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AHOTANIA

®owmiu T. b. IIpoexTyBaHHS BUCOKONPOAYKTUBHOI apXiTektypu 3D PvE-rpu
Ha Unity 13 BukopuctanHsm ECS/DOTS, Burst Compiler ta Jobs System musa
MacIITabOBaHOTO KEPYBaHHSI BETMKOIO KUTBKICTIO BoporiB. Pykomnuc. KBamigikamiiina
pobota Oakanaspa OIl «IHxkeHepis mporpaMHOro 3a0e3neueHHs» creniaabHocT 121
«Imxenepiss mporpaMHOro 3abesnedeHHs». JIyIbKUN HaIlOHATBbHUM TEXHIYHUN
yHiBepcureT. JIyupk, 2026.

Kganidikariiitna pobora OakanaBpa CKIAIAEThCS 31 BCTYIY, TPhOX PO3JLIIB,
BHCHOBKIB, CITUCKY BUKOPUCTAHUX JHKEPEIL.

VY nepioMy po3/iii MPOBEICHO TOCTIHKEHHS IIPEeAMETHOT 001acTi, TOB’ 13aHO01
3 NpOOJIEMATHKOIO MAJIIHHS TMPOJYKTUBHOCTI IFPOBOTO LUKy IpH 00poOILl BEIUKO1
KUIBKOCTI CYTHOCTEW, POaHaII30BAHO ICHYIOYl apXITEKTYypHI pilIeHHS (KJIACHYHUN
X1, natepH myiny o0'ektiB, ctek DOTS) Ta 0O0rpyHTOBaHO JOIIIBHICTH CTBOPEHHS
BJIACHOI TIOPHIHOI apXITEKTypu. Y JApyroMy po3aiai cpOpMOBaHO BUMOTH 0
OPOrpaMHOr0 MPOAYKTY, 3AIMCHEHO NPOEKTYBaHHS MOJAYJIbHOI CHCTEMH 13
BUKOPUCTAHHSAM MATEPHIB MPOEKTYBAHHS Ta OOIPYHTOBAHO BUOIP IHCTPYMEHTAIBHHUX
3aco0iB, aJrOPUTMIB MPOCTOPOBOI HaBiraimii ¥ TEXHOJOriH O0araTomoTOKOBUX
00YHCIIeHb PO3POOKH. Y TPETHOMY PO3/I1JI1 OMMCAHO MPOIIEC MPAKTUYHO1 peaizariii 3D
PvE-rpu B cepenoBumil Unity, po3poOjeHO JIOTIKY IITY4HOI'O IHTEJEKTY Ha 0a3l
KIHIIEBOIO aBTOMaTa, PO3IJITHYTO TUTAHHS ONTHUMI3AIlli YNPaBIIHHSI pecypcaMmu
nam'ati (Object Pooling), a Takosx HaBeIEHO pe3yIbTaTH TECTYBaHHS 1 TPO(LITIOBaHHS
nporpaMHoro  3a0esnedeHHs.  J[0JaTKOBO ~ BUKOHAHO  TEXHIKO-€KOHOMIYHE
OOTPYHTYBaHHSI Ta PO3TJISTHYTO MHUTAHHS OE3MEKU >KUTTEMISIILHOCTI. Y BHCHOBKax
MIJICYMOBAaHO OTPHUMaH1 pPe3yJIbTaTH, MIATBEPIXKEHO ITOCSITHEHHS METH po0OTH Ta
MIOBHE BUKOHAHHS MTOCTABIICHUX 3aB/IaHb.

KuarwuoBi caoBa: ribpugna apxitekrypa, 3D PvE-rpa, ontumizaiis
MPOJYKTUBHOCTI, 0AaraTomoTOKOBI OOYMCIIEHHS, MaTepHU MPOEKTYBAHHS, KIHIEBUN

aBTomart, Unity, C# Job System, Burst Compiler, NavMesh.



ABSTRACT

Fomich T. B. Designing a High-Performance Architecture for a 3D PVE Game
on Unity Using Ecs/Dots, Burst Compiler, and Jobs System for Scalable Managerment
of Large Numbers of Enemies. Manuscript. Bachelor's thesis, Educational Program
«Software Engineering», Specialty 121 «Software Engineering». Lutsk National
Technical University. Lutsk, 2026.

The bachelor's thesis consists of an introduction, three chapters, conclusions, and
a list of references.

The first chapter conducts a study of the subject area related to the problem of
game loop performance degradation when processing a large number of entities,
analyzes existing architectural solutions (classic approach, object pool pattern, DOTS
stack), and justifies the feasibility of creating a custom hybrid architecture. The second
chapter forms the requirements for the software product, designs a modular system
using design patterns, and justifies the choice of development tools, spatial navigation
algorithms, and multithreaded computation technologies. The third chapter describes
the process of practical implementation of the 3D PvE game in the Unity environment,
develops the artificial intelligence logic based on a finite state machine, considers
issues of optimizing memory resource management (Object Pooling), and presents the
results of testing and profiling the software. Additionally, a technical and economic
justification is performed, and occupational health and safety issues are considered.
The conclusions summarize the obtained results, confirm the achievement of the goal,
and state the complete fulfillment of the assigned tasks.

Keywords: hybrid architecture, 3D PvE game, performance optimization,
multithreaded computations, design patterns, finite state machine, Unity, C# Job

System, Burst Compiler, NavMesh.
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BCTYII

AxrtyanbHicTb Temu. CydacHi 3D-irpu noTpeOyIoTh He JIUIIIE [[IKaBOTO iIrpOBOTO
npoliecy, ajie ¥ cTabuIbHOI poOOTHM Ha Pi3HUX MNPUCTPOsiX. OTHUM 13 KIFOYOBHX
MOKA3HHUKIB SKOCTI I'PH € i IPOyKTUBHICTD, siIKa 0€3MOCePETHHO BILIMBAE HA KOMBOPT
kopuctyBaua. OcobimBO 11e akTyandbHO JUisi PVE-irop, y sKuX Ha ClieHI OJJHOYacHO
MOke TiepeOyBaTH 3HaYHAa KUIBKICTh BOPOTIB. Y TakWX yMOBaxX HaBaHTaXEHHS Ha
CUCTEMY CYyTTEBO 3POCTAE, 110 MOXKE MPU3BOAUTH A0 3HMAKEeHH FPS, mosiBu 3aTpuMok
Ta 3araJIbHOTO MOTIPIICHHS IrPOBOTO MPOIIECY.

VY mporeci po3poOku irop Ha pytrii Unity 4acTO BUKOPUCTOBYETHCS KIIACUYHUHN
NiaXiJ Ha OCHOBI KoMmmnoHeHTIB MonoBehaviour. BiH € 3pyyHum 1 3po3ymiimm,
0COOJIMBO JJI TIOYATKIBIIIB, OJTHAK MA€ MEBHI 0OMEKEHHs. 30KpeMa, KOKEH 00’ €KT y
clieHl BUKIuKae BiacHuil Meron Update(), mo mpu BeNUKiN KUIBKOCTI 00’€KTIB
CTBOPIOE 3HAYHE HABAHTA)XCHHS Ha MpoIecop. TakokX MOXYTh BUHHKATH 3aTPUMKHU
yepe3 poboty 30mpaua cMmittsa (Garbage Collector), mo HeraTHBHO BIUIMBA€E Ha
IJIaBHICTB TPU.

Jlnst BupimeHHs: nogioHux npobsem y Unity Oysio 3amponoHOBAHO Cy4acHUM
nigxin DOTS (Data-Oriented Technology Stack). [lo ioro ckiamy BXOASTH Taki
texnosorii, sk ECS (Entity Component System), Jobs System Ta Burst Compiler.
OcHoBHa 171€s Toysirae y Outbin eheKTUBHIM POOOTI 3 TaHWMHU, 1110 JI03BOJISIE€ 3HAYHO
MIJBUIIUTH TPOJYKTUBHICTh, @ TaKOXX BHKOPHUCTOBYBAaTH OaraTONMOTOYHICTh IS
PO3MOLTY 00YUCIIEHb MIXK SJIpaMHU Mpoliecopa.

VY naniit po6oTi po3risnaerbes po3podka 3D PvE-rpu 3 BukopucTanasam pytris
Unity. I'pa peanizoBana y BUTJIA/II OIyTepa BiJ MEPIIOi 0COOH, /1€ TpaBellb B3a€MOIIE 3
BOpOTaMH, sIKi 3’SIBJSIFOTHCSI Ha CIIEHI Ta PyXaroThCs y HOro HampsiMKy. OCHOBHOIO
3aJ]a4€l0 € BUKUBAHHS TPaBLs Ta 3HUILEHHS BOPOTIB.

Oco0nuBy yBary OpUJIIJIEHO NMPOEKTYBAHHIO apXITEKTYpU T'pH, siIka MOBHHHA
3a0e3nevyyBaTu CTabUIbHY pPOOOTY HaBITh NMPHU 30LIBIICHHI KUIBKOCTI BOpOTiB. Y
MPOEKTI BUKOPUCTAHO KiacuuHui miaxia Unity 11 peasnizaiiii OCHOBHOI JIOTIKH (pyX,

aTaka, CHCTeMa IIKOJM, aHIMaIllii), 10 JJAO3BOJMJIO IIBUIKO CTBOPUTH Oa30BUIA



dbyHkiionan rpu. PazoM 3 TUM, y poOOTI TaKoXX pPO3IJISIAAIOTHCS MOKJIHUBOCTI
Bukopuctanus ECS/DOTS sk NepcneKTUBHOTO MiAXOMy IS ONTHMI3allii
MPOIYyKTUBHOCTI. Xoua moBHa pearizamis ECS y maHomy MpoekTi He BUKOHYBaIach,
aHaJIi3 OO MIAXOAY JI03BOJISIE OL[IHUTH MOT0 MIEpeBaru Ta MOKJIMBICTh 3aCTOCYBaHHS
y MOAAJIBIIIOMY PO3BUTKY TPH.

Takum 4ynHOM, JaHa poOOTa MOENHYE MPAKTUYHY peajizalliio Ipu 3 aHaIlI30M
CY4YaCHHX MiJXO/IB JI0 ONTUMI3allii, 10 POOUTH i aKTyaIbHOIO Y KOHTEKCTI PO3POOKHU
npoAyKTUBHUX 3D-3aCTOCYHKIB.

Meroto nanoi po6otu € po3po6ka 3D PvE-rpu na pymrii Unity Ta mpoekTyBaHHS
il apXiTEeKTypH 3 ypaxyBaHHIM BUMOT JI0 MPOAYKTUBHOCTI Ta MAcIITA0OBAHOCTI.

O06’exTOM JOCIHIJKEHHSI € TMporec po3poOku irpoBux cuctem y 3D PvE-
MPOEKTAX.

[IpenMeToM JOCHIIKEHHST € METOJAM TMIABUINECHHS NPOIYKTHUBHOCTI Ta
3a0e3MeUeHHs MacIITabOBAaHOCTI ITPOBUX cUCTEM Y cepenoBuil Unity.

3aBnaHHs 10 KBami(ikaiiitHoi poboTH:

— 3OIMCHUTH aHaji3 NpPeIMETHOI 00JacTi Ta IOCHIAUTH TPOOIEeMATHKY
MaJIHHS TPOIYKTUBHOCTI I'POBOTO MUKITY MPU MaciITabyBaHHI KUIBKOCTI 00’ €KTIB y
KJ1acuyHii apxitektypi (MonoBehaviour);

— TMpoaHali3yBaTH icHyro4l apxiTekTypHi pimenns (crek DOTS, ECS, C# Job
System, Object Pooling) Ta oOrpyHTyBaTH IOIJIBHICTE BUKOPUCTAHHS T1OPHUIHOT
apXITEKTYpH AJIsl pO3pOOTIOBAHOI TPH;

— crpoekTtyBaT apxitektypy 3D PvE-rpu: po3pobutu cTpykTypy B3aeMomii
MDK MOJIyJIEM T'paBIis, MEHEIKEPOM IreHepallii BOporiB Ta iHTepdeiicoM KOpucTyBaua;

— 00rpyHTyBaTH BUOIp IHCTPYMEHTAIBHHUX 3aC001B, aITOPUTMIB MPOCTOPOBOL
Hasirauii (NavMesh) Ta MeTo/I1B ynpaBiiHHS CTaHaMH IITYYHOTO 1HTENEKTy (State
Machine);

— BHUKOHATH TNPAKTUYHY peani3alilo CIOPOEKTOBAHOI  apXiTEKTypu B
cepenoBuil Unity, iMIUIeMEHTYBaBIIIHA 0a30B1 IrpOBl MEXaHIKU (TIepEeMIIICHHS, aTaka,

KOHTPOJIb KUTTEBOTO UKy BOPOTIB);



— TPOBECTHM TECTYBaHHA Ta NPOQUIIOBaHHSA MPOTPAMHOTO MPOIYKTY,
OIIIHUBINK 0a30B1 MOKAa3HUKH MPOJYKTHUBHOCTI (YAaCTOTY KaJpiB) MPU PI3HUX PIBHIX
HaBaHTA)XCHHSA Ha CIICHY;

— BUKOHATH TEXHIKO-€KOHOMIYHE OOIPYHTYBAHHS OIUIBHOCTI PO3pOOKU
JTAHOTO TIPOTPAMHOIO MPOAYKTY;

— PO3TJISIHYTH MUTAHHS OXOPOHHM Ipalll Ta 0€3MeKH KUTTEAISUIBHOCTI IMiJT 9ac
eKCIUTyaTallii KOMI IOTepHOI TEXHIKH.

[IpakTuuHe 3acTOCyBaHHS POOOTH TOJATAE Y MOKIUBOCTI BUKOPUCTAHHS
PO3p00JIeHOI TIOpUIHOT apXITEKTYPH SIK HaJIMHOTO 0a30BOro hpeiMBOpPKY (111a0JI0HY)
JUISL CTBOpPEHHSI KoMmepiiitHux 3D-irop, cUMyJSTOpIB 13 MeXaHIKaMH HAaTOBITy a0o
ONTHUMI30BaHUX IHTEPAKTUBHUX J0JaTKiB. CHpOeKTOBaHI MOJIYJl YIPaBIiHHSA
naM'aTTIO Ta 0AaraTOOTOKOBUX OOYMCIIEHB € YHIBEPCAJbHUMU 1 MOXKYTh OYTH JIETKO
MOPTOBaHI B 1HIII MPOoeKTH HA Unity /151 3HUKEHHSI CHCTEMHUX BUMOT 1 3a0€3MeUeHHs
crabuibHoro FPS Ha cmabkux mpuctposix. Kpim Toro, crBopeHuil mpoOTOTHI MOXKE
CJIyTyBaTH HAOYHUM HaBUYaJIbHUM MaTepiayioM JUisl BUBYEHHS METO/I1B PO 1IIOBaHHS

Ta OMTHUMI3allii IrPOBOTO KOJY.
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PO3/ILI 1
AHAJII3 OCOBJIMBOCTEM PO3POBKH 3D PvE-ITOP V CEPEJIOBHUIII
UNITY

1.1 AHaJi3 cy4acHOro cTany npoojaeMu

Cyuacui 3D-irpu xanpy PvE (Player versus Environment) BumararoTh
0JIHOYacCHOi OOpOOKM BEJIMKOi KIJTBKOCTI IFPOBHX CYTHOCTEM — BOpPOTiB, HEIrPOBUX
nepconaxiB (NPC), cuapsiniB Ta cuctem yactok. Kmacuunuil minxia 1o po3poOku B
cepenoBuii Unity Oa3zyeTbcsi Ha 00’ekTHO-opieHTOBaHId mapaaurmi (OOII) Tta
BUKOpPHUCTaHHI KOMIIOHEeHTIB MonoBehaviour.

Xoya mell miaxig € 1HTYITUBHO 3pO3YMUIMM 1 3pYYHHM JUJIS IIBUIAKOTO
IPOTOTUITYBaHHS, BIH Ma€ CyTTE€BI 0OMEXeHHS Mpu MacimTabyBaHHI MPOekTiB [1, 2].
Koxen irpoBuii 06’ekt (GameObject), mo npenacrasmisie Bopora y PvE-rpi, micTuth
HaO1p KOMITOHEHTIB JJi1 00poOku (Pi3uKH, aHIMAIlii, IITYYHOTO 1HTENEKTY (HaBiraiii)
Ta peHjepuHry. ['onoBHa npobieMa MpOyKTUBHOCTI BUHUKAE Yepe3 Te, 10 BUKIUK
BOYJIOBAaHUX MaridyHUX MeToAiB, Takux sik Update(), mJisi KOXKHOTO OKPEMOIO
eK3EMIUISIpa BUMAarae nepeMHKaHHs KOHTEKCTY (context switching) mixx CH++ siapom
IrpOBOTO pylIisi Ta KepoBaHUM cepenopuieMm BukoHaHHs C# [3]. [Ipu 30unbiIeHH1
KUIBKOCT1 aKTUBHUX BOPOTiB Ha ciieHi (moHay 50-100 onuHuIb), 11l HAKIaaH1 BUTPATH
CTAlOTh KPUTUYHUMH. BOHM mNpU3BOAATH JO PI3KOTO MaAiHHA YacTOTH
kazpiB (puc. 1.1) ta 36unbmIeHHs yacy 00poOku kaapy (Frame Time), mo noripirye

irpoBuit JoCBif [4].

Without jobs: With jobs:

Pucynoxk 1.1 — IlopiBHsiHHS 06p06KI/I 3aBJlaHb PI3HUMH METOIaMU
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[HIIIMM BaroMuM HENOJIIKOM KJIACHYHOTO Miaxonay € ¢pparmeHTalis mam’arti. B
00’ €KTHO-OpPI€EHTOBAHOMY MPOTPaMyBaHHI JaHi 00’ €KTIB (HAMpPHKIaa, KOOPAUHATH,
MTOKa3HUKHU 3I0POB’sI, MOTOUYHMIA cTaH MamuHu ctaHiB [1II) po3kumani mo kymi (Heap)
sk nocuianHsa. Komu mporecop Hamaraetbcsi 0OpOOUTH JIOTIKY MAaCOBOTO CKYITYEHHS
BOPOTiB, BiH TMOCTIHHO CTUKaeThbes 3 mpomaxamu kemry (Cache Misses), ocKinbKu
HEOOX1/IH1 JaHl He JekaTh y mam’aTi mociigoBHo. Lle yHemoxiuBioe edeKkTHBHE
BuKopucTanHa npederyepa mpouecopa (CPU Prefetcher) Ta SIMD-incTpykuiii (Single
Instruction, Multiple Data) myst BekTopu3ariii oounciens [5].

JUist  BupilIeHHS [UX MpoOjieM Ha amapaTHOMY pIiBHI 3aCTOCOBYETHCS
apxitektypHa mnapaaurma Data-Oriented Design (DOD). V' pymii Unity BoHa
peanizoBaHa 4epe3 TexHosoriyauii crek Data-Oriented Technology Stack (DOTS).
OcnoBoro DOTS e Entity Component System (ECS), ne cytnocti (Entities) € nuiie
iaeHTudikatopamu, komnoHneHTn (Components) MICTSTh BUKIIOYHO JJaH1 0€3 METO/IIB,
a cuctemu (Systems) MICTATh JIOTIKy OOpoOku 1ux nanux [6]. Takmit miaxing
3a0e3reuye JiHIMHE PO3TAlllyBaHHS MaHUX y maMm’sTi (y CHeliaJibHUX OJioKax —
Chunks), mo 3BoauTh 10 MIHIMYyMYy KuibKicTh mnpomaxiB kemy (Cache-friendly

apxitektypa) (puc. 1.2).

Object-oriented Data-oriented
Programming (OOP) Design (DOD)
Object Object

T | = l\.

. ] ] ]

Pucynox 1.2 — Haouna pizuuusg mixk OOP ta DOD
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OpHak, MOBHMI NIEepexi]] MPOEKTY Ha YUCTY apxiTektypy ECS € HaammuikoBum
s 6araThOX  CTAaHAAPTHUX ITPOBHX MIACUCTEM (HANPHUKJIAA, YHOpPaBIIHHSA
iaTepdeiicom kopuctyBada (UI), oOpoOka MOOJWHOKOTO TPABIl YW BIATBOPEHHS
3BYKIB) 1 BUMarae HeBUIIPaBIaHUX BUTPAT yacy Ha pedakTopuHr [7].

Tomy onTUMambHUM 1HXCHEPHHM DINICHHSIM [JII JAHOTO TMPOEKTY €
3aCTOCYBaHHs TIOpHAHOI apXiTEeKTypu. Y TaKOMY IMIAXOJl KJIACUYHUM 00’ €KTHO-
opieHtoBanuii marrepH (MonoBehaviour) 3amumaerbcst s cUCTeM, IO HE
BUMAaralOTh MacOBHX 1 TOCTIMHUX oOuncieHb. HaTomicTh HaiiBax4i omepartii —
PO3paxyHOK JIOTIKH TaTPYJIIOBAHHS, MEPECYBaHHS JECITKIB BOPOTIB Ta OHOBJICHHS
iXHIX CTaHIB — BUHOCSTBHCS 32 MEX1 OCHOBHOTO 1oTOKYy (Main Thread) [8].

Ile mocsiraeTbest MUISXOM JeNeryBaHHS Baxkkux itepamid 1o C# Job System
(IJobParallelFor), mo mo3Bosisie PIBHOMIPHO PO3MOIUIMTH 3aBAaHHS MK yciMma
JOCTYMHUMHU  sfpamMu mporiecopa [9]. JlomaTkoBe BUKOPUCTAHHS aTpUOYTY
[BurstCompile] mo3BoJisse KOMMIIOBAaTH KOJ IHUX 3aBlaHb Y BHCOKOOIITHMI3OBaHi
HAaTUMBHI MallMHHI 1HCTPYyKLIi, omuHatouu 30upanns cMitta (Garbage Collection) y
KPUTHYHUX JUIsIHKaX koxy [10].

Takum yuHOM, aHaji3 MPEAMETHOI 00JacTi CBIAYMTH, IO JUIS peai3alii
BUCOKONpOaAyKTUBHOI 3D  PvE-rpy  HeoOXigHO  IHTErpyBaTH  1HCTPYMEHTH
6araronoroynocti (Job System) Ta nHartuBHOi kommisaii (Burst Compiler) y
knacuyHui  muka Unity. Ile  103BOJAMTH  yCHIIIHO  pPO3B’sA3aTH  MpoOjemMy
MacmTadyBaHHsS KIJTBKOCTI CYNMpPOTHUBHUKIB, 3a0€3MEUMBIIN CTA0UIBHUN (perimMpenT

0e3 He0OX1THOCTI MOBHOI BIIMOBH B1J] 3pYYHOCTI KJIACHYHOTO IHCTPYMEHTAPIIO PYIIIisl.

1.2 IlocranoBKa 3aBAaHHA Ha KBajdidikauiiiny podoTy 0akajiaBpa

Meroto kBamiikaiiifHoi poOOTH € TPOEKTYBAaHHS Ta MPAKTHYHA peatizarlis
BUCOKOINPOAYKTUBHOI apxitektypu 3D PvE-rpu B cepenoBumii Unity. s
3a0e3MeueHHs] CTablIbHOI YacTOTHU KaJpiB MpU MaclTaOyBaHHI KUIBKOCTI BOPOTIB
nependavyaeTbCsl BUKOPUCTAHHS TIOPUAHOrO MIAXOAY, SKHM TOEIHYE KIACUYHY

00’ekTHO-OpieHTOBaHy Mojelb (MonoBehaviour) 3 enementamu creka DOTS (Data-
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Oriented Technology Stack), 3okpema migcucremamu C# Job System ta Burst
Compiler.

OO6’€eKTOM JOCHIDKEHHS € TMpolec pOo3poOKH Ta ONTUMI3ZAIlil apXiTeKTypu
TPUBUMIPHUX BiJieoirop Ha 6asi irpooro pyuirist Unity.

[Ipenmerom AOCTIKEHHS € METOIU Ta MPOTrpaMHi 1HCTPYMEHTH MiJABUILECHHS
MPOyKTUBHOCTI IrPOBOTr0 IMKITY, 30KpemMa napaienizaiis oouuciens (Job System),
HatuBHa Kommuawist (Burst Compiler) Ta kepyBanns mam’attio (Object Pooling) mpu
00pOOIIl BEIMKOI KUTBKOCTI I'POBUX CYTHOCTEH.

J1Jist TOCSITHEHHS TIOCTABJICHOT METH HEOOX1THO BUKOHATH HACTYIIHI 3aB/IaHHS

1) 3pificHuTH aHami3 MOpPEeIMETHOI 00JacTi Ta JOCHIAUTH MOPOOIEMATUKY
NaJIHHS TPOIYKTUBHOCTI ITPOBOTO MUKITY MpU MaciITabyBaHHI KUIBKOCTI 00’ €KTIB y
KJacuyHii apxitektypi (MonoBehaviour);

2) mnpoaHai3yBaTH icHyro4l apxiTekTypHi pimeHHs (crek DOTS, ECS, C# Job
System, Object Pooling) Ta oOrpyHTYBaTH IOIIJIBHICTE BUKOPUCTAHHS T1OPHUIHOT
apXITEeKTYypH AJIsl pO3pOOTIOBAHOI TPH;

3) cmopoektyBatu apxiTekTypy 3D PvE-rpu: po3poOutu cTpykTypy B3aemomii
MDK MOJIyJIEM T'paBIls, MEHEIKEPOM reHepallii BOporiB Ta iHTepdeiicoM KOpucTyBaua;

4) oOrpyHTyBaTH BUOIp IHCTPYMEHTAIBHHUX 3aC001B, aITOPUTMIB MMPOCTOPOBOL
nasiramii (NavMesh) Ta MeTo/iB ymnpaBiiHHSI CTaHaMM IITYYHOTO 1HTENEKTy (State
Machine);

5) BUKOHATH TMPaKTHYHY peali3alil0 CIPOEKTOBAHOI apXITEKTYpH B
cepenoBuii Unity, iMIUIEMEHTYBaBIIIHM 0a30B1 IrpOBI MEXaHIKH (TIEpEMIIIEHHS, aTakKa,
KOHTPOJIb KUTTEBOTO LIUKIY BOPOTIB);

6) TpoBeCTH TECTyBaHHS Ta TPO(UIIOBAHHS MPOTPAMHOTO MPOIYKTY,
OIIIHUBIIM 0a30B1 MOKA3HUKHA MPOJAYKTHBHOCTI (4aCTOTY KaJApiB) MPU PI3HUX PIBHIX
HaBaHTa)XCHHS Ha CIICHY;

7) BUKOHATH TEXHIKO-€KOHOMIYHE OOTPYHTYBAHHS JOIUIBHOCTI PO3POOKH
JAaHOTO MPOTPAMHOTO MPOAYKTY;

8) PO3MISIHYTH MUTAHHS OXOPOHU Mparli Ta OE3MEeKU KUTTEAISILHOCTI Mij] Yyac

eKCIUTyaTarlii KOMIT I0TePHOI TEXHIKH.
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Bumoru 1o mporpaMHOro npoayKTy: (GyHKIIIOHAIbHI Ta He(YHKI[IOHAJIBHI.

OyHKIIOHATbHI BHUMOTHU: TpaBellb IOBHHEH MaTH MOXIIMBICTh BUIBHO
nepeminryBaTucs 3D-clieHOI0 Ta aTakyBaTH BOPOTiB; BOPOTH TMOBHUHHI JUHAMIYHO
3’SBIISATUCS HA CLEHI, 3HAXOAUTH LUIAX 0 TpaBls, OOMHUHAIOUM MEPEIIKOAM, Ta
3aB/laBaTH IIKOJW; I'pa MOBHHHA MaTH 0a30BMii rpadiuHuil 1HTEpQeiic KopucTyBaua
(B1100OpakeHHS 3I0POB’ S, JTIYMJIBHUK 3HUIIIEHUX BOPOTIB).

HedynkiionaneHi BUMOTH  (MPOAYKTHUBHICTH): MpOrpaMHa  apXiTEKTypa
NMOBHHHA 3a0e3redyyBaTu CTaOUTbHY 4YacToTy KaapiB (He Hmwkdye 60 FPS) mpu
OJIHOYACHIH HasBHOCTI Ha ciieH1 nmoHaj 100 aktuBHUX BoporiB. OcHoBHUI 1TOTiK (Main
Thread) He moBuHeH OyTH «By3bkuM Micuem» (bottleneck) mpu po3paxyHky JoOTriKu

HOBGI[iHKI/I HATOBIIY.
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PO3/ILI 2
MPOECKTYBAHHS TA PO3POBKA APXITEKTYPH IPOTPAMHOIO
3ABE3NEYEHHSA 3D PvE-TPH

2.1 AmHani3, BU3HAYEHHS BHMOI /0 PO3POOJIOBAHOIO TMPOrPAMHOIO

3a0e3nme4YeHHs Ta NPOEKTYBAaHHA NPOrPAMHOIO0 3a0e3ne4eHHs

Ha ocHoBI npoBeneHOro y mepuomMy po3aiii aHami3dy MpeIMeTHOI 00yacTi Ta
MOPIBHAHHA ICHYIOUMX METOAIB ONTUMi3alii, OyJ0 NpUHHATO PIIMIEHHA MPO
MIPOEKTYBaHHS IrPOBOTO MPOTpaMHOro 3abe3meueHHs Ha 06a3i TIOpUAHOT apXiTEKTYPH.
OCHOBHOIO Ta HaWOUIBII KPUTUYHOIO BHUMOIOIO JO PO3pOOIIIOBAHOI CHCTEMHU €
3a0e3neyeHHs cTalbiIbHOI 9acTOTH KaapiB (He Hkue 60 FPS) mpu iHTeHCHBHOMY
MaciTabyBaHHI KUIBKOCTI BOPOTIB Ha IrpOBIM CIieHI. 3 TEXHIYHOI TOYKU 30py L€
Oo3Hayae, 10 Tak 3BaHUU «Owomker kanpy» (Frame Time Budget) cranoButh
npubiau3Ho 16.6 mimicekyHp (puc. 2.1). 3a el KOPOTKHI MPOMIDKOK Yacy pyIIii
MOBUHEH BCTUTHYTH 00poOuTH (Di3UKy, JIOTIKY INTYYHOTO 1HTEJIEKTY, aHIMailii Ta

BIJITPABUTH JaHi HA PEHISPUHT rpadidHOMY MTPOIIECOPY.

Statistics

Audio:

Health: 90

Pucynok 2.1 — IrpoBa ciiena mij yac poOOTH CUCTEMH BOPOTiB
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[Ipo1iec mpoekTyBaHHs nepeadavaB JEKOMITO3UIIII0 CUCTEMH Ha C1aOKO3B’ s3aH1
monymi (3abe3neuenns npunuuny Low Coupling) 3 BUCOKMM piBHEM BHYTPIIIHBOT
mimicaocti (High Cohesion). Lle o3Hadae, o pi3Hi cUCTeMHU IpH MOBUHHI MiHIMATBHO
3aJIe’KaTH OJTHA BT OJTHOT, CIIIJIKYIOUHCH Yepe3 YiTKO BU3Ha4YeH1 iHTepdericu abo moii.
["'010BHMM 3aBIaHHSM Ha IIbOMY €Tarli 0yB BHOIp KIACUYHUX MATEPHIB MPOEKTYBAHHS
Ta po3poO0Ka HAAIMHOTO «MOCTY» JJIS JBOCTOPOHHBOI Iepefadl JaHUX MK
TPaIuIIHHUM 00’ €KTHO-OPIEHTOBAHUM CEpEeJOBHILIEM (pUC. 2.2) Ta CHUCTEMOIO
0araTronoTOKOBHX OOYMCIIEHb.

ApxiTekTypy rpu OyJ10 KOHIIENTYaJIbHO PO3/1JIEHO HA TP KJIFOUOBI MACUCTEMHU:

— MOJyJIb YIIPABIIHHS TPaBLIEM;
— MEHEeIKep CYNPOTHUBHUKIB;
— MIJICUCTEMA IITYYHOTO 1HTEIEKTY Ta MACOBUX OOUYUCIIEHb.

Monyns ynpasiinus rpasuem (Player Subsystem): Binnosiznae 3a 3unTyBaHHS
BBOAY KOpHCTyBada 4epe3 HOBy cucrteMy Input System, pospaxyHOK ¢i3ndHHX
B3a€EMOJIIN (MEepeMIIEHHS, CTPUOKHU, 31TKHEHHS), IJIABHE MEPEMIIICHHS KaMepu Ta
JIoTiIKy 3acTocyBaHHs 30poi (Raycasting nisi BorHenanbHOI 30poi ab0 po3paxyHOK
XITOOKCIB 1Ji1 OMMKHBOTO 0010). OCKUIBKM TpaBellb Ha CIEHI 3aBXKAU OJUH, IIei
MOJYJIb CHPOEKTOBAHO 32 KJIACMYHHM KOMIIOHEHTHHUM IIiJIXOJIOM 3 BUKOPUCTAHHSIM
MonoBehaviour, mo 3abe3nedye MBUIKY Ta HaAlHY IHTErpaiilo 3 BOYJOBaHUMU
¢b13uunnmu pytnisimu Unity (PhysX).

Menemxep cynpotuBHuKiB (Enemy Management Subsystem): Bignosizae 3a
MIPOCTOPOBY TEHEpallito (CIaBH) BOPOTIB y BU3HAYEHUX 30HAX, KOHTPOJb IXHBHOTO
JKUTTEBOTO IMKITY Ta YMPaBIiHHS iXHIMH Bi3yadbHUMHU Mojensmu. Lleir momynb
GYHKIIOHYE K IEHTPaTI30BaHUHN TUCTIETYED, IO TMHAMIYHO PO3PaXOBY€ ONTUMAIBHI
KOOpJIMHATU AJid MOsiBU 00’€kTiB Ha 0a31 NavMesh, yHuUKaioun panToBOro CraBHY
Oe3mocepeIHbO B TI0JI1 30py Kamepu Tpabis. J[ogaTkoBO migcucTeMa BIAMOBIIAE 3a
OanmaHCYBaHHS CKJIQHOCTI Ta amapaTHOTO HABAHTA)KEHHS: BOHA CYBOPO KOHTPOIOE
MaKCHMaJbHYy KUIBKICTh aKTHUBHMX CyTHOCTe Ha cueni (Entity Limit) ogHouacHo.
3aBasku TicHIM iHTerparlii 3 marepHom Object Pool, meHemkep caMOCTIHHO Kepye

aKTHBAlll€l0 Ta JeakTuBallieo 3D-Mozeneit 3 maM’sTi, 0 J03BOJISAE MIATPUMYBATH
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Oe3nepepBHY IrpOBY JIWHAMIKY (XBHJII BOPOTiB) 0€3 >KOJHUX IMPOCIJaHb YacTOTU
KaJpiB depe3 poboty 30upaua cmittsa (Garbage Collector).Ilimcucrema mrydHOTO
iHTeNeKTy Ta MacoBux obOumcienb (Al & Job System Subsystem): HaiiBaknupimia
micucTeMa s BHUKOHAHHA  BUMOT  TNPOMYKTUBHOCTI. BoHa  BHCTymae
OOYHCITIOBAJILHUM SIIPOM ONTHMI3aIlil MPOEKTY 1 6epe Ha cebe po3paxyHOK AUCTAHIIIN
MDK COTHAMH 00’ €KTiB, nepeBipky JiHil BuaumocTti (Line of Sight), mineBka3anus ta

BU3HA4YCHHS 0a30Boi Joriku noBeAinku HatoBIy (Flocking behaviour).

I Project
+ 28 e0

% Favorites Assets

Animation

Barrels BloodDeca... Container FONTS

eapons VOL.1 . . .

s_AL8310

PER_Mater... Prefabs QuickQutli...

03_4k.blend

n Packages

Sounds

Pucynok 2.2 — CtpykTypa npoekTy B cepenonuini Unity

[Tix yac mpoeKTyBaHHS B3aEMOJIIT MK [IUMU MOJYJISIMU OYJI0 IMIIJIEMEHTOBAHO

HU3KY TIEPEeBIPpEHUX apXITeKTypHuX mabnoHiB (marepHiB) [1, 4]. Jlus ynpaBiiHHS
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3arajlbHUM CTaHOM TpH (IlepeMora, rnopaska, iHiliagizalis CIIeHH, MOCTaHOBKa Ha
nay3y) 3actocoBaHo marepH «OmmHak» (Singleton). Bin peanizoBaHuii y BUTIISII
mobanpHOTO0 Kiacy GameManager, skuii 3a0e3nedye €IuHy TOYKY ITOCTYITYy IO
KJIFOYOBHUX ITPOBUX CHUCTEM 3 OYJIb-IKOTO 1HIIOTO ckpunTa. Lle apXiTekTypHe pileHHs
JI03BOJISIE YHUKATH HEOOXITHOCTI MOCTIMHOTO BHKOPUCTAHHS PECypCOMICTKUX
byHkui momyky o00’ekTiB Ha creHi, Takux sk FindObjectOfType() ab6o
GameObject.Find(), axi 311HCHIOIOTh MOBHUN 00X1] 1€papXii CIEHH 1 CIPUIHHSIOTH
3HAYHI 3aTPUMKH (CMAalK¥ MPOAYKTHBHOCTI). Jl0aTKOBO, MJIs 3B SI3KY MIXK MOJYJIEM
rpaBiis Ta iHTepdeiicom kopuctyBada (Ul) cipoekToBaHO MOAIEBY MOJI€Th Ha OCHOBI
narepny «Ornsgau» (Observer). 3amicTh Toro, mo6 Ul-manens mokaapy nepesipsiia
pPIBEHb 37I0pOB’sl TpaBlls, CKPUIIT T'paBlisd MPOCTO BUKIWKAE Mmoji0 (Action) mpu
OTPUMaHHI KO/, Ha SIKY MIAMKCaHUI 1HTepdeiic.

Oco06nuBy yBary mpu MPOEKTYBaHHI OyJO0 MPUIIJIEHO CTpaTerii ympaBIiHHA
nam’saTTio. Y kiacuuHomy mijaxozi Unity moctiiine ctBopenHs (Instantiate) Ta moBHe
3uMIeHHd (Destroy) o00’€KTiB MiJi Yac aKTHBHOIO ITPOBOrO IMPOLIECY € BKpaid
HeepekTuBHUM. lle mnpu3BoAMTH 10 cUIBHOI  (parMeHTarii mnam [Tl Ta
HEKOHTPOJLOBAaHUX BUKIUKIB 30upada cmittsi (Garbage Collector). Ockinbku C#
BUKOPHUCTOBYE alITrOpUTM 30MpaHHsA cMiTTsa TNy «Mark-and-Sweep», miag vac iforo
poOOTH BHUKOHAHHS OCHOBHOTO IOTOKY HpPOTpaMU IOBHICTIO 3YNUHSETHCS, LIO
BUKJIMKA€E BIUYTHI MIKPO3aBUCAHHS €KpaHy ((ppu3m), pyiHyIOUH 3aHYpPEHHS FPABII.

Jl1is po3B’si3aHHs 1i€l MpoOIeMH CIPOEKTOBAHO KOMIUIEKCHY CHCTeMy Ha 0asi
natepHy «Ilyn 06’extiB» (Object Pool) [7]. Menemxep EnemySpawner 1ie Ha erarti
3aBaHTAXCHHS PIBHSA BHKOHYE «mporpiBaHHs» (Pre-warming) — iHimiamisye
HEOOXITHUN 3amac 00’€KTIB CYNpOTHUBHUKIB (Hampukian, 150 omuHuUIb), oapasy
JIEAKTUBYE X Ta MOMIIIAE y CTPYKTYpY Aanux tuiry Queue (uepra). [1ix yac rpu Boporu
HE CTBOPIOIOTHCS 3 HYJIS, a JIMILIE BUIIYYAtOThCS 3 YEPTrH, NEPEMIIILYIOThCS Y MOTPIOHY
TOYKY Ha KapTi Ta BMHKaIOThCS. [Ipu 3HMKEHHI 370pOB’s BOpora J0 HYJSl BiH HE
BUJAISIETHCS 3 OMEPATUBHOI MaM’SITi, a MPOCTO MPUXOBYETHCS (I€aKTUBYETHCS HOTO

reoMeTpis Ta (i3MKa) 1 MOBEPTAETbCA y XBICT uepru myny. Takuil miaxil 3BOJUTH
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aJoKaIlil0 MaMm’ STl M 4Yac aKTUBHOTO TEHMILICI0 MPaKTHUYHO JI0 aOCOJIOTHOIO
Hyns (puc. 2.3).

J11st BUpIIIEHHS TOJIOBHOT 3a71a4i ONTHUMI3aIlli MPOIIECOPHOTO Yacy — MpoodIeMu
QITOPUTMIYHOI CKJIATHOCTI PO3PaxXyHKIB MAacoBOi MOBEAIHKU (sika 0e3 onTumizarlii
3pOCTA€ EKCIIOHEHITIHHO) — OYJI0 CIIPOEKTOBAHO BY30J1 IHTETparlii KIIACHYHOTO KOy 3
C# Job System. ApxiTekTypa cucTeMH Iepefdadae MOBHY BIJIMOBY BiJ 0OpoOKu
JOTIKM TIOBeAiHKM HatoBmy y Meromax Update() KOXXHOTO OKpEeMOro BOpoOra.
Hartomicte Oyno crTBOpeHo ueHTpanizoBanuii koutposep (JobCoordinator). Ha
KOXXHOMY KaJIpl LI KOOPAMHATOP 30Mpa€ JaHl MpO MPOCTOPOBI KOOPAMHATH BCIX
aKTUBHUX  CYNPOTHUBHUKIB  3a  JOMOMOIOI0  CIEHiali30BaHOTO  KJacy
TransformAccessArray. lleit kimac mo3Bosisse O€3MEYHO Ta INMBHJIKO 3YUTYBATH Ta

3aMMcyBaTH J1aHl KOMIOHEHTIB Transform y 6araronoTokoBOMy CepeaOBHILI.

Audio:

Wave: 1

d1.1ms

Pucynok 2.3 — BigoOpaxxeHHs1 poOOTH IpH MiJ] 4ac TECTYBaHHS MPOAYKTUBHOCTI

3i0paHi AaHi, a TaKOX MO3UIS I'PaBLd, IEPEIAIOThCS Y CIELialbHl HEKEPOBaH1
CTPYKTYpH TaMm’siTi — HaTUBHI Kojekilii NativeArray<T>. BukopuctaHHs HaTUBHUX
KOJIEKI[IH € 000B’SI3KOBOI0 BUMOTOIO Ta KJIIFOUYOBHUM apXITEKTYpPHHUM PIIICHHSM CTEKa

DOTS, ockiibKH 111 CTPYKTYpH PO3MIILYIOThCS T03a KepoBaHoto kymnoto (Unmanaged
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Heap). Bonu BuMararoTb py4yHOTO YIpaBiiHHS (3BUIBHEHHSI IIaM’sITI METOJ0M
Dispose()), ajie TapaHTOBAaHO HE BIACTEXKYIOTHCS 30HMpadyeM CMITTS, IO BUKIIIOYAE
sarpuMku  [2, 9]. Tun anokamii Allocator.TempJob BukopucTOBY€TBCS ISt
3a0e3reueHHs 0ajaHCy MK IIBUAKICTIO BUIJIEHHS IMaM’ STl Ta 4acoM ii 1ICHyBaHHS
(IPOTATOM KITBKOX KaJIpiB).

[licns miaAroToBKku JaHux (QopMyeTbesl CTpyKTypa 3aBiaHHs (Struct), sika
peainizye iHTepdetic [JobParallelFor (abo IjobParallelForTransform). V miit crpykrypi
1HKaICyJIbOBAaHO BCIO BAa)XXKy MaTeMaTW4Hy Joriky. JlJis 10AaTKOBOI ONTHMI3allii
MaTeMaTUYHUX oOmepaiiil 3amicTh cTaHmaptHoi QyHkiii Vector3.Distance, sika
BUKOPUCTOBYE PECYPCOMICTKY OIEpaiilo J00yBaHHA KBaJpaTHOTO KOPEHS,
CIIPOEKTOBAHO BUKOPHUCTaHHS TMOPIBHAHHS KBajpariB BiAcTaHei (sqrMagnitude).
3aBaHHs BIAMPaBISETHCS y uepry Ha BukoHaHHA (Schedule), micist 4oro BHyTpilIHiif
miaHyBaJlbHUK Unity aBTOMaTUYHO Ta PIBHOMIPHO PO3MOALUIAE 1TEpalii MacoBOIro
IIUKITy MK yciMa BUIbHUMH siipamu tipotiecopa (Worker Threads).

[Ilo6 nocsIrti MakCHUMallbHOI amnapaTHOl MIBHAKOJII, CTPYKTypa 3aBAaHHS
no3Havaetrbesi arpudbytoMm [BurstCompile]. Ile rapantye, mo mig yac KOMILISLIL
npoekty ueir C# koxm Oynme TpaHcmioBaHo kommuiatopom LLVM y
BHCOKOONTUMI30BaHi, BEKTOPU30BaHi MaliHH1 1HCTpYyKLii (SIMD — Single Instruction,
Multiple Data). SIMD no3Bosisie mporiecopy 3a OAUH TaKT BUKOHYBaTH MaTeMaTUYHI
oreparlii He 3 OAHMM YHCIIOM, a OJpa3y 3 MAacHBOM 3Ha4y€Hb, L0 MPHUIIBHIIIYE
pO3paxyHKH B KijbKa pa3ziB [10].

OTpumaHi 3 aCHHXPOHHUX TOTOKIB PE3yJIbTaTH OOYHCIICHb MOBEPTAIOTHCS B
ocHoBHMM moTiK (Main Thread) 1 ciayrytoTh BXIZHUMH JaHUMHU JJi1 KIHIEBOTO
aBromara (Finite State Machine), Ha 6a3i SKOTO CIIPOEKTOBAHO BUCOKOPIBHEBY JIOTIKY
MITYYHOTO 1HTENEKTY KOXXHOTO cympotuBHHKaA [11]. TlaTepH kiHIleBOro aBTOMAaTta
J03BOJISIE YHUKHYTH Xa0TUYHOTO HarpOMaJXKEHHSI YMOBHUX KOHCTpYKIH if/else (Tak
3BAHOT'0 «CIAreTTi-KOay»). ABTOMAT Ma€ CyBOPY CTPYKTYPY 130JIbOBaHUX CTaHIB.

VYV crani «OuikyBansas» (Idle) Bopor mnepeOyBae y cmokoi ab0 BHKOHYE
BUIAJIKOBE TMATPYIIOBaHHS 30HU. K TUIbKM 0araTOMOTOKOBI ~OOYMCIIEHHS

CUTHAJTI3YIOTh, 110 IUCTAHIIIS IO TPaBIISA CTajla MEHIIOIO 3a Pajlyc arpecii 1 Mi>k HUMU
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HeMae ctaTuuHux nepemkon, LT nepemukaerses y cran «llepecnigyBanus» (Chase).
Y 11bOMy pexuMi IIbOBI KOOPJMHATH MOCTIHO OHOBJIOIOTHCS Ta MEPEIAOTHCS 10
komnonenta NavMeshAgent. Lleit kommoneHT Oepe Ha cebe 3aBAaHHS CKIAJIHOTO
AITOPUTMIYHOTO TOIMIYKY NUIAXY (Ha 0a3i anroputMmy A*), TMHAMIYHOTO OMHHAHHS
CTaTUYHOI FeOMETPii pIBHS Ta 1HIIMX BOPOTiB, N[00 YHUKHYTH X «3acCTpATaHHI» OJUH
B ojHOMY [12]. IIpu HaGnmkeHH1 10 TpaBlisl HA JUCTAHINIO Yapy aBTOMAT NEPEXOAUTh
y ctaH «ATaka» (Attack), 3ynunstoun pyx dyepe3 NavMesh Ta akTuByroun TpuUrepu
animarin. Came 3a momomororo momii aniMaiii (Animation Events) po3paxoByeThcs
MOMEHT HAHECEHHs IIKOJM, [0 CHHXPOHI3YE Bi3yallbHy YacTUHY 3 MaTeMaTHYHOIO
jorikoro. [Ipu BTpaTi BChOro 3amacy 370poB’si 00’ €KT MEePEeXOauTh Y cTaH «CMepTh»
(Death), BuMuKkae xoimaiepu Ta MOBEPTAETHCS Y YL

TakuM YMHOM, CIpPOEKTOBaHA apxXiTEKTypa € THYYKHM Ta 1HKEHEPHO
OOIpYHTOBaHMM CUMO1030M JBOX napaaurMm. BucokopiBHesa jorika LI, ynpaBninus
aHIMalisIMU Ta MPOCTOPOBHI MOIIYK IUIAXY CIHUPAIOTHCS HA MEPEBIPEHI Ta 3pYyuHI
OOII-komnonenTu Unity, 0 NpUIIBUAITY€E pO3pOOKY Bi3yallbHOT YacTUHU. BogHouac
HalOUIbII PECYpCOMICTKI MacoBl OOYHCIEHHS, poOOTa 3 maM ATTIO Ta MEPEBIPKH
BHJIMMOCTI JiesieroBaHi 6araTtonmotokoBomy Data-Oriented cepemoBumry Ha 06a3i Job
System Ta Burst Compiler. Take moegHaHHS MOBHICTIO 3aJ0BOJIbHSIE TTOCTAHOBKY
3aBMaHHS 1 3a0e3neyye CUCTeMi TMOTYXKHUA TOTEHIIAT [JIi BEPTUKAIBHOTO
MacmtadyBanasi PVE-rpu, no3Bossitoun oOpoOJsiTU COTHI aKTUBHHUX CYTHOCTEH 0e3

MOPYUIEHHS 33JJaHOTO OIODKETY KalIpy.

2.2 Bubip 3aco0iB, MeTOaiB i AJrOpUTMIB BHPILLICHHA MOCTABJICHOIO

3aBAaHHA

Jiist ycninHoi peani3allii CIpoeEKTOBAHO1 y ONEPEIHbOMY MiAPO3/1iI1 FOpUIHOT
apxITeKTypu  HEOOXIAHO  3MIMCHUTH  TIMOOKO  OOTpYHTOBaHWM  BHOIp
IHCTPYMEHTAJILHUX 3ac001B, MOBHU IMPOrpamMyBaHHS, a TaAKOXX AJITOPUTMIB IITYYHOIO

IHTEJIEKTY Ta onTuMizauii 6araronorokoBocti. [loMmunka Ha etami BuOopy 06a3z0BUX
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TEXHOJIOT1H B IHXKEHEPIT IrpOBOI0 MPOTPaMHOTO 3a0e3MeYeHHS HEMUHYYE MTPU3BOAUTH
JI0 HAaKOMWYEHHSI TEXHIYHOTO OOpry, HEMOXJIMBOCTI MAacIITa0yBaHHS MPOAYKTY Ta
HEOOX1THOCTI JOPOTOBapTICHOTO pedaKTOPUHTY Ha Mi3HIX eramnax po3pooku. Tomy
BUOIp KOXKHOT'O KOMIIOHEHTA 3/[1CHIOBABCS Ha OCHOBI CYBOPHX KPHUTEPIiB amapaTHOl
IPOAYKTHBHOCTI, 3JaTHOCTI CHCTEMHU MIATPUMYBATH MapajieibHi OOYUCIEeHHs 0e3
0JIOKYBaHb Ta HAsSBHOCTI NOTY>KHHMX BOYJIOBaHMX MaTE€MaTHMYHHMX O10J10TEK IS
po6oTH 3 TPUBUMIPHUM NpocTopoM. OcTaHHIM (aKTOp € BKpail BaXKJIMBUM, OCKIIBKH
BUKOPHUCTAHHS ONTUMI30BAaHUX HATUBHUX 010J10TEK MiHIMI3y€ MOTpeOy B HAMMCAaHHI
HU3BKOPIBHEBOTO KOJY 3 HYJId Ta 3HUXKYE PHU3UK BUHUKHEHHS aJIrOPUTMIYHHUX
TTOMHMJIOK.

OCHOBHUM 1HCTPYMEHTQJIBHUM CEpPEJOBHUIIEM (pYIIiEM) I PO3POOKH
nporpamHoro mnpoaykry oOpano Unity Engine. Ha erami koHuenTyajibHOTO
NPOEKTYBAHHS SK allbTepHATUBHI BapiaHTH posrasganucs Unreal Engine (sikuit
0a3yerbcst Ha MoBl C++) Ta Binkputuii pymriit Godot Engine. Xoua Unreal Engine
MPOINOHY€E HAA3BUYAWHO BHCOKY SIKICThb PEHIEPUHTY «3 KOPOOKM», HOro 00’€KTHa
mozenb (Uobject) Ta cuctema BizyanbHOro mporpamyBaHHs Blueprints cTBOproroTh
3HAYHI HAKJIaJH1 BUTPATH MaM ST IPHU CIIpoOl 0HOYACHOT 0OPOOKH COTEHb MPOCTUX
CYTHOCTEH, 110 cynepeuuTh HamuM BumoraM. Godot Engine, 31 cBoro Ooky, Mae
HEJIOCTATHBO 3Py eKocucTeMy Juisl peamizaiii napaaurmu Data-Oriented Design Ha
0a31 moBu CH#.

Bubip Ha xopucte Unity OyB 3yMOBJIEHUN KUIBKOMa KPUTUYHO BaXKJIIMBUMHU
dakTopamu apxitektypHoro xapakrepy. [lo-nepie, Unity Hajlae HaTUBHHM, TTTHOOKO
iHTerpoBanuii (puc. 2.4) nocryn no texHonoriyHoro creka DOTS (Data-Oriented
Technology Stack), mo € dyHgamMeHTanpbHOIO BUMOTOIO IS peami3allii Hamoi
KOHIIETIIi TIOpUAHOI apXITEKTypu Ta O€3MOCepeHhOTO BHPIIICHHS 3aBIaHHS
EKCIIOHEHIIMHOTO MaclTa0yBaHHS KIUIBKOCTI CyNpOoTUMBHUKIB. [lo-apyre, pymiii
BOJIOJII€ HAJI3BUYAMHO TMOTY)KHMM HAO0OpPOM 1HCTPYMEHTIB mJiarHOCTUKH. OKpim
cranaaptHoro Unity Profiler, cuctema Bkimouae Frame Debugger Ta Memory Profiler.
[{i 1HCTpYMEHTH AO3BOJISIIOTH 3 MUTICEKYHAHOIO TOYHICTIO BHUMIPIOBAaTH BUTPATH

MPOIIECOPHOTO Yacy Ha BUKOHAaHHS OKpeMux MetoaiB (uepe3 Deep Profiling),
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BU3HAYATH, y 110 caMme BrnupaeTbes npoaykTuBHiCTh (CPU-bound yn GPU-bound
3ajayi), aHaJli3yBaTl BUKOPHCTAHHS ONEPATUBHOI MaM’ATi Ta BIACTEKYBAaTH IMIKOBI
HAaBaHTAKECHHA Ha 30mpaud cwmiTTsa. JlocTym 1o Takoi TenemeTpii € abGCoJFOTHO
HEOOXITHUM i1 Bajlijalii MaTeMaTUYHUX MOJEJNeH Ta TeCTyBaHHS pe3yJbTaTiB

IporpaMHOi oNTUMI3allii Ha peaJbHOMY OOsagHaHHi [3, 4].

Pucynoxk 2.4 — Cepenosuiiie po3pooku Unity i1 4ac CTBOPEHHS MPOEKTY

VY SKOCTI OCHOBHOT MOBH IIporpaMyBaHHs Jioriano oopano C# (Bepcii 9.0/10.0,
0 MATpUMYeThCs cydacHumu 30ipkamu Unity uepe3 kommuisatop Roslyn). Ha
BIJIMiIHY B1J] 0araThbOX 1HIIMX CKPUITOBUX MOB, II[0 YACTO 3aCTOCOBYIOTHCS B ITpOBIH
1HIYCTpii 17151 OTTUCY BUCOKOPiBHEBOI JIoTiku (Hanpukiaa, Lua gu Python), C# e ctporo
TUII30BaHOI0 MOBOIO BHcCOKoro piBHi. B exocucremi Unity C# kox cmodarky
KOMMUTIOeThesl B ipoMikHUM ko (Intermediate Language — IL), a 3rogom, Ha ertari
30upanHs npoekty (Build), TpaHcat0€ThCS Yy BUCOKOONTUMI30BaH1 HATUBHI IHCTPYKIIIT
MoBu C++ 3a momomororw texHosorii [L2CPP (Ahead—of-Time xommimsis). Ileit
IpoleC He JIMIIEe 3HAYHO MiABHUINYE 3arajibHy MIBUIKICTb BUKOHAHHS IPOTPaMU
nopiBHAHO 3 Just—In—Time (JIT) xomminduieto, ajne i 3ab6e3nedye 10AaTKOBUI pIBEHb

Oe3MeKu Ta 3aXUCTy KOJY BiJl 3BOpoTHOro iHxKuHIpuHTY (Reverse Engineering).
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Haiibinpmioro  apxiTekTypHO mepeBaroto cydacHoro C# y KOHTEKCTI
BHCOKOMPOAYKTUBHUX IrOp € THyYKa CHCTEMa TUIII3allil Ta MIATPUMKa HEKepOBaHUX
tumiB nanux (Unmanaged types). 3aBasKu MOKIMBOCTI MPSIMOi poOOTH 3 T1aM’SITTIO
yepes3 BKa3IBHUKH Ta CTPYKTYpH (struct), po3TarioBaHi mo3a kepoBaHoro kymnoro (Heap),
C# no3Bossie po3pOOHUKY MOBHICTIO OOXOIUTH MEXaHI3MU aBTOMAaTUYHOTO 30Mpaya
cmitTs (Garbage Collector). Lle Mae BupitanbHe 3HaueHHs B revimaeBi. CTanaapTHUAN
anroput™ GC y cepenoui .NET mparitoe 3a MpUHITUTIOM ITOKOIIHB Ta BUKOPUCTOBYE
niaxig «Stop-the-world» — mpu nepenoBHeHHI HyJboBOro mnokoninHa (Gen 0) BiH
MOBHICTIO TPU3YIUHSAE€ BUKOHAHHS BCIX NOTOKIB NpPOrpaMH JUisi MAapKyBaHHS Ta
OUMIIEHHS «MepTBUX» 00’ekTiB. Skmo B irpoBomy mukial Update moxkaapy
CTBOPIOBATM HOBI MOCUJIAHHS (HAMpUKIAJd, €K3eMIUIIpU KJIaciB abo pAIKH), 1€
pu3Be/ie 0 MOCTIMHUX Tay3 TpuBadicTio 10-30 MiTiCeKyH, 10 YHEMOMKIJIUBIIOE
HNIATPUMKY cTaOuTbHUX 60 KaJpiB Ha CeKyHIy. BUkopuCTaHHS CTPYKTYp Ta HATUBHUX
MacCHBIB JIO3BOJISIE 3BECTH 111 3aTPUMKH 110 HYJIA [9].

JUist peamizanii mapajenbHUX OOYHMCIEHb, 30KpEMa MacoOBOIO PO3PAXYHKY
POCTOPOBUX AMCTAHIIIH, nepeBipku JiHli BuaguMocTi (Line of Sight) Ta Bu3Hauenus
0a3o0Boi BekTopHOi Joriku moBemiHku HaroBmy (Flocking/Swarming), mnepen
pPO3POOHMKOM  CTOSIB  CKJIQOHUM  BUOIp MDK  TpaguUidHOIO  010J110TEKOI0
napanenizmy .NET (Task Parallel Library — TPL, System.Threading.Tasks) ta
cnenudiunoro s pyuris cucteMmoro C# Job System. ITicis peTenbHOTO aHamnizy 0yso
NPUIHATO KaTErOpUYHE PIIIEHHS BIIMOBUTHUCA B1J] CTAHAAPTHUX 3aCO0IB YIPABIIHHS
MMOTOKaMM oOIllepamiiHoi cucTteMu, Takux sk Thread a6o Task. CrangaptHa
O0aratonotokoBicTh y C# po3polsiiacs mepeBa)KHO ISl CepBEpHHUX 0a3 JaHUX Ta
ACUHXPOHHUX BeO-10AaTKiB. BoHa HEe Mae BOYJOBaHOTO 3aXHCTy BiJ CTaHY TOHUTBHU
(Race Conditions) nmpu oJHOYaCHOMY JOCTYIII 10 irpoBUX 00’ €kTiB. Hampukiman, skio
JIBa TMapajeabHl MOTOKU OJHOYACHO CIIPOOYIOTh BITHATH 3J0POB’SI B OJTHOTO BOPOra,
pe3ynbTaT Oyje HeleTepMiHOBaHUM Yepe3 mepe3anuc perictpiB. KpiM Toro, kiacuaHi
OS-moToku BHUMararwTh CKIQJHOTO PYYHOTO YIPaBIIHHS CHHXPOHI3aIli€l0 3a
nonomororo OnokyBaHb (lock, Mutex, Semaphore), 1m0 CYTTE€BO YIOBUIBHIOE

BUKOHAHHS 4epe3 MocTiiiHe nepemMukanHs KoHTekcty (Context Switching) Ha piBHI
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anpa onepainiiHoi cucremu. llle ripme Te, 1m0 HenpaBuiIbHE BUKOPUCTAHHS TaKUX
IPUMITHBIB CHHXPOHI3allii 4acTO MPU3BOIUTH N0 (paTaqpbHUX B3a€EMHUX OJOKYBaHb
(Deadlocks), sxi Ham3BHUailHO Ba)KKO BIATBOPUTH Ta BLAJIATOAUTH B JUHAMIYHOMY
IrPOBOMY CEpEIOBHILII.

HaTtomicTh sik 6e3aIbTepHATUBHUIM Ta HAHOUIBII 1HKEHEPHO JOLUUIBHUN METO.
Oyno oopano inTerpanio C# Job System y kom6inanii 3 Burst Compiler. et meTon
KOHIIENTYyalbHO Bifpi3HsAeThcs Big TPL: BiH mpaitoe Ha piBHI KOPHCTYBAIbKOTO
IPOCTOPY 3a MPUHIMIIOM Yepru BUKpajeHHs 3aBiaHb (Work—stealing queue) Oe3
BUKOPUCTaHHA Tpamuiiinux OnokyBanb (Lock—free). [lnanyBanpHuK Job System
cTBOpIOE (hikcoBaHuit mys1 podounx motokiB (Worker Threads), KiJIbKICTh IKUX CYyBOPO
JIOPIBHIOE KITBKOCTI amapaTHUX JIOTIYHUX SJEp Mpoliecopa MIHYC OJHE PO JUIs
oTepalliifHoi CUCTeMH. SIKII0 OJIHE SAPO 3aKIHUYE CBOIO MOPII0 OOYKCICHb PaHillle,
BOHO HE NEPEXOIUTh Y PEKUM OUIKYBAaHHSA, a aBTOMAaTUYHO «BUKPAZA€» 3aJTHIIKU
MacCHBY JIaHUX y OLIBII 3aBAaHTAXEHOTO si/Ipa, 3a0e3Meuyoun i1eaibHe, 0e3nepepBHe
OanmancyBaHHs HaBaHTaxeHHs. lllo me BaxnmBime, 1 cUcTeMa BUKOPHUCTOBYE
CTATUYHUN aHaJ13 KOAY JUIsl 3aro0iraHHs CTaHy TOHUTBU III€ HA €Tari KOMITLJISLIIL.
Pymiiit mpocto BHIAcTh MOMUIKY 1 HE JO3BOJIMTH CKOMIILTIOBATH MPOEKT, SIKIIO
BUSIBHTH, IO JBAa PI3HUX MOTOKH MOXYTh MOTEHLIHHO OJHOYACHO CHpOOyBaTu
3amucaTy JaHi B OJIHY i Ty caMmy KOMIpKY HaTuBHOI mam’sTi (NativeArray), ycyBaro4u
[UTANA KJIaC KPUTUYHUX TTOMUJIOK Tapanenizmy [9].

Buxopucranns kommuisitopa Burst € KpyTHUHUM, HEB1JI'€EMHUM JOTIOBHEHHSIM
no Job System. Ockiibku CTpPYKTYypu 3aBAaHb (Jobs) omnepyroTh BHUKIIOYHO
HekepoBaHuMU JaHuMu (Value types) 1 He MICTATh BKa3IBHUKIB Ha OO’ €KTH B
kepoBaHiii kymi (Reference types), komminstop Burst Mmoxke Oe3nedHo irHopyBatu
CKIaJHy TIpo0ieMy HakJagaHHs Bka3iBHUKIB (Pointer aliasing), sika 3a3Buuaii 3aBakae
ontumizauii koxy Moo C/CH++. ba3yrouuce Ha 1HIyCTpianbHIA 1HOPACTPYKTYpl
LLVM, Burst 3maten 31iiiCHIOBaTH HaJA3BUYAWHO arpeCHBHE PO3TOPTAHHS ITUKIIIB
(Loop Unrolling) Ta aBTOMaTH4YHYy BEKTOpHU3allif0 Kojay. BiH mepeTrBoproe 3BUYAlHI
ckajsipHl mMatemaTuyHi onepanii Ha SIMD-incTpykuii (Single Instruction, Multiple

Data), Taki six SSE4 a6o AVX2, crieniudiuHo A1 NUTLOBOT apXiTEKTypH MpoIecopa
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rpaBiis (x64, ARM64 tomno). 3apasku SIMD nporiecop Moxe 3a 01MH MalllMHHUI TaKT
po3paxyBaTH IUCTAHINI0 HE JJIsi OJHOTO BOpora, a Biapasy mist 4 abo 8 Boporis
OJTHOYACHO, CTIaKyBaBILIY 1XH1 KOOPAUHATH B OJAMH MUPOKHii perictp. Kpim Toro, Burst
3MyIIIye€ PO3POOHHMKA CTPYKTypyBaTH JaHl JIHIMHO B MmaMm’sTi, 10 3abe3nedye
MaKCcUMaJbHy €(peKTHBHICTh BUKOpHUCTaHHs mporecopHux kems (L1, L2, L3) 3a
PaxyHOK MpOCTOpoBoi JokaidbHOCTI nanux (Data Locality). 3aranom, 1ie mprucKoproe
BUKOHAHHS CKJIQJHUX MaTeMaTHuHuX omnepamii y 5-10 pa3iB mopiBHAHO 3i
CTaHJ@PTHUMHU KoMIiasiTopamMu Mono a6o IL2CPP [10].

KpiM onrtuMizaliii mpouiecopHOro 4acy Jjsi MaTeMaTUKHU, HE MEHII Ba)JIMBOIO
1HKEHEPHOIO MPo0JIeMor0 € BUOIp anroputMmy npoctopoBoi Hapiramii (Pathfinding).
[tyynuit 1aTenexktr y PvE-rpi Bumarae perepMiHOBaHOiI Ta MIBHAKOI POOOTH
QITOPUTMIB, 1100 BOPOTHM MOTJIM JUHAMIYHO OOXOJMUTHU CTIHM, TMPIPBU Ta 1HIII
NEPENIKO/IN, 3HAXOATYM HAHKOPOTILMI a00 TAKTUYHO HAUBUTAHIIIMM IIUTAX JO IPaBLA.
Cepen KJIIaCHYHUX METO/I1B PO3TIISIATNCS XBUIIbOBUH anroput™ (Anroputm JlelkcTpn)
Ta CiIMEHCTBO anroputmiB A* (A—star), mo 6a3zyeTbest Ha po3ouTTi 3D-MIpocTOopy HA
IpiOHY BOKCEIbHY a00 IUIOCKY KIITUHHY ciTKy (Grid-based A*) 3 BHUKOpuCTaHHAM
eBpucTUKU MaHnxeTTeHChKoi Bijctani [11]. Peamizamisi HaBiramii Ha peryJspHId
KJITHHHINA citii Oyna pimryde Binxuiena. [Ipu macmtabyBanHi BigkpuToi 3D-kapTtu
KUIBKICTB BY3J11B TaKOT0 rpada 3pocTae eKCIOHEHINNHO (HApUKiIaa, KapTa po3MipoM
1000x1000 MeTpiB 3 KPOKOM CITKH y 1 METp CTBOPUTH rpad 13 MOHAJ MUTbHOHA BY3JIIB).
Po3paxyHOK MapuipyTiB JUisi COTEHb BOpPOTIB HAa TakOMy MacuMBHOMY TIpadi 3a
JOTIOMOTO10 A* HEMUHYYE TIPU3BE/IE /10 BUUEPIIAHHS JIIMITIB ONIEpaTUBHOT T1aM STl Ta
KPUTUYHUX 3aTPUMOK (CHaiikiB) Ha OCHOBHOMY MOTOLI MPOLECOpPa, OCKIIbKU
aJITOpUTM OyJie 3MyILIEHUH repedupaT TUCSY1 CYCiIHIX BY3JIiB AJIs TOOYTI0BU OJHOTO
MapIpyTy.

JIJist eneranTHOro Ta €(peKTUBHOTO BHUPIIIEHHS L[LOTO 3aB/IaHHS 00paHO METOJ
Hasiraiiinoi citku (Navigation Mesh — NavMesh), BOynoBanwmii B apxitekTypy Unity.
MaremaTtuuna cytb NavMesh nossirae B etarni nonepeanboro oduucienus (Baking).
[1ix yac 3aBaHTa)k€HHS a00 KOMITUIALIT CIIEHU BECh MTPOX1THUM POCTIP aHATI3Y€EThCS

1 ONUCYETHCS HE MACHBOM 3 MIJBHOHIB PIBHOMIPHHX TIKCENiB, a MIHIMaJIbHO



27

MO>KJIMBOIO KUTBKICTIO BeJIMYE3HUX onykianx OaratokyTHukiB (Convex Polygons). [s
TOMOJOTIYHAa MOJeNb (OPMYETHCSI 3a JOMOMOTOI0 alNTOPUTMIB BOKcemizamii 3
noxanbinoro Tpianrysiieto Jlenone (Delaunay triangulation). YHikanpHa BIaCTHUBICT
OMYKJIOr0 0araToOKyTHUKA TOJISTae€ B TOMY, 10 Oy/ab-sIKl Bl TOYKU BCEPEAUHI HHOTO
TapaHTOBAHO 3’ €IHYIOTHCSA MPSAMOIO JIIHIEIO, MO HE NMEPETHHAE CTIH YW TEPEIIKOI.
3aBIsSKU ILOMY aIrOpUTM A* BUKOHY€ETHCS JIUIIIE MO LIEHTpaxX rpaHei MUX MOMITroHiB,
PO3IIIsAAI0YH KOXKEH MOJITOH SK €AMHUIA By30:1. Lle 3MeHirye po3mipHicTh rpada ams
NOLIYKYy MLUISXYy Ha KiJIbKa HOPSAAKIB, meperBoproroun 3aBaands 3 O(N?) nHa
obuucoBasibHO npuiiHsaTHE [12]. Ha mogady a0 1poro, s 3armo0iraHds BizyaibHO
HENPUUHATHINA CUTYyallii, KOJH COTHI BOPOTIB 3JIMBAIOTHCS B OJHY TOUKY Ha KapTi Mpu
MepeciIilyBaHHl TpaBlisi, BUKOPUCTOBYETHCS aJNTOPUTM JIOKAIBHOTO JHUHAMIYHOTO
YHUKHEHHsSI 3ITKHEHb Ha 0a3l KOHIIeMIii «mBUAKICHUX Tnepemkoa» (Reciprocal
Velocity Obstacles — RVO). lleli anropuT™m, I1HKANCyJhOBaHUH y KOMIIOHCHT
NavMeshAgent, (puc. 2.5) anaimizye BEKTOpPH IIBUIKOCTI CYCIJIHIX areHTiB Ta
3aBYACHO KOPHUTYE TXHI TPAEKTOPIi, JO3BOJISIFOYN HATOBITY BOPOTiB OpraHIYHO OTHHATH

OJIMH OJTHOTO, IMITYIOYH pEaNTiCTUYHY MOBEAIHKY 3rpai.

Heualth: 100

Pucynok 2.5 — Po6ora cucremu NavMesh y rpi

Haperuri, 1151 Bi3yanbHOTO BiJIOOpakK€HHS CTaHIB IITYYHOT'O 1HTEJIEKTY BOPOTIB

T0OTO 3a0e3meueHHs 0€310BHOIO epeXo Iy Bl aHIMallii IPOCTOro NaTPyJIIOBaHHS 10
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nepeciiayBaHHs, yaapy 4d NaJiHHSA IPU CMEPTI - OyJi0 00paHO METO/ 3MIITyBaHHS HA
OCHOBI IpadiB CTaHiB, IKUI MOBHOIIIHHO peani3yeThes iHCTpyMeHToM Unity Animator
(Mecanim). 3aMicTh KOpPCTKOT0, MPOIEAYPHOrO Ta HEE(PEKTUBHOIO KOJyBaHHS
BIITBOPEHHS KJIIMIB Yepe3 3acTapisii KOMIOHEHTH (Hampukiaa, Animation.Play()),
cucrtemMa Mecanim J103BOJISIE apXITEKTOPY MTOBHICTIO 1HKAIICYJIFOBATH Bi3yalbHY JOTIKY
y Buril rpada kinuneroro apromara (State Machine) [4]. ¥V mboMy BizyallbHOMY
rpadi By3JIM MPECTaBISAIOTh KOHKPETHI aHIMAIliiHI KIiMU abo JepeBa 3MIITyBaHHS
(Blend Trees), a opieHTOBaHI pedpa — KOpcTKi yMOBHU mepexoay (Transitions), 110
onucyoThcsi Habopom TpurepiB (Triggers) Ta mnapametpiB (Float/Bool). s
MaKCUMAaJIbHOI ~ OonTuUMI3allii JocTymy J0 uux mnapametpiB 3 C#  xomy
BUKOPHUCTOBYIOTHCS MOMEPEIHBO XEIIOBaHI1 IijouncenbHi i1eHTudikaropu (Hash IDs)
3aMICTh OBUIHHOTO MOIIYKY 32 PAJIKOBUMH iMeHaMu (Strings).

Ileit rpadoBuil MeTON Hajae Kiabka O€33alepeuHrX apXiTEKTYpHUX MepeBar.
[To-niepiie, BiH 3a0e3meuye miaBHe MaTemMaTuyHe 3MitryBadHs (Blending) kinematuku
MDK CTaHaMH: aJTrOpUTM pyIlis aBTOMAaTHYHO BHUKOHYE CHEepUUHYy JIHIHHY
iHTepnosnito (Quaternion Slerp) moBOpoTiB Cyr00iB KICTOK ckeneTa 3D-moent Mixk
JBOMa PI3HMMH aHIMalisIMH Mijg 4yac nepexony. Lle MOoBHICTIO ycyBae HENmpHUpOJHI
«pUBKW» (snapping) Mo eIl IpH Pi3Kiit 3MiHI BekTopa pyxy. [lo-apyre, BiH miaTpumye
OararomapoBicTh (Animation Layers) Ta macku aBaTtapiB (Avatar Masks), 1o
JI03BOJISIE€, HAMPUKIIAJA, MporpaBaTd aHIMalil OIry JWIlIe i HIr, OJHOYAacHO
BIJITBOPIOIOYM aHIMAIll0 CTpUIbOM abo ynmapy mns topca (puc. 2.6). Ilo-tperte, BiH
JO3BOJISIE TOYHO CHUHXPOHI3YBaTHM MaTeMaTU4HY JIOTIKY Tpu 3 TIpadiyHOIo
pernpe3eHTali€l0 Ha eKpaHi. 3aBAsSKA MexaHi3My nojiid aHiMmaiii (Animation Events)
pecypcoMicTKui po3paxyHok HaHeceHHs mmkoau (Damage Calculation) Ta mepeBipka
XITOOKCIB BUKJIMKAETHCSI HE aOCTPaKTHO 3a TaMEPOM y CKPHITI, a TOYHO B TOH
€IMHUN KaJp, KOJW MOJIrOHU 30poi BOpora BI3yaJIbHO TOPKAIOThCSA KOJUIaijaepa

rpaBiis. [{e € KpUTHYHO BaKJIMBOXO BUMOTOIO JUTsl 3a0€3MEYeHHS 3BOPOTHOTO 3B’ SI3KY
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(Feedback), gecnocti irpoBoro mporecy (Fair Play) Ta moOyaosu Haziitnoro Data—

Driven nu3aiiHy CHUCTEMH.

Pucynok 2.6 — HanamtyBaHHs aHIMalliii BOPOTIB

[TincymoByroum, 0OpaHuii B pe3yIbTaTi aHANI3y KOMIUIEKC 1HCTPYMEHTAIbHUX
3ac001B, METO/IIB Ta aJITOPUTMIB YTBOPIOE MOTY>KHY CHHEPTETUYHY TEXHOJIOTTYHY 0a3zy.
Pymiit Unity Engine BucTynae sik HajiiiiHe TEXHOJIOT1YHE SAPO, cucteMa Job System 13
HaTUBHUM KommiistopoM Burst Compiler 3a0e3neuye Ge3nedHy BHUCOKOIIBUIKICHY
00poOKy MacuBiB JaHuX, Tomosioriydi rpadu NavMesh MiHIMI3yIOTh BUTpaTH Ha
IIPOCTOPOBY HaBiraiuiro, a rpagoBa cucreMa Mecanim Bi3yalli3ye CTaHU aBToMara 0e3
HABaHTAXXEHHS HAa OCHOBHMM TOTIK JIOTIKM. Takuil TEXHOJOTIYHUN CTEK MOBHICTIO
BI/IMOBIZIa€ TIOCTAaBJICHUM BHUMOTaM 1 € ONTHMAJbHHM BHOOPOM ISl PO3B’S3aHHS
CKJIAJTHOTO 1H)XEHEPHOTO 3aBJIaHHS PO3POOKH MAacCIITa0OBaHOI, BUCOKOHABAHTAXKEHOT

riopusHoi apxitektypu 3D-rpu (puc. 2.7).

Health: 100

-

Pucynok 2.7 — Intepdelic kopucTyBaya i1 yac rpu
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PO3/IL1 3
PO3POBKA TA IIPAKTUYHA PEAJIBALISA TPOTPAMHOIO
MPOJIYKTY

3.1 llpakTH4yHa peanizanis 00’€KTa NPOEKTYBaAHHS

[licnst 3aBepllieHHs €Tamy MPOEKTYBaHHS MPOrpamMHOro 3abe3neueHHs Oyio
posnoyaro npaktuyHy peanizamio 3D PvE-rpu B cepenoBunii Unity. OCHOBHOIO
METOI0 JAHOTO €TaIy CTajl0 CTBOPEHHS CTa01ILHOTO INPOBOT0 3aCTOCYHKY 3 0230BUMU
PvE—mexanikamu, peanizaiieto CHCTEMH BOPOTIB, B3a€EMOii 3 TpaBIEeM Ta
ONTUMI3AIl€0 pOOOTH TPH MPH BENUKIM KITBKOCTI 00’ €KTIB Ha CIICHI.

VY mporeci peanizaiii BukopuctoByBaBcsa pymiii Unity 2022.3.21f1 ta moBa
nporpamyBaHHs C#. Po3pobka BukonyBanacs y cepenonuii Visual Studio. Ctpykrypa
MPOEKTy Oyjia OpraHizoBaHa TaKWUM 4YHHOM, MO0 yCi OCHOBHI CHCTEMH TpH
3HAXOJIMJIMCS. B OKPEMHUX CKPHUITAX, IO 3HAYHO CIPOILY€E MIATPUMKY Ta IMOJAAJbIIE
PO3MIUPEHHS PYHKIIIOHATY.

Ha nouyarkoBomy etamni OyJi0 CTBOPEHO ITPOBY CLEHY, SIKA MICTUTh OCHOBHE
OTOYEHHS, TPaBILs, BOPOTiB Ta €JIEMEHTH 1HTepdeiicy kopucTyBaua. [[ns moOynoBu
PIBHSI BUKOPUCTOBYBaJMCs TOTOB1 3D-Mmozeni Ta 6e3komToBHi pecypeu 3 Unity Asset
Store. Takox Oynu HamamTOBaHI OCBITICHHS CLIEHH, MaTepianu Ta 0a30Bi Bi3yalbHi

edextu (puc. 3.1).

Pucynoxk 3.1 — 3aranbHuii BUTIIS ITPOBOI CLICHU
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OnHi€r0 3 OCHOBHUX YaCTHH MPOEKTY € cUCTeMa BOporiB. J[Jis peanizaliii BOporis
BUKOPHCTOBYBAIMCS OKPEMI CKpPHUIITH, SIK1 BIAMOBIIAIOTH 32 PYyX, aTaKy, OTPUMaHHs
mKoau Ta 3MiHy ctaHiB. Koxken Bopor mictuth komroHeHT NavMeshAgent, mio
JI03BOJISIE aBTOMATUIHO TIEPECyBATHUCS JI0 TPABILI Ta 00XOIUTH TIEPEIITKOIH.

Jlorika moBemiHKU Bopora peajizoBana y ckpunti Enemy.cs (itict. 3.1). JlaHuii ckpunt
BiJITIOBiTa€ 3a CHUCTEMY 3JI0pPOB’Sl BOpOTa, OTPUMAaHHS IIKOJH, 3aIlyCK aHiMaIlii Ta

3MiHY CTaHy MICJIsSI CMEPTI.

Jlictunr 3.1 — @parMeHT KOy CUCTEMH 3J10POB’ sl BOpora

[SerializeField] private int HP = 100;

public void TakeDamage(int damageAmount) {

HP -= damageAmount;

if (HP <= 0){

int randomValue = Random.Range(©@, 2);

if (randomValue == 0){
animator.SetTrigger(«DIE1»); }

else {

animator.SetTrigger(«DIE2»); }

isDead = true;
SoundManager.Instance.zombieChannel2.PlayOneShot(SoundManager.Instance.zo
mbieDeath); } else {

animator.SetTrigger («DAMAGE»);
SoundManager.Instance.zombieChannel2.PlayOneShot (
SoundManager.Instance.zombieHurt); }

}

KiHelp JicTuHry 3.1

VY nanomy (pparMeHTi KoJly peasii3oBaHO MEXaHIKy OTPUMaHHS IIIKOU BOPOTOM.
[Ipu 3MeHIIeHH] KUTBKOCTI 30POB’ ST 10 HYJISI 3aIly CKA€ETHCS OJTHA 3 aHIMAIllil CMepTI Ta
BIJITBOPIOETHCS BIATIOBIAHMM 3BYKOBHM edeKT. SKimo Bopor Ie Mae 3J0poB’s,
3aIyCKa€ThCs aHIMAIlisi OTPUMAaHHSI IIIKOJIH.

Jlyist mepecyBaHHsI BOPOTiB BUKOPUCTOBYEThCs cucTema NavMesh (puc. 3.2).
[Ticns 3amycky TpuM BOpPOT aBTOMATHYHO BH3HAYA€E TIO3UIIIIO TPaBISI Ta IMOYHMHAE
pyXaTucs y Moro HampsMKy. SIKIo M rpaBIieM 1 BOPOTOM € MEPEIIKOI, CUCTeMa

aBTOMATUYHO OyJy€e ONTUMAaIbHUI MapIIpyT.
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Health: 100

Pucynox 3.2 — IlepecyBanHns BoporiB 3a goromororo NavMesh

OkpeMmy ponb y poOOTI Tpu Bimirpae cucrema animariii. Jlas 1mworo
BUKOPUCTOBYBABCSI KOMIIOHEHT Animator Tta cucrema Animation Controller. byio
peai3oBaHO MEPEXOaU MK aHIMAIisIMU PyXy, aTakh, OTPUMaHHS IIKOAU Ta CMEPTI
BOPOTIB.

[ToBeniHka BOpOTIB MiJl Yac aTakyd peasli3oBaHa 4epe3 OKPEMHIl CKPUIIT CTaHy

ataku (JicT. 3.2).

Jlictunr 3.2 — @parMeHT KoAy CUCTEMH aTaku BOpora

override public void OnStateUpdate(Animator animator, AnimatorStateInfo
stateInfo, int layerIndex) {

if (SoundManager.Instance.zombieChannel.isPlaying == false) {
SoundManager.Instance.zombieChannel.PlayOneShot(
SoundManager.Instance.zombieAttack); }

LookAtPlayer();

float distanceFromPlayer = Vector3.Distance(

player.position,

animator.transform.position);

if (distanceFromPlayer > stopAttackingDistance) {
animator.SetBool(«isAttacking», false); } }

private void LookAtPlayer() {

Vector3 direction = player.position - agent.transform.position;
agent.transform.rotation = Quaternion.LookRotation(direction);
var yRotation = agent.transform.eulerAngles.y;
agent.transform.rotation = Quaternion.Euler(@, yRotation, 0);

}

KIHEI[b JIICTHHTY 3.2



33

Jlanuii parMeHT Koy BUKOHYE MIEPEBIPKY AUCTAHIIIT M1>K TpaBIIEM Ta BOPOTOM.
Axmo TpaBenb BIIJANAETHCS HA TIEBHY BIJACTaHb, BOPOT TPHUIHHIE aTaKy Ta
MOBEPTAETHCS JI0 TIEPECITiTyBaHHS.

JIsist cTBOpEeHHST OUIbII peaiCTUYHOI MOBEAIHKU BOPOTIB BUKOPHUCTOBYBAjacs

(GyHKIIiS TOBOPOTY MEPCOHAXa y CTOPOHY rpasi (JiicT. 3.3).

Jlictunr 3.3 — @parMeHT Koy MOBOPOTY BOpOTra J10 TpaBLIs

private void LookAtPlayer()

{

Vector3 direction = player.position - agent.transform.position;
agent.transform.rotation = Quaternion.LookRotation(direction);
var yRotation = agent.transform.eulerAngles.y;
agent.transform.rotation = Quaternion.Euler(®, yRotation, 0);

}

KiHEllb JIICTUHTY 3.3

Y maHomy KO peanxi3oBaHO aBTOMAaTHYHUI MTOBOPOT BOPOTa Yy CTOPOHY TPaBIIs
nig dac ataku (puc. 3.3). lle mo3Bomsie 3poOWTH TMOBEIIHKY MEPCOHAXIB OB

MIPUPOTHOIO.

Pucynok 3.3 — AHimarlisi aTaku Bopora

VY mporeci peamizanii Takoxk Oyja CTBOpeHa cucTeMa 3BYKiB. J[jig 1boro

BUKOPHUCTOBYBaBcs oOkpemuii SoundManager, skuil BiANOBiJa€ 3a BiATBOPEHHS
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3ByKOBUX €(eKTiB. Y Tpl peasli3oBaHO 3BYKH aTakh, OTPUMAHHS IIKOJU, CMEPTI
BOPOTIB Ta 1HII €PEeKTH.

Jiist B3aemotii TpaBIs 31 30po€ro OYII0 CTBOPEHO CHCTEMY CTPUTHOU (puc. 3.4).
[Tpu HaTHCKaHHI KHOTIKM MUIIII BUKOHYETHCS TIEpEBipKa MOMa aHHs 110 BOPOTY, MiCIIs

YOr0 BUKJIUKAETHCSA (DYHKIIISE OTPUMAHHS IIKOIH.

Health: 80 Wave: 1

Pucynok 3.4 — B3aemonis rpaBiis 31 30po€ro

Jlnst 3a0e3nedeHHs cTaOUIbHOI poOOTHM TpH OCOONMBA yBara MNpUILISIACS
MpOrpaMHiil Ta aJIrOPUTMIYHIN omnTuMizalii. Bylo CyTTe€BO 3MEHIIEHO KUIBKICTh
3aiiBux  BUKIWKIB ~ MetoniB  Update() mumisixom  JejeryBaHHs  OOYMCIICHb
[EHTPAII30BaHUM MEHEKepaM, ONTHUMI30BAHO JIOTIKY TMEPEBIPOK MPOCTOPOBOL
JUCTaHIIi (IUISIXOM MOBHOT BIJIMOBH B1Jl pECYPCOMICTKOTO AOOYBaHHS KBaJIpaTHOIO
KOpEHS Ha KOpPUCTh MAaTEMaTUYHOIO TMOPIBHSHHA KBAaApAaTIB BEKTOPIB uepe3
sqrMagnitude) Ta MiHIMI30BaHO KUTBKICTh HETIOTPIOHUX OOYMCIIEHB JJIsi 00'€KTIB, 1110
nepeOyBarOTh 1032 JIHIEI0 BUAUMOCTI IpaBlisl. TakoX y MPOEKTI BAKOPUCTOBYBAIUCS
ONTUMI30BaHI rpadoBi cTaHH aHIMAIIK Ta eEeKTHBHA MPOCTOPOBA OOpPOOKa JKEpE
3BYKOBHX e(pekTiB 3aTyxanHs. [1i1 yac TecTyBaHHs IPOAYKTHUBHOCTI 13 3aCTOCYBAHHSIM
BOynoBaHoro iHcTpyMeHTtapito Unity Profiler ta Frame Debugger 6yno nposeaeHo
Cepilo CTPEC-TECTIB pOOOTH TPHU NP IHTCHCUBHOMY Ta JJABUHOTIOIIOHOMY 301JIbIIIEHH1

KUIBKOCTI BOPOTiB Ha ciieH1 (puc. 3.5). Y pesynbrari npoduitoBaHHs 0yiI0 JOCTOBIPHO
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BCTAHOBJICHO, 110 3aBJASKH 3aCTOCYBAHHIO TIOPUAHOTO MIAXOAY 0 apXITEKTypH Ta
YCYHEHHIO MIKpPO3aBHUCaHb («CTaiKiB») BiJ 30UpaHHS CMITTS, Tpa MpaIfioe cTabiIbHO
Ta HaaiiHO 30epirae TUIaBHUM 1 JoctaTHi piBeHb FPS HaBiTh mpu mikoBHX

HAaBAaHTAKEHHSX HAa IEHTPAIBHUN MPOLIECOP.

Health: 50

Pucynox 3.5 — TectyBaHHsI MPOAYKTUBHOCTI TPU

OxkpiMm peamizamii OCHOBHHX ITPOBHX MEXaHIK Ta ONTHUMI3allii MOTOYHOTO
00'€KTHO-OPIEHTOBAHOTO MIJIXOMy, Y Mporeci podoTu OyJio MPOBENCHO TIIHOOKUN
TEOPETUYHUI Ta apXiTeKTypHUI aHami3 cydacHux Data—Oriented TexHOmOTIH, 30KpemMa
creka ECS/DOTS, cuctemun OaratonorokoBux obOuucieHb C# Job System Ta
HaTuBHOTO Komriyaropa Burst Compiler. Jlani TeXHOMOTIT JO3BOJISIIOTH PaUKAIBHO
NIJBUIIUTH TMPOJYKTUBHICTh Tpoliecopa NOpH poOOTI 3 BEJIUKOK KUIBKICTIO
OJIHOTUITHUX O0’€KTIB 3a paxyHOK e(EeKTHUBHOTO JIIHIHHOTO BHKOPUCTAHHS KEIll-
nam'siti  (ycynenHs Cache Misses) Ta aBroMmarnuHoi SIMD-ektopu3zaiii
MaTeMaTUYHUX 1HCTpyKUid. He3Baxkarounm Ha Te, I0 HA JAHOMY €Tall B IMPOEKTI
BUKOPHUCTOBYETbCSI KJIACMYHUM miAxig Ha ©6a31 kommoHeHTiB MonoBehaviour,
OTpHUMaHI TIiJ1 9Yac JAOCIIPKEHHsI 3HaHHS MalOTh BUCOKY MTPAKTUYHY IIHHICTh 1 MOXKYTh
OyTH BUKOPHUCTaHI JUIsl IOJAIBIIIOT ONTUMI3AII] TPU Y Maiil0y THHOMY.

Takox mij yac po3poOku OyJI0 3aCTOCOBAHO MPUHITUI c1a0KOi 3B's13HOCTI (Low
Coupling), 1110 103BONMIO OpraHi3yBaTH CTPYKTYpPY MPOEKTY TaKUM YHUHOM, 1100 Y

MalOyTHROMY MO>KHA OYyJI0 JIETKO J0JaBaTH HOBI PiBHI, TUIIX BOPOTiB, 30pOI0 Ta 1HIII
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irpoBi MexaHiku. BukopucranHs mnatepHy Object Pool Ta nenTpanizoBaHux
MmeHekepiB (Singleton) Bxe 3apa3z dopmye HamiMHUN (yHIAMEHT IS MOCTYIOBOI
Mirpamii Bakkux obunciienb y cepenosumie DOTS (puc. 3.6). Lle no3Bossie THy4KO
MacITadyBaTH MPOEKT Ta 301IbIITYBATH IIUIBHICT BOPOTIB HA CIIeH1 0€3 HE0OX1JHOCTI

MTOBHOTO TIEPENUCYBAHHS ICHYIOYOTO MIPOTPaMHOTO KOy 0a3u TpH.

=@ Assets

QuickOutli...

]
]
]
]
]
]
]
]
]
]
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]
]
]
]
]
]
]
]
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]
]

Pucynok 3.6 — Ctpykrypa npoekty B Unity

TakuMm 4MHOM, y MpOLECI MPaKTUYHOI peanizallii O0yJ0 CTBOPEHO MOBHOLIIHHY
3D PvE—rpy 3 06a3oBMMH MexaHIKaMHd B3a€MOJIi TpaBligd Ta BOpOriB. byro
peani3oBaHO CHUCTEMY TIEpPEeCyBaHHS, aTaKy, OTPUMAHHS IIKOAM, aHIMaIlli, 3ByKOBUN
CYNpOBIJ Ta KOPUCTYBaLbKUI 1HTEepdeic. 3aBAsKu MpaBUJIbHINA opraHizailii Koay Ta
BUKOPHUCTAaHHIO BOyAOBaHHMX MoxiauBocTed Unity Baanmocs 3abe3neunTd CTaOUIbHY

poOOTY IpH Ta MOXKJIMBICTh TIOJIATIBIIIOTO PO3BUTKY MPOEKTY.
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3.2 TecTtyBaHHS TAa HAJIArO/KeHHS iHPOPMALIHHO-KOMIT’ IOTEPHOI CHCTEMH

[Ticast 3aBepIIeHHS OCHOBHOTO €Taly pPO3pOOKH MPOrpaMHOro 3abe3nedeHHs
BKJIMBUM KPOKOM CTaJIO IIPOBEJICHHS TECTYBAHHS Ta HaJIAaroKeHHs iHdopmMarliitHo-
KOMIT 10TepHO1 cucTemMu. [laHuii eTam M03BOJIsiE TMEPEBIPUTH CTAOUIBHICTH pOOOTH
nporpaMu, 3HAMTH TOMHUIKA Yy (QYHKIIOHYBaHHI OKPEMHX CHUCTEM Ta OLIHUTH
MIPOAYKTUBHICTh TPU MPU PI3HOMY HaBaHTa)KCHHI.

OCHOBHOIO METOIO TeCTyBaHHS Oyyio 3abe3medeHHs CTabiapbHOI POOOTH
3D PvE-rpu, nepeBipka KOpPEKTHOCTI pOOOTH OCHOBHUX MEXaHIK, a TaKOX OIlIHKa
IPOJYKTUBHOCTI TPU MpPHU BEIMKIA KUIBKOCTI BOpOTriB Ha cieHi. OcobnuBa yBara
NPUALIATIACA CUCTEMI PyXy BOPOTIB, MEXaHIll aTakh, poOOTI aHIMallli Ta 3arajbH1i
crabiibHOCTI FPS.

TectyBanns npoBoawiiocs y cepenonuiili Unity 2022.3.21f1 13 BUkopucTaHHsIM
BOynoBanux iHcTpymeHTiB Unity, 30kpema Stats Ta Console. [Ins mnepeBipku
IPOAYKTHBHOCTI BHUKOPUCTOBYBaBCsl MoOKa3HUK FPS, skuili no3Boisie ouiHUTH
IJIaBHICTh POOOTH I'PU Ta HABAHTAKEHHS HA CUCTEMY.

TecTyBaHHs Tpu BUKOHYBAJOCS Ha MEPCOHATBLHOMY KOMIT IOTEpPl 3 TaKHUMHU
XapaKTePUCTUKAMHU:

— npoiuecop Intel Core 15-12450H;

BimeokapTa NVIDIA GeForce RTX 3050;

— omneparuBHa nam’ Ath 16 I'b;

omneparriiina cucrema Windows 11.

[lepmiM eTamoM TECTyBaHHSI cTaja MEpEBIpKa 3alyCKy TPH Ta KOPEKTHOCTI
3aBaHTXEHHS CIleHU. byno mepeBipeHO poOOTy TOJIOBHOTO MEHIO, 3aBaHTa)KCHHS
IrpoBoi clieHu Ta poOoTy iHTepdelicy kopucTyBaua. Y pe3ylbTaTi TeCTyBaHHS OyJ0
BCTAHOBJIEHO, IO BCI OCHOBHI €JIEMEHTH I1HTep(eiCcy MpaiioTh MNPABUIBHO Ta

BiIoOpakaroThCs 0€3 MoMmIIOK (puc. 3.7).
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Statistics

Audio:

Level: -18.7 dB DSP loa
Clipping: 0.0% Stream |

Graphics: 448.8 FPS (2.2ms)
CPU: main 2.2ms render thread 0.2ms
Batches: 5 Saved by batching: 0
Tris: 1.9k Verts: 5.7k
Screen: 1405x684 - 11.0 MB
SetPass calls: 4 Shadow casters: 0
Visible skinned meshes: 0
Animation components playing: 0
Animator components playing: O

Pucynox 3.7 — I'ojioBHE MEHIO I'pH MiJ Yac TECTyBaHHS

Hactynmaum eTtamom crajna mepeBipka CHCTeMH KepyBaHHs rpaBieM. [lig gac
TECTyBaHHS MEPEBIPSIOC:

— TEpEeMIIIECHHS IEPCOHAXa;

— o0epTaHHS KaMepHu;

— B3aeMOJis 31 30poe€ro;

— CTpibOa;

— peaxIlisl Ha HAaTUCKaHHSI KJIaBiIIl.

Y mporeci TectyBaHHS OyJO BCTaHOBIEHO, IO CHUCTEMa KEepyBaHHS MPaIliOe
CTaOlIbHO Ta HE BHUKJIMKAE 3aTPUMOK Tl 4ac Tpu. Takox Oylo MepeBipeHo
MPaBUJIBHICTH POOOTH KOJII31H Ta B3a€EMO/IT MEpCOHAka 3 ITPOBUMH 00’ €KTaMHU.

OxkpeMy yBary OyJi0 NPUIIEHO TECTYBaHHIO CUCTEMH BOporiB. [[ns mporo Ha
CIIEH1 OJTHOYACHO PO3MIIIyBaiacs pi3Ha KUTbKICTh BOPOTIB, MICIS YOTO MepeBipsIacs

iX TIOBE/IIHKA Ta HABaHTAXXEHHs Ha cucteMy. byno mporecToBaHo:

nepecyBaHHs BOPOTiB;

— TIEpeCIIiTyBaHHS TPaBIIs;

— TEpEeBIpPKY IMUCTaHIIIi;

— CHCTEMY aTaKH;

— CHCTEMY OTPUMAHHS UIKOJH;

— aHiMaIli cMepTi.
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Pucynox 3.8 — TectyBaHHS cCTEMH BOPOTiB

Jlnsa 3a0e3mneueHHst cTallIbHOI Ta TUIABHOT pOOOTH TPH, OCOOJIMBO B yMOBax
IHTEHCHBHOTO eKITH-TerMIuIetro (puc. 3.8), OesmpeleieHTHA yBara MPUILTLIACS
KOMILJIEKCHIM IpOrpaMHiil Ta aNropuTMIvHIN onTuMi3zalii. Y mporeci po3poOku 0ysio
BUSIBJIICHO, IO CTaHmapTHUW minxig Unity cTBOproe HaaMipHE HaBaHTaXEHHS Ha
ocHoBHu#M moTik (Main Thread). Tomy Oyyio CyTTEBO 3MEHIIEHO KUIBKICTh 3alBHX
BukHKiB MeToay Update() 1u1st KOsKHOT OKpeMOi CyTHOCTI. 3aMiCTh IIOTO JIOTIKY OYJI0
IIEHTPATI30BaHO B MEHEDKEPax, Ki OHOBJIIOIOTh CTaHW BOpOTiB makeTHO (Batching).
OnTUMI30BaHO JIOTIKY MEPEBIPOK MPOCTOPOBOI AUCTAHIIIT: aJTOPUTM OYJI0 IEPEBEACHO
3 pecypcoMicTkoro mo0yBaHHS KBampaTHoro kopeHs (Vector3.Distance) Ha
MaTeMaTH4YHe TIOPIBHSHHS KBaJpaTiB BEKTOpiB (sqrMagnitude), mo 3a0maaKye TakTu
nporiecopa. Takox 0yJi0 MiHIMI30BaHO KUTBKICTh HEMOTPIOHUX OOYMCIICHD IITYYHOTO
IHTEJIeKTY JJIsl TUX O0'€KTIB, sIKI IepeOyBaroTh M03a IUIOUIMHOK BUIUMOCTI KaMepH
rpaBus (Frustum Culling noriku). Kpim T0oro, y npo€exTi akTHBHO BUKOPHUCTOBYBAJIHCS
onTuMi3oBaHi rpadoBi cranu aHiMailiii (Mecanim) Ta ehekTHBHA TPOCTOPOBA OOpoOKa
JKEpen 3BYKOBUX €(EKTIB 13 HaJallTOBAHUMHM KPUBUMH 3aTyXaHHS, 110 3HU3UJIO

HABAHTAKEHHS Ha ayI10-pYIIIiH.
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[Tix yac TecTyBaHHS MPOIYKTUBHOCTI (puc. 3.8) OyJio MPOBEAEHO CEPito CTpeC-
TECTIB pOOOTH TP MPHU JIABUHOMOA1I0HOMY 301IbIIIEHHI KIJILKOCTI BOPOTIB Ha CIICHI.
Mertoro Oyino BusiBUTH «BYy3bKl Micis» (Bottlenecks) apxitekrypu. [HificHo, Oyio
3aikCOBaHO, 110 MpH MepeBuIeHHI JiMiTy B 100 akTUBHUX BOPOTiB O€3 ONTHUMI3aIlii
HAaBAaHTA)XCHHA Ha TPOIECOP 3POCTAE EKCIOHEHIIWHO, MPU3BOAAYU O MPOCIIaHb
(Drop) wactotu kaapis.

VY pesynbTaTi npodintoBaHHA OyJl0 JTOCTOBIPHO BCTAHOBJICHO, IO 3aBJSKH
BIPOBA/PKCHIN ONTUMI3allli JIOTIKM POOOTH BOPOTIB Ta YCYHEHHIO «CITAMKiB» BiJl
30MpaHHs CMITTS, I'pa MpaIoe BUKIIOYHO cTaduIbHO. [Ipyu cTangapTHOMY 1IrpOBOMY
HABAHTAXKEHHI (TUIOB1 XBWJII BOPOTIB) apXITEKTypa HaJIiHO 3abe3ledyye BUCOKUN
piBeHb yacToTu Kajapis (monax 60 FPS) (puc. 3.9). HaBiTh nnpu cTpecoBoMy (ITIKOBOMY)
HABaHTAXXEHHI BEJIMKOIO KIJIBKICTIO BOPOTIB, 3aBASKU MPABWIBHOMY PO3MOJLTY
IPIOPUTETIB BUKOHAHHS KOAY, I'pa 3aJIMIIANACs Bi3yalIbHO IJIABHOIO, IETEPMIHOBAHOIO
Ta MOBHICTIO IPUIATHOIO JIJIs1 KOM(QOPTHOTO MPOXOKEHHS 0€3 3aTPUMOK Y BIJIKIIUKY

Ha aii rpaBug (Input Lag).

Statistics
Audio:

wuvel ] Level: -15.9dB DSP load: 0.2%
L Clipping: 0.0% Stream load: 0.0%
Graphics: 253.0 FPS (4.0ms)
CPU: main 4.0ms render thread 1.4ms
Batches: 318 Saved by batching: 0

Tris: 305.8k Verts: 314.1k
Screen: 1405x527 - 8.5 MB

SetPass calls: 53 Shadow casters: 126
Visible skinned meshes: 5
Animation components playing: 0
Animator components playing: 6
- —

Pucynok 3.9 — Bino6paxennst FPS mij yac TectyBanHs

VY mporieci TeCTyBaHHS TaKOX MPOBOIMIIOCS HAJIATOJKEHHS POOOTH aHIMAIlii.
[lepeBipsiocsi TpaBWIbHE TMEPEMUKAHHS MIX CTaHAMU TIEPCOHAXIB, TUIABHICTH
NEePEeX0/IiB Ta KOPEKTHICTh 3aIyCKy aHIMalllil aTaku, OTPUMaHH KON Ta CMEPTI.

[Tix yac HanmaroKeHHs OYJIO BUIIPABIICHO JEKUIbKA MPOOIeM:

— HEMpPaBWIbHE BIATBOPEHHS OKPEMUX aHIMAITIH;
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— 3aTpUMKa MepPexoay MK CTaHAMU;

— TOBTOpHE BIATBOPEHHS 3BYKIB;

— HEKOpEKTHE 00epTaHHS BOpOTra IiI 4ac aTaky.

Jlis yCyHEHHS NaHuX TpobiieM OyJo CKOpUTOBaHO NapaMeTpu Animator

Controller (puc. 3.10) Ta onTUMiI30BaHO POOOTY CKPHUIITIB.

Zombie Dying Zombie Reaction Hit

Zomibie Death (1}

Patroling_State

Idie_State

Pucynok 3.10 — HanamryBanns Animator Controller

Takox MpoBOAMIIOCS TECTYBaHHS CHCTEMH 3BYKiB. byso mepeBipeHo:

— BIJITBOPEHHS 3BYKIB aTaKH;

— 3BYKH OTPUMAaHHS IIKOJIH;

— 3BYKHM CMEPTI BOPOTIB;

— po0oTy aymioKaHaiB.

ITix yac TectyBaHHs OYyJIO BCTAHOBJICHO, II0 OJTHOYACHE BIATBOPCHHS BEIMKOI
KUJIBKOCT1 3BYKIB MOKE€ CTBOPIOBAaTH JIOAATKOBE HaBaHTaKeHHA. [[ns onmrumizarii
poOOTH 3BYKOBOI CHCTEMH BHKOPHUCTOBYBAJIUCS OKpEMIi ayl0OKaHaIu Ta OOMEKCHHS
KUJIBKOCT1 OJTHOYACHUX 3BYKIB.

OxkpeMo OyJi0 MNpPOBENEHO TECTYBaHHS HaBIraiii BOPOTIB 3a JOMOMOIOIO
NavMesh (puc. 3.11). Ilepeipsiocs:

— 00XOKEHHS MEePEIIKO/I;

— MPaBUJIBHICTH MOOYOBU MapIIPyTY;
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— TIEpECYBaHHS Y BY3bKUX JIUIIHKaX KapTu;

— TOBEJiHKa BOPOTiB MPH 31TKHEHHI.

Pucynox 3.11 — TectyBanus NavMesh y rpi

VY mporieci TecTyBaHHs 0yJI0 BUSBJIEHO, 1110 B OKPEMHUX BUIIAJIKaX BOPOTU MOTJIU
3acTpsratu Ouls 00’ekTiB cueHu. /i BupilieHHs 1iei npodieMu O0yJio CKOPUTOBAaHO
napametrpu NavMeshAgent Ta HanamTyBaHHs HaBIralifiHOI CITKH.

[Tix gac HamaroKEHHS TaKOX MPOBOAMIIACS ITepeBipKa poOOTH CKPHUTITIB Yepe3
Unity Console. Lle 703BOAMIO 3HaXOJUTH TOMUJIKM Y IPOIPaMHOMY KOZI1 Ta IIBHJIKO

1X BUIIPABJIATH.

Jlictunr 3.4 — ®@parMeHT MepeBipKHA TUCTAHITIT O TPABILST

float distanceFromPlayer = Vector3.Distance(
player.position,

animator.transform.position);

if (distanceFromPlayer > stopAttackingDistance)
{

animator.SetBool(«isAttacking», false);

}

KiHelb JicTUHry 3.4

Januii pparMeHT KOAY BIJIMOBIJA€ 32 MEPEBIPKY AUCTAHIII MIX BOPOrOM Ta
rpaBiem (Jtict. 3.4). Skimo rpaBenb 3HAXOIUTHCSA JOCTATHHO OJIM3BKO, 3aITyCKAETHCS

aniMainis ataku. [lig gac TecTyBaHHs Takoxk OyJo MmepeBipeHO CTabUIBHICTH pOOOTH
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TpU TIiCIsl TpPUBAIOTO 3amycky. ['pa mpairoBama 0e3 KpUTHYHHX TIOMHJIOK Ta
aBapiiHOTO 3aBepiieHHS poOotu. lle CBITUUTH TPO MpaBWIBHY OpraHi3aIliio
IIPOrPaMHOTO KOy Ta CTaOlIbHICTh OCHOBHUX CHUCTEM.

J1J1st mOKpaleHHs MPOyKTUBHOCTI OYJIO MPOBEJECHO ONTUMI3AIIIO CLIEHU:

— 3MEHIIICHO KUIbKICTh 3aliBUX 00’ €KTIB;

— ONTHUMI30BaHO OCBITJICHHS,

— BHUKOPHUCTAHO MPOCTIII KoJaiaepu;

— 3MeHIIeHo HaBaHTaxkeHHs Ha CPU.

Takox Oynu ontumizoBaHi TekcTypu Ta 3D - moneni (puc. 3.12), 1110 103BOJIUIO

3MCHIIIATA BUKOPUCTAHHS BiZICO TIaM’ T Ta MOKPAIUTH MBUJIKICTh 3aBAHTAKCHHS TPH.

Pucynox 3.12 — IrpoBa clieHa micist onTumizaiii

VY mpomeci TectyBaHHS OyJ0 BCTaHOBJICHO, IO T'pa CTAOIILHO TpAIIOE Ha
CydacHOMy oOOJaJHaHHI Ta 3a0e3leuye IUIaBHHUM IrpoBUN Tpoiec. YcCi OCHOBHI
MEXaHIKd (PYHKIIOHYIOTh MPaBUJIbHO, @ OUIBIIICTh MOMIJIOK OYJIO BUIIPABJICHO Ha
eTari HaJIaro/KCHHS.

TakuM ymHOM, NpOBEAECHE TECTyBaHHS Ta HAJAroKEHHS 1H(pOpMaIiiHO-
KOMIT FOT€PHOT CUCTEMU JIO3BOJIUJIO TIEPEBIPUTH TPaIe3AaTHICTh OCHOBHUX MEXaHIK

IpU, OLIHUTU MPOAYKTUBHICTH IMPOrpaMHOro 3a0e3MeueHHs Ta YCYHYTH BHSBIICHI
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NOMWIKU. Y pe3ysibTari 0yJi0 CTBOPEHO CTaOUIbHUN MpPOrpaMHUN MPOIYKT, SIKUN

3a0e3neduye TIaBHy poOOTy Ipu Ta KOM(POPTHUH ITPOBUI TIPOIIEC ISl KOPUCTYBayva.

3.3 3axuct iHpopManiiiHO-KOMIT’ IOTEPHOI CHCTEMH

[Tix yac po3poOKu Oyb-SIKOT0 MPOrPAMHOIO 3a0€3MEeUEHHS BaXKJIUBUM €TarlOM
€ 3a0es3reueHHsT 3axWCTy 1HGOPMAIIHO-KOMIT FOTEpHOI cucTeMu. HaBiTh SKIIO
MPOTPaMHUI MPOMYKT HE MPAIIOE€ 3 BEIMKOI KITBKICTIO KOH(IACHIIINHUX TaHUX,
HEOOX1JTHO BpaxoByBaTH 0a30B1 MPUHITUIHN O€3MEKH, CTa01IbHOCTI pOOOTH Ta 3aXUCTY
nporpamMHoro koay. Jljis irpoBHUX 3aCTOCYHKIB II€ TaKOX € Ba)JIMBUM, OCKIJIbKU
HEMpaBWIbHA OpraHizailis MPOEKTY MOXKE MPHU3BECTH 10 MOMUIOK, HECTaOlIbHOT
po00TH ab0 NMOMIKOKEHHS (DAIITIB TPH.

VY naniit kBamdikamiiHiii po6oTi Oysio peanizoBaHO 0a30B1 METOJIU 3aXUCTY
1H(}OpMaIIHHO-KOMIT IOTEPHOI CUCTEMHU JUIsl 3a0€3MeUeHHs CTablIbHOT poOOTH TpU Ta
3aXHCTY OCHOBHHX pecypciB mpoekTy. OcoOiiiBa yBara OpuUAUISIIACS MPaBUIILHIN
opraHizaiii CTpyKTypH NPOEKTY, OOMEXEHHIO JTOCTYMY J0 BHYTPIIIHIX KOMIIOHEHTIB
I'pU Ta 3MEHIIIEHHIO KIJTbKOCTI MOXKJIMBUX TTOMUJIOK M1JT 4aC POOOTH MPOTPAMHU.

Po3pobka rpu BukonyBanacsi y cepeaosuil Unity. [lanuil pymiiii mae BiacHi
3acO00M 3aXUCTy pecypciB Ta KOMIUIALII mporpamHoro koxy. Ilicis cTtBopeHHs
¢biHanBHOT 301PKU TPU KOPUCTYBAaU OTPUMYE TOTOBUI BUKOHYBAaHHM (paiiil, a BUXiTHUN
KOJI TMPOEKTY HE BIIOOpaXKAEThCSA y BiAKpUTOMY BUTIIsIL. Lle 103BoJiss€e 4acTKOBO
3aXHUCTUTH BHYTPIIIHIO CTPYKTYPY MPOTPaMHOTO 3a0€3IeUCHHHI.

OnHUM 13 OCHOBHHUX €JIEMEHTIB 3aXUCTY € MPaBWJIbHA OpraHi3aliis IporpaMHoOro
Koy. Y Tmporeci po3poOKH CKPUIITH OyJd PO3MOJIIICHI Ha OKpPeMi KOMIIOHCHTH
BIJIMTOBITHO /10 X (PYHKITIOHAJIBHOTO MTpU3HaueHHs. [{e 703BoJIs€e 3SMEHIUTH KITBKICTh
TTOMHJIOK Ta CIIPOIIY€E MiATPUMKY MPOEKTY.

VY mpoekTi OKpeMo peasizoBaHi:

— cHucTeMa BOPOTiB;

— cHucTeMa 3BYKIB;

CHCTEMA aHIMalllii;

— CHCTEMa KE€pYBaHHs I'PaBLIEM;



45

— cucreMa iHTepdericy KopucTyBaya.
Takuit miaxig A03BOJSIE YHUKHYTH TEPEBAHTAKEHHS OKPEMHUX CKpUIITIB Ta

pPOOUTH CTPYKTYPY MPOEKTY OIIbII 3po3yminoro (puc. 3.13).

Script

A AmmoMan...

HUDMana...

ZombieCh... ZombieHa...

Pucynox 3.13 — Ctpykrypa ckpuntiB y rnpoekTi Unity

[Tix yac po3poOKU TaKOK BUKOPUCTOBYBAIMCA METOJU 3aXUCTY BiJl IOMUJIOK Y
poboTi nporpamu. JIjisi 1bOro BUKOHYBasacs MepeBipka 00’ €KTIB Mepes 3BEpHEHHIM
1o Hux y koai. Lle no3Bossie yuukHyTH nosisu nomuiiok tunmy NullReferenceException,

K1 4aCTO BUHUKAIOTh y Unity—TpoeKTax.

Jlictunr 3.5 — IlepeBipka HaIBHOCTI 00’ €KTa Mepe]; BUKOPUCTAHHSIM

Ray ray = Camera.main.ViewportPointToRay(
new Vector3(e.5f, 0.5f, 0));
RaycastHit hit;
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Vector3 targetPoint;
if (Physics.Raycast(ray, out hit)) {

targetPoint = hit.point; }
else{

targetPoint = ray.GetPoint(1090);
}

KiHellb JIICTUHTY 3.5

VY naHomy (QparMeHTI KOOy BHKOHYEThCA TMeEpeBipKa ICHYBaHHA 00 €KTa
SoundManager mepex BiATBOpeHHSM 3BYKY. Lle 103BoJisie YHHKHYTH aBapiiiHOTO
3aBepIleHHs POOOTH MPOTrpaMu y BUTIAAKY MOMMIIKH (JIiCT. 3.5).

Jiist 3a6e3nedeHHst cTaduTbHOT POOOTH TPU TAKOK MPOBOMIACS ONTHUMI3AIISA
BUKOPUCTAaHHS pECypciB Komm torepa. Bennka KiIbKICTh OO’€KTIB Ha CIIEHI MOXKE
CTBOPIOBATH 3HAYHE HABAHTAKCHHS HA TPOIECOpP Ta BIJIEOKAPTY, 10 BIUIMBAE Ha
MPOTYKTUBHICTH CUCTEMH.

3 METOI0 3MEHIICHHSI HABAHTAXXEHHsI 0y JI0:

— ONTUMI30BaHO KUIbKICTh BUKIHKIB Update();

— 3MEHIICHO KUIBKICTh 3aliBUX OOYHNCIICHB;

— BUKOPHUCTaHO ONTUMI30BaHi1 MOJIETI Ta TEKCTYPH;

— HaNaIITOBaHO OCBITJICHHS CIICHU,

— OOMEXEeHO KIIbKICTh OJJHOYACHHUX 3BYKIB.

BnpoBamxkeni anroputMmiuHi pIIIEHHS Ta ONTUMI3AIlS ITPOBOTO  ITUKITY
JIO3BOJIUJIA 3pOOUTH 3arajibHy poOOTy Tpu OUIbII CTA0LIBHOIO Ta MPOTHO30BAHOIO.
3aBAsSKH MPABIIIBHOMY PO3MOALTY 0OUMCIIOBAILHOTO HABAHTAXKEHHS Ta YIIPABIIHHIO
nam'arTio (Object Pooling) Oysio cyTTEBO 3MEHIIEHO PU3WK BUHUKHEHHS KPUTUUHUX
nomuiiok (Exceptions) Ta aBapiiiHuX 3aBepiieHb poootu mporpamu (Crash) uepes
MepPeBaHTAXKEHHS TT1JICUCTEM OTIEePaIliifHOI CHCTEMHU.

OxkpeMy yBary Ha eTami NpakTU4YHOI peaiizaiii OyJi0 MPUALIEHO apXITEKTypi
3aXHUCTy Ta opraizaiii pecypciB rpu (Assets). Yci 3D-mopeni, TEKCTypu BHCOKOT
PO3AUTBHOI 3/1aTHOCTI, 3BYKOBI (paitniv Ta rpadu aHiMaIliid YiTKO CTPYKTYpOBaHI Ta
3HAXOJATHCS Y BIANOBIAHUX TUPEKTOPIsAX MpoekTy Unity, JOTPUMYIOUUCH TPUHIUIIIB

gucrtoi iepapxii (Clean Folder Structure) (puc. 3.14). Ile He nume m03BOJsE
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HiATPUMYBATH CYBOPHI TOPSAIOK y TIPOEKTI Ta 3HAYHO CIIPOIILY€E KOMaHIHY pOOOTY 3
daiinamu, ane ¥ cTBoproe GyHIAMEHT JJII MaHOyTHHOTO BUKOPUCTAHHS TEXHOJOTIT
AssetBundles abo Addressables ans ontumizaiii 3aBaHTaXEHHSI KOHTEHTY B IaM'sITh

I1]T 9ac TPH.

Animation Barrels

FONTS Free car p... JMC g Low Poly ... Materials

MainMenu

@ @, S

Pucynok 3.14 — Oprani3aiis pecypciB NIpPOEKTY

Jliist ctBOpeHHs piHanbHOI Bepcli rpu BukopuctoByBaBcs Build System y Unity.
[Ticns kOMMIIAIIT TPOEKTY KOPUCTYBad OTPUMY€E TOTOBUI .exe (haiiyl Ta HeoOXiIH1
CUCTEMHI (pailm Jy1s 3aImycKy Tpu. Takuii miaxia 9acTKOBO 3aXHUIIAE BUXITHAN KO BiJl
PSAMOTO pelaryBaHHSI.

Takox mix 9ac po3poOKU BpaxoByBajlacs CTAOUIBHICTH POOOTH MPOTPaMU TIPH

BUHUKHEHHI IIOMHJIOK.
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VY mporieci TecTyBaHHS EPEBIPSIIOCS:

KOPEKTHE 3aBaHTaKECHHS CIICHH;
— MpaBWIbHA poOOTa MEHIO;
— CTaOlIBHICTh POOOTH BOPOTiB;

— BIICYTHICTb KPUTUYHHUX MTOMHJIOK;

KOpEKTHa po0O0Ta 3ByKOBOI CUCTEMHU.

BnpoBamkeHi anropuUTMiuHI PpIlIEHHS Ta ONTHUMI3AIlisl IrPOBOTO  IHKITY
JIO3BOJIMUTHA 3pOOUTH 3arajibHy POOOTY I'pH ORI CTAOUTEHOIO Ta JETEPMIHOBAHOO. Y
pe3ybTaTi TPUBAJIOTO TECTyBaHHS OyJ0 BCTAHOBJIEHO, III0O OCHOBHI CHCTEMH TpH
(renepaniss cytHoctel, yorika I, oOpoOka ¢13MyHMX 3ITKHEHB) (YHKLIOHYIOTH
Oe3rnepebiitHo, HEe BUKIMKAIOTh KpUTUYHUX moMuiiok (Exceptions) Ta aBapiiiHOTO
3aBepiieHHs mnporpamu (Crash) HaBiTh B yMOBax IITYYHOTO I€PEBAHTAKEHHS
M1JICUCTEM.

OckuIbku po3poOJICHUN TMPOEKT € JIOKAIbHOIW OJAMHOYHOIO (Single—player)
rporo, y HOro apxiTeKTypl CBIJIOMO HE BUKOPHUCTOBYIOTHCS BHIIIEHI CEPBEpPH,
MOCTIMHE OHJIANH-TIIKIFOYEHHS a00 30BHIIIHI 0a3U JaHUX. 3BaKal0uu Ha BIJICYTHICTb
nepeaayl Yy TIMBUX JAaHUX KOPUCTYBada 1Mo Mepexi, BiAmaia HeoOXiIHICTh peai3altii
CKJIaAHUX cucTteM aBTopu3auii (Hampukmnan, OAuth), cumerpuynoro mudpyBaHHS
MakKeTiB YU 3axXUcTy Bin mepexkeBux DDoS-atak. [Ipote 6a30Bi npuHnunm Oe3nexu
MporpaMHOro 3a0e3MeyeHHs, TakKi SK I1HKAmNCyJsIlis JaHuX y kiacax (3adopoHa
OPSIMOTO JIOCTYIY J0 KPUTHYHUX 3MIHHUX 37I0pOB'Sl 330BH1), BCE OJTHO OYJIM CYBOpPO
JIOTPUMaHI 1] 4ac eTay KO yBaHHSI.

Jlist 3a0e3nedeHHs HITICHOCTI caMoro npoekTy (Asset Security) Ta yHUKHEHHS
BTpaTH PE3yJIbTaTiB pO3POOKH, BAKOPUCTOBYBAJIOCS PETYJISIPHE PE3EPBHE KOTIIOBAHHS
daiiniB. Y mporieci poboTr apxiBailisi (BepCiOHYBaHHS) MPOEKTY 3I1HCHIOBANIACS Ha
30BHIIIHI HOCIi, O[O0 JTO3BOJWJIO O OMEPaTHBHO BIHOBUTHU CEPEJOBUIIE Yy BHUIAJIKY
nomKo KeHHs MeTagannx Unity a0 BHMaJKOBOTO TMOIIKOKEHHS BUXIAHOTO KOIY
(Source Code) mijg yac peakTOpHUHTY.

OxkpeMy yBary Ha eTami NpakTU4YHOI peaiizalii OyJi0 MPUALIEHO apXITEKTypi

3aXMCTy Ta opraHizailii pecypcis rpu (Assets). Yci 3D —mozeni, TekecTypu, ayaiodanim
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Ta rpadu aHIMAIlli YITKO CTPYKTYPOBaHI Ta 3HAXOIAThCS Y BIATIOBITHUX, 1301bOBAHUX
nupekTopisx mpoekty Unity, noTpumyrounch npuHIUMNiB uyuctoi iepapxii (Clean
Folder Structure). Takox BaXXIHBUM €JIEMEHTOM 3aXUCTy MPOAYKTHBHOCTI cTaia
npaBWJIbHA opraHizailis ciieHu (puc. 3.15), 10 irpoBUX 00'€KTIB MPUKPITUTIOBAIUCS
BUKIIIOYHO HEOOX1qHI KoMnoHeHTu. Hanpukiaza, Oyiio BuaaneHo 3aiiBi KOMIOHEHTH
Animator a6o Rigidbody 3 Tux crarmuHuX 00'€KTIB OTOUCHHS, SIKI HE MOTPEOYIOThH
¢di3uuHoro mpopaxyHky. lle A03BOJMIO CYyTTEBO 3MEHIINTH HABaHTa)XEHHS Ha

CHCTEMY Ta YHUKHYTH 3aiiBOTO CIIO’KMBAHHS ONIEPATUBHOT IaM’sIT1 KOMI'FOTEpa rpaBIisl.

== Hierarchy
+ - =
® D SampleScene
G Directional Light

Pucynok 3.15 — lepapxist 00’exTiB y cueni Unity

[Tin yac BUKOHAHHSA POOOTH TaKOXK OYyJIO MPOBEACHO aHAI3 Cy4aCHUX METOJIB

3aXHUCTY MPOTPaMHOro 3a0e3neueHHs. byno BCTaHOBJIEHO, IO JIsl HEBEJTUKUX ITPOBUX
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MPOEKTIB OCHOBHY pOJIb BijJirpae cTaOUIBHICTH POOOTH MpOrpamMH, IpaBUIIbHA
Opraizailisi Koy Ta ONTHMI3allisi BUKOPUCTAHHS PECYPCIB CUCTEMHU.

VY pesynpTaTi peamizailii JaHOTO MPOEKTY BAATOCS 3a0€3MEUUTH CTAOUIBLHY
po0OOTYy IpH, MIPaBWIIBHY OpraHi3allilo MPOrpaMHOro Koy Ta 6a30BUi piBEHb 3aXUCTY
1HpOpMaIIHHO-KOMIT I0OTEPHOI CUCTEMU. BUKOpHCcTaHi METOIN JO3BOJIMIN 3MEHIIIUTH
KUIBKICTh TIOMUJIOK, MIJBUIIUTH CTAOUIbHICTH POOOTH MpOrpaMu Ta 3a0€3MEUUTH

KOpeKTHE (DYHKITIOHYBaHHSI OCHOBHUX CHCTEM TPH.

3.4 Po3po0Oka noKymMeHTallii /151 IPOrPAMHOI0 MPOAYKTY

[1iq yac cTBOpEHHS MPOrpaMHOro 3a0e3MeUeHHs BaXKJIMBUM €TarloM € po3po0Ka
JOKYMEHTAIlli JJi1 MPOTrpPaMHOTO MPOAYKTY. JlOKyMeHTallis M03BOJIIE KOPHCTYyBady
MIBUIIE 3pO3YMITH MPUHIMI POOOTH MPOTpamMu, MPAaBUILHO BUKOPHCTOBYBATH ii
dbyHKIII{ Ta yHUKATHA TOMUJIIOK I11]1 4ac 3amycky. Jjist po3poOHHKa TOKYMEHTAIIsl TAKOXK
€ BQXJIMBOIO, OCKUIbKM BOHA JOIMOMAra€ MATPUMYBATH CTPYKTYpy HPOEKTY Ta
CHPOIIY€E MOAAIIBIIE OHOBJIEHHS IPOIPaMHOT0 3a0€3MeUEHHS.

VYV paniii  kBamidikauidHii poOOTI OyJI0 CTBOPEHO JOKYMEHTAIIIO s
3D PvE — rpu, po3po6sieHoi y cepegoBuiili Unity. OcHOBHA yBara mpuaijisiiacs onucy
MPOILIECy 3ammyCKy T'pH, €JIeMEHTIB iHTep(deiicy, KepyBaHHs MEpCOHAXEM Ta 0a30BHX
IrpoBUX MexaHiK. JIoOKyMeHTallisl CTBOpIOBAJIACS TAKMM YUHOM, 100 KOPUCTYBay Mir
JIETKO O3HAWOMUTHCS 3 MOXKJIMBOCTSIMU I'pH Ta 06€3 MpoOsieM 3amyCTUTH NPOTrpaMHUIA
OPOIYKT.

OCHOBHOIO METOIO JIOKYMEHTAIIIi €:

NOSICHEHHS TPUHLIUITY pOOOTH T'pH;
— OIIKC €JIEMEHTIB KepyBaHHS;

— JIOTIOMOTa KOPUCTYBauy IiJ] 4ac 3aIycKy;

OIMKIC OCHOBHUX (PYHKIIIH IPOTpaMH;

— 3a0e3MeueHHs 3pyYHOCTI BUKOPUCTAHHS T'PH.
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JlokyMeHTalisi po3pobiisiiaca 3 ypaxyBaHHSAM TOTO, II0 KOPUCTYyBad MOXKE He
MaTH A0cBixy po6otu 3 Unity abo iHIIMMH irpOBHUMH 3acTocyHKamu. Uepes 1e BCi
OCHOBHI (DYHKIIIi TpY OMHKCaH1 IPOCTO Ta 3PO3YMLIIO.

Ha nowatky po0oTHM KOpHCTyBau 3allyCKa€ TOJIOBHE MEHIO I'puU. Y MEHIO
JIOCTYTHI OCHOBHI KHOTIKM KE€pyBaHHS, 30KpeMa 3aIllyCK IpH Ta BUXIJA 13 MPOTpamH.
['o0BHE MEHIO € MepIIUM €JIEMEHTOM B3a€EMOJIi KOpUCTyBadya 3 IPOTrPAMHUM
MPOIYKTOM, TOMYy HoOro iHTepdeic Oyno 3po0IEHO MaKCHUMaJIbHO NPOCTUM Ta

3po3yminum (puc. 3.16).

# Scene a® Game > Animator

[Flcenter v @Global v v v b

= Hierarchy
+
R MainMenu
&2 Main Camera
tional Light
LoadManager

Pucynok 3.16 — I'osioBHE MEHIO IpH

[Ticnist 3amycKy Tpy KOPUCTYBad MEPEXOUTh 0 IFPOBOI CIICHH, /1€ B11I0YBAETHCS

OCHOBHHUH 1rpoBU mporiec. Y Ipl peasli3oBaHO KEPyBaHHS MEPCOHAXEM BiJ MEPIIOi
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ocobu. Jlns mepecyBaHHsS BUKOPUCTOBYIOTHCS CTaHJAAPTHI KJIABIII KJaBlaTypHu Ta
MHUIIIA.

OCHOBHI €NeMEHTH KepyBaHHS:

— W, A, S, D — nepecyBaHHA IEPCOHAKA;

— MHUIla — O] KaMCPH,

JIiBa KHOIIKAa MUIII — aTaka abo CTpiib0a;

— Esc — may3a abo BuXia y MEHIO.

Omuc eneMeHTIB KepyBaHHS € BAXJIMBOIO YAaCTHHOIO JOKYMEHTAIlli, OCKUIbKH
JT03BOJISIE KOPUCTYBavy MIBUJIKO O3HAWOMUTHUCS 3 OCHOBHUMU (DYHKI[ISIMU TPH.

VY mpomeci Tpu KOpUCTYyBad B3aeEMOJI€ 3 BoporaMu. Bopornm aBTOMAaTHYHO
MEePECIIiIyI0Th IPaBIls Ta aTaKyIOTh HOT0 MpY HAOIMKEHH] Ha MEBHY AMCTaHIIi0. J{iis
peanizaiiii MOBEIIHKM BOPOTIB BUKOPUCTOBYIOThCS cucreMa NavMesh, animaiii Tta
ckpuntu Ha CH#.

VY nokyMeHTallii TaKo>X OMMUCaHO OCHOBHI IrPOB1 MEXAHIKU:

NepeCcyBaHHs BOPOTiB;

— CcHCTeMa aTaKwy;

— OTpUMAaHHS IIKOJIH;

— CHCTEMA 3J0POB’S;

— aHIMaIlii IepcoHaXIB;

— 3BYKOBI €(EKTH.

[lin wac rpu KOpUCTyBau MOKe€ OayuTu eJeMeHTH I1HTepdeicy, Kl
BiJI0Opa)karoTh OCHOBHY 1H(OpMAIIit0 TTPO CTaH Tpu. J[0 TaKUX €IeMEHTIB HaJIeXKaTh:

— MCHIO;

— TIPUIILT;

— TIOKa3HUKH 3J10POB’S;

— KHOIIKH B3aeMoIii.

[aTepdeiic kopuctyBaua OyB peanizoBaHuil 3a qomoMoror Ul—KoMmoHEHTIB
Unity. OcHoBHOIO BuUMOroro o iHtepdericy (puc. 3.17) Oyna iioro mpocrora Ta

3py4HICTh BUKOPHUCTAHHS.
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Health: 100 Wave: 1

Pucynok 3.17 — [atepdeiic kopucTyBaua mij yac TpH

JIJist CTBOpEHHSI JTOKyMEHTallli TakoX OyJ0 OMMCaHO MpOoleC 3alycKy Tpu.
[Topsimok niii KoprcTyBaya Jisl 3aIyCKy TpH:
1) 3aBaHTaXUTHU MANKy 3 TPOIO;
2) 3amycTuTH dain popmary .exe;
3) modekaTucs 3aBaHTaKCHHS CIICHHU;
4) HaTHCHYTHU KHOIIKY «Play» y rooBHOMY MEHIO.

[Ticnst 1IbOTO KOPUCTYBAY MOXKE TIOYATH B3aEMOJIIIO 3 TPOFO.

OxkpeMo y mokyMeHTalii OyJl0 BKa3aHO MiHIMajabHI TEXHIUYHI BUMOTH IS
3amycky rpu. Lle HeoOxigHO /Uil TOTO, MO0 KOPUCTYBad MIT OI[IHUTH MOXJIHUBICTH
3aMyCKy T'pY Ha BJIacCHOMY KoM totepi (puc. 3.18).

MiHiMaJIbHI CHCTEMHI BUMOTH:

— onepariiina cuctema Windows 10 a6o Windows 11;

— nporiecop Intel Core 15;

— onepatuBHa nam’sith 8 ['b;

— BijieokapTa 3 miarpumkoro DirectX 11;

— HasIBHICTH KJIaBlaTypH Ta MUIIII.
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PexoMmeH10BaH1 CUCTEMHI BUMOTH:
— Intel Core 15-12450H a6o aHanoriyHuii;
— 16 I'b onepaTuBHOT am’sITi;

— NVIDIA GeForce RTX 3050;

— SSD HakonuuyBad.

Pucynoxk 3.18 — 3anyck rpu y cepeaopunii Windows

VY mpoueci po3poOKH JOKyMEHTAI[lT TaKOXK OyJI0 OMUCAHO CTPYKTYPY MPOEKTY
Unity. Ile HeoOXigHO aJig 3pYYHOCTI MOAAIBINOI MIATPUMKHA TPU Ta MOKJIMBOCTI
penaryBaHHsI OKpEMHUX €JIEMEHTIB IIPOEKTY.

OCHOBHI NanK MPOEKTY:

— Scripts — mporpaMHuii KOJ;

— Animations — aHIMaIi;

— Audio — 3ByKOBI (paiinu;

— Materials — maTepianu;

— Prefabs — rotoBi irpoBi 00’ €kTH;

— Scenes — IrpoBi CIICHH.

Takuii miaxig J03BOJIAE MIATPUMYBATH MOPSIOK Y TIPOEKTI Ta CIPOITY€E pOOOTY

3 (paiinamu.



55

Takox y mOKyMEHTallli OMHCaHO TPOIEC TECTYBaHHS TPU Ta TMEPEBIPKH
IPOIYKTUBHOCTI. JIJis 1IbOTO BUKOPUCTOBYBaJIMCS BOYIOBaH1 iHCTpymMeHTH Unity,
3okpema Stats Tta Console. Ile mo3Bomuno kouTpomoBatu FPS Ta mnepesipsaru
CTaOIBHICTH pOOOTH I'PH MPH BEJIMKIN KITBKOCTI BOPOTIB.

[lin dYac cTBOpEHHA [OKyMEHTalli TaKOXX BpaxoByBaldacsi MOXKIIUBICTb
MOJAJIBIIOTO PO3IIMPEHHS TPU. APXITEKTYpa MPOEKTY JO3BOJISIE TO1aBaTH:

— HOBI PIBHI;

— HOBI1 TUITH BOPOTiB;

— 30po10;

— 3BYKOBI1 €(peKTH;

— JI0JJATKOBI MEXaHIKH.

3aBagKH 1IbOMY TMPOTPAMHUN TPOIYKT MOXKHA MOJEPHI3yBaTH O€3 MOBHOTO
NepenrCyBaHHS MPOTPAMHOTO KOAY.

Oxkpemy yBary Oyno npuaiieHo ohopMIICHHIO JOKyMeHTarii. [{ins HaodHOCTI
BUKOPHCTOBYBAJIMCS CKPIHIIIOTHU TpH, iHTepdeiicy Ta cepenosuina Unity. Lle qo3Bossie
Kpalie 3p03yMITH CTPYKTYPY MPOEKTY T4 OCHOBHI MPUHLUIKA POOOTH MPOrPAMHOIO
3a0€e3MeUeHHs.

VY mporeci poboTH Takok OYJI0 CTBOPEHO KOPOTKI IMOSCHEHHS O OCHOBHUX
ckpuntiB rpu. Hampuknan, ckpunt Enemy.cs (Juict. 3.6) BIANOBIZAE 32 CUCTEMY
3MI0pOB’Sl  BOpPOTIB Ta OOpoOKy oTpumaHHs 1mkoad, a  SoundManager

BUKOPUCTOBYETHCS JIJIsl KEPYBaHHS 3ByKOBUMU e(hEeKTaMHu.

Jlictunr 3.6 — @parMeHT KOy CUCTEMH OTPUMAaHHS IIKOAH

public void TakeDamage(int damageAmount) {

HP -= damageAmount;
if (HP <= 0) {
PlayerDead();
isDead = true; }
else {

StartCoroutine(BloodyScreenEffect());
playerHealthUI.text = $»Health: {HP}»;

SoundManager.Instance.playerChannel.PlayOneShot(SoundManager.Instance.pla
yerHurt); }

}

KIHEI[b JIICTUHTY 3.6
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Jlanuii pparmMeHT Koay JEeMOHCTpPY€e 0a30BY JIOTIKY CUCTEMH 37A0POB’Sl BOPOTa.
[Tpu oTpumanHi mkoau 3HaueHHs: HP 3MeHIyeTbes, a micis BTpaTH BChOTO 3710POB S
3MIHIOETHCS CTaH TIEPCOHAXKA.

Takum 4nMHOM, y TpoIleci BUKOHAHHS POOOTH OyJIO CTBOPEHO JOKYMEHTAIi0
JUTSL IPOTPAMHOTO TIPOAYKTY, sIKa MICTUTB OIMUC 3aIlyCKy T'PH, €JIEMEHTIB KepyBaHHS,
iHTepdeiicy KopucTyBaya, CTPYKTypH TPOEKTY Ta OCHOBHMX MEXaHIK TpH.
JIoKyMeHTaIlisl JT03BOJIIE KOPUCTYBauy IIBHUAKO O3HAHOMHUTHUCS 3 MOXKIUBOCTSIMH

IPOrpaMHOTo 3a0e3MeUeHHs Ta CIPOILY€E MOAAIBIIY MIATPUMKY 1 PO3BUTOK IMPOEKTY.

3.5 ExoHoMiyHe 0OIPYHTYBAaHHS PO3POOKH

[lim yac CTBOpEHHS WPOrpaMHOrO 3a0€3MEUYCHHS BAXKIUBUM €TallOM €
€KOHOMIYHE OOTpyHTYBaHHsS po3poOku. laHuil po3din A03BOJISIE OLIHUTH BUTPATH
Jacy, pecypciB Ta IpOrpaMHHUX 3ac00iB, sIKi OyJIM BUKOPHUCTAHI ITiJl 9aC BUKOHAHHS
npoekTy. TakoX €KOHOMIYHE OOIPYHTYBaHHSI JOMOMAara€ BU3HAYUTHU JIOULUIBHICTh
CTBOPEHHSI IPOTPAMHOT0 IPOAYKTY Ta OLIHUTH HOr0 NPAKTUYHY LIHHICTb.

VY wMexax nmanoi kBamidikariitHoi po6otu Oyno ctBopeno 3D PvE-rpy B
cepenoBuil Unity. Po3poOka BUKOHYBajIacsi CaMOCTIMHO MPOTATOM MPUOIU3HO ABOX
MICAIIB. Y cepeHbOMY Ha poOOTYy HaJl MPOEKTOM BUTpadasiocsi 3—4 roJAWHH Ha JICHb,
a Mij 4yac CKJIAJHIIIMX eTariB po3poOKH yac poOOTH 301IbITyBaBCSl.

OCHOBHHMMH €TariaM¥ CTBOPEHHS MPOTPAMHOTO MPOAYKTY OyIIu:

— aHaJIi3 MPEeIMETHOI 00J1acTi;

— TIPOEKTYBAHHS apXITEKTypH TPH;

— peaiizarlisi irpOBUX MEXaHiK;

CTBOpPEHHsI iHTep(eiicy KopucTyBaya,

— TeCTyBaHHS Ta HaJaroHKEHHS;

— onTuMi3allis poooTH Tpu;

— opopMIIEHHS JOKYMEHTAIII1.

Jlist peanizaiiii NPOEKTY BUKOPUCTOBYBAIMCS OE3KOIITOBHI MPOTpaMHI 3acO0U

Ta iHCTpyMeHTH. OCHOBHUM cepenoBuiiieM po3pooku OyB Unity 2022.3.21f1. s
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HAIlMCaHHSA MPOTPAMHOI0 KOJy BUKOpPUCTOBYBanocsa cepenosuiie Visual Studio.
Takox y mporieci poOOTH BUKOPUCTOBYBaHCs Oe3komToBHI pecypeu 3 Unity Asset
Store.

Ockinbku nporpamue 3abesneueHHss Unity Personal € Oe3komToBHUM Juist
HAaBYAJIbHUX Ta 1HIWBIAyabHUX MPOEKTIB, BUTPATH HA TpUAOAHHS JTileH3ii Oynu
BiJicyTHI. Lle 103BONMII0 3HAUHO 3MEHIIIUTH 3arajbHy BapTiCTh PO3POOKH.

VY npotieci BUKOHaHHS poOOTH BUKOPHUCTOBYBABCS MEPCOHATBHHUMN KOMII I0TED 13
TaKUMHU XapaKTePUCTHKAMHU:

— nporecop Intel Core 15-12450H;

— Bigeokapta NVIDIA GeForce RTX 3050;

— onepaTuBHa nmam’saTh 16 I'b;

— oneparriiina cuctema Windows 11.

OHUM 13 TOJIOBHUX MOKAa3HUKIB EKOHOMIYHOTO OOIPYHTYBAHHS € BUTPATU Yacy
Ha CTBOPEHHSI MPOTPAMHOT0 MPOAYKTY (Tad. 3.1).

Tabmuug 3.1 — ETanu po60TH HaJ NPOEKTOM

ETan po6otu OpieHTOBHMII Hac
AHai3 mpeaMeTHo1 06acTi 10 roguu
[IpoexTyBaHHS apXiTEKTypHU 15 ronun
Peaizariist MmexaHik rpu 50 rogux
Po6ora 3 Ul Ta MeHto 50 ronux
TecTyBaHHS Ta HAJIAro>KCHHS 10 roguu
OdopmieHHst ToKkyMeHTaIlli 20 roauH
3arajabHU 4ac 15 rogun

VY cepennboMy po3podOka TprBasia OJM3bKO JBOX MicsIIB. YacTHHA Yacy TakoX
BUTpavayiacs Ha MOIITYK iH(popMallii, BuBUeHHS AokyMmeHTarii Unity Ta BUTIpaBIEHHS
MOMMJIOK Y KOJI.

JIist IpuOIM3HOTO €KOHOMIYHOTO PO3PaxyHKY MOYKHA BHKOPHUCTATH YMOBHY

MOTOAMHHY OTUIATY Tpalli pO3pOOHUKA-TIOYATKIBIIA. SKIIO B3ITU OPIEHTOBHY BapTICTh
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200 rpuBeHb 3a TOJAUHY POOOTH, TO 3arajbHa BapTICTh PO3pOOKHU cTaHOBUTHME: 120 X
200 = 24000 rpH.

Jlauuii po3paxyHOK € TMPUOIMU3HUM, OCKIUIBKM TPOEKT BUKOHYBABCS SIK
HaBYaJIbHa KBaTiikaIiiiHa podoTa, a He KOMEpIliHE 3aMOBJICHHS.

OxpiM BUTpAT Yacy, MijJ 4ac poOOTH BUKOPHUCTOBYBAJIUCS PECypCH KOMIT I0TEpa
Ta enekrpoeHepria. CepenHe CIOXUBAHHS EJIEKTPOCHEprii HOYTOyKoM abo
MEPCOHAILHUM KOMIT FOTEpOM TIi71 9ac po6otu 3 Unity MOKe CTAaHOBUTH MPHUOIUZHO
150-200 Bt Ha roauny.

Axmo B3atu cepenne 3HadeHHs 180 Bt ta nmpubnauzHo 120 rogun pobotu, TO
3arajbHe CIOKUBaHHS eekTpoeHeprii cranoputume: 0,18 x 120 = 21,6 kBt rogx.

[Ipu cepenHiii BapToCTi enexkTpoeHeprii nmpubiusHo 4,5 rpH 3a 1 kBrt'ron
otpuMmaemo: 21,6 x 4,5 =972 rpH.

OTxe, BUTPATH Ha E€JIEKTPOCHEPTII0 € HE3HAYHUMU Yy TOPIBHSIHHI 3 BUTPATAMHU
Jacy Ha po3poOKy.

Takox mig yac CTBOPEHHS I'pU BUKOPUCTOBYBAJIHUCS Oe3KkowmToBHI 3D-Moxeni,
aHiMauii Ta 3BYKOBI e(peKTH. BukopucTaHHs OE3KOIITOBHUX PECYPCIB JT03BOJIMIO
CYTT€BO 3MEHIIIUTUA BUTPATH HA peaji3allito MPOEKTY.

VY mpoueci po3poOku ocobnuBa yBara npuiuisiacs ontumizauii rpu. lLle
JTO3BOJIMJIO 3MEHIIIUTH HaBAaHTAXEHHS Ha CHCTEMY Ta 3a0e3neunTH ctadbuibHuil FPS
HaBITh NpPHU 3HAYHIA KUIBKOCTI BOpOTiB Ha cueHl. OnruMizalis MNporpaMHOIO
3a0€3MeUeHHsI € BOXJIUBUM (DAKTOPOM, OCKUIBKA BOHA BILJIMBAE HA SKICTh KIHIIEBOTO
MPOJYKTY Ta KOM(POPT KOPUCTyBaya ]| 4ac TPH.

CrBOpeHMI NPOrpaMHUN MPOAYKT MOKE BUKOPHUCTOBYBATHUCS SIK OCHOBA IS
[0JIaJIbIIIOTO PO3BUTKY TpU. Y MallOyTHHOMY MPOEKT MOKHA JOMOBHUTH:

— HOBHUMH PIBHSIMU;

— JI0JATKOBMMHU BOPOTaMHU;

— CHCTEMOIO 30€pEKEHHS,

— HOBHMMHM THIIaMH 30pOi;

— MYJIbTUILIEEPOM;

— pOo3MUpeHuM 1HTEpPeiicoMm.
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[le miaBuIIy€e MpaKTUYHY IIHHICTH PO3POOJIEHOI0 MPOrPAMHOIO 3a0€3MeUeHHS
Ta JIEMOHCTPY€E MOXKIIUBICTH MOJIAIBIIOT0 PO3BUTKY MPOEKTY.

Takoxx BaXJIMBO BpaxoBYBaTH, 1110 BUKOpUCTaHHs Unity 3HaYHO CKOpPOUYE yac
po3poOKu rpu. Pyt Mae BeMMKY KiJIbKICTh TOTOBHUX IHCTPYMEHTIB Ta KOMIIOHEHTIB,
IO JI03BOJISIE 30CEPEIUTHCS Oe3MocepeHbO Ha CTBOPEHHI MEXaHIK Ipu, a HEe Ha
peaiizaliii 6a30BUX CHUCTEM 13 HYJIS.

[1ix yac BukKOHaHHS poOOTH OYyJI0 OTPUMAHO MPAKTUYHI HABUUKH:

— po6otu 3 Unity;

— mporpaMmyBaHHs Ha C#;

— cTBOpeHHA 3D-cIeH;

— po6otu 3 NavMesh;

— peasi3aliii aHIMaIIii;

— ONTUMI3AIlli MPOrPaMHOTO 3a0€3MEeYEHHS;

— TECTYBaHHsI Ta HAJIArOJKEHHS POrPaMHOT0 MPOAYKTY.

OTpumaHi 3HaHHA Ta HABUYKH MOXKYTb OyTH BHUKOPHCTaHI 1] Yac MOAAIBIIOL
PO3pOOKH IFPOBUX MPOEKTIB T MPOTPAMHOTO 3a0€3MEUEHHS.

Takum yrHOM, Y TIpOlIeCi BUKOHAHHS KBadi(ikaiiiHoi poboTu 0yJio CTBOPEHO
IPOrpaMHUIl MPOAYKT 13 BUKOPHCTAHHSIM O€3KOIITOBHHX 3ac00iB pO3pOOKH Ta
MiHIMQJIbHUX (DiHAHCOBUX BUTpAT. OCHOBHUMHU BUTPATAMH CTAJIM YacC, BUKOPUCTAHHS
KOMIT FOTEPHUX PECYPCIB Ta efeKTpoeHeprii. Pe3ynbraroM poOOTH cTaia MOBHOLIIHHA
3D PvE-Tpa, sika 1eMOHCTpY€ MPaKTUYHE 3aCTOCYBAaHHS Cy4acHUX 3ac001B PO3pOOKHU
IpOrpaMHOro 3a0e3MeueHHs] Ta MOKE€ OyTH OCHOBOIO JUISl IMOJAJIBIIOrO PO3BUTKY

IIPOEKTY.



60

BUCHOBKH

VY pe3ynbTari BUKOHAHHS KBadidikaiiitHoi poOoTH OakanaBpa OyJo yCHIIIHO
pPO3B'sI3aHO aKTyallbHE I1HXKEHEpPHE 3aBJaHHA — CIPOEKTOBAHO apXITEKTypy Ta
3MIHCHEHO TpakTU4Hy peamizanito 3D PvE-rpu B cepenoBumii Unity 3 ypaxyBaHHSM
CYy4YaCHHX BUMOT JI0 TPOAYKTHUBHOCTI Ta MacIITaO0OBAaHOCTI IFPOBOTO IIUKITY.

BignoBigHo 10 moOCTaBieHOI METH Ta 3aBjJaHb OTPUMAHO TaKi OCHOBHI
pe3yJbTaTu:

3n1iiCHEHO aHali3 mpeaMeTHol obmacti: JlocmimkeHo mpoOaeMaTUKy MaiHHS
yactotu KaapiB (FPS) B irpax i3 BeIMKOIO KUIBKICTIO CyTHOCTeH. BusiBneno, 1mio
KJIACUYHUM  00'€KTHO-OpieHTOBaHMM  miaxiy  (0a3yeTbcsi Ha  KOMIIOHEHTax
MonoBehaviour) mae cyTTeBi 0OMEXEHHS MPOAYKTUBHOCTI Yepe3 HAKJIAIHI BUTPATH
Ha BUKJIUK METO/JIIB Y )KUTTEBOMY IIMKIII PYIIIisl Ta (pparMeHTAaIlif0 KEelI-mam'siTi.

[IpoanainizoBaHO apxiTEeKTypHl1 pimeHHs: JloCHIIKEHO MOMKIUBOCTI CTEKa
DOTS, unctux ECS-cucrem, C# Job System Ta matepny Object Pooling. Ha ocHoBi
aHaii3y OOIPYHTOBAHO JOLIJIbHICTh BUKOPUCTaHHS TIOpUIHOI apXITeKTypu. Bona
J03BOJIMJIA TIOETHATU 3PYUYHICTh KJIACHYHUX IHCTpyMeHTIB Unity 1y1st 0a30BOi JOTIKH
TpaBIsl 3 BHCOKOI TMPOAYKTHUBHICTIO 0araTOMOTOKOBUX MAacCOBUX PO3PaxyHKIB
MOBEJIIHKY HATOBIY BOPOTIiB.

CnpoexroBano apxitektypy 3D PvE-rpu: Po3pobieno MogyibHy CTPYKTYpyY 3
BUKOpUCTaHHAM npuHuuiy cnadkoi 3B'a3HocTi (Low Coupling). HamamroBano
HaJIIHHY B3a€EMOJIII0 M1 MOJIyJIEM I'paBlisi, CHCTEMOIO reHepallii (CriaBHy) BOPOTiB Ta
rpadiuanM iHTEepdeicoM KOopUCTyBaya 13 3aCTOCYBAaHHSIM MarepHiB Singleton Tta
Observer.

OO6rpyHTOBaHO BHOIp 1HCTPYMEHTIB Ta ajJTOpPUTMIB: SIK TEXHOJOTIYHE SAPO
oopano Unity Engine 13 HatuBHUM KomrmiystopoMm Burst Compiler. [{ns BupimeHHs
QITOPUTMIYHOTO  3aBJAHHSA IPOCTOPOBOI  HaBIramii 3aMiCTh PECYpCOMICTKHX
KIITUHHUX CITOK o0OpaHo anroputM A* Ha 0a3i tomosoriyaux rpadiB NavMesh.
VYrpaBiiHHS CTaHaMU IITYYHOT'O 1HTEJIEKTY BOPOTiB CIIPOEKTOBAHO HAa 0a3i KIHIEBOTO

aBToMara (State Machine) 3 BUkopuctanHsiM iHCTpyMeHTa Mecanim.
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Bukonano mpaktuuHy peanmizamito: Y cepemoBuil  Unity po3poOseHo
NOBHOLIHHUK ITPOBUM MPOTOTHM, IO IMIUIeMeHTye ©Oa3oBi PvE-mexaniku:
nepeMileHHs TPaBlisd, CUCTEMY TMHAMIYHOI reHepallii BOPOTiB Ta MEXaHIKy HAHECEHHS
IIKOJIM 3 BUKOPHUCTAHHSAM MOJ1KA aHiMmalii (Animation Events). InTerpariis nmarepHy
Object Pool nmosBonmna B3SITH MiJ KOHTPOJIb XKUTTEBHM LUK CYNPOTHBHHKIB Ta
MIHIMI3yBaTy HaBaHTaKeHHA Ha 30upay cmiTTs (Garbage Collector).

[TpoBeneno tectyBaHHs Ta mpodinmroBaHHS: I3 3aCTOCYBaHHSM 1HCTPYMEHTIB
Unity Profiler Ta Frame Debugger Bukonano cepito ctpec-TecTiB. JloBeneHo, 1o
3aBJSIKA aJITOPUTMIYHIA onTuMizanii (3amina Vector3.Distance na sqrMagnitude,
3MEHIIEHHS KUIbKOCTI BUKIMKIB Update()) Ta riOpuiHiil CTpyKTypi, T'pa Mpalroe
cTabUIbHO 1 HajiWHO 30epirae TulaBHUM piBeHb FPS HaBiTh mnpu mikoBHX
HaBaHTaxeHHX (1MoHay 100 akTUBHHUX 00'EKTIB Ha CIIEHI).

BukoHaHO TEXHIKO-€KOHOMIYHE OOIPYHTYBaHHs: Po3paxoBaHO NOKa3HUKHU
€KOHOMIYHOI €(DEeKTUBHOCTI, CKJIaJICHO KOIITOPUC BUTPAT HA PO3POOKY Ta JTOBEIACHO
€KOHOMIYHY JOLIIBHICTh CTBOPEHHS JAHOTO MPOrPAMHOIO MPOAYKTY.

PosrnsHyTo muTaHHs oxopoHu mpami: IIpoBeneHo aHami3 IIKIAJIMBHX Ta
HeOe3neyHux (akTopiB MpH POOOTI 3 KOMITHOTEPHOI TEXHIKOI, PO3POOJICHO
KOMILJIEKC 3axXO[IB II0J0 3a0e3meuyeHHs Oe3NEKH KUTTCAISIILHOCTI Ta IT0KEXKHOI
Oe3rneku Ha poO0YOMY MICIII 1IHKEHEepa-Iporpamicra.

[lepcnekTHBM MOJANBIIOTO PO3BUTKY: OKpIM YCHIIIHOI peasi3aiii OCHOBHUX
IrpOBUX MEXAHIK Ta ONTUMI3allil TOTOYHOIO MiAXOAY, Y Ipoiieci poOoTu chopMoBaHO
HAyKOBO-1H)KEHEepHE MAIrpyHTs A nepexonay Ha ctek ECS/DOTS. Hespakaroun Ha
Te, 10 Ha MOTOYHOMY eTami 0a30Bl MEXaHIKM CHUPAIOThCS HAa KIACHYHUW MIAXIJ,
MOJyJIbHA CTPYKTypa MPOEKTY T03BOJSE B MAaHOYTHHOMY THYYKO MacIITa0yBaTu rpy
Ta niepeHecty Bci By3bki Mmicus I wa uyuctuit C# Job System 06e3 HeoOXigHOCTI
MOBHOI'O TEpeNnuCyBaHHS iCHYrouoi 0a3u koay. lle BiakpuBae Huisix a0 0OpoOKH

JIECSATKIB THCSY ITPOBUX 00'€KTIB OJJHOYACHO.
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