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Entity—component-system (ECS) is an architectural pattern that is mostly
used in game development.

Jlns BpoBa/KEHHS HOBUX MEXaHIK B TPy, 3a3BUYal, MOTPIOHO 3MIHIOBATH
KOJI y 0araTh0X MICIISX, peJaryBaTi i€papxiro KjaciB, MIPOBOAUTH ONTHMI3AIliIO
Ta TECTYBaHHsS 13-3a 3MIHEHOI JIOTIKM. 3BHYANHO, apXiTEKTypy MOXKHa
npoayMaTH 3 CaMOTO TMOYaTKy, aje B TPAKTUINl 1€ HEJOCSDKHA IIh B
IporpaMyBaHHi irop, TOMy IO AW3aiH-TOKYMEHT JIOCUTh YacTO 3MIHIOEThCH,
SIKICh YaCTHHH BUKHUJIAIOTHCS, JOJAAIOTHCS a0COIIOTHO HOBI YACTHHH, K1 HisIK HE
MOB'sI3aH1 31 CTaporo Jiorikor mnoBeaiHku. ECS — 1ie pimeHHs 11i€i mpobiemu,
TOMY IO TPHUJIAE TOJATKY BEIUKY THYUYKICTh, CHJILHO CIPOIIY€E BIIPOBAKCHHS
penaryBaHb Ta MOJaibllle PO3LMIUPEHHS JO0JATKIB HOBUM (DYHKIIOHAIOM O€3
KapAWHAIBHUX 3MIH y MOTOYHOMY KOai. MeTa JOCHITKEHHS - ITiIBUIICHHS
IIBUIKOCTI pOOOTH 3 OMEPATHBHOIO IMaM ATTIO, IPUCKOPEHHS PO3POOKH irop,
JIETKHI TePEeHOC KoY MIXK a0COIIOTHO PI3HUMH ITPaMU, MOKJIIMBICTh CTBOPEHHS
TECTIB, BEJIUKUW pIBEHb aOCTpakilii, MOXJIUBICTh JIEIKO Ta IIBHJKO
BIIPOBAP)KYBAaTH HOB1 MEXaHIKHU. 3ajaul JOCIIKEHHS - po3poOka (peiMBOPKY
st cepepopuia Unity 3D, sike mae MOXIUBICTD BUKOPUCTOBYBATH MATTEPH
ECS. ®peiimBopk BMilye iHTepdeiicu ans ocHoBHUX yactuH ECS, renepatop
KOoAy Ta 010;110TEeKy Ha HaIlMCAHHS TECTIB.

Entity -Component-System — 1ie 11a010H MPOEKTYBaHHS, KU 3a0e3euye
BEJIMKY THYYKICTh B TMPOEKTYBaHHI 3arajbHOl apXITeKTypud MPOrpamMHOro
3abe3neueHHs. Taki Benuwki kommadii, sk Unity, Epic a6o Crytek
BUKOPUCTOBYIOTh IIei 11abJoH B CBOIX (peiiMBopkax, W00 HaaaTH
pO3pOOHUKAM AyXKe OaraThil MOMKJIMBOCTSMH 1THCTPYMEHT, 32 JIOTIOMOTOIO SIKOTO
BOHU PO3po0IsroTh BiacHe [10.

OcnoBHa uuib ECS — posmomin pi3HUX MnpoOieM 1 3aBAaHb MIXK
cytHocTsiMu (Entities), komnonentamu (Components) 1 cucremamu (Systems).
Ile Tpu ocHOBHI MOHATTS UBOTr0 MmabaoHy. CyTHICTH 1€ KOHTEHHep s
KOMIOHEHTIB. KOMIIOHEHT — 1€ HEBEIUKUU 00’ €KT, SIKHM HE BOJIOAIE HISIKOIO
JIOT1KOI0. 3a3BUuUaii KOMIIOHEHT MICTUTHh OJHE UM [Ba MoJsd. B 11eant e 00'ekTu
3 TIPOCTOIO CTPYKTYPOIO AaHuX. KoKeH THIT KOMIIOHEHTAa MOYKHA MPUKPIITATH 10
CYTHOCTI, 1100 JaTH 1 MOCh Ha 3pa30K BIACTUBOCTI. Hampukian, g0 cyTHOCTI
MoskHa npukpinutu «Health-Componenty, 1o 103BoHUTh 3p0OUTH 11 CMEPTHOIO,
JaBIIM i 30pOB'A, SKE € 3BUYAMHUM IUJIOYMCEIBHUM abo JIpoOOBUM
3HaYeHHsAM B mnam'ari. CucremMu MICTATh B COOl JIOTIKY, HaIpUKIA,
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MepeMilleHHsT 4d 3amyck aHiMarii. CucreMu MpaioTh C CYTHOCTSAMH, SKi
MaroTh NOTPIOHMI /1 HeT HaO1p KOMIIOHEHTIB.

Kommonent € Hadmpoctimowo dactuaoro y ECS. Ile mnpocte
IpeJCTaBICHHS JaHuX. BiH Moke OyTH MOpOXHIM, MaTH ojHe abo Oararo
BJIACTUBOCTEHN a00 OyTH MO3HAUYCHHUM SIK YHIKQJTbHUM.

CyTHICTh - 1Ll JMII€ KOHTEWHEp il KOMIOHEHTIB. CyTHICTb 3aBXIH
MOBUMHHA OYTH YaCTUHOIO KOHTEKCTY. KOHTEKCT - 11e Kepyroda CTPYKTypa JIaHuX,
KA KOHTPOJIIOE )KUTTEBUN IIUKJII 00'€KTIB.

Icaye nexinbka BuaiB cuctem. Update System - me cucrema, sika MOBHHHA
BUKOHYBATHUCS KOKEH KaJip. B mux cucremax 3a3BHyaii OMUCYETHCA JIOTIKA, KA
MOBUHHA BIIOyBaTUCS TiJ dYac Yciel 1rpoBOi cecli, HampukiIaag pyxX YH
nporpaBaHHs aHiMarlii. Start system - 1eil BUJ CUCTEM CIPallbOBYE JUIIE OJIUH
pa3 Ha nmoyatky irposoro mukiy. L{i cucremMu 3a3Buuail BAKOPUCTOBYIOTHCS ISt
cTBOpeHHs irpoBux 00’ekTiB. End System - 11e cuctema, sika CripaniboBy€e B KiHII
ITPOBOTO MWKy, BUKOPHUCTOBYIOTHCS, 3a3BHYald, JJIs 3HUIICHHSI ITPOBUX
00’€KTIB.

ECS mae 6araro nepeBar Ha 3BUYATHOIO CUCTEMOIO KOMIOHEHTIB B Unity.
[Tomin soriku 1 gaHuX. MOXKIJIMBICTH 3MIHIOBATH JIOTIKY (MIHSATH CHUCTEMH,
BUJIAJTISITH / TOJaBAaTH KOMIIOHEHTH), HE JlaMaroud jgadi. ToOTo MokHa OyIb-
SKAA MOMEHT BIJIKIIFOUUTH TPYIy CHUCTEM, IO BIJMOBIalOTh 3a TIEBHY
(GYHKIIIOHAIBHICTh, 1 BCE 1HIIE MPOJOBXKUTH MPALIOBATH(KPIM BIAKIIOUEHOTO
(GyHKII0HATY) 1 IIe HE TOPKHETHCS MOTOYHUX JaHuX. EQeKTHBHE BUKOPUCTAHHS
nam'sati. MokHa TIepeBUKOPUCTATH CTBOPEHI 00'€KTH CYTHOCTEH 1 KOMIIOHEHTH,
BUKOPHCTOBYIOUH TYJIM; MOKHA BUKOPUCTOBYBATH TUIU-3HAYEHHS TSI IAHUX 1
30epiratu ix B nmam'sti nopyu (Data locality).

PesynbraTom  pmocmimkeHHs €  (PpeMBOpK,  SKMM  JTO3BOJISE
BUKOPHMCTOBYBATH apXiTekTypHuii matepH ECS y cepemopummi Unity 3D. Horo
paKkTUYHA 3HAYUMICTh MOJSITa€ y TOMY, IO BIH € KpAallUM pPIIIEHHSAM IS
pPO3pOOKH IrOp, OCKIIBKM Ma€ BEJIMKUHN PiBEHb aOCTpaKilii Ta JIOTIKY Jdy’Ke JIETKO
penaryBaTv 4u JIOMOBHIOBATH.
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