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PED®EPAT

PoGota mictuth: 109 cTOpiHOK, 6 pUCYHKIB, 25 JKEpen, 2 10AaTKU

CKPUIITOBI OB’€KTU (SCRIPTABLE OBIJECTS), APXITEKTYPA
[IPOTPAMHOI'O 3ABE3IEYEHHS, ITPOBWI PVYIIIA UNITY, ITPOBI
3ACTOCYHKU, MOAVYJIBHI CUCTEMMU, TOII-DOWN RPG

[IpeaMerom HOCHIIKEHHS € apXiTEKTYypHI MIJAXOAH, METOIU CTPYKTYypHU3aIii
JaHUX Ta TMPUHUUIK TOOYIOBU MOAYIBHUX TNPOrPaMHHUX CHCTEM, IO
3aCTOCOBYIOThCS TiJf 4Yac pPO3POOKM IHTEPAKTHUBHUX ITPOBUX 3AaCTOCYHKIB Y
cepenonuil Unity.

O0’€eKTOM IOCHIKEHHS € POLEC MPOEKTYBAaHHS Ta peasizallil apXiTeKTypu
I'POBOT0 3aCTOCYHKY, 30KpeMa MPHUHIMIM OpraHizamii HOoro MoIyJiB, CHOCOOH
OoOMiHYy MaHMUMH MK KOMIIOHCHTAMHM Ta MAXOAW 10 TOOYIOBH B3a€EMOMIFOUUX
MICUCTEM Y paMKaX Cy4acHOTO IrpOBOTO PYIIis.

MeTtoro poboTu € po3poOka MOIYIBHOI apXiTEKTypH irpOBOro 3aCTOCYHKY 3
BUKOPUCTAHHSIM apXiTeKTypHOTO mabdnony Scriptable Object Architecture (SOA) ta
JIeMOHCTpallis ii e()eKTUBHOCTI Ha mpukiai ctBopenns 2D rpu xxanpy Top-Down
RPG.

VY po6oTi MpoBeNeHO aHalli3 MNPEAMETHOI 00JIacTI PO3POOKU apXITEKTYp
ITPOBUX 3aCTOCYHKIB, BHUKOHAHO ONISAJ CYYaCHUX apXITEKTYpHUX IIAOJIOHIB,
BU3HAYEHO IX MepeBaru Ta JOLUIBHICTh 3aCTOCYBAaHHS Yy KOHTEKCTI MOIYJIbHOI
noOy0BU IrpoBUX cucTeM. Ha OCHOBI MPOBEAEHOTO JOCIIKEHHS C(HOpPMOBAHO
BUMOTH JI0 apXIiTEKTYpH, pO3pO0ICHO 11 KOHIIENTyalbHy MOZAEIb Ta PYHKIIOHAIbHY
CTPYKTYPY.

Cdepa 3acTocyBaHHS pe3yabTaTiB — CTBOPEHHS MOTYIbHUX, MACIITA00OBAaHUX
Ta JIETKO MIATPUMYBAHUX ITPOBUX 3aCTOCYHKIB, a TAKOK PO3POOKaA apXITEKTYPHHUX

pillieHb JIJIs IFPOBOT 1HAYCTPIi.



ABSTRACT

The work contains: 109 pages, 6 figures, 25 sources, 2 appendencies

SCRIPTABLE OBJECTS, SOFTWARE ARCHITECTURE, UNITY GAME
ENGINE, GAME APPLICATIONS, MODULAR SYSTEMS, TOP-DOWN RPG

The subject of the study is architectural approaches, data structuring methods
and principles of building modular software systems used in the development of
interactive game applications in the Unity environment.

The object of the study is the process of designing and implementing the
architecture of a game application, in particular the principles of organizing its
modules, methods of data exchange between components and approaches to building
interacting subsystems within the framework of a modern game engine.

The purpose of the work is to develop a modular architecture of a game
application using the Scriptable Object Architecture (SOA) architectural template
and demonstrate its effectiveness on the example of creating a 2D game of the Top-
Down RPG genre.

The work analyzes the subject area of developing game application
architectures, reviews modern architectural templates, determines their advantages
and feasibility of application in the context of modular construction of game
systems. Based on the research, requirements for the architecture were formed, its
conceptual model and functional structure were developed.

The scope of application of the results is the creation of modular, scalable and
easily maintainable game applications, as well as the development of architectural

solutions for the game industry.
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BCTVII

VY cydacHoMy CBiTi IU(POBI TEXHOJIOTIT JeAani mIHOIIe IHTETPYIOThCI Y
MOBCSIKJICHHE YKUTTS JIIOIMHU, BUKOHYIOUM HE JIMIIE YTUJIITApHI, aje i CcollajbHI,
KyJAbTYpHI Ta TncuxojioriuHi ¢yHkuli. OnaHi€l0 3 HaWOUIbII AMHAMIYHUX Ta
BIUIMBOBUX cdep HUPPOBOi IHAYCTpii € 1HAYCTpid Bigeoirop. IrpoBi 3actocyHku
JIaBHO mepectanu OyTH BUKIIOYHO 3acO00M pO3Bard — BOHU CTalu (POPMOIO
TBOPYOCTI, CIIOCOOOM CaMOBUPAKEHHSA, 3aCO00M KOMYHIKallli, TpeHakepamu,
HaBYAJILHUMH TUT1aTHOPMaMH Ta THCTPYMEHTOM 3HUKCHHS TICUXOJIOTTYHOI HAMIPYTH.
B ymoBax TpuBamnoi BiifHH, TOCTIHOTO CTPECY Ta HEBU3HAYEHOCTI IFPOB1 TEXHOJIOT11
BIIIrPalOTh BAXJIMBY pOJb Y IMIATPUMII €MOIINHOT pIBHOBArW, HaJIal0uU
KOpHUCTYBa4yaM  MOXJIUBICTb ~THMYAacCOBO  BIiJIBOJNIIKTHCS, 30CEpPEAUTHCS Ha
IHTEpaKTUBHINA ISUIBHOCTI Ta OTPUMATH MO3UTUBHUN JTOCBIJI.

IrpoBa 1HIYCTpisl XapaKTEpU3YETHCA CTPIMKUM PO3BUTKOM, 301IbIIEHHSIM
KUTBKOCT1 TUIaT(opM, >KaHpIB Ta TEXHIYHUX piiieHb. CydacHl ITpU € CKIaQAHUMHU
IPOTPaMHUMM CUCTEMAaMHU, SIKI BKJIIOYAIOTh JIECSATKH B3a€EMOJIIOUUX T1JCHUCTEM:
CUCTEMY IEpPCOHaXIB, MOJENb ITPOBOTO CBITY, IHTEp(PENC KOPUCTyBa4ya, CUCTEMY
OpeIMETIB, IITYYHUU IHTEJEKT, CUCTEMYy 30epekeHb Tomo. Po3poOka Takux
3aCTOCYHKIB BHMAara€ He JIMIIE TBOPUOTO OayeHHS, a ¥ TIMOOKOTO pPO3yMIiHHS
NPUHIMIIB  apXITEKTYPHOTO TPOEKTYBaHHS, IO JIO3BOJSIIOTH 3a0€3MEYUTH
MacITaboBaHICTh, THYUYKICTh, TPOAYKTUBHICTH 1 JIETKICTh MIATPUMKH MPOEKTY.

Opniero 3 KIIOUOBUX MPOOJIEM CydacHOI TeWMIEB-1HIyCTpii € HaJIMipHa
3B’S3aHICTh KOMIIOHEHTIB Y TPaIuIIMHUX MiAX0Aax 10 pPo3poOku. MOHOJITHI
CTPYKTYpH, IIIJIbHA B3a€EMOis MK Kjacamu, JyOJIOBaHHs JIOTIKM Ta HU3BKUH
PiBEHb TOBTOPHOTO BUKOPUCTAHHS KOY YCKIIQTHIOIOTh PO3BUTOK MTPOEKTIB, POOIISATH
iX MeHI mnpuaaTHUMHU A0 Moaudikamii Ta po3mupeHHs. OcoOIMBO TOCTPO Iis
npoOiema mposiBisieThes y Benukux RPG-nipoekTax, 1€ KIJIbKICTh B3a€MO3aJICKHUX
€JIEMEHTIB MOXKE CSITaTH COTeHb. ToMy MUTAaHHS TTOOYIOBH MOIYIBHOT apXiTEKTYpH

I'POBHUX 3aCTOCYHKIB € OTHUM 13 HallaKTyaJ bHIMIKX Yy CydyacHIN MPaKTULI PO3POOKH.



Cepen miaxomiB, MO CIPSMOBaHI Ha IOM’ SKIICHHS ITUX IMPOOJIEM, 0COOIHMBE
Mice 3aiimae Scriptable Object Architecture (SOA) — apxiTekTypHul 1ma0I0H, 110
BUKOpUCTOBY€E ScriptableObject y Unity nisi cTBOpeHHsI He3alleKHUX MOIYJIB Ta
nepeaayl JaHuX 4yepe3 peakTHBHI CTpyKTypu. Llew miaxia g03Bos€ BIIOKPEMUTH
JaHl BiJ JIOTIKM, 3MEHIIUTH KUIBKICTh MPSIMUH 3aJI€KHOCTEH, CIPOCTUTHU
TECTYBaHHS, a TaKOXK 3a0€3MEUNTH BUCOKY THYYKICTh Ta TIOBTOPHE BHUKOPHUCTAHHS
KOMIIOHEHTIB.

Unity, Skuil IIMPOKO 3aCTOCOBYETHCA B IHIYCTPIi, HAJa€ 1HCTPYMEHTH s
peanizanii nmoaiOHUX apXiTEKTypHUX pillieHb, 30kpema ScriptableObjects, mosiesi
KaHaJli, CUCTEMY BiJOKPEMIICHUX KOHTECWHEPIB JTaHWX Ta MOXJIHMBICTH MOOYIOBU
PEIaKTOPChKUX IHCTPYMEHTIB. 3aBISIKA IIbOMY Pa30M 13 KIIACHYHHMH II1IXOJIaMH
(MVC, MVVM, ECS, EDA, Clean Architecture) SOA ¢dopmye cyudacHi 3aco0Ou
oprasizaiiii BHyTPIIIHbOI CTPYKTYpH 1rop. 3acTOCYBaHHS I[LOTO IMIX0/Y € 0COOINBO
JOLIUTBHUM JIJ1s1 po3poOku irop y skanpi Top-Down RPG, ne icHye Benuka KUIbKICTb
B3aEMOJIIN MK MepcoHaXaMu, TIPeAMETaMH, TiJCUCTEMaMHU Ta OTOUCHHSIM.

VY naniii kBamiQikamiiiHiii poOOTI po3MIAAAEThCA NpodieMa noOynoBH
MOJIYJBHOT apXITEKTypHU IIPOBOT0 3aCTOCYHKY 3 BUKOpHCTaHHsIM Scriptable Object
Architecture. MeTor poOOTH € CTBOPEHHSI apXITEKTYPHOTO PIIIEHHS, 110 JI03BOJISE
CTPYKTYpYBaTH JIOTIKYy T'pH, 3a0€3MeUUTH CIa0Ky 3B’S3aHICTh MK KOMIIOHEHTaMH,
MiABUIIUTH THYYKICTh CHCTEMH Ta CIPOCTUTH MacimTaOyBaHHS mpoekty. Jlims
JIEMOHCTpAIIlii MPUHIMITIB Ta €PEKTUBHOCTI pO3p00OIEHOT apXITEKTypH peali3oBaHO
JEMOHCTpallIHUM IrpoBHi 3acTocyHOK kaHpy Top-Down RPG, y sxomy
apXITEKTypHI PIICHHS BiIIrparoTh KIHOUYOBY POJIb.

Y po6oTi po3MISIHYTO apXITEKTYpHI MAXOIH, MPOBEICHO aHaJi3 MPEAMETHOT
obnacti, mobynoaHo (ynkiionansHi moaeni (IDEF0), miarpamu moTokiB maHuX
(DFD), UML-niarpamMu, a TakoX BUKOHAHO MPaKTUYHY peaji3alliio apXITEKTypH
3acobamu  Unity. 3anpornoHoBaHe pIllIEHHS OpPIEHTOBAHE Ha  MOAAJIBIIE
BUKOPUCTAHHS y OUIBII CKJIAJHUX IFPOBUX MPOEKTaX Ta IHPOPMALINHUX CHUCTEMAX

IHTEPAKTUBHOTO THITY.



1 AHAJII3 [TIPEJMETHOI OBJIACTI JOCJIIJKEHHS

1.1 Anani3 npeaMeTHOi 00JacTi pO3pOOKH apXITEKTYPH IrPOBUX 3aCTOCYHKIB

IrpoBa 1HAycTpia € ofHiel 3 HaWAMHAMIYHIMMX cdep 1HopMaIiitHIX
TEXHOJIOT1H, fIKa MO€IHYy€e€ B COOl MPOrpamMHy I1HXKEHEPi0, CUCTEMHUM aHami3,
rpadiky, MITYYHUH 1HTEIEKT, MOJICTIOBAaHHS Ta B3aEMO/IIIO JIIOAUHU 3 KOMII FOTEPOM.
IrpoBi 3aCTOCYHKH — 1€ CKJIaJ{HI IPOTPaMHI CUCTEMH, SIK1 peali3yl0Th IHTEPAKTUBHY
B3aEMOJIII0 MK KOPUCTYBAa4YeM 1 BIPTyaJIbHUM CEPEIOBHUIIEM y peaTbHOMY daci. 3
TEXHIYHOI TOYKH 30py, rpa — Ii¢ iHdopMalliifHa CUCTeMa PEaJbHOTO 4Yacy, IO
00p0o0JIsIE€ TIOTOKHU TO/I1H, CTaHIB Ta peCypcCiB.

[Tpouec cTBOpEHHs IrPOBOIO 3aCTOCYHKY OXOIUTIOE HE JIMIIE XYIOKHE
NPOEKTYBAHHS UM TedMIU3aiiH, a i pO3pOoOKYy apXITEKTYypH MPOrPAMHOIO MPOAYKTY,
sIKa BU3HAYa€ B3a€MO3B’SI3KM MIXK yCiMa CKJIaJIOBUMHU T'PH — BiJl CHCTEMH BBOAY 10
JIOT1KH MOBEJIHKH MTEPCOHAXKIB, CUCTEMH 30epekeHHs Janux, Ul, ¢pi3uunoro pyuis,
MITYYHOTO 1HTENEeKTy Tomo. CaMe apXITeKTypHE pIIIeHHS BU3HA4Ya€, HACKUIbKU
e(hexTHBHOI0, CTA0ILHOIO Ta PO3IIMPIOBAHOIO Oy/e Tpa.

IrpoBuii 3aCTOCYHOK MOXHA pO3IISAaTH SK PI3HOBUJ 1HTEPAKTUBHOI
1H(GOpMAIIIITHOT CHCTeMH, NIe JHKePEJIOM JIaHWUX € Jii KOPUCTyBada, a pe3yJbTaTH
oOurciieHb — 3MiHa CTaHy OO’€KTIB y BipTyasbHOMY cepenoBuilli. OCHOBHI
KOMIIOHEHTHU TaKOi CUCTEMH BKJIIOYAIOTh!

— iHdopMariitny 6a3y (1aHi PO NMEPCOHaXIB, MPEAMETH, PIBHI, TapaMeTpu
TOIIIO);

— MexaH13M 00poOKu Mol (cucteMa BBOaY, di3uka, komisii, jorika Al);

— mijcuctemy Bizyanizaiii (peaaepusr 2D a6o 3D cuenn);

— iHTEep(eic KopucTyBaya;

— cUcTeMy 30epeKeHHsI TaHuX (JIOKaJlbHO a00 4epe3 cepBep).

VY KOHTEKCTI 1rpoBoro 3actocyHky xaHpy «Top-Down RPG», skuii

BUKOPUCTOBYETHCS K JEMOHCTPAIIMHUN MpUKIa] y ik poOoti, iHdopmariiiina



CUCTEMAa Kepye CTaHOM I[IePCOHa)Ka, HOTo I1HBEHTApEM, TMPOTPECOM KBECTIB,
CTaTUCTHKOIO 001B TOIIO0. Taka cucTeMa moBMHHA OyTH THYYKOIO i MOYJIBHORO, 100
3a0€3MeUnTH MOXJIMBICTh IIBHJKOT 3MIHM MEXaHIK, JOJaBaHHS HOBHX CYTHOCTEU
abo cucrteM (Hampukiag, OOWOBMX 3MI0HOCTEW, [1alioriB, I1HBEHTapIO), HE
NOPYIIYIOUYH IIPH IIbOMY LIUTICHOCTI MPO€EKTY. Lle BUMarae cTpyKTypOBaHOTO MiJIX01y
710 TIPOEKTYBAHHS, 110 ¥ 3yMOBJIIO€ TOTPEOY Y MOAYIIbHIN apXiTEKTYpi.

MogynbHa apxiTekTypa — L€ HiAXiJ A0 OPOEKTYBaHHS MPOrPAMHUX CHCTEM,
AKUU nependadae moJul NpOrpaMyd Ha HE3aJeXHI YacTUHU (MOIYJl), IO MaroTh
YiTKO BU3HauYeHI1 (pyHKIIi Ta iHTepdeiicu. s iIrpoBOro 3acCTOCyHKy L€ 103BOJISE:

— COPOCTHUTH MIATPUMKY Ta PO3LIMPEHHS TPH;

— peasri3yBaTy MMOBTOPHE BUKOPUCTAHHS KOMIIOHEHTIB;

— MIJBUIIHUTH CTAOUTBHICTh Ta MACIITA00BaHICTh KOAY;

— 130JIFOBATH JIOTIKY BiJl BI3yaJIbHOI YACTHUHH MPOEKTY.

VY cepenoBuiii Unity MoayibHa apXiTeKTypa JOCATAETHCA 3a JIOMOMOIOIO
THYYKHX KOMIIOHEHTHUX CUCTEM Ta IA0JOHIB MPOEKTYBAHHS, CEPE IKUX 0COOIUBY
pouib Bimirpae Scriptable Object Architecture.

Scriptable Object Architecture — 11e apxiTeKTypHHM MiAXIiJ, 3aCHOBAaHUA Ha
BUKOpUCTaHHI 00’ €kTiB TUIy ScriptableObject y Unity ik He3aJI€)KHUX KOHTEHHEPIB
naHux. OCHOBHA 1€l — PO3AUIMTH JIaHi, JOTIKY Ta MOAll y HE3aJIeKH1 MOIYJI, SIKI
JIETKO HAJAIITOBYIOTbCS W TOBTOPHO BHUKOPUCTOBYIOTHCSI Y PIZHHUX HPOEKTaX.
OcHOBHI TIEpeBaru:

— MOYJIMBICTH CTBOPIOBATH I100AJIbHI 3MiHHI Ta MOJII{ 0€3 dKOPCTKUX 3B’ A3KIB
M1 KOMIIOHEHTaMU;

— 3HIDKEHHS 3aJIEKHOCTEHN 1 OKPAIEHHS 1HKATICYIISIIIT;

— CIIPOLIEHHS HAJIaroJKeHHs Ta MOBTOPHOIO BUKOPUCTaHHS PECYPCIB;

— 3pyuHa iHTerpauiss y penaktop Unity Ui HIBUJIKOTO HaJIallITyBaHHS
MOBEIHKU 00’ €KTIB.

Scriptable Object Architecture 3a6e3neuye:

— THYYKICTh MiJl Yac PO3MIMPEHHS CHCTEMH (JI01aBaHHS HOBHX MeXaHik 0e3

Moau(iKarlii ICHyIOUUX CKPHUIITIB);



— JIEKJIApaTUBHICTh — YCI TapaMeTpu MOXHa peaaryBaT B increkropi Unity
0e3 3MiHU KOy

— peakTuBHICTH — 3MiHM Yy ScriptableObject aBroMaruyHO OHOBIIIOIOTH
NIOB’s13aH1 KOMIIOHEHTH;

— HU3BKY 3B’S3aHICTh — JIOT1Ka 00’ €KTIB HE MICTUTh KOPCTKUX MOCHIaHb HA
1HIII €JIEMEHTH TPH.

Scriptable Object Architecture akTUBHO BHUKOPHCTOBYETHCS Ul peai3amii
CUCTEM IHBEHTapro, 0OMOBUX MEXaHIK, KEpyBaHHS CTAHOM I'pH, OOpPOOKH NOAIH 1
HaBITh MoOyn0BU Event-Driven noriku.

Y wMexax 1€l Marictepchkoi pobotu Scriptable Object Architecture
BUKOPUCTOBYETHCSI JIII CTBOPEHHS MOAYNIBbHOI apxitektypu Top-Down RPG-
3aCTOCYHKY, Jie OKpeMi MiJicucTeMu (pyx, 0oiioBa cuctema, inBeHrtap, Ul, kepyBaHHs
CTaHaMU I'pu) (PyHKIIIOHYIOTH SIK HE3aJIEKHI MO/IYJI1, III0 B3aEMOAIIOTH Yepe3 moii i
r1o0albpHI 3MIHHI, peajizoBaHi Ha 0a3i ScriptableObject.

Xoua Outbmrict 2D-RPG € jokanbHUMH 3aCTOCYHKaMH, Cy4acHi IrpoBi
wiargopmMu nependadyaroTb MOXKIUBICTh PO3IIMPEHHS 10 PO3MOJALIEHUX CHUCTEM,
HAMpUKIAA, A MYJIBTHUIUICEpA YA XMapHOTO 30epekeHHS NaHuX. Y LbOMY
KOHTEKCTI BaXKJIMBO 3a0€3MEUUTH:

— CUHXPOHI3alLllI0 CTaHIB MIXK KJIIEHTAMU Ta CEPBEPOM;

— OaylaHCyBaHHS HAaBaHTAKEHHS MPHU BETUKIM KUTBKOCTI KOPUCTYBaUiB;

— BUKOPUCTaHHS 0a3 MaHux i 30epiranns iHpopMallii mpo KOPUCTyBadiB Ta
iXHI1M TIporpec;

— 1oOy10BYy O€3IeUHuX KaHajiB OOMIHY JaHUMH.

Po3poOka MoaynbHOT apXITEKTYypH IrPOBOTO 3aCTOCYHKY € CKJIAJJOBOIO Taly3i
IIPOrpaMHOi 1HX)eHepii Ta 1HPOPMAIIHHUX CUCTEM, OPIEHTOBAHUX Ha 1HTEPAKTHUBHI
cepenoBuila. BoHa moeaHye NpUHLIKIN:

— apXITEeKTYPHOTO MOJICIIIOBAHHS;

— 00’ €KTHO-OPIEHTOBAHOT'O POrPAMYBaHHS;

— CUCTEMHOTO aHaji3y Ta JeKOMIIO3HIIii;

— BI3yaJIbHOTO NMPOEKTYBAHHS Ta ONTHUMI3AIli].



Po3pobka Top-Down RPG i3 Bukopuctanusm Scriptable Object Architecture
JI03BOJISIE CTBOPHUTH CTIWKY, PO3IIMPIOBaHY 1 OOpe CTPYKTypOBaHy CHCTEMY, IO
MOYKE CIIY’KHTH OCHOBOIO JIJISl MACIITAOHUX 1rop a00 HaBYAJIbHUX CUMYJISTOPIB.

Po3poOka epeKkTHBHOI apXiTEKTYpH € KPUTHYHOIO 3a/a4ei0 B Cy4YacCHOMY
reiimzaesi. Big 11 sSIKOCT1 3a/Ie)KUTh HE JIUIIE MPOAYKTUBHICTh TPH, @ 1 MOXKIJIMBICTh
MacimTaOyBaHHS, MIATPUMKH, IHTErpaiii 3 30BHIMIHIMU CUCTeMaMu (aHaJIITHKa,
OHOBJICHHSI, MEPEKEBI CEPBICH TOIIIO).

Tomy Tema 1i€i poOoTM — mMOOYIOBa MOJYJIBHOI apXITEKTYpU IrPOBOIO
3aCTOCYHKY 3 BHKOpUcCTaHHsIM Scriptable Object Architecture — € akTyanabHOIO B
KOHTEKCTI PO3BUTKY apXITEKTYpHOTO TIPOEKTYyBaHHS IrpOBUX cHCTeM. BoHa
CIpsIMOBaHa Ha OMNTUMI3AIIO0 TPOIECY pPO3POOKH, MIABUIIECHHS CTAOUIHHOCTI
NPOEKTY Ta MOKPAIICHHS MOBTOPHOTO BUKOPUCTAHHA KOMIIOHEHTIB y MalOyTHIX

pO3poOKax.

2.2 JocnimxeHHs ICHYIOUMX TIIXOAIB, METOAIB, 3ac00iB, TEXHOJOTIMH,

THCTPYMEHTapIit0 JIJIsl BUPIICHHS MOAIOHUX 3a/1a4

Po3po0Oka cy4yacHMX IFpOBHX 3aCTOCYHKIB € CKJIAQJHHUM IMPOILECOM, IO
MOETHY€E TBOPUMH Ta IHXKEHEPHUH miaxoan. Irpu — 1ie He nwmre 3acid po3Baru, a u
CKJIQJHI MPOTpPaMHI CUCTEMH, Ki MOTPEOyIOTh UITKOI CTPYKTYPH, CTaOLIBHOCTI,
MTOBTOPHOI'O BUKOPHCTAHHS KOMITOHEHTIB Ta JIeTKocTi po3mmupeHHs [4], [5]. Came
TOMY IIiJT 4ac CTBOPEHHS IFPOBOTO MPOTPAMHOTO 3a0€3MEUEHHS KIIOUOBY pOJIb
BIJIiIrpae apxiTeKTypa MPOEKTY, TOOTO crociO opraxizailii B3aeMOJil MK PI3HUMHU
€JIeMEHTaMH CHUCTEMU — JIOTIKOIO, JaHUMH, OO0 ’€KTaMH, KOPUCTYBALbKUM
iHTepdeiicoMm Ta MexaHi3MaMu 30epekeHHs ctany [1], [3].

APpXITEKTypHE MPOEKTYBaHHS BUCTyIAa€e (PyHAAMEHTOM OyIb-SKO1 pO3pOOKH,
OCKUIBKHM CaM€ BiJl HbOTO 3aJIeKUTh HE JIUIIE AKICTh 1 MPOIYKTUBHICTb I'PH, ajie 1
MoJlaJibIlla MOXKJIMBICTB 11 MaciTabyBaHHsI, MIATPUMKH Ta po3BUTKY [ 1], [2]. [lorano
CIIPOEKTOBAHA apXIiTEKTypa MOXE NPU3BECTU JI0 HAJIMIPHOI CKJIAAHOCTI KOAY,

3HHUKXCHHA HpOI[YKTI/IBHOCTi, MOSIBA B3a€EMHUX 3aJIE)KHOCTEH MK KOMIIOHEHTaMH Ta



TPYIHONIIB y JnonaBanHi HOBHX (QyHKIiA. HaBmaku, mo0Ope cTpyKTypoBaHa
apxiTeKTypa J103BOJsiE PO3POOHUKAM IIBHJIKO BHOCUTH 3MIHHU, TECTYBaTU OKpEMi
YaCTUHHU CUCTEMU Ta 3a0e3MeuyBaTH CTIHKICTh MIPOEKTY Ha BCIX €Tamax KUTTEBOTO
uukiy rpu [2], [3].

Oco0OnuBe 3HA4YCHHS ApPXITEKTYpPHI PIIMIEHHS MAaOTh y PO3poOI IrpoBUX
pyuiB, Takux sk Unity, Unreal Engine, Godot Tomio, siki HaJarOTh THYYKI
MOJIMBOCTI JJIsl OpraHizaiii IrpoBOi JIOTIKM, OOpOOKM MOlid, BiAOOpaXKeHHS
rpadiku Ta kepyBaHHs pecypcami [ 7], [8]. OcKinbKu CydacHi irpy 4acToO NOEIHYIOTh
JECATKM B3a€MOIIOB’SI3aHUX TMifcucTeM (OoioBa cucTema, iHBEHTAap, IUITYYHUN
IHTEJIEKT, KOPUCTYBAIbKH 1HTEpPeiic, 30epekeHHs MPOTpecy), MPaBIWIBHUN BUOID
apXiTeKTYypHOTO  MIAOJOHY CTa€ BH3HAYaJbHUM JUISI  1X  €(QEKTUBHOTO
dbynkiionyBanus [4], [5].

3 i€l NpUYMHU Yy TPOIECl CTBOPEHHS 1rop pO3pOOHUKH aKTUBHO
3aCTOCOBYIOThH Pi3HI apXiTekTypHi mabiaonu (architectural patterns) — mepesipeHi
4acoM MIJXOJW JI0 OpraHizalii Koy, IO JOMOMararoTh 3a0€3MEeYUTH 3PO3yMiTY
CTPYKTYpY, JIOTIYHY 1€papXil0 Ta B3a€EMOII0 MK KOMIOHEHTaMu mporpamu [4].
Koxken 13 nmx maGioHIB Ma€ BJIacHI MepeBarv, HEAOJIKH Ta cepu MOUUIBHOTO
BUKOPUCTAHHS 3aJIE)KHO BiJI CKJIAJHOCTI MPOEKTY, BUMOI JO MNPOTYKTUBHOCTI,
THYYKOCTI UM MacmTaOyBaHHS [5]. AHAII3 ICHYIOUMX apXiTEKTypHHX Ia0JI0HIB 1a€
MOJKJIMBICTh BUSBUTH CHUJIBHI CTOPOHH KOXXHOTO IIJIXOMY, OIIIHUTH IXHIO
€(eKTUBHICTh Y KOHTEKCTI PO3POOKH ITPOBUX CHUCTEM Ta BU3HAYUTH, KU 13 HUX
HaAWOLIBIN BIJIMOBITA€E IUISIM CTBOPIOBAHOTO 3aCTOCYHKY [1], [2].

AHaJIi3 ICHYIOUHMX apXITEKTypHHX IIa0J0HIB A€ MOKJIMBICTh BUSBUTU CUITbHI
CTOPOHU KOKHOTO TIIJIXOAY, OLIHUTH iXHIO €()EKTUBHICTh Y KOHTEKCTI PO3pPOOKHU
ITPOBUX CHCTEM Ta BU3HAUMTH, SKUW 13 HUX HAWUOUIBII BIAMOBITAE IUISIM
CTBOPIOBAHOTO 3aCTOCYHKY.

Jis irop, nodynoBanux Ha pyurii Unity, 0cOOIMBY NONYISPHICTh OTPUMAIH
mabJIoHU, OpIEHTOBaHI HA MOMYJIBHICTh, CJIAa0Ky 3B’SI3aHICTh KOMIIOHEHTIB 1
MOXJIMBICTh KOH(Irypariii moBeAIHKM Yepe3 JaHi, cepell sIKUX HaNMOIIHpPEHI MU

€ Model- View— Controller (MVC), Model- View— ViewModel (MVVM) Tta



Entity— Component— System (ECS) [4], [5]. Came mi apxiTeKTypHI MiIX0aA
(bOpMyIOTH OCHOBY Cy4acHOTO O0aue€HHS CTPYKTYPH ITPOBHX CHUCTEM, 3a0€3Meuyodn
THYYKICTB 1 CTaOUIBHICTB ITiJT 4ac po3poOku [6].

OanuMm 13 HaWBIIOMIIMX 1 HaWCTApIIUX AapXITEKTypHUX MIIXOMIB Y
nporpaMHii imxkeHepii € madnon Model-View-Controller (MVC), 1m0 BUHUK 11Ie Y
1970-x pokax y Mexax Smalltalk, ane 3romom HaOyB BenuKOi MOMYJSIPHOCTI B
pO3poOIIi HACTINBHUX, BeO- Ta MOOLIBHUX Honatkis [3]. Floro ocHOBHa ifes momsrae
y PO3IIJIEHHI CTPYKTYpH TPOTPAMHOTO 3a0€3MEYCHHS Ha TPU B3aEMOIIOB’s3aHi
yactunu: Model (monens), View (npencrasnenssi) 1 Controller (koutposnep). Takuii
TIOJTLJT TO3BOJISIE PO3MEKYBATH BiATIOBITAIBHICTh KOMIIOHEHTIB CUCTEMU, 3MEHIITUTH
3B’S13aHICTh KOJy Ta CIIPOCTUTH MOAATBIITNN PO3BUTOK 1 MIATPUMKY MPOEKTY [2], [3].

VY KOHTEKCTI iIrpoBoi po3pobku mozenb (Model) omucye cTpykTypy JaHUX Ta
Joriky rpu. BoHa MiCTUTB yC1 B1IOMOCTI TIPO CTaH CBITY, 00’ €KTH, XapaKTEPUCTUKU
NEPCOHAXIB, PECypCH, OYKH JOCBiny, npeameTtu Tomo. [Ipeacrasnenns (View)
BIJIMOBI/Ia€ 3a BigoOpakeHHs 1HQopMaIlii KOpucTyBadeBi — 1€ rpadiyHa 4acTHUHA
TpU: CIieHa, CHpalTu, aHiMmalli, iHTepdeic kopuctyBauya, edekrtu. Kontpomep
(Controller) BucTymae mnOCEpeIHUKOM MDK MOJEIUII0O Ta MPEICTaBICHHSIM,
0o0poOIsitour MOjli, 10 BUHUKAIOTH MiJ 4Yac B3a€EMOJIi T'paBls 13 CHUCTEMOIO:
HATHCKaHHS KJIABILI, KJIIKH, pyX MULI1, 3ITKHEHHS TOLIO [4].

3actocyBanuss MVC y reiimaeBi Mae HU3Ky mepesar. [lo-mepiie, BOHO
3abe3mneuye 4iTKe PO3IUIEHHS JIOTIKH 1 Bi3yasi3allii, o CIpOIye KOMaHAHY POOOTY
— MPOTPaMICTU MOXKYTh 30CEpEIKyBaTUCh HA MOJIETI Ta KOHTpOJIEpl, TOMl SK
xynokuuku a6o Ul-muzaiinepu mnpamrorots 13 View [6], [7]. [lo-mpyre, Taka
CTPYKTYpa CIpHsi€ MiABUIIEHHIO TECTOBAHOCTI Ta THYUKOCTI: 3MIHHU Y B1IOOpaXKeHH1
HE BIUIMBAIOTh Ha JIOTIKY T'PH, @ OHOBIIEHHS MOJIeNIl HE MOTpedye MepepoOKu
rpadiunoi yactunu [2], [3].

Brim, npu po3po0ui ckianuux irop MVC mae it oOMexeHHs. Y JTuHaMI4YHUX
cucTteMax, Je OO0’ €KTH MOCTIHHO 3MIHIOIOTH CTaH, a B3aEMOJINA Jyxke Oararo,
Controller MoXxe IIBUAKO MEPETBOPUTHCS HAa TMEPEBAHTAKEHUI E€JIEMEHT, SKUH

ckiagHo miarpumyBaru. Kpim Toro, y TpaaumiiHii peanizarii MVC mozaens He



«3HA€» TPO TMPEACTABICHHSA, TOMY JJIA TOCTIHHOI CHHXPOHI3AIlli MDK HUMH
noTpiOeH JA0JaTKOBUI MEXaHI3M CIIOBIIICHb a00 IMOJiH, 10 MOXKE YCKJIaIHIOBAaTH
po3poOKy. Uepes 1ie B irposiit iHaycTpii MVC 4acTo BUKOPUCTOBYETHCS JTOKATHHO
— Hampukian, i peanizamii iHTepdeiciB KopucTyBada (MEHIO, 1HBEHTapIo,
J1aJIOTOBUX BIKOH), a HE sK I7100aJIbHa apXITEKTypa BChOTO MPOEKTY.

[Momanemuit po3Butok ined MVC mnpuBiB A0 MOSBU HHU3KH TOXITHUX
mabnoHiB — Hacammepen Model-View-Presenter (MVP) ta Model-View-
ViewModel (MVVM). O6unBa miaxoau NparHyTh BUPIITUTH OCHOBHY MPOOIEMY
kjacuyHoro MVC — HaaMIpHY KOHLIEHTpAUIlO JIOTIKM y KOHTPOJIEPI — LUISIXOM
BBEJICHHS TTPOMDKHOTO IIapy, sSKuii Oepe Ha cebe (yHKIIT 3B’ SI3Ky MK JTaHUMU Ta
npeacrasineHssm [11], [12].

Y mabnoni MVP nentpansHuM enemMeHTOM € Presenter — 00’€kT, sKuid
OTpUMY€E JaHl BiJ Mojeni, 00pobmsie X Ta mepenae y BUDNSIAL, MPUAATHOMY JUIS
BimoOpaxkeHHs1 y View. Presenter Oe3mocepelHbO HE B3aeMoJi€ 3 rpapiyHUMU
eJIeMEeHTaMHU, a JIMIle MoBigomisie View, 1o caMme noTpiOHO BijioOpa3uTu. Takuit
X114 J03BOJISIE€ MOBHICTIO 130J1F0BaTU O13HEC-JIOTIKY Bij 1HTep(deiicy, 1m0 3HaYHO
HiABUIILY€ 3pYUYHICTh TECTYyBaHHs — Presenter MokHa niepeBipsTH He3anexHo Big UL

VY cBoto uepry, mabnon MVVM, saxuii HaOyB MOMYJSIPHOCTI Y CEPENOBUILAX,
opientoBanux Ha paekinapatuBHuil Ul (wanpuxnan, WPF, Xamarin, Unity Ul
Toolkit), BBomuTh oHATTSA ViewModel — nipeicTaBieHHss MOJIEIIi, IO MICTUTD JIaHi,
TOTOBI /0 Oe€3mocepeHhoro 3B’si3yBaHHS 3 iHTepdelicom KopucTyBada (data
binding) [11], [12]. Ha Binminy Bix Presenter, ViewModel ne kepye View Hampsimy,
a JIMIe HaJa€ BIACTUBOCTI Ta KOMaHAM, Ha AKi View Moxe «mianucarucs». Lle
pOOUTH CUCTEMY PEaKTUBHOIO: 3MIHU Y JAHUX aBTOMATU4YHO BigoOpaxatorees y Ul,
1 Hapmaku [11], [12].

B irposiit po3po6ui ma6inonu MVP ta MVVM HaifuacTiiie 3acToCOBYIOThCS
uisi OOYZIOBU CKJIAJHUX 1HTEp(ENCIB KOpPHCTyBaya: 1HBEHTApiB, HaJAIITyBaHb,
MEHIO, BIKOH KBECTIB a0o cuctem pianoriB. Y Takux Bumajgkax Ul mae Benuky

KUIBKICTh B3a€MOIIOB’SI3aHUX €JIEMEHTIB, SIKI HOTPIOHO CUHXPOHI3YBaTH 3 IOTOYHUM



ctanoMm rpu. Bukopucranns Presenter abo ViewModel nosBomsie miHiMi3yBaTh
KUTBKICTh PYyYHOTO KOy Ta MOJIETIIYE MiATPUMKY.

[TepeBaroro 1ux MMiIXO1B € HU3bKa 3B’ A3aHICTh MK JAHUMHU Ta iHTEpercoM,
10 pOOUTH KOJ THYYKHM Ta JIETKUM Jyist po3iuupenHs. Kpim toro, MVVM uynoBo
MOETHYEThCS 3 apXiTeKTyporo Scriptable Object Architecture, ae pons ViewModel
MOXYTb BUKOHYBatu ScriptableObject-3MiHHI Ta moi€Bi KaHauu. TakuM YUHOM, Y
CyYacCHHMX ITPOBHUX 3aCTOCYHKax IIi IA0JOHU YacCTO BHUCTYMAIOTh SIK JOMOMIKHUMN
piBEHb, IO IHTErpye apXITeKTypy AaHUX (SOA) 3 BI3yalbHOIO YaCTUHOIO ITPOEKTY.

OaHuM 13 HAMBIUIMBOBIIIMX MIAXOMIB y Cy4acHOMY reimzeBi € Entity—
Component— System (ECS) — apxiTektypa, 10 BUHUKIA SK €BOJIOIS KIACHYHOT
00’ €KTHO-OPIEHTOBAHOI MoOJeNi, ane 3 (POKycoM Ha JaHO-OPIEHTOBAaHUW IU3alH
(Data-Oriented Design) [4], [16]. Ha BigmiHy Big TpaAMIIIHOTO MiAXOMY, JI€
MOBE/IIHKA MPUB’s3aHa 10 00’ €KTiB uepe3 HachiayBanHs, ECS npomnonye po3auiuTu
rpy Ha Tpu Kito4oBi cyTHocTi: Entity (cytHicTh), Component (KOMIIOHEHT) Ta
System (cuctema) [4], [16].

Entity — e aGcTpakTHa OAMHUII, 110 TPECTABISIE 00’ €KT y Tpi (MEPCOHAK,
CHapsii, BOPOL, IpeIMEeT TOUI0), ajleé HE Ma€ BIACHUX JaHUX YU JIOTIKH. YCI
XapaKTepUCTUKH 30€pIraloThCs y KOMIOHEHTAX — CTPYKTYpax JIaHUX, SIKI OMHUCYIOTh
NEBHUI acCHeKT MOBEIIHKKW a00 cTaHy (MO3UIlis, MBHUIKICTb, 3I0POB’S, KOJi3if,
rpadika). Jlorika >k peami3yeTbcs y CHCTEMaX — HE3aJICKHUX MPOIECopax, SKi
00pOOJIIIOTH YC1 CYTHOCTI, [0 MalOTh IIEBHY KOMOIHAIIiF0 KOMIIOHEHTIB. Hampukiia,
CHUCTEeMa PyXy ONparboBYe BCi 00’e€KTH 3 KoMIloHeHTamHu Position 1 Velocity, a
cucreMa 0010 — T1, 1m0 MaroThb Health 1 Attack.

OcHoBHow nepeBaroro ECS € Bucoka npoayKTHBHICTh 1 MacIITa0OBaHICTh.
3aBASKH YITKOMY BIJIOKPEMJICHHIO JaHUX BiJ] JIOT1KM Ta KOMIIAKTHOMY 30€piraHHIO
KOMIIOHEHTIB y mnam’siTi, ECS 103Bojise MakcUMallbHO BUKOPHUCTOBYBAaTH Kelll
npouecopa, ONTUMI3ye OOpOOKYy BENHMKOi KUIBKOCTI 00’€KTIB 1 3a0e3nedye
MOKJIMBICTh 0ararornoToOKOBOIO BUKOHAHHs cucteM. lle poOuTh miaxia ocoOauBO
e(eKTUBHUM JJIs ITOp 13 BETUKOIO KUTHKICTIO aKTMBHHMX €JIEMEHTIB — HANpHUKIa,

cTparerii, cumyisiTopiB abo macoBux RPG.



Bomnouac ECS Mae i meBHi ckimamHomii. Moro BIpoBamkeHHsS BHMArae
PETENHHOTO TUIAaHYBAHHS CTPYKTYpPHU JaHUX Ta 3MIHM MUCIEHHS PO3POOHUKA — Bij
00’ €KTHO-OPIEHTOBAHO1 JIOTIKKM J0 JaHo-opieHToBaHOi. s HeBenukux 2D-
NPOEKTIB 1€ MOXKe OyTH HaaMIPHO CKJIAJHUM pimieHHsM. [IpoTe HaBiTh y Takux
Irpax MOXXHA BHKOPUCTOBYBaTH TiOpuaHui miaxia, ae ECS 3actocoByeThes nuiiie
70 TIJICHUCTEM, 110 BHMararTh BHCOKOI MPOIYKTUBHOCTI (Hampukiaz, oOpoOka
BOpPOTiB a00 CHapAJIB), TOJI AK PEIITa JOTIKK peali3oBaHa 3a JOMOMOIOK OLIbII
JeKIapaTUBHUX apXITEKTyp — Takux sk Scriptable Object Architecture.

HactynHum mabaoHOM € 1o/1i€eBO-0pieHTOaHa apXITeKTypa, abo Event-Driven
Architecture. Ii cyTmicTs monmsrac B TOMY, IO B3a€EMOJif MiK OKPEMHMHU
KOMITOHEHTAaMU MPOTPaMHU BiJOYBA€ThCS HE Yepe3 MPSAMi BUKJIIMKH METO/IIB YU OOMIH
MOBIJTOMJICHHSIMH «3BEpPXY BHU3», a IIJITXOM reHepaitii Ta oopooku moxin. [lomis y
IIbOMY KOHTEKCT1 — II€ MOBIJIOMJICHHSI, iK€ 1H(QOPMY€E CUCTEMY MPO TMEBHY 3MiHY
CTaHy: HaTWCKaHHS KJaBillll, 3aBEPIICHHS aHIMallii, OTpPUMaHHS IIKOIU
NePCOHAXKEM, BIAKPHUTTS ABEPEi TOLIO.

Ha BiaMiHy BiA TpaguliiHUX MOHONITHHX CTPYKTYp, Y SAKUX MOAYII
0e3mocepeIHbO B3aEMOIIFOTh MK COOO0, MOI1EBO-OPIEHTOBAHUMN MIAX1a 0a3y€eThCs
Ha npuHIMOi nyomikamii-manucku (publish— subscribe) [10]. OquH KOMITOHEHT,
AKHUH € JHKePesIoM MOAIT, «ITyOiKye» TMOB1IOMICHHS, HEe 3HAI0UH, XTO CaMe Ha HbOTO
BiJIpearye, TOM1 SK 1HII MOAYMII IMANUCYIOTHCS Ha Il MOl Ta pearyroTh Ha HUX
BIJIMIOB1THO 10 BJAcCHOI JIOT1KH. Taka cxeMa CYTTEBO 3HMIKYE 3B’ S3aHICTh CHCTEMHU,
OCKUTbKM KOMIIOHEHTH CTalOTh HE3ICKHUMHU 1 MOXYTh 3MiHIOBaTUCA abo0
3aMIHIOBaTUCS 0€3 oTpeOu 3MIHIOBATH 1HII YaCTUHU Mporpamu [4], [10].

B irpoBiii po3poOIli MOII€BO-OpIEHTOBAHA apXITEKTypa Mae€ OcCOOIUBe
3HAYEeHHS, ajpKe rpa — e CUCTeMa, 10 MOCTIHHO pearye Ha Mo[li, CTBOPIOBaHI
rpasiem abo cepenoBuiieM. KoxkHa it KOpucTyBada — HaTUCKaHHS KJIaBIIII, KIIK
Mull, BUOYX CHapsifa, 31TKHEHHS OO’€KTIB — MOPOIXKY€E MO0, SKYy MAaroTh
o0poOutH BIAMOBIAHI cucTeMu. 3aBAsku EDA MOXIMBO opraHi3yBaTH CKJIaJHI
cueHapii B3aemofli 0e3 XaOoTMYHMX 3aJIeKHOCTEH MK 00 €KTaMu CIICHHU.

Hampuknan, xomm mepconHax minbupae mnpeamet, momis ItemCollected moxke



CIIOBICTUTH MIICHCTEMY 1HBEHTAPIO, KOPUCTYBAIBKUI 1HTEPQEHC 1 cCUCTEMY 3ByKY —
0€3 MpsAMUX BUKJIUKIB M)XK HUMH.

Buxopucrtanuss mopiil cmpoinye mnporec maciuTaOyBaHHS 1 TECTyBaHHS:
MOJKHA JIETKO JIO/IaTW HOBY PEakKllil0 Ha ICHYIOUY MOAII0 (HAampHKiIad, Bi3yalbHUN
edexT um 3anuc y xxypHai) 0e3 BTpy4aHHS y BKe peajizoBaHy Jjoriky. Kpim Toro,
O/ MOXYTh MEPEAABATUCS MIXK PI3HUMU PIBHAMU apXITEKTypH — Bl TeMMIICHHOT
aoriku 10 Ul — yTBoproroun €AMHy CUCTEMY PEAKTUBHOI B3a€MO/II.

OpHak NOAIEBO-OPIEHTOBAaHA apxITEKTypa BHMAarae CyBOpOi oOprasizarli.
S0 KUIBKICTh MOA1M HaAMIpHA, a IXHI IMEHa a00 CTPYKTYpHU HE CTaHAApTU30BaHI,
CHUCTEMa MOXKE CTAaTH BaXKKOIO JJIsl HaJaro/JpkeHHs. ToMy Ba)KIIMBO BH3HAYaTH YiTKI
npaBmiIa 00OPOOKHU MOIN, TXHIN KUTTEBUM UK 1 THITI3ALIIO.

VY cepenosuini Unity EDA 3a3Buuail peamnizyeTbCcsi uepe3 MOIEBI KaHAIH
(Event Channels) na 06a3i ScriptableObject, mo 3a0e3meuyroTh HE3AIECKHY
B3aEMOJIIF0 MDK 00’ekTamMu 0e3 TpsAMUX TOCHUJIaHb. Takui MIAXiJ 17ealbHO
MOEHYEThCS 3 apXITeKTypHUM I1abmoHoMm Scriptable Object Architecture, skuii
Oyne netanbHINIE PO3MISHYTO Jajii, 1 BUCTYMA€ OJHUM 13 OCHOBHHUX CIOCOOIB
noOyZ0BH MOJYJIbHUX Ta MaclITaboBaHUX IrpoBUX cucteM. IlomieBo-opieHTOBaHA
B3a€EMOJISl A€ MOXKJIMBICTh CTBOPIOBATH HE MPOCTO HAOIp KJaciB, a JUHAMIUHY
€KOCHCTEMY MOJYJIIB, Kl pearyroTh Ha 3MiHUA CEPEIOBUIIA, 10 0COOIMBO BaXKJIUBO
st RPG-irop, ie refimiuieii mocTiiHO OPOJIKY€E HOBI CTaHU Ta TMO/III.

[Ile omuuM QyHIAMEHTAaTBLHUM IMIIXOAO0M, IO Ha0yB MOMYISPHOCTI Y
npodeciiiHiii  po3polil mporpamMHOro 3a0e3leueHHs, € KoHuemmis «Yucroi
apxitekrypu» (Clean Architecture), 3arpornonoBana Po6eprom Maprtinom [1]. Bona
0a3yeThCsd Ha TPUHIMIN 1HBEPCIi 3aJIEKHOCTEH Ta YITKOMY PO3JAUICHHI PIBHIB
CUCTEMH 3a CTYNEHEeM iXHbOi abcTpakiii. MeTo LbOro MiAXoay € CTBOPEHHS
IPOrpaMHOi CUCTEMH, JIe JJOMEHHA JIoriKa (MpaBujia I'py) 130JIbOBAHA BIJ J€Taliel
peanizaitii (iHTepdeiicy, pyuiisi, 6a3u ganux, daiais Tou) [1].

OcHOBHa ijes ToJiiTae y TMOAUII CUCTEMHM Ha KOHIIEHTPUYHI IIapu, e
HaBHYTpIIIHIA piBeHb — 1€ Oi3Hec-jorika abo JOMEHHa MOJENb, SKa BHU3HAYa€e

TOJIOBHI CYTHOCTI Ta TMpaBWia IXHbOI B3aeMOfli. 3OBHIIIHI IIapu — 1€



iH(pacTpPyKTypa, KOPUCTYBallbKul iHTEpdeiic, 0a3u JaHuX 1 30BHIIIHI cepBicH. Bci
3QJIEKHOCTI MaloTh OyTH CIPSIMOBaHI BCEpeNUHY, TOOTO 30BHIIIHI €JIEMEHTH
MOXYTh BHUKOPHUCTOBYBATM BHYTpIllIHI, ajie He HaBmaku. lle 3abesmneuye
CTaOUIbHICTD JIOT1KM HABITh MPHU 3MiHI TEXHOJIOT1HA YU PYIIisl.

VY koHTEKcTI irpoBoi po3poOku 3actocyBanHa Clean Architecture mo3Boiisie
BIJOKPEMUTH «MO30K» T'pU — ii MEXaHIKy, IpaBUJIa Ta CTaH — BiJl YCIX JOMOMDKHHUX
CUCTEM, TaKuXx siK rpadika, ¢i3uka, BBia yu iHTEpdeiic kopuctyBada. Hanpukian,
6oiioBa cuctema RPG moxe OyTu peanizoBaHa sSK HE3ICKHUN TOMEHHUN MOYJIb,
110 HE Ma€ KOJAHUX MMOCUiIaHb Ha ki1acu Unity. ¥V boMy BUIAJKY JIOT1Ka OOUHUCIECHHS
IITKO/IH, TIEPEBIPKHA YMOB IEPEMOTH YU B3a€EMOII1 MPEAMETIB ICHYE OKPEMO Bif] TOTO,
SK I momli BigoOpakaroThCs Ha eKpaHi. Takud MMIXig CYyTTEBO ITiJIBHIIYE
TECTOBAHICTh ITPOBOI JIOTIKH, OCKUIBKM 11 MOXKHA TEPEBIPATH 3a JIOMIOMOTOIO
3BUYAMHUX MOIYJIBHUX TECTIB 0€3 3aIyCKy CaMoi CIIEHHU.

[lepeBaroro «4ucTO» apXITEKTypH € TaKOXK THYYKICTh 1 JOBTOBIUHICTH
npoeKTy. K0 B MailOyTHHOMY MOTPIOHO MEPENTH 3 OJHOTO PYLIis Ha IHIIUK a0o
3MIHUTH TEXHOJIOT1I0 Bi3yai3allli, JIOMEHHa JIOTiKa 3aJMIIAETHCS HE3MIHHOIO —
JIOCTaTHbO pealli3yBaTy HOBMIA 30BHIMIHIN 1map. Lle poOuTh apXiTeKTypy CTIMKOIO 10
TEXHOJOTTYHUX 3MiH 1 MOJETIy€e MATPUMKY MPOTATOM 0ararbox pokis.

Bonnouac el migxig mae 1 meBHI ckiagHomi. [{ns #ioro ycmimiHOro
BIIPOBA/PKEHHSI HEOOX1IHO BUTPUMYBATH CYBOPY MAHUCIMIUIIHY TMPOEKTYBaHHS,
norpumyBaruch npunHnumB SOLID 1 perenbHO BU3HAYaTH MEXI MDK IIapaMu.
HanMipHa KiIbKICTh aOCTPAKITIA MOXKE YCKIIATHUTH PO3POOKY HEBEIIMKHUX MIPOEKTIB,
e muOoka ImapoBa CTpykTypa He € BumpasaaHoto. Tomy Clean Architecture
HaWKpalIlle MiIX0AUTh JIJIs CEPEIHIX 1 BEIMKUX MPOEKTIB, SK1 Mepea0adaroTh TPUBAITY
HiATPUMKY, OHOBJIEHHSI T2 MOXKIIUBICTh PO3IIUPEHHS.

Jlns Unity Clean Architecture yacto peanizyeTbesi y noeiHaHH1 3 Scriptable
Object Architecture abo Momi€BO-OpIEHTOBAHMMH CHCTEMaMH, IO 3a0€3MeUyIOTh
nepefady AaHUX MDK IIapaMy 0€3 MOpyLIEHHS TPUHIUITY 1HBEPCIi 3a1eKHOCTEeH. Y
TaKiil KOMO1HaIli BHYTPIIIHS JIOTIKA TPU ONUCY€ThCs 3BUYaiiHuMu C#-kitacamu, a

3oBHimIHIN map Unity BucTymae e sik 3aci0 Bizyasisailii, 1o pearye Ha mojii abo



3MIHH JaHUX. TaKUM YMHOM, «9HUCTa» apXITEKTypa CTA€ apXiTEKTypPHUM KapKacoM,
SAKUW TapaHTy€e CTPYKTYPHY UITICHICTh 1 CTaOUIBHICTH ITPOBOTO 3aCTOCYHKY B

JIOBIOCTPOKOBIM MEPCTICKTUBI.

1.3 Bubip cepenosuina po3poOku (IrpoBOro pyiiisi) AJIsl peajizaliii irpoBoro

3aCTOCYHKY

VY mporieci CTBOPEHHS IrPOBOIO 3aCTOCYHKY OJHHUM 13 KJIIOYOBUX €TaliB €
BUOIp cepeAoBUILa PO3poOKH, ad0 K IrpOBOTO pyllid (game engine), SK1Uil BU3HaUae
TEXHOJIOTIYHY 0a3y, apXiTeKTypHI MOMJIMBOCTI, MPOAYKTUBHICTh Ta THYYKICTh
MaiOyTHBOTO TPOEKTY. BiJ MpaBUIBHOCTI IIbOTO BUOOPY 3aJICIKUThH HE JIUIIIE SIKICTh
KIHIICBOTO MPOAYKTY, a ¥ €()EeKTUBHICTb CaMOTO IMPOIECY PO3POOKH, MOKIUBOCTI
TECTyBaHHS, MATPUMKHU Ta MacIITaOyBaHHS CUCTEMHU.

IrpoBuit pymiii — 1€ KOMIUIEKCHE MPOTPAMHE CEpeoBHINE, sike 00’ €IHY€
HaOlp 1HCTpPyMEHTIB, Oi10J10TEK Ta TEXHOJOTIH, MPU3HAYEHUX 11 CTBOPEHHS
IHTEPAKTUBHUX I'pa(IuHMUX 3aCTOCYHKIB 1 Bifeoirop. Bin 3a0e3neuye poboTy Takux
OCHOBHMX ITIJICUCTEM, SIK:

— rpadiununii pywii (rendering engine) — BiAnoBiae 3a BinoopakenHs 2D Ta
3D-rpadiku, aHimMaIio, OCBITJICHHS i TiHI;

— ¢i3uuHuil pymrii (physics engine) — peamizye CUMYISAIII0 PyXy, KOMi3iH,
rpaBiTarii Ta iHIuX QI3UIHIX B3a€EMOJIIN;

— ayziiocucTeMa — o0po0IIsie My3HKY, 3BYKOB1 €(DEKTH, POCTOPOBE 3BYUAHHS;

— CHCTeMa BBEJICHHS/BUBEJICHHS — 3a0e3neuye oOpoOKy il KopucTyBada
(knaBiaTtypa, MUIlla, TeMMIan);

— CKpMIITMHIOBA TMiJICUCTEMa — HAJa€ 1HCTPYMEHTH [JIsi MporpamMyBaHHS
JIOTIKH TPH;

— PpENaKTOp CLEH 1 aKTUBIB — JO03BOJISIE CTBOPIOBATH IrpoBi 00 €KTH,
cepenoBuIIa, PiBHI;

— cucteMa noOynoBu npoekty (build system) — 311iiCHIOE €KCTIOPT TpU i

pi3HI mIaThOpMHU.



3aBIsIKM KOMIUIEKCHOCTI ITMX 1HCTPYMEHTIB ITPOBUU PYIIi BUKOHYE POJIb
IHTETPOBAHOTO CEPEIOBHINA PO3POOKU ITPOBOTO MPOIECY, 3HAYHO CIPOIIYIOUYH
peainizalililo HaBiTh CKJIQJIHHX CIEHapiiB, (GI3UYHUX CHUMYJIALIA 1 Bi3yallbHUX
e(eKTiB.

Unity — 11e 0JIMH 13 HAUNOMYJSAPHIIIUX Y CBITI IFPOBUX PYIIIiB, pO3pO0OICHUI
xommaniero Unity Technologies i Bmepure mpencraBnenuii y 2005 pomi. Moro
TOJIOBHA OCOOJIMBICTh TOJSATAE Y KOMIIOHEHTHO-OPIEHTOBAHIA apXiTEKTypl Ta
MOTYKHOMY BI3yaJlbHOMY PE€AaKTOpi, SIKl JO3BOJISIOTH CTBOPIOBATH 1HTEPAKTHBHI
Irpy Ta CUMYJISIIL TPAKTUYHO Oyab-skoi ckiiagHoCTl. Unity miaATpUMy€e po3poOKy
mutst 6imbm HiX 25 miatdopm, cepen skux Windows, macOS, Linux, Android, 10S,
WebGL, PlayStation, Xbox, Nintendo Switch Ta iHm, O poOUTH HOrO
yHIBEpCAIbHUM CEPEIOBUIIEM JI KPOCIUIAT(HOPMHUX TIPOEKTIB.

Pymriit Hajjae po3poOHUKY MOBHUI HAO1p THCTPYMEHTIB /I CTBOPEHHS siK 2D,
Tak 1 3D-irop, 30Kpema:

— penakTop ciieH 1 npedadis;

— iHTerpoBany miaTpuMky ¢izuku (Box2D, PhysX);

— CUCTEMY YaCTHHOK 1 Bi3yaJbHUX €()EKTIB;

— 3acobu animarili (Animator, Animation Graph);

— MOZYJb OCBITJICHHS, KAMEPHU Ta OCTOOPOOKH;

— IHTETpaIlilo 31 CKPUNTOBOIO MOBOIO C#, sika € OCHOBHOIO MOBOIO pO3POOKH
JIOT1KH TPOEKTIB;

— MOXKJIMBICTh MIAKIIOYEHHS 30BHIIIHIX O10J10TE€K, IAKETIB 1 BJIACHHUX
monyniB yepe3 Unity Package Manager;

— IHCTPYMEHTH JjIsl TpodiTroBaHHs, Je0ary Ta onTuMiszallii MpoayKTUBHOCTI.

Unity akTUBHO MIATPUMY€E KOHIIETIIIFO IIIBUJIKOT ITEPATUBHOT PO3POOKHU, TOOTO
3MIHM y MPOEKTI MO)KHA MUTTEBO TECTYBAaTH 0€3 MOBHOIO MEPEKOMIIUIIOBAHHS, 1110
3HAYHO MPHUIIBUIIIYE UK CTBOPESHHS 1 TECTYBaHHS irop.

Bu0ip came Unity sk cepenoBula peanizailii IpOEKTY 00yMOBIEHUN HU3KOIO

TEXHIYHUX, APXITEKTYPHUX 1 MPAKTUYHUX MEPEBar, 110 poOIATh HOT0 ONTUMAJIbHUM



pIIICHHSIM ISl CTBOPEHHS MOMYJIBHOI apXITEKTypH IrpOBOTO 3aCTOCYHKY Ta
peadmizaiii teMoHcTpartliitHoi rpu xxanpy Top-Down RPG.

Unity 6a3yeThcst Ha THY4Kil cuctemi GameObject— Component, 1110 103BoJIsI€
OyayBaTu CKJIaaHI iepapxii 00’€KTIB 1 JoJaBaTH 10 HUX (PYHKIIOHAJIBHICTh Yepe3
HE3aJIeKHI KOMMOHEHTHU. lle MOBHICTIO Y3rOMKYEThCS 3 17€€I0 MOIYIBHOCTI
apXITEKTYpPH, sIKa JISKUTh B OCHOBI TeMHU poOoTH. Takox Unity HaTUBHO MIATPUMYE
BukopuctanHs ScriptableObject, mo 103BoONsIE peanizyBaTd HU3BKO 3B’SI3aHY
MOJYJIbHY apXITEKTYpY, € 1aHl, MOJ1i i KOH]Iryparii iCHyr0Tb OKPEMO BIJl I'POBUX
o0’extiB. Lle 3abe3neuye mpocToTy MaciiTaOyBaHHs, IMOBTOPHE BUKOPHCTAHHS
MOJIYMIB 1 JIETKEe HalarokeHHs cucreMu. Buxopuctanus C# sk OCHOBHOI MOBHU
nmporpaMmyBaHHsS 3a0e3nedye 00’ €KTHO-OPIEHTOBAHMM MiAX1M 10 IPOEKTYBAHHS,
JOCTYIl JI0 IIUPOKOi eKOCHCTeMH O10710TeK, BHUCOKY YHTAOCNIBHICTHh KOJy Ta
MOXKJIMBICTh JIETKOI 1HTerpamii 3 30BHIIIHIMH 1HCTpyMeHTamMu. Kpim 1poro,
Boynosanuii penakrop Unity 103BoJIsi€ HE JIUIIIE PO3MIILYBAaTH 00’ €KTH Yy CIIEHI, alie
1 B3a€MOJIIATH 3 apXITEKTYpPHUMH €J1€MEHTaMH, HAJIAIITOBYIOUH JIOTIKY I'PH Ha PIBHI
iHCciekTopa 0e3 3MmiHu komy. lle cmpormnye peasnizaiiio MiIXOAIB, /i€ MOBEIIHKA
BU3HAYAETHCS JTAHUMHU.

Pymiiii no3Bossie exkcropTyBaTv TOTOBHH NPOAYKT Ha pi3HI onepauiiHi
CUCTEMH Ta MPUCTPOi 0e3 HEeOoOX1THOCTI CyTTEBOI nepepoOku kony. Lle BiakpuBae
MOYKJTMBICTD TTOJIATIBIIIOTO PO3BUTKY MPOEKTY B HAMPsiMi MOOLTEHUX a00 BEO-BEPCIid.

Taxum unaOM, BUO1p Unity ik cepeaoBHina po3poOKH € JIOTTYHUM 1 TEXHIYHO
OOTpYHTOBAHUM PIIIECHHSIM. Moro MOXIMBOCTI MOBHICTIO BiANOBiNAIOTH LiISAM
pobotn — peamizamii MOIYJIBHOI apXITEKTypH IrPOBOTO  3aCTOCYHKY 3
BUKOpHUCTaHHsIM Scriptable Object Architecture, sika 3a0e3neuye HU3bKY 3B’ S13aHICTh

KOMITOHEHTIB, BUCOKY THYUYKICTh Ta MPOCTOTY MOAANBIIOI MATPUMKH.

1.4 TTocTaHOBKa 3a1a41 JOCIIIKEHHS

BpaxoByroun pe3yapTarv aHajizy MpPeIMETHOI 007acTi, JOCTIHKCHHS

ICHYIOUMX apXITEeKTypHUX IMIAXOAIB Ta BHUOIp cepemoBHUIla PO3POOKH, MOXKHA



chopmyroBaTH MOCTAHOBKY 3amaqi JTAHOTO JIOCJT1 JKEHHSI.
MeTtor0 poboTu € po3podKa MOAYIBHOI apXITEeKTYpH IrPOBOTO 3aCTOCYHKY Ha 0a3i
apxitekrypHoro mabiony Scriptable Object Architecture (SOA), mo 3a0e3neyuTh
THYYKICTb, MacIITa0OBAaHICTh Ta 3HWIKEHHSI 3B’SI3aHOCTI KOMIIOHEHTIB Y MeXax
pyuris Unity.

CydacHi IrpOBi CHCTEMH CKJIQJAIOThCS 3 BEIUKOI KUIBKOCTI MIJACUCTEM —
YOPAaBIIHHA TMEPCOHaXeM, OOWOBUX MEXaHIK, IHBEHTAPI, KOPHUCTYBALIBKOTO
1HTEpPeiicy, cucteMu 30epeKeHHs, JlajoriB Towo. TpaauiiiiHa apXiTeKTypa,
noOy/Zi0BaHa Ha MpsMUX 3B’s3kax MK 00’ekramu (reference-based architecture),
OPU3BOAUTH O CHJIBHOI 3B S3aHOCTI KOAY, IIO YCKJIAQJHIOE HOTO TECTYBaHHS,
MOBTOPHE BUKOPUCTAHHS Ta PO3ITUPECHHS.

JIJist ycyHEeHHS 1uX npooeM y JOCIIHKEHH] CTaBUTHCS 3aBAaHHS PO3POOUTH
MOJTyJIbHY apXITEKTYpY, B sIKii OKpeMi1 KOMIOHEHTH I'pu (HYHKIIIOHYIOTh aBTOHOMHO,
O0OMIHIOIOUHCH 1H(POPMAITIEIO Yepe3 TTOIIER] KaHaJM, 3MIHHI IaHUX 1 KOH(ITypaiiitHi
00’extu. OCHOBHa 171es oJisirae y BUKopucTanHi ScriptableObject sik HeHTpaJIbHOTO
eJIEMEHTa YIIPaBJIiHHS JaHUMHU, MTO/IISIMU Ta B3aEMOJIIEI0 MK CUCTEMaMU TPH.

3aranbHa TOCTAaHOBKAa 3a/Jadyl MOJISITAa€ Yy CTBOPEHHI TaKOi apXiTEKTYypHOI
MOJIENI, SKa:

— 3a0e3MeunTh MiHIMaIbHY 3B’ A3aHICTh MK OKPEMUMHU MOJYIISIMH;

— JIO3BOJIUTh THYYKO MacITaOyBaTH CUCTEMY 3a PaXyHOK JOJJaBaHHS HOBUX
(byHKITIOHAIBHUX OJIOKIB 0€3 3MIHU ICHYIOUHX;

— TMATPUMYBaTUME TO/1I€BO-OPIEHTOBAHY B3a€MOJIII0 MK KOMITIOHEHTaMU;

— 3a0e3MeunTh 3pPYYHICTh HAJIArOHPKEHHS 1 IOBTOPHOTO BHUKOPHCTAHHS
aApXITEeKTypHHUX pIllIeHb Y MaOyTHIX MPOEKTAX.

VY xomi pobotu mependadaeTbCs peaiizailisi HU3KH €TaliB, KOXKEH 3 SKHUX
CIpSIMOBAHUH HA MOCTYIIOBE JIOCATHEHHS MOCTABICHOI METH:

— JOCHIKeHHsT TeopeTuuHux 3acan Scriptable Object Architecture (SOA):
BU3HAUCHHS OCHOBHUX MPUHIMIIB Ta Mojenel ii 3actocyBanHs y Unity. AHani3
ICHYIOYMX TMPAKTUK PO3AUICHHS JIaHUX 1 JIOTIKH, 30KpeMa BHUKOPUCTAHHS

ScriptableObject s ynpapiiHHS MOAISIMH, CTaHAMHU, TTaApaMEeTPaMH ITPOBOTO CBITY;



— MPOEKTYBAHHS MOAYJIBHOI apXITEKTypH IrPOBOTO 3aCTOCYHKY: DOpMyBaHHS
CTPYKTYPHOI CXEMH, IO BiJloOpaka€ B3a€EMOII0 OCHOBHHMX MOJIYIIB CHCTEMH —
yOpaBIiHHSA TIepcoHa)xeM, iHTepdeiicy, 1HBeHTapro, OOWOBOI CHCTEMH, JIOTIKU
piBHIB. Bu3HaueHHs KaHaJIIB KOMYHIKalii MDK MOJYJISIMH Ha OCHOBI
ScriptableObject-3MiIHHMX Ta MOAIEBUX KaHAIB;

— BUOIp THCTPYMEHTIB 1 CEpeIOBUIIA PO3POOKHU: JUIsl peatizallii apXiTeKTypH
BUKOPUCTOBY€TbCs  IrpoBuid  pymid  Unity, 1o DIATPUMYE KOMIIOHEHTHO-
OpiIEHTOBaHWH miaxij 1 mMae BOymoBaHWU MexaHi3M poOotu 31 ScriptableObject.
OcHoBHa MoBa mnporpamyBaHHsi — C#, OCKUIbKM BOHa 3a0e3redye MiITPUMKY
00’ €KTHO-OPIEHTOBAHMX 1 TOIIEBUX MAPAJUTM IIPOTPAMYBaHHS.

— peamizamisi JIEMOHCTPAIliIHHOTO IrPOBOTO 3aCTOCYHKY: Ha OCHOBI
PO3pOOIIEHOT apXITEKTYpH CTBOpIoeThes mpukiaa 2D-rpu xanpy Top-Down RPG,
KU BUCTYTMAE EKCTIEPUMEHTAIBHOIO TIIATHOPMOIO JIJIsl IEPEBIPKHU MPAIe3AaTHOCTI
apxXiTekTypHoro pimeHHs. ['pa Mae mictuTr 0a30B1 MOYJIl — MEpeCcyBaHHs, 00HOBY
cuctemy, inTepdenic KopucTyBaua, IHBEHTap Ta MEXaHI3M 30€peKeHHs [TPOrpecy;

— mepeBipka e(PEeKTUBHOCTI PO3pOOJIEHOT apXITEKTypH: Ha 3aBEepUIaAIbHOMY
eTamni 3IMCHIOETBCS aHalli3 mepeBar po3po0JeHOi CHCTEMH Yy TMOPIBHSAHHI 3
TpaAULIITHUMU apXITEKTypamu, OLIHIOKOTHCS napamMeTpu THYYKOCTI,
MacmTabOBaHOCTI, MOIYJIBHOCTI, & TAKOX IPOCTOTa BHECEHHS 3MIH 1 IIOBTOPHOIO
BUKOPUCTAHHS KOMIIOHEHTIB.

VY pe3ynbrari BAKOHAHHS JJOCTIIKEHHS OYIKYETHCSI CTBOPEHHS YHIBEPCAIBHOT
MOJTYJBHOT apXITEKTYyPH, MPUIAATHOI JIJIs1 TOJATIBIIIOTO0 BUKOPUCTAHHS TIPH pO3pOo0IIi
PI3HMX THUIIB IrPOBUX 3acTOCyHKIB Ha Unity. Bona noBunHna:

— 3a0e31e4yBaTy HU3bKUN PIBEHB 3B’ SI3aHOCTI MIXK MOIYJISIMU;

— MIATPUMYBATU TUHAMIYHY KOH(Irypalliro MOBEIIHKU TPU Yepe3 JaHi;

— OyTu MacmTaboBaHOIO Ta TOBTOPHO BUKOPUCTOBYBAHOIO.



2 PO3POBKA APXITEKTYPU II'POBOI'O 3ACTOCYHKY JIJIA
BUPIIIEHHA 3AJTAYI

2.1 Po3pob6ka (pyHKITIOHATEHUX BUMOT

Po3pobka MomyapHOT apXiTEKTYpH irpOBOTO 3aCTOCYHKY MOTPeOy€e CTBOPEHHS
YITKOI METOJO0JIOTI, fKa OIUCYE CTPYKTYpY CHUCTEMH, B3a€MO3B’SI3KH MDK Il
KOMIIOHEHTaMM, A  TakoXK  3aco0M  peaiizaiii  KOXXHOTO  €JIEMEHTA.
[Tin iHdQOpPMAIIITHOIO TEXHOJIOTIEI0 B KOHTEKCTI 1€l poOOTH PO3yMIETHCS
CYKYIIHICTh METO[IB, apXITEKTypHUX PIllIeHb, MPOrpaMHUX 3ac00IB 1 TPOIECIB
B3a€MOIii, 110 3a0e3neuyoTh epekTuBHE (DYHKIIIOHYBAaHHS MOJYJIbHOI CTPYKTYPH
TpU.

OcHoBy TexHonorii ckiamae Scriptable Object Architecture (SOA) —
apXITEeKTypHUI 111a0JI0H, OPIEHTOBAHUM Ha PO3JIJICHHSI TaHUX, JIOT1KUA Ta B3aEMOJIIN
MIXK CHUCTEMaMH yepes MO/11€BO-OPIEHTOBAHY MO/JI€JIb.
BnpoBamkeHHs 1i€i apXITEKTypH JO3BOJISIE MIHIMI3YyBaTHU OPsIMi 3aJI€KHOCTI MIXK
o0’exTaMy Ta 3a0€3MeYUTH MacCIITAa0OBAHICTh T'PU 33 PAXyHOK BUKOPUCTAHHS
smigHUX ScriptableObject, momieBux kanamiB (Event Channels) Ta momympHHX
KoH(pITyparii.

MeTor0 1BOTO €Tamy € 4YiTKe BU3HAYCHHsS (PYHKIIIOHAJIBHUX OOOB’S3KIB,
3B’SI3KIB Ta B3a€EMOJIIN MK KOMIIOHEHTaMH CHCTEMH, 1110 3a0€3MeUyI0Th ¢()eKTHBHE
(GYHKIIIOHYBaHHS IrPOBOTO 3aCTOCYHKY >kaHpy Top-Down RPG, peanizoBanoro y
cepenoBuili Unity 3 BUKOPUCTAHHSIM apxXITEKTypHOTO madnony Scriptable Object
Architecture (SOA).

Metogonoris IDEFO BUKOPUCTOBYEThCS JJii MOJEIIOBAHHSA CTPYKTYpPH
CKJIQJJHUX CUCTEM Ta OMHUCY (PYHKI[IOHAJIBbHUX MPOILECIB y BUIVISAII 1€pAPXIUHUX
MoJIesIeH, SIK1 BIIOOpa)karoTh B3a€MO3B’SI3KM MIXK BXIJHUMU JTaHUMH, KEPYIOUMMHU
BIUIMBAMHU, MeEXaHI3MaMM peai3alili Ta pe3yJapTaraMu AISUIBHOCTI CHCTEMH.

Ieii miaxix AO3BOJIIE CUCTEMHO OMHUCATH HE JIMIIE MPOTPaMHY apXiTeKTypy, a U



(GYHKITIOHAIBHI POJTi KOKHOTO KOMITOHEHTA, 110 OCOOJIMBO aKTyaJIbHO TIPH MTOOYI0B1
MOJYJIBHUX ITPOBUX CHCTEM, JI€ BAXKJIMBO 3a0€3MEYUTH CIIa0Ky 3B’ S3aHICTh 1 YIiTKE
PO3MEKyBaHHS 000B’SI3KIB MK MiJICUCTEMaMH.

Y KOHTEKCTI PO3pOOKH apXiTEKTypH IrPOBOTO 3aCTOCYHKY METOJOJIOT1s
IDEFO nae 3mory:

— ¢opmanizyBaT CTPYKTYpy GYHKIIA 1 B3aeMOIid MK ITPOBUMHU
nigcucreMamu (KepyBaHHsI MepcoHa)keM, OoMoBa cUCTeMa, 1HBEHTap, 1HTepdeic
KOpPHUCTyBaua, cucTeMa 30€peKeHHsI TOIIIO);

— BU3HAQUUTH TOTOKHM JAHUX MIXK KOMIIOHEHTaMH, SIKI PEalli3ylOThCsl 4Yepes
noxiesi kanamu (Event Channels) 1 3minni ScriptableObject.

Metononoris IDEFO 06a3syeTbcsi Ha mpencTaBieHHI CUCTEMH Y BUIIISIIL
byHKIIIOHAIBHUX OJIOKIB, KOXKEH 3 SKUX BioOpakae okpemy (yHKIIF0 abo mpoliec.
Mix 6710KaMU BCTAHOBITIOIOTHCSI CTPUTKH 3B SI3KY, K1 TO3HAYAIOTh:

— BxiH1 moToku (Input) — naHi, pecypcu abo moii, o HaIXOAITh Y CUCTEMY
JU1s1 00pOOKU;

— BuxigHi notoku (Output) — pesynpraru (yHKLUIOHYBaHHS CUCTEMHU abo
CTBOPIOBaHI HEIO JIaHi;

— kepytoui nmotoku (Control) — mpaBuiia, 0OMexxeHHs1 a00 30BHIIIHI BIUIMBH,
110 PETYTIOIOTh BUKOHAHHS (DYHKIIIH;

— wmexanidvMu (Mechanism) — iHCcTpymeHTH, 3acoOu abo pecypcH, sKi
3a0e31euyoTh BUKOHAHHS (DyHKITIH.

Buxopuctanuss IDEFO0 y po3poOmi irpoBoi apXiTeKTypH 03BOJISIE
Bi3yalli3yBaTH JIOTIYHY CTPYKTYpPy 3aCTOCYHKY Ta IMPOJEMOHCTPYBaTH, SIK Pi3HI
MiACUCTEMU  B3a€EMOJIIOTH Y  MEXaxX  €IMHOI  MOAYJIbHOI  CHUCTEMH.
Koxxen G510k Ha JiarpamMi penpe3eHTye MeBHUM acnekT poOOTH T'pu — BiJ 00poOKH
JII KOPUCTYBaua JI0 OHOBJICHHSI CTaHIB 1 BJJOOpa)KeHHsI Pe3yJbTaTiB y rpadiuHoMy
iHTEpPeEiici.

Ha ocnoBi monenmtoBanHs IDEF0O Bu3zHaueHO (yHKIIOHAIbHI BUMOTH 0

cucremu. L{i BUMOTrH BpaxoBYIOTh OCHOBHI (PyHKIIIi I'pH, B3a€EMOJIIO 3 TPaBIEM,



JIOTIKYy TeHMIICIO Ta 1HII KITFOY0B1 aCIIEKTH pO3pOOTIOBAHOTO IrPOBOTO 3aCTOCYHKY.

Po3po0bneni niarpamu 300paxxeHO Ha pucyHkax 2.1-2.5 HiK4e.
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Ha  kourekctHii  miarpami  (A-0) mogaHo  y3arajibHEHy  MOJIENb
(YHKIIOHYBaHHS IrpoBOTO 3aCTOCYHKY  JKaHpy Top-Down  RPG.
BxigHumMu maHuMu BUCTYTAIOTH JTii KOPUCTYyBada Ta peCypcH rpH (CIpanT, ClIeHH,
CKpUNTH, KOHpIrypariiiui (aitnu), 1Mo BUKOPUCTOBYIOTHCA s (HOpMyBaHHS
ITPOBOTO CBITY.

KepyBanHs 3MIHCHIOETBCS 3TIIHO 3 TIpaBUJIaMU TPpU Ta I1HCTPYKIISIMHU
KOpUCTyBada. Y pOJl MEXaHI3MIB peaii3aiii (QYHKII BHUCTyHae MporpamHe
3abe3neuenHs Unity Ta apxitexkTypHuil 1mabimoH Scriptable Object Architecture
(SOA), saxuit 3a6e3reuye MOAYIbHY CTPYKTYPY Ta MOAIEBY B3a€EMOJIIIO IMiJICUCTEM.
PesynbraTtoM poboTu cuctemu € c(hopMOBaHUI ITPOBUH CBIT, apTe(dakTH, IHTEphEic
KOpPUCTYyBaya Ta OHOBJIEHI JIaHl PO IrPOBUX 1 HEIrPOBUX MEPCOHAXKIB.

Ha niarpami nexommnosuilii (A0) mogano (QpyHKIIOHATBbHY MOJEIb IIPOBOIO
3aCTOCYHKY, TOOYTOBaHOTO 3 BUKOPHUCTAHHIM apXiTeKTypHOTo 11abiony Scriptable

Object Architecture (SOA).



Koxxen 610k miarpaMu BiATIOBIIa€ OKPEMOMY MOIYITIO apXITEKTYPH: MOYJTIO
iHTEpdEiicy KOpUCTyBaya, MOIYJIIO IrPOBOTO CBITY Ta MOIYJIO i MEPCOHAXIB.
B3aemogis Mmixk MomyisiMu 3niicHIOEThCS yepes nofieBi kaHamu (Event Channels) 1
3miHH1 ScriptableObject, mo 3a0e3neduye HU3bKY 3B’S3aHICTb KOMIIOHEHTIB 1
IHYYKICTh CUCTEMH.

BxigHumMu naHuMu € il KOpUcTyBauya Ta 1IrpoBl pecypcH (CHpaiTu, CLICHH,
3BYKM TOULIO), KEPYBAHHs 3/I1MCHIOETbCSA HAa OCHOBI MpaBWJ TPU Ta IHCTPYKLIN
KOpPHUCTYBaua.

MexaHi3mamu peainizanii GyHKIIH BUCTYNAIOTh NpPOrpaMHe 3a0e3MeueHHs
Unity Ta apxiTextypHuii mabdiaon SOA.

Buxignumu nannmu € copMoBaHUM IrpoBHil CBIT, apTedakTh, iHTEpdeiic, a
TaKOXX JIaH1 PO CTaH IrPOBUX Ta HEITPOBUX MEPCOHAXKIB.

Ha niarpami Al mpencraBieHo aeranizaliifo poOOTH MOAY/s iHTepdeuncy
KOPUCTYBa4a, SIKAA peandi3oBaHO 3a JOMOMOIOI apXITEKTYPHOrO IIabJoHY
Scriptable Object Architecture (SOA).

Jlo ckmamy MoOAyms BXOASTh TPU MIAMOMYJi: HaJlAIITyBaHHS TpH,
BHYTPIIIHbOITPOBHI iHTEepdeic Ta 1HBEHTap IpaBLL.
Koxen 3 Hux peanizye okpemy miadyskiito Ul-cuctemu Ta B3aeMoi€e 3 THIIUMU
enementamu uepe3 moxieBi kanamu (Event Channels) ta mani ScriptableObject
(marmpukiaz, SettingsSO, PlayerStateSO, InventorySO).

Takuii miaxig A03BONSE JOCATTH CIIa0KOi 3B’SI3aHOCTI MK MOIYIISIMH,
CIIPOIILYy€ OHOBIIGHHS OKPEMHUX €JIEMEHTIB 1HTep(deiicy Ta 3a0e3neuye MOKIUBICTh
MOBTOPHOTO BUKOPUCTAHHSI KOMITOHEHTIB.

BxinHumu panumMu 118 MOAyssl € pecypcu iHTepdeiicy (cmpaiiTu, aymio,
CIIEHM) Ta OMIli KOPUCTyBadya, a BUXITHUMH — copMoBaHuii iHTepdeiic, momii
B3a€MO/II1 Ta JiaH1 IHBEHTAaPIO.

Ha niarpami A2 300pa)k€HO JEKOMIIO3UIII0 MOIYJS IFPOBOTO CBITY, SIKHM
3a0e3neuye  3aBaHTAXXCHHsS, OHOBJIEHHA Ta pEaKUll0 CEepelAOBHILA TIpU.

B3aemoniss Mix migMomylsiMu pealizyeTbes 3a gomoMororo Scriptable Object



Architecture, me 00’ekTm Tpu, IXHIM CTaH Ta TOAIl TPENCTABICHI Yy BUIIISAII
ScriptableObject-3MiHHUX 1 TTOTIEBUX KaHAIIB.

[linmMonyne “YmpaBninHs 00’ekTaMu CBITY” (OpMye TMEpeiK aKTUBHUX
CyTHOCTeH 1 mepenae horo mo miamonyis “Komisii Tta (izuuHi B3aeMofii”, SKul
00po06isie 31TKHEHHS 1 reHepye moxAil. L1 moaii HagxoasaTe no miamonyis “CraH
CBITYy Ta TPUTre€pU OTOUEHHA , 110 OHOBIIOE MOOAIBHUIA CTaH Cepe/loBUIIA Ta
IHILIIOE TONaNbLIl peakmii rpu (BIAKPUTTSA ABEPEH, aKTHUBALIIO MACTOK, 3MIHY
00CTaHOBKH TOIIIO).

Takuil miaxig a03BoJisie MOOYAyBaTH MOAYJIbHY apXITEKTYpy 3 HHU3bKUM
piBHEM 3B’SI3HOCTI, IO CTIPOIIYE POMIUPEHHS Ta TECTYBAHHS CHCTEMH.

Ha miarpami A3 mokaszaHo CTpyKTypy MOIYJIS A1l IEPCOHAXKIB, IKUI peaizye
B3aemozito rpasilt Ta NPC 3 irpoBUM cepeoBHILIEM.

bnox «IHTeprperaris nii rpaBis» BIANOBIAAE 32 MPUHOM 1 0OpOOKY Mo
BiJl CHCTEMH BBOJY Ta KOPHCTYBalIbKOTO I1HTEpQEHCy, HOPMAI3YyIOuu iX [0
yHiikoBaHoro ¢dopmary komaHa (Move, Attack, Interact). Ili xomanau
nepeaaroTbes yepes Scriptable Object Event Channels 10 BiANOBITHUX MiIMOIY/TIB
— «Pyx 1 HaBirauis nepconaxa» ta «boiioBa cuctemay.

Monyns «IloBeninka NPC» ¢dopMye peakuii HEIrpoBUX NEPCOHAXKIB,
CTBOPIOIOUM BJIACHI MOAIi JiM (araka, yXWJICHHs, BT€Ya) Ta HAJCUJIAIOYU iX JI0
001i0BO1 cuctemMu. TakuM YHHOM, apXiTEKTypa 3a0e3nedye CHUIbHUN MeXaHi3M
B3a€MOJIIT I BCIX areHTIB I'PH — K KEPOBAHUX T'PABIEM, TaK 1 aBTOMATUYHHUX.

IToxii 0OpOONSIIOTECSI  ACHHXPOHHO, 0€3 TpsSMOi  3aJIEKHOCTI  MIXK
KOMIIOHEHTaMH, 10 3a0e3rneuye HHU3bKY 3B S3aHICTh 1 MOAYJIBHICTH CHUCTEMH,

BiJIMOB1IHO 710 ipuHIKIIB Scriptable Object Architecture.

2.2 Po3poOka Mojieni MOTOKIB JJaHUX CUCTEMHU

Po3pobOka apXiTeKTypu CydyacCHHMX ITPOBHUX 3aCTOCYHKIB mepei0adyae He JUIIe

BU3HAYEHHS CTPYKTYpU MPOTPAMHUX MOJYITIB 4 BHOIp IIaOIIOHIB MPOEKTYBAHHS,

aie u ACTAaJIbHC MOJCIOBAHHSA ITOTOKIB JaHUX, K1 MUPKYJIOTH Y MCKaX CUCTCMU



i yac poOdotu rpu. Y Bifieoirpax gaHi € OCHOBOIO YCIX BHYTPIIIHIX MPOIECIB — BiJl
1HIIMam3amii CIIeH! Ta 3aBaHTaKEHHs PIBHS J10 OOpOOKH B3a€EMOIN MEPCOHAXKIB,
pob6otu inBeHTaps, NPC-noriku ta 36epexeHHs nporpecy. Tomy moOymoBa aiarpamu
norokiB gaHux (DFD) e BaxxnuBuM etanoM y (GopMyBaHHI LIJTICHOTO PO3YyMIHHS
B3a€MO/111 KOMITOHEHTIB 1 MIITBEP/KEHHS KOPEKTHOCT1 pO3pOOJICHOT apXITEKTYPH.

DFD (Data Flow Diagram) — 1e rpadiuauii MeTol MOJEIIOBAHHS, KU
J03BOJISIE Bi3yallbHO MPEACTaBUTH pyX 1H(OpMaIllii MK MpoliecaMu, 30BHIIIHIMU
CYTHOCTSIMH Ta cxoBUIIaMu AaHuX y cuctemi. Ha Binminy Bix IDEFO, skuii onucye
¢yHkuii Ta ix npusHadeHHs, DFD KOHLIEHTpyeTbCcs came Ha TOMY, SIKI JaHi
TeHEPYIOThCS, OOpPOOISIOTHCS Ta MEPEAArOThCS MK JIOTIYHUMH KOMITOHEHTaMHU.
Takmif miaXiag J03BOJISE YITKO BigoOpasuTu iH(pOpMAaIiitHi 3a71eKHOCTI, OIIHUTH
KOPEKTHICTb OOMIHY JaHUMHU MDK MOAYJISIMHU, BUSBUTH AyOIrOBaHHS ab0 HaIMIpHI
3B’SI3KM, a TaKoXK IMIATBEPAWTH  BIAMOBIIHICTh apXITEKTYpPH MPUHIUIIAM
CTPYKTYPHOCTI1, MOAYJIBHOCTI Ta CJIA0KO1 3B’ SI3aHOCTI.

VY koHTekcTl AaHoi kBamidikauiitHoi podotu DFD-miarpama Bigirpae posb
IHCTPYMEHTY, LIO0 JIEMOHCTPY€ JIOTIYHY MOJeNb 1H(OpMAIIiHUX TMOTOKIB Yy
JEMOHCTpAIlIfHOMY ITPOBOMY 3aCTOCYHKY, MOOYyJIOBaHOMY 3a MpHUHIMIAMU
Scriptable Object Architecture. Ockiibku SOA nependauae iCHyBaHHS HE3AJIEKHUX
MOJIYJIIB, IO B3a€EMOJIIIOTH Mixk c00010 uepe3 Jani Ta noaii, DFD no3Bossie HaouHO
MOKa3aTH, SKi caMe JaHl HIUPKYIIOIOTh MDK IIJICHCTEMaMU TpH: 1HTepdercoMm,
ITPOBUM CBITOM, CHCTEMaMH i TEpPCOHaXIB, 0azamu 30epexeHb, (anIoBUMHU
pecypcamu Ta eJIeMEHTaMH OTOYEHHS.

OcnogHi enemenTr DFD BKTI04atOTh:

— MPOIIECH — JIOT14HI I YK orepallii, siki BAKOHYIOTbh 00pOOKY JaHux (Harmp.,
3aBaHTaKEHHsI TpU, 00poOKa it rpasiist, oHoBIeHH NPC);

— MOTOKHM JIaHUX — CTPUIKH, IO MOKa3ylTh HANpPSAM pyXy 1HQOpMamii Mix
poIleCaMH, CXOBUIIIAMHU Ta 30BHIIIHIMHU CYTHOCTSIMU;

— cxoBunla aanux (Data Stores) — BHyTpilIH1 Jpkepena abo npuiiMadil T1aHuX,

Taki K Qaitnu 30epexennb, 6aza NPC, cTpykrypa piBHS;



— 30BHINIHI CYTHOCTI — OO’€KTHM TO3a CHCTEMOIO, IO IHIIIIOITH abo

OTpUMYIOTH 1H(OpMaIlito (HAapUKIIaI, TPaBellhb SK KOPUCTYBau CUCTEMU).

Po3pobnena niarpamMa 103BOJII€ TIPEACTABUTH JIOTIKY B3a€MOMIl MIXK

KOMIIOHEHTAMU IFPOBOrO 3aCTOCYHKY Ha PI3HUX €Tanax — BijJ 3alMycKy IpH Ta

3aBaHTaKEHHsSI PIBHA J0 YympapiiHHSA mnepcoHaxamu, NPC Ta 30epexeHHsIM

nporpecy. DFD BUKOpUCTOBY€ThCS SIK I1HCTPYMEHT MEpPEBIPKU KOPEKTHOCTI

apXITEKTYPH, OCKUIbKH JO3BOJII€ BU3HAYUTH, YU Y3TOJKEH1 CTPYKTYPHI PILLIEHHS 3

pearbHUMHU MTOTOKaMU JIaHUX, K1 BUHUKAIOTh MiJ Yac poOOTH IpH.

Ha pucynky 2.6 300paxeno po3potineny DFD niarpamy
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Hiarpama motoky panux (DFD), momana Ha pHUCYHKY, ONHUCY€ JIOTIYHY
CTPYKTYpYy pyXy 1H(hopmailii B irpoBoMy 3acTtocyHky tuiy Top-Down RPG, sikuii
BUKOPUCTOBYETHCS JUIsl JIEMOHCTpallli PO3poO0SIeHOT apXITEeKTypd Ha OCHOBI
Scriptable Object Architecture. Jliarpama BigoOpakae MOCIIIOBHICTE OOpPOOKHU
KOPUCTYBAIlbKMX  TOIH, 3aBaHTAXXEHHs ITPOBUX peCypciB, IHIIiami3aii
KOMIIOHEHTIB 1 30€pEKEeHHS IPOrpeCy TPaBIlsl.

[lepuiuM KpokoM B3aeMOll TpaBlsg 3 CUCTeMOIO € Tpoiec «Bxim B
roJIoOBHE MeHIO». Lle# mponec orpumye:

— JIaH1 rpaBl (HalPHUKJIIaJl, HAJIAIITyBaHHS, MONEPE/HI MapaMeTpU BUOOPY);

— mapameTpu KoHbirypamii MeHto 31 cxoBuina KoHdirypailis ToloBHOTO
MEHIO.

Pe3ynsrarom o0poOKu € BiI0OpakeHHsI MEHIO Ta Tepeaada « BXiqHuX JaHux
IpaBIs» Y HACTYIHUM 1poiiec — Bubip pexxumy 3amycKy rpu.

Jani fize BUO1p pexkumy 3ammycky rpu. Ha ubomy etani rpaseLb 061pae cnocib
NPOAOBXKEHHA FPU — 3aITyCK HOBOI I'pH, a00 MPOTOBKECHHS 30€pEKEHON.

[Ipouiec hopmye BuxiaHi AaHi1 — AaHi Ipo BUOIP TPaBIIs, SKi CIIPSIMOBYIOTHCS
B 00M1Ba MOXKJIMBI MPOIIecH — «3amyck HOBOI rpw» abo «IIpogoskeHHs rpu».

Hactynaumu nporiecamu € «3amyck HOBOi rpu» Ta «IIpomoBkeHHS Tpuy.
[Iporec 3amyck HOBO1 rpu (hOpPMY€ MOYATKOBHM CTaH:

— CTBOPIOE 32 3aMOBYYBAaHHSIM JIaH1 IEPCOHAXKA;

— BCTAHOBJIIOE TIOYATKOBI1 IMapaMeTpH CBITY;

— re’epye 0a30Bi 3HAYEHHS 1HBEHTAPIO.

Takoxx BiH mepemae «J/laHi mpo HOBY Ipy» IO MHpoUECY «3aBaHTAKEHHS
I'POBOTO CBITY».

[Ipomec «IpoOJOBKEHHS TPpU» OTPUMYE JaHl 31 CXOBHUIIA «30epeKESHUIN CTaH
TpaBILs», a caMe:

— XapaKTePUCTUKH TEPOSL;

— cran NPC;

— IIPOrPeC KBECTIB;

— CTaH piBHS.



Jlami BiH mepemae nmaHi mpo 30epekeHy Tpy 10 MPOIecy «3aBaHTAKCHHS
ITPOBOTO CBITY.

[Ipotiec 3aBaHTaXEeHHS ITPOBOTO CBITY € OTHUM 3 KIIFOYOBHUX IMPOLIECIB YCi€i
cucrtemu. Ha BXij BiH OTpUMYE:

— JIaH1 PO HOBY a00 30epekeHy rpy;

— CTPYKTYpy piBH# 31 cxoBuila «MaxeT piBHs/I pia piBHS»;

— CTaH 30€peKEHUX €JIEMEHTIB CBITY.

Cam mpoliec BUKOHYE 1HIIIai3allil0 CLIEHH, 3aBAHTAXXEHHHS KOMIIOHEHTIB
OTOUCHHS, TIepeIavy BiAMOBIIHUX JaHUX JI0 HACTYIHHUX TporeciB. Pesymprarom €
CUHXPOHI30BaHU 00pa3 irpoBOTO CBITY, HEOOXITHUHN JJISI TIOAATBIIIOTO TEHMILICIO.

HactynmHum mporiecom € 3aBaHTa)KE€HHS iIrpoBOTO MepcoHaka. Bin orpumye
naHi mpo rpasus 31 cxoBuia. Cam mporec GpopmMye CTPYKTypy JAaHHX MEPCOHAKA,
BKJIFOUAIOYM XapaKTEPUCTHUKH, MO3UIII0 Y cBiTi. Jlami BiH mepenae gaHi y oOpoOKy
T TpaBlis Ta MOBEPTAE OHOBJICHHI JIaH1 10 CUCTEMH 30epeKEHHS.

Hacrtynuuii nponiec — 3aBantakeHHs NPC. Bin oTpuMye J1aHi 31 CXOBHIIA Ta
CTBOPIOE HalIp HEIrPOBHX MEPCOHAXIB Ha PIBHI, I1HINIATI3YIOYH MOBEAIHKOBI
napamMeTpu, CTaHu, Mo3uilii Ha mami. Jlani mpolec mepenae 3reHepoBaHi JaHl B
00poOKy aiit rpaBis Ta rotoBi Mozeni NPC y B3aemofii 3 mpeiMeTaMu Ta CBITOM.

[Ipouiec 3aBaHTa)XK€HHS IPOBUX MPEAMETIB OTPUMYE JaHl 31 CXOBUIIA Ta
dbopMye TipenMeTu Ha piBHI, PO3TAILIOBYE iX BIAMOBIIHO /10 MAaKeTy PiBHS, Mepeace
naHi 'y oOpoOky miii rpaBus. [Ipenmern MoxyTh OyTH SIK CTaTUYHUMH, TakK 1
TUHAMIYHUMHA.

Hacrymnauii nporiec — 06poOka aiii rpasig. Llew mporec BiANOBigae 3a BCIO
reiMIUIeliHy B3aeMOIir0 T yac Tpu. Ha BXij BiH OTpUMY€E JaHi PO MEPCOHAKa,
naHi ipo NPC, nani npo npeaMeTH, KOMaHau TpaBIl, MoAll B3aeMoii. OyHKIISIMU
IpoIIecy €:

— 00po0Ka nepemilieHb;

— B3a€EMOJIis 3 PEIMETaMU;

— OOMOBI 1il;

— BiampaBieHHs nofAii y migcucremy NPC;



— OHOBJICHHS CTAHYy BCIX aKTUBHUX KOMITOHEHTIB.

IIporec 30epekeHHS ITPOBOTO MPOIECY OTPUMYE JIaHI BiJ OOPOOKH il
rpaBig. i mani BkIOYaroTh B ceOe 3MIHEHHMM CTaH IMEepCOHa)ka, MpOrpec PiBHIB,
oHosieH1 gaHi NPC, cran npeameTiB Ta CBITY.

ITepenae nani 70 cxopuia «basa 30epeXeHbY.

2.3 Po3po0Oka fiarpamMu BapiaHTIB BUKOPUCTAHHS IFPOBOTO 3aCTOCYHKY

HMiarpama BukopuctanHs (Use Case Diagram) € OOHUM 3 KIFOUOBHUX
iHcTpyMeHnTiB UML, sikmif 3aCTOCOBYETBHCS ISl MOJEIIOBAHHS (PYHKITIOHATHHOT
MOBEIIHKU TIPOTPAMHOI CHCTEMHU Ha BUCOKOMY piBH1 aOcTpakiiii. OCHOBHOIO METOIO
TaKoi Jlarpamu € BijoOpaKeHHs B3a€MO/IIi 30BHIIMIHIX KOPUCTYBadiB a00 aKTOPiB 13
CHUCTEMOIO, a TaKOXK BU3HAYCHHS OCHOBHHMX CIIEHApiiB, fKI CHCTEMa IOBHMHHA
MiATPUMYBATH 11T 4ac poOOTH.

Ha BiamiHy BiAg CTpyKTypHHX a0o0 TOBEIIHKOBUX Jiarpam, Jiarpama
BUKOPUCTAHHS HE JIETaJII3y€ BHYTPILIHIO peai3allito pyHKIIH, CTPYKTYpYy KJIaciB un
anropuTMu. BoHa KOHIIEHTPY€EThCSA caMe Ha 30BHIITHIX MOXKJIMBOCTSX CHUCTEMH Ta
TOMY, 1[0 MOXK€ pOOWTH KOPUCTYBad, a HE SK 1€ peanai3oBaHO mporpamHo. Takuit
OiAX1JT J03BOJISIE CTBOPUTH 3PO3yMULYy Ta JOCTYIHY MOJAENb CUCTEMH JUIsl PI3HHUX
KaTeropiii 3aIikaBieHuX o0ci0 — po3poOHUKIB, AW3aWHEPIB, TECTYBAJIbHUKIB,
AQHATITHUKIB, a TAKOXK KIHIICBUX KOPUCTYBAYiB.

VY KOHTEKCTI1 IrpOBOTO 3aCTOCYHKY JlarpaMa BUKOPUCTAHHS 3a0€3Meuye:

— BI3yaJIi3allito irpoBoOro mporecy: J03BOJIs€ MPEICTABUTH KIIOYOBI IrPOBI Jii,
JIOCTYIIHI TPABII0 — IEPECyBaHHs, aTakd, B3a€MOJII0 3 00’€KTaMH, MEepexis MK
PIBHSIMH TOIIIO;

— onuc noeAiHkK NPC: 1ae MOXKIMBICTB MOKa3aTH, K1 (PyHKIIT BUKOHYIOTb
HEIrpoBI MEPCOHaX1 (MaTPyJIIOBaHHS, IEPECIIITyBaHHS IPaBIs, aTaKa);

— BU3HAuUeHHS CHCTEMHHUX MOXIUBOCTEH: 30€pekeHHS TMporpecy,

3aBaHTaXXCHHsI TPy, 00poOKa Moii, 3aCTOCYBaHHS JIOTIKH Ta KOH(DIrypartii;



— YiTKe PO3MEKYBaHHS BIAMOBIIATBHOCTI Mk cy0’ ekTamu: rpaBens, NPC ta
CUCTEMa MaIOTh BJIACHI HAOOPH CIIEHAPIiB.

3aBAsiKM 1IbOMY, JlarpaMa BUKOPUCTAHHS JI03BOJISIE CTPYKTYPYBaTU BUMOTH
JI0 TPH, BU3HAYUTU OCHOBH1 ()yHKIIIOHAIbHI MOXJIUBOCT1 KO)KHOTO KOMIIOHEHTA Ta
CTBOPUTH OCHOBY [UIsl TIOJANbBIIOTO NPOEKTYBAaHHS apXITEKTYpH, Jiarpam
NOCJIIOBHOCTI Ta jAiarpaM kiaciB. BoHa € HeBiji’eMHUM eTanoM (opMyBaHHS
IIJTICHOT MOJIEJI1 IPOBOTO 3aCTOCYHKY, 3a0e3Meuye MUTICHICTh AU3aiiHy Ta MOJIErIIye
PO3yMIHHS B3a€MOJII Y CUCTEMI.

Ha pucynky 2.7 300paxkeHO  poO3poOJieHy  use-case  Jiarpamy

J€MOHCTPALIHOTO IrPOBOTO 3aCTOCYHKY.
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PucyHok 2.7 — use-case fiarpama JI€MOHCTPAIIITHOTO iIrpOBOTO 3aCTOCYHKY

Ha use-case miarpami 300pa)k€HO OCHOBHUX aKTOPIB CHUCTEMH Ta KJIIOYOBI
(GYHKIIOHAIBHI MOXJIMBOCTI, SIKI HaJa€ pPO3pOOJEHUN IFPOBUN 3aCTOCYHOK.
Jiarpama BioOpaka€ B3a€MOJIII0 MK KOPHUCTYyBau€M, CUCTEMOIO Ta HEIrPOBUMU
NEPCOHAXaMHU, IO JO3BOJISIE YITKO OKPECIUTH 30BHIIIHIO MOBEIIHKY IPOrpaMy Ha
BUCOKOMY PiBHI aOCTpaKiiii.

VY cuctemi BUSHAYEHO TPU aKTOPHU:



— TpaBellb — OCHOBHHI KOPHUCTyBau CHUCTEMH, KM O€3MOCEepeHbO Kepye
TOJIOBHUM T€POEM, B3a€EMOJIE€ 3 TMpeAMETaMU Ta BIUIMBAE€ HAa TEpedir IrpoBOTO
poLecy.

— cUCTeMa — BHYTPIIIHINA cepBiC I'pH, BIANOBIAAIBLHUN 3a 30€peKCHHS Ta
3aBaHTa)XEHHSI MIPOTPECY.

— NPC (neirpoBuii mepcoHax) — aBTOHOMHI CyTHOCTi, K€pOBaHI irpOBOIO
JIOT1KO0. BOHM MOXKYTh aTpysIt0BaTH TEPUTOPILO a00O pearyBaTH Ha NOSBY I'PaBLs B
NEBHOMY paAlyci.

I'paBens Mae noctyn 10 HaWOUIBIIOT KUIBKOCTI CLEHApiiB, MOB’SI3aHUX 3
YIPAaBIIHHSIM ITEPCOHAKEM Ta B3aEMOJIEIO 3 IFPOBUM CBITOM:

a) TpaTu — TOJIOBHUM CIIEHApiH, 10 MPEICTaBIsAe YBEeCh iIrpoBmid mporec. Jlo
HBOTO BKJIFOYCHI JOTIOMIKHI CIIEHapii, TaKl K 3aBaHTAXXWUTHU I'Py Ta 30€perTu rpy;

0) KepyBaHHS TOJIOBHUM T€POEM — IIEHTPAJIIbLHHM use-case, 1o 00’ €JJHy€e BCi

B3a€MO,ZIi.1. rpaBOsaA 3 IICPCOHAKCM. Bin PO3MIUPIOETECA HHU3KOIO HOAATKOBUX

CLIEHapIiB:
1) pyxarucs (<<extend>>) — nepeMillieHHs IEPCOHANkA IO JIOKAIIii;
2) 3aiicHuTy noctpin (<<extend>>) — aTaka Ha BiJCTaHI;
3) nmpoBecTH araky (<<extend>>) — OnrkHil O1i;
4) 3HUIUTH POTHUBHUKA (<<extend>>) — pe3ynapTar yCHIIIHOI aTaKu;
5) BimHOBUTH 310poB’s (<<extend>>) — B3aemojis 3 JIKyBaJIbHUM
dboHTaHOM;

6) 3MiHa 30BHINTHOCTI (<<extend>>) — BuOIip 1HIIIOTO CKiHA MEPCOHAXKA;
7) obmrykaru cyHAayk (<<extend>>) — B3aemomis 3 00’€KTaMu IS
OTPUMAaHHS Haropo/u;
8) mokpanuTy cropspkeHHs (<<extend>>) — mozmepHizailist 30pof;
9) nepeiitu Ha 1HIIKK piBeHb (<<extend>>) — BUKOpPUCTAHHS MOPTAILY.
Taxkum unHOM, crieHapiii «KepyBaHHS TOJOBHUM TepoeM» € KOMITO3UIIHHUM
Ta OMKCYE YCIO MOBEIIHKY MEPCOHAXKA B MEXAX IIPOBOT0 MPOLIECY.

CucTeMHHIT aKTOp Mae JIBa KJIFOUOBI CLIEHAPII:



— 30€eperTu rpy — BUKOPUCTOBYETHCS TP BUXOA1 a00 MiJ] Yac Mepexomy Mixk
CLICHAMU;

— 3BAHTAXUTH I'PY — BKIIOYEHHM O OCHOBHOTO clieHapito «[patu» 1 103BoJsie
BIJIHOBHUTH CTaH MEPCOHAXkA, IHBEHTAPs Ta Mporpecy.

i cueHapii JeMOHCTPYIOTh B3a€MO/IIIO I'PaBIIsl 31 CXOBUILEM CTaHy TI'pH, ajie
6e3 npsamoi yuacti NPC.

NPC mae BnacHi crieHapii MOBEIHKH, SIK1 HE 3aJIeXaTh B1J] 11 rpaBLs:

— OXOpOHA 33/1aHO1 00JIACT1 — IPOTUBHUK CTOITh HA MICIIl i AKTUBY€TbHCSI, KOIU
rpaBelb HAOIUKAETHCS,

— MaTPYJIOBAHHA — MIEPECyBaHHs MK IEBHUMHU TOYKAMH MapILPYTYy.

O6uaBa crieHapii € aBTOHOMHHMH, MPOTE IXHSA peai3allisi BIUIMBAaE Ha

crieHapii rpaBus (Hanpukiaa, 61 abo YHUKHEHHS BOpOTa).

2.4 Po3po0Oka jmiarpaMu KjiaciB

Hiarpama kinaciB (Class Diagram) € ogHuUM 13 KIIIOYOBUX CTPYKTYPHHUX
enemeHtiB MoBu MonemtoBaHHs UML (Unified Modeling Language). Bona
BUKOPHUCTOBYETHCS ISl OMKCY CTAaTUYHOI CTPYKTYpPH MPOTPAMHOI CHCTEMH dYepe3
B1JIOOpaXeHHS KJIACIB, IXHIX BJIACTUBOCTEW, METOMIB Ta 3B’s3KIB MK HUMHU. Ha
BIIMIHY BiJ JiarpamM TOBEAIHKH (HANpHKIad, JlarpaMu CTaHiB abo aiarpamMu
MOCJTIIOBHOCTI), Ilarpama KJjaciB IEMOHCTPY€ apXITEKTypy CUCTEMHU Ta ii CKIIaI0BlI,
10 pOOUTH 11 HEB1JI'€EMHUM €JIEMEHTOM M1/l Yac MPOEKTYBAHHS W JIOKYMEHTYBaHHSI
POrPAMHMX 3aCTOCYHKIB.

Jliarpama KJaciB J03BOJISIE:

— B1I00Opa3UTH CTPYKTYPY 00’ €KTHO-OPIEHTOBAHOI CHCTEMU;

— TIOKA3aTH 3B’ SI3KM MK KJIACAMH,

— BU3HAYUTH 1XHI 000B’SI3KU, aTpUOyTH Ta METO/IH;

— ONUCATH l€papXir0 HACIIyBaHHS;

— IIPOaHaJi3yBaTH 3aJEKHOCTI MI>K KOMIOHEHTAMU;

— 3aKJIaCTU OCHOBY JIJI1 KOAYBAHHA Ta HOI[&J'II)IHOI HiI[TpI/IMKI/I IIPOEKTY.



VY koHTEeKCTI po3poOku irop Unity miarpama KiaciB 0COOMMBO KOPUCHA IS
JIOKYMEHTYBaHHS apXIiTEKTYpH IrpOBOi JIOTIKH, B3a€EMOJIii 00’ €KTIB CIIEHHU, a TAKOXK
BUKOPUCTAHHS MaTepHiB, 30kpeMa Scriptable Object Architecture.

OCHOBHI €JIEeMEeHTH JlilarpMH KJaciB:

— KJIacH, KOYKEH KJIac Ha jJiarpami BiI0OpakaeThCs Y BUIISIII IPSIMOKYTHHKA,
10 TIOAUICHUI Ha TPHU CEKIIii, a came Ha3By, aTpuOyTU Ta orepailii abo MeTOAH.
PiBenb nocrymy Bkazyethes gk + (public), - (private) ado #(protected);

— 3B’S3KH, SIKI BUKOPUCTOBYIOTHCS JJISi BIMOOpa)KeHHS 3aJICKHOCTEH MIX
KJIacamu;

— MHOXHUHHICTD, sIKa CKUTBKU 00’ €KTIB OTHOTO KJIaCy MOXe OyTH MOB’sS3aHO 3
00’exktoM iHmmoro kimacy. B UML BoHa mo3HavaeTbesl yuciaaMu OIS KIHIIB JIiHIN

3B’s13Ky. Ha pucynkax 2.7-2.8 300pakeHO po3po0JIeHy Jlarpamy KJaciB.

CharacterMenu
+characterSelecfionSprite - Image
Wea 0] : Image
D‘_"m"_ -+xpBar : ReciTransform <<Interface>>
-damagePuoints : in]] -playerStats : PlayerStatsS0 IPlayerinput
-pushForces : int]] y - Pl o]
develSpittes - List e - Pray @ +GethMove() : Vector2|
-upgradePrices : List -currentCharacterSelection : int
-cumrentl evel - int 1 ¢
+CanUpgrade : bool +OnArowClick() - void !
+MNextUpgradePrice - int -OnSelectionChanged() - void 71
+OnUpgradeClick() - void e ‘m“rdp'mmmm
+SetLevel() : void +UpdateMenu() : void - -
+Upgrade() . void -HorizontalAuxis : string
1 P -VerticalAxis - string
J1 1 1/ 1] ~Getiove - Vector2
Weapon 1
-WeaponData30 : weaponData 1
-spriteRenderer : SpriteRenderer 1
T Player Mover
—cooldown : float -inputSource : ScriptableObject #boxCollider : BoxCollider2D
HasiSwing : floal -input : IPlayerinput #moveDelta : Vectord
#5tart() - void -spriteRenderer : SpriteRenderer| #hit : RaycastHit2D
#Update() : void -animator: Animator +ySpeed : float
-Swing{) : void +astMoveDir : Vector2 +xSpeed : float
+Refresh\isual() : void -isélive : boal |57 #animator : Animator Fighter
+UpgradeWeapon() - void songnalColor:Color [4 1 [ #Start() - void +hitpaint - int
+Sel\WeaponLevel() - void #Start() - void ) #UpdateMotor() : void pa smaccHitpoint - int
#RzmelveDalTnga[) void 11 +pushRecoverySpeed : float
* 1 mo  void - void 1 #immuneTime : float
- p‘la.he(}.w?c #lastimmune : float
+SwapSprite() - void #pushDirection - Vector3
SRR AR #spriteRenderer : SpriteRenderer
-experience : int +Seflevel() - void . #originalColor : Color
pTable - List +OnLevelUp() : void TR
“GelCurentLevely) - int | S #RecieveDamage() - void
BulletConfig50 +GetXpToLevel() - int . i) #Death() - void
P Tl +GrantXp() : bool 1 ! 1 #FlashRed()
ifeTime : float 1 Playerinventory 50 | *
~+baseDamage : inf| -gold : int Enemy
+pushForce : float -weaponData : WeaponD: _config : EnemyConfigS0 EnemyConfig SO
1 1 -playerTransform : Transform +xpValue :int
—— ~starfingPosition : Vector3 +riggerl_ength : float
PlayerAppearanceS0 .
layerAppearance: | +patrolPaints : Transforml +chaseLength - float
* -availableSkins = List 1 1 1 +ilter : ContaciFilier2D * ! ~+patrolSpeed : float
T zint GameManager ~+palrol\WaitTime : floal
5l oo ) o Stats - Pl StalsSO ﬁﬁbm vt +hehaviour - Enamy Bahaviour e
-direction : Viechor2 ¥ - ¥S0 edUpdate]) .
) SLEEE : P -GuardBahaviour() - void 1/1
-lamageAmount - int piay - Play -PatrolEehaviour - void
-pushForce : fioat h +hitpointBar - ReciTransform - void -
e - +deathMenuAnim : Animator LEC)

Pucynok 2.8 — niarpama kmiaciB



_experience | int +Sellevel() - void #originalColor ; Color
qTable - List +OnLevelUp() : void —
_ 7| +SetLevel() - void Ei e
+GetCurrentLevel() : int +Heal() - veid #RecieveDamage{() : void
BulletConfig 50 +GetdpToLevel() - int : ; = #Death() : void
+speed - float +Grant¥p() : bool 1 1 & #FlashRed() :
HifeTime - float 1 LTSI TR
+baseDamage : ini| -gold : int Enemy
+pushForce : float -weaponData : WeaponD: —zonfig : EnemyConfigS0 EnemyConfigS0
. 1 -playerTransform : Transform +xpValue : int
— -starfingPosition : Vectord +iriggerLength : float
Playerh| 50 ;
layerAppearance \ +patrolPoints : Transforml] +chaseLength - float
* -availableSkins = List 15 1 fifter - ContaciFilter2D * | +patrolSpeed : float
Tiler -currentSkinindex; - int GameManager I +patrolWaitTime : float
- #Start() - void fiour : Enemy jiour type
R 1 ayerStats : PlayerStatsS0
-BulleiConfigSO - config -l 3 #FixedUpdated) : void
~direction : Vector2 play ¥ - Play yS0 Guardbehaviour) - void
-damageAmount - int piay 2l o PatroiBehaviour - void
e T "N +hitpointBar : RectTransform ; enaviour -
(S vod % +deathMenuAnim : Animator EEcatensl
_Update() - void CERIC *
-Initialize() - void 1 | +Experience : int
-OnTriggerEnter?D() - void
#hwake() : void
+GetCurrentlevel() : int 1 *| HealingFountain
+Get{pToLevel() : int o
+ShmTe‘:d{)'indl [~ -HealingFountainConfigSO : config
: -lastHeal : float
+TryUpgrade\Weapon() : bool elid o_ o
+HitPointChange) - void e . 1
+GrantXp() - void T o
+OnLevelUp() : void . EnemyHithox
+0OnSceneLoaded() : void e
=l RealingFountainConngso SR T
+Respawn() - +pushForca - float
+SaveState() : void +healingAmount : int FOnColide]]  void
+LoadeState() : void +healCooldown : float .
1 *
PortalConfig 50 1
Portal
+scenelndex : int -PortalConfigs0 : config
+saveStateBeforeLoad : bool ra
+enterMessage : string ! #Oncollide() : void
+messageDuration - float 1 1
ChestConfigSO *\5
+closed3prite - Sprite Chest 1 Collidable
+emplySprite : Sprite ChestConfigg0 : config Collectable +itter : ContactFilter2D
+guldAn10u|1.l‘lr : 1 | -spriteRenderer : SpriteRenderer| + 1 - bool ; “boxCollider : BoxCollider2D
e "',F_'ﬂ“"“"mm F5tart() - void ZOnCollide]) : void 1| s - Colider20]
‘Z‘;- B #OnCollect() : void #0nCollect() : void #5tart() - void
+extCol - #Update() : void
LR DEEL #0nCollide() : void
+extDuration : float | 1/ Lo
/1

Pucynok 2.9 — npoioBKeHHs iiarpamMmu KjiaciB

Jiarpama kJacis, 10 MPEACTABIICHA HA PUCYHKY, BIIOOpaXkae apXiTEKTypHY
MoJieb 2D-1rpoBOro 3acToCyHKY, CTBOPEHOTO 3 BUKOPUCTaHHAM Iiaxoay Scriptable
Object Architecture (SOA). Mogenp mnoOynoBaHa BIJINOBIAHO A0 00’ €KTHO-
OpIEHTOBAHOTO MiAXOMy, 3acrocoBaHoro y pymii Unity, Ta moOKa3ye KIIIOYOBI
CYTHOCTI, iXH1 aTpuOyTH, METOIU 1 THUIH 3B’SI3KIB.

Knac Fighter € omnum 3 ximtoduoBux kiaciB. BiH BinnoBigae 3a MexaHiku 00f0.
Woro arpubyramu e:

— hitpoint;

— maxHitpoint;

— pushRecoverySpeed;

— immuneTime;

— lastimmune;

— pushDirection;

— spriteRenderer;



— originalColor.

Jlo 1ioro MeTO/IiB HaJIe)KATh:

— Start();

— ReceiveDamage();

— Death();

— FlashRed().

Hactynaum kimouoBuM kjlacom € Mover, BiH Hachigye kiac Fighter Tta
noTpiOeH st nepecyBaHHs irpoBux 00’ ekTiB (Takux sk NPC ta rpaBers) no irposii
cueni. Moro arpubyru:

— boxCollider;

— moveDelta;

—ySpeed;

— xSpeed;

— animator.

MeToaamu 11bOTO KIIacy €:

— Start();

— UpdateMotor().

Knac Player BiamoBizae 3a mepcoHaka, SKMM Kepye TpaBelb. Vloro
arpulyTaMH €:

— inputSource;

— input;

— spriteRenderer;

— animator;

— lastMoveDir;

—1sALive;

— originalColor.

J1lo MeTOmIB BITHOCSTHCS:

— Start();

— ReceiveDamage();

— Death();



— FixedUpdate();

— SwapSprite();

— OnLevelUp();

— SetLevel();

— SetLevel();

— Heal().

Knac CharacterMenu BignoBifae 3a MexaHIKy 1HBEHTaps rpaBus. Tam € ycd
noTpiGHa iH(popMaIis Mpo TpaBIs Ta HOro MPEIMETH Ta XapaKTepPHCTHKH. Kloro
arpulyTamH €:

— characterSelectionSprite;

— weaponSprite;

— xpBar;

— playerStats;

— playerInventory;

— playerAppearance;

— currentCharacterSelection.

Meronamu €:

— OnArrowClick();

— OnSelectionChanged();

— OnUpgradeClick();

— UpdateMenu().

Knac Weapon notpiben amst 30poi rpaBiis, 10 MPEACTaBICHA Y ITPOBOMY
3aCTOCYHKY. ATpuOyTH KJacy:

— WeaponData,;

— spriteRenderer;

— anim;

— cooldown;

— lastSwing.

J1lo MeTOmIB BIIHOCSITHCS:

— Start();



— Update();

— Swing();

— RefreshVisual();

— UpgradeWeapon();

— SetWeaponLevel().

Kiac Bullet Takok € yacTMHOIO MEXaHIKK 0010 Ta BIJMOBIAA€E 3a Ky, SKUMU
CTplIs€ rpaBelb. ATpUOyTH Kiaca:

— BulletConfigSO;

— direction;

— damageAmount;

— pushForce.

Metonu kiacy:

— Start();

— Update();

— Initialize();

— OnTriggerEnter2D().

Knac Enemy BignoBinae 3a BoporiB y rpi. Bin kepye ixHiMU napamMeTpamu Ta
HNOBEIIHKOI0. ATpUOYTH:

— config;

— playerTransform;

— startingPosition;

— patrolPoints;

— filter.

Metonu kiacy:

— Start();

— FixedUpdate();

— GuardBehaviour();

— PatrolBehaviour();

— Death().



GameManager — 1e OQMH 13 KJIIOYOBHX KIJIACIB YChOTO 3aCTOCYHKY, BIH
30epirae B o601 HaltOUIbIIe 1HPOPMAILIlT Ta B3aEMOJIE 3 Mailke KO)KHUM €JIEMEHTOM
rpu. Moro arpuyramu €:

— playerStats;

— playerInventory;

— playerAppearance;

— hitpointBar;

— deathMenuAnim;

— Gold;

— Experience.

Metoau kiacy:

— Awake();

— GetCurrentLevel();

— GetXpToLevel();

— TryUpgradeWeapon();

— HitpointChange();

— GrantXp();

— OnLevelUp();

— OnSceneLoaded();

— Respawn();

— SaveState();

— LoadeState().

Taxox Ha miarpami kiaciB Bioopaxeni SO koHbiru. Bonu 36epiratots y cobi
JaHl, SIKI TIOTIM BHKOPHUCTOBYIOThCA Kiacamu. KoxeH 3 mepenidyeHuX 10 LbOro
KJIaciB Haciigye BiAnmoBigHUM KoHPIr. Ile moTpiOHO ays Toro, mod po3aiIUTH
CKpUIITH Ta JaHi, M0 JO03BOJUThH JIETKO 3MIHIOBAaTH JaHi, 0e3 HEOOXiAHOCTI
BTpy4aHHS y Koa. [0 CKpUNTIB BITHOCATHCS:

— EnemyConfigSO;

— BulletConfigSO;

— ChestConfigSO;



— PortalConfigSO;

— HealingFountainSO;

— PlayerInventorySO;

— PlayerStatsSO;

— PlayerAppearanceSO;

— WeaponDataSO;

— KeyboardPlayerInput.

Takox Ha nmiarpami 300paxkeno iHTepdeiic [Playerlnput. Bin morpiben ans

peaitizalli KepyBaHHsI I'POBUM MEPCOHAXKEM.

2.5 Po3po0ka jiiarpaMu Mo citiIOBHOCTI it

Jlns geTanpHOTO aHali3y IMOBEIIHKKM CHCTEMH Ta il OKpeMHX MiJACHUCTEM Y
npoleci BUKOHAHHS  KOHKPETHHUX  CIEHAapiiB  BHUKOPUCTOBYETHCS Jlarpama
nociigoBHOCTI (Sequence Diagram). Ile onun 13 BuaiB aiarpam B3aemonii B UML,
OCHOBHMM 3aBJaHHSM SIKOTO € BiJOOpaXeHHS YacoBOI JUHAMIKM OOMIHY
MMOB1IOMJICHHSIMHU MK 00’ €KTaMH.

JliarpaMa mociaiIOBHOCTI MOKAa3Ye:

— sIKI caMe 00’ €KTH a00 KOMIIOHEHTH OepyTh y4acTh y CIIEHapii;

— Yy SIKI{ TIOCJTIZIOBHOCTI BOHU B3a€EMOJIIFOTH MK CO0010;

— SIK1 HOB1JOMJIEHHS Ta BUKJIMKHA METOIB HaJICHIAIOTHC,

— SIK1 J11i BAKOHYIOTHCSI CHHXPOHHO Y aCUHXPOHHO;

— YMOBH, 110 MPU3BOAATH 0 3MIHU CTaHY 00’ €KTIB.

Ileit Tun pgiarpaM € OCOOJMBO KOPUCHHUM TPH MOJICTIOBAHHI ITPOBUX
3aCTOCYHKIB, OCKUIbBKM TaKl CHCTEMH XapaKTepU3YIOTbCS BEJIMKOI KIUIbKICTIO
B3a€EMOIN MK PI3HUMH CYTHOCTAMHM: MEPCOHAXKEM, MPOTUBHHUKAMH, 00’ €KTaMHu
cepenoBuila, KoHbirypaimiinumMu komrnoHeHTamMu (ScriptableObject), a Takox
100aJIbHUMU MEHEKEPaMHU.

JliarpaMa mociiIOBHOCTI MICTUTh HU3KY CTPYKTYPHHUX KOMITIOHEHTIB:

— aKTOPH — 30BHIIIIHI YYaCHUKH, 110 1HIIIIOIOTH B3aEMOJIIIO (Y T'pi 1€ TPaBellh);



— 00’€KTH/KJIaCH — CYTHOCTI CHCTEMH, SIKI OOMIHIOIOTHCS TTOBIJJOMJICHHSIMH:
Player, Enemy, Mover, GameManager, ConfigSO Torio;

— xwutTeBi JiHii (lifelines) — BepTUKanbHI JIiHII, 110 TMOKa3ylOTh ICHYBaHHS
00’€KTa B ME¥XKax CIIEHapIIo;

— TIOBIIOMJIEHHSI — CTPUIKM, IO NPEICTaBISIOTH BHUKJIMK METOLy abo
niepeIaHHs JaHuX;

— axkTuBHI (pparmentu (activation bars) — mo3Ha4yaroTh MEpioJi BUKOHAHHS
NeBHOI omepaitlii 00’ €KTOM.

Ha pucynkax 2.12-2.13 300paxeHo po3poOJeHi JiarpamMu MoCiI0BHOCTEN

T U1 PI3HUX CIICHAPIiB.
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T
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Pucynoxk 2.10 — [liarpama mocyiJoBHOCTI JIiif KEpyBaHHS TOJIOBHUM T'€POEM

Ha giarpami mociiioBHOCTI 300paKeHO TUHAMIKY B3a€MOJI1T MK KITFOYOBUMU
KOMITOHEHTAMH ITPOBOT0 3aCTOCYHKY ITiJT 4ac MPOIIECY 3aIyCKy TPH Ta MOAAIBIIIOTO
KEepPYBaHHSI TOJIOBHUM TepcoHakeM. OCHOBHUMH YYaCHUKAaMH JTAHOTO CIICHAPII0 €
aktop «lpaBemb», a Takok BHYTpiIHI 00’ektn cucremu: GameManager,
PlayerStatsSO, PlayerAppearanceSO, PlayerlnventorySO, Player, PlayerInput ta

Mover.



CueHapiii TOYMHAETHCS 3 TOTO, MO akTop «I'paBerby» IHIIIIOE 3aMlyCK TPH.
VY BinnoBiap Ha 11e KomrnoHeHT GameManager akTUBYETHCS Ta MOYMHAE TPOLIEC
OTPUMaHHS HEOOXITHUX JAaHUX JJIsl CTBOPEHHS Ta 1HIIiaai3allii TOJJOBHOTO T'eposl.

GameManager  TOCHIIOBHO  HQJCHWIA€  3alldTH  HAa  OTPUMAaHHSA
KOH}IrypamiiHux gaHux 13 pi3HUX SO-KOMIIOHEHTIB, IO BIANOBITAIOTH 3a
ABTOHOMHE 30epiraHHs CTaHy MepCcoHaXa:

— 3amuT THapaMmeTpiB MepcoHaxa HajcuiaeTbess 0 PlayerStatsSO, sikuit
noBepTae iH(pOpMalifo MPO KUIBbKICTh TOCBITY, HOTOYHHIA PIBEHb TOIMIO;

— 3amUT Ha OTPUMAHHSA JaHUX MPO 3O0BHIMIHICTH BIANPABISETHCA 10
PlayerAppearanceSO, mo moBeprac BUOpaHHM I1HACKC MOMAENI TMEepCOHa)Xa Ta
NEepeTiK TOCTYITHUX CKiHIB;

— 3amuT I1HBEHTAapHUX JOaHuX Hajcwiaerbes 10 PlayerlnventorySO, 1o
noBeprae iHpopmariito mpo 30poro, KUTbKICTh 30JI0Ta, XapaKTEPUCTHKHU TIPEIMETIB.

Koxken 13 mux SO-00’€exTiB nepeae BiANMoBIAH1 AaH1 Ha3aa 1o GameManager,
3a0e31neuyour MOBHY KOH(Irypallito cTaHy TpaBlisl.

[licns orpumanHs HeoOxinHOi 1H@Qopmanli GameManager BUKIHMKA€e
npoueAypy iHimanizauii Player, Hagcuiaroun nepcoHaxy BiAHOBIIEHI TapaMeTpH:

— piBEHb Ta JOCBII;

— 30BHIIIHIN BUTIIAT,

— cTaH 30poi;

— IHBEHTap.

Ha npomy erarri rojloBHHA repoil MOBHICTIO TOTOBUH J0 Y4acTi y Ipi.

[Ticns 3aBepieHHS 1HiMiaIi3allii ciieHapiil MepexoauTh 10 aKTUBHO1 B3aEMO11
KOpHUCTyBaya 3 rpoto. [Ipu HaTucKkaHHI rpaBlieM KJIaBilll KepyBaHHS:

— komnoHeHT Playerlnput orpumMye naHi mpo BBEAEHHS Ta BUKJIMKAE METOJ
GetMove(), sikuii MOBEPTAE BEKTOP HANIPSIMY PYXY;

— OTpUMaHUW BEKTOp Tmepenaerbca o00°exkty Player, skuii iHiLi0€

nepeMIIICHHS;



— Player nenerye pyx kommoHeHTty Mover,

SKAM BUKOHYE METOJ

UpdateMotor(), Oe3nocepeaHhO OHOBIIOIOUM TMO3UIIII0 TEPCOHAXA Y ITPOBOMY

IIPOCTOPI.

TakuM 4YHHOM,

Bl MOMEHTY HaTHCKaHHS KJaBil

10  (aKTUYHOTO

NepeMIISHHsI TIEPCOHaXKA BIJIOYBAETHCS YITKO CTPYKTYPOBAHUM JIAHIIIOT BUKJIMKIB.
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Pucynok 2.11 — Jliarpama mocimioBHOCTI Aili B3a€MOIii rpaBIsi 3 BOPOTOM

Ha mi#i giarpami mociiiioBHOCTI MPEICTaBICHO MOBHUM UK B3a€EMOIIT MK

TOJIOBHUM IEPCOHAXEM 1 BOPOrOM IIiJi 4Yac IrpoOBOTO Mpolecy. 300pa)keHo, sIK

00’€KTH CHUCTEMHU pearyroThb Ha pyX rpaBli, sk BinOyBaeTbcs 3iTkHeHHs 3 NPC-

BOPOIOM, HAHECEHHSI IIKOAM Ta HapaxyBaHHS JOCBIIY, a TAKOXK IO Bi10yBa€eTbCA y

BUIAJIKY 3HUIIEHHS OHOTO 13 YYaCHUKIB.

4

cueHapii

0epyTh

y4acTh

TakKi 00’ €exTH:

I'paBens (akrop), GameManager, Enemy, EnemyConfigSO, Mover, EnemyHitbox,

Player, Fighter.

CueHapiii TOYMHAETHCA 3 TOTO, IO akTop «[paBerpy» Kepye ToJIOBHUM

nepcoHaxeM y npoctopi rpu. [lepcoHax mepecyBaeTbCs 3a TIOIMOMOTOI0 MEXaHI3MYy,



OMHMCAHOTO Ha IHIIN miarpami, 1 B SKHICh MOMEHT HAOIIMKAETHCA JO BOPOTa,
BXOJISIYU B MOTO 30HY BUIMMOCTI.

Enemy 3Bepraetscs 10 EnemyConfigSO, 3Biku oTpuMye HalalmTyBaHHS:

— JIMCTAHIIIIO TePeClilyBaHHS;

— MIBUAKICTD PYXY;

— pajiyc Tpurepa aTaku,

— tun noBeaiHku (Guard a6o Patrol);

— 3HAQYEHHS JI0CBIY, 1110 BUJIA€THCS MICIIsl 3HUILICHHS.

Ile BignoBimae npuHiunam SOA, OCKUIBKM MOBEAIHKOBI HapaMeTpu He
«3alIuT» y BOPOra, a MepeIarThCs Yepe3 30BHINHIN KOHDIrypamiitHui MOy,

[Ticnst oTpMaHHS MapaMeTpiB BOPOT aKTUBYE BIACHUA alITOPUTM:

— TIEpeBIpsI€ MOTOKEHHS TPaBIIS;

— BU3HAYa€, Y4 BXOJIUThH BIH JI0 30HU NIEPECIIITyBaHHS;

— Bukiiukae metog UpdateMotor() uepe3 koMroHeHT Mover, sikuii BiITIOBITa€
3a Q13UYHE NEePEMIIICHHS.

TakuMm 4rHOM, BOPOT IMOYMHAE PYX JIO TPaBIS BiAMOBIIHO J0 BCTAHOBJICHOI
[MIOBEIIHKOBOI MOJETI.

Y MOMEHT, KOJIK BOPOT 30IMKY€EThCS 3 TEPOEM:

— Player ¢ikcye (hakT KOHTaKTy — «TpaBelb 3IMTOBXYETHCS 3 BOPOTOMY;

— 1H(dopMarlis Tpo 3ITKHEHHS MepeaaeTbest 10 KommoHeHTa EnemyHitbox,
SKUH BIJIOBIJAE 32 TIEPEBIPKY KOJI31i Ta HAHECEHHS IITKOJIH.

EnemyHitbox o0po0isie monito Ta reHepye pe3yiabTar 31TKHEHHS — BUKIIUK
MeTony, kUi mepenae 00’exty Player iHdopmarliiro mpo OTpuMaHy IIKOTY.

[Tpu komi3ii:

— Player orpumye mxony uepes meton Fighter — ReceiveDamage();

— y rpaBls 3MEHIIYEThCS KUIbKICTh )KUTTIB;

— micas uporo Fighter BuKOHYye mepeBIpKy CTaHy TIpaBIsl Ha MOXJIHBE
3HUIICHHS.

SkIo rpaBisg HE 3HUINEHO — T'pa MPOMOBXKYETHCS, SKIIO 3HUIIEHO — PIBEHB

IIepC3aIryCKacThbCA.



[TapanenpHO 3 MM, IpaBellb MOKE aTaKyBaTH BOPOTa y BIAMOBiAb. Y LHOMY
BUIQJIKYy BOPOI OTPUMYE HIKOIY Ta MPOXOAWUTH MEPEBIPKY HA 3HMILEHHS. SIKILIO
BOpora 0yJ0 3HUILEHO, TO:

— 00’ext Enemy Bukinkae Bnacuuit Meron Death();

— BOPOT 3HUKAE 31 CLIEHHU.

Hami Buknukaerbcss GameManager, SIKMii BUKOHYE:

— HapaxyBaHHs J0cCBiay rpasifto uepe3 SO PlayerStats;

— OHOBJICHHS 1HTEep(ENCy TOCBImY;

— BI3yasi3aliio TeKCTy «+XP».



3 OIIUC MTPUMHATUX ITPOEKTHUX PIILEHE 1] YAC PO3POBKU
MOAYJIbHOI APXITEKTYPU ITPOBOI'O 3ACTOCYHKY

3.1 Onwmc apxiTekTypu (CTPYKTYpH) IFPOBOTO 3aCTOCYHKY

ApXiTeKkTypa mporpaMHoro 3abe3nedeHHs € GyHIaMEHTAIBHOIO CKJIaJ0BOIO
Oyap-IKOI Cy4acHOI CHUCTEMH, BKIIOYHO 3 IrpoBUMH 3actocyHkamu. Ilig
apXITEKTYPOIO PO3YyMIIOTh CTPYKTYpHY OpraHi3alil0 NpOrpaMHOIO NPOAYKTY, sKa
BU3HAYA€ WOTO BHYTPINIHIO JIOTIKY, KOMIIOHEHTH, CIOCOOM IXHBOI B3a€MOII,
NPUHIMIN OOMIHY JaHWMH, a TAaKOXX MEXaHI3MHU PO3IIMPEHHS Ta Momaudikariii.
[HIIMMH crioBamMu, apXITEKTypa 3a7a€ «CKEJIET» IrPOBOi CUCTEMH, Ha SIKUWA Hajal
HAIIApOBYIOTHCS ITPOBI MEXaHIKH, JIOT1Ka MEPCOHaXIB, 1HTep(deic KopucTyBaya Ta
1H111 QYHKITIOHATBHI YACTUHH TPH.

HasBHicTb 4iTKO C(hOPMOBAHOI apXITEKTYPH € KPUTUYHO BaXKIIMBOIO 3 KIITBKOX
IPUYYH:

— MIATPUMYBaHICTb. Jl0Ope CTPYKTypOBaHHUW MPOEKT JIETIIE aHaJI3yBaTH,
MacuTaOyBard, MOAU(DIKYBATH Ta BUMPABIATUA MOMUIKH O€3 PU3UKY MOPYIICHHS
IUTICHOCTI CUCTEMH;

— THYYKICTh. APXITEKTypHI TaTepHU O3BOJSIOTH IIBUIKO JOAABaTH HOBI
MeXaHiK{ 200 3MIHIOBAaTH ICHYIOU1, HE TIEPETTUCYIOYHU YCIO TIPOTpaMy 3 HYJIS;

— MOIYJBHICTB. [IpaBMIIBHO OpraHi30BaH1 KOMIIOHEHTH MiHIMI3YIOTh B3a€EMHY
3aJIEKHICTD Ta 3a0€3MeUyI0Th MOBTOPHE BUKOPUCTAHHS YACTUH CUCTEMU;

— MPOAYKTUBHICTh. APXITEKTYpHI PIIIEHHS BU3HAYAIOTh, SIK BUKIMUKAIOTHCS
dyHKI11, 1110 30epiracTbCs B MMaM ST, K MPaIOe OHOBJICHHS CTaHIB 00 €KTIB Ta SIK
ONTUMIZYETHCS B3AEMO/II MK HUMU;

— 3pO3yMUIICTh. ApPXITEKTYpHa CXeMma Ja€ po3pOoOHHMKAM 1 JOCIiTHUKAM
LJTICHE YSBJIEHHS MPO JIOTIKY pOOOTU 3aCTOCYHKY Ta CTPYKTYPY HPOEKTY.

VY pamkax gaHoi poOoTH 0OpaHO apXITEKTYpHUHM MiAXI1J, OPIEHTOBAHUI Ha

Scriptable Object Architecture (SOA), 10 A03BOJIsIE€ PO3AUIATH JaHi, MOBEAIHKY i



Joriky KoHbIryparii irpoBux 00’€KTIB MK pPI3HUMH 4YacTHHaMH cuctemu. Lle
3abe3mneuye OUTBIN THyYKe KepyBaHHS MapaMeTpaMH T'pH, CIPOIIYE TECTyBaHHS Ta
3HAYHO IJBUIIYE MACIITA0OBHICTh IIPOEKTY.

Ha pucynky 3.1 mokazaHo cxemy po3poOJICHOI apXITEeKTypH IrpOBOIO

3aCTOCYHKY.

Niamoayns
Pyxy

Niamoayns
nepcoxaxa

()

Nigmoayns
[Beoay rrasus

nepcokaxa

C

PlayerinventorySO

PlayerAppearanceSO

PlayerStatsSO PlayerinventorySO

Pucynok 3.1 — ApxiTekTypa 1eMOHCTPAIIHOTO ITPOBOTO 3aCTOCYHKY

Ha pucynky 3.1 nmokazaHo MOIyabHY CTPYKTYPY JAEMOHCTPAIIHHOTO ITPOBOTO
3aCTOCYHKY, ToOy/noBaHy 3 ypaxyBaHHsM Scriptable Object Architecture. KopeneBuii
enemMeHT «[pa» BimoOpa)kae BECh 3aCTOCYHOK SIK €JIMHY CHCTeMY. Bil HBOTO
BIJIXO/ISITh 11’ SITh OCHOBHUX MOJIYJIIB BEPXHBOTO PIiBHS, KOXKEH 3 SIKMX BiJIIIOBIIA€ 32
OKpPEMHI acIieKT poOOTH TPU: MOAYJIb KEPYBaHHS TPOIO, MOAYJIb TPaBIs, MOIYb
NPC, monynb cBity Ta irpoBux apredaxtiB 1 Moaynb Ul Jlami koxkeH 13 MOJyJiB
JCKOMIIO3YEThCSI Ha MIAMOAYNI Ta MIJACUCTEMH, CEpell SKUX OKPEMO BHUIUICHO
KoH(]Irypauiiini 00’ exktu tuiy ScriptableObject.

Bin By3na «I'pa» mepmmM BiATamy>KyeThCS MOIYJIh KEPyBaHHS TPOIO0 — IIe
JIOTIYHUIM LEHTP 3aCTOCYHKY, IO BIAMOBi/a€ 3a TIOOANBHHUIA CTaH, 30€peKEHHS
nporpecy Ta KOOPAWHAINIO IHIMUX MiACUCTEM. YCEpEIHWHI HbOTO BHUAUICHO MBI
KITFOYOBI M1ICUCTEMH:

— migcuctemMa 30epeKeHHs Ta 3aBaHTaXEHHS JIaHUX — pealli3ye JIOTIKy
cepianizalii cra"y rpu (piBeHb, JOCBiJ, CTaH 1HBEHTAps, HAJIAIITYBAaHHS) Ta HOTO
BIJTHOBJICHHSI IPY HACTYITHOMY 3aITyCKy ab0 Mepexoil MK CLIEHaMH;

— MiJICUCTeMa JJaHUX TPaBIld, 110 Ipaiftoe moBepx Scriptable Object-koHbiris.



Cama mifcucTeMa JTJaHuX TPaBLs CKIAJIAETHCS 3 IMIe 3 €JIEMEHTIB:

— PlayerStatsSO — 30epirae mapameTpu pO3BUTKY MNEPCOHa)Xa (MOTOYHUIN
nocBija, Tabmauisg XP, piBeHb TOIO);

— PlayerAppearanceSO — omnucye 30BHIIIHIN Bumsg rpaBusg (HaOip
JTOCTYITHUX CKiHIB, BUOPAHUM 1HJICKC);

— PlayerInventorySO — Mictuth iH(MOpMALiI0O PO PECYpCH Ta MNPEAMETH
rpaBId (30J0TO, HOTOYHA 30pOs, 1HII €JIEMEHTH 1HBEHTaps).

Takum 4YMHOM MOy KEepyBaHHS TPOIO TMOEAHYE YTPABIIHHS KUTTEBUM
[IUKJIOM TPH 3 LEHTPaTi30BaHUM JOCTYINOM JI0 JaHUX, 1110 KOHPITYPYIOThCS Yepes
SO-006’€exTH.

JlpyruM BEIMKWAM BIATATy>KEHHSM € MOAYJb TpaBlisi, SKUH OMHCYy€E BCi
ACIEKTH MOBEAIHKA OCHOBHOTO MEepCOHaka. ¥ HbOMY BUIUICHO TPH MiAMOIYII:

— MIAMOAY/Ih BBOJY T'paBIlsl — BIAMOBITAE 32 aOCTPaKIIIIO JpKepeaa BBOIY Ta
npairoe yepe3 ScriptableObject, a came KeyboardPlayerlnput — kondirypariiinuii
00’€eKT, SIKUI peanizye iHTepdeic BBOAY, 3UUTYE CTaH KiaBiaTypH Ta MEPETBOPIOE
JOTO Ha BEKTOP PYXY;

— MIAMOIYJb PyXy HEpCOHa)Xa — IHKANCYJIO€ JIOTIKY NepecyBaHHs IPaBIs
(06poOKka BEKTOpPIB pyXy, (pi3MUHA B3a€EMO/Iis 31 CBITOM, IOBOPOTHU CIIPANTY);

— mIMoAyidb OO TmepcoHaxka, 1o omnepye aBoma SO-koHpiramu —
WeaponDataSO ta BulletConfigSO.

Monyns NPC onucye moBeiHKY BOPOXKHX MEPCOHAXIB 1 JPYKHIX areHTIB.
Bin micTuts:

— TMAMOIYJIb TTapaMeTpiB 1 KoHpirypariii, 6azoBanux Ha EnemyConfigSO —y
npomMy ScriptableObject 3amaroTbesi THN TMOBENIHKW (Tapia/maTpyib), pajiycu
BUSIBJICHHA, MIBUAKICTh MEPECyBaHHS, 3HAYEHHsS JOCBIAY, IO HApaXOBYEThCS 3a
3HUIIEHHS BOPOTa, TOIIIO;

— MIAMOYJIb MOBEIIHKH — pealli3y€ aJrOpUTMHU PyXy, IEPECIIilyBaHHS IpaBLd,
NarpyjalOBaHHS Ta peakuli Ha MoAll CBITY 3 YypaxyBaHHSM [apaMeTpiB 13

EnemyConfigSO;



— 0a30BUIl MOMYJb KOJMI3iid — TpencTaBieHnii kommoHeHToM EnemyHitbox,
SKUH BIATIOB1/Ia€ 32 00pOOKY 31TKHEHb BOPOTa 3 TPaBlieM, CHAPSaMU Ta OTOUCHHSIM,
dbopMye CTPYKTYpy NOIIKOHKEHHS 1 Iepeiace ii B 00HOBY JIOTIKY.

VY pesynbrari NPC-norika po3aiieHa Ha koHDirypaiiiiHy yactuny (uepe3 SO)
Ta BUKOHABYY IOBEJIHKY, II0 CHPOIIY€E CTBOPEHHS HOBUX THUIIIB BOPOTIB IUISIXOM
3MIHM JIUIIIE JaHUX.

Jami iige Moaynb CBITY Ta IFpOBUX apTe(]akTiB, SIKUW OMHCYE CTaTUYHI Ta
iHTepakTuBHI 00’ekTH piBHA. OCHOBHUN MOTO €JIEMEHT — MOAYJb IHTEPaKTUBHHUX
00’€KTiIB, 110 00’ €AHYE:

— JiKyBaJdbHI (DOHTAHU, TApaMETPH SKHUX 3aJa0ThCS BIMMOBIMHUM SO-
KOH(IroM 1 BU3HAYAIOTh BEJIMYMHY Ta YACTOTY BITHOBJICHHS 3I0POB’ S TIPH B3aEMOJII1
IpaBIld 3 00’ €KTOM;

— CYHIYKH 3 30JI0TOM, 110 BUKOpUCTOBYIOTH CBiii KOH(DIr (ChestConfigSO)
JUIL OMKCY KUIBKOCTI 30J10Ta, rpadiuHuX CTaHIiB (3aKpUTHI/TIOPOXKHIN) Ta
napameTpiB BiJJOOpa’keHHsI TIOB1JOMJICHHS;

— noptanu, HanamroBaHi yepe3 PortalConfigSO: y HboMy 3a7a€eThes 1HUIOBA
ClIeHa, croci0 mepexoay Ta MOBEAIHKa il YaC 3aBaHTaXKEHHS.

TakuMm 4YMHOM MOJYJb CBITY KOHLIEHTPYE YC1 00’ €KTH, 3 IKUMHU I'PaBELb MOXKE
Oe3nocepelHbO B3aEMOAIATH, a SO-KOHQITM J103BOJISIOTh THYYKO 3MIHIOBAaTH iX
napametpu 0e3 Moaudikailii Komy.

OcTaHHIM eJeMEHTOM BepxHBOro piBHA € Monayiab Ul, skuil BiAmoBimae 3a
BiToOpakeHHs 1H(OpMAIIii Ta B3a€EMOJIII0 KOPUCTYBa4a 3 CUCTEMOI0. BiH MICTHUTH:

— iHTepdeic 1HBEHTaps — CKpaHW Ta TMaHeli, SKi BIiIOOpakaroTh CTaH
IHBEHTapsi TpaBlsl ¥ BUKOpuUCTOBYIOTH PlayerlnventorySO sik mkepeno maHux
(KLIIBKICTB 30J10Ta, TIOTOYHA 30POsi, PIBEHb ITPOKAYKH TOIIIO);

— HUD Ta cucteMHi MEHIO — €JIEMEHTH TOJIOBHOTO €KpaHy, IIKaIu 3/10pOB’s,
JOCBi1Y, TTOBIIOMJICHHS PO PiBEHbB, May3a-MEHIO, MEHIO BUXOAY 3 TPH;

— MicucTeMa MIo0allbHUX MOBIIOMJIEHb — BijoOpaxkae IulaBaroyl TEKCTH
(Habip AOCBiy, OTpUMAaHHS 30J10Ta, BIy4YaHHS MO BOPOTY), CHHXPOHI3YIOUHU iX 13

MOJIISIMU, TII0 HAIXOIATh Big MoaymiB rpasiig, NPC Tta cBity.



Y miacyMmKy I Jiarpama JIeMOHCTPYE MOIYNIBbHY apXiTeKTypy IrpoBOTo
3aCTOCYHKY, J¢ KOKCH MOAYJIb BIATOBiZa€e 3a CBOKO 00JacTh BIAMOBIIAIBHOCTI, a
KIIFOYOB1 MapaMeTpu TeWMIUIel0 BHHECeHI B okpemi ScriptableObject-konbiru.
Taku#i miaxij mojermrye MmoBTOPHE BUKOPUCTAHHS Ta PO3IIMPEHHS KOMIIOHCHTIB,
CHpOIIyE HaJaIITyBaHHS OalaHCy TIpu W HaouyHO TMOKasye, sk came SOA

IHTErpy€eThes B CTpykTypy 2D-rpu sxanpy Top-Down RPG.

3.2 Po3poOka irpoBOro MeH:o

IrpoBe MEHIO € OIHMM 13 KIIFOYOBHX KOMIIOHEHTIB OyIb-SIKOTO Cy4acHOTO
ITPOBOTO 3aCTOCYHKY, OCKUIBKH BOHO 3a0€e3Meuye KOpUCTyBada 3aco0amMu B3aEMOZIT
3 CHCTEMOIO 1032 MeXaMH OCHOBHOTO remiuieiiHoro mpoiecy. Jlo oro ckimamy
BXOJSTh PI3HI €JleMeHTU 1HTepdelicy — I1HBEHTap TpaBIls, CUCTEMHI MaHeml
KEepYBaHHsI, MEHIO BUOOpY MapaMeTpiB MepCcoHa)ka, BIIOOPAKEHHSI CTATUCTUYHUX
naHux Ta iHm iHdopmarliitni Mmonyini. CaMe yepe3 MEHIO IpaBellb OTPUMYE JOCTYII
JI0 BHYTPIIIHIX MEXaHIK TPU: MEperisiac cTaH MepCcoHa)Xa, 3MIHIOE 30BHIIIHICTb,
B3a€MOJIIE 31 CIIOPSIIPKEHHSIM, BIJICTEXKY€E MPOTPEC Ta 3AIMCHIOE HAJAIITYBaHHS.

Ha pucynkax 3.2 — 3.5 nmoka3aHo e1leMeHTH KOy JIsl PyHKI[IOHYBaHHSI 1HBEHTaPIO

IpaBIIs.

// OnoBnenHAa cnpaiTie npu smini ckina
private void OnSelectionChanged()
{
var appearance = GameManager.instance.PlayerAppearance;
if (appearance == null || appearance.Skins == null || appearance.Skins.Count == 8)
return;

int idwx = appearance.CurrentSkinIndex;
if (idx < @ || idx »>= appearance.Skins.Count)
return;

Sprite skinSprite = (Sprite)appearance.Skins[idx];

// CnpaiT y Biknl ineeHTapn
if (characterselectionSprite != null)
characterselectionSprite.sprite = skinsprite;

// CnpaiT peansHoro rpasus 6 ceiTi
if (player != null)
player.SwapSprite(idx);

// Knonka anrpeidgy 36poi
public void OnUpgradeClick()
{

if (GameManager.instance.TryUpgradeleapon())

UpdateMenu();
¥
b

Pucynok 3.2 — EneMeHT Koy JU1s peajiizallii 3MIHU CKiHa rpaBLs



// MoTounwid Bubip ckiva B meHD
private int currentCharacterSelection = @;

// === BuknukaeTeca cTpinkamw B menw (npaso/nieo) ===
public void OnArrowClick({bool right)
1
var appearance = GameManager.instance.PlayerAppearance;
if (appearance == null || appearance.Skins == null || appearance.Skins.Count == @)
return;

J/ =minmemo iHgekc

if {right)
currentCharacterselection++;

else
currentCharacterselection--;

int count = appearance.Skins.Count;
currentCharacterselection = (currentCharacterSelection # count + count) % count;

// onoenwemo S0 1 sigobpawenHa
appearance.CurrentSkinIndex = currentCharacterselection;
OnSelectionChanged();

Pucynok 3.3 — EnemenT koxy /uist BioOpakeHHsI KHOTIOK 3MIHH CKiHa MepCOHa)ka

public void UpdateMenu()

{

var gm = GameManager.instance;
if (gm == null)

return;
J/f ===== 3BPOA =====
var weaponData = playerInventory != null ? playerInventory.WeaponData : null;
if (weaponData != null)
{
if (weaponSprite != null)
weaponSprite.sprite = weaponData.CurrentSprite;
if (!weaponData.CanUpgrade)
upgradeCostText.text = "MAX";
else
upgradeCostText.text = weaponData.NextUpgradePrice.To5tring();
¥
/f ===== PIBEHb, HP, GOLD =====
if (playerstats != null)
{
levelText.text = playerStats.GetCurrentlevel().ToString();
goldText.text = gm.Gold.ToS5tring();
¥
if (player != null)
{
hitpointText.text = player.hitpoint.ToString();
¥

PucyHnok 3.4 — EnemenT koay aJis BigoOpaxxeHHs 1iHpopmailii mpo 30poro Ta

rapaMeTpy rpaBLs



Jf ===== XP BAR =====
if (playersStats != null &% playerStats.XpTable != null && playerStats.XpTable.Count > @)

{
int currLevel = playerStats.GetCurrentLevel();
if (currLevel »= playerStats.XpTable.Count)
{
// makcumym piBHA - noxasyemo 3aranbHui XP
xpText.text = playerStats.Experience.ToString() + " total experience points”;
xpBar.localScale = Vector3.one;
¥
else
{
int previevelXp = playerStats.GetXpToLevel(currLevel - 1);
int currLevelXp = playerStats.GetXpTolLewvel({currLevel);
int diff = currLevelXp - previLevelXp;
int currXpIntoLevel = playerStats.Experience - previevelXp;
float completionRatic = diff » @ ? (fleat)currXpIntoLevel / diff : 1f;
xpBar.localScale = new Vector3({completionRatio, 1, 1);
xpText.text = currXpIntolevel + ™ / ™ + diff;
¥
¥

ff OnoBuTw cxin y menw sSrigvo noTodHoro cTauy SO

var appearance = GameManager.instance.PlayerfAppearance;

currentCharacterSelection = appearance != null ? appearance.CurrentSkinIndex : @;
OnSelectionChanged();

PucyHnok 3.5 — EnemenT xomy a1 BigoOpa)keHHs MOJIOCKH JTOCBIAY

Ha mpeacraBneHux puCyHKax 300pa)X€HO peali3allild 1HBEHTapro TpaBIls.
Tam Bi0OpakaeThCsl KUIBKICTh OYOK JIOCBIY, KUTBKICTh 30JI0TA T4 OYOK 3/I0POB’s
rpaBis. Tako 1HBEHTap J103BOJISi€ 3MIHIOBATH 30BHIIIHICTh MEPCOHAXKa Ta
noKpamryBatu 30poro. J[is peamizamii MexaHIK iHBEHTapio Oyli0 BHUKOPHCTAHO
apxitektypHuii mabnon SOA. Bin 103BoJisi€ BiIOKpEMUTH JIOTIKY Bif gaHux. SOA-
KoH(iru HaBeIeHO Ha pucyHkax 3.6-3.9

[CreateAssetMenu(menuName = "SO/Player Inventory™)]
Jpublic class PlayerInventoryS0 : ScriptableObject
1

[SerializeField]

private int gold;

[SerializeField]

private WeaponDataS0 weaponData;

public int Gold

{
get =» gold;
set =» gold = Mathf.Max(®, wvalue);
b

public WeaponDataSO kWeaponData =» weaponData;

Pucynok 3.6 — SOA-koH(Ir iHBEeHTapIo rpaBlis



[CreateAssetMenu(menuName = "SO/Player Appearance”)]

public class PlayerAppearanceSO : ScriptableObject

¢ [SerializeField]
private List<Spriter availableSkins = new List<Spritex>();
[serializeField]
private int currentSkinIndex;

public IList<Sprite> Skins =»> availableSkins;

public int CurrentSkinIndex

¢ get =» currentSkinIndex;
set )
{
if (availableskins.Count == @)
{
currentskinIndex = @;
return;
H
currentskinIndex = (value ¥ availableSkins.Count + availableskins.Count)
% availableSkins.Count;
1
}
H

Pucynok 3.7 — SOA-xoH}ir 151 3MIHM 30BHIIIHOCTI FPABIS

[CresteAssetMenu(menulame = "SO/Player Stats”)]
=50 : Scriptabledbject

Spublic class PlayerSt
{
[SerializeField]
private int experience;
[SerializeField]
private List<int> xpTable = new List<int>();

public int Experience

{
get =» experience;
set =» experience = Mathf.Max(@, value);

3

public TReadOnlylist<int> XpTable => xpTable;

- public int GetCurrentLevel()

{
int r = @;
int add = @;
// norixa nepenecena 3 GameManager.GetCurrentlevel() :contentReference[oaicite:3]{index=3}
while (r < xpTable.Count 8% experience >= add)
add += xpTable[r];
r
¥
return Mathf.Clamp(r, 1, xpTable.Count);
}

Pucynok 3.8 — SOA-koH}ir 11 BigoOpaxkxeHHs mapaMeTpiB rpaBLs

public int GetXpTolLevel(int level)

{
int r = 8;
int xp = @;

// norika 3 GameManager.GetXpTolevel() :contentReference[oaicite:4]{index=4}
while (r < level & r < xpTable.Count)
{

xp += xpTable[r];

r++;

¥

return xp;

<{summary>

/ TMosepTae true, smxwo cTasca anrpeig piens.

f </summary>
public bool GrantXp(int amount)

1
int previevel = GetCurrentlevel();
Experience += amount;
int newlLevel = GetCurrentlevel();
return newLevel > previevel;

H

Pucynoxk 3.9 — Ilponosxennst SOA-koH}ITY /11 BiToOOpakKeHHS TapaMeTpiB

IpaBIls



3.3 Po3po0Oka moBeAiHKOBOI MO/IEIi KEPOBAHOTO MEPCOHAKA

[ToBeninkoBa MOJEIb KEPOBAHOTO MEPCOHAXka € LEHTPAIbHUM €JIEMEHTOM
I'pOBO1 JIOTIKM, OCKUIBKM CaMe€ BOHA BHU3HAYa€ PEaKIll0 repos Ha Jii rpaslg,
B3a€EMO/IIIO 3 €JIEMEHTAMH ITPOBOTO CBITY Ta y4acTh Y OOHOBUX UM JIOCIITHUIIBKUAX
cueHapisx. Big kopekTHOCTI 1 moOyJOBU 3aJIeKUTh 3arajlbHU IrpOBUM JOCBIJ,
IUTABHICTh KEPYBAHHS, BIANOBIAHICTh J1i NEPCOHAYXa OYIKyBaHHAM KOPUCTYyBaya Ta
1HTEerpalis 3 IHIIUMU M1ICUCTEMAaMHU 3aCTOCYHKY.

VY Mexax MpencTaBleHOl apXITEeKTypu IOBEIIHKOBA MOJIENb peajli3oBaHa
MOJYJIBHO Ta BKJIIOYAE JIEKUIbKA KIIFOYOBUX KOMIIOHEHTIB:

— MOy 0OOpOOKH BBOIY I'paBIid, IO BiAMOBIIA€ 32 OTPUMAHHS KOMaH/ 1 iX
TpaHc(opMalliro y BHyTPIIIHI JIii;

— MOIYJb PYXy, SIKHH peaidy€e NEpeMILEHHS MEepCcoHa)Xka 3 ypaxyBaHHSAM
G13UYHUX Ta aHIMAIIMHUX TTapaMeTpiB;

— MOIyab OO0, IO BUPINIyE TMUTAHHS HAHECEHHS Ta OTPUMAHHS IIKOMIM,
BUKOPUCTAHHS 30pOi Ta peakiiii Ha BOPOXK1 B3a€MOII;

— MIAMOJYJI1 CTaHIB 1 mapaMeTpiB, pealli3oBaHl Ha 0CHOBI ScriptableObject Ta
BIJMOBIJAIbHI 32 30€pEKEHHS XapaKTEPUCTUK T'eposi MIXK CECIIMHU.

BaxunBoro 0coOnuBICTIO  pO3poOJIeHOI MOBEMIHKOBOI Mojeli €  ii
BITOKPEMJICHHS JJaHUX BiJ JIOT1IKA Ta BUCOKHH PIBEHb IMMOBTOPHOTO BUKOPHCTAHHS
KOMITOHEHTIB, IO JOCITaeThes 3a paxyHOK Scriptable Object Architecture. Lle
JI03BOJISIE JIETKO 3MIHIOBAaTH IapaMeTpu MepcoHa)xka (IIBUAKICTh, 3I0pOB’S,
CIIOPSIDKCHHS, XapaKTepUCTUKH 30poi Tomio) 6e3 Moaudikailii OCHOBHOTO KOJY.
Takuif MiaX17 CYTTEBO CIHPOIIYE MOIUMPIKAIIID Ta PO3IIUPEHHS IMOBEIIHKOBUX
CIIEHapiiB, a TAKOXK MOKPAIIy€ TECTOBAHICTb CUCTEMH.

Ha pucynky 3.10 3006paxkeno SOA-kOH®Ir 711 KepyBaHHS MEPCOHAXEM 32
nonoMmororo kiapiarypu. Ha pucynky 3.11 300paxkeHo kopi iHTepdeincy s
KepyBaHHs I'OJIOBHUM repoeM. Ha pucynkax 3.12-3.14 noka3aHo e1leMEHTH KOy JUIs

KEPYBaHHSI IEPCOHAKEM.



CreateAssetMenu(menuName = "Input/Keyboard Player Input”
p Y ¥ P

public class KeyboardPlayerInput : ScriptableObject, IPlayerInput
1

[serializeField]

private string horizontalAxis = "Horizontal™;

[serializeField]

private string verticalAxis = "Vertical";

public Vector2 GetMove()
1
float x = Input.GetfxisRaw(horizontalAxis);
float y = Input.GetAxisRaw(verticalAxis);
war v = new Vector2(x, y);
return v.sgrMagnitude > 1f ? v.normalized : wv;

Pucynok 3.10 — SOA-koHbIr A1 BBOAY Yepe3 KiaBiarypy

using System.Collections;
using System.Collections.Gensric;
using UnityEngine;

public imterface IPlayerInput

1

[/ Hopmanisosauwd Hanpam pyxy [-1..1] no kowdii oci
Vector? GetMove();

¥

Pucynoxk 3.11 — Kog iaTepdeiicy s kepyBaHHs epCOHAKEM

public class Player : Mover
{
// BOBAMM: nocwnannA Ha ScriptableObject s ssipom
[Header("Input (50)")]
[SerializeField]
private ScriptableObject inputSource; // npusHad y incnexTopi KeyboardPlayerInput afo AIPlayerInput
private IPlayerInput input; // inTepdeiic

private SpriteRenderer spriteRenderer;
private Animator animator;
public Vector2 lastMoveDir = Vector2.right;

private bool isAlive = true;
protected Color originalColor;

protected override wvoid Start()

{

base.Start();

spriteRenderer = GetComponent<SpriteRenderer:();
animator = GetComponent<Animator>();

if (spriteRenderer != null)
originalColor = spriteRenderer.color;

// iwiuianisyemo iwTepdeiic ssogy = SO
input = inputSource as IPlayerInput;
if (input == null)

{

Debug.LogError("Player: inputSource He peanisye IPlayerInput. Mpussau KeyboardPlayerInput abo AIPlayerInput asset.”);

¥

Pucynok 3.12 — EnemenT xomy juist peasizaiiii KepyBaHHS IEPOHAKEM



VY naBegeHOMy (hparMeHTi KOy peaji3oBaHO IHIIaTi3aIiio KEPOBAHOTO TIEPCOHAKA
Ta MIIKIIOUYCHHS 10 HhOTO MOAY/IIB BBEJICHHS BiAMOBITHO /10 KOHIENINi Scriptable
Object Architecture. Knac Player ycnaakoBye 06a30BuUM pyXOBUM KOMIIOHEHT 1
JIOTIOBHIOE HOTO BJIACHOIO JIOTIKOIO, TIOB’S3aHOIO0 3 OTPUMAaHHSAM JaHUX TIPO BBII.
Uepes cepianmizoBaHe mojie A0 00’ekTa miakIodaeThes ScriptableObject, skuit
noBUHEH peanizoByBaru iHTepdeiic [Playerlnput. Lle n103BosIsi€ B 1HCTIEKTOP1 JIETKO
3aMIHIOBATH PI3HI JKEpesia BBOAY — HaAINPHUKJIaJA, BUOUpPATH MK KEPyBaHHSAM Bij
kaBiatypu, [I-MomysmeM ab0 Oymb-SIKUM THIITUM MOJYJIEM, HE 3MIHIOIOUH CTPYKTYPY

OCHOBHOI'O KJIacy.

private void FixedUpdate()
1
if (!isAlive || input == null)
return;

[/ Gepemo nanpam 3 50, & He 3 Input.GetAxisRaw
Vector2 move = input.GetMove();
Vector3 moveDelta = new Vector3(move.x, move.y, B8);

UpdateMotor(moveDelta);

if (moveDelta != Vector3.zero)
{
lastMoveDir = move.normalized;
if (animator != null)
animator.setBool("IsRun"”, true);

L
elze
{
if (animator != null)
animator.SetBool({"IsRun”, false);
¥

¥

Pucynok 3.13 — EnemenT xony a7 peaiizanii aHiMalliil mepconaxa

Meton FixedUpdate() BinmoBizae 3a 00poOKy pyXy KepOBaHOTO MEpPCOHaKa
Ta OHOBJICHHS MOro aHIMaliiHOro ctaHy 3 (IKCOBAaHOK YacTOTOK KaapiB. Ha
MOYaTKy BHUKOHAHHS 3JIHCHIOETHCS TIEPEBIpKa, YW € TICPCOHAXK JKUBHM Ta YU
JTOCTYITHUW MOAYJIh BBEJICHHS; SIKIIO O[HA 3 YMOB HE BUKOHYEThCS, ITO/IAJIbIIA JIOTIKa
HE 3amycKaeThcs. HampsaMok pyXy OoTpUMY€EThCS HE 3 KJIacH4YHOTO Input, a gepes

Ccrieliai3oBaHui MOYJIb BBEJCHHS, pealizoBaHuii 3a nonomoroto Scriptable Object



Architecture, 1o 3a0e3medye BiJOKPEMIICHHS BBOY BiJl JIOTIKM pyXy Ta MiJABHUIILYE
MOJYJABHICTh apXITEKTYPH.

OTpumaHuil HanpsSMOK KOHBEPTYETbCS Yy BEKTOpP 3MIIICHHS, MICIs YOro
NEepeacThCs y MOTOPHY CHCTEMY IMIepCOHa)xka, sKa BIAMOBIAae 3a (akTUIHE
OHOBJICHHS1 Horo mo3uiii. [lapanenbHO BHKOHYe€ThCS 0O0poOKa aHiMalli: SKIIIO
NEPCOHAX PYXA€ThCS, 30€piraeThCs OCTaHHIN HANpsSIMOK PyXy Ta aKTHBYETHCA
aHiMaIlisi Oiry; SKIIO K BBEJICHHS HE HAJAXOJUTh, MEPCOHAXK MEPEXOAUTh y CTaH
cnokoro. TakuM 4MHOM, MeToA 3abe3nedye CHHXPOHI30BaHy pPOOOTY MiJICHCTEM
pyxy, BBOLy Ta aHiMamli, MJATPUMYIOYM  OPUHIOUOU  PO3MOAUICHHS

BiZIMTOBIATFHOCTEHN Ta MOAYIHHOCTI, 3akianeHi y SOA-apxiTeKkTypy.

3.4 Po3po0Oka 1moBe1IHKOBOI MOJIEN I HEKEPOBAHUX MEPCOHAXKIB

HexkepoBaHi mepcoHaxi SBISIOTH COOOI0 OHY 3 KIIOYOBUX IIJICHUCTEM
I'POBOT0 3aCTOCYHKY, OCKUIBKM CaM€ BOHHU (POPMYIOTh AKTUBHICTH 1 JUHAMIKY
IrpOBOTO  CBITY, 3a0€3Me4yl0Th IHTEPAKTUBHICTH OTOYEHHS Ta CTBOPIOIOTh
PI3HOMAaHITHI ITpOB1 CLEHAapii AJig B3a€EMOJIi 3 TOJIOBHMM IepcoHaxeMm. Bonu
MOXKYTh BUKOHYBATH Pi3HI POJIi: CYNPOTUBHUKH, HEUTPaJIbHI ICTOTH, COIO3HUKH a00
00’€eKTH, 10 pearyoTh Ha Jii rpasis. Tomy noBeainkoBa Mozaenb NPC mae Oytu
THYYKOIO, PO3IIMPIOBAHOI0 Ta 3/IaTHOIO AJamnTyBaTUCS 1O PI3HUX THUIIB CIEH 1
ITPOBUX MEXaHIK.

[ToBeninka NPC y cTBOpeHOMY 3acTOCYHKY Oa3yeTbcsi Ha IO€IHAHHI
monynpHO1 apxitektypu Unity Ta Scriptable Object Architecture (SOA), o
JIO3BOJISIE BIUTUTMTH JIOTIKY BiJI JaHUX 1 3a0€3MeUUTH MOXKJIUBICTH 3MIHU
XapaKTEPUCTUK MEPCOHAXKIB 0€3 BHECEHHS 3MIH 10 OCHOBHOro Koay. Koxuuit NPC
(GYHKIIOHY€e Ha OCHOBI HaOOpy KOH(Irypalliid, ki BU3Ha4alOTh HOro mapameTpu:
MIBUAKICTD  PYXy, paAlyc BHSBICHHS, TUN TMOBEIIHKH (HATpyJrOBaHHS,
NEPECHilyBaHHsA, OXOpPOHAa TEPUTOpii), TPHUBAIICTb OUYIKYBaHHS, OOHOBI
XapaKTEePUCTUKH TOIIO. 3aBIAKH IboMy cTBOpeHHs1 HoBuX NPC abo HanamTyBaHHs

ICHYIOUHX 3BOAMTHCS J0 penaryBaHHs ixHiX ScriptableObject-koH]iriB.



Ha pucynky 3.14 300paxeno po3pobienuii SOA-koHDIr 115 HEKEPOBAHUX
nepconaxiB. Ha pucynkax 3.15-3.17 300pakeHO poO3poOOJE€HI CKPUNTH IS

HCKCPOBAHUX HepCOHa}KiB.

[CreateAssetMenu(menuName = "SO0/Enemy Config"”, fileMame = "New Enemy Config"}]
Jpublic class EnemyConfigS0 @ ScriptableObject

{

public Enemy.BehaviorType behavior = Enemy.BehaviorType.Guard;

[Header("Combat / XP")]
public int xpValue = 1;

[Header("Guard / Chase")]
public float triggerLength = 1f;
public float chaselLength = 3f;

[Header({"Patrol™)]
public float patrolSpeed = 1f;
public float patrollaitTime = 1.5F;

Pucynoxk 3.14 — SOA-koH®Ir a5l HeKepOBaHUX MEPCOHAXKIB

public enum BehavierType { Guard, Patrol }

[Header("Config (S0)}")]
[SerializeField]
private EnemyConfigS0 config;

/f runtime state

private bool chasing;

private bool collidingWithPlayer;
private Transform playerTransform;
private Vector3 startingPosition;

[Header("Patrol Settings (scene)™)]

public Transform[] patrolPoints; f/ TOYKW naTpynuoBaHHA Sajasmo B cueHi
private int patrolIndex = @;

private float patrollWaitCounter = &f;

_."',."l Hitbox
public ContactFilter2D filter;
private Collider2D[] hits = new Collider2D[1@];

// 3pydyni snacTusocTi gns gocTyny go napameTpis 3 SO

private BehaviorType Behavior =» config != null ? config.behavior : BehaviorType.Guard;
private fleoat TriggerLength =»> config != null ? config.triggerLength : 1f;

private float ChaselLength =» config != null ? config.chaseLength : 3f;

private float PatrolSpeed =» config != null ? config.patrolSpeed : 1f;

private float PatrolWaitTime =»> config != null ? config.patrolWaitTime : 1.5f;

private int XpValue = config != null ? config.xpValue : 1;

Pucynok 3.15 — Enement xoay po3po6ienoro ckpunta ais NPC



privete void FixedUpdate()

1
/f nepesipka ziTeHene iz rpaeuem
collidingWithPlayer = false;
boxCollider.OverlapCollider{filter, hits);
for (int 1 = @; 1 < hits.Length; i++)
{
if (hits[i] == null)
continue;
if (hits[i].CompareTag("Fighter") &% hits[i].name == "Player")
collidingWithPlayer = true;
hits[i] = null;
I}
J/f eublp noseginkm 3 SO
switch (Behawvior)
{
case BehaviorType.Guard:
GuardBehavior();
break;
case BehaviorType.Patrol:
PatrolBehavior();
break;
I}
¥

Pucynok 3.16 — Enement xoay po3po0bieHoro ckpunry st NPC

protected override woid Death()

1
Destroy(gameObject);

GameManager.instance.GrantXp(XpValue);
GameManager.instance . ShowText(
"+ + XpValue + " wp”,
i@,
Color.magenta,
transform.position,
Vector3.up = 44,
1.af
E
h

Pucynok 3.17 — Enement xoay po3po0bieHoro ckpunty st NPC

Ha HaBeneHMX pUCYHKaxX NOKa3aHO €JIEMEHTH KOy PO3POOJIEHHX CKpUIITIB
st NPC. V nanux eneMeHTax Koay NMOKa3aHo sIKi JaHl MATATYIOTHCS 13 CKPUIITY Ta

10 CKPUIT POOUTH MOTIM 13 IUMH JTAHUMH.



Ha pucynky 3.17 300paxkeno meton Death() sxuii BinmoBizae 3a MEXaHiKy
3HMILEHHS BOPOTa, MICIs YOro TrpaBellb OTPUMYE OUYKH JOCBITy, a Ha €KpaHl
3’ IBIAETHCA BIANOBIIHE OBIIOMICHHS.

Ha pucynkax 3.18-3.20 noka3zaHo e1eMeHTH KOy, SIKi peasizyloTh MOBEAIHKY

NPC.

private void GuardBehavior()

1
if (Vector3.Distance(playerTransform.position, startingPosition) < Chaselength)
{
if (Vector3.Distance(playerTransform.position, startingPosition) < TriggerlLength)
chasing = true;
i
if (chasing && !collidingWithPlayer)
UpdateMotor((playerTransform.position - transform.position).normalized);
else if (!chasing)
{
UpdateMotor((startingPosition - transform.position).normalized);
¥
¥
else
{
UpdateMotor(({startingPosition - transform.position).normalized);
chasing = false;
¥
¥

Pucynok 3.18 — EnemeHT xomy AJi1 BOPOTiB-OXOPOHIIIB

private void PatrolBehavior()

{

float distanceToPlayer = Vector3.Distance(playerTransform.position, transform.position);
/f --- MEPECNIAYBAHHA TPABUA ---

bool playerInChase = distanceToPlayer < Chaselength;

bool playerInTrigger = distanceToPlayer < TriggerLength;

if (playerInChase)

¢ if (playerInTrigger)
chasing = true;
if (chasing && !collidingWithPlayer)
Vector3 chaseDir = (playerTransform.position - transform.position).normalized;
UpdateMotor(chaseDir); // pyx 3a rpasuem
return; // Baxnueo: HE naTpynwemo B UboMmy Kaapi
i
¥
else
{
// rpaBeys ganeko - NOBEPTAEMOCH Y PEXKMM NaTpyns
chasing = false;
¥
// --- MATPYMOBAHHA ---
if (patrolPoints == null || patrolPoints.Length == @)
¢ Debug.LogWarning($"Enemy "{name}' has Patrol behavior but no patrol points assigned.”);
return;
b

Pucynok 3.19 — EnemeHT Koy AJis NaTpyIIOI0UUX BOPOTiB



Transform targetPoint = patrolPoints[patrollndex];
float distanceToPoint = Vector3.Distance(transform.position, targetPoint.position);

f{ Aakwo pifwnk go TOYKM — YEKBEMO TPOXWM Ta NEPEXOAMMO A0 HacTynHoI
if (distanceTocPoint <= 8.1f)
{
patrolWaitCounter += Time.deltaTime;
if (patrolWaitCounter »>= PatrollWaitTime)
{
patrolIndex = (patrolIndex + 1) % patrolPoints.Length;
patroliaitCounter = &f;

by
UpdateMotor(Vector3.zero); // cToimo nig 4ac o4ikysBaHHA
¥
else
{
ff pyxaemoca Ao NOTOYMHOL TOWYKM
Vector3 dir = (targetPoint.position - transform.position).normalized;
UpdateMotor{dir * PatrolSpeed);
iy

Pucynok 3.20 — [IponoBkeHHs KOy TaTpyIIOI0YUX BOPOTIB

Ha naBeneHux pucyHkax mokaszaHo peaizaiito noseniakooi moaem NPC. V
OpOTUBHUKIB € 2 Buau mnoseniHku. llepmmii — ue NPC-oxoponui. Bouu
OXOPOHSAIOTHCS BKa3aHy MO3ULIIO Ta K TUIbKU I'PaBellb MOTPAILISE Y paJlyC iXHbOTO
30py MOYMHAIOTH TEepeciiayBaTu Horo. SKiio rpaBelb MOKUIAE pajiyc All, TO
nepeciiyBaHHsa npunuHsaeTbes, a NPC nmoBepraeTbest Ha CTapTOBY HO3UILIIO.

Jlpyruii TUD BOPOTiB — II€ MaTpyabHi. BOHM marpymiiooTh 3a1any o0iacTh Ta
NOYMHAIOTH NEPeCIiAyBaHHs TPaBIl, AKIIO TOW MOTPAIUISIE y PaJilyC iXHBOTO 30DY.
MapiuipyT naTpyaiOBaHHS 3a7a€TbCd HEBUAMMHUMM TOYKaMH, MO SKUM BOPOT
IIUKIIIYHO pyXaeThes. 3aBasaku SOA, KITbKICTh TAKUX TOYOK MOKE OyTH YHIKAIbHOIO
Ul KO)KHOTO TPOTHBHMKA. Y pasl, SKIO IpaBellb BUHIIOB 3 pajJiycy 30py

npotuBHUKa, NPC noBepraeTbcst 10 NaTpyItOBaHHS 3 MEPIIOT TOUKH.
3.5 Po3poOka 60i0BHX MEXaHIK IrPOBOT0O 3aCTOCYHKY
boiioBa cuctema € OHUM 13 KJIFOUOBHX €JIEMEHTIB TeHMILICIO, 10 BU3HAYAE

JMHAMIKY, CKJIQJIHICTb 1 3arajJbHUI XapakTep irpoBoi B3aemozii. Came MexaHika 6010

3abe3mneuye eMOIIHUN JpaiiB, CTUMYITIOE JOCITIKEHHS IrPOBOTO CBITY Ta (hopMmye



BUKJIUK JIJIS TPaBIL. Y MEXKax CTBOPEHOTO ITPOBOTO 3aCTOCYHKY OOHOBa cHCTEMa
po3po0iieHa Ha OCHOBI MOIYJABHOT apXiTEKTYpH, IO JI03BOJISIE THYYKO 3MIHIOBATH
napamMeTpu 30poi, BOPOXKHX OJWHHUIL 1 TOBEMIHKH 0010 0e3 HEeoOX1THOCTI
MOJIM(IKyBaTH OCHOBHY YaCTUHY KOJIY.

3a paxyHok BuxopuctanHs Scriptable Object Architecture (SOA) 6oiioBi
MEXaHIKM CTaJIM HE3aJIe)KHUMU B1Jl KOHKPETHUX KJIACIB, JIETKO MAacCIITaOyIOThCS Ta
JIOMYCKAIOTh CTBOPEHHSI HOBUX THUIMIB 30p0i a00 cHapsiiB 0e3 1yOntoBaHHS JIOTIKH.
Hampuknan, 3miHa TIBUAKOCTI TOCTPUTY, THUIy aTakKd YW 3HAYCHHS IIKOIU
peanizyeThbcsl uepe3 pelaryBaHHs BiAMOBIAHOTO KOHIrypamiiHoro o0’ekra, 110
poOUTH 0OHOBY CUCTEMY BIAKPHUTOIO JIJISi PO3IMIUPEHHS Ta OJATBIIOI MO (IKaITii.

Ha pucynkax 3.21 — 3.23 306paxenHo SOA-koHpiru 30poi.

[CreateAssetMenu(menulame = "S0/Bullet Config", fileName = "Mew Bullet Config")]
public class BulletConfigS0 : ScriptableObject

1
[Header ("Movement™)]
public float speed = 1@f;
public float lifeTime = 2f;
[Header("Damage") ]
public int baseDamage = 1;
public float pushForce = 2f;
}

Pucynok 3.21 — SOA-koHbIT 4714 KyJb

[CreateAssetMenu(menulName = "S0/Weapon Data™)]
public class WeaponDataSO : ScriptableObject
{
Header("Boioel napameTpn no piexax™)
P P P )
[serializeField]
privete int[] damagePoints;
[serializeField]

privete fleat[] pushForces;

[Header("Bisyanisauia no pisnax")]
[serializeField]
private List<Sprite> levelSprites;

[Header("Uixwm noxpawexss™)]
[SerializeField]

private List<int> upgradePrices;

[SerializeField]
private int currentLevel = @;

public int Currentlevel = currentlevel;
public int MaxLevel => Mathf.Min(damagePoints.Llength, pushForces.length);

public int CurrentDamage =>
damagePoints[Mathf.Clamp(currentlevel, @, damagePoints.Length - 1)}];

public float CurrentPushForce =3
pushForces[Mathf.Clamp(currentLevel, @, pushForces.Length - 1)];

Pucynok 3.22 — Enement kony SOA-koH}Iry 111 30pOi



public Sprite CurrentSprite =:
{levelSprites != null &% levelSprites.Count > @)
? levelSprites[Mathf.Clamp{currentLevel, ©, levelSprites.Count - 1}]
: null;

public bool CanUpgrade => currentlevel < upgradePrices.Count;
public int MextUpgradePrice =» CanUpgrade ? upgradePrices[currentlevel] : @;

public woid Setlevel{int level)

1

currentlevel = Mathf.Clamp(level, 8, MaxLevel - 1};
¥
public woid Upgrade()
1

if (CanUpgrade)

currentlevel++;

¥

Pucynok 3.23 — IIponosxenus SOA-koH(piry st 30poi

ITokazani Ha pucyHkax SOA-CKpUNTH A03BOJSIOTH BUIIUIATH JaHl BiJ
OCHOBHO{ JIOTIKM 3aJJisi CIPOIIEHHS IMpOIleCy 3MIHM JaHWX, a TaKOoX BOHHU
JTIO3BOJISIFOTH JIETKO CTBOPIOBATH HOBI €K3EMIUISIPH KYJIb Ta 30poi 6€3 HeoOX1aJHOCTI
3MIHIOBATH KO Ta HEe Oy/AyTh BILUIMBATH Ha BXKE ICHYIOUM €K3EMIUISIPH Y Tpi.

Ha pucynkax 3.24-3.26 noka3aHo €JIeMEHTH KOy CKpUIITa 30poi.

Jpublic class Weapon : Collidable

1
[Header("dani zbpoi (S03")]
[SerializeField]
private WeaponDataSO weaponData;
[5erializeField]
private SpriteRenderer spriteRenderer;

/f Swing

private Animator anim;

private float cooldown = @.5F;
private float lastSwing;

protected override void Start()

1
base.Start();
gnim = GetComponent<Animator:(};
Jf ovoBwTw cnpaiT 3rigHo noToudoro piedA
RefreshVisual();
¥

Pucynok 3.25 — EnemeHnT xoay ckpurnra 30poi



Ileti ¢dparmeHT KoMy peainidye iHiIiami3amiro 30poi, IO BHUKOPHCTOBYE
Scriptable Object Architecture nis koHdirypartiii cBoix mapametpi. O6’extT Weapon
MICTUTh TmocuiaHHsi Ha ScriptableObject tumy WeaponDataSO, y sikomy
30epiratoThCsi BCl 3MiHHI, 110 OMHMCYIOTh XapaKTEPUCTHKU 30poi, BKIIOYHO 3 ii
Bi3yaJIbHUM O(OpMJIEHHSM, piBHEM, 0a30BUMU 3HAYEHHSIMH aTaKd Ta I1HIIMMHU
napaMerpaMu. Takuil miaxia T03BOJISE JIETKO 3MIHIOBaTH a00 PO3IMIMPIOBATH THUIU
30poi 6e3 Moaudikallli Koy, OCKUIBKU BCl AaH1 30epiratoThCs y 30BHIIIHLOMY SO-
KOoHTelHepl. JlomaTkoBo KOMIOHEHT 30epirae mocwianas Ha SpriteRenderer, 1o
BIJINOB1/1a€ 32 B1I0OpaXeHHS BIAMOBIAHOTO TpadiuHOrO €IEMEHTY.

protected override void Update()

i base.Update();
|if (Input.GetKeyDown(KeyClode.Space))
d
if (Time.time - lastSwing > cooldown)
{
lastSwing = Time.time;
Swing();
¥
¥
¥
protected override wvold OmCollide({Collider2D coll)
1
if (coll.tag == "Fighter™)
{
if (coll.name == "Player")
return;
Damage dmg = new Damage
{
damagefmount = weaponData.CurrentDamage,
origin = transform.position,
pushForce = weaponData.CurrentPushForce
I
coll.SendMessage("ReceiveDamage”, dmg);
¥
¥

Pucynok 3.26 — EnemenT koxy AJist CKpUIty 30poi



[e#i hparMeHT KOy pealtizye JIOTIKY aTaKyBaHHS Ta 00pOOKHU 31ITKHEHB 30poi
3 iHmUMU 00’ekTamu y Tpi. Y Meroni Update nepeBipsieThcs HATUCKAHHS KIIaBiIli
npoOity, 10 BUKOHYE pOJIb TpUTepa aTaku. SIKIIO 3 MOMEHTY OCTaHHBOTO yIaapy
MUHYB 1HTEpBaj, OLIbIINKA 3a BCTAHOBJICHUN dYac TMepe3apsiku, BiI0YBAEThCS
OHOBJICHHSI YacCy OCTAaHHBOTO yJapy Ta BUKIHUK MeTomy Swing(), sSIkuil 3amyckae
aHIMaIlll0 aTakd Ta TOB’s3aHy 3 HeEw Jioriky. Taka peanizamis 3a0e3mnedye
KOHTPOJIhOBAHY YaCTOTY aTak 1 3armodirae HaAMIpHOMY CIIaMIHTY yapiB.

Y metoai OnCollide 06pobmsieThest 3ITKHEHHS 3001 3 IHIMUMU 00’ €KTaMU, 10
maoTh Ter "Fighter". Skmo o00’ekToM 3ITKHEHHSI € TrpaBellb, 00poOKa
TIEPEPUBAETHCS, MO0 YHUKHYTH HAHECEHHSI IITKOAN caMoMy co0i. B iHmmx Bumagkax
CTBOPIOETHCSL CTpykTypa Damage, sika (opMmyeTbcs Ha OCHOBI JaHUX 31
ScriptableObject  WeaponDataSO:  moTroyHoro  3HaYeHHS  IIKOAHM,  CHJIH
BIJIIIITOBXYBAaHHS Ta TO3UIlT Jpkepena yaapy. [licns ¢popmyBaHHS 1i€i CTpyKTypH
1HIIOMY 00’€KTy TepenaeThesl moBigomiieHHs ReceiveDamage, sxe nepenae nomy

1H(pOpMAIIiIO TPO HAHECEHY LIKOAY.

private void Swing()
1
anim.SetTrigger("Swing");

¥

public void RefreshVisual()
1
if (spriteRenderer != null && wesponData.CurrentSprite != null)
spriteRenderer.sprite = weaponData.Currentsprite;

}

public void Upgradebleapon()
1

weaponData.Upgrade();
RefreshWisual();

¥

public void SetWeaponLevel(int lewvel)

1

weaponData.Setlevel(level);

RefreshWisual();

¥

public int Currentlewvel =» weaponData.Currentlevel;

Pucynok 3.27 — EnemenT koxy A1t CKpUITy 30poi



Ileti dbparMeHT KOMy BIAMOBIAAE€ 3a BUKIWK aHIMAIlli aTakd Ta OHOBIICHHS
Bi3yaJbHUX 1 QYyHKIIOHATBFHUX TTapaMeTpiB 30poi BIAMOBIHO 0 il TOTOYHOTO PiBHS,
30epiratoun npu 1poMy naHi B ScriptableObject. Meton Swing akTuBye Tpurep
aHiMaTopa, KM 3amyckae aHIMalllo yaapy, 3a0e3ledyloud KOPEKTHY Bi3yallbHY
PEaKIIiio Ha [0 rpaBlis. 3aBISAKHU [IbOMY JIOT1KA aTaKy 3aJIMIIAETHCS POCTOIO, a BCI
Bi3yaJIbHi1 aCIIEKTU MOBHICTIO JIENEryI0Thes cucTteMi aniMmarlii Unity.

Meton RefreshVisual onoBmitoe cripaidt 30poi 3riIHO 3 AKTyaJIbHUMU JTaHUMH,
orpumanumu 31 ScriptableObject WeaponDataSO. Ile mae MOXJIHUBICTH
ABTOMAaTUYHO 3MIHIOBATHU 30BHINIHINA BUIIISAA 00’ €KTa MpU MpOKadyBaHHI 30poi abo
nepexoil Ha HOBUM piBeHb. [Ipu 1IbOMYy JIOTiKa 3MIHU CIPAWTIB HE MPUB’SI3aHA 10
caMoro kiacy 30poi — yci mapamerpu 30epirarotbest B 30BHIIIHBOMY SO-pecypci, 1o
3a0e31euye BUCOKY PO3UIUPIOBAHICTh CUCTEMHU.

Metogu UpgradeWeapon Ta SetWeaponlLevel iHKancymow0Th JIOTIKY
30UTbIIEHHST pIBHS 30poi Ta BCTAHOBIEHHS piBHSA BpyuHy. OOujBa MeTonu
BUKJIUKAIOTh ~ OHOBJIEHHS  BI3yaJbHOIrO CTaHy IICJis 3MIHM  IapaMeTpiB
ScriptableObject, 11(0) rapaHTye€  Y3TOIKEHICTh MDK  BHYTPIIIHIMU
XapaKTepUCTUKaMH Ta iX BigoOpaxkeHHsM Yy Trpi. Buactusicts CurrentLevel
3a0e3neuye 3pydyHUN JOCTYyH JO MOTOYHOIO PIBHA 30pOi, TAKOXK OTPUMYIOUYU

3HageHHs 3 SO.

3.6 Po3pobOka aptedakTiB irpoBoro cCBitTy

ApTtedakTu iIrpoBOro CBITYy € HeBil’€MHOIO CKJIaJIOBOIO CTPYKTYPH OYIb-SIKOTO
IrPOBOT0 3aCTOCYHKY, OCKUIBKH BOHU (DOPMYIOTh B32EMOJIIIO T'PaBLIs 3 OTOUEHHSM Ta
CTBOPIOIOTh YMOBH JUIsl pO3BUTKY rewmiuiero. Ilig apredakramu y maHiii poOOTi
pPO3yMIIOThCSI BC1 O0’€KTH CepeloBHINA, 37aTHI pearyBaTud Ha Jii rpabis abo
BIUIMBAaTH Ha HOro CTaH: CyHAYKH 3 pecypcamH, JIIKyBaJibHI (POHTAHH, MOPTaIH
NEePEXOAYy MIXK PIBHSMHM Ta IHII1 IHTEPAKTUBHI €JIEMEHTH.

OcHOBHOIO 0COONMMBICTIO apTeaKTIB € TE, MO BOHU BUKOHYIOThH TOTIOMIXKHI,

aje BaXJIMB1 (YHKIII: 3a0e3MeuyloTh MPOrpec MEPCOHA)Xa, BITHOBIIOIOTH HOTO



XapaKTePUCTUKH, BiIKPUBAIOTH JOCTYN J0 HOBUX 30H a00 piBHIB. B3aemomis 3
TaKUMH 00 ’€KTaMH Ma€ OyTH IHTYiTUBHOIO Ta CTaOUIbHOIO, OCKUIBKM BOHA
0e3rocepeIHbO BILUIMBAE HA KOM(OPT KOPUCTYBaya Ta JIOTIKY MPOXOIKEHHS T'PH.

VY po3pobieHoMy IrpoBOMY 3aCTOCYHKY peasiizailis apredakrtiB modyqoBaHa
BIJIMOBIIHO JI0 MPHUHIIMITIB MOJYJIBHOI apXiTeKTypu Ta mijgxomy Scriptable Object
Architecture (SOA). lle m03BONIMIO BIIOKPEMHUTH JaH1 BiJ JIOTIKHM B3a€EMOJIII,
3a0€3MEeUNTH THYYKE HaNAIlTyBaHHS BIACTUBOCTEW apTe(dakTiB Ta MOXKIHUBICTh
MIBUJIKOTO PO3IIUPEHHS iX (QYyHKIIOHATHHOCTI Oe3 3MiH y 0a30BUX CKpHUIMTAaX.
Hamnpuknaza, KUIBKICTh OTPUMAHOTO 30J10Ta, MapaMeTpH JIIKYBaHHS a00 LIJIbOBUUI
pPiBEHb MOPTAy BU3HAYAIOTHCS HE KOIOM, a KOH(IrypariiHuMu 00’ €KTamu, IO
3HAYHO CIIPOIIYE OHOBJIEHHS ITPOBOTO CBITY.

Ha pucynkax 3.28 — 3.30 300paxeno po3poOineni SOA koHpiru, KoTpi
30epiratots nani. Ha pucynkax 3.31 — 3.33 300pa’keHO €JI€MEHTH KOy JIOTiKU

aptedakTiB IrpoBOTO CBITY.

[CreateAssetMenu (menuName = "S0/Healing Fountain Config", fileMame = "New Healing Fountain Config")]
public class HealingFountainConfigS0 : ScriptableObject
{

[Header("Healing"}]
public int healingémount = 1;

[Header("Cooldown"™}]
public float healCooldown = 1.@f;

Pucynok 3.28 — SOA-koH}Ir TiKyBaJIbHOTO (POHTAHY

[CreateAssetMenu(menuMame = "SO/Portal Config", fileMame = "Mew Portal Config")]
public class PortalConfigs0 : ScriptableObject
{

[Header("Scene™)]
[Tooltip("Index of the scene in Build Settings (SceneManager.loadScene)™)]
public int sceneIndex = -1;

[Header("Optional™)]
[Tocltip(“Saving after using portal™)]

public bool saveStateBeforeLoad = true;

[Tooltip("Text for enterimg the portal™)]
public string enterMessage = "";

[Tooltip("Time for showing message”)]
public float messageDuration = 2f;

Pucynok 3.29 — SOA-koHbir mopTaiiB



[CreateAssetMenu(menuName = "S0/Chest Config"”, fileName = "Mew Chest Config"}]
public class ChestConfigS0 : ScriptableObject
1

[Header("Visual")]

public Sprite closedSprite;

public Sprite emptySprite;

[Header{"Reward")}]
public int goldAmount = 5;

[Header("Floating Text")]

public string messageFormat = "+{@} gold!";

public int fontSize = 25;

public Color textColor = Color.yellow;

public Vector3 textOffset = new Vector3(e, 59, @);
public float textDuration = 3.8f;

Pucynok 3.30 — SOA-koHOIr CyHAYKIB 13 30J10TOM

protected override void OnCollect()

1
if (collected)

return;
collected = true;

if (config == null)
{

Debug.LogWarning($"Chest "{name}’ has no ChestConfigS0 assigned!™);
return;

h

// Minaemo cnpadT Ha NycTWRA
if (spriteRenderer == null)
spriteRenderer = GetComponent<SpriteRenderer:();
if (spriteRenderer != null &% config.emptySprite != null)

1

spriteRenderer.sprite = config.emptySprite;

h

// HapaxoByemo SonoTo
GameManager.instance.Gold += config.goldfAmount;

Pucynok 3.31 — EneMeHT Koy JIOTIKH CYHAYKIB 13 30JI0TOM

3o00pakenuii Ha pucyHky 3.31 meTon pealizye JOTIKY B3aeMOmii TpaBis 3i
CKpHUHSIMH, sIKI MOKHa 310patu. Ha modarky BUKOHYETBhCS TEpeBipka, 4u He Oyia
CKpHHSI BXKe 310paHa paHiie, 110 3anodirae mMoBTOPHOMY HapaxXyBaHHIO HaropoIu.
Akmio o0’€KT 1€ HE B3aEMOAISB 13 T'paBlEM, BCTAHOBIIOETHCS BIAMOBITHUN

mparnopelb Ta MepeBipsAeThCS HasBHICTH KOHirypamiitHoro ScriptableObject. 3a



HOro BiJICYTHOCTI cUCTeMa (POpMye MOIMEPEKEHHS, L0 JT03BOJIIE PO3POOHUKY
MIBUKO BUSBUTH OMUIIKHA KOH(Irypallii i1 4ac po3poOKHu.

[licns 1bOTO OHOBIIOETHCS BI3yalIbHHMM CTaH CKpPUHI: 3a MOTpedu
OTpUMYEThCS KOMITIOHEHT SpriteRenderer, 1 K110 BiH ICHY€ Ta MICTUTh BUSHAYEHU I
y KoH(piryparii mycTuil crpait, 300paxeHHsT CKpUHI 3MIHIOETHCS Ha MOPOXKHE. Lle
CTBOpIOE e(exT BiIKpUTOI abo BXKe 310paHOi CKpUHI. 3aBIASKM BUHECEHHIO
rpadiunux mapamerpiB y ScriptableObject, BUmisig pi3HUX THUIIB CKPHUHb MOXE
3MIHIOBATHUCS 0€3 HeOOX1THOCTI pefaryBaTu Ko,

Ha 3aBepiieHHs BUKOHAaHHS METOAy BiAOyBaeThbCs HapaxyBaHHS 30J0Ta
rpaBLEBl: 10 TIOOATBHOTO JIYMJIBHUKA JOAA€TbCA 3HAYCHHS, BHU3HAYCHE B

koH(pirypartii ChestConfigSO.

Jpublic class Portal : Cellidable

{
[Header("Config (50)")]
[SerializeField]
private PortalConfigS0 config;

protected override void OnCollide(Collider2D coll)
{
if (coll.name != "Player™)
return;
if (config == null)
{
Debug.LogErrer($"Portal '{name}’ has no PortalConfigSO assigned.");

return;

¥

if (config.scenelndex < @)

{
Debug.LogErrer($"Portal '{name}’ has invalid scenelndex in config: {config.sceneIndex]}");
return;

Pucynok 3.32 — EneMeHT Koy Jj1s1 IOpTaliB

VY npomy ¢parMeHTi KoAy peaizoBaHO JIOTIKY poOOTH mopraily — 00’€KTa,
SIKAW JI03BOJISIE TPABITIO IEPEXOIUTH MIXK IrpOBUMHU clieHamu. [1pu 31TKHEHHI TopTa
nepeBipsie, YU B3a€EMOZIS BIIOYBAa€ThCA CaMe 3 TPABLIEM; Y IPOTUIE)KHOMY BUIIAIKY
nojajiblla JIOTiKa HE BUKOHYeThCA. [laml 3I1HCHIOETBCS TEpeBIpKa HAsBHOCTI
koH(iryparmiiiHoro ScriptableObject Tumy PortalConfigSO, mo mictuTts gaHi mpo
IHACKC CIIeHH, Yy SKy Mae OyTH TepeHeCeHHil TpaBellb. Y pasi BiJICyTHOCTI
KoH(pirypartiii cucrema GopmMye KpUTHUHE MOMEPEIHKEHHS, SKE JT03BOJISE IIBHJIKO

BUSIBUTH MIOMUJIKU TIPU HaamTyBaHH1 00’ekTiB y Unity.



gFountain : Collidable

public class Healing

{
[Header("Config (50)")]
[serializeField]
private HealingFountainConfigS0 config;
private float lastHeal;
protected override void OnCollide(Collider2D coll)
{
if (coll.name != "Player™)
return;

if (config == null)

{
Debug.LlogWarning("HealingFountain: config is null, no healing applied.™);
return;

¥

// nepesipaemo kyngayH is SO
if (Time.time - lastHeal > config.healCooldown)

{

lastHeal = Time.time;

f/ nikyemo rpaEUs Ha 3HadYeHHA 3 S0
GameManager.instance.player.Heal(config.healingfmount);

Pucynok 3.34 — EnemenT Koay a7s JiKyBaJdbHUX (DOHTAHIB

Y 1mpoMmy Kiaci peai3oBaHO TOBEMIHKY JIIKYBaJIbHOTO JDKEpena, SKe
BITHOBJIIOE 3JI0POB’S TpaBIsl MpH 3ITKHEHHI 3 HUM. OO0’€KT BHKOPHCTOBYE
ScriptableObject Tumy HealingFountainConfigSO, mo MicTuTh yci 3MiHHI
napamMeTpu — BEJIWYMHY BIJAHOBIICHHS 3JI0pPOB’S Ta Yac TMepe3apsiKud Mix
NOBTOPHUMH akTuBaligsMu. Lle /1o03Bosisie JEerko CTBOPIOBATH PI3HI  THUIU
JIKyBaJdbHUX (POHTaHIB, 3MIHIOIOUM JHILE KOHQIrypauiiiHi gaHi 6e3 moaudikaiii
JIOTIKH.

[lin vac 3ITKHEHHA OO0’€KT mepeBipse, YU € KoJlaiaep rpaBLeM. SKIIo
B3a€MO/I1s B1AOYBAETHCS HE 3 TpaBleM a00 KOH(ITypallis He MPpU3HaYeHa, MOAaJIbIIa
0o0poOka HE BHWKOHYETHCS, IO 3amolirae TOMMIKaM 1 3abe3meuye KOpPEKTHE
HanamrtyBaHHs1 00’ekta B Unity. [lani nepeBipsieTbcsi 9ac, 10 MUHYB 13 MOMEHTY
OCTaHHBOTO JIIKYBaHHS: JIKYBaHHS JTO3BOJISIETHCS JIUIIE TOA1, KOJIM MOTOYHUHN Yac
nepeBullye 3HadeHHs cooldown, Bu3Hauene y ScriptableObject. flkmo ymoBa
BUKOHAHA, OHOBJIIOETHCA YaC OCTAHHBOTO JIIKyBaHHS W TpaBlEBl BiIHOBIIOETHCS

3I0pOB’s1 B 00Cs31, IO TAKOXK 30€piraeThCcsi B KOHPIryparii.



BMUCHOBKU

VY Marictepchkiii kBamidikamiiiHii poOoTi Oyn0 po3B’A3aHO AaKTyaldbHY
HAyKOBO-TIPAKTUYHY 3a7ady IOOYyJIOBH MOIYJIBHOI apXiTeKTypH IirpoOBOTO
3aCTOCYHKY 3 BHUKOpHCTaHHAM miaxony Scriptable Object Architecture (SOA). ¥V
XO/A1 JIOCIIJDKEHHS TMPOBEACHO KOMIUIEKCHHM aHam3 mpobiaeMu, po3poOIeHo
apXITEKTypHE PIIIEHHS Ta CTBOPEHO JIEMOHCTpPAIIHUI IrpOBUIM 3aCTOCYHOK IS
NEPEBIPKU  MPaAIE3aTHOCTI  3anponoHoBaHOi Mmojenal. (OCHOBHI  pe3ysibTaTu
BUKOHAHOI poOOTHU MOKHA C(POPMYITIOBATH TaK:

— TPOBEACHO aHaNi3 TpPEIMETHOI 007acTi, BH3HAYeHO crenudiky
apXITEKTYPHUX BUMOT JIO CY4acHHUX IrPOBUX 3aCTOCYHKIB Ta OKPECICHO MpoOIeMu
TPAIUIIMHUX  MOHOJITHUX  CTPYKTYyp (BHCOKa  3B’SI3aHICTh,  CKJIQIHICTh
MaciTaOyBaHHS, JyOJIFOBaHHS JIOT1KH);

— BUKOHAHO OISl CYYacHUX apXITEKTYPHHUX IA0JIOHIB, 10 3aCTOCOBYIOTHCS
y reuimaes-inayctpii, 3okpema MVC, MVVM, ECS, Event-Driven Architecture,
Clean Architecture Ta Scriptable Object Architecture. [lokazano ixHi mepesaru,
HEJOJIKHU Ta c(hepu 3aCTOCYBAHHS,

— obrpynroBano BubOip Unity sk cepenoBuilia po3poOKH, BpaxoBYHOUHU HOTO
HIATPUMKY MOIYIBHOCTI, ScriptableObjects, IHCTpyMEHTIB U1t CTBOPEHHSI TIOA1€BO
OpPIEHTOBAHUX CHCTEM Ta MOXKIIMBOCTEH JJIs IIIBUIKOTO TTPOTOTUITYBAHHS;

— TIOCTaBJIEHO 3a/lady pO3pOOKH apXiTeKTypH IrPOBOTO 3aCTOCYHKY,
chopMynb0BaHO BHMOTH JO 11 THYYKOCTI, MacIITaOOBaHOCTI, CTaOUIBHOCTI,
MOBTOPHOT'O BUKOPHUCTAHHS KOMIIOHEHTIB Ta MiHIMI3aIlii 3B’ I3HOCTI;

— po3pobiieHo0 (PyHKITIOHATBHI MOJEII CUCTEMH BIJAMOBIIHO 10 METOAOJIOTI
IDEFO, BKIJIFOUHO 3 JIEKOMITO3UIIIEI0 OCHOBHUX MOJYJIB: 1HTepdeicy KOpUCTyBaua,
I'POBOTO CBITY Ta MOJYJIsI /11 IEpCOHaX1B. BUABIIEHO KIIFOUOBI IOTOKHU YIIPaBIiHHS,
MEXaHI13MIB, BXOIB 1 BUXO/IB;

— noOynoBano DFD-giarpamy (Data Flow Diagram), o BizoOpaxae JOTiKy

PYXy AaHMX Yy CHUCTEMI: 3aBaHTAXXEHHsI PECYpCIB, IHILIAII3ALII0 IIPOBOIO CBITY,



B3aEMOJII0 MIX TiJCHUCTEeMaMHu, OOpOOKy il TpaBIi Ta OHOBJICHHS ITPOBOTO
poLecy;

— CIPOEKTOBAHO apXITEKTypy 3 BHKOpUCTaHHSAM Scriptable Object
Architecture, 1110 BKJIFOYa€ MOJTYJII YIIPABIIHHS CTAHOM, TOJII€B1 KaHAJIU, HE3aJIeKHI
KOHTEHHepH JaHuX, KoHpirypamiitHi SO-daiau Ta MeXaHi3MH PEaKTHUBHOI
B3a€MOJIII;

— peayi30BaHO JEMOHCTpALIHUI IrpOBUH 3aCTOCYHOK >kaHpy Top-Down
RPQ@G, y sgxomMy BIPOBaIKEHO PO3POOIEHY MOIYJIBHY apXITEKTypy Ta MEPEBIPEHO 1i
NPAKTUYHY €(DEKTUBHICTB;

PesynsratoM BuKOHaHOI poOOTH € PO3pobIeHa Ta BIPOBAIKEHA MOAYJIbHA
apxiTeKTypa IrpoBOro 3aCTOCYHKY Ha OcHOBI Scriptable Object Architecture, 1o
JEMOHCTPYE  €(EeKTHUBHICTH ITbOTO  TMIAXOAYy TIPU  CTBOPEHHI  THYYKHX,
MacITabOBaHUX Ta KEPOBAaHMUX IrpoBUX cUCTeM. CTBOPEHMI J1€MOHCTpaIliiHuN
3aCTOCYHOK MIITBEPKY€ MPAKTHUHY KOPEKTHICTh Ta JOLLUIbHICT BUKOPUCTAHHS
SOA y cyuacHiii po3po6iii 2D-irop.

OTpumaHi pe3ynbTaTd MOXYTh OyTH BHUKOPHUCTaHI Il MOJAJBIINX
JOCHTIKEHb Y Taly3l apXITeKTyp MpOrpaMHUX CHUCTEM, CTBOPEHHS CKJIJIHIIIUX
ITPOBUX TPOEKTIB, MOOYJOBU PpPENAKTOPCHKUX 1HCTpyMeHTIB ainga  Unity Ta
PO3LIMPEHHS MOKIIMBOCTEW MOYJIBHOTO MIJXO/y B IHTEPAKTUBHUX 1H(OpPMAIIITHUX

CHUCTCMaAX.
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