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This work is devoted to the optimization of a turn-based combat system —a
key component in modern strategy and role-playing games. The study provides a
comparative analysis of traditional fixed algorithms and modern adaptive
methods implemented on Unreal Engine 5 with the Gameplay Ability System
plugin. The proposed modular approach not only enhances computational
efficiency and interactivity but also offers a scalable framework for future game
development. Furthermore, the integration of scalable modules enables seamless
incorporation of new functionalities, paving the way for continuous
advancements in dynamic game design.

Jlana po0Oota mpucBsiueHa onTuMizailii 00i0BOi CHUCTEMU B MOKPOKOBOMY
peXHMi, 10 € OJHIEI 3 KIYOBUX CKJIAJOBHUX CYYACHHMX CTpaTEriyHUX Ta
ponboBuxX irop. OCHOBHA yBara MNpUAUIIETHCS aHANII3y ICHYIHOUHMX MoJelen
oprasizaiiii HOKpOKOBUX OWUTB, BA3HAYEHHIO OCHOBHHUX HEOJIKIB iX peai3anii 3
TOYKM 30py HPOAYKTUBHOCTI, I1HTYITUBHOCTI YIpPaBIiHHA Ta THYYKOCTI
iHTerpamii 3 iHmMMH ~cuctemMamud Tpu. CydacHi  jochimxeHHsS  [1]
JNEMOHCTPYIOTh, 110 3aCTOCYBaHHA TIOPUAHMX MIAXOMIB Ta aJaNTUBHUX
AIrOpUTMIB €()EKTUBHO ONTHUMI3YyE PO3MOJIIT PECYpCiB, IO aKTyalbHO IS
MOKPOKOBOi 00#oBOi cucreMu B ymoBax CTpIMKOTO pO3BUTKY ITpOBUX
TEXHOJIOTIM BaXJIMBO 3a0e3medynTH 30aJIaHCOBAHICTh MK  CKJIQJHICTIO
QITOPUTMIB OOYHMCIICHHS PE3yJIbTaTiB 000 Ta MIBUAKICTIO PEAKIll CUCTEMH, IO
0e31mocepe/IHbO BIUIMBAE HA SIKICTh IPOBOTO MPOIIECY.

[Tix yac mocaimxeHHs Oyia0 NPOBEAECHO MOPIBHAJIBHUN aHal3 TPAIULIHHUX
MIJXO0/IiB JI0 OpraHi3allii TOKPOKOBUX OUTB, A€ aKIEHT 3p00JIeHO Ha (DIKCOBAHUX
AITOPUTMAX BU3HAYCHHS PE3yJIBTATIB, Ta CYYaCHUX METOJIB, IO 3aCTOCOBYIOTH
JMHAMIYHE PO3IMOAUIEHHS PECYPCIB 1 aJaTUBHI AITOPUTMH IPUIUHATTS PILIEHb.
Oco6nmBa yBara npuaisiaacs peaizarii cuctemu Ha 6a3i Unreal Engine 5 [2] 13
BukopuctanHsaMm Ttuiariny GAS (Gameplay Ability System) [3], mo mo3Bossie
ONTHUMI3yBaTh OOYMCIIOBAJIbHI TpOIeCH Ta 3a0€3MeYUTH BHUCOKHI PIBEHb
IHTEPAKTUBHOCTI. 3aBISKH MOJYJbHIM CTPYKTYypl, 3alpOIOHOBAHE PIIICHHS
JT03BOJISIE THYYKO MacIImadyBaTH (yHKIIOHATBHICT OOMOBOI CUCTEMHU, THTEIPYIOUYU
JIOAATKOBI MOMYJI IS aHaji3y TaKTUUYHMX CHUTyalliid, MPOTrHO3yBaHHS XOJIB
CyIEepHHUKA Ta ONTUMI3AIil PO3MOALITY PECYPCIB Y PEXKHUMI PeaIbHOTO Yacy.

Jlo BmpoBajpkeHHs onTuMizalii OoloBa cucTtemMa 0Oa3yBajacsa Ha
CTaTUYHUX, (IKCOBAHMX aJlFOPUTMaX, IO HE BPaxOBYBaJIM 3MIHHI YMOBH
irpoBoro mporecy (puc. 1). ¥ Takux ymoBax yac peakiii CHUCTEMH YacTo
nepesuiryBaB 300 Mc, a HaBaHTa)KEHHS Ha amapaTHi pecypcu OyJi0 BHCOKHUM,
[0 TPHU3BOAMIO IO 3HIKCHHS MPOMYKTHBHOCTI Ta 3HMKCHHS 3aJ0BOJICHOCTI
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KopuctyBauiB. KpiM TOro, BiJICYyTHICTh aJalTUBHOCTI 3HAYHO OOMEXyBaja
MOJKJIMBOCTI MacHITa0yBaHHS CHCTEMH, YCKIAQIHIOIOYM 1HTETPallil0 HOBUX
MOJIyJIiB Ta PO3LIUPEHHS (PYHKIIIOHAITY.

Cxema GonoBoi cucTeMn 0o onTUMizauii

Unreal Engine 5
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Pucynok 1 — Cxema 600OBOi CHCTEMH JI0 ONTUMI3aITli

AHayl3 TOKa3aB, NI0 ONTHUMI3aAIlis TOKPOKOBOI O0OHOBOI CHCTEMH
nepea0ayae BUPIICHHS] HACTYITHUX 3aBJ/IaHb:

— po3po0Ka aJanTUBHOIO AJITOPUTMY PO3MOJLIY KOMAaHJ, 110 BPaxoBYeE
pI3HI1 ClIeHapii B3a€EMO/Ii1 TPaBIIsl 3 CUCTEMOIO;

— BIPOBA/DKEHHS MEXaHI3MIB TMOMEPEAHHOTO OOUYUCICHHS MOKIIUBUX
XOJIIB JIJIsl 3MEHIIICHHS 3aTPUMOK;

— 3a0e3MNeyeHHs] IHTETPOBAHOIO IHTEpdeicy, SIKUM T03BOJIAE TPABIIIO
IIBUIKO OPIEHTYBATHUCS y CKJIQIHUX TAaKTUYHUX CHTYAaIlisX;

— MOJYJBbHE PO3MOAUICHHS (YHKI[IOHATBLHUX OJIOKIB, 10 TIOJICTIIYE
MoAaNbIITY MacIITa0OBAHICTh Ta AANTAIIII0 CUCTEMHU TI1]T Crielu(14H1 BUMOTH TPH.

[Ticas BOpoBaKEeHHST ONTHUMI3AIll]l, 3aCHOBaHOT HA MOAYJbHIN apXiTeKTypi
Ta aJanNTUBHUX aJlTOPUTMAax PpO3MOJUTY pPECypCiB, BIIOyJNOCSd CYyTTEBE
MOKPAIICHHS XapaKTePUCTUK cucTeMu. Yac peakifii CKOpOTHBCS 0 MPUOIU3HO
100 mc, mo 3abe3medmsio OiBIN ONEpaTUBHE BUKOHAHHS KOMaH]| HaBIiTh Yy
MIKOBUX peXuMax poOoTH. J[MHaMiYHE pO3MOIJICHHS PECYpPCiB JAO3BOJIMIO
3HU3UTU HAaBaHTa)XCHHS Ha amapartHi komnoHeHTH Ha 30-40%, 1m0 mO3UTHUBHO
BIJIMHYJIO Ha CTaOLIBHICTh pOOOTH CHCTEMHM IiJ] yac 1HTeHCHBHUX OuTB. HoBa
apXITEKTypa CIPOCTHUJIA IHTETPaIlil0 TOJATKOBUX MOAYJIB, 30KpeMa Uil aHai3y
TAaKTUYHUX CHUTYaIlill Ta MPOTHO3YBAaHHs XOJIB CYNEpHHKA, IO paHime Oyio
TEXHIYHO CKJIaJHO peaidyBaTh. TakuM YWHOM, OINTHUMI3alisd HE JUIIe
NOKpallnia TEXHIYHI TOKAa3HUKHU, a ¥ COpHsIa CTBOPEHHIO OUTbII 1HTYiTUBHOTO
1HTEepdeicy, 10 BIANOBIIAE CYYaCHUM BUMOTaM 1FPOBOT0 JU3aiHY Ta IMIJBUILY€E
3arajgbHy €(EKTUBHICTb YIPABIIHHS ITPOBUM MPOLECOM.

3anponoHOBAaHO KOHIIEMIIO IMOO0Y/IOBA CXEMH B3a€EMOJIT OCHOBHHUX
KOMITOHEHTIB CUCTEMH, IO MPEACTABICHO Ha PUCYHKY 2. Ha HhOMY 300pakeHo
OCHOBHI OJIOKH: MOJyJIb OOPOOKH KOMaH, OJIOK aHaji3y TaKTUYHUX CUTYaIlii,
iHTepdeic KOpUCTyBadya Ta MOJIYJb CUHXPOHI3AIlli JaHUX, SIKI MPAIOITh Y
B3aeMoJlli 3 0azoBuMHM KommoHeHTamu irpoBoro pymiis Unreal Engine 5.
3anponoHOBaHe PIIICHHS J03BOJIIE CKOPOTUTH Yac PeaKilli CHCTEMH Ta 3HU3UTH
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HAaBAaHTA)XCHHA Ha amapaTHl pecypcH, IO B IJIOMY CHOpUsi€ OUIbII
30a1aHCOBAaHOMY Ta IHTEPAKTUBHOMY ITPOBOMY IPOIIECY.

Buxonsuu 3 ananizy nmpoBeIeHUX JOCHIKEHb, MOKHA 3pOOUTH BUCHOBOK,
110 IHTErpallis ONTUMI30BaHOI MOKPOKOBOI OOHOBOI CUCTEMH y apXITEKTypy I'pU
COpusi€ TMIABHUILEHHIO 3arajibHOT MPOJYKTUBHOCTI MPOEKTYy Ta MOJETUIye
pPO3pOOKY CKIaAHUX ITPOBUX cClieHapiiB. OTpumaHi pe3ysJbTaTH MOXYTb OyTH
BUKOPUCTaHI PO3POOHUKAMHM $IK OCHOBa I BIPOBADKCHHS 1HHOBAI[IHHUX
pieHs y cdepi irpoBoro Au3aiHy, 10 JT03BOJUTH 3MEHILIUTH MOPIT BXOLY IS
HOBUX KOPUCTYBayiB Ta 3a0€3N€UYUTH OUIbII IHTYITUBHUN 1HTEpENC B3aEMO/III.
KpiM TOro, BOpOBAaJKEHHS J1aHOI CHUCTEMH CTBOPIOE TEPEIyMOBHU IS
MOCTIMHOTO BJOCKOHAJIEHHS ITPOBUX MEXaHIK.

Cxema pracmopii ocHoeHux Gnokie onTumi I i i CHCTEMK

Unreal Engine 5
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Pucynok 2 — Cxema B3aeMOZ11 OCHOBHUX OJIOKIB ONTHUMI30BaHOI TOKPOKOBOT
0oiloBo1 cucTeMu

TakuMm 4MHOM, 1HTETpalisi ONTUMI30BaHOI MOKPOKOBOI OOMOBOI CHCTEMH 3
BukopuctanHaMm Unreal Engine 5 Tta mmariny GAS 3abe3neuye 3HauHe
3HIDKEHHS  3aTPUMOK, IMIJBUIICHHS I1HTEPAaKTHMBHOCTI Ta  ONTHUMI3ALIIIO
YOpPaBIiHHSA ITPOBUM  MPOLECOM, MI0 CIPHUSE CTBOPEHHIO Cy4YacHUX,
BUCOKOC(EKTUBHUX IrPOBUX MPOEKTIB. 3aBASKH BUKOPHCTAHHIO MOJYJBHOI
apxiTEeKTypu Ta aJanTHUBHUX aJrOpPUTMIB, CHUCTEMa JIEMOHCTPYE BHCOKY
MacmTabOBaHICTh 1 THYYKICTh, IO JIO3BOJISIE PO3POOHHMKAM  IIBUAKO
IHTErpyBaT HOBI (DYHKI[IOHAJIbHI MOJIMBOCTI Ta BAOCKOHAJIIOBATH B3a€MO/IIIO
3 KOPUCTYBauyaMH B YMOBaX IIBUIKOTO PO3BUTKY IrPOBUX TEXHOJOTH.
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