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MPOEKTYBAHHSA TA PEAJIIBALIISA MOJYJBHOI
APXITEKTYPHU ITPOBOI'O 3ACTOCYHKY B CEPE/TOBUIIII
UNITY I3 3BACTOCYBAHHAM ITATEPHIB ITPOEKTYBAHHA

BiHHUIIbKHH HAllIOHAJILHUN TEXHIYHUN YHIBEPCUTET

AHoTauis

Posenauymo ocobausocmi npockmyganus ma HPoOSPAMHOL peanizayii MOOYIbHOI apXimekmypu mpueUMipHo20
ieposoco 3acmocyuky 8 xcanpi cmpameeii / Tower Defense. [Ipoepamuy peanizayito 8ukoHano 6 izpogomy pyuiii Unity 3
BUKOPUCMAHHAM 00 '€eKmHO-0picnmosanoi mosu npoepamyeannss C# ma niocucmemu npocmopoeoi nasicayii NavMesh.
Ipoananizosano akmyanvHicms 8npPOBAONCEHHA KAACUYHUX namepHie npoekmyeanus (Gang of Four) ona ymuxnenus
CUNbHOI 38'a3HO0CMIE KOOY, RIOBUUICHHS 2HYUKOCI APXIMeKmypu ma onmumizayii i2p08020 YUKy @ peaibHOMY Ydacl.

KurouoBi ciioBa: MoynbHa apxiTekTypa, matepHu npoektyBanHs, Unity, C#, mryannii inTenext, NavMesh, Tower
Defense, mporpamHa iHxeHepis.

Abstract

The features of design and software implementation of a modular architecture for a 3D game application in the
strategy / Tower Defense genre are considered. The software implementation is performed in the Unity game engine
using the object-oriented C# programming language and the NavMesh spatial navigation subsystem. The relevance of
implementing classic design patterns (Gang of Four) to avoid tight coupling of code, increase architectural flexibility,
and optimize the game loop in real time is analyzed.

Keywords: modular architecture, design patterns, Unity, C#, artificial intelligence, NavMesh, Tower Defense,
software engineering.

Beryn

VY cydacHHX yMOBaxX CTPIMKOTO PO3BHUTKY IHAYCTpii IHTEpaKTHBHUX pO3Bar, KOMI'TIOTEPHUX Irop Ta
CUMYJISIIHAX CHCTEM KIIFOUOBY POJIb BiJirpae He JHIIE Bi3yalbHa CKIIQJ0Ba, a  YUCTOTa, MAacIITaOOBaHICTh
Ta MBHIKO/IisS apXiTEKTypHu MporpamHoro 3abesnedeHss [1]. ba3osi miaxoau 10 po3poOKH irpoBHUX Mporpam
YacTO CIUPAIOThCS HA MOHOJITHI KJIac, IO TMPHU3BOJMTH 10 aHTHHaTepHy “‘Spaghetti code” Tta kputndHO
BUCOKOT 3B'I3HOCTI KOMITOHEHTiB. lle CyTT€BO yCKIamHIOE PO3IIUPEHHS CUCTEMH TMPH BIPOBAKEHHI
CKIIQIHUX aJTOPUTMIB, TaKWX SK TMPOLEAYpHA TeHepalis MpocTopy abo aBTOHOMHA HaBiralis IITy49HOTO
IHTEJIEKTY. AKTYaJIbHICTh PO3POOKHU MPOTPAMHOTO MOJIYJIS iPOBOI0 3aCTOCYHKY 3 MOAYJIBHOIO apXiTEKTypOIO
noJjsirae B HeoOXinHOCTI M0OYH0BH c11a0KO 3B'13aHOT CTPYKTYPH, SIKa J03BOJISIE THYYKO HANAIITOBYBATH iIrPOBY
JIOTIKY, 130JIbOBAHO TECTYBaTH MEXAHIKM CTPAaTEriyHOTO OYAIBHUITBA i PO3rOPTAaHHA IACTOK, a TaKOX
palioHaJIBHO PO3IOAUIATH HaBaHTAXKEHHS Ha o0uncIoBaibHi pecypcrn EOM[2].

Meroro pocmimxeHHs € 3a0e3neyeHHsT BUCOKOI THYYKOCTI NPOrpaMHHUX KOMIIOHEHTIB, 3HIKEHHS
CKJIAIHOCTI CYIPOBOY KOy Ta IEMOHCTpPAITisS MPaKTHIHOI ePeKTUBHOCTI iHTETpaIlii 06'€KTHO-OpiI€EHTOBAHHX
11a0JIOHIB IPOEKTYBAHHS B eKocucTeMy pytrist Unity.

Oco0amnBocTi po3podKH MOAYJILHOI apXiTeKTYpPH irPOBOT0 3aCTOCYHKY

J1st pearizarrii mporpaMHOT0 KOMITIEKCY 00paHo irpoBwid pymrii Unity Ta MoBy mporpamyBanHs C#, 1o
3a0e3redye MOBHUM CIIEKTP iHCTPYMEHTIB JJisi 00'€KTHO-OPIEHTOBAHOTO MOJIENIOBaHHs 1 moOymoBu Data-
Driven apxitekrypu. Buxopucranns C# 103Bois€ BIPOBJAUTH KiIacH4Hi mabioHu npoektyBanHs GoF.
3okpema, marepH Singleton 3acrocoBaHo i1 meHTpamizoBaHuMX — MeHemkepiB  (GameManager,
PlacementManager), 1o rapanrtye €JIuHy TOYKY JIOCTYIy JIO €KOHOMIKHM Ta craHiB rpu. llabnon Factory
Method 3abe3mneuye rHydke CTBOPSHHS XBHJIb BOPOXKHX areHTIB 0€3 dOPCTKOT MPUB'SI3KHU 70 IXHIX KOHKPETHHUX
kiaciB. ITomieBa momens Ha 0a3i marepHy ObServer Bucrymae OCHOBOKO ISl PEaKTHBHOTO OHOBJICHHS
inTepdeiicy (HUD) npu 3MmiHi 6araHCy 30510Ta 4H 37J0pOB'A, TIOBHICTIO YCYBalOYM HEOOXiITHICTh MOCTIHHOTO
ONUTYBaHHA JaHUX Y PECYPCOMICTKHX LUKJIaX OHOBJICHHS.



3aBmaku iHTerpamii mimcumcremm Unity Al Navigation (NavMesh), aBronoMHi irpoBi mepcoHaxi
CaMOCTiIHHO MPOKIAAAI0Th ONTUMANIbHI MapIIPYTH y MPOLEAYPHO 3reHEPOBaHOMY Ja0ipUHTI, HOOYAOBaHOMY
3a anropurMoM momyky B riaubuay (DFS). 3acrocyBamus HOBOI cuctemu BBOxy Unity Input System
JO3BOJMJIO CTBOPUTU aIalTHBHUN KOHTPOJEP i30METPUYHOI KaMepH 3 MOKIMBOCTAMU IJIABHOTO
MmaciitabyBaHHs Ta OOEpTaHHS, IO CYTTEBO MOKparrye kopucTyBaubkuii mocsin (UX) [3]. Bei 6a3osi
KoH(Iryparii XapakTepUCTHK CIIOPY BUHECEH] Y He3asexHi (aiinu garnx ScriptableObject, BimokpeMiroroun
IrpoBUit OaslaHC Bi 0€3MOCEPEIHBOTO MPOTrPAMHOTO KOIY.

Pospobnena apxitekTypHa MoOjeNh MIATPUMYE JWHAMIYHE aCHHXPOHHE TepepaxyBaHHS HaBirariiHuX
rpadiB y peasbHoMy 4aci. Kosu rpaBenb po3miiiye HOBY Oy/iBIIIO Ha CII€HI, CHCTEMa MPOBOIUTH (Pi3UUHy
Bajinamito mpocropy depe3 meron Physics.OverlapBox i MuTTeBO OHOBIIOE JOKaibHY AiNIHKY NavMesh-
citku. e 3mymye IllI-areHTiB omepaTWBHO 3MIHIOBATH TPAEKTOPIIO PyXy B OOXiJ HOBOI HEPEIIKOJIU.
BaxxnnBoro mepeBaroro Takoro miIXxoy € ONTHMi3alisi pO3MOoIiTy 000B'A3KIB MiXk KJIacaMH, IO PO3BAHTAXKYE
00YHCITIOBAJIbHI TIOTOKH, 3a1I00irac BUTOKaM ONEpPaTUBHOI maMm'sTi Ta 3abe3neuye cTabilbHy 4acToTy KajpiB
(60+ FPS).

OcHOBHUMH (PYHKIIOHAIBHUMHU MOXKITUBOCTSIMU PO3POOJICHOTO MOIYJIS €:

— mpoueaypHa reHepauis 3D-naGipuHTiB Ha ocHOBI MatematuuHoro ainropurmy DFS i3 mexanizMom
Backtracking;

—  CTpareriuyHe po3MilIeHHS 3aXHCHHUX CIIOPY/ 13 dKOPCTKOIO MpuB's3koro 1o citku (Grid Snapping) Ta
MepeBipKoro (Hi3MIHUX KO3l

— aBTOHOMHA MapIIpyTH3aIlil Ta aTanTHBHUM momyk Xy IllI-areaTamMmu 3a  J0IOMOTORO
IMHaMIYHOTO 3amikaHas NavMesh;

—  THyYKE KepyBaHHS iIrPOBUM LIUKJIOM Ta EKOHOMIYHOIO MOJEIUTIO (HapaxyBaHH: Ta CIIMCAHHS PECYPCIB)
4yepe3 cUcTeMy Mo/l

—  i30MeTpHYHE KepyBaHHS Ta OTJIs/ MOt 000 32 TOMOMOT0I0 ONTHMI30BaHOTO KOHTPOJIEpa KaMepH.

[IpoBenenwmii aHaIi3 TUIIOBUX IrpOBUX MAOIOHIB Ta aHAIOTiB (30Kkpema, Unity TD Template) mokazas, o
iXHsI apXiTeKTypa 4acTo CTpaIa€ BiJ HaaAMIPHOI 3B'SI3HOCTI KOMMOHEHTIB. Jlorika iHTepdeiicy B HUX MOXKe
Oe3rmocepe/ITHbO KepyBaTH CTaHOM sjipa MPOTpaMHM, MO YHEMOXJIMBIIOE Oe3ledHe MaciiTaOyBaHHS Ta
i3ompoBaHe TecTyBaHHSI. CaMe TOMy pO3poOKa BiIacHOi MOAYJIBHOI CHCTEMH 13 3aCTOCYBAaHHSAM YiTKHX
abCcTpakiniii Ta maTepHiB MPOEKTYBAHHS JO3BOJISIE TIOBHICTIO PO3/IIINTH PiBEHB JTaHUX, PIBEHb O13HEC-JIOTIKH
Ta piBEHb NPEACTABICHHS, YTBOPIOIOYH HaJiifHe, MPO30pe Ta By3bKOCHELiali30BaHe iHKeHepHE PIllIeHHSI.

J10 OCHOBHHX TiepeBar po3po0JIEHOr0 3aCTOCYHKY MOKHA BIJTHECTH:

—  TIOBHUI KOHTPOJIb HaJl )KUTTEBUM LIUKJIOM O0'€KTIB Ta CTPYKTYPOIO B3a€EMO/Ii irpOBUX MiICUCTEM;

—  HHU3BKY 3B'I3HICTH KJIACiB, 1[0 3HAYHO IOJIETIIYE MPOLEC PO3IMIUPEHHS Ta JOJaBaHHSI HOBHX irpOBUX
CYyTHOCTEH;

—  BHUCOKY MPOAYKTHBHICTH TIpadiyHOTO KOHBeepa Ta (I3MYHOrO pymIist 3a paxyHOK ONTHMi3alii
BHUKJIMKIB;

—  3py4YHICTh KOH(IrypyBaHHA TeHMIUICHHMX MmapamMeTpiB depe3 BikHO IHcmekTopa Unity Ta o0'ekTH
ScriptableObject;

—  MiHIMI3alil0 BUHUKHEHHS KPUTUYHUX apXiTeKTYpPHUX MOMWIOK Iifi 4aCc MAacOBHX IFPOBHUX MOIIA
(XBWJIb BOPOT'B).

BucHosok

VY pe3ynbTaTi BUKOHAHO aHAII3 aKTyalbHOCTI MPOEKTYBAHHS MOJIYJIBHHX apXiTEKTyp IrPOBHUX CHCTEM Ta
BH3HAUEHO OCHOBHI ITepeBary BIPOBaKEHHS MA0I0HIB TpoekTyBaHHst GOF aiist onTuMizaiii irpoBoro muKiy.
Pozpo6nennit nporpamuanii Moayib y cepenoBuimi Unity 3a momomororo MoBu C# 3a0e3neuye eeKTHBHE
(YHKLIOHYBaHHS TPH 3 MOXJIMBICTIO TPOLEAYPHOi TeHepalii mpocTopy, Bamigamii (i3WYHMX 30H Ta
aBToHoMmHOi HaBiramii LII. Otpumani pe3ympTaTH MiATBEPHKYIOTh JOIUIBHICTE OOpPAHOTO MIiAXOIY IS
CTBOPCHHS THYYKHX 1HTEPaKTUBHHX 3aCTOCYHKIB, MiHiMi3aii 3B'I3HOCT1 KOJIy Ta PO3IIMPEHHS apXiTEKTYPHUX
MOXIHBOCTEH CydacHHX ITPOBUX PYIIIiB.
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