
3a0e3Meuyoun TUIaBHICTh 1HTepdeiicy 0e3 3HauHMX BUTpAT OOYMCITIOBAIHHUX
pecypciB. Ha pucynky 1 mnpeacTaBieHO apXiTEKTypy TakKoi CHCTEMHU,
peanizoBaHy 3a JOIMOMOTO0 MPOrpaMHUX pimieHb aeuryHa Unreal Engine 5.
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Pucynok 1 — IIpeacraBieHHst apXiTeKTypHu OaraToiapoBoro iHTepdency
OpHi€ero 3 TOJOBHUX TEpeBar 1i€i apXiTeKTypH € e(peKTUBHE KEITyBaHHS Ha

KOKHOMY pIiBHI, I[I0 3HAYHO 3MEHIIY€ KUIBKICTh OOYHCIEHb 1 MiJBUIILYE
OPOAYKTUBHICTD [2]:
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- KeuryBaHHs 1mapiB y Layout 1o3Bosisie 30epiratu Bke BiIpEeHAEPEH] CeKIii
iHTEpdeiicy;

- KeIIyBaHHsI BIIDKETIB y Layer qae 3Mory yHHUKAaTH MOBTOPHOTO CTBOPEHHS
Ta 3HuIIeHH Ul-eneMenTiB;

- KENIyBaHHS JAaHWUX y BIDKETax JOTIOMara€ 3MEHINUTH KiJTbKICTh 3alHTIB
JI0 30BHIIIHIX JKEPE.

Uepes o0’egHanHHs OaratboX MIAXOIB 3 I1HIIUMH apXITEKTypamMu IS
cHUCTeMa CTa€e OUIbII KOMIUIEKCHOIO, 110, Xouya W MiABUINYE ii THYYKICTh 1
MacITab0BaHICTh, BOJHOYAC 301IBIIYE YacC 1 CKIATHICTD i1 pO3POOKH.

Ha  pucynky 2  mpenacraBieHe  MOPIBHSHHA  MPOJYKTHBHOCTI
BUILETICPENIUCHUX apXiTeKTypHux miaxonaiB y pymii Unreal Engine 5, ne
3aBaHTAKEHHS KOXKHOIO 3 HUX OYJIO 3711 ICHEHO BUKJIMKOM aKTOPIB 3 BIJKETAMH,
10 BIJICJIIKOBYIOTh IX MOTOYHHM CTaH.
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Pucynok 2 - I'padix mopiBHsHHS npoayKTuBHOCTI pi3HUX Ul-apxitexTyp

3  pe3ynbTaTiB  JOCTIDKEHHS  MPOIYKTUBHOCTI  BHUIE3a3HAYCHUX
apXiTEeKTyp, MOXHa MOOAYMTH, 110 HAWMPOIYKTUBHIIIOW € OaraToliapoBa
apXiTEeKTypa, a 3BaXKal0uM Ha paHillle BUKIIAJICH] MepeBaru 1iei apxiTeKTypu - ii
MOYHa BBaXKaTH HAUKpAIIUM PIIICHHSM JIJIs1 pO3pOOKH IrpOBUX 1HTEPGEHCIB.
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