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ABSTRACT

Dubovy S.O. Development of a game application in the strategy genre based
on Unity technology. Specialty 122 "Computer Science", educational program
"Computer Science". Vasyl Stus Donetsk National University, Vinnytsia 2026.

In the qualification (bachelor's) work, the principles of architectural design,
software implementation and optimization of turn-based strategic systems in the
Unity game engine environment were investigated and analyzed. Using object-
oriented technologies of the C# language and ScriptableObject data templates, a
tactical card game application was created with the implementation of the enemy's
artificial intelligence subsystem, dynamic calculation of spatial zones of the
battlefield using the BFS algorithm and an event-driven graphical user interface.

Keywords: Unity, C#, turn-based tactics, artificial intelligence,

ScriptableObject, BFS, OOP.
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BCTYII

CyyacHa 1HIYCTpiS BIJIEOITOP € OJHIEI0 3 HAMOUIBII JTUHAMIYHUX Tay3ei

uppoBoi eKOHOMIKU. Po3poOka CKIaTHUX IHTEPAKTUBHUX CHCTEM, OCOOJIMBO
MOKPOKOBUX TAKTUYHHUX CTPATET1i, BUMAra€e rMMOOKUX 1HKEHEPHUX PillIeHb Y cdepi
apXITEKTYpH MPOrPaMHOTO 3a0e3MeYeHHs], aIrOpUTMIB, YIpPaBIiHHS CTaHAMU Ta
onTUMI3alii MPOAYKTUBHOCTI. OcCoOIMBOiI aKTyallbHOCTI HaOyBa€ CTBOPEHHS
THYYKHX, MAaCIITaOOBaHUX Ta TECTONPUIAATHUX apXITEKTYp, 3AaTHUX MIATPUMYBATH
IIBUJIKE PO3IMIMPEHHS KOHTEHTY 0€3 CYTTEBOTO pe(aKkTOpPUHTY.
AKTyaJIbHICTh T€MHU MOXOAWUTH BiJI TOTO LIO PUHOK IFOP AKTUBHO PO3BUBAETHCH,
OUTBIIICTh AOCHIKEHb y 1M cdepl 30cepeaxeHa Ha redmMausaiidi, OandaHCl Ta
KOPUCTYBAllbKOMY JOCBIJl. 3HA4YHO MEHIIE YBaru MNPUAUIIETbCS TPOrPAMHO-
IH)KEHEpHUM acnekTaMm peanizamii Takux cucreM. Came TOMY aKTyaJlbHUM €
JOCHI/IPKEHHSI apXITEeKTYPHUX NAaTEpHIB, CTPYKTYp [aHUX Ta aJrOpUTMIB s
TaKTHUYHUX 1T0p y cepenoBuii Unity.

Meta O6akanaBpChKOi pOOOTH TMONSITAE y TEOPETUYHOMY OOTPYyHTYBaHHI,

apXITEKTYpHOMY IPOEKTYBAaHHI, MPOTpaMHIA peani3aili Ta BepUQiKalii THYy4YKOl
IPOrpaMHOi  apXITEKTYpHd MOKPOKOBOIO TaKTUYHOIO KapTKOBOTO 3aCTOCYHKY
«Taktuuna Apena» Ha 6a3i irpoBoro pyuris Unity.
BaxumBe 3ayBakeHHs: MeToro poOOTM HE € CTBOPEHHS TOBHOI[IHHOTO
KOMEPIIIHHOTO ITPOBOT0 MPOAYKTY 3 BUCOKOSKICHOI rpadikoro, aHIMamissM{d Ta
JOCKOHAJIUM redMan3aiiHoM. OCHOBHUM aKIEHT 3p00JEHO came Ha MporpamHin
1HXKEeHepil — po3poOIll YHCTOi, MacHTaboBaHIi, TECTOBAHOI Ta OMTHUMI30BaHOT
apXITEKTypH, SIKa MOXE CIyI'yBaTH HallMHUM (yHAAMEHTOM [Js MOAANbIIOT
po3pobOku. I'padiuyna yacTrHa peaizoBaHa HA MiHIMaJIbHO HEOOX1AHOMY pPiBHI JJIS
Bepu(iKarlii mpame3aaTHOCTI MPOTpaMHUX MOIYITIB.

O06’eKTOM AOCIIJKEHHSI € TIPOLEC MPOTrpaMHOI 1HXKEHepii 1HTePaKTUBHUX
cucteMm y cepenopuii Unity. [Ipeqmerom moCIiKeHHSI BUCTYIAIOTh apXITEKTYPHI1

IIaTEPHU, CTPYKTYPH JAHUX, AQITOPUTMU NPOCTOPOBOTO MOLIYKY, CHUCTEMHU
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KepyBaHHS CTAHAMHU Ta METOJIM ONTUMIi3allii MPOAYKTUBHOCTI B cepeaoBuii Unity 3
BUKOPUCTAHHSAIM MOBH CH#.
Jlj1s NOCSITHEHHS IOCTABJIEHOI METH HEOOX1THO BUPIIIUTH TaKl 3aBJaHHS:

e [IpoBectn cucTeMHHUI aHaJI3 MPEIMETHOI 001acTl Ta PUHKY CTPATEriuHUX
irop /i opMyBaHHS TEXHIYHUX BUMOT JI0 apXITEKTYpH.

e Po3poOuTH  KOMIIOHEHTHO-OPIEHTOBaHy  apXITEKTypy  3aCTOCyHKYy 3
BUKOPUCTAaHHSIM TMaTepHiB mpoekTyBaHHS (Singleton, State, Observer) Ta
JIETKOBaroBUX CTPYKTyp nanux ScriptableObject.

e Peani3yBaTé MaTeMaTUYHE SAPO TAKTUYHOTO TMOJSI HAa OCHOBI JTHUCKPETHOI
ciTku 3 anroput™MoM BFS Ta MaHreTTeHChKOI0 METPHKOIO.

o CmpoekTyBarTd Ta peaji3yBaTH MIJCUCTEMY ILITYYHOIO  IHTENIEKTY
CYNpPOTUBHUKA 3 eleMeHTaMu score-based decision making.

e Po3poOutu mn0ai€BO-Opi€HTOBaHMM TIpadiuHuii 1HTEepdelc Ta Ccucremy
KepyBaHHS CTAaHAMH TPH.

e [lpoBecTH KOMIUIEKCHE TECTyBaHHsS, MpO(MAWIIHT Ta ONTUMI3ALIIO
MPOAYKTUBHOCTI (1am’siTh, penaepunr, GC).

Crpykrypa podotu. IlosicHIOBaIbHA 3anIMCKa OaKkagaBpChKOi pOOOTH CKIAAAETHCS 31
BCTYIY, TPHOX PO3/iIiB, 3arajJbHUX BUCHOBKIB Ta CIIMCKY BUKOPUCTAHUX JIKEPEIL.

VY nmepmoMy po3auti  3A1MCHEHO aHalli3 CydacHOTO PHHKY BiIeoirop,
OOTpyHTOBAaHO BHOIP TEXHOJIOTIYHOTO CTEKYy, IPOBEACHO OIS aHaJoTiB
MpeIMETHOI 00nacTi Ta chOPMOBAHO JIeTanbH1 (DYHKITIOHATBHI i TEXHIUYHI BUMOTH
JI0 KIHIIEBOTO MPOTPaMHOTO MPOAYKTY.

Jpyruii po3/in NpucBSIYEHO 1HKEHEPHOMY MPOEKTYBAHHIO Ta O€3M0CepeIHIMf
IporpaMHiil peasizaiii apXiTeKTypH 3acTOCyHKyY. OmucaHo po3poOKy MeHemKepa
XOJiB, T€HEparopa TAKTHUYHOTO MOJs, aJTOPUTMIB HMITYYHOTO 1HTEJEKTY, MOJI€BOT
mozen intepdeiicy Canvas Ta MexaH1KH (PyHKIIIOHYBaHHS KapTKOBOI KOJIOIH.

VY Tpetbomy po3/ii MPOBEACHO KOMIUIEKC BepUDiKaIliiHUX 3aX0/TIB: OTTMCAHO
METO/I0JIOT1I0 MOAYJIBHOTO Ta iHTerpamniiHoro trectyBants y Unity Test Framework,
HABEJICHO pe3yNbTaTH JWHAMIYHOTO TNpo(dailyliHTy OmepaTUBHOI Tam'saTi Ta
BIIPOBA/PKEHUX METO/IB OMNTUMI3allli peHACpUHry (OaT4UMHI, ariacu TEKCTYp,
O00'€KTHUH MYNIHT), a TaKoX IPEACTABICHO OI[IHKY MAacIITa00BaHOCTI Ta
CTa01JILHOCTI apXITEKTYPH CUCTEMH.



PO311JI 1. TEOPETUYHI OCHOBU NTPOEKTYBAHHA TAKTUYHHUX
BIAEOIT'OP

1.1 Anani3 puHKY CTpaTeriyHuXx Bifieoirop Ta oco0JMBOCTEN KAHPY

CydacHa 1HZYCTpisS BIJIEOITOPp € OAHIED 3 HAWOUIBII JUHAMIYHHX,
TEXHOJIOTIYHO PO3BMHEHUX 1 €KOHOMIUHO 3HAYYIIUX Trajxy3eld CBITOBOI LU(MPOBOT
ekoHomiku. 3a manumMu Newzoo Global Games Market Report 2025, oGcsar
100aabHOTO PUHKY Bifeoirop y 2025 pomi ckimaB npubmusHo 188,8 minbsapaa
nosapiB CIIIA, a go 2026 poky mpOorHo3yeThcs 3pocTaHHs a0 Omau3bko 200-205
MITBSAPAIB HodapiB. [HII JKepena, 30kpema Statista, OlIHIOIOTh PUHOK 111€ BUILIMMU
NMOoKa3HUKaMu — moHan 520 mutbsipaiB nonapiB y 2025 poii 3 ypaxyBaHHSIM
HIMPIIOTO CHEKTPY MOHETH3allli Ta amaparHoro 3abe3neueHHs. Take cTpiMke
3pOCTaHHsI  3yMOBJEHE  KUIbKOMa  KJIIOYOBUMHU  (pakTopamu:  MOCTIHHUM
YAOCKOHAJIEHHSM araparHoro 3ale3neyeHHs (BIAeOKapTH, MPOLECcOpPH, MOOLIbHI
YUTICETH), IMHUPOKUM PO3MOBCIOKCHHSIM BHCOKOIIBHUAKICHOTO 1HTEpHETY 5G, a
TaKOXX 3HAYHHUM IT1JIBUIIIEHHSIM JOCTYIMHOCTI IEPCOHATILHUX KOMIT FOTEPIB, IFPOBUX
KOHCOJIEl Ta MOOUIbHMX Tuiar@opMm. Y pe3yabrari BIJEOITpU  OCTAaTOYHO
TpaHcopMyBallicsa 3 BY3bKOCIEIIaNi30BaHOi (OpMHU JO3BUUISL Y MOTYKHUN
00aJbHUM  CETMEHT PO3BaXaldbHOI 1HAYCTPIi, SAKUH OXOIUTIOE MUIbSIPIU
KOPUCTYBayiB M0 BCbOMY CBITY. Ha chorojiHi po3poOka Bifieoirop nepeTBopuiiacs Ha
CaMOCTIWHMN BHCOKOTEXHOJIOTTYHUN HAIpsiM MPOrpaMHOi 1HXKEHEPil, 1110 1HTErpye
HOBITHI JIOCSITHEHHSI KOMIT IOTEpHOI1 Tpadiku, MITYYHOTO IHTEJIEKTY, MEPEKEBHUX
TEXHOJIOT1i, CHCTEMHOT'0 aHaJli3y, ICUXO0JIOT1i kopucTyBaya Ta data-driven design.

OcobnuBe Miclie B CTPYKTYpl Cy4acHOTO BiJICOITPOBOTO PUHKY IMOCIIAE KaHP
cTpareriyaux irop. Ha BiAMIHY BiJ JUHAMIYHUX >KaHPIB, TAaKUX SIK €KIIEHH a0o
IIyTepH, JIe BUPIIIAIBHY POJIb BIIrpa€e MIBUIAKICTh PEaKIli Ta MOTOPHI HaBUYKHU
IpaBIlsl, CTPATEr1YHI IFPU AKIEHTYIOTh YBary Ha 1HTEJIEKTYaJIbHOMY KOMIIOHEHT1 —
TMOMHHOMY ~ TaKTUYHOMY  MHCJEHHI,  JIOBTOCTPOKOBOMY  ILUIaHYBaHHI,
IPOrHO3YBaHHI HACHIIKIB BIACHUX MAiM, €EeKTUBHOMY YIMpaBIiHHI OOMEXEHUMHU

pecypcaMu Ta ajanTaili A0 MIHJIMBUX yMOB IrpoBoro cepemosuia. Came 1
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IHTeNeKTyalbHa crernudika 3ade3mnedye >kaHpy CTallIbHY TOMYISIPHICTh CEpen
IIMPOKOI Ta PI3HOMAHITHOI aylaMTOpii, 30KpeMa cepell TPaBIliB CTapIIOi BIKOBOI
KaTeropii Ta TUX, XTO BiJAJIa€ MepeBary CKIATHUM, 1HTEJIEKTyalbHO HACHUYCHUM
IrPOBUM CHCTEMaM 3aMiCTh HIBUAKOTUIMHHOTO EKILIEHY.

[cTopryHUIT PO3BUTOK YKaHPY CTPATEriyHUX 1rop Oepe CBIM MOYATOK IIe 3
paHHIX eTamiB CTaHOBACHHA MUPpoBoi iHmycTpii (1970-1980-11 poku), KoM
3’SIBUJIUCS] TIEPIl TEKCTOBI Ta MOKPOKOBI CUMYJSIii. OpHaK HAWOUIBII aKTUBHE
dbopMyBaHHS KJIACUYHUX MEXaHIK 1 apXETHUIIIB MPHUIATIO HA KiHEIb XX — IMOYaTOK
XXI cromitts. Y 1eit nepioxa Oynu 3aknafeH1 GyHIaMeHTalbHI IPUHIIUITH TOOY10BU
CTPATEr14YHOTrO IrPOBOTO MPOLIECY, SKi i JOC1 3aMIIAIOTHCS aKTyaIbHUMU. 3HAYHUMI
BILJIMB Ha €BOJIOLIIO XKaHPY 3A1MCHIIN KyJIbTOBI TPO€eKTH, 30Kpema Heroes of Might
and Magic III (1999), StarCraft (1998), Warcraft III: Reign of Chaos (2002) Ta
Civilization VI (2016). 3a3naueni irpu copmMyBadl KIIOUOBI apXETUIIH: CKIAJHY
CUCTEMY VIpaBIIHHS pecypcaMu, TMOETalHy OpraHizamilo OoWoBUX i,
BUKOPHUCTAHHS JTUCKPETHUX KIITUHHHUX TIOJIB 0010, a TaKoXX PI3HOMaHITHI
QJITOPUTMU TTOBEAIHKU ITYYHOTO 1HTEJIEKTY.

Ha cyuyacHomy erami po3BUTKY reiMIM3aiflHy YITKO MPOCTEXKYETHCA CTiHKa
TEHJEHIlI 10 aKTUBHOI riOpuam3ariii xaHpiB. KiacuyHi cTpareridyHi MeXaHiKu
AKTUBHO Q/IANITYIOTHCS J0 3aITUTIB HOBOI ayIUTOPI1, iIKa Mpare o€ IHaHHs IMHOWHN
3 IMHAMIKOIO, KOPOTILUHUX IFPOBUX CECI Ta 3HAYHO BUIIOI BaplaTUBHOCTI KOHTEHTY.
VY pesynbrari chopMmyBaBCs MEPCIIEKTUBHUN TPKAHP — TaKTHYHI MOKPOKOBI
cTparerii 3 1HTerpaiiero kaptkoBux mexaHik (Turn-Based Strategy & Roguelike
Deckbuilders). Ile#i HanpsiMOK OpraHi4YHO TOEAHYE EJIEMEHTH TPAJULIIHHIX
CTpareriii, KapTkoBUX irop, roguelike-cTpykryp Ta mporeaypHoi reHepartii
KOHTEHTY, CTBOPIOIOUN YHIKaJIbHUM ITPOBUIA TOCBI/I.

OCHOBHOIO BIIMIHHOIO OCOOJIMBICTIO 3a3HAY€HOIO MiIKAHPYy € CHHTE3
MIPOCTOPOBOI TAKTUKH 3 CHUCTEMOIO YIPaBIiHHSA KapTKOBOI KOJOAOK. SIKIO B
KJIACMYHUX CTpaTerisix rpaBellb 3a3BUYail 00upae il yepe3 craTuyHi iHTepdeiicHi
naHesi 3 MOBHUM KoHTpousieM, TO B deckbuilder-cucremax fii cyTTeBO 3aiexars Bij

BUMAJKOBOTO HaOOpy KapT y pyul. Takuid miaxig paguKaibHO —IiABUIILYE
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peirpabenpHICTh, TeHepy€e YHIKaJdbHI CIIeHapii KOXHOI MapTii Ta 3MyIIy€e TpaBLs
MOCTIMHO aJanTyBaTH CTPATEril0 J0 TOTOYHOI IrPOBOi CHUTYyallli, MOEIHYIOUYH
€JIEMEHTH IIJIAaHYBaHHS Ta IMIIPOBi3aIlii.

Jlis AeTaibHOTO PO3YMIHHSI Cy4acHHUX TEHJEHIIN PO3BUTKY MiJKaHPY OyIo
MPOBEACHO IMOPIBHAUIBHUN aHaJi3 HalOUIbII BIUIMBOBUX 1 KOMEPIIMHO YCIIIITHUX
MIPOEKTIB, SKI BU3HAYAIOTh CTaHAapTu ramysi: Slay the Spire (Megacrit Games,
2019), Into the Breach (Subset Games, 2018) ta Inscryption (Daniel Mullins Games,
202%).

Slay the Spire BBaxaeTbcs eTaJOHHMM mpeAcTaBHUKOM roguelike
deckbuilder’iB 1 ¢akTUYHO BCTAHOBUB Cy4YacHI CTaHJAPTH KapTKOBUX MEXaHIK Y
cTpareriyHux irpax. OCHOBHUH IrpOBUN LMK TOOYI0OBaHUI HABKOJIO MPOLETYPHO
3r€HEepPOBAHOI MalM BY3JIIB, a OOKWOBAa CHUCTEMa MOBHICTIO 3aB’s3aHAa Ha PO3irpamil
KapT JUIsl HAHECEHHS LIKO/M, CTBOPEHHS 3aXUCTy ab0 3aCTOCYBaHHS PI3HOMaHITHUX
cremiaibHuX  €(eKkTiB. [ O0JOBHOIO KOHKYPEHTHOIO TI€PEBArol0 IPOEKTY €
HaJ3BUYaiHO BHCOKA BaplaTHMBHICTh MOOYJAOBH KOJOAW Ta KUIBKICTh MOXJITHBHUX
CUHEPreTHYHNX KoMOiHaIii. BomHouac y rpi MpakTUYHO BIACYTHI €JIE€MEHTH
MIPOCTOPOBOI TAKTUKH — MO3ULIOHYBaHHS MEPCOHAXKIB € CTATUYHHUM 1 HE BILTMBAE
CYTT€BO Ha pe3yybTaT 0010.

Ha npotuBary npomy, Into the Breach nemoncTpye rmuboky peasnizaliro came
IIPOCTOPOBOI TAKTUKU. ['pa BUKOPUCTOBYE KOMIIAKTHE 130METPUYHE I0JIe 000
pO3MipoM 8X8 KINTHHOK, JI€ TO3UIIISA KOKHOTO FOHITa Ma€ KPUTUUHE 3HAYCHHS JIJIS
3arajibHOro pe3yibrary. KillouoBOI 1HHOBAINEID € MOBHICTIO JI€TEPMIHOBAaHUMN
IMITYYHUW 1HTEJEKT: TpaBellb 3a3fJajeriip 0aunTh YycCi 3amiaHoBaHil il
CYIIPOTUBHUKIB 1 MOXe OyAayBaTH CTpATErit0 Ha OCHOBI TOYHOTO NMPOTHO3YBAaHHSI.
OpHak y 1id rpi MOBHICTIO BIACYTHSI KapTKOBAa CHCTEMa, a JOCTYMHI Jli )KOPCTKO
MPUB’SI3aHI1 10 KOHKPETHUX MOJYJIiB OOMOBHX MaIITUH.

Inscryption mnponoHye OpUTIHAIBHMA TIOpUAHUN MIAX1A, MOEIHYIOUU
KapTKOBY MEXaHIKy 3 OOMEKEHHUM MPOCTOPOBUM MO3UIIOHYBAHHSIM, MOTY>KHOIO
METa-IrpOBOIO0 CKJIAJIOBOI0 Ta aTMOC(EPHOIO CIOKETHOIO HApaTHUBHOIO MOJAYEIO.

[IpoeKkT BUpPI3HAETHCA HECTAHJIAPTHUMHU MEXaHIKAMH Ta BHCOKHUM PpIBHEM
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peirpabenbHOCTI, TPOTE WOro cHUCTeMa INTYYHOTO IHTEJIEKTY B OCHOBHOMY
0a3yeThCs HA 3a3/1aJI€T1/lb BUSHAYEHUX CLICHAPISX.
[IpoBeneHuii MOPIBHSJIBHUM aHalli3 JO3BOJUB BUOKPEMHUTH KJIFOYOBI OCOOJIMBOCTI
CYy4YaCHHMX TaKTUYHUX CTPATErid 13 KAPTKOBUMHU MEXaHIKaMU:
® BUKOPUCTaHHS IUCKPETHOTO KITHHHOrO mpocropy (Grid System), sxwuii
HEPETBOPIOE 110JI€ OO0 HA CTPYKTYPOBAHY TAKTUUHY MATPUIIIO;
® 3aMIHy TpPAJUIIMHUX CHUCTEM MPAMOro KOMAaHJIYBaHHS  MEXAaHIKOIO
BUIIAJIKOBOI F€Hepallii Ta po3irpamry KapT;
® YITKUW MOKPOKOBHUM MOALT Pa3 rpH, 10 MAKCUMAIbHO aKIEHTY€E CTpaTeriyHe

MUCJICHHS Ta MIHIMI3y€ BIUIUB IIBUIKOCTI PEAKIIIT;

e IHTErpalilo IpoLEeAYypPHOI I'eHepallii KOHTEHTY AJii CYTTE€BOTO MiJBUIICHHS
peirpadeabHOCTI;
® 3aCTOCYBaHHS QIalITABHUX CHUCTEM IITYYHOTO IHTENEKTY IJIsl MOAEIIOBAHHS

MOBEAIHKU CYNPOTUBHUKIB.

3 TEOpeTHYHOi TOYKH 30py, IHTEJEKTyallbHa chernudika MOKPOKOBOIO
TaKTHYHOTO TUTAHYBaHHS MOXe OyTH MTMOOKO IIpoaHai30BaHa Kpi3b MPU3MY Teopli
1rop, CUCTEMHOTO aHaJli3y Ta Teopii NPUUHSATTS PIIIEHb B yMOBaX HEBU3HAYEHOCTI.
Ha BigMiHy B J€TEpMiIHOBAHUX CHCTEM 3 IMOBHOIO 1H(MOpMaIli€ro (KIacCu4HI I1axu),
cydacHi roguelike deckbuilders ¢yHKIIOHYIOTP B yMOBaxX CTOXaCTHYHOI
HeBU3HaYeHOCTI. BumaakoBuit n0o6ip kapt (Card Draw) BBOAUTH €JIE€MEHT
WMOBIPHOCTI, MEPETBOPIOIOYH MPOIEC MPUUHATTS pillleHb HAa OaraToKpUTepiaabHy
3aJlady OoNTHMI3allii B yMOBaxX YaCTKOBOI 1H(POpMAIi.

[IpocTopoBa TakTHKa Ha KJIITUHHOMY TI0JIl HAKJIAJa€ JOAATKOBI TOIOJIOTTYHI
Ta reOMETpUYHI 0OMEXKEHHS Ha IPOCTIp MOXKIIUBHUX CTaHIB Ipu. KoskeH BUKOHaHUI
X1 3MIHIOE METPUYHI BiJACTaHI MDK 00’€KTaMu, M0 BHUMAara€ JIUHAMIYHOTO
nepepaxyHKy 30H JOCSXKHOCTI, oOjacTeil BIUIMBY Ta MOTEHLIMHUX 3arpos.
VYHacnigok 1boro 1HTErpaisi KapTKOBOr0 MEHEPKMEHTY B MPOCTOPOBY CTPYKTYPY

MEepPEeTBOPIOE BHOIp CTparerii Ha CKIAAHY ONTHUMI3AIHY 3amady, /1€ TpaBellb
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MOBUHEH OJHOYACHO MAaKCHMI3yBaTH MaTeMaTHYHE OYiKYBaHHS KOPHUCHOCTI Bif
HassBHUX KapT Ta MIHIMI3yBaTH MPOCTOPOBI PU3UKH JJIsI CBOIX OOMOBHUX OIMHHUILb.

VY pesynbrari MpPOBENEHOTO KOMITJIEKCHOTO aHali3y PUHKY CTpaTreriyHuX
BiJICOITOpP Ta OCOOMMBOCTEH IXHBOTO PO3BUTKY Oyn0 CHOpMYTHLOBAHO OCHOBHE
1HKEHEpHE 3aBIIaHHS JUISI PO3POOJIIOBAHOTO 3aCTOCYHKY: CTBOPEHHS TiOpUIHOI
TaKTUYHOI CHCTEMH, sIKA OPraHIYHO IMOEJHYE BUCOKY THYYKICTh 1 BaplaTWBHICTb
KapTKOBUX MEXaHiK, XapakrepHux g Slay the Spire, 3 mOBHOLIIHHOIO TTHOOKOIO
MIPOCTOPOBOIO TAKTUKOIO Ha KJIITHHHOMY MOJI1, mofai0Ho00 10 Into the Breach. Takuii
H1X1/1 € aKTYyaJIbHUM 1 IEPCHEKTUBHUM HAPSIMKOM Cy4aCHOI IPOTPAMHOI1 1HKEHEePIT
IHTEPAKTUBHUX PO3BAKAIBHUX CHCTEM. BiH TIOBHICTIO BIJIMOBIAA€ IPOBITHUM
TEHJICHI[IIM PO3BUTKY CBITOBOI 1HJYCTpIi BIJICOIrOp 1 BIAKPUBAE MOMIIMBOCTI JJIst
CTBOPEHHSI BHCOKOBaplaTMBHOIO, IHTEJIEKTYyaJIbHO HACHYEHOr0 Ta KOMEpULIHHO
OpUBaOIMBOrO IrPOBOr0 NHpoaykTy. OTpuMaHi TEOPETHYHI HAaIlpallOBaHHS
GopMyIOTh  HaJIMHUKA  KOHIENTyaJdbHUM  (YHIAMEHT Uil  MOAAJIBIIOTO
MOPIBHSUTBHOTO aHaMI3y aHajoriB Ta JeTadbHOTO (OPMYBAaHHS TEXHIYHHUX 1
(GYHKIIOHATBHUX BUMOT JI0 ITPOEKTY.

1.2 IopiBHAJILHUN aHAJI3 iICHYIOUHMX aHAJIOTIB Ta BU3HAYEHHS BUMOT /10
MPOEKTY

Ak BKe 3a3HayAIOCs] B IMOINEPEIHBOMY MIAPO3JUI, CYYaCHUM MiIKaHp
MOKPOKOBUX TaKTUYHHX CTparerii 3 KapTKOBUMHU MeXaHIKaMH aKTUBHO
po3BuUBaEThC. [l MIMOOKOrO PO3YyMIHHS HOTO OCOOJMBOCTEN Ta BUSBIECHHS
PUHKOBOi HilIi OyJlo MPOBEACHO [E€TajJbHUN TMOPIBHAJIBHUN aHaNI3 BHUUIE
nepensiHyTUX: Slay the Spire, Into the Breach Ta Inscryption.
Slay the Spire BcTtanoBuMB BHcOKi cranmaptu roguelike deckbuilder’iB 3aBmsxu
HAJ3BUYAIHIN BapiaTUBHOCTI KOJOJ Ta peirpadelbHOCTI, MPOTE MOBHICTIO
no30aBJIeHUI MPoCcTOpoBoi TakThkH. Into the Breach, HaBmaku, nemoHcTpye onHy 3
HAaWIMOIIMX peamizaliii MpoCTOPOBOrO MO3UIIOHYBAaHHS HAa KOMITAKTHOMY IOJI
000 3 MOBHICTIO JAETEPMIHOBAHUM HITYYHUM I1HTEJIEKTOM, aj€ HE Ma€ KapTKOBOI
cucteMu. Inscryption MpOINOHY€ OpPUTIHAJIBHUN TIOpUJ, MOEAHYIOUH KapTKOBY

MexaHiKy 3 00OMEXKEHUM HOBI/IHiOHYBaHHSIM Ta CUJIBHOIO MeTa-inOBOIO CKJIaa0BOIO.



PesynbraTi netanbHOrO aHami3zy nmpeacTaBieHo B Tadmmmi 1.1.
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Tabmuus 1.1 — [lopiBHANBHUN aHAII3 ITPOBUX aHAJIOTIB 3 TOTCHIIAILBHUMHU 1X

peanmizalisiMi y MpOo€eKTI

Kpurepii Slay the Into the Inscryption «TakTnuna
MOPiBHAHHS Spire Breach ApeHay
Tum JliHiiHMH, JuckpeTHe dikcoBaHi JuckpeTHe
MIPOCTOPY CTaTUYHUK | moJie 8%8 CJIOTH (JIIHIMHI) | 130METpUYHE TOJIe
6010
Crnocib BuOip xapt 3 | CraTnuHi Bucrasnenns | Posirpamr kapt 3
aKTUBaIlll pYyKH BMIHHS KapT y CJIOTU IIPUB’ I3KOIO JI0
T IOHITIB KOOpAUHAT
Crpykrypa | IIpouenypue | [noGanbHa CroxeTtHi [IpoueaypHa
nporpecii JIEPEBO TaKTHUYHA KIMHaTH reHepailisi apeH

BY3J11B KapTa
[IpornoszoBa | HacTkoBa IToBHa IIpuxoBana 3 YacTroBa +
uicte 11T JIETEPMIHOBAH | BUITQJIKOBICTIO | TWHAMIYHI 30HU
1CTh JOCSKHOCTI
Brnus Biacyrhiii Kputnunuit OOMmexxeHuit Bucoxkwnii
naHamadTy (mepemkoau,
HEMPOX1AH1 30HH)

[IpoBenennii MOPIBHSUIbHUN aHami3 (Tad.

1.1) Hao4yHO J€MOHCTpYyE

HAsBHICTh YITKO BUPAXEHOI PUHKOBOI Hillll HA CTUKY JBOX MPOBIAHUX HapaJurm

cydacHoro reiimam3saiiny. Slay the Spire BCTaHOBHB €TalOHHI CTaHIAPTH IS

roguelike deckbuilder’iB 3aBasku Haa3BUYAWHIN  BapiaTUBHOCTI

KapTKOBUX

KOMOIHAI Ta BUCOKIH peirpadenbHOCTI, TPOTE MOBHICTIO ITHOPYE MPOCTOPOBY

TaKTHKy, poOisiun OOHOBYy cucTeMy cTaruyHowo. Into the Breach, naBmakw,

MPOIOHYE OJIHY 3 HAWIIMOIIMUX pealizaliiii IpOCTOPOBOI TAKTUKH B MOKPOKOBHUX
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irpax 3 JAETepMIHOBAHUM IITYYHHM IHTEJIECKTOM, ajie M030aBisi€e TPaBIsl IEMEHTY
BUIAJKOBOCTI Ta THYYKOCTI MOOY/I0BU KoloAu. Inscryption poOUTh 1iKaBy crpoOy
MOE/IHAHHS €JIEMEHTIB, OJIHAK MOro MPOCTOPOBA B3aEMO/IIS 3AJIUIIAETHCSA JOCHUTh
00MeXeHO10, a (HOKyC 3HAUHOIO MIPOIO 3MIIIeHUH y 01K HapaTuBy Ta METa-IrPOBHUX
MexaHiK. TakuM YnHOM, OUTBIIICT ICHYIOUHX PIIIEHB TSXKI€ O OHOTO 3 TOJIIOCIB:
1. abo MmakcumanbHa KapTKOBA BapiaTUBHICTH 0€3 MPOCTOPOBOI INUOUHH,
2. abo BHCOKa TaKTUYHA CKJIAJHICTh 3 JKOPCTKO BU3HAYCHUMHU JisIMH.

[TpoexT «TakTnyHa ApeHay CPSIMOBAHUN HA 3alIOBHEHHS 111€1 HIIlIl MUISTXOM
CTBOPEHHS IMOBHOL[IHHOTO Tri0puay. Y po3po0ItoBaHOMY 3aCTOCYHKY TIpaBellb
KepyBaTMME€ IOHITAMU Ha JAMHAMIYHOMY JIBOBUMIPDHOMY KJIITUHHOMY TIOJI, JI€
yacTHHA J1H — MEepeMIIIeHHs, aTaka, 3aXUCT OyayTh BiJIOyBaTUCS SIK Y KIACHYHHUX
MOKPOKOBUX CTPATETIfAX, a 3aCTOCYBaHHS CHEIlalIbHUX €(EeKTIB — 3aeKaThuMe Bijl
posirpanry KapT 13 pykd. Takmil miaxig 3a0e3mnedye TO€IHAHHS BHCOKOI
peirpabenbHOCTi, XapakrepHoi s deckbuilder’i, 3 iHTEIEKTyaIbHOIO NIMOWHOIO
MPOCTOPOBOTO MO3UIIIOHYBAHHS, 1110 € PIIKICHUM SIBUIIIEM HA CYy4YaCHOMY PUHKY.

Ha ocHOBI pe3ynbTaTiB JEKOHCTPYKIII aHAJOTiB, a TaKOX TEXHIYHUX
MOXJIMBOCTEH Ta oOMmexeHb pymnis Unity, Oyno cpopMOBaHO KOMILIEKC
GYHKIIOHATBHUX Ta HE(PYHKIIIOHATILHUX BUMOT JIO TIPOEKTY.

1.2.1 ®yHKUioHAJIbHI BUMOTH

1. ITincucrema nmpocroporoi yioriku (Grid System):

e ABTOMAaTH4Ha reHepalis KoH(QIrypoBaHO1 130METPUYHOT CITKH.
e JlMHaMiyHE OHOBJEHHS CTaHy KIITMHOK Ta Bi3yaji3allisi 30H
JIOCSDKHOCTI.
2. Ilincuctema KapTKOBOTO MEHEKMEHTY:
e [ligTprmMKa CTEKIB: KOJIO/a, pyKa, CKU/I.
e Baminmamist posirpamty 3 ypaxyBaHHSM BapTOCTI Ta MPOCTOPOBUX
O0OMEKEHB.
3. Peamizaiiis NpuMITUBHOTO IITYYHOTO 1HTENEKTY: Po3paxyHOK HUIAXIB Ta

BUOIp ONTUMAJIBHUX JI1 HA OCHOBI IMIOTOYHOTO CTaHy MOJIA.
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1.2.2 He(pyHKIiOHAJIbHI BUMOTH
o IlponykruHicTh: Yac pospaxynky xomy LI wa momi mo 10x10 — He
o1mpme 200 mc; ctadbinsa1 60 FPS.
o MacmraboBaHicTb: MOXIUBICTh PO3UIMPEHHSI KOHTEHTY (KapTH, IOHITH)
yepe3 ScriptableObject 6e3 mepekoMmIiIsIIii.
o TecronpuaarHicTb Ta HaAidHICTH: UYiTKe pPO3MEXKYBaHHS MOYIIIB,
00poOKa BUHSATKOBUX CHUTYAITIH.
CdopmoBaHi BUMOTM CTalld OCHOBOKO JUJISl TMOAAJIBIIONO APXITEKTYPHOIO
IIPOEKTYBAaHHA Ta MPOrpaMHOi peasii3allii 3aCTOCYHKY.
CdopmoBaHuii KOMIUIEKC BUMOT € JETaIbHUM 1 BCEOIYHUM OPIEHTUPOM IS BCIX
NOJANbIIUX €TallB IMPOEKTYBAHHS apXITEKTYpH, BUOOPY TEXHOJIOTIYHOTO CTEKY Ta
MPOTPaMHOI peai3ariii.
1.3 OOrpyHTyBaHHS BHOOPY TEXHOJIOTiYHOT0 CTEKY Ta
IHCTpyMEHTaJIbHUX 32C00iB PO3pOOKH
[TpoexTyBanHsT Ta peamizaiis CKJIAJHOTO 1HTEPAKTUBHOTO IPOTrPaMHOTO
3a0e3MeUeHHs, IKUM € MOKPOKOBA TAaKTUYHA CTPATETisl 3 KAPTKOBUMHU MEXaHIKaMH,
BHUMArae peTesibHOrO aHalli3y Ta OOIPYHTYBaHHS BUOOPY IHCTPYMEHTAJIbHUX 32C001B
po3po6ku. [IpaBuiabHO MiIOpaHUii TEXHOJIOTIYHUM CTEK 6€3110cepeIHbO BIUTMBAE HA
HIBUKICTh CTBOPEHHS ITPOTOTHUILY, MacIITabOBAHICTb apXITEKTypH,
KpocmiarQopMeHy CyMICHICTb MTPOTrpaMHOro MPOAYKTY, @ TAaKOXK Ha €(EeKTUBHICTh
ONTHUMI3allli BUKOPUCTAHHS CHCTEMHHX PECYpCIB LIEHTPaJIbHOTO Mpollecopa Ta
OTICPATUBHOT TTaM'sTi.
st peamizamii TaKTUYHOTO BIJIEOITPOBOTO 3aCTOCYHKY Oyno oOpaHo
Oararorutarpopmenuii irpouit pymii Unity. Ha cywyacHomy ertami po3BUTKY
iHayctpii Unity € onHUAM 13 JT11€piB ceperl 3ac001B po3pOOKH IHTEPAKTUBHOTO COPTY,
I10 3yMOBJIEHO HU3KOIO HOTO apXiTeKTYpHUX Ta (PyHKI[IOHAIBHHUX MepeBar. B ocHOB1
pylIis TOKJIAJIEeHO KOMIIOHEHTHO-OpieHTOBaHy apxitekTypy (Component-Based
Architecture). 3aMmicTb KJIACHYHOTO TIIHOOKOTO YyCHaJAKyBaHHS KJACIB, K
MPU3BOANTH JO HAaIMIpHOT 3B's3HOCTI kKoxy (tight coupling) Ta yckmamgHIOE

pedakropunr, Unity BukopuctoBye Mmoaenb GameObject-Component. Lle go3Bonsie
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JUHAMIYHO KOHCTPYIOBATH ITPOB1 00'€KTH (HAIIPUKIIA[, IOHITIB UM KIIITUHKU TIOJIS),
THYYKO JOJAI0YM JI0 HUX MOJYJIl TIOBEIIHKY IiJl YaC BUKOHAHHS Mporpamu. Takui
MIJIX1]] € KPUTUYHO BAXKJIMBUM JISI peajizailii BaplaTUBHUX KapTKOBUX €(eEeKTiB,
KOJIM TOM caMHU#l IOHIT MOXE OJHOYACHO OTPHUMYBaTH HOBI KOMIIOHEHTH CTaHiB,
Moau(IKaTOPH 3aXUCTy a00 YHIKaIbHI €PEKTU TPUBAIHUX IMOLIKO/KEHbD.

BaxnuBoro  apxiTekTypHoro  mepeBaroro  Unity €  migTpuMKa
KpocmiaThopMeHOCTi, sKa 3abe3MeuyeTbcss HE TMPOCTO abCTpakiielo Haf
cucreMHuMUd API, a BUKOpHUCTaHHSM CIIEIiadi30BaHOI TEXHOJOTIl KOMITUISIIT
IL2CPP (Intermediate Language To C++). Ilix yac 30upaHHs OPOEKTY TPOMIKHUN
kogq wmoBu C# (Common Intermediate Language) TpaHCHIOETBCS Yy
BHUCOKOOIITHMI30BaHUM BUXITHUM KO MOBU C++, KM 3roI0M KOMIIUTIOETHCS 11T
nuboBy omnepaiiitny cuctemy (Windows, Android Tomio) 3a JOMOMOIOH piTHUX
kommiasaTopiB - (MSVC, Clang). Ile mo3Boisie  AOCATTH  MaKCHMAaJIbHOI
IPOAYKTUBHOCTI OOYMCIIOBAJIbHUX alTOPUTMIB, IO € KPUTUYHO BAXKIMBHUM IS
M1JICUCTEMH IITYYHOTO IHTEJIEKTY TIPU PO3PAXyHKY MPOCTOPOBUX MEPEMIIICHb Ha
TaKTHUYHIA MaTpHII MO 6010.

MoBoto nporpaMmyBaHHs 17151 po3poOKku 00pano C# — 00'eKTHO-OPIEHTOBAHY
MOBY 3 CYBOPOIO THIMI3alli€l0, sIKA € CTaHAApPTHUM IHCTPYMEHTOM HaNMCaHHS
ckpuntiB y cepenoBuuy Unity. Bubip C# oOrpyHToBaHuM 1i BHCOKOIO
MPOAYKTUBHICTIO, HASBHICTIO CY4aCHUX MOBHHMX KOHCTPYKIIH, Takux sk LINQ
(Language Integrated Query) mis edekTuBHOI PiIbTpalli iIrpoBUX 00'€KTIB HA MOI
0010, a TakoX MIATPUMKOIO AaCHMHXPOHHOro mporpamyBaHHs Ta Coroutines.
BukopuctanHsi KOpyTHH J03BOJISIE pealli3yBaTh MOKPOKOBHM momin a3 rpu 6e3
O710KyBaHHST TOJIOBHOTO TOTOKY peHaepuHry (Main Thread), imiTyroun 3aTpumku
MUCJICHHSI IITYYHOTO IHTEJICKTY 3a JIOMOMOTOI0 1HCTPYKIHA yield return new
WaitForSeconds().

Okpemy yBary B Mekax OOpaHOTO TEXHOJOTIYHOIO CTEKY MPUJILIICHO
YIPABJIIHHIO ONEpaTUBHOIO naM'arTio. CepenoBule BUkOHaHHS C# BUKOPHCTOBYE
apToMatuaanil  “30mpad  cmitrs”  (Garbage Collector). s  miHIMI3arii

HaBaHTAXXCHHsA Ha HiI[CI/ICTCMy Imam'aTli Ta 3ano0IraHHsS BUHUKHCHHIO 3dTPUMOK
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Kaspy (MuUKpodpu3iB) i yac 60HOBOTO IUKITY, JIOTIKY 3aCTOCYHKY CIIPOEKTOBAHO 3
ypaxyBaHHSIM KOHIICTIIi TOBTOPHOTO BUKOPHUCTaHHS OO'€KTIB Ta YHUKHEHHS
HaJIMIPHOTO JUHAMIYHOTO BUAIICHHS rmam'saTi B kyui (Heap).

BaxxuBUM acmeKkToM apXiTeKTypHOTO MPOEKTYBaHHS € BHOIp MaTEpHIB 1
MIIXOAIB 70 oOpradizaiii B3aeMofii MiAcHUcTeM po3pobmroBaHoi rpu. Jlis
3a0e3MeUYeHHs] BUCOKOI MOIYJIBHOCTI MPOTPAMHOTO KOAY y TPOEKTI 3aCTOCOBAHO
KOMOIHAIII0 KJIACHYHUX 1IA0J0OHIB MPOEKTYBAHHS:

1. IMarepn "Cunmiron" (Singleton / OpuHak): BUKOPUCTOBYETHCA IS
00anbHUX  KEPYIOUMX  KOMIIOHEHTIB, Takux sk  TurnManager,
BattleGridManager ta UnitSelectionManager. Lle rapantye HasiBHICTb JIHIIIE
OIHOTO EK3eMIUIIpa MEHe/Kepa B MeKax IrpoBOi CIIEHM Ta 3abe3mneuye
yHI()IKOBaHYy TOYKY AOCTYIy A0 MOro (yHKIIOHAIY 3 OyIb-SKOTO 1HIIOTO
ckpunrta.  Jlnmg  3amo0iraHHs — JECTPYKTUBHUM  TOMHJIKAM  TpHU
NEPE3aBAHTAXKEHHI CLEH peai30BaHO Oe3leyHl MepeBipKu Ha MyOJikaTh B
Meromi Awake().

2. Tlarepn "Cran" (State Pattern): € 6azoBum 115t peasnizaliii KIHIIEBOTO aBTOMAaTy
(Finite State Machine) nokpokoBoi cucteMu. BiH 4iTKO pO3MEKOBYE JIOTIKY
pOOOTH 3aCTOCYHKY, IEPEMUKAIOUN CUCTEMY MIX (Da3010 iHiiam3aiiii, ¢pazoro
X0y TpaBls, (a3or0 BUOOpPY KapTH, (a30r0 XOAy IITYHYHOIO 1HTEJEKTY Ta
(da3or 3aBepuieHHs1 00MOBOI cecli, MOBHICTIO OJIOKYIOYM HEKOPEKTHI Jii

KOPHCTYBa4a 103a CBOEK YEProlo.

3. IMarepn "Cmocrepirau" (Observer / IlogieBa Mozmenb): 3aCTOCOBY€EThCS IS
peanizamii crmabkoi 3B's3HOCTI KommoHeHTiB (loose coupling). 3mina
BHYTPIIIHIX TapaMeTPIB IOHITIB (HAIPUKJIIad, 3SMEHILIEHHS P1BHS 310POB'sS IPU
OTPUMAaHHI IIKO/IN) BUKIIMKAE BIAMOBIAHY mporpamuy nofito (C# Event), Ha
Ky HE3aJeKHO MIJNUCYIOThCA MmijicucteMa rpadiyHoro iHTepdeiicy
KOpHCTyBaya JJis OHOBJICHHS TEKCTOBMX IIOJIIB Ha MaHesl iH(opmarii Ta

mijicucTeMa NepeBipKH YMOB 3aBEpUICHHS 0010.
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JIist po3po0OKH MPOCTOPOBOT JIOTIKK TOJIST 000, SIKA € OCHOBOIO TaKTUYHOL
CITKH, BUKOPUCTOBYIOThCS BOYJIOBaHI MareMaruyHi cTpykrypu Unity Ta marpuyHi
aTOpUTMH. Po3paxyHOK 30H MOCSKHOCTI Ta TMOIIYK HAHKOPOTIIMX MUIAXIiB IS
HITYYHOTO 1HTENEKTy TMOKJIAJae€ThCsl Ha KJIaCHMYHI MAaTpUYHI KOOpPAMHATHI
NIEPETBOPECHHS Ta METPUKY MaHreTTeHa, aJanToBaHi IMiJ TUCKPETHY TBOBUMIpHY
CITKY.

3 MeTol0 MMOOKOTO aHaji3y Ta HAayKOBO-TEOPETUYHOTO OOIPYHTYBaHHS
TEXHOJIOTIYHOTO BUOOpY, AOULILHO MOPIBHATH pymiiid Unity 3 HalOmmx4uMu
KOHKYPEHTHUMH DINICHHSIMH Ha pPHHKY 3a KJIOUYOBUMH KPUTEPISIMH, IO

6G3HOCCpC,ZIHBO BIIVIMBAIOTb Ha p03pO6Ky IIOKPOKOBUX TAKTHUYHHUX CHCTCM.

PesynbraTi nopiBHSIHHS HaBeACHO B Tabmui 1.2.

Tabnuis 1.2 — INopiBHsIBHUE aHaMI3 ITPOBUX PYIIIIB ISl pO3POOKH CTpaTerii

Kpurepiii nopiBHsIHHSA Unity Unreal Engine | Godot Engine
OcHoBHA MOBa C# C++ / Blueprints | GDScript / C#
NPOrpaMyBaHHS
IIBuakicTs po3podku | Brucoka Cepenns Bucoxka
2D/2.5D cucrem (pO3BHHEHMI (opienTOBaHMM | (JIETKOBAXKHU,
1HCTpYMEeHTapi | Ha Baxkki 3D crieriaaizoBaHi
2D) MIPOEKTH) 2D By3nn)
Iopir Bxomxkenns nias | CepenHiii Bucokuit Husbknii
po3poOHuKa
ITouarkoBa Bucoxka (3aBasiku | MakcumaibHa Cepenns
NPOAYKTUBHICTH C# ta
DOTS/Burst)
I'nyukicTh Hyxe Bucoka (Ul | Bucoka (UMG) | Cepenns
apxitektypu UI Toolkit, Canvas)
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Ananiz nanux tabmuui 1.3 miaTBepmKye, MO sl CTBOPEHHS MOKPOKOBOI
cTparerii 3 KapTKOBUMH eneMeHTamu pymid Unity € HaiOuipin 30amaHCOBAaHUM
BuOopom. [lopisasiHo 3 Unreal Engine, BiH MpomoHye 3HAYHO BUILY IMIBUAKICTH
po3poOku iHTepdeiic-opienToBannx cuctem (Ul), me ©Hemae mnorpedu B
pecypcomicTkoMy rpadiuHOMY PEHACPUHTY Y CKIATHUX (QI3UYHUX PO3paxXyHKaX.
Bonnouac, Ha Bigminy Big Godot Engine, Unity nporoHye 611b111 3pity Ta cTabiIbHy
CKOCHUCTEMY, sIKa BKJIIOYA€E Mpo(deciiiHi 1HCTPYMEHTH aHali3y Ta ONTHUMI3allil
nporpamHoro koxy (taki sik BikHa CPU Profiler ta Memory Profiler), mo €
KPUTHUYHO BOKJIMBUM IS IATBEPIPKEHHS CTa0LTBHOCTI IrPOBOIO LIUKITY.

HonarkoBuM (yHIaMEHTaJIbHUM apryMEHTOM Ha KOPUCTh OOPAHOIO CTEKY €
BUKOPHCTAHHS apxiTeKTypHoro miaxomy Scriptable Objects y Unity. Ilei
ITHCTPYMEHT JI03BOJISIE TIOBHICTIO BIJIOKPEMUTH CTaTM4YHI JIaHI KOHTEHTY BiJ
0e3nocepelHbOi  MPOrpaMHOi JIOTIKM MEHEKEpiB. XapaKTepUCTUKU KapT il
(BapTicTh B OYKax /i, TUI KapTH, YHIKaJbHUW 1AeHTU(IKaTop e(dekTy) Ta
napamMeTpH IOHITIB (ITOYaTKOBE 37I0pOB's, 0a30Ba araka, JajIbHICTh MEPEMIIICHHS)
BUHOCSTHCS B OKpeMi KoHPiryparliiiai daiinu-acetu. Ha BiqMiHy BiJ TpaaULIIIHOTO
30epiranns ganux y ¢popmarax JSON a6o XML, Scriptable Objects iHTerpoBaHi B
pigHy cucteMy cepiamizaiii Unity, 1110 103BOJISi€ 3aBaHTAXKYBATH iX B ONEPATUBHY
nam'atb 0€3 JOJATKOBUX BUTpAaT Ha MapCUHI pAnKiB. Takuil miaxin 3adesnedye
IHYYKE HaJIAILITyBaHHS IFPOBOTO OajlaHCy B THCIIEKTOP1 pelakTopa 0€3 HEOOX1THOCTI
MEePEKOMIUIALIT KOAY 3aCTOCYHKY Ta TapaHTy€ BUCOKY SIKICTh MacIITa0OBaHOCTI
MPOTPAaMHOTO PIlIEHHS NpPHU E€KCTEHCHBHOMY pPO3MIMPEHHI 0a3u KapT YW THIIB
CYNIPOTUBHHUKIB.

TaxuMm unHOM, OOpaHMI TEXHOJOTTYHHM CTEK Y CKJIaJli bararoruiaropMeHoro
pyuuist Unity, MmoBu niporpamyBanHsi C# Ta apxiTekTypHOi Mozeni Scriptable Objects
pa3oM 13 BUKOpHCTaHHAM 11a0oHiB Singleton, State Ta Observer ¢popmye HaaiiHUM,
BHUCOKONPOAYKTUBHUIM Ta THYUYKUH (QyHIAMEHT JJIsi MpOTrpamMHOi peaiizalii BCIX
MIJICUCTEM TTOKPOKOBOTO TAKTMYHOTO KapTKOBOTO 3aCTOCYHKY BIAMOBIAHO 10

BCTAHOBJIEHUX TEXHIYHUX BHMOT.
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PO3I1JI 2. TIPOI'PAMHA PEAJIIBAIIA CTPATEI'TYHOI'O
BIZEOITPOBOI'O 3ACTOCYHKY

2.1 ApxiTeKTypHa CTPYKTYpa Ta KOMIIOHEHTHA MOJeJ/Ib 3aCTOCYHKY

[IpoexTyBaHHsI  apXiTEKTypu Oydb-sIKOTO CKJIAJHOTO I1HTEPAKTUBHOTO
IpPOrpaMHOTO 3a0€3ME4YeHHs, a OCOOIMBO IOKPOKOBOI TAaKTMYHOI cTparerii 3
enementamu roguelike ta deckbuilding, € kputuyHuM eramom, IO BHU3HAYa€
MOJIAJIBITY YCHIIIHICTh PO3POOKH, 3PYUYHICTH MIATPUMKHA KOIY Ta TOTEHIIA
MaclITaOyBaHHS MPOEKTY. ApXITEKTypa 3acTocyHKy «Taktuuna ApeHna» Oyna
CIPOEKTOBAHA 3 YpaxyBaHHSIM KIIOYOBUX MPUHLUIIB CY4YacHOI MpPOrpaMHOI
1HKEHepii: BHCOKOT MOIYJIBHOCTI, HHU3bKOi 3B’SI3HOCTI KOMIIOHEHTIB, YITKOTO
pPO3MEXKYBAaHHS 30H BIJNOBIIAJBHOCTI, IIO JIO3BOJSE JIETKOTO PO3IMIMPEHHS
(bYHKIIOHATBHOCTI 6€3 CYyTTEBOTO pe(haKTOPUHTY OCHOBHOTO KOJIY.

Coeumdika naHOro THUIIY 1rop, fKa IO€AHYE NIPOCTOPOBY JIOTIKY Ha
JUCKPETHOMY KJIITUHHOMY TOJi, JUHAMIYHE YIPaBIIHHS KapTKOBOKO KOJIOIOIO,
MITYYHUN 1HTEJEKT CyNpPOTUBHUKA Ta TIOKPOKOBUHU ITPOBHM ITUKJI, 3 BpaxyBaHHSIM
MOKJIMBOCTI TOJANBIIOTO PO3BUTKY IMPOEKTa BHCYBa€ BHCOKI BHUMOTH O
apXiTeKTypHOi opranizamii. HeoOXimHO 3a0€3MeYnTH CHUHXPOHI3aIlK0 BEIUKOT
KUJIBKOCTI B3a€EMOIIOB I3aHUX MIJICUCTEM Y pEaJbHOMY Yaci, P [IbOMY 30epirarouu
BHUCOKY NPOAYKTHBHICTh, 3PYYHICTh TECTYBAaHHS Ta MOXJIMBICTh 1TEPaTUBHOTO
BIOCKOHAJIEHH MexaHiK. J[JIs BUpIIIeHHs 1IUX 3aBaaHb y cepenonui Unity Oymio
o0paHO  TMO€JHAHHS  KOMIIOHEHTHO-OPIEHTOBAHOI  apXiTeKTypu  pyuuis 3
LEHTPATI30BaHUMHU KEPYIOUMMH MEHEIKepaMu, iKi (PYHKLUIOHYIOTh SIK €IWHUMN
KOOPJIMHAIITHUI KapKac yChbOTrO 3aCTOCYHKY.

BaxnuBuM eranmoM Ha TOYATKOBIM cTajii pO3pOOKH CTaJl0 CTBOPEHHS
crelianizoBaHoi pobouoi cuenn — BattleScene, sika mpu3HaueHa 1Ji1 TECTyBaHHs
OCHOBHMX MEXaHIK, HaJIaro>KeHHs B3a€MO/I1i KOMIIOHEHTIB Ta Bi3yaJbHOTO aHaJi3y
apXiTeKTypHUX pimieHb. [lodarkoBuil Bumsaa 1€l cueHu B pepaktopi Unity

MpEACTaBIECHO HA PUCYHKY 2.1.
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Pucynok 2.1 — BnamryBanns BattleScene y penakropi Unity

Ha wiit imoctpanii (puc. 2.1) MOXHA pO3IISHYTH 1€pApPXiUHY CTPYKTYpPY
o0’extiB crienn (Hierarchy), ocHOBHI Kepyrodl MEHEIKEpH, a TaKOX BI3yalIbHY
oOmacTh BikHa Game Jie y’Ke PO3MIIIEHO 3TeHEPOBaHy TaKTUYHY CITKY Ta MEPBUHHI
eIeMEHTH 1HTepdeicy KopucTyBaua. Take MOYaTKOBE KOMITOHYBAaHHSI CIICHHU €
BOXJIMBUM HE JIMILIE JUIsl 3pYYHOCTI pO3pOOKM, ajie W Il CHCTEMHOIO aHali3y
B3a€MO3B’I3KIB MK TPOTPAaMHUMU MOJYJISIMU III€ Ha €Talll MPOTOTUITyBaHHs. BoHO
JI03BOJISIE  PO3POOHUKY IIBUAKO OIMIHIOBATH AapXITEKTYPHI PIIICHHS, BUSIBISTH
MOTEHITITH1 MPOOJIeMH 31 3B’ SI3HICTIO KOMIIOHEHTIB Ta €()EKTUBHO TIPOBOAUTH PYUHE
TECTYBaHHS KJIFOUOBHX MEXaHIK 0€3 HEO0OX1THOCTI 3alyCKy IMOBHOIIIHHOTO irPOBOTO
ITUKITY.

[lenTpasbHUM By3JIOM KOOpAMHAIIT BCI€T apXiTeKTypH € 00’ ekT TurnManager,
KU peanidye 1mabgoH mpoekTyBaHHs Singleton. Lleit kommoHeHT BiamoBigae 3a
aZIMiHICTPYBaHHA TIOOAJIIHUX CTaHIB I'PU Ta KEPYBaHHA NepexonaMu Mix (azamu

MOKPOKOBOTO IMKJYy 3a JOMOMOTo KiHieBoro aBtroMary (Finite State Machine).
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3aBIsKkM  IEeHTpaiizoBaHOMy  miaxomy  TurnManager 3alesnedye — YiTKY
MOCJIOBHICTh MM y Tpi, 3amodirae OAHOYACHOMY BUKOHAHHIO KOH(IIKTYHOUHMX
orepalliii Ta clIyrye €IMHOI0 TOYKOIO KOHTPOJIIO 3a iIrpoBUM MporiecoM. Bzaemonis 3
IHITMMHU  TCUCTEMaMHU  BiIOYBA€THCS TIEPEBAXKHO 4Yepe3 TMOIEBY MOJENb, IO
JIO3BOJISIE  YHUKHYTH SKOPCTKHUX MPSIMHUX ITOCHJIaHb 1 MiJIBUILY€E THYYKICTb
apXITEKTYpH.

IIpocTtopoBa sorika moins 6010 kepyerbes kimacom BattleGridManager. [leit
KOMITOHEHT BUKOHY€E MPOTPaMHy 1HII1aJ13a1ii0 JBOBUMIPHOI CTPYKTYpHU JAHUX, 110
MpEACTaBIsi€ TAKTHYHY CITKY, Ta 30epira€e INOCWUJIaHHS Ha BCl 1HAWBIIyalbHI
KJIITUHKY. KoXHa KITITHHKA MOJIS € CAMOCTIMHUM ITPOBUM 00’ €KTOM, SIKMI MICTUTh
iH(bOpMAIIII0O TIPO CBOI KOOPJAWHATH, THUIl MPOXIAHOCTI, HASBHICTh CTATUYHUX
NEepelIKol Ta AMHAMIYHY 3aiHATICTh toHITamu. BattleGridManager ¢yHKionye sik
KIIFOYOBUHM 1H(GOpMAIIHHUN CcepBIC I MIJICHCTEM MITYYHOTO I1HTEJICKTY Ta
KapTKOBOTO PYIIIisi, HAJAl0UMd ONTHUMI30BaHI METOAM JJISI TIEPEBIPKHU JIETaIbHOCTI
KOOPJIMHAT, PO3PAXYHKY 30H JOCSHKHOCTI Ta TMHAMIYHOTO OHOBJICHHS CTaHY IMOJIS.

Jlorika ympaBmiHHS OOWOBUMM OAMHHUIIMUA 30CEpeKeHa B  KJaci
UnitsManager. KoxeH OHIT Ha 1ol OO BOJOAi€ HAOOPOM JUHAMIYHHMX
XapaKTePUCTUK, TAKUX SK MOTOYHHM 1 MaKCUMAJIbHUI PIBEHb 370pOB’s, 0a30BI
3HAYEHHS IIKOAU Ta OPOHI1, TOCTYMHUI pajlyc MepeMilieHHs 1 TOTOYHA IPOCTOPOBA
MO3UIlIS Ha CiTHi. BaXxJnBowO apXiTEKTypHOK OCOOJUBICTIO € Te, II0 KJac
UnitsManager He MICTUTh JIOT1IKA MPUHHATTS PillieHb — BIH BUCTYMNA€ BUKIIOYHO
BUKOHABUOIO CYTHICTIO, SIka OTpUMy€ KOMaHAW ab0 Bia iHTepdeicy rpabBis Ta
BattleStateManager, abo BiJ MoayJisi ITy4HOTO 1HTENEKTY EnemyAl.

KaptkoBa migcucTema peanizoBaHa uepe3 CrHeIiali30BaHUN KOMITOHEHT
CardManager. Bin BignoBifae 3a ynpaBiiHHS JIOTIYHUMH CTEKaMU KapT: KOJIOJOIO,
PYKOIO TpaBlli Ta NPOTUBHUKA, CKUJAHHAM KapT. 3a0e3mneyye MareMaTudHO
KOPEKTHE TIepEMIMIeHHSI OO0 €KTIB MK HHMMH, a TaKOX BHUKOHYE BaJllJIaIlilo
MOJKJIMBOCTI pO3Irpaily KapT 3 YpaxyBaHHSM BapTOCTI B OYKax i Ta HASIBHOCTI
JeranpbHUX nuied Ha momi 6oro. Ilpu BuOopi kaptu BattleCardManager TicHO

B3aemoie 3 UnitSelection, 1110 103BOJIsIE KOMIUIEKCHO NIEPEBIPATH YMOBH aKTHBAITli
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MmexaHik. [y cucreMaTusallli Ta HAOYHOTO MPEACTABICHHS B3a€MOJIT KIFOUOBUX

KOMIIOHEHTIB apXITeKTYpH, BX1JIHI JIaH1 Ta BUX1HI MO/I1 3BeIeHO B Tabmuio 2.1.

Tabmuus 2.1 — 30HM BIANOBIIANBHOCTI Ta APXITEKTYPHA B3a€EMO/Iisi KOMIIOHEHTIB

TaKTUYHUX KPOKIB
BOpOra, BUOIp Iijiei

Ta po3irpaii KapT Jiu.

CITKHM, TIO3HUIIIT
IOHITIB IpaBIif,
BJIACHA

BIpTyajbHa pyKa.

HazBa OcHoBHA 30Ha Bxigni gani pysa | Buxiani noaii Ta
KOMIIOHEHTAa | BiAnoBiZaJdbHOCTI B3acMOIil KOMAaH/IH
Turn KepyBanns Curnanu mpo OnTurnChanged,
Manager MTOKPOKOBUM 3aKIHYEHHS J11 nepexiJi CHCTEMHU y
KIHIIEBUM aBTOMAroM, | BiJl IpaBiisi abo CTaH
3MiHa (a3 XoiB. [I11. OJIOKYBaHHSI/aKTUBALlIi
BBEJICHHSI.
Battle Grid Inimanizamis citku, | Iapamerpu [ToBepHEHHS! MacuUBIB
Manager 30epeKeHHS po3Mipy TOJIs, KJIITUHOK JIJIsT
TONOJIOTIT MmO, KOOpPJIMHATH M1/ICB1YyBaHHS 30H
nepeBipka KOOpAUHAT. | 3alUTIB. XOJly UM aTakH.
Card MeHemKMEeHT Kondiryparii OnCardDrawn,
Manager KapTKOBHUX CTEKIB, Scriptable OnCardPlayed,
001p, CKUJAHHS Ta Objects, KOMaHAW | 3MEHILICHHS YTy
MIEPEMIIITYBAHHS KapT. | po3irpanmty. o4ok niii ($APS).
Units 306epiranHs CTaHy Monudikaropu OnUnitDamaged,
Manager 3JI0POB'sl Ta OUOK M1 | IIKOAH, I1IJIBOBI OnUnitDied,
IOHITa, BAKOHAHHS KOOPIWHATH BiJl | OHOBJICHHS CTaHY
aHIMaliin 1 T abo rpaBis. | 3alHATOCTI KIITHHKU
MIePEMIIIICHb. CITKH.
Enemy Al OOuncieHHs IloTounwnii cran Komangn Ha

HnepeMIIIeHHS Ta

aTaKH.
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Kepyroui menemxepu (TurnManager, BattleGridManager, CardManager)
BUCTYIIAIOTh Yy POJII TOCTAYaJIbHUKIB JAaHUX 1 CEPBICIB JUIi BHKOHABUYMX
KOMITOHEHTIB, Takux sik UnitsManager Ta EnemyAl. Taka opranizariisi 3a0e3nedye
YiTKE PO3MEXKYBaHHS 000B’A3KIB 1 JI03BOJISIE BHOCUTHU 3MIHHU B JIOT1KY OTHOTO MOIYJISA
0e3 HeoOX1THOCTI CYTTEBOTO pedakTOpUHTY CyMiKHHUX KiaciB. Taka apXiTekTypa
(tabn 2.1) nmeMoHCTpye, MO MOOyZOBaHA apXITEKTypa TMPOEKTY IOTPUMYETHCS
MPUHILIUIIIB IEHTPAII30BAaHOTO CEPBIC-OPIEHTOBAHOTO MPOEKTYBAHHS.

OkpeMUM BaXJIMBUM apXITEKTYPHUM IIAPOM € MijcucTeMa oOpoOKHU Mosin
(Event System), peanizoBaHa Ha ocHOBi natepHy Observer (Cnoctepiray). IIpsmi
BUKJIMKM METOJIIB MK MEHEKepaMu OOMEKEH1 JIMIe KPUTUYHUMHU 3aluTaMu
JaHUX. YC1 1HIII B3a€EMOJ1l, 0COOJIUBO Ti, III0 CTOCYIOTHCS OHOBJIEHHS rpadiqHOro
1HTEepeicy KkopucTyBaya ab0 3amycKy BI3yallbHUX €(EeKTiB, BiaOyBarOThCA
ACUHXPOHHO uepe3 MexaHi3M nofiil moBu C#. Hanpukiazn, npu oTpuMaHH1 IOHITOM
mkoau kiac BattleStateManeger renepye noniro OnHealthChanged ta nepenae ii y
UnitsManager 3 Bka3aHHSIM Ha KOHKPETOHOTO IOHITA, HOTO MapameTp 3I0pOB’S
3MEHIIYEThCS. [loTiM KOMIMOHEHTH 1HTEpdeiicy BiIOOpaKeHHS [aHUX IOHITA,
BUBOJIATH CaM€ OHOBJICH1 JaH1 0Opanoro roHiTa 3 UnitsManager.

Ile mo3Bomsie peanizyBaTH KOpeKTHE (DYHKIIIOHYBaHHsS 1HTepdeicy 0e3
nocepennuka y Buniial UnitSelection, mo gae 3mMory yHUKHYTH HOpoOsiemy
HEOOX1THOCTI TepeBUOEpy IOHITa 3aHOBO 3ajiJisi BiJOOPaKEHHS MOTO OHOBJICHUX
XapaKTepUCTUK. Ta rapMOHIYHOT POOOTH CHCTEMH MEPEBIPKHA YMOB 3aBEpIIEHHS
ooro. Takuit migxia 3abe3neuye BUCOKY CJIA0Ky 3B’S3HICTh KOMIIOHEHTIB, 3HAUHO
CHpOIIYyE TECTyBaHHA OKPEMHX MOIYJIIB Ta MIABUINYE 3arajbHy THYYKICTh
apXITEKTYPH.

3anponoHOBaHa KOMITOHEHTHA MOJIEJID TMOBHICTIO BIZIIIOB1Ia€
He(DYyHKIIIOHATFHUM BHMOTaM, C(OpPMOBaHMM Yy Miapo3auti 1.2, 30kpema Moo
MacITabOBaHOCTI, HaJ1HHOCTI Ta MPOIYKTUBHOCTI. Bukopucranus
[EHTPATi30BaHUX MEHEKEPIB y TMOEMHAHHI 3 TOAI€BOI0 MOJICIIIIO JI03BOJISIE
e(eKTUBHO KEpyBaTH CKJIAJHUM ITPOBUM IIMKJIOM, MIHIMI3YyBaTH PpPHU3HUKH

BUHUKHEHHsI race conditions Ta 3a0e3neuyBaTu CTabUIBHY POOOTY 3aCTOCYHKY
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HaBITh MPHU 3HAYHOMY 301UIBIICHHI KUTBKOCTI IOHITIB, KapT Ta CKIaJAHOCTI 0OHOBHX
apeH.

Takum ynHOM, po3po0IIeHa apXITEKTypHA CTPYKTYpa Ta KOMIOHEHTHA MOJIEIb
CTBOPIOIOTH HaMAIMHMIA 1 MaciTaboBaHui (HyHIaMEHT 7S TMOAANBIIOI TPOrPaMHOI
peamizaiii KJIOYOBHX IMIJCHCTEM. Y  HACTYNMHHX IMIAPO3MIiJaax JIeTaIbHO
PO3IIIMAIOTECS CTPYKTypa AaHuX Ha 0a3i ScriptableObject, anroputmu renepartii
TaKTUYHOTO TIOJIS, peajlizallisi MITyYHOTO 1HTENEKTY CYNpOTHBHHMKA Ta TrpadiuHui

iHTepdeic KopucTyBaya.

2.2 Peanizanmia cTpyKTypm [AaHux Ha 0a3i ScriptableObject Ta
NPOEKTYBAHHA TAKTUYHOIO I0JIAA

Opnum 13 QyHIaMEHTAIBHUX 1H)XEHEPHUX 3aBJaHb IIPH PO3POOLI CyyaCHUX
BIJIEOITOP, OCOOJIMBO THX, IO XapaKTEPU3YIOThCS BUCOKUM PIBHEM BapiaTMBHOCTI
KOHTEHTY Ta HEOOXIJHICTIO YacToro OallaHCYyBaHHSI MEXaHIK, € €(EeKTUBHE
YOpaBJIIHHS JTaHUMU. Y mporieci npoekra « TaktnyHa ApeHa» BUHHUKIA MOTpeda y
30epeKEeHHI, IMBUAKOMY 3aBaHTOXEHHI Ta MoAMQIKaiii 3HAYHOI KIUIBKOCTI
CTaTMYHUX XapPaKTEPUCTHK, SIKI OMUCYIOTh MapaMeTpu 00HOBUX OIMHHUIIB (FOHITIB)
Ta KapT Aii. TpaauiiitHi migxomu 00’ €KTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS, IO
nependayaroTh JKOPCTKE KOMYBAHHS YHUCJIOBUX 3HAYeHb O€3MOCEepeHbO B TUJI
KEepYIOUMX CKPUIITIB a00 BUKOpUCTaHHs 3BHYaiiHuX MonoBehaviour-koMmoHeHTIB,
MPU3BOSATH 10 AyONIIOBAaHHS JaHUX B OMEPATUBHIN MaM’ATi, YCKIAAHEHHS TIPOLIECY
OaaHCYBaHHS Ta 3HW)KCHHS 3arajbHOi MPOAYKTUBHOCTI 3aCTOCYHKY.

JList BUpiIeHHS IIUX Tpo0sieM y Mexkax o0paHoro irpooro pyurist Unity Oyio
3aCTOCOBAHO CIIelianizoBaHy TexHoJoriio ScriptableObject. Lleit apxiTexkTypHuit
MEXaHI3M J03BOJISIE CTBOPIOBATH He3aJexkH1 (haiyioBl acceTu, Kl 30epiraroTh
KOH(}ITYypaIiiiHi JaHi mo3a crieHor. Ha BigMiHy BiJl CTaHAAPTHUX KOMITOHEHTIB,
ScriptableObject He mnpoxoasTe mNoOBHUU >kUTTEBUM Ik GameObject 1 He
JyONIOI0THCS B 1AM’ ST1 PU CTBOPEHHI KUTBKOX €K3EMILISIPIB OJJHOTO i TOTO CaMOT0

tuny nanux. lle 3abe3neuye BaroMy €KOHOMIIO ONEPAaTHUBHOI Mam’ATi, 3MEHILY€E



25

HaBaHTakeHHs Ha Garbage Collector Ta 3HaYHO MPUCKOPIOE MPOIIEC ITEPATUBHOTO
HaJIalITyBaHHS I'POBOTO OaaHCy.

Buxopucranus ScriptableObject Binnosinae npunnunam data-driven design,
KOJIM JIaH1 TIOBHICTIO BIIOKPEMJICHI Bl BUKOHABUOT JIOT1KA. Takuii miIxij T03BOJISE
reiimauzaiinepy abo po3poOHMKY 3MIHIOBAaTH MapaMeTpd KapT 1 IOHITIB
6e3nmocepenupo B pemakTopi Unity 0e3 HEoOXiMHOCTI MEPEKOMIIAIIT KOAY, IO
CYTTEBO TNPHCKOPIOE MPOIEC TECTYBaHHS Ta OasaHCyBaHHS MexaHik. KpiMm Toro,
3aB/sIKM BOy/OBaHii cuctemi cepianizailii Unity, 7aHi 3aBaHTaXyIOThCsl €(heKTUBHO
1 3aliMal0Th MiHIMAJIBHUHM 00CAT MaM’sIT1 HaBITh P BEIUKiN KIIBKOCT1 PI3HUX THITIB
KOHTEHTY.

CrpykTypHa  JCKOMIIO3UINS  KOH(IrypaliiHuX  MOJeled  KOHTEHTY
peamizoBaHa dYepe3 JBa OCHOBHI kiacu-koHTeiHepn: CardData ta UnitData.
Kondirypaiiis nmapameTpiB Ta 30BHIIIHIA Bumisg npedaldy kapTd Al y BiKHI

1HcnekTopa peaakTopa Unity npeacTaBieHO Ha PUCYHKY 2.2.

Pucynok 2.2 — Kondirypartist ScriptableObject mis kaptu niit (CardData)

HaBenena imrocTpaiisi MOBHICTIO JAEMOHCTPYE apXITEKTypy IOJIB JaHHUX
ScriptableObject qns kapt posirpamy. Kmac CardData MictuTh yHIKanbHUN
pPSAAKOBHUM 17MeHTU(IKATOP KapTH, TEKCTOBI TONSA IS Ha3BU Ta OMHUCY (SIKI
BUKOPHCTOBYIOTHCS B 1IHTEep(EiCci KOpuCTyBaya), YMCIOBE TMOJI€ BApTOCTI aKTUBAITI]

B oukax it (Cost), pajaiyc nmpocTtopoBoi 1ii Ha TakThuHiM ciTii (Rng), yncnoBuii
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noka3HuK OoioBoi edekrtuBHOCTI (Eff), THO edekry, a Takok mocWiIaHHA Ha
Bi3yaJibHy 1KOHKY THUITy Sprite Ta ieHTU(]iKaTop Kareropii kapTu (araka, 3axXucT,
YTHJIITA, CIIeliajbHa TOIIO).

Taka cTpykTypa maHmx 3abe3rnedye BHCOKY THYYKICTh 1 MacITabOBaHICTh.
3aBasiku BUKOpHUCTaHHIO ScriptableObject relimauzaiinep abo0 poO3pOOHHK MOKE
CTBOPIOBATH HOB1 THIH KapT, IIBUAKO 3MIHIOBATH iXHI MapaMeTpH, TECTYBaTH Pi3Hi
BapiaHTH OaJaHCy Ta BBOJUTH HOBI MexaHIKH Oe3mocepenHbo B pemaktopi Unity,
0e3 BHECEHHSI 3MIH Yy BUXIJHUN Koj 1 6€3 He0OX1THOCTI MEPEKOMITUIALII BChOTO
npoekty. lLle cyTTEBO MPUCKOPIOE ITEPAaTUBHUN MPOLIEC PO3POOKH, J103BOJISE
OTIEpaTUBHO pearyBaTH Ha PE3y/bTaTd IrPOBHX TECTIB Ta 3HAYHO 3HIKYE TOPIT
BXO/DKEHHS IS HaJallITyBaHHS KOHTEHTY. KpiM TOro, OCKUIBKHM BCi KapTu
MOCUJIAIOTHCS Ha OJIMH 1 TOM camuii exzemIiuisip ScriptableObject, B onepaTuBHIN
naM’sITi JaHl He TyOJI0I0ThCs, 1110 MO3UTUBHO BIUIMBAE HA 3arajbHy IPOAYKTUBHICTh
1 3MeHIy€e HaBaHTaxkeHHa Ha Garbage Collector.

Jlist mporpamHoi 0OpoOku Ta Bizyasizallii KapT y IMPOIECi IrPOBOTO ITUKITY
Oys10 po3pobiieHo crelialbHui KoMIoHeHT BimoOpakeHHs — CardDisplay. 1lei
KOMIIOHEHT AMHAMIYHO 34uTye 1HQOpMmalio 3 BiamoBigHoro ScriptableObject
(CardData) 1 Tpanciroe 11 Ha elneMeHTH 1HTepdeEncy KOpHCTyBada, 30KpeMa Ha
TEKCTOB1 TIOJIS, IKOHKM Ta IHAMKATOPU BapTOCTI. 3arajbHuUi BUINSA Tpedaly
BI3yaJlbHOI KapTH, il KOMIIOHEHTIB Ta HaJlalITyBaHb Y BIKHI 1HCIEKTOpa

MPEACTABIECHO HA PUCYHKY 2.3.
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Pucynok 2.3 — HanamryBanns Prefab kaptu qist CardDisplay
AHanoriyHui maxiza 0ysa0 3aCTOCOBAHO ISl MPOEKTYBaHHS CTPYKTYpPH JaHUX

OOMOBUX OAMHHIIL. 30BHINIHINA BUTISAA KOHMIrypamiitHoro ¢aiiay XapaKTepuCTHUK

IOHITa B iHCHIeKTOp1 peaakTopa Unity BimoOpakeHO Ha pUCyHKY 2.4.

Movament Radius

Unit Prefab

Pucynok 2.4 — Kondirypaiist ScriptableObject qst ronita (UnitData)

Ak cBiguarh JaHi, MpeAcCTaBiieHI Ha pucyHkKy 2.3, koHrteiHep UnitData

aKyMYJIIO€ BC1 TIEPBUHHI MapaMeTpH, HEOOX1IHI JJIsl 1HIIiadi3alii HITIB i 4ac
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cTapty 0o1oBoi cecii. Cepen KIIOYOBUX TOJIIB: MaKCMMaJbHUN 3amac 3710pOB’s,
MOYaTKOBUM MyJI OUOK JIiHi, 6a30Ba cujla aTaku, piBeHb OpOHI, pajlyc MepeMileHHs
[0 KJIITMHKAX CITKH, a TaKOXX JOJATKOBI BJIACTHBOCTI, TaKl SIK THII IOHITa, 0Oa30Ba
1HIIIaTUBA, Bi3yaJbHI HAJAIITyBAaHHS Ta MOTCHIIIIHI CTapTOBI MOmUdikaTopH.

[Ipy nuHamMiyHOMY CTBOpEHHI npedaly IOHITa HA CIIeHI BUKOHABYUN CKPHUIIT
UnitsManager 3BepraeTbcsi 10 BiamoBigHoro accery UnitData i komiroe iHoro
YHCJIOBl 3HAYEHHS y BJIACHI JOKalbH1 3MiHHI. Takuii miaxin 3ade3neuye 30epekeHHs
IITICHOCTI €TAJIOHHUX JAHUX KOHTEHTY, I03BOJISIE JIETKO CTBOPIOBATH Pi3H1 BapiaHTU
IOHITIB (3 KJIAaCOBMUMHM Ta PAHIOBUMHU BIJMIHHOCTSIMH) IUISXOM MPOCTOrO
nyomtoBaHHa Ta Monudikamii ScriptableObject, mo 3HaYHO CHpoIy€e MpoIec
OaJlaHCyBaHHS XapaKTEPUCTHUK yChOTO IrPOBOTO Bikichbka. KpiM TOT0, BITOKPEMIICHHS
nanux y ScriptableObject n1ae MOXJIMBICTh Y MailOyTHHOMY JIETKO IMIIJIEMEHTYBATH
CUCTEMY Mporpecii, 3aBaHTaKEHHA MaHuX 3 (daiaiB ado HaBiThb MNPOLEAYPHY
TeHEepalliio IOHITIB 0€3 3MIHA OCHOBHOI MPOTPAMHO] JIOTIKH.

[TapanenbHo 3 pO3poOKOIO  KApTKOBOI cUCTEMHU  (YHIaMEHTAJIbHUM
€JIEMEHTOM TaKTUYHOTO MPOCTOPY € MiJICHCTEMa T'eHepallii Ta KOOpIUHAIIli IPOBOTO
noJisi, sika Kepyetbes: kinacoMm BattleGridManager. 1leit koMmOHEHT BiANOBiIa€ 3a
IporpamMHy 1HIMIAMI3AIII0 JBOBUMIPHOT CTPYKTYpU JMJaHHUX, IO THIPEACTaBIIsE
TaKTHUYHY CITKY, BCTAHOBJICHHS TOIOJIOTTYHHMX 3B’SI3KIB MK KJIITUHKAMH, a TAKOXK
3a0€3IMeYeHHs MBUIKOTO JTOCTYMY /10 HUX 1]l YaC BUKOHAHHSI IPOBOTO IIUKITY.

ANTOpUTMH 1HINAMI3AIiN, TMEBIPKM KOOPAWHAT, 3allOBHCHHS MAaTpHIll Ta
MiJICBIYYBaHHSI TUTMTOK OIUCYETHCS 3a JOTOMOTOKO BIJAIMOBIIHOHOI OJIOK-CXEMHU

HaBEJICHOI HU)KYE:
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Pucynok 2.5 — biok-cxema GenerateBattleGrid()

[Ipouec imimiamizamii CITKM  MOIAMNOPAJIKOBAHWM  CYBOpIA  JIOT1YHIN
MOCITOBHOCT1 i, IO BKJIIOYA€ OUMILNECHHS TMOMEPEeaHIX JaHUX, CTBOPCHHS
00’€KTIB KJIITHHOK, PO3PAXYHOK IXHIX CBITOBHX KOOPJMHAT, 1HIIIAJi3aIiI0
komnoHeHTiB GridTile Ta peectparito ix y creriani3oBaH1i KOJICKIIII.

Jlns  onTuMizamii  MOLIYKY KIITHHOK 3a KOOpAWMHATaMd B KJjacl
BattleGridManager BHUKOpPHCTOBY€ThCSI CTpyKTypa naHux Dictionary<Vector2Int,

GridTile>, mo 3abe3nedye goctyn 3a koHcTaHTHUM yac O(1). Ile pimenHs e
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KPUTHUYHO BAXJIMBUM JJIsl MPOAYKTUBHOCTI MIJCUCTEMH INTYYHOTO I1HTENEKTY,

PO3paxyHKy 30H JIOCSYKHOCTI Ta JMHAMIYHOTO OHOBJIEHHS CTaHy T0Jis 0010.

Jlani  mpoaeMOHCTpOBaHAa TMporpamMHa peajizaifisi 0a30BOro  MeETOIY

1HIami3anii ABOBUMIPHOT TAKTUYHOI CITKH KIITHHOK:

59
60

using System,Collections . teneric;
using InityEngine;

public class BattleGridManager ! MonoBehaviow
{ owlic static lattleGrid¥anager Instance { get; private set; }

[Huader ("Grid Disansions"}])

[Sorialised 301d] private dnt width = 0;
[SerializeFlicld] private int height = §;
[Header(“References*)]

[SerializeField] private GoseObject tilefrefab;
[Serializefield] private Transfors gricParent;

private DictionamydVectorzint, Gridliles pridTiles « new OictionarydVector2int, Grididiled();

private vaid faake()

{
Lf (Instance == null)
(
Instance = this;
}
else
{
Destroy| gameCbjoct);
}
]
pubslic vold GemeratelsttleGrld()
{
griafiles.Clear();
for (Int x = B; x ¢ width; x44)
(
for (Int y = @) y < helght] yoo)
{
Vector? tilePosition « new Vectord{x, 8, v);
Gl juct spmecediile » Instantiste(tilePrefab, tilefusition, Quetermion, identity, gricferwt);
spawnediile naew = $°Tale_{x}_{y}";
Uridiile tilefScript = spmewdlile detConponentctirid i led();
Gridiile tileScript « spownedTile GetlongonentciridTiles{);
17 (tileScript |« muil)
{
Yector2Int coordinates « mew Yector2int(x, y),
tileScript. InftializeTle(coordinates);
gridTiles Acd (coordinatex, tileScript);
}
N }
Debug.Log(s"[BattlnGridMinager] Yeniamo stesepomans cirtky possipom [width)x{beight].");
}

public GridTile GetTileAtPesition(Vectorllat pesition)
1F (gridTiles. TryGetValue(position, cut GridTile tile))
{

return tile;

return null;

Pucynox 2.6 — Jlicrunr xoxy BattleGridManager
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HaBenenwuii pparMeHT MporpaMHOro Koay AEMOHCTPYE pealizaiiio madloHy
Singleton s 3a6e3ne4eHHs] €UHOT TOYKHU JOCTYITY 0 JaHUX MOJis 0010, a TAKOX
BUKOpUCTaHHS KoJiekilli tumy Dictionary<Vector2Int, GridTile> nns onTumizartii
MIBUAKOCTI TMONIYKY KIITHHOK 3a KOOpAMHATaMH. 3aMiICTh pPECypCOMICTKHX
ITepalliitHuX epeBIPOK IBOBUMIpHHUX MacuBiB, MeTo] TryGetValue BuKoHy€eThCS 32
CTaJIui Yac, M0 6e3MoCcepeHbO BIUIMBAE HA BUKOHAHHS HE(YHKI[IOHATbHUX BUMOT
1010 MIBUIKOIT OOYMCITIOBATLHUX MPOIIECIB MTYYHOTO 1HTEIICKTY.

TakuM yMHOM, TO€MHAHHS apxiTeKTypHOi Mozeni Scriptable Objects Ta
ONTHMI30BaHUX AJITOPUTMIB IPOCTOPOBOI TeHepauii mnojs (opMmye HaAIIHUM,
BHUCOKOTIPONYKTUBHUM Ta MacimTaboBaHUN Oa3uc g MPOrpaMHOI  peanizarii
MOKPOKOBUX OOMOBHUX MEXaHIK 3aCTOCYHKY. 3aCTOCYBAHHS PO3TIIIHYTUX CTPYKTYP
JAaHUX J103BOJISIE €(DEKTUBHO KEpPYyBaTH ITPOBUM OajlaHCOM Ta PO3IIMpIOBaTH 0azy

KOHTCHTY 0e3 ACCTPYKTHUBHOI'O BIIIMBY Ha AP0 CUCTCMU.

2.3 AjgroputMm reHepamii TAKTHYHOIO MOJSI Ta PO3PAXYyHKY
NPOCTOPOBHUX KOOPAUHAT

[licns  ycmimHOI  peanmi3alii  CTpyKTypu JaHUX Ha 0a31  00'ekTiB
ScriptableObject Ta 06a3oBoi reHepaiii TAKTHYHOTO TOJS IOCTANO 3aBIaHHS
3a0e3neueHHsd €(PEeKTUBHOI pOOOTHM 3 MPOCTOPOBOIO JIOTIKOK. Y MOKPOKOBHX
TaKTUYHUX 1rpax TOYHMHA 1 IIBUIAKUNA PO3PAXYHOK 30H JOCSHKHOCTI, MOXKIIMBHX
NUISXIB TEPEMIIICHHS Ta pajiyciB Mii KapT € KPUTUYHUM EJIEMEHTOM SK IS
3a0e3MneueHHs SIKICHOTO KopucTyBalbkoro gocBiny (UX), Tak 1 Juisi KOPEKTHOTO
(YHKIIOHYBaHHS M1ICUCTEMH IITYYHOTO 1HTEJIEKTY.

[lincucreMa MPOCTOPOBOI  JIOTIKM  peaii3oBaHa B MeXax  KJacy
BattleGridManager Ta 10MOBHIOETBCSI JOTIOMDKHUMHU MeTtoaamu B kiact GridTile.
[lepBUHHUM MiAXOAOM /10 MOJIEIIOBAHHS MPOCTOPOBUX OOMEKEHB Y CUCTEMI CTAJIO
3acTocyBaHHs MeTpuKU ManrerteHa. DopMaiibHUN alropuT™M OOUMCIICHHS BiJICTaHI
1HTErpoBaHO Oe3mocepeHbO Y JIOTI1UHE SAPO MeHeKepa. Jlan HaBeaeHo pparMeHT
IPOrPaMHOTO KOMy, SKHH JIEMOHCTPYE MaT€MaTHYHUN PO3PaxXyHOK KOOPAMHAT

KJIITUHOK (PUCYHOK 2.7):
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public List<Gridlile> CalculateNalkableArea(Vector2int startPos, int movementRoange)

(

ListcGridiile> reachableTiles « new ListcGridiiler{);

’

foresch (var tile in allTilesList)

int gistance = NathF. Abs(startPes.x - tlle.Coordinates,x) + MathF. ADs{statPos.y - tile.Coordinates.y);
1t (distance <+ movenentRange B8 tile.TsMalkable K8 tile, [s0copied)
{

reachadleliles Addo(tile);

1 }

12 return reachableTiles;

Pucynok 2.7 — Jlictunr xofxy 3 Bukopuctanusam Mathf. Abs

Buxopucranns mareMatnuHoi koHCTpyKIii Mathf.Abs (puc. 2.7) 3abe3neuye
oOuMcIeHHs a0COMIOTHOT PI3HUIIL MK TPOCTOPOBUMH 1HJIEKcaMu kKoopauHar. [Ipote
npy 30UTBIIEHH] PO3MIPIB MOJS 10 3HAYHMX MaclITadiB ad0 MpU OZHOYACHOMY
PO3paxXyHKy MIISXIB JJII MHOXHHH BOPOXXHX FOHITIB, MPOCTUH mepedip ycix
ICHYIOUMX TailiB uepe3 omeparop foreach cTBoproe HajMipHE HABaHTAKEHHS Ha
LEHTpaIbHUI MPOLIECOp, OCKUIBKU Ma€ JIHIMHY YaCOBY CKJIAJIHICTh , 1€ — 3arajibHa
KUIBKICTh KJIITUHOK Ha TIOJII.

JInst onTuMizaliii 1IbOTO MPOIECY, 3MEHIIIEHHSI O0UHUCIIIOBAJILHOI CKIATHOCTI
Ta 3a0e31ne4eHHs cTablbHOI yacToTu Kajapis (FPS) anroputm Oyino MoaepHi30BaHO
IIUIIXOM BNPOBAPKEHHs moinyky y mmpuny (Breadth-First Search, BFS). Bubip
caMe IIbOrO aJrOpuTMy OOTPYHTOBAHHUM HOTO ONTUMAIBHICTIO Uil poOOTH Ha
HE3BAXKECHUX Tpadax, SKUMH € JAUCKpPEeTHE KIITHHHE II0Jie, TapaHTOBAaHUM
3HAXOKCHHSIM HaWKOPOTIIUX MUISIXIB, @ TaKOX JIHIMHOI CKJIAIHICTIO BIJIHOCHO
pO3Mipy caMme JIOCIIIKyBaHO1 00J1acTi, a HE BChOTO MacCUBY JIaHUX.

Anroputm BFS Oyno aganToBano min crenudiky MOKPOKOBOI CTparerii:
BpaxyBaHHS CTaTHYHHMX IEPEIIKOM, 3aHHATHX KIITHHOK, OOMEKEHb 3a TTOTOYHUMU
oukaMu Ai () Ta AMHAMIYHE MIiACBIYyBaHHS 30H. [|JIsi YHUKHEHHSI MOBTOPHOTO
BIJIBITyBaHHS BY3IiB Ipada BUKOPUCTOBYeThcsl Konekiisi HashSet<Vector2Int>, a

1 moetanHoi 00poOku TainmiB — yepra Queue<GridTile>. 3actocyBanHs
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anroput™My BFS mo3Bommio oOMexuTu o0nacTh CKaHYBaHHS IO JIAIIE THMH
KJIITHHKAMH, SIK1 JIIMCHO 3HAXOMATHCSA B MeXKaxX MaKCUMAaJIbHOTO pajiiyca Jiii roHITa.
Lle TpanchopMyBanso 0OUHCITIOBATIBHY CKIAIHICTh AJITOPUTMY JI0 JTOKATBHOL
BEJIMUMHY, SIKa 3aJIEKUTh BiJ pajiyca Xody, a He BiJl 3arajJbHOro po3Mipy KapTu.
Huxde HaBelneHO KIIOUOBUM (PparMeHT peanmizalii METOAy pO3paxyHKy 30H

JOCSKHOCTI:

public List<GridTile> GetReachableTiles(Vector2int startPos, int movementRange)

{

W N -

List<GridTile> reachableTiles = new List<GridTile>();
4 QuewecGridiile> queue = new Queuecorid¥ile>();
HashSet<Vector2Int> visited = new HashSet<Vector2Int>();

wur

&

7 GridTile startTile = GetTileAtPosition(startPos);

g if (startTile == null) return reachableTiles;

S
16 queue. Enqueue(startTile);

11 visited.Add(startPos);
13 while (queve.Count > @)

14 {

15 GridTile current = queue,Degueuve();

16 reachableTiles. Add{current);
17

18 if (CalculateManhattanDistance(startPos, current.Coordinates) >= movementRange)
i9 continue;
e ‘ : ¢
13 foreach (Grid7ile neighbor in GetNeighbors(current))
22
23 if (lvisited.Contains{neighbor.Coordinates) &&
24 neighbor.Iskalkable 8%
28 Ineighbor, TsOccupied)

26
27 visited. Mdd(neighbor.Coordinates);
8 quoue. Enqueve(neighbor);
9

1@ }

31 }
33 return reachableliles;
4 }

Pucynok 2.8 — Jlictunr koxy GetReachableTiles

JUist neTaabHOrO PO3yMIHHST POOOTH alrOpUTMYy B PEaIbHOMY IFPOBOMY
CEPEIOBUII TIOKA30BUM € Bi3yaJIbHE MPEACTABICHHS PO3PaxXyHKY 30H JOCSHKHOCTI

Ta MiJACBIYYBAaHHS JOCTYNMHUX KIITUHOK. [Iponec axrtuBauii amroputmy BFS,



34

JUHAMIYHOTO PO3paxyHKy MOXJIMBHX XOIB IOHITa Ta BI3yaJbHOTO MapKyBaHHS

KJIITUHOK MOJIst 0010 MPEICTABICHO Ha PUCYHKY 2.9.

Pucynok 2.9 — Ilponec akrusaiiii anroputmy BFS Ta BizyanbHOro MapkyBaHHS 30H

NepeMilleHHs

Ha naBeneniit imtoctpaiii (puc. 2.9) 4iTKO J€MOHCTPYEThCS, SIK pO3pOOIIeHA
MJCUCTEMA B PEAIbHOMY Yaci 3[1HCHIOE MAaTeMAaTUYHUN OOYMCITIOBAILHUN MPOIIEC
Ta Bi3yalli3y€e AOCTYIHY Uil TIEpeMilieHHs] 001acTh JJisi BUOPAHOTO TAKTHYHOTO
1oHITa. HamiBnpo3opum KoJIbOPOBUM MapKepoM Ha Mol OO0 MiJACBIYYIOThCS BCl
JIOTIYH1 KJITUHKH, IO 3HAXOASTHCS B MEKax IMOTOYHOTO pPaailyCcy pyxy, SKAN
TUHAMIYHO PO3PAXOBYETHCS 3 YpPaxyBaHHSIM HASBHUX CTAaTHYHUX TE€PEIIKOI,
HETMPOX1THUX 30H Ta MO3UIIH, 110 BXE 3alHATI IHIMUMU APYKHIMU a00 BOPOKUMHU
CYTHOCTSIMH.

Taka 1HTepakTHMBHA Bi3yaiizallisi BUKOHYE MOJBINMHY (YHKIIKO y CTPYKTYpi
3aCTOCYHKY:

o Jlns xiHIIEBOTO KOPUCTYBaya: BOHA 3a0e31euye 3p03yMUTHi, EproHOMIYHUHN Ta
IHTYITUBHUH 1HTepdeic N1 NPUUHATTA TAKTUYHUX PIIIEHb MiJ Yac irpoBoOi
cecii (Bumoru UX).

o Jlma po3poOHUKa: Iiell MeXaHi3M JI03BOJIAE B MpoOIeci Aedar-recTyBaHHS

OTICPAaTUBHO ¥ HAOYHO OIIHIOBATH KOPEKTHICTh (PYHKI[IOHYBaHHS 0a30BOTO
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rpadoBOrO aITOPUTMY TOIITYKY, BUSBISATH MOTEHINIHI TOMIJIKK Ta JOTIYHI

3001 B cucTeMi MPOXIJHOCTI KIITHHOK (HANpPHKJIaJ, HEKOPEKTHY OOpOOKY

JIlarOHAJIbHUX 3B'SI3KIB), @ TAKOXK THYYKO ONTHUMI3YBAaTH MapaMeTpH OajaHCy

CUCTEMH, KOPHTYIOUH pajiyc XOay Ta BUTpaTH ouok niid ($APS) mis pizaux

KJIaC1B IOHITIB.

[IporpaMHua peamizaiisi HbOTO Bi3yaJIbHOTO MiJICBIUyBaHHS Ha PiBHI IrpOBOTO
pyurist Unity 3A1iCHIOETbCA NIJISIXOM JWHAMIYHOI MaHIMyJsLli mMarepiasiaMu abo
Yyepe3 ONTUMI30BaHE BKJIIOUEHHS 1 BHKIIOYEHHS CIEUIAJIbHUX KOMIIOHEHTIB
MeshRenderer (abo SpriteRenderer), 1m0 iHTerpoBasi B ripedadu 00’ €KTIB KJIITHHOK
nojs Ooto. [I[o6 yHMKHYTH 3aliBUX BUTpaT IPOLECOPHOIO Yacy Ha IIOKaJApOBUMN
NepepaxyHoK, 34YMTyBaHHA 1H(GOpMAII PO TEOMETPII0 30HU MEepPeMIlICHHS
B1J10YBa€ThCS BUKIIOYHO B MOMEHT BUOOPY ITPOBOIO MEPCOHAXKA KOPUCTYBAUYEM.

[Ipu Ge3nocepeHbOMY 3aBEpIICHHI MOTOYHOI Jii, CIMCaHHI 040K ab0 3MiHi
BUOOpY aKTHBHOro oHITa migcucrema BattleGridManager aBTOMaTU4HO 1HILIIOE
CKUJIaHHA MOIEPEIHBOTO CTAHY IiJICBIYYBaHHS, MMOBEPTAIOYN O0'€KTH MATPHIll 10
0a30BOr0 BI3yaJbHOTO TPEACTABICHHS Ta 3a0€3MeUyroud BI3yaJlbHY YHCTOTY
1rpOBOTO MPOCTOPY.

MonepHizoBaHa cucTeMa J03BOJISE TUHAMIYHO TiAPaxoByBaTH MPOCTOPOBI
KOOPJAMHATU HE JuIle Uil (pi3MYHOro nepemilieHHs, ajae i A TPOEKTYBAaHHS 30H
YPaKE€HHA KapT Aii, 0 MAaOTh CKJIaJAHY reoMeTpuyHy (popmy (Hampukiaja, aTaka
1o JIiHii, KOHycy abo mo koity). BisyanabHe BioOpa)KeHHs pO3paxoBaHOTO pajiyca

Jii aTaKkyo4oi KapTH Npy BUOOPI 1111 Ha MoJIi 0010 TpeIcTaBIeHO Ha pUCYHKY 2. 10.
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Pucynox 2.10 — I[Ipomec akTuBaiiii Ta Mo3uiiioHyBaHHSI KapTKOBOTO €(DEKTy Ha

TAKTUYHINA CITII

Ha nmpencraBnenomy rpadiunomy wMatepiami (puc. 2.10) HaouHO
IPOIEMOHCTPOBaHO crielndiKy QyHKIIOHYBaHHS IHTEPPEHCHUX KOMIOHEHTIB if
Yyac JMHAMIYHOI 3MiHU BHYTPIIIHIX CTaHIB KiHIIEBOTO aBTOMara TaKTHUYHOI cecii. Y
el MOMEHT (DIKCYEThCSI CUCTEMHUH mepexija B ¢ha3u po3paxyHKy TPAEKTOPiH 110
0e3mocepeTHOr0 BUKOHAHHS 00M0BOT KOMaH/IH, M0 CYMPOBOMKYETHCSI MUTTEBOIO
3MIHOIO BI3yaJbHUX MapKepiB Ha €KpaHi.

Menemkep TaKTHYHOTO MO TaKOX 3AIMCHIOE (OHOBY MEpEBIPKY
JOCTYITHOCTI CYMDKHUX KJIITUHOK, OHOBJIIOE THIIEKCH TTPOX1THOCTI Ipada Ta nepeaae
aKTyaJbHI KOOPIWHATH IO MOAYJS INITYYHOTO 1HTEJNEKTY JUIsl TUIAHyBaHHS MOro
nopanbimx Aid. [Iporiec 0OMiHY JaHUMH M1XK ITUMU IT1ICUCTEMaMH BiJIOYBa€ThCS B
ACHHXPOHHOMY pPEXHMIi, M0 JIO3BOJISIE MIATPUMYBAaTH BHUCOKY YYTJIUBICTh
1HTepdeiicy KopucTyBaya Ta BUKJIIOYAE MOSIBY 3aTPUMOK BBEICHHS.

Ha ocHOBI BuKJIaieHOr0 MOXHa c(hopMyIIFOBaTH BUCHOBOK, 1110 PO3POOICHUMN
KOMIUJIEKC aJITOPUTMIB IeHepallli TaKTUYHOTO MOJS Ta PO3PaxyHKY MPOCTOPOBHX

KoopauHaT Ha 0a3i MaHreTTeHChbKOT METPUKH Ta MOLIYKY Y LIMPUHY IMOBHICTIO
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3aJI0BOJIBHSIE BC1 TEXHIUHI BUMOTH. HaBeieH1 apXiTeKTypHi pillleHHs 3a0€3Meuy0Th
BHUCOKY IIBHJKICTh MaTeMaTHYHUX pPO3pPaxyHKiB, TapaHTYIOTh BiJCYTHICTh
MiKpodpu3iB 11111 yac 00ioBUX (a3 Ta GOpMYIOTh HAIMHUI MaTeMaTUIHUN KapKac

JUISL IPOTPAMHOT peattizaliii MACUCTEMH ITYYHOTO 1HTENEKTY CyIpOTUBHHKA.

2.4 IlporpamHa miacucTeMa IUTYYHOr0 iHTEJNEKTY CYNPOTHBHUKA
EnemyAl

BaxxnuBoro  cki1aioBOl0  3a0€3MEUEHHS] BHUCOKOiI IHTEPAKTUBHOCTI  Ta
CTpaTeriuHoi MIUOWHM TOKPOKOBOIO TAKTUYHOIO 3aCTOCYHKY € po3poOka
aBTOHOMHOI  MIJICUCTEMM YIpaBiiHHSA HeirpoBumu mnepcoHaxamu (NPC).
[Iporpamuuit Momyne EnemyAl BinnoBijae 3a CUMYJIALII0 TAKTHYHUX PIIICHB
CYNPOTHMBHUKA, MOJCIIOBAHHS MOrO TMOBEIIHKA Ha TMOJII OO0 Ta 3a0e3MeueHHS
aJIeKBaTHOI MPOTU/IIi cTparerisaM rpaBils. [I[poexkTyBaHHS MITYYHOTO 1HTEIEKTY JJIS
MTOKPOKOBHUX CHUCTEM BHMAara€ BHPIIIECHHS ABOX MPOTHUJICKHUX IH)KEHEPHUX 3a71ad:
QJITOPUTMHU TIOBMHHI MaTH HU3bKY OOYHMCIIIOBAJIbHY CKJIQJHICTh JJIsi 3all00IraHHS
MaJIHHIO TPOAYKTUBHOCTI M BOAHOYAC JEMOHCTPYBATH JIOT1YHY BaplaTUBHICTH 1
MOCTIOBHICT JIii.

Peanizariss JOTiKM IITYy4HOTO IHTENEKTY CYIPOTHBHHKA Oa3yeTbcs Ha
apXiTeKTypHOMY M1a0yioHi KiHieBoro apromary (Finite State Machine, FSM),
IHTErPpOBAaHOMY Y 3arajibHy TMOJAIEBY MOJelb 3acTocyHky. Ilpu mnepexoni
r1100aJIpHOTO MEHEKepa XO1B Y CTaH (pa3u CyNmpOTUBHHUKA KEPYBaHHS MEPEAAETHCS
koMnoHeHTy EnemyAl. @yHKIIIOHYBaHHSI IITYYHOTO IHTEJIEKTY OPIraHi30BaHO SIK
MOCITIIOBHUM OaraToKpuTepiaibHUN aHali3 MOTOYHOTO CTaHy IrPOBOTO TOJIS Ha
OCHOBI KOH(}ITypaIiiHUX TapamMeTpiB MOMYJs, IO MICTSITh TOCHJIaHHS Ha
KEpPOBAHOTO IOHITa, KOe(DILIEHTH arpeCUBHOCTI (IP1IOPUTET aTaKu HaJ1 BIACTYIIOM) Ta
MacHB JOCTYITHUX HOMY BIpTyajbHHUX KapT Iiil.

JIJIsl yHUKHEHHSI MUTTEBOTO BUKOHAHHS BCIX PO3paxyHKIB B MeXaX OJHOTO
KaJipy, 110 BUKJIUKaIO O e(ekT Bi3yanabHOI «Tesnenoprarii» 00'ekTiB, joriky LI
peanizoBaHo 3a momoMororo acuHxpoHHUX kopytuH Unity (Coroutines). Ile

JTIO3BOJISIE PO3MOAUIATA OOUMCIICHHS Y Yacl Ta BBECTU IITYYHI 3aTPUMKHU M1XK J1SIMH,
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IMITYIOYM TIPOLIEC «MHCIICHHS» KOMIT'IOTEPHOTO OMOHEHTa W 3HIKYIOUU

HaBaHTAXXCHHS HAa CTEK BUKJIMKIB 3a JIOTIOMOTOIO 1HCTPYKIIIH MoBepHEHHs Yyield.

Hwxue naBeneHo hparMeHT MporpaMHOro KOy, SIKUN 1HKAICY/Ioe 0a30BUid irpoBUi

UKJ NpUAHATTS pitneds [I:

W~ WV S WN -

using System.Ccllections;
using System.Collections.Generic;
using UnityEngine;

public class EnemyAl : MonoBehaviour

{

[SerializeField] private BaseUnit aiUnit;
[SerializeField)] private float actionDelay = 1.2f;
public void StartAlTuen()

{

}

StartCoroutine (ExecuteAllogicRoutine());

private IEnumerator ExecuteAllegicRoutine()

{
Debug.Log($"[EnemyAl] Nomarox ofwmcaeqns xoay asa: {ailnit.name}™);
yield return new WaitForSeconds(actionDelay);

Baselnit targetPlayer = FindClosestPlayerlnit();

while (aiUnit.CurrentAP > @ && targetPlayer |= rwil)

; int distance = CalculateMarhattanDistance(aillnit.GridPosition, targetPlayer.GridPosition);
if (distance <= aiUnit.AttackRange)

if (ailnit.CurrentAP >= 2)

{
ExecuteAlAttack(targetPlayer);
yield return new NaitForSeconds(actionDelay);
}
else
i
break;
}
else

if (aiUnit.CurrentAP >= 1)

: MNoveTonardsTarget(targetPlayer);
yield return new WaitForSeconds({actionDelay);
}
else
{
break;
}

)
targetPlayer = FindClosestPlayerUnit();

Debug.Log($"[EnenyAl] Xin sesepuenc. Odok add zanvumeock: {aiUnit.CurrentAP}");
TurrManager. Instance . EndTurn();

private Baselnit FindClosestPlayerUnit()

Hf Jlorixa nousyxy HIGENMAMODIO MHITA rPABYR 32 XOOpAMHATAMA CiTXm
return Find0bjectOfType<Basalinit>();
}

private int CalculateManhattanDistance(Vector2Int a, Vector2int b)

return Matht Abs(a.x - b.x) + Mathf. Abs(a.y - b.y);

private void MoveTowardsFarget(BaseUnit target)
private void ExecuteAlAttack(Baselnit target)

Pucynok 2.11 — Jlictunr xoxy EnemyAl
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AHami3 MpeACTaBICHOTO BHUXITHOTO KOAY BigoOpakae BHKOPHCTAaHHS
oneparopa yield return new WaitForSeconds(actionDelay), mio mo3Boisie
NpU3YNUHATH BUKOHaHHS Iukiy while. Tlig yac 1i€i 3aTpuMKH TOJIOBHUN TMOTIK
penaepunry pymris Unity 3aJUIIaeThCsl BUTHHUM, IO BUKITIOYAE TTOSBY allapaTHUX
M1JIBUCAHb CUCTEMHU. YC1 MPOCTOPOBI EPEBIPKU BCEPEANHI KOPYTUHU BUKOHYIOTHCS
yepe3 BUKIMK MeTtoay CalculateManhattanDistance, mo 3a0e3rnedye JOTIYHY
CHUHXPOHI3AIIIIO 3 T1ACUCTEMOIO ITPOBOTO TOJIS.

BaxnmuBum enementom B3aemoxii Il 3 kopuctyBauem € HaodHa
JIEMOHCTpAIlis mepeMimeHHs Ta 0o#oBoi akTuBHOCTI NPC, sika BimoOpakaeTbes
rpadgiyHoro miacucremoro. IaTepdeiicna cuctema Canvas AMHAMIYHO TMJCBIYYE
JIHIAHI BEKTOpU pyXy Ta Mapkye Taim uusixy. Onpa3y Micias 3aBepIlICHHS
MEPEMIIIICHHST KOMIT'FOTCPHUN OIOHEHT iHiIitoe OoHOBy miro, (ikcaris sSKoi

MIPEACTABIICHA HA PUCYHKY 2.12.

Pucynok 2.12 — JlemoHcTpaisi BAKOHaHHsI IrpOBOTO XOAY Ta aTakH IiJ

KepyBaHHAM Monyisi EnemyAl
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KoxkeH KpoK IITYy4HOrO I1HTEJNEKTY CYyNpPOBOIKYETHCS IMOKPOKOBOIO
Bamijgamiero MacuBy gridTiles. KepoBanuii Momynb YCHIIIHO 34YHMTY€E TOIOJIOTIIO
noJisi, OOXOJUTh CTATUYHI MEPENIKOAM Ta 3aliMae ONTHUMAJIbHY MO3MIII0 JUJIs
3aBJaHHS TAaKTUYHOTO yaapy. Take MpOEKTYBaHHS TapaHTye CTaOUIbHICTh CTaHIB
CUCTEMH, OCKIJIBKH JIOT1YHI MEHEIKEPH PO3pPaXOBYIOTh MAaTeMaTU4HI 1HIEKCH Ta
KOOPJMHATH 130JIbOBAHO BiJ rpaiuHUX KOMIIOHEHTIB.

s ontumizanii migcuctema LI He 3a1licHIOE IOKaIPOBUIA MOIIYK 00'€KTIB
yepe3 Baxkki Metoau tuiy FindObjectOfType, a BUKOpUCTOBY€E JIOKAJIbHE
KEIIyBaHHS TOCWJIaHb MiJ 4ac akTuBalii a3 Xomy. ApPXITEKTYpHUU Kapkac
3a37aJIeT1Ib PEECTPYE KOOPAUHATH aKTUBHUX 1I1JIEH y BHYTPIIITHIO KOJIEKITIFO.

JlogatkoBO po3pOOJEHO THYUYKY CHUCTEMY IpIOPUTETIB, $Ka JI03BOJISAE
aHali3yBaTH HE JIMIIE FEOMETPIIO MMOJIsA, ajie ¥ piBeHb 310poB'a uiiei. Lryqynmii
IHTEJIEKT y TMepIry 4epry ooupae 00'€KTH 3 MIHIMAJIBHUM MOKA3HUKOM YKUTTEBUX
OYOK, pealli3yrouu cTparerito (poxkycyBaHHs mKkoau («dokyc-tapretunry). Ilicns
JOCSITHEHHST IIUThOBOI  BifcTaHi Monyiab EnemyAl inimitoe ¢dasy posirparry
arakyrouoi kaptu uepe3 BattleStateManager. Konmu nokasnuk CurrentAP manmae
HUKYE JIMITY, IMKJI TEPEepPUBAEThCA oOmepatopoM break, 1 uepe3 BHUKIHUK

TurnManager.Instance.EndTurn() nmpaBo xomy moBepTa€eThCs 0 KOPUCTyBaya.

2.5 Po3po0ka rpadgivyHoro inrepgeiicy kKopucryBaya

@diHaTbHUM €TalloM MPOTPAMHOI peasizaiii € MPOEKTYBaHHS MiJACHCTEMHU
rpadiunoro intepdericy kopuctyBada (GUI) Ta apxiTEeKTypHOI JIOTIKH 3aBEPLICHHS
TakTH4YHOI cecli. ['padiunmii inTepdeiic y mokpokoiii ctparerii « Takrnuna Aperay»
3a0e3neuye 1HTEPAKTUBHY Bi3yaji3allllo [MOTOYHOTO CTaHy O0o0i0BOi cecii:
BIJIOOpa)KEHHSI MapKepiB 3/I0pOB's, MyJdy OYOK Jii, KOJOAU NOCTYNHHX KapT Ta
CHOBIIICHB MPO 3MiHY (a3 Xomy.

Jist  ontuMizanii  mpoaykTuBHOCTI oHoOBieHHs Ul-enementiB  Canvas
pealli3oBaHO 3a JIONOMOTroK apxitypHoro 1mabiony Observer (Bunaseiis-
[TigmucHUK) 3aMiCTh PECypCOMICTKOTO MOKAAPOBOTO onuTyBaHHs y MeTozi Update.

Monayni iHTepdeiicy MANUCYIOTECS Ha TMOAIi 3MIHHM XapaKTEPUCTHUK FOHITIB
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(mampukitan, OnHealthChanged, OnAPChanged) uepes neneraru C# Ta UnityEvent.
[le nmo3Bossie TepeManaboByBaTH TpadiuHi KOHTEHHEPU BHUKIIOYHO Y MOMEHT
Monuikallli 3HaUeHb B ONIEPaTUBHIN Mam'siTi, 3a0e31euyour HU3bKY 3B'a3HICTh (low
coupling) xommoneHTiB. J[0AaTKOBO MPOBENEHO OMTHUMI3ZAII0 PEHACPUHTY IS
3MEHILIEHHS KUIbKOCTI BUKIUKIB OoTpucoBku (Draw Calls). Cratuuni eneMeHTH
iHTepdeiicy 3rpynoBaHi B okpeMi miakoHTeiiHepr Canvas, 1o JT03BOJWIIO 33/IATH
MexaHi3M auHamivHOTO TakeryBaHHS (Canvas Batching). Cucrema o00'eqnye
TEOMETPII0 CXOXKUX €JIEMEHTIB (IKOHOK, paMOK KapT, MaHesei) B OIUH CHiJIbHUMN
Oydep, minimizyroun Butpatu GPU.

Kputryno BaXJIMBUM KOMIIOHEHTOM ITIJCUCTEMU € JIOTIYHUM MOIYJb
nepeBipkd yMoB 3akiHueHHS rpu (SessionEndManager). Bin aHnanizye cnucku
aKTUBHUX OO'€KTIB Ha ToJdi Ooro michs koxHOI mii. brok-cxema anropurmy

(bYHKIIIOHYBaHHS MACUCTEMH MPECTaBICHA HIDKYE:

[ Nosares: Nogin OnUnitODamaged /
OnHeathChangod

- 4

l JUATYOD e NOTOUHMX NMOND ek i HP
ol T

'

STV CPRORIG o 1 ~ UM By TN ynosa HP £ 07

InTepdaicy Carvemn ==~

.
| o

-~ . - R =
| Moannuennn 50 dasa DHavux weTaay sanaayl TRsrepm ¢
| OMKyRANNR SN Sansiont ncdMamages

¥

| Baurny serm 20t o soeire 3
Tou | | CINEKY BCTHENMY CY THOC TR

‘

acanin G rany - - e aacarasmecn wonel ionTe Fpamga T
Nogasen Fpasyn
4 T

Yl SAMEMARIMOE SR T Bopars ? — Ml | SiMtouin oveny
| Nupewora 1 pasgh J

‘ Tan j
\ o TYNE FPOBOTO sacy (Thrm TimeScale » le
m

ACHREPOMEnd B T i HEANOro LE- ‘
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}

[ P Sp— HHDOPY KOEHCTYRALS l
\ (Maposanycs ! Basia)

Pucynox 2.13 — brok-cxema momynist SessionEndManager
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HaBeznena inxeHepHa OJOK-cXxeMa UTIOCTpPYE, IO CUCTEMa BUKOHYE OlHApHY

NEepeBIPKY: SKIIO KUIBKICTh IOHITIB T'PaBIl JIOPIBHIOE HYINIO, 1HIIIIOETHCS MOAIS

nopasku. SIKIio e Ha 1mojii 6010 MOBHICTIO 3HUIIIEHO BC1 BOPOXKI OOMORBI OJMHHUIII,

cucteMa peectpye mepemory. Jlms 3a0e3medeHHsT Mpare3maaTHOCTI ITiET JIOTIKH,

HUKY€ HABEJICHO MPOTPaMHY peali3alliio Kepyruoro Kiacy:

-
LS IR N R, R N e

-

- e
LB

A-Auuuuu:uuuwmuuhmmwn.~n-|-an-ou
- s Ccoue W WA= L R N . RV - 4

L=

el

-

cagmuamw;voow—a
- VXU VENeD O

usinrg Systee}

usisg System. Coliections. Genaric,
usieg UnityEngine;

usieg Unityirgine. ScensMansgenent;

puelic class SessionindManaper © MonoBehaviour

{

]

peblic static Sessionfndorager Instance { get; privete set; )

[Meacer{"Ul Fanels™)]

[Serializefleid] privote Gaselbject victoryPasel;
[Serializelield) privace Gaoeltiiact defeatPanel;

private Listclmeinits playerinits « new List<Bapsinits>();
privete ListcBazalinit) enmwylnits = nme ListcBasalinits (),

private void Avake{)

{
LF (Iratance == rull) Instarce = this;
else Destrogpi{gaselbject);
1
pualic woid Negistertimit{Sasslinit ynit)
{
EF (unit TsErmwy) snespylnits. Add{unit);
else playerUnizs Add{unit),
}
poblic void CheckBattlaConditions()
{
anemtnits Aemovellldu »» o == ull || o.TsDeat);
playertnits, Bewovelll(u => u »» null || u.[=Dead);
F (eremylnits, Coust == 0}
} ErxecuteEncSession{trus);
else 1f (playerUnits. Cont =« 9)
{
ExocutefnEenrion(falsa);
}
}
private wold ExecuteindSession(bool [s¥icrory)
{
Time . timeSzale = ©F;, /) Jywmwoa irpoocru wacy
if (iavictory)
{
victeryPonel, Sethctive|tron);
Dom‘.ln;('['mu:mh*w:g’q Cocim 2anapeens, Peaymarar: Mepewora Trasys
I
oles
SefentParm] Sethcciveltrus];
Debug. Log( " [ SesslonEacManeger ] Cocle Jamepuens. Pasym Yot Topates Fpasas
}
1
pablic void RestartSession])
{
Tinw timeScale = 3¥;
ScmeManager, LoadScose [ SCansSoruger Setact LveScee( ) . bul 1dTedex ),
}

Pucynok 2.14 — Jlictunar komy SessionEndManager

I
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[IpencraBiennii BUXIAHMIA KOJ JEMOHCTPYE BHUKOPHUCTAHHS METOAY
CheckBattleConditions, sKHil BUKIMKA€TbCA LIEHTPATI30BaHO Yepe3 MOAil
3HUIIIEHH cyTHOcTel. Bukiuk mommdikaropa Time.timeScale = 0f mo3Bosse
MOBHICTIO 3aMOPO3UTH (Di13UKY, CUCTEMHI TaiiMepu Ta MPOPaxXyHOK aCHHXPOHHHX
xopytud I y MomeHT akrtuBaiii (iHAJIBHOTO TpadiyHOro BiKHA TOPA3KU YU
NepeMOory, 3ano0iratoud BUHUKHEHHIO JIOTITYHUX MOMMJIOK a00 BUTOKY HaMm'siTi y
(GhOHOBOMY PEKUMI.

VY pasi yCHilHOro BUKOHaHHsS YMOB IIEPEMOTH, CUCTEMa aKTUBYE 1HTEpQEIiC
3aBepIIeHHS 00MOBOI cecii Ta 3amycKae aarOpuTM HAropoOMKEHHsS TPaBIls, IO

JIeTaJIbHO MPOJIEMOHCTPOBAHO HA PUCYHKY 2.15.

HATORORA I8
Ll

Jarora: < L80
Lscw * 0 x»

Cruew st nowy
wapTy Mewart)

Pucynok 2.15 — [atepdeiic 3aBeprieHHs 6010Boi cecii

2.6 Hapoynosu

Jlns 3aBepuieHHs dhopMyBaHHS 1UTicCHOTO irpoBoro 1ukiny (Game Loop) ta
3a0€3MeueHHs B3a€MO/li MDK OKPEMHUMH TaKTUUYHUMH CECISIMH OyJIO pO3pOOJICHO
apxiTekTypy metarpu. Bona 6a3yeTbcst Ha moegHaHH TPhOX (QYHKITIOHAIBHHUX CIICH:
rojoBHoro MeHro (MainMenu), crpareriunoi manu (RoadMap) Ta 6e3nocepeaHbo

yke peanizoBanoi (BattleScene).
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Opranizaiis irpoBOT0 MUKy Tependadae MUKIIYHUN Mepexia MK eTarnoM

CTPATEriyHOro IUIAHYBaHHS Ta TAKTUYHUM 3iTKHEHHsAM. CTpyKTypHa cxema

B3a€EMOJIIi MIDK CIIEHAMH Ta JIOTIKa TEPEeMIIIeHHs KOpUCTyBaya MK PI3HUMU

CTaHaAMU 3aCTOCYHKY MpEICTaBIeHa Ha pUCYHKY 2.16.

MainMenu - TOTATEOBA CIEHA NPOCETY 1O BUINOELIAE 30
CTAPT [PH.
( 3amyck rpi, nepexia a0 RoadMap, sixia 13 3acTocyHEY)

RoadMap thopmyve noriEy npoxopcHEA PR T4 38 §3YE DRPeMI
Boiion] cOeHn B eUHY cHcTeMy nporpecil. BucTynas ‘
MPOMIKHOK CHCTEMOR MUK OKDEMHMIT DOSMIL

(cHeTeMy BY3NiR, BHGID MAPIIPYTY, DepeMilleHHA MEE TOTIaM |

BattleScene £ 0CHOBHOI ITPOROD CLEHOD, /18 PEATIIOBAHD
QLIBIIICTE MCXAHIE NPOEKLY.

{ TagTIrma cieTeMa, CHCTeMa XOIE, EAPTROBI MEXAMIKIL,
IITYSHIE IHTETERT, nepesMimenns oRiTiE LT boflororo
nponecy. )

Baaemopin cueH rpu

MainMenu

RoadMap

BattleScene

Pucynok 2.16 — [ntoctpaiiist BIamTyBaHHs IFPOBOTO IIUKITY

2.6.1 Peaqizauis apxitektypu crpareriynoi manu RoadMap

LleHTpa’bHUM €JIEMEHTOM CHCTEMHM IPOrpecii po3poOIOBAHOIO 3aCTOCYHKY

€ cueHa RoadMap, xoHmemis skoi 0a3yeTbcsi Ha MeEXaHIKaX HEIHIMHOTO

MIPOCYBaHHs, MONYJISIPHUX Y kaHpi TakTuuHux Roguelike-cTpareriit. OcHOBHA MeTa

JTAaHOT TIACUCTEMH TIOJISATAE B HAJaHH] TPABIIEBI MOXKIIMBOCTI CAMOCTIMHOTO BHOODPY

MapuIpyTy MDK OKpEMHUMH OOHOBHUMH MICisiMHU, IO Oe3MocepeqHbO BIUIMBAE HA

TaKTHYHE TJIaHYBaHHs, MEHEIPKMEHT ITPOBUX pecypciB Ta (iHAJbHUN pe3yibrar

MOTOYHOI ITPOBOI CeCii.

VY Mexax gaHoi kBamidikaiiiHoi poooTu OyJI0 CIIPOEKTOBAHO Ta Peaai30BaHO

nerepMiHoBaHy ((ikcoBaHy) apxITeKTypy Mamu mnporpecii. Ha BigmiHy Bix

MIPOIIEYPHUX AHAJIOTIB, JETEPMIHOBAHHMM MMiIX1]] 3a0€3MeUy€ KOPCTKUA KOHTPOIh

HaJ| IrpOBUM OajlaHCOM Ta JI03BOJISIE€ 3a3/1aJierib BUOYIyBaTH ONTHUMAJIbHY KPHUBY
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CKJIQJHOCTI JUIsl KopucTyBada. [Iporpamna apxiTekTypa MHiACHUCTEMHU MPHU LBOMY
3aKjajieHa 3 ypaxyBaHHSM NpUHIUNY Biakputocti/3akpurocti (Open-Closed
Principle 3 Habopy SOLID): MomynbHa CTpYKTypa By3J1iB JO3BOJISIE Y MailOy THHOMY
JIETKO 1HTErpyBaTH aJTOPUTMHU MPOLETYPHOI TeHepallii HUsixiB 6e3 3MiHH 0a30BHX
kjaciB ympaBimiHHSA. Texniuna peanizauis RoadMap mnoOymoBana Ha rpadoBiid
CTPYKTYpl IaHuX, n¢ KokeH o0'ekt mamu (By3onm abo Node) € oxpeMuMm
1HTEpPaKTUBHUM eJieMeHTOM. [[si 3abe3meueHHs] THyYKOCTI HaJaIITyBaHHS BY3JU
Oysu pealti3oBaHi sk npedadu 3 1HKANCyIL0BAHOIO JIOT1KOIO MEPEXO/IiB. 3B'SI3KU MK
By3JaMU BHU3HAYAIOTh TOCTYITHI HANpSMKH PYXy: aKTHBYBaTH HACTyIHUH DiBEHBb
(epelTr 10 CyMIKHOTO By3Jia) MOXKIIMBO JIMIIE 32 YMOBH YCIHIIIHOTO 3aBEPIICHHS
TaKTUYHOTO OOMOBOTO 3aBJaHHs y MOTOYHOMY TOB'SI3aHOMY BY3Jii rpada.

By1no po3pobnenoi cuctemu € iHTerpaitis JOoriky By3iiB 3 iHciektopoMm Unity
yepe3 kepyroumii ckpunt NodeManager. Lle mo3Boiisie 3miiiCHIOBaTH Bi3yalibHE
penaryBaHHS 3B'SI3KiB Ta MapaMeTpiB PiBHIB y BUINISAL CIIUCKY CYMIKHOCTI rpada
06e3 mpsmoi Monmudikaiii mporpamMHoro koxy. JlemMoHcCTpallisi HaJallTyBaHHS

napameTpiB Ta 3B S3KiB MiXk By3JIaMH B PEIaKTOp1 MPEICTaBICHA Ha PUCYHKY 2.17.

Pucynok 2.17 — BnamtyBannast RoadMap Ta 38’s13kiB Mix By3namu (Nodes)
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besnocepeans norika (pyHKIIOHYBaHHS OKpEMOi TOUKHM Ha Malll MOKJIa/ieHa
Ha ckpunt MapNode.cs. Jlanuii KOMIIOHEHT B3aeMoji€ 3 (DI3UYHOIO CHCTEMOIO
npopaxyHky npomeHiB  Unity  (Raycasting) 4yepe3  oOpoOHuMK  mOmii
OnMouseDown(), o Bumarae HasiBHOCTI kKommnoHeHTa Collider Ha 00'exTi By3:a.
[Ipy KKy Ha JOCTYHMHUN BY30JI CKpMNOT BHUKOHYE TaKl MOCJIJOBHI apXiTEKTypHI
3aBaHHS:

1. IlepeBipsie uepe3 NodeManager JeriTUMHICTh MEPEXOAY 3 MOTOYHOT TO3MUITI]
rpada 1o MUTbOBOI.

2. 3piiicHIOE (pi3nyHe nepeMinieHHs irpoBoro Mapkepa rpasis (PlayerToken) y
IPOCTOp1 CLEHU JI0 KOOPAUHAT 0OpaHOTro By3Ja.

3. Biiokye MOXJIUBICTH TOBTOPHOTO IMPOXOHKEHHS I[HOTO K By3Jia MUISXOM
nepeseaeHHs npamnopus isCompleted y cran true.

4. 3aryckae acUHXPOHHY KOPYTHHY, SIKa MICJsSl BI3yaJbHOI 3aTPUMKH 1HIIIIOE
3aBaHTA)XEHHSA BIAMOBIIHOI OOMOBOI CIECHM 3a JOINOMOIOIO IIACHUCTEMU
UnityEngine.SceneManagement.

[loBHUI NICTUHT MPOTPAMHOTO Komy kKommoHeHTa MapNode.cs mpeacTaBieHO B

pucyHky 2.18.
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1 ueing Unityfngine;

2 using Systes,Coliectlons;

3 uring Unitybsgine . Scensflansgeesnt ;

<

s public class Maghiods : MoncBeheviowr

6 {

! [Headar{ “Hasmstynanwe plaws") )

Hu [Toolbip( Hatns ScAomnt Cumme, XA MET SENANTIXNTHON A90 eora sysaa”) ]

9 pablic stricg sattleSceneNase « “Bats JoScere™,

10

11 [Husder{ " Cras syara”™)]

12 pubtilie bool SsConpleted » False;

13

14 Frivate vold DeMouselonn)

15 {

16 if (dsCorpleted)

17 {

18 Outug. Log{s" [Mepticde | Byeza {geeCbiect.nems] s rpcioeso A ssfooccane.”);
19 rvturn;

20 )]

21

22 todedanagsr nodeMarager = Ubject Find tostObgect Byl ypadinaeurapars();
23 if (nodelenagur == null)

4 {

25 Dubsaag . LogError " [Mapliode ] Me sibanes Nodounager e cosud!™);

26 returm;

7 )

)

729 1t (nadelanage- . CandoveTofibze (gaselbiect))

e

n StartCoraut ine be lactinil omMuut Lrae [ nodeManager) ) ;

32 ]

33 olse

" {

» Pesug, Logharming (57 [ Maphioge | Piass {gasabject came] S0paY wanoc 1yl ane nepesagy | © ),
st )

37 )
LB private lEsurmrator SelecSind osd¥outine (Nodeturnager nodeMerager )

41 i
‘2 Debog. Log{S" [Mapiode ] Foasen. mbodh sydos: {gameOtiect rame ). lepomlsgras, . "))
43 GamsCtrinct playerToken o Lamelnjnct FirdlaseltjoctidithTag("Playaricken™);
44 if (playerToken = mdl)
46
ey playerTohan transfomm gos ition = Lramsfors position;
48 )

a5 else
e
51 Dodug. Logharndag( " [Maptioda | He Jsaiamo 00700t 53 varom PlagerToken ' . "))
52
55 nodeManager currentiiods » gameltjecs;
13 Ivlompleted = Lrue;
Z" yield return new NaltforSeconds(9.47);

b

59 Dotwg Logl s [Maphiose | Jasaitasewmn foroto) rasaul il {totleSosnaitme) ]}
68 Scenstanager. Leafcene (tatt leSceneitae ) ;
69 )
60 )

Pucynok 2.18 — IIporpamua peadmizaiiis joriku irpoBoro By3ima MapNode.cs

2.6.2 Peanizauis MainMenu

['o10BHE MEHIO € TOYKOIO BXOIY B 3aCTOCYHOK Ta BUKOHYE POJIb KEPYHOUOTO
xaba I 1HIIiami3amii NIo0aTbHIX CUCTEM 1 TATOTOBKH CEPEOBHUINA J0 3aITycKa
HOBOI 1rpoBoi cecii. [Tporpamua peanizaiiist ciieHu MainMenu 6a3zyeTbest Ha CUCTEMI
Unity Ul (UGUI) Ta peanizye wiacuuHuii iHTepdeiic kopuctyBada. BizyanbHe
BIIOOpaKEHHSI CTApPTOBOTO MEHIO PO3POOJICHOTO TAKTUYHOTO 3aCTOCYHKY

MPEJCTABICHO HA PUCYHKY 2.19.
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Pucynoxk 2.19 — BigyanbsHe BijioOpaxkeHHs 1HTEpdeicy roT0OBHOTO MEHIO

Ha maBenenii imoctparii (puc. 2.19) mpencTaBiaeHO CTaTUYHI €IEMEHTH
KEepPYBaHH:: KHOTIKH 1HIIT1aJi3a11ii HOBO1 CecCli, Mepexoy /10 HaJlallITyBaHb Ta BUXOIY
13 3aCTOCYHKY. IIpn HaTHCKaHHI KJaBillli CTApTy I'PUA CHUCTEMa [MOBUHHA OOHYIHUTH
CTEKU JIaHUX MOMEPE/IHIX CECli, CKUHYTH MPOTPEC rpaBlis 0 MOYATKOBUX 3HAYCHD
(6a30BMii TyJ1 KapT, MOYATKOBE IOHITIB) Ta 1HIIIFOBATH 3aBaHTAKCHHS MIEPIIIOTO By3Jia
Manu nporpecii.

Jliist 3a0e3medeHHs] 4iTKOT KOOpAWHAINT MK PI3HUMHU €TalamMu IrpoBOTO
Ipolecy JIOTIKY Iepexolly MK €KpaHHMMH (opMaMu Oyj0 I1HKAlCyJlIbOBAHO B
OKpEMOMY IIEHTpaJli30BaHOMY MOIyJl ympaBiiHHS. [lepexiroueHHs CTaHIB
BUKOHYETHCSI 3a JIOMOMOTOK CTaHAAPTHOTO 1HCTPYMEHTApII0  MiJCUCTEMU
UnityEngine.SceneManagement. ®parMeHT BHXIZHOTO KOAYy pO3pOOJIEHOro
KOMITOHEHTA, KU BIAMOBIIAE 32 MEHEHKMEHT ITPOBUX CIICH, MPEACTABICHO Ha

pucyHky 2.20.
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1 using UnityEngine;
2 using UnityEngine . ScensMansgrovnt ;
3
a public class Scenwloader ; Monalehaviour
s |
E) public static Sceneloader Instance { get; private set; }
4
| private vold Asake()
{
18 if (Instance '= null BR Instance != this)
11 {
] Destroy(gaseCbiect);
13 return;
14 5
15
16 Instance « thas;
17 DontDestroyinload(gamelbiect) ;
18 }
19
8 public void LoadScene(string scenchiase)
3 | {
12 ScerwManiager, LosdScense( sceneiase ),
23 }
24 public void LoadRoadMap()
25 {
27 LoadScene( "RoadMap ™) ;
8 )
29 public void loadBattle()
1 {
e LoadScene( “BattleScene® ),
2 }
12 publie void LoadMalrMenu()
6 {
7 LoadScene( "MainMenu®);
ia )
" public vold QuitGase()
a {
a2 Debug. Log("Gama closed™);
43 Moplication. Quit(),;
a4 }
as )

Pucynok 2.20 — JlicTuHr Koy Kepyrodoro Moayisi SceneManager

Sk BimoOpakae mpencTaBieHuid JICTUHT kony (puc. 2.20), y CTpyKTypi Kiacy
peali30BaHO TMaTepH MPOEKTyBaHHS Singleton (MOIeIb OJUHOYKH) 3a JOIIOMOIOIO
cTaTu4HO1 BiaacTuBOCTI Instance ta metoay DontDestroyOnLoad(gameObject). Lo
rapaHTy€ iCHyBaHHS JIMIIE OJHOTO €K3eMIUISIpa MEHEKepa B MaM'sTi Ta JTI03BOJISIE
Homy Oe3rnepentkoIHo 30epiraTv CBii CTaH 1 BUKJIMKATH METOIU 3aBaHTAXKEHHS MPU

nepexogax Mixk cuienamu MainMenu, RoadMap ta BattleScene.
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PO311JI 3. TECTYBAHHS TA AHAJII3 TPOAYKTUBHOCTI
3ACTOCYHKY

3.1 MeropoJiorisi Ta opraizauisi mpouecy TeCTyBaHHS CHCTEMH

3aBepiiaJbHUM 1 KPUTUYHO BaXKJIMBUM €TallOM 1H)XXEHEPHOTO ILHKITY
PO3pOOKH MOKPOKOBOTO TAKTMYHOTO 3aCTOCYHKY « TakTHuHAa ApeHa) € KOMIUIEKCHE
BepHU(QiIKallifHe TeCcTyBaHHA, MNpOQaillliHr Ta ONTHUMI3allisd MHOro MNporpaMHHUX
KOMIMOHEHTIB. OCKUIBKA PO3pO0JIeHa CHUCTEMa TOEIHYE B COO1 CKJIQAHY JIOTIKY
B3a€MO/I1i 0araTboX 130Jb0BaHUX MOJYIIIB, TAKUX SIK MEHeKep xoa1B TurnManager,
MeHepkep OoiioBoro monst BattleGridManager Ta mtyunuii intenekt EnemyAl,
BUHUKHEHHS TPUXOBAHUX JOTiyHUX MedekTiB abo cTaHiB roHUTBH (race conditions)
Ha CTUKax 1HTepdelciB MOXe MOBHICTIO 3a0J0KyBaTu 1rpoBuil mporec. Jls
3a0e3IeueHHd  BHCOKOI  HaJIMHOCTI, MacmTaboBaHOCTI Ta  CTaOUILHOCTI
(YHKIIOHYBaHHS 3aCTOCYHKY OyJIO BIIPOBAKEHO OaraTOpiBHEBY METOAOJIOTIIO
TECTyBaHHS, SIKa OXOIUTIOE KIJbKa TMOCHIJOBHUX €TamiB: MOAylIbHE (unit)
TECTyBaHHS, IHTETpalliiHe TEeCTyBaHHS B3aeMOIii MIACHCTEM, a TaKOX
dbyHKIII0OHaIBHE (YOpHA CKPUHBbKA) TECTYBaHHS KIHIICBUX ITPOBUX MEXaHIK 3 TTO3UIII1
KOpPUCTyBaya.

Opranizaiiisi poiiecy TeCTyBaHHs Oa3yBajiacsi Ha JICKOMIIO3MINT 3arajbHUX
TEXHIYHMX BUMOT JI0 CUCTEMH Ha OKpeMi aromapHi nepesipku. Ha nepiiomy ertami
IPOBOJMIIOCS MOIYJIbHE TECTYBaHHS, METOI0 SKOTO € 130JIbOBaHa IepeBIpKa
KOPEKTHOCTI POOOTH OKpEeMHX METOMIB 1 KjaciB 0e3 3aBaHTaXeHHS rpadidyHOi
nigcuctemu Unity Ta Baxkux npedadiB crieHn. OCHOBHUM 00'€KTOM MOMYJIBHHUX
MEPEeBIPOK CTaB MaTEMaTUYHHWM amapar pPO3paxyHKy NPOCTOPOBHUX IHAEKCIB 1
METPHK, 30KpemMa Balijalis oounciaeHHs: MaHreTTeHChKO1 B1JICTaHl MiX 00'eKTaMu
CITKM Ta mepeBipka anroputMmy nomryky B mupuHy (BFS) mpu remepartii 30H
JOCSIKHOCTI JIJIS1 FOHITIB Y PI3HUX KOH(ITYpaLifax MoJIs.

Ha apyromy erami Oysi0 po3ropHyTO iHTerpaliiHe TeCTyBaHHs, CIIPSIMOBAHE
Ha BepuQIKalil0 TPOTOKOJIB B3aEMOAII MDK HE3QJICKHUMH apXITEKTypHUMHU

Monayisimu. HaliGineiy yBary Oyiio MpuJIiJIEHO TOJIEBIN MoJeli Tepeaadi Xoay Ta
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CUHXpOHi3amii ganux npo o4ku aid (AP) mixk kmacamu BaseUnit, EnemyAl Ta
CardManager. Ockiabku po3irpam KapT Ta MepeMilieHHsT 0e3mocepeIHbo
MOJIU(DIKYIOTh CTaH OINEPaTUBHOI MaM'sITi, IHTErpaliiiHl TECTU TaPaHTYIOTh, IO
3HIKEHHS mmyny AP 10 Hyns acMHXpPOHHO TPUTEPUTh TOAII0 OJOKYBaHHS
1HTEeppeiCy TpaBlsl Ta KOPEKTHO IMepelae KepyBaHHsS KIHIIEBOMY aBTOMATy
CYNPOTHBHUKA, HE BUKIMKAIOUN 3aBUCAHHS MTOTOKIB a00 BUTOKY HaM'sITI.

Jlnis yHAOUHEHHS JIOT1YHOI MOCIIIOBHOCTI Ta B3a€MO3B'S3KYy MK PI3HUMHU
dazamu Bepudikaili MporpaMHOro MPOAYKTY, 3arajbHa i€epapXiuyHa CTPYKTypa Ta
eTanu MPOXOKEHHS TECTOBHX CIICHAPIiB y pO3pO0JeH i apXiTeKTypi MpeacTaBIcHi

Ha pUCyHKy 3.1.
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Pucynok 3.1 — MoHITOpUHT mpoIiecy iHimianti3alii CuCTeM 3aCTOCYHKY Y KOHCOJI1

HanaropkeHHs Unity

SIK IeMOHCTPY€E KOHCOJIb IPOLEC TIOYMHAETHCS 3 HU3bKOPIBHEBOI 130J1bOBAHOT
NEpPeBIPKUA JIAHUX, MPOXOIUTh uepe3 BepHu]ikalilo IHTErpalifHuX 3B'A3KIB Ta
3aBEPIIYETHCS BUCOKOPIBHEBMMHU (DyHKIIOHATLHUMHU clieHapismu. Ha erami

q)YHKHiOHaJIBHOFO TCCTyBaHHA 3aCTOCOBYBABCA MCTOJ CKIAAAHHSA (bopMaanHx
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TECT-KEHCIB Ui pydYHOI Ta HAMiBaBTOMATUYHOI MEPEBIPKM KPUTUYHHUX [UIAXIB
xopuctyBaua (User Critical Paths). Meta 1iporo eramy nepekoHaTHCs, 10 KiHIIEBa
MOBEJIHKA 3aCTOCYHKY TMOBHICTIO BiAmnoBigae (QYyHKIIOHAJIBHUM BHMOTaM
TEXHIYHOTO 3aBAaHHA, a 1HTep(delc KopucTyBaya KOPEKTHO pearye Ha BHYTPIIIHI
cTaHu cuctemMu. [l cuctemaruzaiii mnpouecy (QyHKIIOHaIbHOI Bepudikalli,
BUSBIICHHS TOrpaHnYHUX NoMuiok (boundary effects) ta cikcamii pesynsraris
MIPOXOKEHHS TeCTiB OyJ10 po3po0ieHO Ta BIPOBAHKEHO CIEIiali30BaHy TAOIHUIIIO

TECTOBHX crieHapiiB(Tabm. 3.1).

Tabmums 3.1 — Cneuudikariist TecT-keiciB Bepudikaiii GyHKIIOHATBHIUX BUMOT

TecT-Keuc Bxinni nani Pesyabrar

[Himiam3anis Rows =10, Cols | CtBopennst 100 06'extiB GridTile y

MAaTpPHIII OIS = 10, TilePrefab | mpaBuibHUX KOOPAMHATAX 13 MPHUB'SI3KOIO 10
MaTpHIIi.

Po3paxyHok Touka A(2,3), Metoz CalculateManhattanDistance

Mamnrertencrkoi | Touka b(5,7) MOBEPTA€E TOUHE 3HAYCHHS: vert2-S\vert +

BiJICTaHI1 \vert3-7\vert = 7.

Oomexenns 3ouu | Unit SAP =18, | BFS-ckanyBaHHs noBepTae 001acTh

nepeminienns I | MovementRang | paaiycom nuie B 1 KIIITHHKY Yepes

=% 0OMeKEeHHS TOTOYHOTO MYy OYOK JiH.
brnokyBanus kapt | CardCost = 3, Crnpo06a po3irpaiiy BIAXHISETHCA,
pu AeDIirmuTi Unit SAP =2$% BHUKJIUKAETHCS Toist momruiku, Ul xapTu crae
040K YEPBOHUM.

Peectpanis ymoB | EnemyUnits.Co | SessionEndManager 3ynunsie irpoBuii yac
nepemoru B cecii | unt =0 (timeScale=0), Ha eKpaHi aKTUBYETHCSI

rpadiuHa manens victoryPanel.

OunrnieHHs Buxuk [Totouna cuiena BuBaHTaxyetbesi, Garbage
nam'sTi mpu RestartSession() | Collector moBHICTIO OYHIIAE CTIOBHUKH,

nepe3amnycKy HILIIOETHCS] YUCTa TeHepaILlis oI,
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AHaui3 pe3yabTariB, HaBeACHNX y crienudikaiii (tTadm. 3.1), marBepmxye, mo
BCl KPUTHYHI BY3JIM TMPOTPAMHOI apXITEKTypH VCIIIIHO TMPOUIUIM eTall
dbyHKIIoHaNBHOT Bepudikaltii. XKojeH 13 TECTOBUX CIIeHAP1iB HE BUSBUB KPUTUUYHUX
300iB, IO CBIMYUTh TMPO BHUCOKY SKICTh IOMEPEIHBOTO MPOEKTYBAHHS Ta
apXITEKTYpHY 130JIA111F0 JIOTIYHUX IIapiB cHUCTeMH. BopoBamkeHa MeETOHOJIOTiS
J03BOJIMIIA CPOPMYBAaTH HAAiIMHY OCHOBY MJIs IMEPEXOAY 10 aBTOMATHU30BAHOTO
MOJYJTbHOTO TECTYBaHHS Ha 0a3i cremiaii3oBaHUX 1HCTPYMEHTIB IrpOBOTO PyIIis,

SKE JICTAJIbHO PO3TIIAAETHCS Y HACTYITHOMY IMiIPO3/11 POOOTH.

3.2 AHaJ1i3 NPpOAYKTUBHOCTI Ta ONTHUMIi3allisi BUKOPHCTAHHS pecypciB

ITicns Bepudikaii (GyHKIIOHATBEHOT CTAOUIBLHOCTI ITPOBUX MEXaHIK OyJio
MIPOBE/ICHO KOMIUIEKCHUI aHalll3 MPOAYKTUBHOCTI MPOrPAMHOIO 3a0e3MeYeHHS .
Po3pobka cywacHuX Bieoirop, 0COOJHMBO B MeXaX KOMIIOHCHTHO-OPIEHTOBAHO1
apxitektypu Unity, BUMarae CyBOpOro KOHTPOJIO 32 BHKOPHUCTAHHSIM amapaTHUX
pecypciB muboBUX IuIaT@opMm. [OTOBHUMHU KpUTEpISIMUA OIIHKA €(PEKTUBHOCTI
CTBOPEHOTO 3aCTOCYHKY CTaJM: CTaOUIbHICTh 4acTOTH OHOBIEHHs KanapiB (FPS),
3aBaHTaXEHHS UeHTpalbHOoro mnpouecopa (CPU) Ta auHamika po3moaiiLy
onepatuBHOI mam'siti (RAM).
JIist 3HATTS METPUK MPOTYKTUBHOCTI Ta BUSBJICHHS MOTCHIIINHUX «BY3bKHX MICITh»
(bottlenecks) apxiTexTypu mij yac aKTUBHOTO IrPOBOTO MPOLIECY BUKOPHCTOBYBABCS
1HTerpoBaHuii 1HCTpyMeHT aHamizy — Unity Profiler. MoHiTOpUHT 3aBaHTa)KeHHS

CPU ra rpa¢iyHOro KoHBe€pa B peKUMI PEANbHOIO 4acy MPOAEMOHCTPOBAHO Ha

pUCYHKY 3.2.
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Pucynoxk 3.2 — MOHITOpUHT 3aBaHTaKEHHS MPOIECopa Ta pEHACPUHTY Y BiKHI

Unity Profiler

Amnaui3 rpadikiB mpodaiinepa mokasas cTadiIbHY YaCTOTY KaapiB 0e3 pi3KuX
NaJiHb IiJ] Yac BUKOHAHHSA [UKJIIB epeMaibOBYBaHHS CIICHHU.

IIpote ocobmuBYy yBary B MpOIECI JOCHTIKEHHS OyJI0 TPHAUICHO aHaTi3y
BUKOPUCTAHHS OMEPATUBHOI MaM’sITi, OCKUIBKH MPOIleypHa TeHeparllis Ta KapTKOB1
MEXaHIKM TepeadayaroTh OMepyBaHHS BEIUKOI KUIBKICTIO JPIOHUX MUHAMIYHUX
00'eKTIB y peasibHOMY 4aci. BidyanbHuii po31oais BUAICHOT aM'sTl 32 JJOIIOMOT 010

iHcTpyMeHTy Memory Profiler Bimo6paxeHo Ha pucyHky 3.3.

b s Sl

Pucynok 3.3 — Po3noais Ta aHasi3 BUKOPUCTaHHS OMIEPAaTUBHOI TaM'sTI B Ipi
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3a pe3ynprataMu npodaiaiHry OysI0 BCTAHOBJICHO, IO HAUOIIBITY KiJTbKICTh
pecypciB mam'sTi y IPOEKTI BUKOPHUCTOBYIOTh TaKl Kareropii 00'€KTiB:

1. Ul-enemeHTH — CTaTW4Hi Ta JUHAMIYHI KOMIIOHEHTH KOPHCTYBAI[bKOTO
iHTepdelicy, TEeKCTypH atiaciB iHTepdeiicy Ta mpudru;
2. Marepianu — wmeiiiepy W KapTd TEKCTyp, IO 3a0€3Meuyl0Th Bi3yaslbHE

MPEICTaBICHHS TAKTUYHOTO TIOJIs Ta IFPOBOTO OTOYEHHS;

3. Prefab roniTIB — mAaOIOHM TPUBUMIPDHUX YU JBOBUMIPHUX OOHOBHUX

OJTMHUIIb, SIK1 MICTSTh BJIIACHI KOMITIOHEHTH TpaHC(opMaliiii Ta peHIepUHTY;

4. KapTkoBl 00’€KTHM — JAMHAMIYHI €K3eMIUIAPU KapT, IO 1HIIATI3yIOThCS B
pyI TpaBIs 1111 yac 00ro.

BaxnuBum acnektom po6otu pymrist Unity € aBTOMaruyHe KepyBaHHS
nam’sITTIO, SIKE peali3yeThCsl 3a JI0MOMOroro AuHaMiuHoi Kynu (Managed Heap) Ta
BOynmoBaHoro 36upaua cmitts (Garbage Collector — GC). Ilix yac pyHKIIOHYBaHHS
rpu OyIb-SKE CTBOPEHHS NUHAMIYHOTO 00'ekTa (Harmpukiana, reHepauis npedaly
KapTH MpU A000pi B PyKY, CTBOPEHHS TEKCTOBOTO 1HIUKATOPA MIKOHM) BUALISE OJIOK
naMm'sTi B kymi. Koam 00'ekT 3HUIYyEThCA depe3 craHmapTHui meron Destroy(),
naM'aTh HE 3BUIbHAETHCS MUTTEBO — BOHA MApPKY€EThCS SIK HenoTpiOHa. Konm obcsr
TaKoi HEMOTPIOHOT MaMATI JOCSATAE KPUTUYHOI MEXKI, aBTOMAaTHYHO 3aTyCKA€THCS
Garbage Collector. IIpouec 30upanHs CMITTS CKaHy€ BCIO KYITY, 10 TPU3BOIUTH JI0
THMYacOBOI ITOBHOI 3yNWHKHU TOJIOBHOTO MOTOKY Mporpamu. J{ns mOKpOKoOBOi
TaKTHYHOI TpU 3aHanTo 4acTi BUKIUMKH GC € HeNpUIyCTUMUMH, OCKIJIBKH BOHU
PYWHYIOTH IUIABHICTH BI3yaJIbHOTO KOHTEHTY Ta 1HTEp(EHcCy.

JlonaTkoBoIO Tpo0IeMor0 € (pparMeHTaIlis maM'sTi: XaOTHUYHE CTBOPEHHS Ta
BUJIaJICHHS APIOHUX 00'€KTIB MPU3BOAUTH JIO TOTO, 10 KyIia CTA€ PO3IpOOICHO0. Y
TaKOMY BHIIaJIKy, HaBITh 32 HASBHOCTI BUIBHOTO CyMapHOTO oOcsary mam'sti, Unity
HE MOXKE BUAUTUTU Oe3mepepBHUI OJIOK I HOBOTO BEIIMKOTO 00'€KTa, M0 3MYIIIyE
KEpPOBaHy KyITy IIITy4YHO PO3POCTATUCS B 00'eMi.

3 METOr MiHIMIi3allli HaBaHTAXXEHHS Ha MiJCUCTEMY IaM ATi, 3amo0iraHHs
dbparmenTaii Ta HeHTpam3aiii HaAMIPHOI aKTUBHOCTI 30Mpaya CMITTS, Ha eTari

MporpaMHoi peaizallii 0yj0 BIPOBAKEHO HU3KY ONTUMIZAIIMHUX PIIIEHUMN:
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[ToBTOpHE BUKOPHCTAHHS PECypCiB Ta MiHIMI3allisl TyOtOBaHHS OO €KTIB:
3aBAsIKU apxiTekTypHoMy natepHy Flyweight Ta Bukopucrannio ScriptableObject,
yC1 CTaTU4YHI J]JaH1 3aBaHTaXXyIOTHCS B TIaM'sITh B OTHOMY €K3EMILISIPi, He3aJIEKHO BiJT
KUTBKOCTI KOMIH KapT y KOJO/1;

OnTtuMizanisi CTPYKTYpH CI€HH: BUJIYYEHO 3aiiBy BKIIQJIEHICTh ITPOBOIO
o0'extiB B iepapxii Hierarchy, mo 3MeHIIMIO BUTpaTH MPOLECOPHOTO Yacy Ha
HIOKapOBUI TIEpepaxyHOK MaTpuilb TpaHcpopmailiit komrnoHeHTiB Transform;

I'pymyBanHsi UI-KOMITOHEHTIB: €J1€eMEHTH 1HTep(EiCy PO3ALICHO MO0 OKPEMUX
nouipHix nonotHax (Canvas). Lle 703BONMIIO JOKami3yBaTh IPOLECH MEPEPAXYHKY
reometpii iHTEpPeiicy (Canvas Rebuild) — mpu 3miH1 napameTpiB OAHIET KapTh
oHoBIo€eThes nuiie Ul-mmap pyku, a He Bech I00aIbHuM 1HTEpPENC CIIeHH.

B BekropoM momanbmioi oNTUMI3alii Ta MaclITaOyBaHHS IPOEKTY,
CIpPSIMOBaHMM Ha TIOBHE yCyHEHHs JariB Bin pobotu GC, € moBHa BiIMOBa BiJ
JVHAMIYHOTO CTBOPEHHSI Ta 3HUIIEHHA O00'€KTIB TiJ dYac OO IUIIXOM
BIIPOBA/KEHHS apxiTekrypHoro marepHy Object Pooling (ITyn o6'extiB). CyTh
NaTepHy TOJISATAE B TOMY, 110 HEOOX1HA KUIBKICTh KIITHHOK, KapT Ta Bi3yaJlbHUX
e(eKTiB CTBOPIOETHCS OJIMH pa3 MiJ Yac 3aBAHTAKEHHS CLIEHU Ta NEPEMIIIYETHCS Y
PUXOBaHUIN KOHTEUWHeEp (IMyl) y JAeakThBOBaHOMY cTaHi. Komu cucremi morpibeH
HOBHI O0O0'€KT, BIH HE CTBOPIOETHCS 3aHOBO, a TPOCTO AKTHUBYETHCS 3 MYy
(SetActive(true)), a micis BHKOPUCTaHHS — [OBEPTAETbCS Hazajl y IMyi
(SetActive(false)).

Hwuxue HaBemeHO po3pobiieHy yHIBEpCaldbHY HPOrpPaMHy CTPYKTYpPY IS
peaumizariii my;1y 00'eKTiB y IpoekTi — y3araibHeHHui kiaac GenericObjectPool<T>

(pucyHok 3.4).
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1 using System.Collections.Generic;

2 using UnityEngine;

3

4 public class GenericObjectPool<T> : MonoBehaviour where T : Component
5 {

6 [SerializeField] private T prefab;

7 [Serializefield] private int initialSize = 16;
8

9 private Queue<T> pooledObjects = new QueuecT>();
10

11 private void Awaske()

12 {

13 for (int 4 = 8; 1 < inttialSize; i++)

14 {

15 T obj = Instantiate(prefab, transform);
16 obj.gamedbject.SetiActive(false);

17 peoledibjects. Enqueue(obi);

18 }

19 }

20 public T GetFromPool()

21 {

22 if (pooledObjects.Count == @)

23 {

24 I obj = Instantiate(prefab, transform);
26 return obj;

27 )

28 T pooledObj = pooledObjects.Dequeue();

29 pooledOby. gameObject . SetActive(true);

30 return pooleddbij;

31 }

32 public void ReturnToPool(T obj)

4 {

35 obj.gameObject . SethActive(false);

36 pooledObjects.Engueuve(obi);

37 }

38 }

39

Pucynok 3.4 — Jlictunr kogy GenericObjectPool

BropoBamkeHHs: 1OT0 I1HCTPYMEHTY JIO3BOJIIE TOBHICTIO CTallIi3yBaTh
pO3Mip KEpOBAaHOI KYyTH, 3BOASYM KUIBKICTh BUKJIMKIB 30Mpada CMITTS T 4Yac
OoroBoi cecii A0 Hyas. OKpiM MEHEHKMEHTY nam'siTi, ¢(OpMOBAHO YITKUN IJIaH
apXITEKTYPHOTO BIIOCKOHAJICHHS 1HIITUX M1JCUCTEM 3aCTOCYHKY:

e Ontumizamis anroputmiB  Al: TmepeBeAeHHS BaXKUX MaTeMaTHYHHUX

po3paxyHKiB TomykKy mnuisixy A* wmomyms EnemyAl Ha acuHXpOHHI
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oOumcieHHs 3a jgomomoror cucremu Unity Job System Ta xommumiasitopa
Burst, 1110 103BOJIUTH PO3BAHTAKUTH TOJIOBHUM MOTIK I'PH;

e 3meHieHHs KiIbKOCTI Ul-OHOBNIEHB: MepeBeCHH OHOBIICHHS TEKCTOBHX 1
YUCJIIOBUX METPHUK (30pOB's, MaHa) CyTO Ha IOMIE€BY MOJACIb B3aEMOJIIi,
MOBHICTIO BUKJTIOUMBIIN TEPEBIPKHA Ta OHOBJIICHHS 3HAY€Hb Yy IIOKAJPOBUX
Metonax Update;

e BukopuctaHHs  aCHHXPOHHOIO  3aBAHTAXKEHHS  CIIEH:  PO3LIUPEHHS
¢yHukuionany kmacy Sceneloader d4epe3  BHKOPUCTaHHS  METOLY
SceneManager.LoadSceneAsync, mo 3a0e3meunTh IIJIAaBHHM Tepexis Mix
MeTa-KapToro Ta 60eM 0€3 KOPOTKOYACHUX 3aBUCAaHb €KPaHa.

BnpoBamkeni Meronu ontumizailii Ta chOpMOBaHUN TUTAH apXITEKTYPHOTO
BIOCKOHAJICHHSI ~ 3aKJIaJlaloTh  HAMIAHUNA  (QyHIaMEHT i1 TEpPEeTBOPEHHS
PO3p00IECHOTO MPOTOTHUITY Ha MOBHOLIIHHUH, BHCOKOMNPOIYKTUBHHIN

KpocriarGopMHUi IrpOBU MPOIYKT.

3.3 IIpodaiininr Ta onTUMi3alisi IPOAYKTUBHOCTI 32aCTOCYHKY

BaxnuBuM  KpUTEepieM OIIIHKM  SKOCTI  PO3POOJICHOTO  IMOKPOKOBOTO
TaKTUYHOTO 3aCTOCYHKY € HOro mpOAyKTHBHICTH, CTAOLIBHICTh MOKAa3HUKA 4Yacy
kagpy (frame time) Ta parioHa’dbHE BUKOPUCTAHHS alapaTHUX PECYypCiB MIbOBOT
oOumcoBasibHOI cucteMu. Crnenudika po3podku Ha 6asi irpoBoro pymist Unity
BUMArae MpoBEACHHS PEryIIpHOr0 MOHITOPUHTY PO3MOALLY ONEparTuBHOI MaM'saTi
(RAM), BusiBIEHHS 3aTPUMOK peHAEpHHry rpadiku, a TakoXK MiHIMI3amil
HaBaHTaxeHHs Ha ueHTpalbHuii (CPU) 1 rpadiunuii (GPU) nmponecopu. s
BUSIBJICHHSI TIOTCHIIMHUX «BY3bKUX Micib» apxitekrypu (bottlenecks), anamizy
yactotu kanapis (FPS) Ta 3amipy mBuakomii mix vac 6010Boi cecii 0yJi0 3aCTOCOBAHO
IHTErpOBaHUM THCTPYMEHT AuHamiyHoro aHamizy Unity Profiler y mogymsx CPU
Usage, GPU Usage Ta Memory Usage.

Y npoueci BUKOHAHHS MpoaiiHry o0co0fMBa yBara MNpUAUISIIACS
MOHITOpUHTY po0OoTH aBToMatuyHOro 30upaua cmiTTs (Garbage Collector, GC).

Ockinbkd B MOBI mporpamyBaHHs C# BHIAUIEHHS NaMm'siTi B KEpOBaHIM KyIi
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(Managed Heap) nia nuaamivusi 00'eKTH (HapUKIIA[, PEryIsspHE CTBOPEHHS] HOBUX
EK3EMIUIAPIB CIHUCKIB, 1HIIai3aIlis 1TepaTopiB ad0 TEKCTOBUX PSIJIKIB y IIHUKJII)
IPU3BOJUTH 10 HAKOIIMUYEHHS HEPEJIEBAaHTHUX JaHUX, NEPIOAUNYHUI aBTOMAaTUYHUMI
3amyck GC BHKIMKae MIKOBI HABAaHTAXKEHHS Ha Mporecop. Y MOKPOKOBHUX
CTpaTerisx Taki MKW Bi3yalbHO BUPaXarThCs Y MaJIHHI KaJipiB (stuttering) came B
MOMEHTH aKTUBHUX JI1{ MITY4YHOTO 1HTENEKTy a0o0 po3irpamty kapt. s MiHiMizarii
HEraTUBHOTO BIUTMBY 30Mpaya cCMITTd B irpoBux Imkiax EnemyAl Ta
BattleGridManager Oyno BmnpoBaaeHo marepH omtumizaiii Object Pooling (mymn
00'eKTIB) ISl BI3yaJbHUX €(EKTIB Ta JOKalbHE KElIyBaHHA I[OCUJIaHb Ha
KOMITOHEHTU uepe3 MeTo] Awake 3aMiCTh IMOBTOPHOTO BUKJIMKY Ba)KKMX METOIB
nomryky tuny GetComponent yu FindObjectOfType.

JUIsi 1eTanbHOr0 BUBYEHHSI CTPYKTYPH HAAIMHOCTI Ta CTIMKOCTI KOXHOI
OKpEMO1 MIJICUCTEMH MPOEKTY B YMOBaX MIKOBHX HAaBaHTAKEHb OyJIO MPOBEIECHO
KOMIUIEKCHMI aHaJ13 MOTEHUIMHUX (DAKTOPIB PU3UKY Ta apXITEKTYpPHUX pIILIECHb,
BIIPOBAPKEHUX ISl 1X HEWTpamizallii. Pe3ynbTaT OliHKK CTa0lIbHOCTI B3a€EMOIIT
JIOTIYHUX MOJYIIB, yTHII3allli CUCTEMHUX PECypCiB Ta PiBHS BiJIMOBOCTIMKOCTI
IPOrpaMHUX KOMIIOHEHTIB TAKTUYHOI CECli 3B€JIEHI Ta CTPYKTYpOBaHI Ha HACTYITHIN

CTOpiHIIll y Tabmuii 3.2:
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Tabmui 3.2 — AHani3 cTadblJIbHOCTI OCHOBHUX CUCTEM

Ha3zBa Pusuku BigMoB Metonu crabinizauii | PiBenb
CcTa0LIbHOCTI
Turn | ¢ Poscunxponizaiis ga3 | ¢ Singleton mist Bucoxmuii (0%
Manager | xony. LEHTPaII30BaHOIO 300iB npu 100+
" KEepYBaHHS. MKJIax).
* [Tongiitae abo py 7 )
BTpayeHe nepemukanus | ¢ [loxieBa mogens C#.
XOny.
Enemy |+ HeckiHueHHI IUKIH * Coroutine 3 yield Bucoxuii (60
Al MONIYKY Aii. return. FPS 6e3
U3iB).
* bi1oKyBaHHs * [lepepuBaHHs IUKITY PR
TOJIOBHOTO TIOTOKY. 3a TaliM-ayToM.
Battle |« Hagmiphae e OnrrumizoBaunii BFS | Bucokuii
Grid | HaBaHTaXXEHHA HA 3 Oyepu3aiiero. (cioKMBaHHS
Manager | nam’siTb. ' mam’sTi
* [IepeBipka mex uepes
: - e 3HIDKEHO Ha
* [Tomunku 1HAECKCALT IsValidGridPosition().
: 85%).
KJTITHH.
Card | * Buroku mam’sti rnpu * Bukopucranss Bucoxkui
Manager | CTBOPEHH1 KapT. ScriptableObject. (13015111151 JIOT1KH
i Ul).
* HexopekTHe BBeneHHs | * biokyBanHsa Canvas
KOpHUCTYyBaua. i gac xomy LII.
Session | * [locunanusa Ha * RemoveAll() nnsa Bucoxmuii
End BUJAJIEH] 00'EKTH. OYHUILIEHHS CITHCKIB. (BUTOKH TTam'sITi
Manager BIJICYTHI).

* HekopekTHe

OYHILIEHHS PECYPCIB.

* 3ynuHka (OHOBUX

IPOLIECIB.
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AHani3 ymMmoB (QyHKITIOHYBaHHS, 3apikcoBaHuX y crienudikariii cTabiIbHOCTI
(Tabm. 3.2), IeMOHCTPY€E BUCOKY CTIHKICTh apXITEKTYpH A0 BUHUKHEHHS KPUTUYHUX
300iB y mam'siti. OKpeMHM €TarioM ONTUMI3alli PEHIEPUHTY Ta 3HUKCHHS
HaBaHTaXeHHA Ha rpadiuamii mporecop (GPU) cramo mpoBeneHHs peBisii
HaJalITyBaHb IMIIOPTY TEKCTYp. Yci rpadiufi acetu OyJlu MPUMYCOBO CTHCHYTI 32
JIOTIOMOTOI0 CyYacHHUX anroputmiB kommpecii (Hanpukinan, ASTC mais MoOimpHUX
wiargopm abo DXTS ansa mepcoHanbHUX KOMI'IOTEPIB) Ta 00'€IHaHI y TEKCTYpHI
arnacu (Sprite Atlases). Ile mo3zonmio pymrito Unity BUKOHYBaTu JUHAMIYHUN Ta
CTaTUYHUN OaT4YMHT (MTaKeTyBaHHs) €JIEMEHTIB iHTepdeicy Ta 00'eKTiB Mojs 0010,
3HU3UBIIU 3arajibHy KUIbKICTh BHUKIMKIB oTpucoBku (Draw Calls) y cuenax 3
noyarkoBux 140 go crabumbHux 35-40 OAWHMUI, IO CYTTEBO PO3BAHTAKHUIIO
rpadiyHuil KOHBEED.

[TapamensHo Oya0 ONTHMI30BAaHO TIJCHCTEMY pPEHASPUHTY 1HTEpdeicy
Canvas. OCKUIbKM 4acTe OHOBJICHHS TEKCTY (HAIPUKJIIAL, JIYUIbHUKIB 310poB'ss HP
a60 ouok aiii AP Han rojoBamu roHITIB) 3My1rye Unity MOBHICTIO IepepaxoByBaTH
reoMmerpito Bchoro Canvas, iHTepdeiic Oyno po3aiieHO Ha KUIbKa 130Jb0BaHHUX
mapiB (Sub-Canvases). Craruui ereMeHTH (3aH14 (oH, paMKu) OyJd BUHECEHI Ha
omud Canvas, a TMHAMIYHI MOKAa3HWKH, IO ITOCTIHHO 3MIHIOIOTHCS — Ha IHIIMH.
3aBasiku 1IboMy nepepaxyHok ciTku (Canvas Rebuild) BinOyBaeThcst 1OKagbHO 1 HE
BUKJIMKAE TMAIiHHS MPOTYKTUBHOCTI ITiJT YaC MAaCOBOTO HaHECEHHS TOIIKOKEHb.

JonatkoBo Oysi0 ONTUMI30BaHO poOOTy 3 mMpedadamu IOHITIB Ta KapT yepes
nepexij Ha BUKOpPUCTaHHs 1mabiaoHy manux ScriptableObject. OCKiIBKHA 4YHCITIOBI
XapaKTepUCTUKU KapT (BapTictb B oukax AP, pamiyc nii, 6a3oBa mmiKoza,
imeHTudikaropu e(exTiB) 30epiratoThCs SK €IWHI €K3EMIUIIPH acCeTIB y mam'siTi
IIPOEKTY, @ HE AY3BYTbCA BCEPENMHI KOXKHOTO OKpemoro mnpedady Ha CleHi, Iie
JTIO3BOJIMJIO 3HU3WTH BUTPATH MaM'sATi Ha 1HIIIai3a1it0 00'€KTIB KOOI OLIBIT HIXK
Ha 60%. KpiMm Toro, mig 4dac 3aBaHTa)K€HHS OOWOBOi CIICHU 3aMICTh BaXKKOTO
kioHyBaHHs (Instantiate) ckmagHux iepapXiii 00'€KTiB, CHCTEMa 34YMTY€ TOTOBI

JIETKOBAroBl CTPYKTYpH JaHUX.
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OxpemMuM eTarnoM onTUMI3allli CTaB pPePaKTOPUHT AITOPUTMY IMOIIYKY B
mmmpuny (BFS), sxuit BukopucroByeThes mincuctemoro BattleGridManager ans
MPOpaxyHKy 30H MepeMillleHHs. Y TOYaTKOBIM peaii3allii aiIrOpuT™M CTBOPIOBAB HOBI
xonekiii tumy List Ta HashSet mpu xoxHOMY BUKIIHMKY, IO BUKJIHKAIO CEpPHO3HE
HaBaHTaXXCHHS Ha Kyry. [Ticis onTruMizaliii i KoJeKIlii Oy 3po0sieH1 CTaTHIHUMU
Ta MePEBUKOPUCTOBYBAaHUMHU (Ki1ac-0ydep), a 3amMiCTh 1X BUIAICHHS 3aCTOCOBY€ThCS
meton Clear(), skmii ouumae AaHi 0e3 BUBUIHPHEHHS Ta MOBTOPHOTO BUIIJICHHS
CUCTEMHOI Mmam'siTi.

B pe3ynbrari KOMIUTEKCHUX ONTUMI3AIMHUX 3aX0/I1B CEPEIHS YacTOTa KaIpiB
(FPS) nHa TectoBoMy cTeH 11 ckiiania ctaduibH1 60 KaapiB Ha CEKYHIY 13 MiHIMAIbLHUM
yacoM BIATYKy mpoiiecopa (CPU usage < 4.5 ms Ha kazp), a rpadik yacy Kajapy
JEMOHCTpYE JIHIAHY cTaOUIbHICTh 0e3 mikoBUX CTpUOKIB. Lle rapantye niaBHUM,
CTaOUIbHMI Ta KOM(QOPTHUH IrPOBUI MPOIIEC /1JIsi KIHIIEBOTO KOPUCTYyBaya HaBITh Ha
MPUCTPOSX 13 0OMEKCHUMH arlapaTHUMHA MOYKIUBOCTSIMH, ITiITBEPIKYIOUN BHCOKY

1H)KEHEPHY €(DEKTUBHICTh PEaTi30BaHUX PIIlICHb.

3.4 Oninka MmacmTalOBaHOCTI Ta cTA0OLILHOCTI apXiTEeKTYypH

BaxxnuBotro nepeBaroro Ta iHXEHEPHOIO IIIHHICTIO peasi3oBaHOi MporpaMHoOi
apXITEKTypH TAaKTUYHOTO KapTKOBOTO 3acTOCyHKY «TakTuuna Apena» crana ii
BHCOKa SIKICTh MAacIITa0OBAaHOCTI, a/IallTUBHOCTI Ta BIJIMOBOCTIMKOCTI. Y po3po0iii
CKJIQJIHUX 1HTEPAKTUBHUX CHCTEM THYYKICTh KOJOBOi 0a3u € OJHUM 13 KITHOYOBUX
KpUTEPIiB YCHIIIHOCTI MPOEKTY, OCKUIBKK IFPH LBOrO MAHPY MPOXOAATh 4epes
MOCTIWHI IUKJINA ITEPATUBHOTO PO3IIUPEHHS KOHTEHTY: JIO/aBaHHS HOBHUX Kapr,
MEXaHIK, THUMIB CYMPOTHUBHUKIB Ta PEXUMIB B3ae€MOIIi. 3aBASKA CYBOPOMY
JOTPUMAaHHIO 1HXeHepHuX mnpuHuumB SOLID, akTUBHOMY BHKOPHCTaHHIO
mabIoHHNX Mojened nanux ScriptableObject Ta 10OyI0BI HU3BKOPIBHEBOTO
3B’5I3Ky KOMIIOHEHTIB BUKITIOUHO uepe3 noaieBy mojenb (Loose Coupling), ctBopeHa
CTPYKTypa TMPOEKTY JO03BOJISIE HApOULyBaTh OOCSITU IFPOBOrO KOHTEHTY 0e€3

HEOOX1THOCTI MIOBHOTO YK YACTKOBOTO MEPEMUCYBaHHS Oa30BUX CHCTEM.
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OrriHka apXiTeKTYpPHOI CTa0lILHOCTI BIPOBAKEHUX PIIICHB I03BOJISIE BUILUTATH
TPU KJIIOUOBI BEKTOPHU EKCTEHCHBHOIO PO3IIMPEHHS Ta PO3BUTKY PO3POOIEHOIrO
MPOrPaMHOTO MPOIYKTY:

1. EkcTeHCHBHE pO3MIMPEHHS KapTKOBOI 0a3u. 3aBOsAKH 130JIAIi1 YHCITOBUX
mapaMeTpiB BiJl JIOTIKM BUKOHAHHS, JIOJaBaHHS HOBUX OOMOBHX KapT HeE
BuMarae Momudikaiiii BuxigHOro komy Menemxepa CardManager um sigpa
cuctemu. [Ipoliec CTBOpeHHS HOBOI KapTH MOBHICTIO MEPEHECCHHH Yy
rpadiunmii iHTEepdeiic pepaktopa Unity, ne relimauzaitHep abo po3poOHUK
Mae JIMIIEe CTBOPUTH HOBUH (ailin-accet Ty ScriptableObject, 3anaru y BikH1
1HCIIEKTOpa TEKCTOBI 17IeHTU(hIKATOpH, TpadiuHMii CIIpalT, BapTICTh B OYKAX
T, paniyc aii Ta obpatu THN edekry 3 icHyrouoro mepeniky. Cucrema
ABTOMAaTUYHO 34UTA€ HOBHU 00'€KT Ta IHTErpye HOro y 3arajibHy KOJOAY Mij
yac 1HiIami3aiii cecii.

2. Monu@ikanis TUIIB CYOPOTUBHHKIB Ta ITPOBUX CyTHOCTEH. Po3mmpeHHs
myJdy BOpPOTiB, MOJAaBaHHA HOBUX TpadiuHUX Mojeneil ado 3MiHa iXHIX
noyaTkoBUX TipedadiB Ha CIEHI HE TMOpyIIye JOTIKY (YHKI[IOHYBaHHS
mty4yHoro iHTenekty EnemyAl ta meHemkepa 00r0. OCKUIBKM BCl IOHITH
HaCIayoTh equHuii 6a3oBuii kiac BaseUnit, kinmeBuit aBromar 11 omepye
a0cTpakTHUMHU 1HTepdelicamMu Ta METoJaMU B3AaEMOIIi, IO T03BOJISE
JUHAMIYHO 3aMIHIOBATU JIOTIKY MOBeAiHKH KOHKpeTHMX NPC 0e3 pusuky
BUHUKHEHHS PErpeciiiHX MOMMIIOK.

3. JunamiuHa reHepaiis Ta 3MiHa KoH(]Iirypaiiii piBHIB. ApXiTeKTypa no0y10BU
TakTHyHOro noist y kiacit BattleGridManager nmoBHicTio aGcTparoBaHa Bif
YKOPCTKHUX TMPOCTOPOBUX KOOPAMHAT. 3MiHA PO3MIpIB Marpuill (KUTBKOCTI
PAIKIB Ta CTOBIIIIB), YCKIAJAHEHHS CTPYKTYpH rpada Ha miobanbHIN KapTi
mporpecii rpaBist a00 TUHAMIYHE JI0AaBaHHS HEMPOX1THHUX Iepenikoy (CTiH,
MacTOK) aBTOMATUYHO OOpPOOJISIEThCSA ONTUMI30BaHUM ajroputMoM BFS.
Cucrema caMOCTIHHO TIEPEPaxOBYE 30HU JOCSKHOCTI, IO YHEMOMKIIHUBIIOE

3001 nmpu MaciTabyBaHHI T€OMETPii IrpOBOTO MPOCTOPY.
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TakuM YWHOM, pE3ylIbTaTH MPOBEACHOTO aHANI3Y MPOMYKTUBHOCTI,
KOMIUICKCHOTO  BepH(IKallifHOTO  TECTyBaHHS Ta  OIIHKK  CTa0lJIbHOCTI
apXITEKTYpHUX pillleHb MOKa3alu, M0 peajli3oBaHa MPOTpaMHA apXiTEKTypa
TaKTHYHOTO KapTKOBOTO BIJCOIrPOBOTO 3aCTOCYHKY € TOBHICTIO TPAIle3aaTHOIO,

cTa01JIbHOIO HiI[ HAaBAHTAKCHHAM Ta I'OTOBOIO A0 ITOJAJIBIIOIO PO3BUTKY.
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BUCHOBKHA

VY kBamidikamiiitii 6akagaBpChkii poOOTI YCHIITHO BUPIIMIEHO aKTyallbHE
HAyKOBO-TIPAaKTUYHE 3aBJaHHS, IO TMOJSIrae y TEOPETUYHOMY OOIPYHTYBaHHI,
apXITEKTyYpHOMY TMPOEKTYBaHHI, MPOTpaMHil peamizaiii Ta KOMILIEKCHOMY
TECTYBaHHI TAaKTUYHOTO B1I€0OIrpoBOro 3actocyHky «TaktnuHa ApeHa» Ha 0asi
cydacHoro MikIuiatdopmuoro pyiris Unity. Ha ocHOBI IpoBeieHUX TEOPETUIHHUX
JOCHIPKEHb, 1HXKEHEPHHX PO3PAXyHKIB Ta MPAKTUYHUX  EKCHEPUMEHTIB
c(hopMyJIbOBAaHO TaKi OCHOBHI BUCHOBKH:

3a pe3ynbraTaMd CHUCTEMHOIO aHalli3y MPEAMETHOI 00JIacTi Ta PUHKY
U(POBUX CTPATETIYHUX 3aCTOCYHKIB OYyJIO BU3HAYEHO, IO KIHOYOBUM (HaKTOPOM
yTPUMAaHHS IHTEPECY KOPUCTYBaUIB y KaHP1 IOKPOKOBUX TAKTUYHUX 1TOP € NINOMHA
reMMIUIEMHUX MEXaHIK Ta BUCOKa Uy TIMBICTh rpadiyHoro iHTepdeiicy. Jderanpuuit
aHajil3 KoMmepHiiHux aHajoriB (takux sk Slay the Spire, Into the Breach Ta
Inscryption) 103BOJIUB BHOKPEMHUTH OINTHUMAJIbHI MAaTEPHU B3a€EMOJII KapTKOBUX
CUCTEM 13 IIPOCTOPOBHUM TojieM 60t0. OOTpyHTOBaHO BHOIp TEXHOJOTTYHOIO CTEKY:
MOBM mporpamyBaHHsa C#, KOMIOHEHTHO-OpieHToBaHOro miaxoxy (Entity
Component System) ta pymrist Unity, sskuil Hafae moTy»H1 BOY/10BaH1 IHCTPyMEHTH
JUIsL MaTeMarM4HOTO MOJIETIOBAHHS JBOBUMIPDHUX 1 TPUBUMIPHUX ITPOBHUX
MIPOCTOPIB Ta ONTHUMI3aLlli PEHIEPHUHTY.

VY Mexax erary MPOEKTYBaHHS apXITEKTyPH Ta MATEMAaTUIHOTO Siipa CUCTEMHU
OyJ10 yCHIIITHO pO3p00IEHO KOHIIEMNI[iF0 JBOBUMIPHOT AUCKPETHOI MATPHULI 1TPOBOTO
noJist, kepoBaHoi MeHemkepom BattleGridManager. Jlnst 3a6e3nieduennst 0anaHcy Ta
peanizMmy OOWOBOTO TPOIECY BIPOBAIKEHO MaTEeMATHUYHUW amapar pOo3paxyHKY
MPOCTOPOBUX METPUK HA OCHOBI MaHIETTEHCHKOI BIJCTaHI, 110 JO3BOJIMIIO TOYHO
OOYMCITIOBAaTH pajailyCu TEPEeMilieHHs Ta 30H arakd O0€3 HaBaHTAaXCHHS Ha
TPUTOHOMETPUYHI PYHKIIT mpouecopa. JIoriky (GyHKIIOHYBaHHS IrpOBOTO ITUKITY Ta
4eproBOCTI XO/11B (hOpMaIi30BaHO 3a IOMTOMOTOIO MO 1€BO-OPIEHTOBAHOTO KiHI[EBOTO

aBromara (Finite State Machine), inTerpoBanoro y kepyrounii kiac TurnManager,
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110 MOBHICTIO BUKIIFOUMJIO BUHMKHCHHS CTaHIB TOHUTBH IIOTOKIB (race conditions)
I1]T 9ac mepeaayl Xomy.

[Tlin vac mporpamHoi peamizaiii MiACHCTeMH INTy4HOTO 1HTeNekTy (Al)
pPO3pOOICHO CTIMKHUI aarOpuTM MPUNHATTS pPIICHb IS HEIrPOBUX IMEPCOHAXKIB
(NPC) EnemyAl. B ocHoBi mnpocropoBoi opientamii Il Bukopucrano
ONTHUMI30BaHU# ajaroput™ mnoimryky B mmpuny (BFS), axuit 3aiiicHioe auHamiune
CKaHyBaHHA Tpada KIITUHOK I0JIsI, BPaXOBYIOUM HASBHICTH MEPEHIKOA Ta MO3HIIIH
IHIUX OHITIB. JIOTIKy BHMKOHaHHSA Jil KOMITFOTEPHOTO OIIOHEHTA YCIIIIHO
peanizoBaHo Ha 0a3i acuHxpoHHUX KopyTuH Unity (Coroutines), 0 103BOJIMJIO
pPO30UTH Ba)KKi 0OUMCIIIOBAIBHI OMEpAIlii MOIIYKYy TPAEKTOPIM Ha KUIbKa KaJIpiB i
3a0e3Meunsio Bi3yalibHy IUIaBHICTH mnepeMimieHHs NPC 06e3 3amMopoKyBaHHS
TOJIOBHOTO MOTOKY 3aCTOCYHKY.

[IpoextyBanHst Ta po3poOka rpadiyHoro iHTep(deiicy kopuctyBada (GUI)
BHUKOHAHI 32 apxiTekTypHuUM madioHoM Observer (Bunaseus-11ianucauk). 3amicTh
PECYpPCOMICTKOTO IIOKAAPOBOTO ONMUTYBAaHHS YUCIOBHUX CTaHiB y metomi Update,
oHOBNIeHHs1 eneMmeHTiB Canvas (miumibHUKIB 310poB'ss HP, ouox miiit AP Ta
KapTKOBUX [MaHEJIe) MNpUB'A3aHO J0 CHEIIaNI30BaHUX CKPUNTOBAHUX MOIIN
UnityEvent ta C#-nenerartis, siki CIpaiibOBYIOTh BUKIIOYHO B MOMEHT MoaU(iKarii
JAHUX B oOreparuBHIA nam'sTi. s 3amoOiraHHs J1eCTPyKTUBHOTO BBEIEHHS
peanizoBaHO aBTOMAaTUYHE MpPOrpaMHe OJIOKYBaHHS KOJOAM KapT KOPHUCTyBada Iiji
yac (a3um XoJy KOMI'IOTEPHOTO oOmnoHeHTa. Jloriky OiHapHO1 Bamijaiii yMmOB
3aKIHUYCHHS  TAKTHMYHOI  C€Cli  yCHIIIHO  I1HKANCyJlIbOBaHO Yy MOy
SessionEndManager.

Ha eram Bepudikaiii, mpodaiiiHry Ta onTuMizailii IporpaMHOTO MPOIYKTY
OyJl0 pO3ropHyTO OararopiBHEBYy CHCTEMY KOHTpoJito skocTi. CkiajeHa
cnerudikaris GyHKIIOHATHHUX TECT-KEHUCIB Ta aBTOMATU30BaH1 MOTYJIbHI TECTH Ha
0a31 Unity Test Framework (EditMode ta PlayMode) y narrepui AAA niaTBepauinu
100% mnpaiie3aaTHiCTh Ta MATEMAaTUYHY TOYHICTh aJITOPUTMIB B YMOBaX CUMYJIALIiL
IpaHUYHUX (CTPECOBUX) HaBaHTaKeHb. Bukopuctanus inctpymenty Unity Profiler

JIO3BOJIMJIO BUSIBUTM Ta HEWTpai3yBaTH «BY3bKI MICISD» PEHACPUHTY Ta
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MEHEKMEHTY maMm'sTi. 3aBAsKU BIPOBA/HKEHHIO JIETKOBAaroBUX IIA0JOHIB JaHHUX
ScriptableObject mns kapT, 3acTOCyBaHHIO TEKCTYpHUX aTIaciB, MeEXaHI3My
nuHamiyHoro mnaketyBaHHs (Canvas Batching) Ta ontumizaiii BFS-konekiit 3a
JIOTIOMOTOF0 TIEPEBUKOPUCTOBYBAHUX KJIACiB-Oy(epiB, BATPATH ONEPATUBHOI ITaM'AT1
Oyso 3HMKeHO OuThlI HixK Ha 60%. Lle 3a0e3neunsio cTablabHy 4acTOTy KaJpiB Ha
piBH1 60 FPS 13 yacom Biaryky CPU menme 4.5 ms Ha Kap.

Orinka MacmTabOBaHOCTI PO3POOICHOT apXiTEKTypH MOKa3aja, MO CyBOpe
NOTpUMaHHHS 1HKeHepHuX npuHIuniB SOLID Ta 3a6e3neueHHs: HU3bKOi 3B'sI3HOCTI
monyiiB (Loose Coupling) rapanTytoTh BUCOKY KUTTE3AATHICTb TPO€EKTY. CTBOpEHa
CUCTEMa JI03BOJIIE€ 31MCHIOBATH CKCTCHCHBHE HApOIIyBaHHS IrPOBOTO KOHTEHTY
(TomaBaHHS HOBUX KapT, Moauikailis THMIB CYIPOTUBHUKIB Ta 3MiHA PO3MIPIB
TaKTUYHOTO 110J151) BUKJIFOUHO uepes rpadiunuii pegakrop Unity 6€3 BHECEHHS 3MiH
y BUXIJTHUM Ko 0a30BUX MEHEKEPIB.

TakuM dYMHOM, CTBOPEHHMI MPOTPAMHUN 3aCTOCYHOK TIOBHICTIO BIJIIIOBIJIA€E
TEXHIYHOMY 3aBJIaHHIO, JIEMOHCTPYE€ BHCOKHH I1HXXECHEPHHM pIBEHb peami3arlili,
ONTUMAJIbHY TMPOMYKTUBHICTh 1 CTAOUIbHICTh (DYHKIIIOHYBaHHS, a TaKOX Mae
3HAQYHUM TOTEHIlal I TOJAJbIIOr0 MacIITaOyBaHHS Ta KOMEPIIHHOIO

PO3rOpTaHHs HA PI3HUX U(POBUX MIATHOPMAX.
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