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HEPEJIIK YMOBHHUX ITO3HAYEHB, CKOPOYEHb, TEPMIHIB

AAA-irpu — BHCOKOOIO)KETHI BIIEOI'PH, SIKI CTBOPIOIOTHCS BEIUKUMU
CTYIISIMU 3 BUKOPUCTaHHSIM 3HAYHUX PECYPCIB 1 CyYaCHUX TEXHOJIOTIH.

Al (Artificial Intelligence) — mry4nmii iHTENEKT, 10 BUKOPUCTOBYETHCS Y
Bimeoirpax s crBopeHHsi moBeAinku NPC, mponeaypHoi reHepaiii Ta iHIIMX
MEXaHIK.

Data-Oriented Design (DOD) — miaxig [0 mOporpaMyBaHHS, IO
dokycyeThcss Ha e(EKTUBHIM 00poOIll JaHUX MPOILECOPOM, ONTUMIZYIOUH
pO3TalIyBaHHS Ta JIOCTYII 10 TaHUX Yy MaM ATi.

ECS (Entity Component System) — data-oriented apxitekTypHa mapaaurma,
10 BUKOPUCTOBYETHCSA Yy PO3POOII BIACOIrOp ISl ONTHMAIBHOTO YIPABIIHHS
iIrpoBUMH 00'€eKTaMH, IX KOMIIOHEHTAMHU Ta CUCTEMaMHU.

GameDev (Game Development) — mporiec po3poOKH Bieoirop, 1o BKIOYAE
NporpaMyBaHHs, TpapiuHUi Ou3aiiH, 3BYKOPEKUCYPY, CLEHapHy pO3pOOKY,
TECTYBaHHS Ta MapKETHHT.

NPC (Non-Player Character) — mepconax y Bifieorpi, o KepyeThbCs ITyIHUM
IHTEJIEKTOM, a HE TPaBIIEM.

OOP  (Object-Oriented  Programming) —  00'eKTHO-Opi€HTOBaHE
IporpaMyBaHHs, METOJOJIOTISI PO3POOKM MPOTPaMHOrO 3a0e3MedYeHHs, IO
0a3yeThCsl HA BUKOPUCTaHHI 00'€KTIB 1 KJIaciB.

Pay-To-Win (P2W) - monenbs MOHETH3AIIIT BiICOITOp, V SIKil TPaBIli MOKYTh
OTpUMATH 3HAYHY MepeBary HaJl IHIIUMHU MUISIXOM KYMiBJI1 BHYTPIIIHBOITPOBUX
mpeaMeTiB ab0 MOKpAIIeHb 3a peaibHi TPOIIi.

Pipeline - e mocioBHICTh eTamniB 00poOKH TaHUX a00 BUKOHAHHS POIIECIB
y PO3po0T1Ii Biteoirop, 1o BKI0YAE PEHACPUHT, aHIMAIlil0, 00pOOKY TEKCTYp Ta iHIII
3aB/IaHHS.

Research - nmporec mocmipkeH S, aHaITi3y Ta 300py iHGopMaIii 11 po3poOKH
Ta BJOCKOHAJIEHHS IIPOBUX MEXaHIK, IITYYHOTO 1HTEJIEKTY Ta 1HIINX KOMIIOHEHTIB

rpHu.



-
Ul (User Interface) - ue rpadiunmii iHTEepdeiic KopucTyBaua, KUt
3abe3Meuye B3a€MO/I1I0 TPABIl 3 TPOI0 a00 MPOrpamMoro Yepes3 Bi3yalibHi €IEMEHTH.
ApkangHa Tpa — JAWHAMIYHA Tpa 3 MPOCTHM KEPYBAHHAM 1 KOPOTKHUMH
ITPOBUMH CECISIMM, 3a3BHYail OpIEHTOBaHAa Ha JOCSTHEHHS BHUCOKOTO PaxyHKY.
AAA-Irpu — BUCOKOOIOXKETH1 BIICOITPH, K1 CTBOPIOIOTHCS BEIUKUMU CTYAISIMU 3
BUKOPHUCTaHHSAM 3HAYHHUX PECYPCIB 1 CYYaCHUX TEXHOJOTIH.

Ieiimmuieit — mpouec rpu, TOOTO Te, K caMe KOPUCTYBau B3a€EMOJIE 3
MEXaH1KaMHU, CBITOM 1 HUISIMU TPU.

[HIyT — BBeIEHHS BiA rpaBls (HATUCKAHHS KHOMOK, PYyX MHIIKH, TOTHKH
TOIIIO).

Matuyep — cuctema abo alropuT™m, SIKUWA MinOuUpae 00'€KTH 3a TMEBHOIO
JIOTIKOIO (HaNpuKJIaj, 30irM y Ipi Ha BIIMOBIIHICTD).

[lpomxkekTaiimn — cHapsii, SIKAH PyXaeTbCcs y TPOCTOPI MICHS 3aIycKy
(HampuKIIa, KyJs 44 paKeTa).

Ckposep (kaHp T'pH) — >KaHp BiJeoirop, Je IMepcoHa)x abo ceperoBHUIIE
PYXa€EThCS Y MEBHOMY HAIpPSIMKY (TOPU30HTAILHO UM BEPTUKAIBHO), CTBOPIOIOYU
edexT "MpoKpydyBaHHS" eKpaHy.

CnaBH — nosiBa 00'eKTa y CBIT1 I'pH, 3a3BUYail y 3a7aHii TouIri abo 3a MeBHUX
YMOB.

®digya — okpema GyHKI[isE 800 MOXKIIMBICTD Y TPl UM MPOTrpami, 0 T07Aa€ HOBY

MOBEJIIHKY a00 KOHTCHT.



BCTYII

AKTyaJIbHiCTh TeMH. PO3BUTOK KOMITI'IOTEPHUX ITOP € OJHIEIO 3 HAWOLIBII
IUHAMIYHUX cep cydacHUX I1HPOpMaliiiHUX TexHosoriid. [HaycTpis Bimeoirop
MOCTIMHO €BOJIIOI[IOHY€, BHUKOPHUCTOBYIOUM HOBITHI MIAXOAU 10 PO3POOKHU, IIO
JI03BOJISIE CTBOPIOBATH OUIBII MacIITaOHI, MPOAYKTHUBHI Ta THYYKI HPOEKTH.
Pi3HOMaHITHICTB aHP1B CHOT'OJIHI BPAXKAE 1 3aXOIUTIOE€ KOPUCTYBAUIB, TAI0UYH 3MOTY
HACOJOJUTHCS PI3HOMAHITHUMH TPOJIYKTaMHU irpoBoro puHKy. OcobmuBoi
NOMYJSIPHICTh 3aBXKAM MaJld apKaJH1 IrpH, K1 € JOBOJI MPOCTI Y OCBOEHHI, MPOTE
I[IKaBl HAaBITh JUIsI COTOrO MPOXO/KeHHsS. [lipkaHp Takux irop — CKpojepu 3a
paxyHOK JHMHAMIK{ Ta Pi3HOMAHITTS 3aJIMIIAIOTBCS y TOMAaX HaBITh HA MOTOYHHUH
JeHb. YHIKaJdbHI MEXaHIKH, OCOOJMBO TOBEAIHKH BOPOTIB NMPHUBEPTAIOTH yBary
TUCSY TPaBIIIB, CTBOPIOIOYH PI3HOMAHITHI T€HMILIEHHI CUTYaIlli Ta MOMKJIMBOCTI JIJIst
BIOCKOHAJICHHSI MaliCTEPHOCTI.

3 pokamu, HE IMUBIIAYMCH HA T€, IO COre redMILICIO 3aIUIIABCs HE3MIHHUM,
HiAXOAW A0 HOro po3poOKH 3MIHIOBAIHMCH IyKe MBHAKO. OIHUM 13 KIIFOUOBHUX
aCIeKTIB cydacHOro game dev € BuOip MiAXOAY I CHOPUHHATTA JaHUX Ta
B3aEMOJIN MK HUMH. JIErKiCTh CHPUHHATTS JaHUX JIOJWHOI Ta OOpOOKH iX
KOMIT FOTEPOM BiJIiIrpar0Th BU3HAYHY POJb Y MOOYAOBI irpoBOi apXitekTypu. Jlis
IbOTO OyJIM BUHAWEHI I apXiTeKTypH, SKI BKIOYAIOTh y cebe mpaBwia Ta
THCTPYKIIIT IJIs MPEICTABJICHHS JaHUX Ta B3AEMOJIIN MK HUMH.

Data-oriented design (DOD) € omaum 3 HaW3py4HIMUX IS ONMUCAHHS
JTUHAMIYHOI CTPYKTYpH, SIK Tpa, JIETKUHA ISl CIPUNAHATTS JIIOJUHOIO JaJEeKO0 BiJ
HAIMCAHHS IPOTrpaM Ta HaJla€ MPOTrpaMi THYYKOCT1 y TPUIHATTI MallOyTHIX pillIeHb.

[HCTpyMEHTapiH AJIT pO3POOHHKIB MA€E 3aI0BOJIBHITH HU3II YMOB, TIOCTIHHO
YIOCKOHATIOKYH MIBUKICTH PO3POOKH, 11 AKICTh Ta CIIPOIIYIOUN €KCILTyaTaIlIiHAN
MepioJ, JO3BOJSIOUM JIETKO BIPOBA/KYBATH HOBI MEXAHIKM IS 3aJJOBOJICHHS
noTped kopuctyBadiB OAHIEIO 3 IHHOBAIIWHUX apXiTEKTyp Yy po3poOili irop, ska
ormucye coooro DOD minxin € ECS. Bin BimokpeMiIioe qaHi Bijl JJOTIKH OOPOOKH, 110
JI03BOJISI€ TMIABUIIUTU TMPOAYKTUBHICTH TPU, OCOOJIMBO Yy MPOEKTaX 3 BEIUKOIO

KUIBKICTIO 00’ €KTIB.



9

['pa «Space Switch» — € ineitHuM MPOJOBKYBaUEM KIACHYHHUX CKPOJIEPIB, KA
PO3IIMPIOE IX MEXaHIKM Ta MOXJIHMBOCTI, OCOOJMBO y c(epi Onucy MHOBEAIHKU
BOPOTIB 3a JIONOMOTIOI0 BUKOpHcTaHHs Oata-oriented design y apxiTekTypi 3a
nonomorotro DOD Tta mapagurmu ECS. BrnpoBamxeHHS Takoro miAXoAy CIpUsie
PO3IMIMPEHHIO IIPOBUX MOKJIMBOCTEH 1 CTBOPEHHIO YHIKAJIbHOTO KOPUCTYBALIBKOTO
JOCBITTY.

OTxe, TOCIIKEHHS Ta po3po0Ka KOMIT I0TEpHO1 IpH 13 BUKopucTanusm ECS
€ aKTyaJIbHUMH JUIsl Taly3l IrpoBOI 1HAYCTpIii, OCKUIbKM LEeW MiIXiA J03BOJISE
CTBOPIOBATHU MPOAYKTHBHIII, MACIITA0OOBAH1 Ta THYUKIII1 IrPOB1 CUCTEMU. Y MexKax
KBaJidikaIiiHoi podoTH Oyie po3rIAHYTO MPOLEeC Po3poOKHu Ipu «Space Switchx,
o BukopuctoBye DOD Ta #oro kiiro4oBi MeXaHiKH y po3po0Ili.

Meta pgocaimkeHHsi. MeToo TPOEKTy € po3poOKa MPOrpaMHOro
3a0e3mneueHHs] KoMIT IoTepHol rpu «Space Switch», mo BukopuctoBye DOD s
peaizailii MexaHiK B3aEMOJI11 MK 00’ €KTaMH.

JIjist ToCSATHEHHSI METH BUKOHAHO TaK1 3aBIaHHS:

- aHai3 cCy4acHUX MiAXOiB 10 po3poOku Bigeoirop Ta DOD;

- BU3HAYEHHS BUMOT JI0 IPOrPaMHOI0 3a0e3MeYeHHs TpH;

- TPOEKTYBaHHS CTPYKTYPH I'PH Ta i1 IrpOBUX MEXaHIK;

- peamizaiis irpoBoi Joriku 3a gomomororo DOD Tta ECS y Unity;
- TECTyBaHHS Ta ONTHUMI3allisl IPOYKTHBHOCTI I'PH.

O0’exT n0C/iIKeHHsI: TIPOLIEC CTBOPEHHSI IPU—CKpoJiepa 3a MapagurMoro
ECS, BiiinB mapagurmMu Ha MpoIiec Ta pe3yiabTaT pO3POOKH.

IpeameT maociinxeHHs: KOMIT FOTepHa rpa «Space Switch», moOynoBana Ha
0a3i data-oriented design.

MeTtonoJioriuna ocHoBa podoTu. JlocmimkeHHs: 0a3yeThCsl HA BAKOPUCTAHHI
aQHATITHIHUX, MOPIBHSUTBHUX 1 EKCTICPUMEHTAIEHUX METOMIB. AHATITHYHUN METOJ
3aCTOCOBAHO TSI JOCIIKEHHSI ICHYIOUMX apXITeKTYyp BIACOIrOp Ta aHaJi3y MIXOMy
0 COpUHHATTS Ta 0O0poOku naHux. [lOpiBHAIBHUN aHali3 JO03BOJUB OIIHUTH

eextuBHicTe DOD y mopiBHSHHI 3 IHIIMMH TMiAXOJaMH CHPHUHHSATTS JTaHUX.
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ExcrniepumeHTanbH1 METOAM BUKOPUCTOBYBAJIMCS i Yac PO3POOKU I'pU, OCOOIUBO
y TeUMIUICHHIM YaCTUHI.

IIpakTnuHe 3Ha4YeHHs1. Pe3ynbratu poOOTH MOXKYTh OyTH BUKOPHUCTAHI1 AJISI
pPO3pOOKH BUCOKONMPOAYKTUBHHUX Bifeoirop i3 BukopuctaHHsiM DOD Ta BmiuBy
Horo nu3aiiHy Ha mpouec po3poOku. BukopucTanHs LbOro AU3aiiHy MPOrPaMHOTO
3a0€3MeUeHHsI JO3BOJISIE JOCSIITH BUCOKOI MPOJYKTUBHOCTI MpU OOpOOLl BEIHKOT
KUTBKOCTI IrpoBUX 00 €KTIB, 1[0 POOUTH ii MPUIATHOIO JJIsi PO3POOKH SIK 1HAI—
IPOEKTIB, TaK 1 BEIUKUX KOMEPIIIHHUX 1rop.

CtpykTypa Ta 06csAr mosicHIBaJIbHOI 3anucku. Ksamidikariiina podota
CKJIQJa€ThCsl 31 BCTYNY, TPbOX PO3JAUIIB, BUCHOBKIB Ta CHUCKY BUKOPHCTAHHX
JoKEpeI1. 3arajJbHui 00CAT MOSICHIOBAJIBHOT 3aMMMCKUA CTAaHOBUTH 68 CTOPIHOK, 3 HUX
OCHOBHHUM 3MICT BUKJIAJeHO Ha 66 ctopinkax. Pobora mictutrh 39 pucyHkiB Ta 3

TaOJIUII, IO UTIOCTPYIOTh MPUHITUIIN Ta KIIOYOB1 aCMIEKTH PO3POOKHU TPH.
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PO3/LI 1
MOCTAHOBKA 3ABJAHHSI HA KOMIT'FOTEPHY I'PY «SPACE
SWITCH» 3 BAKOPUCTAHHSIM DATA-ORIENTED DESIGN

1.1 Onuc npeameTHoi 06aacTi

VY cywyacHOMy CBITI IrpH BIIIrpalOTh BaXJIHBY pOJb Yy KYJIbTypl Ta
MOBCSKACHHOCTI OinbimocTi jroaeit Ha 3emuti [1]. IHaycTpis po3poOku irop
BUIUTSIETBCS SK OJWH 13 CEKTOPIB, IO PO3BUBAIOTHCS HAWIIBUAIIE, OCKUIBKH
NO€THYE B 001 OaraTto acneKkTiB poOOTH, TAKKMX K KOyBaHHS, 3BYKOBUI JU3aliH Ta
CIIEHAapI, /Il CTBOPEHHS I11KABHX 1 3aXOTUITMBUX PE3YJIbTATIB.

3a OCTaHHE JECATWIITTS IrpoBa IHAYCTpIS 3HAYHO pPO3MIMpPUITIA CBOE
OXOIUICHHS ayJAUTOPIi M0 BChOMY CBITY [2]. MOOLIbHUI FeiIMIHT CTaB HEBII €MHOIO
YaCTHUHOIO OYICHHOCT1 HAaBITh JIFOJIeH TOXHIIOTO BiKY, 11O CITOHYKa€ PO3POOHMKIB Ta
KOMITaHii CTBOPIOBATH CTpaTerii, sKi BIANOBIIAIOTH TOTpedaM pI3HUX TPyl
KopucTyBauiB. Ha Ti1 11p0r0 TIporiecy irpoBa iHIYCTpis MOCTIHHO PO3BUBAETHCS,
HaMararo4uch BCTUTHYTHM 3a HAIUIMBOM HOBHUX KOPHUCTYBadiB Ta YTPUMaHHAM
CTapuXx F03€epiB.

Benukuii 06¢csr puHKY CIIOHYKAa€e pO3pOOHHUKIB ONITUMI3YBaTH CBO1 MPOYKTH,
00 3aJyYUTH SKOMOTa IHPITy 06a3y KOPUCTyBauiB. ApKajHi irpy 3aJIUIIAIOTHCS
OJTHAM 3 HAUTOUIUPEHIMNUX TUITIB MIPOCTUX Irop Ha puHKY (puc 1.1).

ApxajgHi irpyu MOMYJIAPHI 3aBASIKA CBOIM MPOCTOTI, TMHAMIII Ta MUTTEBOMY
3aJI0BOJICHHIO BiJl TP — HE MOTPIOHO OBrO BUYMTYBATHUCH y TIPABUIIA, BUUTHUCS K
y 0araThOX IHIIMX JKaHpax. A TIBUAKANA TEMI, a3apT 1 NMpUTaMaHHA CMiYHICTbH
reMIUICIO 3aXO0ILTI0E a0COTIOTHO BCiX TPABIliB, CIOHYKAIOYH CIIPOOYBATH TIPOYKT.
BoHu ineanbHO MiAXOAATh JIsl KOPOTKHX ITPOBHX CECiH, M0 J00pe MOETHYEThCS 3

CyY4aCHUM CTPIMKHM CTHJIEM KHUTTS 0araThboX JIFOICH.



Tony Hawk's Pro Skater
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Video game genres Venn Diagram

Pain Killer by I
25/05/2011
WWF Smackdown
X Resident Evil
Fight Night The Elder Scrolis

Fifa
NBA2K

Gran Turismo

: Rez
Guitar Hero 8it Trip Runner

Pucynox 1.1 — Hiaepama cnekmpy stcanpis ieposoi indycmpii

IDicepeno [3]

[Ipote, He NUBIAYKCH HAa TMPOCTOTY Ha MEPIIMA MOTJISIA, apKaJHl Irpu TaKOoXK

NOTPeOyIOTh BETUKHUX 3aTPaT Y BUPOOHHUIITBI, IPOXOIYN BETUKUMA IIUKIT PO3POOKHU

rpu:

1)

2)

3)
4)

5)

6)

MPOTOTUIYBaHHS — CTBOpPEHHS 0a30BOi MEXaHIKM TpH IS TECTYBAaHHS
I'pOBOTO MPOIIECY;

MPOCKTYBaHHSI TP — PO3pOOKA KOHIEMINli, HAMHMCAHHS JOKyMEHTAIll,
po3poOKa reiMan3aiiny;

MPOrpaMyBaHHs — peari3allis MeXaHiK TPy Ha PyIIii;

CTBOpPEHHS Tpadiku Ta 3ByKy — po3po0Ka Bi3yaJbHOTO CTUJIIO Ta MYy3UYHOTO
CYIIpOBOAY;

TECTYBaHHS Ta ONTHUMI3allisl — MONIYK Ta BHUIIPABJICHHs 0ariB, OMTHUMI3allis
NPOAYKTUBHOCTI,

pei3 Ta mMATPUMKA — BUITYCK TPH, MAPKETHUHT Ta OHOBJICHHS.


https://meliorgames.com/wp-content/uploads/2020/08/eeddb513709863c26dbc8170f3973474.png
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ITix gyac po3poOKu rpu Tpeba BpaxyBaTh 0araTo acrekTiB criisHoro pipeling,
YaCTHMHHM SIKOTO JO3BOJISIIOTH MpOIECYy pO3pOOKHM TIpu MaTh KOMEpUIHHY

edexTuBHICTH (puc 1.2).

(On paper

Game concept

3D cgntent creation pipeline
Level concept
Concept art iR
Graphics ]
editing T
r\daya ‘ )
import as references
Low poly modeling
v
UV layout
High poly modeling]| | Sculpting
L ——] )
[ Graphics ) rMaya ‘ )
editing
W Textwring Level design
3 : g ;b; =
Maya
I Rigging |
-DI Animation I Lightmaps
animated | objects static jobjects
[Unity 3D
Sound Asset import
editing Sounds
Effects
Scripting

Shader

Pucynox 1.2 — [iaepama, sika inlocmpye npoyecu po3pooKu Komepyiunoi icpu

IDicepeno [4]


https://www.researchgate.net/figure/Game-production-pipeline-overview-Concept-content-creation-pipeline-level-design_fig2_267417785
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Y ymoBax xopctkoro pipeline po3poOku irop eheKkTUBHE BHUKOPHUCTAHHS
pecypciB Ta CHOPUMHATTA aHUX BiJ OJHOTO €Tamy pPO3pOoO0KH 10 IHIIOTO CTae
KPUTUYHO BaXXJIMBUM, OCOOJIMBO KOJM MOBA i€ MpO MaciTaboBaHICTh, MPOCTOTY
MIATPUMKU Ta WIBUAKICTb PO3pOOKH MpoekTy. KiouoBy posib y MEHEIKMEHTY
JAHUX Tpa€ eTan HalmuCaHHSA KOAY NPOAYKTY, ajpKe T1 JlaHi, SKI 3py4Hl JUis
CHPUAHATTS JIOJUHOI0 HE 3aBXKIW € TAaKUMU JJIsl MallHH, 10 CIIOHYKa€ IIyKaTH
HiIXOAM JI0 pealtizallii mMporpaMHOro 3a0e3MneyeHHs 3 ypaxyBaHHSIM OCOOIMBOCTEH
nepeaavi Ta 00poOKU JaHUX caMe JIJIsl TEXHIYHUX MPUIIaIiB.

JIist 1bOTO BOPOJOBXK JAECATHIIITH OyJIM CTBOPEHI Pi3HI MPUHLMUIN JTU3ANHY
IPOrpaMHOro 3a0e3MeueHHs, K1 JO3BOJISIOTh NepeHecTr 1HHOPMAIIIIO 3 JIIOACHKOT
MOBH BUMOT Ha MPOTPaMHY MOBY BUKOHaHHs. HalimonmynsipHIIIuM pillieHHIM JT0C1 €
Hanpukiag OOII [5]. Bin € monyssipHUM HampsiMOM CIIPUUHATTS Oi3HEC JIOTIKU Ta
JaHMX JUTS IEPEHOCY iX y CBIT MPOTpamMHOro KOAY, aJKE MMPOIOHYE 1HTYITUBHUH, Ha
NEpIIMA MO TPUHIUI CIOPUUHATTA AaHUX 4epe3 abcTpakilii 00’€KTIB Ta
B3aEMOJIN MK HuUMHU. Llel miaxia KOpHUCTYEThCsS HEAOUSKOKO IMOMYJISPHICTIO Ta
JI03BOJIsI€ BUPIITYBAaTH MPOOJIEMaTUKy JTaHuX y 6arathox cepax IT Ha choro/Hi.

ITpoTte cepa game dev mae HU3KY CBOiX ocoOuBocTel. [IpenmeTHa 061acTh,
gKa y OaraThboX I1HIIUX cdepax € SK MPaBUIO CTAIOK, Y KOHTEKCTI TP MOXKE
3MIHIOBAaTHUCh KapJAWMHAIBHO 32 MaJIMi MPOMDKOK 4acy. Hampukian, HaBpsI 9u i
gac po3poOKu OaHKIBCHhKOI CUCTEMHU OTPIOHO Oy MIHATH MPUHITUITN 3aXUIIICHOCTI
a0o0 ormepyBaHHS 3 TPOIIMMAa KIIIEHTIB, aJIKe II€ KJIF0UOBI Ta cTajii BuMoru. Po3poOka
IpU , HE AUBJISIYUCH HA TE, MO € O13HEC MPOIIECOM CITUPAETHCS OLNIbIIE Ha 17et0, a00
NPEJCTaBICHHS SKOTOCh IMPOIECY, SIKHM Ha AYMKY pO3pPOOHHMKIB Ta 3aMOBHHKA
JI03BOJIUTH 33/I0BUTHHUTH MOCTaBJICHUM BUMoOTaM. [lij dac e po3poOKu irpoBoro
MPOIYKTY, MPUHIUIHN peamizailii i€l imei MOXyTh 3MIHIOBATHCS MICIs IrPOBHX
TECTIB, 3BHYAHHUX JEMOHCTpAIlil, KOJHM CTa€ 3pO3yMLUIO, IO BOHH HE JAIOTh
0a)kaHOTO PE3yNIbTaTy.

VY 11boMy KOHTEKCT1 TpaJulliiiH1 00’ €KTHO-OPIEHTOBAHI MIJX0/IU, TOTIPU CBOIO

3pY4YHICTB Y MOJICIIOBAaHHI ITOBEAIHKHU 00’ €KTIB, 4aCTO HE 3a0€3MeUyI0Th HEOOX1THOT
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FHYYKOCTI B MacliTa0yBaHHI, a/JK€ BOHM 0a3ylOTbCs Ha JIETEPMIHOBAHOCTI
MpeIMETHOI 00J1aCTI 3 YITKUMHU 1HTep(deiicaMmu B3aeEMO1T MUK TaHUMH.

VY Bunmagkax po3poOku irop yce OUIbIIOI momyJsipHOCTI HaOyBae Data-
Oriented Design [6] — apxiTekTypHu# minxin, mo (GoKyCcyeThCs HE Ha CTPYKTYpi
00’€KTIB Ta iX B3aemMojii, a Ha ePEeKTUBHOMY 30epiranHi Ta oOpoOIl AaHUX, SIK
OKpEMHUX MOBHOIIHHUX cyTHOcTeH. Koxken enement rpu y DOD BimoOpakaeTbcs
SIK CYKYITHICTh MPOCTHUX, JACKJIAPAaTUBHUX KOMIIOHEHTIB, 110 MICTSATH JIUIIIE AaH1, 0€3
MOBEJIHKK Y TpaJUIITHUX 00’ €KTHO-OPIEHTOBAHUX IM1JIX0AaX 31 3pOCTaHHSAM KOy
3pOCTa€ 1 CKJIAIHICTh BIICTEKEHHS 3aJIEKHOCTI MDK OO0’ €KTamMH, IO MOXKE
NPHU3BOJMTH JI0 XaOTHYHOI apXiTEKTypH, A€ 3MIHH B OJHOMY MICIIi CIIPUYUHSIOTH
HEOUiKyBaH1 Hacliku B iHmomy. Hatomicte DOD 3a0x04ye moiij JIOTIKH Ha YiTKi,
HE3aJIe)KHI CHCTEMH Ta KOMITOHEHTH, [0 POOUTH CTPYKTYPY MPOCKTY IPO30POI0,
nepeadavyBaHO Ta MPOCTOK B HaBiramii. Takui migxij 3HAYHO 3HIKYE PU3HUK
HAJMIPHOI 3aJIe)KHOCTI MDK €JIeMEHTaMH KOJy, IO CIpOIIyE TEeCTYBaHHS,
MaciTa0yBaHHS 1 TOBTOPHE BUKOPUCTAHHS KOMITOHEHTIB Y MEKaX 1HIIUX IIPOBUX
CUCTEM.

VY KOHTEKCTI apKagHUX Irop, /e OJHOYACHO MOXXYThb ICHYBAaTH JECSITKH 1
HaBITh COTHI aKTMBHHMX 00’ €KTiB (BOpOrH, Kyii, edekTr, INPUt-CUrHAIKM TOIIO) SIKi
HOEAHYIOTh PI3HOMaHITHI MEXaHIKHM BiJ B3aemojii oawH 3 oxuuM, Data-Oriented
Design gae 3MOry yHUKHYTH THUIIOBHUX NPOOJIEM MPOEKTYBaHHS, 3MEHIIUBIIN
3B’SI3KM MDK PI3HUMH MOJYJISIMA Ta CHCTEMaMHu TPH, HaJIal0ud THYYKICTH Ta
JETKICTh JI0 EKCIEePUMEHTYBaHHS, HUILIXOM HaJaHHA (yHIaMeHTy mno0ynoBU
CTIIKO1 10 3MiH apXITEKTYpH.

[IpaBunpHU MWiAXig A0 MOOYJOBH apXITEKTypH T03BOJSE PO3POOHHKAM
e(heKTUBHO KEpyBaTH pecypcamu, 3amolirath mpoodiemMaM IPOTYKTHBHOCTI Ta
CIPOIIYBaTH Tpoliec oHOBIeHHs rpu. [y peanizamii migxoay DOD y apxitektypi
3aCTOCYHKY OJHUM 3 HaWNONYJSIPHINIMX pilleHb € BUKOpHCTaHHsA  Entity—

Component—System (ECS) [7] (puc 1.3).
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Update(componenis )

f{foo) then
bar()
end

- =

Systems
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‘ Position Vision
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i -inty

|ointz Appearance

string color

Components

Pucynox 1.3 — I[Ipuxnao cymnocmi y ceimi ECS
Iicepeno [8]

ECS — 1ie apxiTekTypHa mapaanrma, o 3abe3rneuye rHydke Ta MpoTyKTUBHE
YIpaBIiHHA irpoBUMH 00'€KTaMH. 11 OCHOBHA ifiesl MONSTae B PO3JiJIEHH] JaHMX i
noriku: 00'ektH (Entity) He MICTATh MOBEAIHKH, a JIUIIIE CIIYKaTh KOHTECHHEpaMHU JJIsI
kommoHeHTiB (Component), siki 30epiraioTh gaHi. Bsaemonis MiDK HUMH
peanizyeTbes yepes cucreMu (System), 110 BUKOHYIOTh HE0OXiHI OOYUCIICHHS.

[Tapangurma ECS 3acTtocoByeTbcs B po3poOIll Bifeoirop, 0coOIMBO Y
BHITQJIKaX, KOJM BaXJIHWBA MPOIYKTUBHICTh, OCKUIBKM BiH ONTHMI30BaHHM JIJIs
poOOTH 3 KeI-TaM'aTTI0 Ta J03BOJsiE €(hEeKTUBHO OOPOOISATH BEIUKY KUIBKICThH
00'exTiB. Ha BiAMiHY Bij KJIACHYHOTO MIX0IY, 1€ JaH1 00'€KTa MOXKYTh 30epiratucs
B pi3HUX Micuax mam'sti, ECS po3ramoBye KOMIIOHEHTH OJHOTO THUIYy B MacHBax.
Ile mo3BOJIsIE TIpOIIECOPY IIBHUIKO OOpOOIATH iX 0e3 J0JAaTKOBHX 3BEPHEHB JI0
rmam'siTi.

OCKIUTBKM CHCTEMH TPAIIOIOTh HE3aJIeKHO ofHa Bin omHoi, ECS mo3Bomsie
JIETKO 0OPOOJISITH TaHi MapaelbHO, 10 € KPUTHYHO BAXIIMBUM JJIS POTYKTUBHUX

irop. 3aBasgKu 4YiTKOMy posnonaury poisieit mix Entity, Component 1 System,


https://github.com/nidorx/ecs-lib
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3MEHIYETHCS KUIBbKICTh 3aJIEKHOCT1 MIXK 00'€KTaMH, 10 CIIPOLIYE iX TECTYBaHHS Ta
HaJaro>KeHHs.

Entity—Component—System € MOTYXHUM apXiTEKTYPHOIO MapagurMoro, Iio
N03BOJIIE €(DEKTUBHO KEpPyBAaTH BEJIUKUMHU ITPOBUMHU MPOEKTAMU. 3aBASIKU
THYYKOCTI, ONTUMI3allil Kelly Ta MOXJIUBOCTI NapanenbHoro BukoHanus ECS crae
CTaHJapTOM Yy pO3poOIl IPOAYKTUBHUX ITOP.

[lonpu cknagHICTh peanizamii, Ued MmiAXig Jae 3HA4yHl T[epeBaru y
MacmTabyBaHHI Ta HIATPUMIIL IFOp, 1110 POOUTH HOTO NEPCTIIEKTUBHUM BUOOPOM LISt
CyyaCHUX pO3pPOOHUKIB. 3 OMISIAy Ha TeHAEHIi po3BUTKY iHAycTpii, ECS
IPOJOBXUTH BIPOBAKYBATUCS B IrPOBI PYIIIi Ta CTaHE I11€ OUIbII MOIIKUPEHUM Y

MaiOyTHIX mpoekTax [9].
1.2 BuzHaueHHs NOTeHI[iHHUX KOHKYPEHTHHUX NepeBar

Kanp ckposr—iryTepiB 6epe CBil MoYaToOK e 3 apKaJHUX aBToMatiB 80—X
pokiB, komu Taki irpu, sk "Galaga" [10] Ta "R-Type" [11], 3akiamu OCHOBH
JUHAMIYHOTO TEeHMIUICI0 Ta IHTCHCHBHHUX IMEPeCTPUIOK. TeXHOJOTIYHHNA Mporpec
TpaHC(OpPMYBaB >KaHpP CKpOJUI-IIyTepa, IHTETPYBAaBIIM TOKpalieHy rpadiky Ta
G yHKITIT pOJIHOBUX 1r0p pa3oM 3 OUIBII CKJIATHOO IrPOBOIO MEXaHIKOK, OTPUMABIITH
OuTbII JmeTanizoBaHy rpadiky, riaubir MexaHiku Ta eaemeHtd RPG [12]. Irpu B
IOMY JKaHpl NPHUBAONIOITh YHCIEHHHX TPaBIiB 3aBASKH aKTUBHOMY
BIIPOBA/PKCHHIO CHCTEM MOJIepHI3aIlii KopadiiB, a TaKOXK PI3SHOMAHITHUM PiBHAM
CKJIQJHOCTI Ta KOOTIEPATUBHUM PEKHUMaM TPH.

VY cydacHOMY IrpOBOMY CEpEIIOBHIII JKaHP CKPOJUI-IITYTEPiB 3aIMIIAETHCS
MOMYJISIPHUM CEpell TPABIB 3aBASKA TUHAMIYHOMY TE€HMILICIO, PI3HOMAHITHOCTI
BOPOTiB Ta MOKJIMBOCTSM I BIOCKOHAJEHHS irpoBoro mporecy. OCHOBHUMH
KOHKypeHTamu mpoekty "Space Switch" e «Sky Force Reloaded» [13], «Razor2:
Hidden Skies» [14] ta «Hawk: Freedom Squadron» [15]. Ili irpm maroTh cBOi

YHIKaJIbH1 0COOJIMBOCTI Ta BIAMIHHOCTI, SIK1 MPUBAOJIIOIOTH TPABIIIB.
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«Sky Force Reloaded»

Lle#i mpoAyKT BIAPIZHSAETHCSA SKICHOIO Tpadikolo, IUIABHOIO aHIMAIIIEID Ta
n00pe 30amaHCOBaHOIO IrpoBOI0 MexaHikor. OCHOBHI mepeBaru cepii «SKy Force»

BKJIIOUAIOTh:

BUCOKA SIKICTh BI3yaJbHOTO O(OPMIICHHS;
- rauboka cuctema npokauyBauHs kopabist RPG-like;
- BIJHOCHO Y€CHAa MOHETH3allisl — HeMa SBHUX Pay—t0—win MexaHIK.
- PEeXUM KOOMEPAaTHUBHOI T'pH, SKUH J03BOJSIE MPOXOIUTH PIBHI pa3oM 3
THIITUMU.
Onnak, cepis «SKy Force» mae meBHI HEIOJIKH, 30KpeMa OOMEKEHY
BapiaTUBHICTH BOPOTIB Ta BITHOCHO MOBUIbHHI TEMII J0/IaBaHHS HOBOTO KOHTEHTY
(puc 1.4). Bnpoaor:x rpu HOB1 BOPOTH 3’ SIBIIIFOTHCS HEYACTO — BUKOPUCTOBYIOTHCS

re-skin ke mobaueHUX paHilie 3a MeXaHiKaMu BOPOT'B.

e %w bope QOO0 16370
WY e &7

Pucynox 1.4 — «Sky Force Reloaded» ckpunwom cetimnaero. Kinvxicme

VHIKAILHUX 80PO2I8 8NPOO0BIHC 2PU CIMPIMKO NAOAE

Ioicepeno [16]


https://store.steampowered.com/app/667600/Sky_Force_Reloaded/
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«Razor2: Hidden Skies»

L5 rpa opieHTOBaHa Ha OUIBII XapAKOPHY ayAUTOPIIO 1 MPONOHYE KIACUYHHMA
mizxin 1o sxanpy shoot ‘em up. Ii kmro4osi ocobauBoCTi:
- BHCOKa CKJIQJHICTh TPU, IO POOUTH 1i MPUBAOIMBOIO I XapAKOPHHUX
IPaBIIiB;
- TeXHIYHa peaji3alisd 3 akUeHTOM Ha (I3UKY HOJbOTY Ta MOBEAIHKY BOPOTB;
- BUKOPHUCTaHHS TPAAULIMHOIO MIX0Y 10 PIBHIB 0€3 HaAMIPHOI Ka3yasi3allii.
['onoBHUM HeOONIKOM Tpu € i oOMexkeHa MpUBAOJIMBICTH ISl HIMPOKOi
ayJIMTOpii Yepe3 BUCOKY CKIIAJHICTh, @ TAKOXK 3acCTapuUInil Bi3yaJlbHUM CTUIb (pUC

1.5).

Pucynok 1.5 — «Razor2: Hidden Skies» ckpunwom eetimnnero. Jloope 6uono
eJleMeHmu 3aCmapinoeo cmuio 2pu. B yenmpi ckynuenns yckiaonenux os

BI3YANbHO20 CNPUUHAMMSL eIeMeHMI8

IDicepeno [14]


https://store.steampowered.com/app/34920/Razor2_Hidden_Skies/?l=russian
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«Hawk: Freedom Squadron»

L rpa Mae akEHT Ha KOONEPATUBHUI PEKUM Ta COLIATBHY B3a€EMOJIII0 MIXK
rpaBisiMu. OCHOBHI IlepeBaru:
- BEJIMKA KUIBKICTh PIBHIB Ta MiCiii;
- MYJbTUIUICEPHUI PEKUM;
- cHcTeMa LIOJICHHUX 3aBJIaHb Ta MOJIiM.
Pazom 3 tum, «Hawk: Freedom Squadron» akTHBHO BUKOPHCTOBYE pay—to—
win MEXaHIKM, 110 MO)XE€ HEraTMBHO BIUIMBAaTH Ha OajaHC T'pU Ta CHPUUYHUHSITH

auckoMpopT y 6€3KOTOBHUX I'paBIliB (puc 1.6).

e 000 000 000 I

Pucynok 1.6 — «Hawk: Freedom Squadron» ckpunwom eetimniero. Buomno

enemenmu UL, wo 8ionosioaroms 3a 0onamui 30i0HOCMI

Joicepeno [15]

[Ticns ornsily ciMCKY KOHKYPEHTIB OyJI0 3a3HAYEHO CIUIbHI Ta YHIKAIbHI JJIs
KOXXHOTO 3 HUX HETAaTUBHI PHCH, SKi OyayTh BpaxoBaHi MiJ 9ac po3poOKku «Space

Switch». 3 iHmoro 6oky, OyiM BpaxoBaHI CHJIBHI CTOPOHH KOHKYPEHTIB, IO B


https://i.ytimg.com/vi/YFPO-0ZKMIY/maxresdefault.jpg
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CYKYITHOCTI 3 BpaxyBaHHAM iX HEJOJIKIB Hajxalno «Space Switch» HU3KY CyTTEBUX

nepeBsar, sKi J03BOJISATh HOMY KOHKYPYBATH 3 BUIIE3raJaHuMU irpamu (tadu 1.1):

Tabnuys 1.1 — Ilepesacu «Space Switch» nao xonxypenmamu

Ilepesaca

Peanizayis

Pi3HOMAaHITTSI BOPOTiB Ta

Ha BinMiHy Bia OUTBIIOCTI KOHKYPEHTIB, A€ 3yCTPIYAETHCS
oOMexxeHuid HaOlp Boporis, “Space Switch” npononye

MIMPOKE PI3HOMAHITTA CYNPOTUBHUKIB 13 YHIKaIbHUMHU

EKIIIEHY TaKTHKaMH Ta MexXaHiKaMH. J{mHaMidHi 3MIHM OOHOBHX
CIICHapIiB Ta KOMO1HAaI1 BOPOTiB IOAI0Th
Henepen0ayyBaHOCTI Ta 30UTbITYIOTh peirpadesibHICTh
'Hyyka apxiTekTypa TpU JO3BOJISIE JIETKO Ta IIBHUIKO

[IBuAKICTH JI0J1aBaTH HOB1 MeXaHiKH, 30poto, piBHI Ta MOAU(IKATOPH.

BITPOBA/P’KCHHA HOBUX

TEUMIUICHHUX €JIEMEHTIB

['paBii MaTuMyTh MOXKJIMBICTH PETYJISIPHO OTPUMYBATU
HOBHMI KOHTEHT 0€3 TpUBAJIUX OUYIKyBaHb, IO CIIPUSTUME

MOCTIHHOMY 1HTEpECY /10 TPH

HIBUAKICTH pO3pOOKH

3aBAsIKM ~ BUKOPHUCTAHHIO  CYYaCHUX  IHCTPYMEHTIB
PO3pOOKH, MPOEKT MAE BIUCOKY HMIBHAKICTh BIPOBAKCHHS
HOBHUX OHOBJICHb Ta IOJINIIEHb, IO 3a0e3neuye
OTEpAaTUBHY PEaKIlil0 Ha BIATYKHA TPaBIiB. [ Hy4KiCTh y
3MiHI MEXaHIK JIO3BOJISIE aJalTyBaTHCS 10 I0OaKaHb

ayIUTOPil MBUIIE 32 KOHKYPEHTIB

BincytHicTh pay-to-win

CHUCTCMH

Ha Biqminy Big «Hawk: Freedom Squadron», ne muratHui
KOHTEHT MO CTBOPIOBATH qucbOanaHc, «Space Switch» ue
MaTUME €JIEMEHTIB, IO /Ial0Th HECTIPABEIJIUBY TIEpeBary.
OcHoBHUH akileHT Oyzae 3po0JICHO Ha YECHUU Tporpec,

3aCHOBAHUI Ha HABUYKaX rpaBls Ta MOro cTparerii
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3 omiaay Ha TPOBEICHHWM aHai3, «Space Switch» Mae HU3KY KIHOYOBHX
nepesar, siki poOJsTh HOro NpuBaOIMBHUM JJisl TPABIIB, OCOOJMBO THUX, XTO I[IHYE
JUHAMIYHUI IrpoBUH Ipouec 03 3aJIeKHOCT] BiJ] MOKYINOK. 3aBISKH PI3HOMAHITTIO
BOPOT'iB, IIBUJKOMY BIPOBA/)KEHHIO HOBOTO KOHTEHTY Ta CIpaBeaIMBII

MOHETH3aIlli, BIH MOX€E CTaTH T'1IHUM KOHKYPEHTOM Ha PUHKY CKPOJUI-IIYTEPiB.
1.3 IlocTaHoBKA 3aBIaHHA HA KBaJdidikaniliny podory

3aBiaHHAM KBadiQikaiiiHo1 poOOTH € po3poOKa MPOrpaMHOTo 3a0e3MeUeHHS
7t Tpu 3 BUKopucTaHHsiM Data-Oriented Design Ha mapagurmi ECS. Ile nporpamue
3a0e3MeueHH sl MPONOHYE KOPUCTYBauyaM yHIKaJbHUN JOCB1J I'pU MOAIOHOTO XKaHDPY,
a po3pobOHukam — pipeline, skuii 103BONUTH MIBUIAKO 1 €(HEKTHUBHO BIPOBAKYBATH
013Hec noriky. st peanizaitii 013Hec i/1ei, HeOOX1THO BUKOHATH HACTYITHI 3a/1a4i:
- TNPOBECTH MPOCKTYBAHHS CTPYKTYPH TPH;
- mpoBecTH research acceTiB rpadiku, 3ByKiB TOIIIO;
- MPOBECTH MOJIECTIOBAHHS I'eUMITJIEHHUX ACTIEKTIB;
- peanizyBaTH IporpaMHe 3a0e3neYeHHs;
- TMPOBECTH TECTYBAHHS.
Jlns BupimieHHs Iiel 3aa4i OyayTh peayli3oBaHi CHUCTEMH, SKi JIO3BOJISTH
BITPOBA/IMTH 3a3HAYCH] ACTICKTHU:
- CHCTeMa KepyBaHHS I'PaBIIEM,
- CHCTeMa CIIaBHY BOPOT'iB;
- cHcTeMa MepecyBaHHS BOPOTiB;
- 3pyuHwmii Ta iHTYiTUBHMNA Ul;
- CHCTeMa ITOBEJIIHKU CHapPSIIB.
VYci 3a3HaueHi cuctemMu OyayTh peaiizoBaHi ab0 CyTO 3a JOIMOMOTOIO
iHCTpyMeHTiB mpoektyBanHss ECS Ta data-oriented design, a6o 3a gormomororo

KoMOiHatii nux iHcTpymeHntis 3 OOP.
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BucnoBku 10 po3ainy 1

[IpoBeneHo nocHiIKEeHH TPEAMETHOI 001aCTl, MPEACTABICHOI PO Y KaHpi
apKaJHOTO CKpoJiepa Ta mpoiiecoM ii po3pooku. OxapakTepu3zoBaHo miaxia Data-
Oriented Design itoro nepeBaru Jijisi po3po0OKH irop, Ta mpeaMeTy poOOTH 30KpeMa.

AHani3 ICHYIOYMX KOHKYPEHTIB Ta iXHIX OCOOJMBOCTEH BHUSBUB HH3KY
HEJIOJIIKIB OCHOBHHX IrOp—CKpOJIEPiB, SIKI MOKe KOMIIEHCYBaTH «Space Switchy.
Takox Oyno mocnimkeHo pipeline KOHKYpPEHTIB Ta BUSIBJICHO 1XHI c1a0Ki CTOPOHH,
30KpeMa WI0JI0 IMIBHJKOCTI MPOTOTUNYBaHHA. s po3poOKH NpoekTy oOpaHo
aIIbTEPHATUBHUN MiAXi — BUKOpUCTaHHS mapaaurmu ECS.

Ha ocHOBI aHamizy BHU3HAYEHO KIIFOYOBI 3aBJaHHS TMPOEKTY: peatizailito
HE3aJ0BOJICHUX TOTPEe0 KOPHCTYBadiB, SIKi HE BpaxyBaJM KOHKYPEHTH, a TaKOXK
ONTHUMI3aIlI}0 MIBUAKOCTI po3poOku. OKPECICHO OCHOBHI €Talu CTBOPEHHS «Space
Switch», ckmameHo 3amaui Ta BU3HAYCHO KIIIOYOBI aClEKTH PO3POOKH B KOHTEKCTI

oOpaHoi mapagurmu.
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PO3JILI 2
MPOEKTYBAHHS APKAJTHOI T'PU HA TIAPAJIUTMI ECS

2.1 IIpoexkTyBaHHs NpoueciB

[IpoexkTyBaHHS MPONYKTY Ma€ HaJgaTH pe3yJbTar, sSikuid Oyjae BIANOBIAATH
3aCTOCYHKY, WLIO0 3MOX€ 3aJOBUIBHUTH YyCl YMOBM — (YHKI[IOHAJIbHI Ta
HedyHKI10HATBHI. DYHKII0HATBHI BUMOTH — 1€ BUMOTH /10 MPOAYKTY, OCHOBHI Ta
KOHKpETH1 (DYHKIIIi, IO OMUCYIOTh BHYTPIUIHIO CTPYKTYPY 1 poOOTY Mporpamu, siKi
ciucTeMa IMOBMHHA BUKOHYBAaTH (OOYMCIICHHS JaHWX, MaHIMYJIIOBAHHS IaHUMHU
tomo). Jlus mporpamHoro 3abesmedeHHs «Space Switch» mo Takux BuMoOr
HaJIeXKAaTh:

- O13Hec JIorika omucaHa 3a J0MOMOr0l0 MOBH IPOrpaMyBaHHS MpaBHIia
MOBEJIIHKK 00’ €KTIB y Tpi, X B3aeMOJis Ta 00poOKa MEPBUHHUX JAHUX Ta JaHUX,
OTPUMAaHUX I/ Yac B3a MO/l IUX 00’ €KTIB MiXk co0010;

- CHUCTEMHA JIOTiKa ONMCcaHa BHUCOKOPIBHEBUMH IILTIO3aMHU B3a€MOJII1
Oi3HEC JIOTIKM 13 3OBHIIIHUIMH JaHUMH, iX KOPEKIISI\IOMOBHEHHS a TaKOX
aKTyajizalis 3a moTpeou;

- Beatuful Core - me ocHoBHa YacTWHA Bi3yajbHOI IMpe3eHTAIl TPU
(particles, Moeni, cripaiiTy, ImIeiaepa TOIIO) SAKi 1 3aJaI0Th XYI0KHIO CTUIICTUKY

rpi;

Ul inTepdeiic B3aemosii kKopucTyBaya.

HedynkmionankHi BUMOTH — mMapaMeTpd, 00 HE € 0e3mocepeanim
(GyHKITIOHAIOM TIpOrpaMH, ajie sKi BIUIMBAIOTh HAa SAKICTh, CIPUNAHATTS
KOPHUCTYBaue€M Ta XapaKTEPUCTUKHU ii poboTh (Oe3meka, MBUAKICTH Tomo). s
IIPOrpaMHOro 3ade3neucHHs «Space SWitCh» 10 Takux BUMOT HaJICKaTh:

- Open Source — 1me KOJ MPOrpaMHOrO 3a0ecredeHHs Mae OyTH
po3mimieHuit Ha mIaTdopMi IS BUIBHOTO O3HAHOMIIEHHS KOPUCTyBadamH Ta

KOHTPHOYIIIT 3a OaxkaHHsM [17];
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JlaH1 CTATUYHOT'O XapaKTepy (AK1 HE 3MIHIOKOTHCS 1] Yac CeaHcy I'py —
KoH(]iru 0anaHcy, BOPOriB, IpaBlisl TOIO) MalOTh MaTH MOKJIUBICTh 3HAXOJUTUCH Y
XMapHOMY CXOBHIII1 JIJI MAaliOYTHHOTO MOXKJIMBOTO MacTa0yBaHHS;

- rpa Mae NpalroBaT CTaOUIbHO, TPOXOISAYU YBECH LMK KOPUCTYBAaHHS
HE MMHAIOYM OCHOBHUX eTariB. KiibkicTh 0ariB Mae nparaytu a0 0;

- MOAYJl MPOTrpaMHOr0 3a0eCredyeHHs TMOBHHHI MaTh OOIIMpHI
MOJJIMBOCTI JUJIsl BiTHOTO JIETKOTO,JCIIEBOTO Ta CTPIMKOTO MAacHITa0yBaHHS
(KUTBKICTh BOPOTiB, PIBHIB TOLIO);

- rpa Mae cTabuIbHO TpalftoBaTu Ha OuTkIocTi KoHPIryparii [1K na 2025
pik. MaroTs OyTH BijcyTHi cTpiMKu nipocaku y PIIC, HeonTuMizoBaHUN OaTUMHT,
HEC)KaTi TEKCTYPH.

Ha pmiarpami use-cases (puc 2.1) 300pakeHO OCHOBHI i, SKI MOXeE
BUKOHYBATH KOPUCTYBad y Mexkax rpu Space Switch, a Takok B3a€EMO3B’sI3KH MiX
MU JIissMU. ['paBeripb, 110 1HIMII0E€ B3a€EMOJIII0 3 CUCTEMOIO, JIOCTYITHI BapiaHTH:
3alyCcK TpH, IHIMianizamiss, 3MiHA TapaMeTpiB, KEpyBaHHS ITPOBHUM IPOIECOM,
3yNUHKa TpH, ii Mepe3anyck, a TaKkoX Meperyisa pexkopay oyok. lleHTpampsHum
€JIEeMEHTOM B3aeMOJIl € cueHapiit «['paTu Tpy», SKUN BKIIOYAE MOKIIUBICTD
3YIIUHKY TpH (Yepe3 may3y) Ta MOB’S3aHUM 13 3aBEpIICHHSM I'PH, MIAKPECTIOI0YH,
o i Jii MOXXYTh OYTH YaCTHHOIO 3arajbHOTO MPOIIECY 3alycKy a0o MiArOTOBKH
TpH.

lleHTpaJIbHUMH €JIEMEHTOM TpPU € CYTHICTh TpaBIlf, sSKa TMPEACTaBICHA
KOCMIYHUM KOpPaOJsiM, KepyBaHHS SKUM 1 BU3HAYa€ TEUMIUICH Ta BHKOHAHHS
IrpoBUX 1HCTpYKIii. ['paBernp, sk KiIro4oBa Qirypa ta akTop Oyaye HaBKOJIO cede
PO B3aEMOJIII YaCTWH TporpamMu (CUCTeMa OYOK, pyx Kamepu, game loop [18]
TOIIIO).

Onuc MoTOKY MPOIIECiB, K1 BiMOYBAaTUMYTHCS i 4Yac TPU 3IHNCHEHHUN 3a
JIOTIOMOTOI0 JliarpaMu isTbHOCTI (puc. 2.2). BoHa neMOHCTpye MOJETIOBaHHS

MPOIIECIB Ta B3a€EMO3B’A3KIB y MPOrpami, ikl MOXKYTh BIIOYTHUCS 1]l 4ac poOOTH.
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Pucynox 2.1 — Jliacpama use-case ons epu «Space Switch»

icepeno pozpobneno asmopom

Start
Application
Menu =
- \\\\
Application |, ‘e ey Start Game
End N°_<Sta t Gamf/' e Loop Cycle Mo
\\\__.”/
Load
Progress
R T
Spawn
Entities
Game Loop
Processing

Player Dies —=<_Restart? —

Pucynok 2.2 — Jliaecpama OisnbHocmi 3acmocyHKy

IDicepeno pospobaeno agmopom
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Ha mouaTkoBOMYy eTari KOpHUCTyBa4 MOTPAIUISE B TOJIOBHE MEHIO, /1€ BIH MOXKE
o0patu, 4u po3MOYaTH TPy, YW 3aBEPIINTH POOOTY Mporpamu. SKIO KOpHCTyBad
BUPIIIYE HE TPATH, 3aCTOCYHOK 3aBepIIye poOOoTy. K0 %k BiH 00Mpae MOYaToOK I'pH,
3aIyCKA€ThCsl I'POBUH MPOLIEC — CTBOPIOIOTHCS IFPOB1 CYTHOCTI, TaKi K MEPCOHAK,
BOPOTHY, TIPEAMETH Ta 1HIII eleMeHTH piBHA. [licis bOro MOYMHAETHCS OCHOBHUMN
ITPOBUM LUKI, y SKOMY 3IIACHIOETbCSI OOpoOKa IrpoBOT1 JIOTIKH, B3a€EMOJIS
MepCOHaka 3 OTOYEHHSM, PyX BOpPOTiB TOmo. SIKIIO TpaBelb THHE i dYac
MPOXO/KEHHSI PiBHs, I'pa MPOMOHYE HOMY BapiaHT MEpe3amyCTUTH TPy, y pasi
BiZIMOBH — TIOBEPTAE Y TOJIOBHE MEHIO, JI€ IIKJI IOBTOPIOETHCS.

LmrocTparliss MOCHITOBHUX TIPOIECIB Y 3aCTOCYHKY Oyio 3iCHEHO 3
BUKOPUCTAHHSAM Jiarpamu mociimoBHOcTi (puc. 2.3). Jliarpama MOCIiTOBHOCTI
JIEMOHCTPYE OCHOBHHMM IUKI Tpu rpaBis (game loop) Ta #oro 3ajexHICTh Bij
IporpaMHHUX CEpBiciB Ta il Bopora. BoHa 0XOTIUTIOE KJIFOYOBI €Tamu >KUTTEBOTO
UKy I'POBOI cecii: Bia iHIIiamizalii rpu 0 3aBEpIICHHs Yepe3 MepeMory ado
NopasKy, JEMOHCTPYIOUYH B3a€MOJIII0 MK OCHOBHUMH 00’ €KTaMH TpU — T'PaBIEM,
IpPOrpaMHUMH CEpBICAMH Ta BOPOTaMH — Y BUIVISAL TMOJINA, IO TMOCIITOBHO
BUKJIMKAIOTh OJIHA OJHY.

ANTOPUTM TIOYMHAETHCS 3 BIAKPUTTS TPABIEM 3aCTOCYHKY, MICIS YOTO
3aBaHTAXKYETHCS TOJIOBHE MEHIO. [ paBelib 3aIrycKae rpy, BHACII0K YOro MporpamHi
CEpBICH CTBOPIOIOTH KopaOenb TpaBis Ta iHTepdeiic kopuctyBawa (UI). Hami
cuctema reHepye kopabii nBox Boporis. Ilicis mporo Hacrae aktuBHa (paza rpu:
rpaBellb MOYMHAE KEPYBAHHS CBOIM KOpaOIeM Ta BUKOHYE MOCTPLI. SKIIO mocTpia
MOTpaIuIsie y BOPOXKUI Kopabenb, MporpamMHa JIorika Qpikcye OTpUMaHHS IIKOIH, a B
pas3i 3HUIICHHS BOpOra — IMOJMII0 CMEPTI Ta HapaxyBaHHS O4OK Tpabmto. Ilicms
[IHOTO JPYTHil BOPOT, BUKOHYIOYH TMOCTPII IO HIKOJAWTH TPaBIEBI Ta 32 YMOBH
KPUTUYHOI KUTBKOCTI 370pOB’Sl TPaBIsl, OCTaHHIN MOXKE 3arMHYTH, IO CIIOHYKa€e
CEPBICH BUKJIMKATH BIKHO TPOTPAIy, € TPaBEIb MOKE 3aBEPIIUTHU TPy, BUHIIIOBIIIH

3 3aCTOCYHKY.
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Pucynok 2.3 — Jliazpama nociioogHocmi 3 ORUCAHUMU HCUMMEBUMU YUKTIAMU

epasysi i 60poea 36epxy YHU3

IDicepeno pozpobnerno asmopom
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Komymnikariss komnonentiB y ECS BinmOyBaeTbcsi uepe3 BENUKY KUIBKICTh

eTamiB, AKi MPOXOAATh AaHi s oOpoOku cuctemamu. Ha mpukmanmi cuctemu
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MOCTPLIIB MOKHA MPOCTEKUTH OCHOBH1 KOMYHIKaIl1l MI>)K KOMIIOHEHTaMH BCEPEUHI1

MOJYJIiB apXitekTypH (puc 2.4).

:Enemy Death System

6. if (CurrentHp <= 0)

:Player Entity

‘ :Enemy Entity |

1. SpawnProjectile()
4. if (isEnemy)
5. AddDamage(x)

. . . 2. if (hasCollided) . . .
:Projectile 3. Mdcg,,isionnequest{x,-[ :Collision System ]

Pucynok 2.4 — Jliaepama komyHikayiti npoyecy nocmpiny 2pasys i3 yparCeHHAM
eopoza

Licepeno pozpobneno asmopom

['paBerts cTBOpIOE CHapsT uepe3 MeTo SpawnProjectile, micis woro projectile
PYXa€eTbCsl Y MPOCTOPI, IOMOKH HE 3IMTOBXHETHCS 3 KOJANACPOM 1HIIIOTO 00’ EKTY,
MepeIaBIly JIaHi MPO KOJI3il0 0 cucteMu oO0poOku. BoHa, 0OpoOHBIIN CYTHICTH
KOJIi3ii, y pa3i SKMIO IIe BOPOTr, 3ampocuTh depe3 meroa APl Bopora orpumanHs
MOTIIKOJKEHHS BiJl cCHapsAy. Bopor, 00poOMBIIY MONTKOMKEHHS, Y pa3i 3aKiHUCHHS
OYOK 37I0POB’ Sl TOTPAIUTH O CUCTEMHU OOPOOKH CMEPTI, IKa BUKOHAE YC1 HEOOX1TH1
MaHIMyJSIIii 3 MEPTBUM BOPOTOM, HAMPHKIA HApaxye€ OYOK 3a WOTO CMEPTh

IpaBIEB] Ta BUMKHE III€ MPAIfOI041 CUCTEMH BOpOTa.
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2.2 MoaeaoBaHHA JAaHUX

He nuBnsauucs Ha Te, 10 OOII € HallOUTBIIT PO3NOBCIOIKEHUM MIIX0I0M IS
MOJICJIIOBaHHS JAaHUX y pO3poOLl CKpOJIepIB HOMY MpUTAMaHHI Psii HEIOMIKIB Y
KOHTEKCT1 po3poOku irpoBoro mnpoaykry. B OOIl ocHOBHOIO CTPYKTYpPHOIO
OJIMHULIEIO € KJIac, IKUi1 00’ eAHye AaHi (o) Ta MeToAu (QyHKIIIT) B €EAMHY JIOTTUHY
cyTHiCTb. O0’€KTHU B3a€MOJIIOTH MK COOOI0 Yepe3 BUKJIUKUA METOAIB, 3MIHIOIOUU

CBIif BHYTPIIIIHIN CTaH , ONUCaHui y nossix (puc 2.5).

Class Object

~ - ——~ Create an instance
B - |

g " w3 T

P _/\_/ s oo /: s =
Properties Methods - behaviors Property values Methods
color start() color: red start()
price backward() price: 23,000 backward()
km forward() km: 1,200 forward()
model stop() model: Audi stop()

Pucynok 2.5 — Ilpeocmasnenus 06 ’ekmy 3 mouxu 30py OOIT

Ioicepeno [19]

Ile poOuTh el miaxif 3pyYHUM JJI1 MOJCIIOBAHHS CKJIAJHUX 1€pApXIdHUX
CTPYKTYyp, aji¢ TPHU3BOJWTHL JIO0 TICHOrO 3B 3Ky MDK KiIacamMd Ta MpoOiieMu
MacmTaOyBaHHSIM Ta PO3BUTKOM MPOTPAMHOTO 3a0e3nedeHHs. by akuii irpoBuid
MPOIYKT, SIK MPaBUJIO HE € CTAJIOK MPEAMETHOI 00JacTI0O — BHUMOTH MOXYThb
3MIHIOBATHUCS YK€ IIBUIKO, OCOOJIMBO 1€ CTOCYETHCS CKPOJIEPIB, /1€ PI3SHOMAHITTS
CHapsIIiB Ta BOPOTIB I'pa€ BHU3HAYHY POJIb y IIKaBOCTI reimriuiero. ['pa «Space
Switch» poOuTh akIEeHT Ha PI3HOMAHITTI Ta MIBUAKOCTI BIPOBAKCHHS HOBHUX

MexaHik. [e pooutrs OOII manonpugaTHUM AJis peasizaiii Hboro NpoayKTy.


https://www.google.com/url?sa=i&url=https%3A%2F%2Fcodersite.dev%2Funderstanding-oop-concepts%2F&psig=AOvVaw2FPAgqeyKobLjENUXx53b2&ust=1744028932295000&source=images&cd=vfe&opi=89978449&ved=0CBcQjhxqFwoTCNDFtpm0w4wDFQAAAAAdAAAAABAE
https://www.google.com/url?sa=i&url=https%3A%2F%2Fcodersite.dev%2Funderstanding-oop-concepts%2F&psig=AOvVaw2FPAgqeyKobLjENUXx53b2&ust=1744028932295000&source=images&cd=vfe&opi=89978449&ved=0CBcQjhxqFwoTCNDFtpm0w4wDFQAAAAAdAAAAABAE
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Sk anpTepHaTHBA, 3alPONOHOBAHO BUKOPUCTATH MiAXIJ, IO 0a3yeTbcs Ha
ECS. Lleil miaxia, HaBMaku, NPONOHYE OUIBII THYYKY H MOIYJIBHY apXITEKTypY,

PO3IUIAIOYM J1aHi (KOMITOHEHTH) Ta JIOTIKY (cuctemu) (puc. 2.6).

Entity C

e ) (e}

Translation Translation }:} Translation }>}>‘
L2W=T*"R
Rotaticn Rotation ) Rotation ))-
LocalToWorld LocalToWearld (( LocalToWerld (((
Renderer Renderer )
Components Components

o

Pucynox 2.6 — [Ipedocmasnenus 06 ’ekmy 3 mouxu 30py ECS

Hoicepeno [20]

VY miif mMoxeni koxkeH o0’€KT rpu mnpeacTaBienuit cytHicTio (Entity), ska
MICTHTh JIMIIE YHIKAIBHUN iAeHTU(IKATOpP, a WOro MOBEAIHKA BH3HAYAETHCS
HAa0OpPOM HE3aNeKHUX KOMIOHEHTIB. CHCTEMH KEPYIOTh CYTHOCTIMH, QUIBTPYIOUN
HasBHI Ha HHUX KOMIIOHCHTH, 3aCTOCOBYIOUM JI0 HHMX BiAMOBIAHY Jjoriky. Lle
3abe3reuye Kpaily MPOAYKTUBHICTh y BEIMKUX ITPOBHUX MPOEKTaX, OCKUIBKH
7103BOJIAE e(DEKTUBHIIIE MPEICTABIISATH JIOTIKY 3aCTOCYHKY Ta PO3IIUPIOBATH HASIBHI
CUCTEMH, HE BTPYYAlOUUCh y pOOOTYy BKE HASIBHUX CHCTEM, I130JIOI0YH iX 3
MO>KJIMBICTIO TTIOBTOPHOTO BUKOPUCTAHHSI.

OcobnuBicte ECS mae O6u1bIll THYYKY Ta JIETKY JJIS PO3POOKH Ta MIATPUMKH
apXITEKTYypY, SKa 3py4HO KOMIIOHYE aCTIEKTH I'PH Y HEBEIIUKI BIHOKPEMIICHI MOTYJI1

— (iul, SAK1 JO3BOJIAIOTH 130JIF0BATH KOHIIEMIIT OJIHA Bl OJIHOI, YHHKAIOUN TIPSIMHUX


https://docs.unity3d.com/Packages/com.unity.entities@0.2/manual/ecs_core.html
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3B’SI3KIB MDXK KJlacaMu peaiizaiii nux iy, 1arouu 3MOry AyMaTH OUIbIIE caMe Mpo
JIOTIKY, @ HE IIPO MOB’sI3aHHS PI3HUX MOAYJIIB MK COOOI0.

BpaxoByroun e, nporpamHuil koa Oysio po30UTO Ha OKpeMi (idi, Kl He
MaroTh IpsiMi 3B’SI3KM 1 MOKYTh OyTH MpPEACTaBICH] K OKpeMi MOAYJI 13 CBOEIO
BHYTPIIIHBOI CTPYKTYPORO. SIK MpUKIIaa MpeacTaBieHa aiarpama kiacis (puc. 2.7)
MOJyJIsl KOJIGKI[IOHYBaHHS IIiIeH, s’IKa BUKOPUCTOBYETHCS PIZHUMHU MOIYJISIMHU 3

MCTOI0 OTPHUMAHHA Hiﬂeﬁ JJIs1 aTaKH.

CleanupTarpetBuffersSystem

ReardyToCollectTagets ’ - i
- field:type = IGroup<GameEntig>

+ attributeitype = Game
+Cleanup()
TargetBuffer

- 1
+ afribute:lype = Game CollectTargetsintervalSystem

+ field:type = ITmaSarvice
Reached ™ + field:type = IGroup<GameEntity>

+ amibutestype = Game [ - +Execute()

CollectTargetsinterval T Coll
arget Collect )
+ altrbutestype = Game Components = < - Systems

+ field:type = List<int> Feature

TargetLimit
+ gltribute:ype = Game ™%
+ figld:type = float
CollectTarpetsTimer

+ attribute:type = Game ™
+ field:type = float

v Y
CastForTargetsNoL ImitSystem Y MarkReachedSystem
ProcessedTargels I 1 CastForTargetsWithLim/tSystem
+ field:type = IPhysicsService + field:type = |Group<GameEntity>
+ gitribute:type = Gama + fleld:type = IGroup<GameEntity> + fielc:type = IPhysicsService + field:type = List<GameEntity>
+ field:type = List<int= + field:type = ListeGameEntity> + field:type = IGroup<GameEntity>

+ field:type = List<GameEntity>

+ field:type = GameEntity[] +Execute)

+Execute()

CollectingTargetsContinuously ¥ ):IEnL <int=
Y

+Execute()
+AlreadyProcessed(GameEntity,int):bool
+TargatCountinRadi s (Gama Entity); int
+TearDown()

+ gliribute:type = Game
+ field:type = float

Pucynok 2.7 — Jliaepama knacie mooynsa KoieKyionysants yinei 0 amaxu

Iicepeno pozpobnerno asmopom

OckinbKku BOHA 130J1bOBaHa Ta 0a3yeThCS HA CBOIX JaHUX, TO Pe3yabTaTH ii
poOOTH MOXKE€ BUKOPUCTOBYBATH Oyab SKWW 103€p — TpaBellb, BOPOT, OKPEMHUU
CHapsi/I TOIIO, 0€3 HeOOX1THOCTI MPOEKTYBAHHS MIPSIMUX, a00 a0CTPAKTHUX 3B’ SI3KIB.

OcnoBa migxomy ECS — omepyBaHHS HaJ KOMIIOHEHTAMH, SKi HAJICKATh
nesHuM entity (anamor 06’exty y OOII), Hanpukiagx OCHOBHI CYTHOCTI y Ipi —

rpaBellb, BOpor Ta cHapsyu (puc 2.8).



Player: GameEntity

Id: int
WorldPosition: Vector3
Direction: Vector2
Velocity: Vector2
ViewPrefah: EntityBehavior
Speed: float
ColorType: Enum
CurrentHp: float
MaxHp: float
ShootDirection: Vector2
isShooter: bool
isPlayer: bool
isMovementAvailable: bool

Projectile: GameEntity

Id: int
ProjectileTypeld: Enum
Producerld: int
WorldPosition: Vector3
Direction: Vector2
TargetLimit: int
Damage: float
Velocity: Vector2
LayerMask: int
Radius: float
Score: int
TargetBuffer: List<int>
ProcessedTargets: List<int>
EffectSetups: List<EffectsSetup>
Spline: SplineContainer
SplineTPosition: float
SelfDestructTimer: float
ViewPrefab: EntityBehavior
Speed: float
ColorType: Enum
CurrentHp: float
MaxHp: float
isMovingSpline: bool
isCollectingTargetContinuosly: bool
isReadyToCollectTargets: bool
isProjectile: bool
isRotatingAlignedAlongDirection: bool
isMovementAvailable: bool
isMoving: bool

Enemy: GameEntity

Id: int
EnemyTypeld: Enum
WorldPosition: Vector3
WorldRotation: Vector3
Direction: Vector2
LayerMask: int
Radius: float
Score: int
TargetBuffer: List<int>
ProcessedTargets: List<int>
EffectSetups: List<EffectsSetup>
Spline: SplineContainer
SplineTPosition: float
ViewPrefah: EntityBehavior
Speed: float
ColorType: Enum
CurrentHp: float
MaxHp: float
isMovingSpline: bool
isCollectingTargetContinuosly: bool
isReadyToCollectTargets: bool
isEnemy: bool
isRotatingAlignedAlongDirection: bool
isMovementAvailable: bool
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Pucynox 2.8 — Imocmpayis npedcmasnenns 00 ’ekmis epasys, cHapsaoy ma

80po2a 3 Habopamu KOMNOHeHmi6e ma ix munamu

icepeno pozpobneno asmopom

CyTHOCT1 MICTATh BENUKY KUTbKICTh KOMIIOHEHTIB, SIK1 1 Ial0Th MOXKJIUBICTh
OXapaKTepu3yBaTH MOTOYHY CYTHICThH SK BOPOT YM IpaBenb. He muBISYUCH Ha iX
BEJIUKY KUIbKICTh, KOMIIOHEHTH € IPUMITHBAMH, SIK IPABUJIO, 13 €AMHUM 3HAYCHHIM
eemenTaproro tuiry mou C# [21] (int, float, enum Tomo).

CTpyKTYpHO TIPOCKT MOAUIAETHCS HAa OKPEMI MOJYI, SIKi CKOMIIOHOBaHI 110
nankax y (ainosiit cucreMi npoekty (puc 2.9).

KepyBanus Qame loop BimOyBaeTbcs depe3 HHU3KY BHCOKOPIBHEBHUX
KOMIIOHCHTH-aKTOPIB, sAKi ONHcaHi Ha miarpami KoMmoHeHTiB (puc 2.10). Bonu
BHU3HAYAIOThH KJIFOYOBI aCTEKTH, K MEHEIKMEHT PECYPCiB Ta MEPEMUKAHHS €TalliB
IIHOTO ITUKITY.

B3aemomiss 1o3epa BimOyBaeTbcsi dYepe3 00t CTEWT MaluHy, KOTpa

NIEPeMHUKAIOYH CTCHTH 3BepTaeThes 10 KomnoHeHTiB Static Data Service Ta Progress
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Provider, siki BiIirparoTh KJIIOUOBY POJib Y KepyBaHHI pecypcamu rpu. Static Data

Service 3aliMa€eTbCcsl MEHEKMEHTOM CTAaTHYHHMX, HE3MIHHUX HaHUX (KOH(Ird 3

OajaHCOM, 13 CTaTaMH TOIIO), sIKI 3HAXOIATHCS Ha peMoyT cepBepi Firebase [22], a

Progress Provider quHamMiuHAMU Ta JIOKaJIbHUMH Ha IPUCTPOT TAHUMH — HAIIPUKIIA],

KUIBKICTh MaKCHMAaJILHUX OYOK, SKI HaOWB

30epexkenux y popmari JSON [23].

[ Progress
- Data
- Provider
- SavelLoad
EntitySnapshot.cs
ISavedComponent.cs

- ProgressEntityExtensions,cs

Pause

- PauseService cs
- PauseView.cs

[Score

[ | - ScoreService.cs

Common
- Destruct Module
- Debug Module

- Extensions

- SelfDestruct.cs

- PeriodicallySaveProgressSystem.cs

—_—

-+

- CommonComponents.cs

R

Features

- Bounds

- Camera

- ColorSwitch

- Cooldowns

- EffectAppliaction
Effects

- Enemies

- EnemyLifetime

- GameOver

- LevelSpawn

- LifeTime

- Movenment

- Player

- Projectiles

- Shooting

- Splines

- TargetCollection

Menu
- MenuController.cs

MenuScope.cs
- MenuView.cs

-— L e

rpaBellb Ha MOTOYHOMY JE€Baiici,

Windows

- Configs

- Game

- BaseWindow.cs

- WindowFactory.cs
- WindowService,cs
- Windowld.cs

Input

InputService.cs

™ - InputComponents.cs

- InputFeature.cs

[Tnstall
- GameBootstrapper.cs
|—»| - GameScope.cs
- Levelinitializer.cs
- Parentinitializer.cs

StalicData

™! . StaticDataService.cs

(Tnfrastrcuture
- AssetManagement
- CoroutineRunner
- Indentifiers
- Save
Serialization

Pucynok 2.9 — Jliazpama naxemis. Kooicen nakem npedcmagienuii OKpemum

MOOyIeM, SIKULL KOMHOHYE Y co0i nio-mooyai, abo okpemi .CS patinu

Iicepeno pozpobnerno asmopom

Firebase Database

q Adressables APT Usage e

Static Data Service

Save File System

¢ - PRI -

Progress Provider

Root State Machine

User

Pucynox 2.10 — Jliaepama komnonenmis 3acmocyHKy

Iicepeno pozpobaeno asmopom
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VY ¢i3uuHOMY NpeacTaBiIeHl 3aCTOCYHOK MpeJIcTaBisie co00K0 3B’ 130K Femote
cepsepa Firebase i3 mepcoHaIbHUM KOMIT IOTEPOM, HA SIKOMY 3IHCHIOETHCS 3aITyCK
3aCTOCYHKY, B3a€EMOJIII MK SIKUMH BIIOyBaeThcsl uepe3 BiaacHuil APl Bcepenuni
MOJYJS JIOKAJIbHUX JaHUX Ta HaAaHUM cepenoBuiiemM APl st kepyBaHHsIM remote

3anutamu (puc 2.11).

PC Firebase

File

-C# AP} |SavelLoadSystem S
System .| | Adressables - .
? r APl rebase Database
. J |
I
|
I
|

|AssetLoader ’ Unity API

User ’ >

Pucynok 2.11 — Jliaepama pozeopmanus ¢ghizuunozo cepedosuwia

icepeno pozpobnerno asmopom

2.3 IIpoexTyBaHHs inTepdeiicy

Y nuHaMIYHUX ~apKagHUX Irpax THIYy CKpOJ—IIyTepiB iHTEepdeiic
KOpHUCTYBaua BUKOHYE He Juie iHopmalliliny, aie i GyHKIioHaIbHY poiib. Uepes
BHUCOKY IIBHUJIKICTh TMOAiH, BEIHUKY KUIBKICTh PYXOMHUX OO0’ €KTIB 1 BI3yalbHY
HACHUYCHICTh CIIEHH, HaAMIpHAa KUIBKICTh €JeMEHTIB iHTepdelicy abo ix
HEY3TO/KeHe O(QOPMIICHHS 3/aTHI 3HAYHO YCKJIAJHUTH CIPUUAHATTA Ta 3HUZHUTH
SKICTh ITPOBOTO JOCBITY.

JIocBim 1HIMUX TPOEKTIB y MBOMY >KaHPi O3BOJSIE TPOCTEKUTH HHU3KY
nomupeHnx mnpodsem. Y 1pi «Razor2: Hidden Skies» BukopmcToBYy€ETHCS
KJIaCHYHUM 1HTep(deC 13 BEIUKOIO KUTbKICTIO CTATUYHHUX €JIEMEHTIB, 10 MOCTIHHO
npucyTHi Ha ekpaHi (puc. 2.12). Take pilleHHS HE BPaxOBY€ KOHTEKCT IrPOBUX

MOl 1 CTBOPIOE CUTYallil0, KOJM Ba)xJauBa iH(OpMalisi MOxe TyOuTHCS cepell
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OpyropsaHux BizyanbHuUX 00’ekTiB. Kpim Toro, rpadiunumii ctuie Ul y Razor2
MICTUTh 3acTapull JIEKOpPaTUBHI PIIMIEHHS — pPAMKH, TEKCTYpU 3 HU3BKOIO

MPO30PICTIO, APiOHI WIPUPTU — L0 YCKIATHIOE COPUUHSTTS.

a
a
a
a
=]
B
8
[n)
@
@
=]
N O
()
0
()
=]
a
[N
B
]
a
]

Pucynox 2.12 — I'pa «Razor2: Hidden Skies» 6 sikiti suxopucmosyemucs

3acmapinuil inmepghelic i3 6eUK0I0 KiIbKICMIO CMAMU4HUX el1eMeHmie

Toicepeno [14]

VY Bunanky 3 «Hawk: Freedom Squadron» inmia npoGiema, xoua iHTepdeiic
BI3yallbHO SICKPABIIIMM, BiH TIEPEBAHTAXKCHHUM €JIEMEHTaMH, M0 CTOCYIOTHCS
ITpOBHUX TOKYIIOK, IIOJICHHUX 3aBaaHb i momid (puc. 2.13). Y pesynbrari yBara
TPaBIsl PO3CIIOETHCS MDK TEHMIUICHHUMH Ta CEpBICHUMHU OJOKaMH, IO €
KPUTUYHUM HEJOJIKOM Y Tpi, I TEMIT 3MiH TOJIiH JTy>KE€ BUCOKHIA.

Ha ¢oni nonepeanix konkypenris e «Sky Force Reloaded» nemoncTpye
Kpalie pileHHs — IOMIpHY MiHIMI3amilo eleMeHTIB iHTepdeiicy (puc. 2.14).
binpmiicte iHGOpMaIii 3’SBISETbCS JHIIE B MOMEHTH, KOJIW BOHAa CIpaBii
HeoOx1aHa. Y TakMX MPOEKTaX Bi3yalbHa MOBa iHTEpdeicy modyaoBaHa HaBKOJIO
MPOCTUX 1KOHOK, MIHIMAJbHOI KUIBKOCTI KOJIbOPIB Ta €(EeKTIB MPO30pOCTi, IO

no3BoJisie interpyBatu Ul B 3arajibHy CTHIIICTUKY T'pU, HE KOH(MIIKTYIOUYH 3 HEIO.


https://store.steampowered.com/app/34920/Razor2_Hidden_Skies/?l=ukrainian
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Pucynox 2.13 — Inmepgpeiic epu «Hawk: Freedom Squadron» 3

nepeesarmastiCeHuMuU eiemernmamu

Toicepeno [15]

Pucynox 2.14 — I'pa «SKy Force Reloaded» 3 nomipnorwo minimizayiro enemenmis
inmepdaeticy

Ioicepeno [16]


https://play.google.com/store/apps/details?id=com.my.hawk.air.shooter
https://store.steampowered.com/app/667600/Sky_Force_Reloaded/
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3 ypaxyBaHHSIM BUILIE3raJlaHOI0 MOKHA CTBEPAXKYBATH, 10 JUJIS TpU «Space
Switch», opieHTOBaHOT Ha aKTUBHUI OOWOBHUH MPOIIEC 3 BUCOKOIO MIUTbHICTIO MO/IIH,
HaNHOUIBII JOUUIBHUM € TMIAX1J A0 IHTEp(EnCcy, B OCHOBI SIKOTO JISKUTh MIHIMAIII3M,
COPUMHATTS 1 Bi3yajbHa YMCTOTA.

[Ilog0 CTUMICTUKH, 32 PaXyHOK aHATI3y CTaJO 3pO3yMLIO MPO €PEKTUBHICTD
CTpUMAHOTO (yTypuCTUYHOrO OdopMIIeHHS IHTEepdelcy — 3 BUKOPUCTAHHIM
NpO30pUX MaHesield, HEOHOBUX MIACBITOK, MPOCTHX (POpPM Ta OOMEKEHOI MaliTpH.
Taxkuit minxig He JUIIe Y3rOKYEThCS 3 KOCMIYHOK TEMaTUKOIO, aie il 3ade3neuye
Bi3yaJIbHUM KOHTPACT 13 HACUYEHUM (POHOM IrPOBHX CIIEH.

Inrepdetic «Space Switch» dopMyerbest 3 ypaxyBaHHSIM IMX MPUHIIMITIB:
Bi3yaJibHa MPOCTOTA, KOHTEKCTHE BiOOpakeHHs 1HQOpMaIlii, y3roJKeHICTh 3i
CTHJIICTUKOIO, €(EeKTHUBHE BHUKOPUCTAHHS MPOCTOPY Ta OOMEXKEHOI KUIBKOCTI
edekriB. Takuil MIAXi JO3BOJSTUME HE JHIIE 30€piraTd YUCTOTY €KpaHy, a U

HiATPUMYBATH 3araJIbHy TUHAMIKY TeHMILIEIO.
2.4 Onuc apxiTeKTypHu

Onuc apxiTeKTypyd BUKOHAHO 3 aKIEHTOM Ha OKpeMi MOJyJi, BPaxOBYIOUHU
cenudiky MmoOyAOBH 3B’SA3KIB MDK MOAYJISIMH y TIPOCKTi, HAIMCAHOMY Ha
napaaurmi ECS.

CTpyKTYpHO MPOEKT MOJUICHO Ha (Piui — OKpeMi caMOJI0CTaTHI MO, SKi
BUKOHYIOTH CBOIO pOOOTY 130JIbOBAHO, a 32 HEOOX1THOCTI JaHUX BiJI IHIITUX CUCTEM
NepeaTh aHi Yepe3 KOMIOHeHTH. Ha mpukiaal mporecy KepyBaHHS T'paBleM
cBoro kopabis, Ha miarpami Kpyxrtena 4+1 [24] (puc 2.15) npoixtocTpoBaHO eTanu
Ta CKJIAQJOBI1 IMPOIECY BiJl BBEJICHHS NAaHWX Ha TEPEMIIICHHS, JO 3MIHH IO3HUIIi1
TpaBIIs y TPi.

OcHOBHUH TIPOIIEC 3MiHU TO3UIIiT OMUCYETHCS AITOPUTMOM: «JIaH1 PO IHITYT
30UparOThCA CUCTEMOIO —> cucTeMa (DUTFTPYE Ta HAZA€E 3pYIHHH (popMaT UX TaHUX
JUISL MAWTUTaiiHy Tpy —> JIJIsl TPaBIIS 3aJa€ThCS HOBUM HAMNpsIM pyXy, 0a3ylounch Ha

[IUX JJAaHUX — TPaBellb 3MIHIOE CBOO MO3HUIIIIO».
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Development

Logical
« linputService
L « Infrastructure/Input/Gamelnput.cs
» Gamelnput Asset — o tay/Inpul/EmitinputSyst
= EmitinputSystem r Gameplayﬂnp 0 mi :g ys emt.cs
.
« InputComponent | ameplay/Input/imputComponents.cs

SetPlayerDirectionBylnputSysten « Gameplay/Player/SetPlayerDirectionBylnputSystem.cs
« PlayerComponent | « Gameplay/Player/PlayerComponents.cs

« Gameplay/Input/linputService.cs

« WorldPositionComponent * « Gameplay/Common/CommonComponents.cs
Player Presses
Buttons ->
- — — — - . o= = M)
Player Ship |
Moves |
. f ] L
Process | Physical
Input Collect -> Input Emit -> Set ] .
Player Move Direction -> Update * Qesktop Device
Player World Position +Firebase Database

Pucynok 2.15 — Jliaepama Kpyxmena 4+1. Onuc npoyecy xepysaHHsi
epasyem Kopaons

icepeno pozpobnerno asmopom

Jloriune KepyBaHHS TIPOIIECOM BiIOYyBa€Tbcsl 3a POOOTH CaMOCTIHHO
po3pobaeHoro cepicy llnputService Ta 3reHepoBaHOMY 3a JIOIOMOIOIO
cepenoBuia Gamelnput kimac, sikuii 1 peecTpye HATUCKaHHS KJIaBiIl, MTepeatoun iX
no  llnputService. Otpumani mani kommoHyThcs y InputComponent, e
nepexoruToThes cuctemoro  SetPlayerDirectionBylnputSystem, ska oHoBiroe
no3wuilito rpasii o kommnonentam PlayerComponent ta WorldPositionComponent.
Jlns po3poOHMKIB Ha JiarpaMi BKaszaHl MUISXU JI0 BHUIIE3raJaHUX KOMIIOHEHTIB Y
(dainoBiii cucTeMi MPOEKTY, a TaKOXK (I3UYHI €JIEMEHTH 3aCTOCYHKY, Ha SKHX
0a3yeThCst MEHEPKMEHT JJAaHUX ITiJT 9ac pOOOTH 3aCTOCYHKY.

Onuc MOBHOI CTPYKTYpH BiJ 3arajlbHAX AacIMeKTiB /10 KOHKPETHHUX OyIio

31iCHEHO 3a joromoror meroay C4 [25] (puc 2.16).
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| } }

Unity Engine Entitas ECS Firebase Service
Framework )
= Rendering - — -ntegrate via MainLoop— . mammm%m
= C# Integration Pipeline » ECS Pipeline
» Physics » Cotle Generation
= Package Import = Additional Detug & Code Features
T I
Integrate via MainLoop— — — —Integrate via Entitas Game Loop-
|
API Application
Developed API for tehnical & business Firebase Realtime
e Addressables AP Calls — — — Database
- ECS Features
» In-Game Asssts sm;:::l:mﬁif: ::: =
- Development Tools

Pucynok 2.16 — [liaepama C4. 3acanvHutl onuc cmpykmypu KOMNOHEHMIg y
apximexmypi ma 36 s3Ki6 Midc HUMU

icepeno pozpobnerno asmopom

OcnoBHi ckianoBi npoekty — Unity Engine, dpeitmBopk Entitas, skuii
peanizye ESC, cepsic Firebase 13 6a3zor0 gaHux Ha cepBepi, Ta 0O€3MOCepeIHbO
Application API, nantucanuii y mporeci po3poOoKu.

Cepenosume UnityEngine Hamae mocTym 1o peanmizallii CHCTeM pEHJIEPIHTY,
(bi3uKH, IMIIOPTY MAKETIB a TAKOXK Oy/Iye ILTI03M JJIA IHTETpallii KACTOMHOTO KOy,
KM MOXe OyTH HamucaHuil pospoOHuKamu. Ppeiimopk Entitas peamizoBye
napaaurmy ECS Ta nmae 3mory iHTerpyBatd y CBiil TOJOBHUN IHMKI OOpOOKH
CYTHOCTEH HamMcaHi po3pOOHUKAMU CUCTEMH, KOMITOHEHTH Ta (idi.

Cepgic Firebase BukoHye QyHKIIT 0a3u JaHWX, HAJIAIOYH JOCTYI JIO
CTaTH4YHOI iHpOpPMAaIlii Ha cepBepi, a TAKOXK MOXKe OyTH BUKOPHUCTAHHHA IS 300py

aHAJIITUKH 3aCTOCYHKY.
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BucHoBku 10 po3ainy 2

Ha eramni npoexTyBanHs O0ys10 MO3HAYEHO OCHOBHI BUMOTH Ta KJIFOUOBI1 JIIFOYN
akTopu  Tpu. Y XO0Jl MOJENIOBaHHS JaHuX OyB oOOpaHMil onTUMaIbHUN
apXITeKTYpHUH MIAX1A JUIsl OMUCY aKTOpPIB Ta B3a€MOJIl JUHAMIYHUX AaHUX. byB
oOpaHuil MIHIMQJIICTUYHUN MIAX1A A0 ONUCY IHTEpQehcy Ipu Ta BUKOPUCTaHI
nepeBIpeHi pillleHHs s CTpyKTypu3allii exemeHTiB Ul

3anponoHOBaHl pIMIEHHS J103BOJIATH 3a0e3neuntd e(EeKTHUBHY pOOOTY
3aCTOCYHKY, HOro MacmTaboBaHICTh Ta 3pYUYHICTh BUKOpHUCTaHHA. [IpoexTyBaHHs
iHTepdeiicy BpaxoByBajo MOTPeOM KOPHUCTYBauiB, IO CIPUITHUME MOKPAILIECHHIO
B3a€MO/I1i 3 TporpaMoro. TakuM YMHOM, Ha 0a3i 3/1IHCHEHOT0 MPOEKTYBAHHS MOXKHA
noOyayBaTu MPOTPaMHUN TMPOJIYKT, SAKWUN 3aJ0BUIBHUTH YCIM IOCTaBICHUM

3aBAaHHAM po3auny I.
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PO3JILI 3
PEAJII3AILIISI TPU 3 BAKOPUCTAHHSM DATA-ORIENTED DESIGN

3.1 Onuc iHCTpyMeHTIB

OCHOBHUM CepeIOBHINEM IS po3poOku rpu «Space Switch» e irpoBwuii
pymii  Unity [26] — cywacha mnardgopma, Opi€eHTOBaHA Ha CTBOPCHHS
iHTepakTuBHOTO 2D Ta 3D konTeHTy. Unity 3a0e3neuye THyUKe CEepeoBUIIE IS
iHTerpanii rpadiku, ¢izuku, aHimarii, 3ByKy Ta SCript-joriku rpu. 3aBIasku CBOiH
MOJYJIBHOCT1 Ta aKTUBHIM exocucteMi, Unity 103BOJIsI€ PO3POOHHUKAM JIETKO
MiIKTI0YaTH CTOPOHHI TMaKeTH Ta BUKOPHCTOBYBATH TOTOBI PIlICHHS THIIOBHX

npo0JieM st eKoHOMIT cuit Ta yacy (puc 3.1).

Remove

Other

multi-lz

Pucynox 3.1 — Bikno menedoicepy naxemie y Unity. 3asosku tioco inmepgheticy
MOACTUBULL IMNOPM HEOOXIOHUX NAKEemi8 3 8iice peani308aHUMU ACNeKMaMU, K
epaghixa, ckpunmu moujo.

Ioicepeno — [27]


https://docs.unity3d.com/Manual/upm-ui.html

43

BuxopucroByroun Package Manager, y mnpoueci CTBOPEHHs IpH Oynu

BUKOPHUCTaH1 HACTYMH1 KIIOYOB1 MaKETHU:

TextMeshPro (TMP) — po3mupenHs s poOOTH 3 TEKCTOM, IO JI03BOJISIE
Bi10OpaxaTH SIKICHUM TEKCT 3 MIATPUMKOIO MIPUQTIB, CTUIIIB, PEHAEPIHTY Ta
nokamizatii [28];

Addressables — cuctema ynpapiiHHSA aceTamu (pecypcamMu), siKka JI03BOJISIE
3aBaHTaKYBAaTH PECYPCH B TPY ITiJ 4ac BUKOHAHHs 3acTocyHKy. Addressables
3HAYHO CIIPOIIYE MPOIEC KEPYyBAHHS aceTaMu y peajabHoMy vaci [29];
VContainer — mBuaka ta Bigoma peamizaiis DI konrterinepa [30], ska
J03BOJIUTH 3a0yTH MpPO HEOOXIAHICTh PO3POOHMKIB KEpyBaTU KUTTEBUM
IIUKJIOM 00’ €KTIB i yac poOOTH 3aCTOCYHKY [31];

Splines — peanizamis Ta npencrasiaeHHs JiHid be3'e. Y rpi SpaceSwitch
BUKOPUCTOBYETHCS JIJISl YIPABJIIHHS PYXOM BOPOTiB Ta cHapsiiB [32];
DOTween — tween—aBuxoK 111 €ase aHiMallii 3HaueHb (TI03uIlisg, 00epTaHHS,
PO3Mip TOIIO). Y TIpi BUKOPUCTOBYETHCS I CTBOPEHHS IUIaBHUX €(EeKTiB,

Hanpukiaa, mosBu 00'ektiB Ta y Ul animanisax [33].

Hns peamizanii DOD 3a nmonomororo nmapaaurmu ECS OyB BuKopucTaHUN

puHKOBUH cTaHmapt — ¢peiimBopk Entitas [34], mo peanizye matepn ECS y

KJIACHYHOMY BHUTIJISI, 3 HEBEJIMKUMHU JIOTMIOBHEHHSMH JJIsl 3PYYHOCTI PO3POOKH 1

CIIPUMHATTA KOJY.

Entitas BuxopuctoBye data—oriented migxix — BCi AaHi TpyU OpraHizoBaHi y

BUTIIAII TIPOCTHX CTPYKTYp (KOMITOHEHTIB) (puc 3.2 TPUKIAD), a BCS TOBEIIHKA

peaitizyeThes B cuctemax (Systems). KoMmoHeHTH BUKOPUCTOBYIOThCS HE TUTHKH 5K

MPEICTABIICHHS JaHMX, ajie 1 sIK Mapkepu s PuTbTparlii cyTHOCTeH mis podoTu

cucrteM. Tak CHCTEeMHM OTPHUMYIOTh TUIBKM CYTHOCTI, Kl MiAMamarOTh IiJ MOBHI

BUMOTH (iUIbTpaIlii, OMUHAIOYM iHIII, 0€3 HEOOX1MHOCTI MOAANBIIOT TEePEeBIPKU

HAsSIBHOCTI UM BIJICYTHOCTI MEBHOTO HA0OpY JaHWX HAa KOXHINA cyTHOCTI (puc 3.3

MIPUKJIIAN).
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Moving : IComponent -1 ]

Pucynox 3.2 — Komnonenmu, saxi onucyroms 0awi pyxy o6 ’ekmis

icepeno pospobneno asmopom

ontext)

eMatcher

Pucynok 3.3 — Cucmema xanvxynayii wieuoxocmi o6 ’exkmy y npocmopi. ¥
cucmemi nassnuil inomp 1Group na neenutl HabOpP KOMNOHEHMIB, KU 0acmb Yill
cucmemi minbKu mi cymnocmi, aKi nionaoamu nio j102iKy 0opooKu

Iicepeno pozpobaeno asmopom
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[loniOHa cTpyKTypa 3 pO3MOAUICHHSM Ta ONEPYBaHHAM JAHUMH Ta JIOTIKOIO

AO3BOJISIE€ JOCATATH TAKUX IICPCBAr:

MIHIMQJILHUH 3B'I30K MK 00'€KTaMH;

BUCOKAa MOJYJIBHICTH KOAY — CHCTEMH MOXHA JIErKO TECTyBaTH Ta
BUKOPUCTOBYBATH MOBTOPHO Y PI3HUX MPOEKTAX;

MOKJIMBICTh JIETKO JI0AAaBaTH/BIIKIIOYaTH MEXaHIKM Oe3 BTpY4YaHHS Yy
IJIMOMHHI 3B’ SI3KM Y KOJI1 IPOEKTY;

npocToTa npodiItoBaHHS Ta ONTUMI3alii (BC1 JaH1 pO3AUICH] IO KOHTEKCTaXx).

Jlns iHTerpamii HOBHX KOMIIOHEHTIB, ONUCaHMX po3poOHMKamu Entitas

BUKOPUCTOBYE BIacHUM code generator, 1o cTBoproe gonomixHi API qyist podotu 3

[IUMU KOMITIOHEHTaMU: JIOCTYI JI0 MOJIIB, (PIIbTpaIlit0 CYTHOCTEMH, IMyJl KOMIIOHEHTIB

BiZIOYBA€ETHCS 3a JOMOMOIOI0 3r¢HEPOBAHKMX YacTHH Koay (puc 3.4 ta puc 3.5). Lle

3HAYHO MIiJBUINYE YUTAOETBHICTh Ta PO3YMIHHS KOy PO3POOHHKAMH, YHUKAIOUU

HaIMCaHHs abJIOHHOTO KO AJIA 3B’ 53Ky MK KOMIIOHEHTaMU Ta (hpEeHMBOPKOM.

[Ticns HamamTyBaHHS cepeloBUINA g TeHepaiii, ¢peiimBopk Entitas

I'CHCPYE BEJIMKUI 00CsT ,Z[OHOMi}KHOFO Kooy l'IiII 4ac BUKOHAHHS HAJIAIITOBAHOL JIJIs

IILOTO KOMAaH/H, a CaMe:

reHepyrThes ID KOMIIOHEHTIB IS 1X MIBHIKOTO IMOIIYKY;

aBTOMaTHYHO CTBOPIOIOTBCS Matcher-u — 00'ekTH, WO JTO3BOJISIOTH
GbiIpTpyBaTH CYTHOCTI 3a HAsSBHICTIO II€BHHUX KOMIIOHEHTIB (puc 3.4
IPHKIIAN);

CTBOPIOIOTBC ~ posmmpeHHs  tunmy  entity. AddComponentX()  a6o
entity.ReplaceComponentX() 115 po60TH 3 KOMITIOHEHTaMH 0€3 HEOOX1THOCTI

NUCcaTH BPY4YHY JIOTIKY JI0JaBaHHS a00 BHIAICHHS (pHC 3.5 mpukian).
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Pucynox 3.4 — 3eeneposanuii ¢pinomp ona GameEntity na nouwyk ma
BUKOPUCNAHHS KOMNOHEHMA WEUOKOCMI, KU MOXce OYmu UKOPUCTNAHUL )
cucmemi OJis1 OMPUMAHHSL CYMHOCMEN 3 YUM KOMNOHEHMOM.

oicepeno pozpobneno asmopom

etComponent(Ga

HasComponent (6

)CreateComponent (index

)CreateComponent(

tity R

RemoveComponent

Pucynox 3.5 — API GameEntity ons Kkepy8anus KOMNOHEHMOM WEUOKOCHI.
Yepesz memoou AddSpeed ma RemoveSpeed ropucmysau mooice kepysamu
HaseHicmo KomMnonenma Speed 0151 cymHocmi.

Iicepeno pozpobaeno asmopom
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I'enepauia nae poctyn 1o 3pyuHoro API, sikuii crpolye OpieHTYBaHHS Y

KOJIOB1i 0a3i Ta HamMCaHHS ITPOBOI JOTIKK, 00 onmucaHuil iHTepdeic 3po3yMiIoI0
JI0 COPUMHSATTS MOBOIO.

3aBnsku Entitas, po3poOka rpu «Space Switch» BeneTbes B CTpYKTYpOBaHii

Ta KOHTPOJIbOBaHI1M cepeii, 1110 JO3BOJISIE MacIITa0yBaTH TPy, PO3ALISATH JIOTIKY MIXK

YieHaMHd KOMaHJ{, a TaKOXX CIpOIIy€e HaJNaro)keHHs Ta TECTyBaHHSA, a

srenepoBanuii API cipornrye aist po3poOHUKIB CIPUHHATTS KOJOBOT 0a3u.
3.2 Onuc apxiTekTypH

ApxiTekTypa mnpoekty «Space Switch» moOymoBana 3 JOTpUMaHHIM
npuHIMIiB yrcToro koay [35], inBepcii 3anexuocreit (Dependency Inversion) [36],
130JIA1111 BIAIIOBIAJIBLHOCTI, @ TaKO)X KOMIIOHEHTHOIO H CTAaHOBOIO ITAXOAIB. B
OCHOBI Tpu — no0pe crpykrypoBaHa ECS apxitektypa, migrpumana DI —
KOHTEHHEPOM, PO3LIMPEHOIO BiTOMUMH nlaTepHamH, ik FSM [37] ta nozainom koy
Ha 1HQPACTPYKTYpHY i TEUMIUICHHY YacCTUHY.

JIist KepyBaHHS KUTTEBUM IMKJIOM 00’ €KTIB, a TAKOX JJisi BIPOBAIKECHHS
3anexHocteil Gyno Bukopuctano DI — komnteitnep. Moro ¢yHkuis momsrae y
peectparii knaciB (puc 3.6), sAki HasgBHI y IPOEKTI, iX CTBOPCHHSIM Ha IOYATKY
poOOTH mporpamMy Ta 3HUIICHHSAM NPH HEOOXIITHOCTI, 1, IO HAMBaXXJIUBIIIE —
HaJaHHS HEOOX1THMX €K3eMIUIAPIB Y iHIII Kinacu. Lle 103BoJisie He mepeiMaTrcs mpo
HEOOXITHICTh OMHCYBATH TMOCHJIAHHS Ha KOXKHUU €K3eMIUIIp Kiacy, mepeaaBaTu
HOT0 y IHIII Ta 3HUIITYBATH — TETIEP IIUM 3aliMa€ThCs KOHTEHHED.

«Space Switch» BukopucroBye nomyisipae st Unity pimenns — VContainer
[31], 110 € mBUAKOO Ta MPOCTOO IS CIIPUHHATTS pearizaiieto DI — koHTelHepa.
Moro peamizamis 103BONSE BiTOKPEMHTH 3aJ€XKHOCTi BiJ] JIOTiKH 06'€KTiB,
CIIPOCTHTH TIATPUMKY KOJy, HOr0 TECTyBaHHS a TaKOX 3a0e3MeYUTH YITKHHA

JKUTTEBUU LUK IUX 00’ €KTIB.
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GameScope : Lifetdn

Configure(IContainerBuilder buil

gisterGameStateMachine()

gisterInitializer

RegisterPauseSystems()

tegisterEntryPoint<G

ifetime.

Pucynok 3.6 — OcrosHuii SCOPE cepsicie npoekmy, 0e 8i00y8a€mMbCsl peecmpayis
cepeicig y KonmeuHep

Iicepeno pozpobnerno asmopom

VY npoekTi, BIH BUKOHY€E HACTYITHI (QYHKIIIT:
- CTBOPIOE MPOCTOPH 3aJIeIKHOCTEH (SCOPES), SKi BIIOKPEMITFOIOTh Pi3HI MACHBH
00’ €KTIB, 130JIFOI0YM IX B3a€EMOJIIO 13 IHIITUMU,

- PEECTPYE ITPOB1 Ta CUCTEMHI 00’ €KTH JIJIs MOAAIBIIIOTO CTBOPEHHS;
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- BIOPSAKOBYE TMOPSAOK IHILIAMI3alii Ta 3HUIIEHHS OO0 €KTIB uepes
MPOMUCAHUN CIHCOK PEECTPOBAHUX 00’ EKTIB,;

- HaJae J0CTyny A0 O0’€KTIB 13 OyJIb—SKOi YACTUHU KOAY, HE MOPYIIYIOYHU

OPUHLIMITIB CIa0KOT0 3B’ A3yBaHHS.

OcHoBHHUII iIrpoBuUii UK (game loop) peani3oBHUIN 3a JIOMOMOTOI0 MATEPHY
Finite State Machine (FSM). KoxeH cTeiiT mpencrapisie COO0 OKpeMHUU eTar

pobotu 3actocyHky (puc 3.7):

e : EndOfFrameExitState
Enter()

= .Create<GamePlaygroundFeature

.Initialize()

.StartEnemySpawning()
.Hide().Forget()

OnUpdate()

.Execute()
.Cleanup()

ExitOnEndOfFrame()

.StopEnemySpawning()

.DeactivateReactiveSystems()
.ClearReactiveSystem

DestructEntities()

.Cleanup()
.TearDov

Pucynox 3.7 — Cmeiim 2onosnoco yuxny epu. Bin kepye ECS cucmemamu,
nicas ix iniyianizayii' y nonepeomix cmeumax.

Iicepeno pozpobaeno asmopom



50

KoxeH cTaH 1HKaICyIIo€ BIACHY JOTIKY, YITKO PO3MOAUISIIOUN ITPOBUIN LUK

Ha YaCTUHU.

- GameBootstrapState

—  TMepBUHHA  IHIIANi3allis,  3aBaHTaXXCHHS

koH(irypauiid, Addressables, cTBOpeHHs 00’ €KTIB.

- GamelLoopState — 3amyck, iHTerpyBanss Ta 00podka ECS noriku.

- GameOverState — BIAKpUTTS BIKHA MPOTpally Ta NEPEPaxoBy€e PaXyHOK.

ApPXITEKTYpHO TMPOEKT MOAUIEHO Ha JEKUIbKAa KIIOYOBUX MOAYJIB, IO

BIJIMOB1/IaIOTh PI3HUM acriekTam rpu (Tadu 3.1):

Tabauys 3.1 — Onuc apximexmypHux mMooynie y epi

Mooyns 3micm

basosi cepsicu, scopes DI-konTteiinepa, marepu FSM,
Infrastructure Addressables loader, Scene loader, save—load system,

input Toro
CrinpHi JUIsl BAKOPUCTaHHS PECYPCH Ta KOJIOBI IIPECETH

Common (cucTemMu, JOAATKOBI TUITH TAHUX, PO3POOJICHI aBTOPOM,
extension TOIIO)

Ul Peanizamis Bikon, menemxep Ul (UlService), mabnonu
JUTA HaBiramii Mi>K BIKHAMH Ta JIOT1KA IIUX BIKOH
Jlorika y TOJIOBHOTO MEHIO — MOKa3 pexopay o4dok, Ul
Menu JUTSL CTapTy Ta KIHIA TP, IEPEXOIH 10 TEUMILICIO

OcHoBHa Jorika rerimmuietro, ECS—cucremMu, cCyTHOCTI,

Gameplay
KOMITOHEHTH 00'eTHaH1 y okpeMmi (idi
CkpunroBaHi 00’ €KTH 3 KOH(pIrypaisimu, sKki
3aBaHTaXYIOThCs yepe3 Addressables Ta 30epiratoTb

StaticData / Configs

CcTaTH4YHY iH(OpPMAaIlito, IKa HE OHOBIIOBATUMETHCS Y

pe3ynbTaTi Jii TpaBIlsd
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Take cTpyKTypyBaHHsS J03BOJISI€ JIETKO MAacIITa0yBaTH MPOEKT, YHUKAIOUU
LHUKIIYHUX 3aJIEKHOCTEH, 1 MIATPUMYBATU PO3JIUIEHHS O0OB'SI3KIB Y MOIYJISIX, IPU
LOMY HE JIMIIAI0YU MOKIIMBOCTI pO3pOOHMKA MOBTOPHO BUKOPUCTOBYBATH CILIbHI
JaHi.
Cami cuenn Unity TakoX MOAUICHO 32 JJOTTYUHUMU €TaraMu y T'pi:

- Boot — minimanbHa ciieHa 3aBaHTaXXEHHSI TOTO, IO I'paBellb HE Ma€ OAUUTH,
ajie 10 € Ba)XIJIMBOK YAacCTHUHOIO Il cucTteM. ['ona cueHa, Ha sikid Oyze
1HII1AJII30BaHO PECYPCH 32 €KPAHOM 3aBaHTAXKEHHS,

- Menu — cuena 3 Ul-eneMeHTaMu roJJOBHOTO MEHIO, JIe TPaBellb MOXKe 00paTu
MDK TOYaTKOM TpU Ta BHXOJIOM 3 HEI0, a TaKOX IMOJAMBUTHCS OCTaHHIM
HaWBULIUNA PEUTHUHT;

- Game — cueHa, B SKi po3ropraeTbes reMmiuie, sikuid 0asyerbcs Ha ECS.

3amyck ycix cUCcTeM, criaBH 00’ €KTiB 1 00poOKka ycix (i 3a X MOPSIAKOM.

Taka apxiTekTypa peainizoBye rnoetamnne 3aBanTakeHus (lazy loading) [38], 3
YITKOIO BIATOBITAIBHICTIO KOKHOTO MOJYJs 3a CBIM HaOIp JaHMX Ta JIOTIKY,
3MEHIIIEHHSM Yacy MepuIoro 3amycKy iIrpoBOro mnpoiecy.

Ieiimreit y rpi «Space Switch» peanizoBaHo 3a 10MOMOroro Tak 3BaHuX (i
(feature), xokHa 3 SIKMX BIAMOBIZAE 3a OKPEMHUI acIeKT TPH: PyX, CTPiLIn0a,
3ITKHEeHHS, cmaBH, edexktd Tomo. Ile 1o3Bojsse He nMIIe 130H0BaTH
(GyHKIIIOHANIBHICT,, a ¥ MIATPUMYBATH MacIITaOOBaHICTh, MOJYJBHICTh 1
3pO3yMUTHH KUTTEBUH MUK 00’ €kTiB (puc 3.8).

Ile mo3BoIIsIE JIETKO KEPYBAaTHU MOPSIKOM BUKOHAHHS CHCTEM, aKTHBYBAaTH /
JeakTuByBaTu (idi 3a HEOOXITHOCTI Ta y MEPCHEKTHUBI MacmTaOyBaTH JOTIKY
VHUKAIOYHA BTPYYaHHS y BXK€ HAsBHY JIOTiKYy OyJIyBaHHSM IILTIO3IB 3B 3Ky MIXK
CHCTEMaMM — BCE BUKOHYETHCS MOCIIOBHO 0€3 MPUB’A3KK OJMH /10 OJHOTO Yepe3
KOJI.

Taxum ynHOM, Ha 0a31 ONMMCAHUX BUIIE MOIYJIIB Ta MaKeTIB OyII0 PO3pOOICHO
CTIHKY OCHOBY JJISl apXITE€KTypH, SIKa J103BOJIUTh 30CEPEAUTUCHh HAa TeUMIUICHHIN
YaCTUHI, BIIOKPEMUBIIU ii y MOAYJb 13 CBOIM >XUTTEBUM LMKIOM Ta CBOEIO

BHYTPILIHBOIO 1€pAPXIELO.
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ZYK

MovementFeature : Feature

MovementFeature(ISystemFactory systems)
Add(systems.Create<DirectionalDeltaMoveSystem>())
Add(systems.Create<OrbitalDeltaMoveSystem>())
Add(systems.Create<OrbitCenterFollowSystem>())
Add(systems.Create<TurnAlongDirectionSystem>())
Add(systems.Create<UpdateTransformPositionSystem>())
Add(systems.Create<UpdateTransformRotationSystem>())
Add(systems.Create<VelocityUpdateSystem>())

Add(systems.Create<ClampZPositionSystem>())

Add(systems.Create<RotateAlongDirectionSystem>())

Pucynox 3.8 — @iua pyxy 06 ’exmis, sixa 06 ’e€onye y cobi pizni cucmemu —
BiJl KQJIBKYJIAIIT HAMPSIMKY, 10 OKPEMUX pealtizallii pyxy.

Licepeno pozpobneno asmopom

3.3 Peajizanisi reiMIieiHOI YaCTUHH

OcHOBHa MeXaHIKa CKpOJII-IIyTepa — BUIUMICTh HECKIHYEHHOTO JIIHIHHOTO
pyXy peasli3oBaHa KJIACHYHUM IILISAXOM: 3aMiCTh TOTO, 10O pyXaTH TpaBIld,
PYXa€EThCSl cami YaCTUHU OCKIrpayHNIy, MiJICTaBISIOYHUCH MEpe] MOYaTKoM 0030py
KaMepH Ta 3HUKAIOYH K TUTbKA BOHU BHHIILIH 3 HHOTO (puc 3.9).

KepyBanHus kopabiiem rpaBis 301HCHIOETECS Yepe3 cucteMmy 0OpoOKU BBOAY,
0 MIiCTHTh 00pOOKY HAaTHUCKAaHb KJIaBilll Ta KHOIOK MMIIi. BiamoBimHa cucrema
IHTEpIpETY€E BBEACHHS KOPUCTyBada y BUTJIISA/1 3aMUTIB HA 3MIHY MMO3UIIi1, SKi TIOTIM
MEPEXOTUTIOIOTHCS IHIMMMHA CHCTEMaMH, TAKUMU K CHCTeMa PyXy CyTHOCTEH, abo

CUCTEMa MOCTPLIIB.
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JUist rpaBIs Ta BOPOTIB JIOT1Ka JJIs IEPECyBaHHs Yy IPOCTOP1 ONKMCAaHa Y OJHIN

1 Tl K€ CUCTEMI, 1[0 3HAYHO CIIPOILYE COPUUHATTS 1 KOAY, 1 JIOTIKHA 3aCTOCYHKY —
KOJIM MOAIOHI 3a TOBEAIHKOIO CYTHOCTI OINHMCaHI OJHUMU 1 TUMH CaMUMU
IHCTpyMEHTaMU. TakoX, CUCTeMa MOCTPUIIB peaii3oBaHa 4epe3 chaBH 00’ €KTIB-
cHapsiiB 3 oAHiel (haOpUKH, 3a TIEIO XK JIOTIKOIO, aje 3a PI3HUMU YMOBAMU — JJIs

rpaBlis Big INPUL, 1UIst BOPOTiB 3a TAMEPOM.

(GameContext context, ICameraProvider cameraProvider, Lev

Execute()

meEntity levelPart .GetEntities(

levelPart.
.SetlLevelPartToPool(lev

= levelPart.

(LevelPart.

.SetNextPart(levelPart.

Pucynok 3.9 — Cucmema, sika xepye no3uyiony8anHHam yacmuu OexepayHoy.
Ilepesipsatouu y KoHCHOT vacmuHnu, cucmema abo npudUpPae Yacmuuy 3 nojis 30py
abo 0odae Ho8Y.

Iicepeno pozpobaeno asmopom
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Cucrema cniaBHy BOpOTIB BIJIOBIZAE 3a MEPIOJAMYHE CTBOPEHHS BOPOKUX
cyTHOCTeH y rpi. BoHa iHiIiani3yeThCs IPU CTApTI PiBHA W NIATPUMYE TalimMep, 1110
BUKIIUKAa€ CTBOPEHHS HOBUX BOPOTIB 3a 3aJlaHOI0 4yeproro y KoHdirax. Koxken
CTBOPCHHI BOPOI' OTPUMYE BJIACHY JIOTIKY pyxy 3a criaitHoM [39] (puc 3.10), sika
pearizoBaHa y BUTJIS1 execute—cucteMu. BoHa K0)KeH TiK 3MiHIO€E MO3UIIII0 BOPOTa,
3MYIIYIOYH HOTO PyXaTHCh Ta 00EPTATUCH TIO TPAEKTOPIi CIUIaliHYy.

Oco0bnuBicTio «Space Switch» € MexaHika HajaHHs Kobopy 00’ ekTy. Koip
00’€ekTa sIBJIsIE COOOIO BIACTUBICTD, BIJl SKOT 3aJI€KUTh, YA MOXKE CHapsJ] HAHECTH
HIKOAY IbOMY 00’ €KTy. Y pasi K0 KOJIbOPH 00’ €KTY Ta CHAPSAY HE CIIBIAAI0Th
— TO CHapsijl IrHOPY€E 00’ €KT.

OCKiTbKM MEXaHIKW TPaIiol0Th HE3aJCKHO OJHA BiJ OJIHOI, Ta X MOXHa
JIETKO KOMOIHYBAaTH — HaIaBaTH CYTHOCTSIM PI3HUI KOIIp B 3aJI€KHOCTI BiJl CKPUITY
(rpaBirto 3a input, BOPOTy BiJl HOT'0 CKPUITT-TIOBEIHKHK) 3MIHU KOIbOpYy. [Ipu 3miHi
KOJIBOPY BHUKOHYETHCSI aKTUBAIIIS BIJIMOBIIHOTO PEHAECPY 3a 3MIHOIO MaTepiaiay Ta
BI3yaJIbHUX €(EeKTIiB, a TAaKOXX MOXE 3MIHIOBATHUCh KOJIIp CHApAJIB, SKHH 00’ €KT
ctBopioe (puc 3.10).

Kiroua mexanika mrytepa — cTpiib0a BUKOHYE CITABH CHApPSJIIB 3a 3alMCaTH
NEBHOI CYTHOCTI, Ha/Iaf0YM CHAapPsy HEOOX1IHI KOMIIOHCHTH Ta BJIACTUBOCTI (pHC
3.11). Cyrnicts (y AaHOMY BHIAAKY, I'paBellb) BHIIYCKAa€ CHApPSI, SKHA MOXKE
HAHECTHU IIKOJY BOPOXIM CYyTHOCTI (IIJIT BOpora — TpaBellb, JJIS TPaBIsl — BOPOT
BIIMMOBIIHO) Ta MOXe OyTH HAIUICHHH PI3HUMH OCOOJHMBOCTSIMH, HAIPHUKIIA]
PI3HOIO TPAEKTOPIEIO PyXy, a00 CAMO3HMINEHHAM Yepe3 MEeBHUM MPOMDKOK 4acy,
IIPU HEJOCSATHEHHI SIKOICh IILII.

OcobnuBicTiO «Space Switch» € MexaHika HamaHHs KOIbOpy 00’ ekTy. Kodip
00’€eKTa ABJISIE COOOIO BIACTHUBICTD, BiJl SKOi 3aJIC)KUTH, YA MOXKE CHAPST HAHECTH
IIKOIY IbOMY 00’ €KTy. Y pa3i SKIIO KOTbopU 00’ €KTY Ta CHapsIAy HE CIIBIIAIAI0Th

— TO CHapsa ITHOPY€E 00’ €KT.
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Pucynok 3.10 — Bizyanizayis wnsaxy pyxy eopoea 3a CniauHom

icepeno pozpobnerno asmopom

Pucynox 3.11 — Bizyanizayis pobomu cucmem cmpinbou 2pasys, ma 3MiHi
KObOpie 00 ekmis

Iicepeno pozpobaeno asmopom
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OcCTaHHBOIO BAKIIMBOIO YACTUHOIO € CUCTEMA KepyBaHHs Oy(epoM 31TKHEHb.

Bona nae MOXIUBICTh PO3AUIMTA MOMEHT JeTepMiHAlli 3ITKHEHHS Ta HOro
00poOKy, 1110 J03BOJISIE YHUKHYTU HemependauyBaHuX €(PeKTiB y MekaxX OJHOTO
kaapy. Kommonentu konaiinepa [40] Ha o6'ekti B Unity momatotbes g0 Oydepa
CYTHOCTI, Ta 3a IPOXOJKEHHSM MO LI CyTHOCTI CHUCTEMHU KOJi31id, BOHa Oyne

00po0JIeHa HAJIGKHUM YHHOM Y KOHTEKCTI execute—cuctem (puc 3.12).

EntityBehaviour : Mon /i IEntityView

Construct(IColl

ComponentsInChildren<IEntit

ncludeInactive:

ity> Spher

5. 0verlap:! reNonAlloc

[i].GetInstancel

Pucynox 3.12 — Cucmema peecmpayii koaatioepis. 11io wac eukonanms
memooy SetEntity xonaiioepu peecmpyromucs, 01 NOOAIbUIO20 BUKOPUCTIAHHS,
Hanpukaao y memooi SphereCast.

Iicepeno pozpobaeno asmopom
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3.4 TectyBaHHs POrPAMHOIO NPOAYKTY

TecTyBaHHS MpPOrpaMHOro MPOAYKTY OyJIo 3A1MCHEHO 3 YypaxyBaHHSIM
cnenu@iky MpeaMeTHOI 00J1acTi Ta TEXHOJOrIH, SIKI JIeXKaTh y OCHOBI pO3pOOKH,
3okpema miaxony ECS. Iporec TecTyBaHHS CKiIagaBcs 3 TPhOX OCHOBHUX €TaIliB:
TecTyBaHHsA (yHKIioHANy KomaHmoo QA, unit-rectyBanus [41] ocHOBHHX
MOJYIB, @ TAKOXK 1HTErpaliiiHe TeCTyBaHHS (Piy.

st TectyBaHHA (PYHKI[IOHAJIBHUX BHMOI 3aCTOCYHKY Oyno cpopmoBaHO
KOMaHy 3 TpboX QA-CHemianicTiB, SKa BIPOJOBK THXKHS MPOBOAMIIA TECTyBaHHS

¢dinanbHOTO Oy 3acTOCYHKY (Taba 3.2):

Tabauys 3.2 — Onuc xomanou mecmy8ants, KoOH@izypayii ma po3nooiieHHs

0008 ’s3Ki6 Midic unenamu komanou QA.

Ilocaoa Kongieypayin 3aoaui
Windows 11, PC, Ryzen 5 TecryBanus
3600x 1H)PACTPYKTYPHUX ACIICKTIB,
Lead MEHEIHKMEHT I1aM’ SITTIO,

KIIFOYOBHUX BUMOT, B2 KKHNX

KEWCIB

Windows 10, PC, Intel Core TecTyBaHHS BaXKIUBUX
19-14900k GyHKIIOHATBHIUX BUMOT
Middle 3aCTOCYHKY, KEHCIB |
CepeIHbOI CKIIaHOCTI
TrEeMMILICIO Ta
1HGPACTPYKTYpHU
Windows 11, Asus Vivobook TectyBanHs ApiOHUX

_ 15, Ryzen 5 7430U aCTNeKTiB poOOTH TEUMILICHOT
Junior _ .
YaCTUHH, B3a€MOJI11 00’ €KTIB

Ta IOKYMEHTYBAHHS
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CrpykTypa KoMmaHau BKiIouana lead-tectyBaibHUKA, BIINOBINAIBHOTO 3a
KOOpPJMHALII0 TPOLECY, Ta ABOX (YHKLUIOHAJBHUX TECTYBAJIbHHUKIB PI3HOTO PIBHSA
KBaTipikawii s eheKTUBHOTO PO3MOALITY POOOTH.

Komanma BUKOpHCTOBYBalla CTaHAApPTHY METOJUKY PYYHOTO TECTYBaHHS
black-box [42] Ha ocHOBiI USE-CaseS Ta YEK-JIMCTIB Bi PO3POOHMKA JIs OUIBII
TOYKOBOTO TECTYBAaHHS OKPEMHUX acCIeKTiB 3aCTOCYHKY. lle no3Bonmmio oxomutu
BECh MAacCHB MOKJIMBHX KEHCIB POOOTH 3aCTOCYHKY MijJ 4Yac eKcIutyaTaiii. Yci
BUSBJICHI O0aru JOKYMEHTYBaJIMCsA B cucTeMi Tack-Tpekinry Notion [43], ne Oymau

00pobuteHi po3podHuKkoM (puc 3.13).

v QA Task List

(D Board

® Not started In progress Done

Particles Of Death Enemy Overlaps Player Moves Too Fast Enemy Spawns 2 Times In Row
Player

GameloopState Do not dispose Input Does not Register Double
Resources on Exit Method Clicks

Lazy Loading works incorrectly

Pucynox 3.13 — Inlocmpayis oowku i3 00KyMeHmy8anHsAM 0azcie y 3aCmoCcyHK)
Notion

Iicepeno pozpobnerno asmopom

BukopucroByroun npuniunu LiveOps [44] Ta Agile [45], TecryBanHs
MIPOBOJIMIIOCH KOXKEH JICHB JIJIsl Oe3MepepBHOT IHTErpaIlii MpaBoOK Ta BHIIPABICHHS
MMOMIIOK, 0ariB y HOBUX BEPCIAX 3aCTOCYHKY JIOMOKM HE OyB OTpUMaHUM KIHIICBUI

pe3yJIbTaT 3aCTOCYHKY.
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JUist OuIbIl JETalbHOrO TECTYBaHHSA JpiOHMX AacHekTiB 3acCTOCYHKY Ta

BIICBHEHOCTI y BIPHOCT1 POOOTH IIUX aCIEKTiB, OyJI0 BUKOPUCTAHO UNit-TecTyBaHHS

3a JOMOMOTOr0 BOYI0BaHUX iHCTpYMeHTIB (peitmBopky Unity (puc 3.14).

public class CooldownSystemTests

private TestTimeService _time;
[Setup]

public void SetUp()

1
_context = new GameContext();
_time = new TestTimeService { DeltaTime = 0.82f };
_system = new CooldownSystem(_context, _time);

I

[Test]

public void Cooldown_Decreases_Correctly()
1
var entity = _context.CreateEntity();
entity.AddCooldown(2f);
entity.AddCooldownleft(1.5F);

_system.Execute();

Assert.AreEqual(1.0f, entity.CooldownLeft, 0.8801f);
Assert.IsFalse(entity.isCooldownUp);
Assert.IsTrue(entity.hasCooldownlLeft);

[Test]

public void Cooldown_Expires_And_Flag_Set()
1
var entity = _context.CreateEntity();
entity.AddCooldown(1f);
entity.AddCooldownLeft(0.4f);

_system.Execute();

Assert.IsTrue(entity.isCooldownUp);
Assert.IsFalse(entity.hasCooldownLeft);

Pucynox 3.14 — Ipuxnao unit-mecmis o mooyas Cooldown. Iuimyouu pob6omy

cucmemu yepes pyune NUCYBAHHSL YACY, NEPesIPAEMbCS YU 3AKIHUUBCS matmep 3a

gi0eedeHUll yac

IDicepeno pospobaeno asmopom
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Oco0nuBicTIO IOHIT-TeCTyBaHHA apxitekrypi Ha ECS € Te, mo cucrema
JOUIMTBCSI HA YITKO 130JIbOBaH1 KOMIIOHEHTH, SIKI HE MalOTh BHYTPILIHbBOI JIOTIKH, a
nuiie 30epiraloTh AaHi, U0 CHPOIIYyE HAMMCAHHS JOTIKM TECTyBaHHS Ta 3MEHIIYE
MOTPIITHOCTI 4Yepe3 BIACYTHICTh 3B A3KIB MUK pPI3HUMH MOAyJsAMH. OCHOBHI
METPHKH, K1 BAKOPUCTOBYBAJIUCS JIsl OLIIHKH SIKOCT1 TECTIB:

- TIOKPUTTS BiJICOTKY KOAY TECTaMHU,;
- 9ac BUKOHAHHS TECTiB,;
- HAsBHICTh HETATUBHUX KEHCIB MiJ Yac BUKOHAHHS MAWTIIAHy TE€CTYBaHHS;

Byno HanmucaHo HU3KY TECTIB, SIKI TapaHTYBaJld KOPEKTHICTh poOOTH
dbyHKITIOHAIBHOT JIOTiKM 0e3 HeoOXimHocTi 3amydatu QA KoMmaHIy JJis MpoIecy
TECTYBaHHS PE3yJIbTaTy HEBEIMKHUX 3MiH Y KOJI.

Bpaxoytoun cnenudiky niaxoay ECS, iHTerpaiiiine TecTyBaHHS OKPEMHUX
acrekTiB O0yJ10 MOAICHO Ha TECTYBaHHS OKpeMuX (hid Ta iX B3a€MOJI1i 0O/[HA 3 OTHOIO.
Ha 6a3i oHIT-TeCTIB Ta 13 3aJy4YeHHSIM KOMaHI{ TECTyBaHHS Oyjia mpoTecTOBaHa
iHTerparis (Gid 3MiHA KOJbOPY 13 (hiuero MOCTpiliB. 3a JAOIMOMOIOK FOHIT-TECTIB
OyJ70 BHU3HAYEHO, 110 OKPEMI JIOTIYHI ACMEKTH y CUCTEMax MpPaIfOI0Th KOPEKTHO
130JIbOBAHO y CBOIX CHCTEMAaXx, y TOM 4ac, KOJIM KOMaHJla TeCTYBaJbHUKIB MPOBEIa
NEePEBIPKY Ta TOKYMEHTYBaHHS CYMiCHOT pOOOTH CHUCTEM.

VY pesynbTari, TeCTyBaHHS TMOKa3zajlo OakaHy CYMICHY TMOBEIIHKY (pid —
CHapsIIM B MOCTPUIIB HaOyBalu KOJIBOPY OO’€KTa, MO iX BUITYCKaB. 3a TaKUM
MPUHIMIIOM OyJIO TIPOBEICHO 1HTETPaIliliHi TECTYBAaHHSA 1HIIUX (19 Y MTPOEKTI.

3arajoM, BHKOPWUCTAHHA PI3HUX MiAXOMiB 10 TecTyBaHHS (QA, IOHIT-
TECTyBaHHS Ta 130JbOBaHE) y KOMIUIEKCI 3a0e3neunso e(PeKTUBHY MepeBIpKY

(GYHKITIOHATHBHUX BUMOT TIPOJYKTY.
3.5 BUKOpUCTaHHS MIPOTPAMHOIO MPOAYKTY

3a pe3ynapTaTamMu MpoBeAeHOi poboTu Oyiio po3pobiaeHo moBHOIIHHUE M VP
npoaykt 2D-ckposepa [46], skuii BianoBigae MOCTaBICHUM BHMOTaM, PEali30OBy€

ITPOBHUM IIUKJI, IO JI03BOJISIE KOPUCTYBayeBl E€KCILTyaTyBaTH OCHOBHI USE-CasSes

MPOAYKTY.
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Craprye rpa y ToJ0BHOMY MeHIO (puc 3.15), n1e KopucTtyBau MOXke moO0auuTH
OCTaHHIM PEUTUHI OYOK Ha JeBaiici Ta abo mouyatu Tpy, abo 3aKiHUUTH POOOTY

3aCTOCYHKY.

SPACE SWITCH

HIGHEST SCORE -

|

START

Pucynok 3.15 — Inlocmpayis 20106H020 MeHIO 3 petimuH2OM 040K Ma KHONKAMU
0J151 ROOANLULO2O BUOOPY Oill

icepeno pozpobnerno asmopom

[Ticns HaTUCKaHHS Ha KHOMKY «Start» rpaBenh MOYWHAE TPy, OTPUMYIOUYH
MOXJIMBICTh KepyBaTH CBOiM Kopabiem (puc 3.16). I'paBernb Mae HacTymHHMA
MOXJIMBUH Ha0Ip il 11010 CBOT'O aBaTapy:

- KepyBarh  HampsmoM  pyxy  kopabns (WASD /  crpimoukwu

Up/Left/Down/Right);

- 3MiHHTH KoJtip kopadis (Space/Right Mouse Button)

Kopabens 3miiiCHIOE MOCTPLIM ABTOMATHYHO 3 IIEBHOIO IEPIOJUYHICTIO,
rpaBelb JIUIIE MOXKE KEPYBATH TMOJOKEHHSIM KOpaljsi Ta WOTro KOJIBOPOM, SIKHUN
BIJTUBAE HA KOJIP CHAPSiB, IO 3 KOPAOIISl BUIITAIOTh.

VY pa3i HeoOXiTHOCTI, TPaBeIb MOKE MOCTABUTH I'PY Ha May3y, Y MEHIO SIKO1
(puc 3.16) 6yne BimoOpakaTUCh KHOIKH ISl JI1A — TPOJIOBKEHHSI IFPOBOTO MPOLIECY,

BHXO/I 10 MEHIO Ta peCTapT HUHIIMIHBOI T'PH.
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Pucynox 3.16 — Imocmpayia menio nayzu. Ha naneni 306pasiceni knonku
NPOO0BICEHHS 2pU, BUX0DY 00 MEHI0 Ma pecmapmy

icepeno pozpobneno asmopom

Irpa mpoaOBXKYETHCS 1O MOMEHTY BUXOAY 3a Oa)kKaHHSM I'paBIls, a0o0 K yepes
CMpeTh WOTO aBatapa-kopaliisa. Y JApyromy BHUMAJKY, OCHOBHI MPOIECH Y TPi, TaKi
SIK CITaBH HOBUX BOPOT'iB Ta HapaxXyBaHHs OYOK 3aBEPIIYETHCS, a TPaBeIlh MOOAYUTH
meHo «Game Over» (puc 3.17), Ha skomy Oyzae 300pakeHO KITbKICTh HAOWUTHUX
OUOK. Y I[bOMY X MEHIO TpaBellb MOXXEe 00paTh MDK Iepe3amyckoM Ipu, ado

BUXOJIOM 0 MEHIO.

Game Over

Your scaore: @

¢} =

Pucynox 3.17 — Imocmpayis menro 3axinuenns epu. Ha naneni sioobpasxcacmuocs
KIbKICMb HAOUMuUX 3a 2py 040K ma KHONKU pecmapmy i 6uxo0y 00 MeHIo

Iicepeno pozpobaeno asmopom
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BucHoBku 10 po3ainy 3

Ha erami peamizarii «Space Switch» 0Oyia0 NpoaeMOHCTPOBAHO MPOIIEC
CTBOPEHHS TPU 3 aKIIEHTOM Ha MPOrpaMHOMY 3a0€3MeUeHH]1 Ta peaizallii TeXHIYHUX
BUMOT MPOAYKTY.

Oco6nuBy yBary Oyjo NPUIIUIEHO O OMHUCY THCTPYMEHTIB Ta CEPEAOBHIIA,
AKe BIAITpa€e KIOYOBY poJib y po3poOui. Unity sk irpoBOro pyuris, HU3KH HOro
nonyaspHuX nakeTiB Ta (peiimBopky ECS — Entitas gano 3mory 3ampoBaauTu
3py4YHHUI MpoIiec po3pOOKH MPOTPaMHOTO 3a0€3MeUEeHHS.

ApXITEeKTypa 3aCTOCYHKY OyJia peaiizoBaHa 3 BUKoprcTaHHsIM Unity makeTis
Ta apXIiTeKTYpHUX maTepHiB, Takux sk FSM. lle nano 3mory mnoOyamysatu
(dyHIaMEeHT KO/J0BOi 0a3u 3aCTOCYHKY, SKHUWA MOKE JIETKO OyTH pO3LIMPEHUM il
OyJb SIK1 TEXHIYHI BUMOTH, HE PU3HKYIOYHM CTAOUTbHICTIO BXKE ICHYIOUMX CHUCTEM.

Onucano peanizaiilo OCHOBHUX T€MMIUIEMHMX CKJIAJIOBUX 3aCTOCYHKY, iX
0COOJIMBOCTI Ta iX B3a€EMOJII0 OAHA 3 OAHOI0. [IpoIeMOHCTPOBAHO X BUTIISA Y TPl
Ta IPUHIIUI POOOTH y IPOTPAMHOMY KO/I.

[IpoBenene TecTyBaHHS 3 BUKOPUCTAHHSM SIK JKUBHUX CIEIIATICTIB KOMaHIU
QA, Tak i mporpaHux Unit-recTiB 3a0€3MeYnII0 YiTKe BUKOHAHHS BUMOT 3aCTOCYHKY

Ta CTAaOUTBHICTH ITi/T Yac eKCILTyaTarlii.
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BUCHOBKH

[Tin yac BUKOHAHHS KBaNli(iKaiiHOI poOOTH OYI0 pO3pOOIEHO IPy-CKPOJIEP
«Space Switch» 3 Bukopucrtanusm data-oriented design. ¥ xozai po3poOku Oyiio
MIPOBEJICHO aHaji3 KOHKYPEHTIB Ta MOLIYK MOXJIMBOCTEH AJIsl 3aJ0BOJIEHHS MOTPeO
KOPHUCTYBAauiB Ta BCiX BUMOT, BUCYHYTHUX y XO/JI1 aHAJI3Y.

[lin wac eramy mnOpoekTyBaHHS OyJI0 BpPaxoBaHO JOCBiJ KOHKYPEHTIB,
3anpoBaPKeHO BUKOpUCTaHHS mapanurmMu ECS Ta po30UTH OCHOBHY YacTUHY
nporpaMd Ha OKpeMi MOJYJi, IO JO3BOJUJIO CIUIAHYBaTH CTIHKY /0 3MIH
apXITEKTYpy 3aCTOCYHKY.

Po3pobxka 3aiiicHioBanacs Ha pymriro Unity 3 BAKOPUCTAHHIM HOTO MAKETIB a
Takok (peiimBopky Entitas. LI iHCTpyMEHTH Ianu 3MOTry peasli3yBaTH HHU3KY
BaXUIMBUX (P14, Takl K CIAaBH BOPOTiB, 3YUTYBaHHS BBOJlY T'PaBls, pyX 3aAHBOTO
¢boHy Ta 3MIHY KOJIBOPIB CYyTHOCTEH, MalOUl MOXJIMBICTh JIETKO BIPOBAJUTH HOBI1
€JIEMEHTH, He TIOPYIIYIOUH JIOT1KM iIcHytounX. [IpoBeieHe TecTyBaHHs 3a0€3MeUnsio

nepeBipKy cTabUTBHOCTI pOOOTH 3aCTOCYHKY.
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