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AHOTALIA

[{s numuioMHa poOOTa MPUCBSIYCHA JOCTIKEHHIO apXITEKTYPHUX IIIXOJIIB Ta
po3po0d1i  IrpOBOTO JOAATKY HA OCHOBI apXiTEeKTypH, OpPIEHTOBAaHOI Ha JaHi.
OCHOBHUMHM  MIAXOJaMH, IO  PO3MJISAJAIOTHCS, € 00 €KTHO-OpIEHTOBaHE
nporpamyBanHs (OOII) Ta npoextyBanHs, opienToBaHe Ha nani (DoD). Kpim toro,
3HA4YHy yBary NpuaiieHo peamizaiii apxirekrypu Entity-Component-System (ECS),
SKa € KIIOYOBUM aCEKTOM Cy4acHOI pO3pOOKH IrPOBUX TOJATKIB.

[Mepuuit po3aia podOTH MiCTUTH OTJISA MPEAMETHOIT 00JIACTI, 1€ BUCBITIIIOIOTHCS
aCIleKTH PO3POOKH IrpoBHX J0AaTKIB. BUBYAIOTHCS OCHOBHI €Tamu poO3pOOKU 1rop,
MOYMHAIOYH BiJl KOHIIENTYaJ3allil 11ei 10 KIHIIEBOTO TeCTyBaHHS Ta BUITYCKY. Takox
PO3IIIAIAI0THCS BIEOITPU K M SIKI CUMYJIALII peabHOTO 4Yacy, L0 JI03BOJISIOTH
CTBOPIOBATH IHTEPAKTUBHI CBITHM 3 BHCOKHM piBHEM jetamizailii. OKpemMo JeTalbHO
ONMHCaHI I1HCTPYMEHTalbHI 3aco0M, $AKI BHUKOPUCTOBYIOTHCS Ha PI3HUX eTamnax
pO3p00OKH, BKIIIOUAIOUM rpadivni pyliii, cepeoBUIla po3poOKH Ta 1HII MpOrpamHi
3aCcO0U.

Jpyruii po3aiia NpUCBSYEHU apXITEKTYpHUM MiAX0AaM 10 po3poOKH 1IrpOBUX
nonatki. OOII po3rnsaaeTbes K KJIACHUHUM MiAX1J, 110 J03BOJSIE CTPYKTYpYBaTu
KOJ Y BUIUISAII B3aeMoitounx 00’ extiB. [IpoexTyBanHs, opieHTOBaHe Ha jaaHi (DoD),
HaJla€ MOXJIMBICTh ONTHUMIZYyBaTH POOOTY 3 BEIMKHUMHU OOCSTraMu JaHUX, 10 €
KPUTUYHUM JJIS ITPOBUX JOAATKIB. Y I[bOMY KOHTEKCTI MPEICTaBIICHO peai3allito
ECS apxiTektypu, sKa MO€AHYE THYYKICTh 00’€KTHO-OPIEHTOBAHOTO IiIXOIy Ta
e(eKTUBHICTh POOOTH 3 TAHUMH.

Tpertiit po3nil 30CcepeKeHM Ha TOPIBHSIHHI apXITEKTYpHUX TiIXOJIIB.
BusHaueHo kputepii BIAOOpPY apXiTEKTyp Ui ITPOBHX JOJATKIB, IO BKIHOYAIOTh
MPOIYKTUBHICTh, MAacIITa00BaHICTh, JETKICTh MIATPUMKH Ta PO3IIUPIOBAHICTD.
Buxonano nopiBasuibHMi aHaniz OOII ta DoD, BusiBaeHO iXHiI CUJIBHI Ta clla0Ki
ctoponu. OcoOnuBa yBara mpujijieHa aHamizy apxitektypu ECS, ska moemnye
nepeBaru 000X MiAXOMAIB, 3a0€3MEUyl0OUd BHCOKY MPOIYKTHUBHICTh Ta THYYKICTH Y

pO3po0IIi IrpOBUX TOAATKIB.



ABSTRACT

This thesis is dedicated to the study of architectural approaches and the
development of a game application based on a data-oriented architecture. The main
approaches considered are object-oriented programming (OOP) and data-oriented
design (DoD). Additionally, significant attention is given to the implementation of the
Entity-Component-System (ECS) architecture, which is a key aspect of modern game
development.

The first chapter provides an overview of the subject area, highlighting the
aspects of game application development. The main stages of game development are
studied, from the conceptualization of ideas to final testing and release. Video games
are also considered as soft real-time simulations, allowing the creation of interactive
worlds with a high level of detail. The chapter separately details the tools used at
different stages of development, including graphics engines, development
environments, and other software tools.

The second chapter is dedicated to architectural approaches to game application
development. OOP is considered a classical approach that allows for structuring code
in the form of interacting objects. Data-oriented design (DoD) provides the ability to
optimize working with large volumes of data, which is critical for game applications.
In this context, the implementation of the ECS architecture is presented, which
combines the flexibility of the object-oriented approach with the efficiency of data
handling.

The third chapter focuses on comparing architectural approaches. Criteria for
selecting architectures for game applications are defined, including performance,
scalability, ease of maintenance, and extensibility. A comparative analysis of OOP and
DoD is performed, revealing their strengths and weaknesses. Special attention is given
to the analysis of the ECS architecture, which combines the advantages of both
approaches, ensuring high performance and flexibility in game application

development.



MHNEPEJIIK YMOBHHUX CKOPOYEHb
OOII — 06’ eKTHO-OpIEHTOBAaHE MPOTPaMyBaHHS
DoD — npoekTyBaHHs, OpiEHTOBaHE Ha JAaH1
ECS — Entity-Component-System
CPU — neHTpanbHuil IpOIECOPHUMA OJI0K
GPU — rpadiunuit nporecopamii 610k
RAM — onepaTuBHa nam’sTh
FPS — kibKiCTh KaJIpiB B CEKYHIY
IDE — inTerpoBaHe cepeoBHIIE PO3POOKH
API| — inTepdeiic npukiIaHOrO MpOorpaMmyBaHHs
Ul — xopucTyBanbkuii iHTEpdEiic
UX — nocBija kopucTyBava
Al — ITy4HHId IHTENEKT
SDK — Habip 3aco0iB po3po0KH MPOTPAMHOTO 3a0€3MCUCHHS
MVC — Model-View-Controller
LFS — Large File Storage
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BCTYII

Axmyanvnicms 06panoi memu. 3pOCTaHHS TOIMYJSIPHOCTI ITPOBOI 1HYCTPii
OPU3BOJIUTH 10 HEOOXIAHOCTI MIABUIICHHS SKOCTI Ta MPOIYKTUBHOCTI ITPOBHUX
JOJIaTKIB. ApXITEKTypa MpOrpaMHOro 3a0e3leyeHHs] BU3HAYA€ OCHOBHI MPUHIIUIIH
Opraizailii CHCTEeMH, 110 A€ 3MOTY JOCATTH KpaIloi MOIyJIbHOCT1, MaCIITA00BAaHOCTI
Ta 3pYyYHOCTI B po3poOmi ¥ migTpumini. JlochmimpkeHHs 1i€l 00JacTi BaKIUBE JIS
MOIIYKY ONTUMAJIbHUX PIIIeHh B XOJI PO3pOOJEHHSA IrpOBHX JOJATKIB Ta
3a0e3neyeH sl IX KOHKYPEHTOCTIPOMOXKHOCTI Ha pUHKY.

IrpoBi apXiTeKTypu BIUIMBAIOTh Ha KOXKHHM aCIEKT CTBOPEHHS TPH, BII ii
reiMIuielo Ta Bi3yaJdbHOTO OGMOPMIICHHS 10 ONTHUMI3allli JJig Pi3HUX IIATHOPM.
Po3ymiHHS Ta BUKOpHUCTAaHHS CydYaCHUX apXiTEKTyp JOMOMAara€ po3poOHUKaM
noOyyBaTH €(pEKTUBHIIII, IIBU/II Ta OLTBII THYYKI IFPOB1 CUCTEMH.

Tema IrpoBUX apxIiTEKTyp OCOOJHMBO akTyajdbHa B KOHTEKCTI CTPIMKOIO
3pOCTaHHSl KOMIUIEKCHOCTI IrpOBUX CBITIB Ta TeilmIuiero. PO3BUTOK TEXHOJOTIN
JI03BOJISIE CTBOPIOBATH JMHAMIYHI Ta IMMEPCHUBHI 1TPOBI JOCBI/IM, SIKI BUMararmTh Bij
PO3pOOHUKIB BUCOKOI €()EKTUBHOCTI Ta THYYKOCT1 B apXITEKTYpPHOMY IJIaHYBaHHI.

JlocipKeHHs. B raiy3i irpOBUX apXITEKTyp Ba)KJIMBE TAaKOX Yepe3 3pOCTAaHHS
1HTEpeCcy [0 po3poOKH Kpocmiar@opMHUX irop. BiIKpUTTS HOBHX pHUHKIB Ta
maaTGopM CIOHYKA€ PO3POOHUKIB 0 TOIIYKY ONTUMaJIbHUX PIlIeHb, SKI O
3a0e3Meumiii SKICTh Ta €PEKTUBHICTh TPU Ha PI3HUX Mpuctposix. OTxe, aHANI3 Ta
BITPOBAKEHHSI CyYaCHUX ITPOBHUX apXITEKTYP € KPUTHIHO BYKITMBHUM JJIS TIOCSTHEHHS
yCHiXy B TUHAMIYHINA Ta KOHKYPEHTHIH Taiy31 BiIeoirop.

006’°ckm 0ocnioxncenna. O0’ €KTOM JTOCITIIKEHHS € ITPOBI apXITEKTYPH, 30KpeMa
naTa-opieHToBaH1 cucteMu KOMIOHEHTIB (ECS), siki BUKOPHCTOBYIOTBCS Y CyYaCHUX
ITPOBUX PO3POOKaX.

Ilpeomem oocniorycennsn. llpenMeToMm IOCHIIKEHHS BHUCTYIMAIOTh TaKTHUKH,
MOJIeJIl Ta TEXHOJIOT1i, SIKI 3aCTOCOBYIOTBCS /111 PO3POOKH 1 BIIPOBA/IXKEHHS 1ITPOBUX

apXIiTEeKTyp.
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Mema oocnioncenns. Mera TIPOEKTY TIONSATAE B aHalli3l Cy4yaCHOTO CTaHy
JTOCITIKEHB apXiTEKTYp ITPOBUX JOJATKIB Ta (POpMyBaHH1 MPAKTUIHUX HABHUYOK 11010
iX mporpamHoi peasizaiii.
3asoannsa oocnioxcennsn. Y mMexax kBamidikaiiiHoi poOoTH nependadaerbes
BUPIIICHHS TaKUX 3aBIaHb:

1) BUKOHATH JiTEpaTypHUH OTJISA[ CyYacHHX JDKEpENT CTOCOBHO IPOTPAMHOI
apXITEKTYPH IFPOBUX J0JIaTKIB, BHOKPEMHTH MOMYJISIPHI apXiTEKTYPHI 1a0JI0HU
Ta MabJIOHN TPOEKTYBAHHS JIJIS1 pO3POOJICHHS 1rop;

2) PO3rASHYTH apXITeKTypHI MIXOAd [0 PO3POOJEHHS IMPOBUX JOAATKIB,
BUOKPEMUTH OCHOBHI KpUTEpPii MOPIBHSHHA, OCOOJMBOCTI, IepeBaru Ta
HEOJIKH;

3) mporpaMHO peayi3yBaTH JEMOHCTpPALIdHI TPOTOTHIHM, SKi MiTKPECIIOIOThH

KJIFOYOB1 apXITEKTYPH1 aCIIEKTH TIPU PO3pOOIIl irop.



PO311JI 1
OI'JISAJI MPEJIMETHOI OBJIACTI

1.1. AciekTH po3po0.ieHHS irpOBUX I0AATKIB

V¥ 2023 pomui goxifg irpoBoi iHIycTpii carayB 390 mupa gon. Y 2017 por uei
MOKa3HUK cTaHoBUB 156 Mapx moin. [l{opiuno BiH 3pocTae B cepenaboMy Ha 30 Miap
70JI. 3 pOCTOM TOIYJISIPHOCTI ITOp BOHU CTalOTh BCE MAacCIITaOHIINIE Ta CKIATHIIIE Y
peamizarii. Hag GararbMa nmpoekTamMu MparfiorTh 0 JASKUIbKa POKIB 13 KOMaH00 B
nekinbka coteHb groaei. Hampuknan, nag S.T.A.L.K.E.R. 2: Heart of Chernobyl
npamooTs moHan 500 oci6 [1]. CygacHmii mpoiiec po3poOKH Tpu 3 TOYKHA 30Dy
nporpamyBaHHs (POKYCY€ yBary Ha MiJITPUMII MOCTIMHO pO3IIMPIOBAHOI KOJOBOI 6a3u
IpU Ta BHYTPIIHIX 1HCTpyMeHTIiB. CaMe TOMYy pa3oM 3 POCTOM ITPOBOi 1HIYCTpIi,
PO3BUBAJIMCS 1 MIIXOAM 10 PO3POOKH 1rop. SKIo croyaTKy 0yj0 JOCTaTHbO IIPOCTOTO
MPOIEAYPHOIO MPOrpamMyBaHHs, TO 3apa3 BUKOPUCTOBYETHCS HaWpPI3HOMAaHITHIIII
apXITEKTypH1 miaxoad. ToMy B CydacHOMY CBITI IFPOBOi po3pOOKH, J€ IIBUKICTh Ta
THYYKICTh € KJIIOYOBUMH (hakTopamu, BHOIp BIAMOBIHOI ITPOBOI apXITEKTypa Mae
CTPATEr1yHy BaXJMBICTh. AHAJI3 BUMOT JI0 ITPOBUX aPXITEKTYp € BAXKJIUBUM €TAlOM
IPOEKTYyBaHHS, IO Mmepeadayae peTesbHUN pPO3IJsT BUMOI JUIsl 3a0€3NE4eHHs
YCIIIITHOTO PO3BUTKY rpu [1].

[Iponiec po3poOieHHs 1rop MOEAHYE B €001 TBOPUICTh, TEXHIYHICTh Ta
BeNMYe3HUN 00csaT poOoTH. BiH BUMarae BiJi KOMaHAM PO3POOHUKIB TOCTIMHOT yBaru
0 ToApoOMIlb, TBOPUOTO MHMCIEHHA Ta Bennuye3Hoi eHeprii. Lleil mpouec
PO3rOPTAETHCS Bi 1711 HA MOYATKOBUX CTAJISIX /IO BTUICHHS KOHIICTIIIT B peaibHy TPy,
sKa 3araM’ATa€ThCsd MUTbOHAM TPaBIIB IO BChOMY CBITY.

Cnouatky KomaHAa pO3pOOHHMKIB MpaIloe Haa 17e€0 Tpu Ta (OPMYIIOE
KOHIICTIIIII0, sIka OyJie JIe)KaTh B OCHOBI MPOEKTy. BOHU po3poOIIsIOTH CIIeHapiid,
MEXaHIKy Ta 3arajbHy CTPYKTYpy TpH, BpPaxoBYIOUM NOOaKaHHA ayauTopii Ta
aKTyalbH1 TEHACHI] y cBITI reiminry. Ilicis 1poro Hactae eran nepeaBUpOOHUYOT
MITOTOBKH, 1€ PO3POOHUKH BXKE PO3POOJISIOTH Bi3yalbHY YAacTHHY TPH, POOISATH

MPOTOTUITH TIEPCOHAXKIB Ta MEH3aXkiB, a TAKOXX CTBOPIOIOTH JTOKYMEHTALIII0 ITPOCKTY.
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Ha nactynmHoMy erami — BUPOOHHYOMY — PO3POOHHKM MNPUCTYHAIOTH J0
CTBOPEHHS aKTHUBIB TPU Ta MporpamMyBaHHs MexaHIKW. lle HaWO1IbII 1HTEHCUBHUM
nepioy y po3poOili, KOIu KOMaHa Mpaioe 0e3rnocepeiHbO HaJl CTBOPEHHSM CaMol
I'pH, 3aCBOIOIOYH BEIIMKY KUJIBKICTh pecypciB Ta yacy [15].

OcTaHHIM €TamoM € TOCTHPOJAKIIH, KOJW Tpa NPOXOIUTh TECTYBaHHSI,
BUTIPABJICHHS TTOMIJIOK Ta ONITUMI3AIliio Tiepe 3amyckoM. Lle ayske BaxmBuii mepio,
OCKIJIbKUA CaM€ Ha I[bOMY €Talll BUPIIIYEThCS SAKICTh TPU Ta il NPUUHSTTS TPaBISIMU.
TyT KOXHa J1eTajab Ma€ 3HAYCHHS, 1 KOMaH/1a MPAITiOe HATOJIETJIMBO, MO0 3a0e3neYnTH
yCHiIHuK peni3 rpu [7].

Inest Mmoxke OyTu cripuiiHATa SIK PyHIAMEHT Y OyAb-SKOMY YCHIIITHOMY LMK
po3poOku rpu. BoHa moBuHHA OyTH YHIKQJIBHOIO Ta 3aXOIUIMBOIO, 3 YpaxyBaHHSIM
TOTO, 10 MPOAYKT MOBUHEH OyTH KOPUCHUM Ta IIKaBUM JJIs IEBHOI ayauTopii. MimHa
KOHIICMI[iE MOXE BHPIIMIUTH BIAMIHHICTD MDK ICTOpi€lO, sIKa 3aryOUThCA Ha
MEPEIIOBHEHOMY PUHKY, Ta ICTOPI€IO, IKa CTaHE XITOM. BaxiIMBO BUTpATUTH Yac Ha

MO3KYBaHHS 1 BJOCKOHAJICHHS 17IeH Tiepe;] epexo10M JI0 eTarliB po3pooku [11].

1.2. OcHOBHi eTanu po3po0Ku rpu

Po3po0iieHHs IrpoBHX A0JATKIB € OararoeTanHuM npouecom. /fo ocHoBHUX (a3
MO>KHA BIJHECTH:

1)  mmanyBaHHS,

2) nepeABUpOOHUYMIL eTarl, o nepeadadae GopMyBaHHS TpH;

3)  NPOTOTHUITYyBaHHS;

4)  pobota Haa rporo (BUPOOHMIITBO);

5) TeCTyBaHHS (BIOCKOHAJICHHS);

6) MiTOTOBKA JIO 3aITyCKY;

7) 3aITyCK;

8)  micmapenizuuii mepion (Live-Ops).
[{s mocmioBHICTH BijoOpaskeHa Ha puc. 1.1 3 yTOUHEHHSIMU CTOCOBHO KOXKHOTO €TaIy.
[Ipotsirom (a3u mnnaHyBaHHS KOMaHAAa PO3POOHMKIB BU3HAYA€ KOHIICMIIIO TpH,

BCTAHOBJIIOE MICII0O Ta Bi3il0, BH3HA4Ya€ WIJIbOBY ayJUTOPiIO, BCTAHOBIIOE OOCST



;
MPOEKTY Ta BCTAHOBIIIOE OO KET 1 rpadik. [IpaBusibHe TIaHyBaHHS Ma€ BUpIIIaIbHE
3Ha4YeHHs, 00 3a0€3MeYUTH YITKE PO3YMIHHS KOMAaHJOK LUIEH TpU 1 MpaloBaTH

e(EKTUBHO 711 CTBOPEHHS YCIIIITHOTO IPOAYKTY.

Plannin B Pre-production Production

What are we building? « Storyboarding, storytelling. + Modeling, designing.

* What is our budget? « Technological capabilities. * Audio, visual effects.
* Who is the audience? » Early prototyping. « Physics, mechanics.
* Which platform will it be on? * Milestone scheduling. * Developing, rendering.

Launch \ Testing

Major bug squashing. Alpha/Beta releases. Bug identifying.

* Minor bug squashing. Marketing hype. Feature exploitation.

« Polishing. « Gaming conventions. « |sthe game too easy/hard?
* Masterrelease. Independent advertising. Is the game even fun?

* More bug squashing.

Post-production « Game patching.
« Game balancing.
« New content development.

Pucynok 1.1 — TlocninoBHICTh eTamiB po3po0JIeHHS TpU

[1in yac mepenBUPOOHUYOrO MPOIECY KOMAaHJa MMOYUHAE PO3POOSIATH TU3aiH
TP, PO3POOIISIOUH CIOKET, MPOCKTYIOUHN MEPCOHAXKIB Ta Mayroun MexaHiky rpu. [1{o6
OTPUMATHU YSBIIEHHS TIPO Te, SIK Oy/1€ BUTTISIATH TPa, KOMaHAa CTBOPIOE KOHIIETIT-apT,
creHapii Ta eckizu. Llel eTanm BCTaHOBIIOE TOH Ta HAMPSAMOK I'PH 1 3aKJIAJJA€ OCHOBY
JUTSI BUPOOHUIITBA.

[IporoTumnyBaHHs J1a€ 3MOTy PO3POOHMKAM EKCIEPUMEHTYBATH 3 PI3HUMHU
iIessMu TpY, MEXaHIKaMU Ta €JIeMEHTaMHU JIM3aifHy TMepel 3aBEpPIICHHSIM MPOIYKTY.
OcHOBHa MeTa — MEPEeBIPUTH MOMJIMBICTh TPU Ta BHUSBUTU OYylb-SKI MOTEHIIINHI
npobsieMn mig yac po3poOku. CTBOPIOIOYM MPOTOTHM, PO3POOHUKUA MOXKYTh
YIOCKOHAJIUTH CBOi 171e1 Ta 3a0e3MeunuTH, 10 KIHIIEBUUA MPOAYKT BIAMOBIJIAE iXHIM

BHUMOTI'aM.
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BupoOuunteo (production) — dakruuna po3pobka rpu. Bona BkiIrOYae
CTBOPEHHSI aKTHBIB TI'pH, IPOrpaMyBaHHS MEXaHIKU T'pH, NMPOEKTYyBaHHS DPIBHIB Ta
CTBOPEHHSI 3BYKOBHX e(eKTiB 1 My3uku. KoMaH/1a TaKOX PETyJISIpHO TECTYE TPy, 00
BUSIBUTH Ta BUIPABUTH Oyab-sAki mpoOieMu. BupoOHWYmii eram 3a3Buyail €
HANTPUBAJIIINM Y IIPOILIECI pO3POOKH I'PH, 1 BAXKIIUBO MaTH MPUCBAYEHY KOMaH]TY, 1100
3a0€3MeYUTH YCHIIIHE 3aBEPIICHHS TPH.

da3a TeCTyBaHHS JI0IIOMArae BUSIBUTH Ta BUIPABUTH MOMUJIKK 200 TpOOIeMH B
rpi. Ha mpoMy erari komaHaa PeTeNIbHO TECTYE TPy, NIyKatouu Oyab-sAKi MpoOIemMu 3
irpojaaom, TITau abo 3001, 1 MpaItOe Ha/l TPOILIECOM, 110 HA3UBAETHCS 3aMOPOKEHHSIM
¢dbynkmiin. Komana Takox nmoBUHHA 30MpaTH BIATYKHU BiJl TECTYBaJIbHUKIB Ta BHOCUTH
3MI1HHU BIJIIOBIIHO.

Ha eranmi mepex 3amyckoM BHpPOOJSIOTHCS MAapKETHHIOBI — MaTepialu,
pPO3pOOIAETRCS TIJIAH 3allyCKy, HAJIAIITOBYIOTHCS KaHAJIW PO3MOBCIOKCHHS Ta
IPOBOANTHCA OeTa-TeCcTyBaHHA. lle CTBOpIOE HMIyM Ta OXOIUICHHS AJIs YCIIITHOTO
3arycKy rpu. Po3poOHUKH Tak0X MOXKYTh IPEICTABUTH CBOIO TPy Ha KOHBEHIIISIX 200
BUKOPUCTOBYBAaTH HE3aNekKHY peKiaMy, Taky sK oriasagu Ha YouTube abo
CIIOHCOPOBAHUI KOHTEHT, 100 3a7TyYUTH ayJUTOPIIO BIACHOTO X001 Ta CTBOPUTH 0azy
IIaHyBaJIbHUKIB.

[lin dWac eramy 3amycKy KOMaHIa 30CEPEIKYEThCS Ha TPOCYBAaHHI TpH,
YIpaBJIiHHI 3BOPOTHUM 3B’SI3KOM BiJI TPABIIIB Ta BUPIMIEHHI Oyb-SKUX MPOOJIeM, 1110
BUHUKAIOTh, BKJIFOUAIOUM BUIIPABJICHHS K BKJIMBUX, TaK 1 MEHIIMX momuiok. Llew
eTan TaKoXX € MOXJIMBICTIO 30MpaTH JaHl MpO MPOAYKTHUBHICTH TPH, BKIIOUYAIOUU
3a]lydeHHsI TPaBIliB, yTPUMaHHsS Ta MoHeTH3amito. [licis 3amycky KomaHaa MOXKe
NPOJOBXKYBaTH BHUIIyCKaTH MaTdl Ta OHOBJEHHSA. Maiictep-peni3 mno3Hayae
3aBEPILIEHHS MPOIIECY PO3POOKU IpH Ta ii OCTATOUHY BEPCIIO.

[Ticns BUmnycky nependavyaeTbesi MOCTIMHA MIATPUMKA Ta 0OCIYyTOBYBAHHS TPU
nichs ii 3amycky. Lle Bkitovae B cebe BIJC/IIKOBYBaHHS BIATYKIB I'PaBLiiB, BUPIILICHHS
OariB Ta mpoOsieM, BUIYCK MAaT4iB Ta OHOBJIEHb, & TAKOXK YNPABJIIHHS CIUIBHOTOIO
rpaBiiB. Etan micias BUMYCKY € KPUTHUYHUM JJI MIATPUMKHU 3aTy4Y€HHS TPaBLiB Ta

3a0e3nedeHHs] TpuBayiocTi Tpu. Llei eram Takok MOXe BKJIIOYATH PO3pOOKY HOBOTO
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KOHTEHTY, (DYHKIIIH Ta pO3MIKUPEHb, 100 TPUMATH TPy CBIKOIO Ta MPUBAOIUBOIO IS
I'PaBIIiB.

PerenpHo mimibpana komMaHAa JomoMarae 30epiraTd MK pO3pOOKH Tpu Ha
MPAaBIJILHOMY NUIAXY. YYacTh JIOACH y po3poOIli TPy MOKE 3HAYHO BiJIPI3HATHUCS B
3aJIEKHOCT] BiJI pO3MIPY MPOEKTY, HOTO CKIATHOCTI Ta 00CATY poOOTH. 3a3BU4YAi
HEBEJIHMKI KOMaHIW MOXYTh BKJIOYAaTH Bil 5 70 20 0ci0, TOAl SIK BEIHKI MPOEKTH

MOXYTh 3aiiMaTH COTH1 a00 HaBITh THCSIY1 CIIIBPOOITHHUKIB.

1.3 Bigeoirpu sik Mm’siki CUMYJISIIIii peajibHOI0 4acy

binbiiicTs Biigoirop y ABo- Ta TPUBUMIpHOMY (OpMAaTi MOXKHA PO3TISIATH K
NPUKJIAAN TOTO, IO B KOMII IOTEPHUX HayKax BIJOMO SK M SIKI IHTEpAaKTHUBHI areHT-
OpIEHTOBAH1 KOMII IOTEPHI CUMYJIAIIT y peaibHOMY Yaci. Y OUIBIIOCTI TPaIbHUX 1TOP
NeBHA YaCTHHA PEaJbHOro ab0 YSBHOTO CBITY MAaTEMaTHYHO MOJIEIIOETHCSA 3 METOIO
yIpaBITiHHS HEIO 3a TOTIOMOT 00 KoMt totepa [14].

ATreHT-Opi€HTOBaHA CUMYJIALIS — 1€ CUMYJIALIS, B KA B3a€MOJIIOTH KUIbKa
B1IOMHX 00’€KTIB, SIKI Ha3UBAIOTh «areHTaMmu». Lle mo0pe y3roaxyeThcs 3 OMUCOM
OUTBIIOCTI TPUBUMIPHUX KOMII IOTEPHHUX ITOp, /€ areHTaMu € TPAHCIOPTH1 3aco0u,
NEPCOHAXI, BOTHSAHI KyJl, EHEPreTH4Hl Kparwl Tomo. BpaxoByrouu areHr-
OpIEHTOBaHY NPHUPOAY OLIBLIOCTI 1rOp, HE JUBHO, IO OUIBLIICTH IrOp B HAIl Yac
peanizoBaHl Ha 00’ €KTHO-OpIEHTOBaHIN a0o0, MpUHANWMHI, HA PO3PIIHKEHO-00’ €KTHIN
MoBi mporpamysanHs [10].

Bci iHTepakTUBHI BIICOITPH € YACOBUMHU CHUMYJIALISIMH, TOOTO BIpTyasibHA
MOJIeJIb ITPOBOTO CBITY € JMHAMIYHOIO — CTaH CBITY TPU 3MIHIOETHCS 3 4acOM, KOJIU
BIIOYBalOTbCSl MOJIi Ta PO3BUBAETHCA CIOKET Ipu. Bigeoirpa TakoXX MOBUHHA
pearyBatu Ha HemependOauyBaHi BX1AHI JaHi Bix rpaBipi(iB). Hapemrri, GiibIIicTsh
BiJICOIrOp TPEACTABISIOTh CBOi CIOKETH Ta pearyloTh Ha BBEACHHS TpaBlsi B
peasbHOMY Yaci, 10 POOUTH iX IHTEPAKTUBHUMHU YaCOBUMH CUMYJIALISIMU PEATBLHOTO
yacy. OauH TIOMITHUN BHUHSATOK — II€ KaTeropis MOKPOKOBUX IrOp, TaKUX SIK

KOMIT FOTEPU30BaHMM 11axu a0 CTpaTeriyHi irpyu HE B pealIbHOMY 4aci. AJie HaBITh 11
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TUIH 1TOP 3a3BHUYall HAJAIOTh KOPUCTYyBauy sIKych opmy rpadiunoro inrepdeiicy B
pealbHOMY 4Yacl.

VY cepui KOXHOI CHCTEMH pEalTbHOTO 4acy JEKHUTh KOHIICMIS eAsaiHy.
O4eBUHUM MPUKIIAJIOM Y BiJIEOIrpax € BUMOra, o0 eKpaH OHOBIIIOBABCA MTPUHANMHI
24 pa3u Ha CeKyHy, 1100 CTBOPUTH LTI03110 pyXYy (OUTBIIICTD ITOpP BIATBOPIOIOTH €KPaH
31 mBuAKicTio 30 a6o 60 kaapiB Ha CEKYHy, OCKIJIbKU IIi 3HAYEHHS KpaTHI 4acTOTI
oHoBieHHs1 MoHITOpa NTSC). 3BuyaiiHo, € Oarato I1HIIUX BHUAIB JACMJIAWHIB Y
Bizmeoirpax. Hampukmazn, mist ctabimbHOCTI cuMyismii Gi3uku Moke OyTH MOTpiOHO
oHOBItOBaTH ekpaH 120 pa3ziB Ha cekyHay. CUCTEMI IITYYHOTO IHTENEKTY MEPCOHAXKA
MOK€ TOTpPIOHO «MHUCIMTW» TMPUHANMHI OJAMH pa3 Ha CEKyHIy, 100 YHUKHYTH
BPa)XEHHSI HEPO3yMHOCTI. bibmioTeka ayaio MoKe 3HaJAOOUTHUCS [JIsi BUKIHUKY
npuHaiiMH1 ouH pa3 3a 1/60 cekyHu, 1100 3an0BHIOBATH ay 110 Oydepu Ta 3arnodiratu
ciryxoBuM 300sm [10].

«M’sikay» cucTemMa peasbHOro 4acy — 1€ CUCTEMA, B SIKIM MPOMYIIEH] AeIaiiHu
He KartacTpodiyHi. TakuM 4MHOM, BCi BIJICOITPU € CHCTEMaMH M SIKOTO peajbHOTro
gacy: sIKIIO YacTOTa KaJpiB Majae, TO JIOANHA-TPABEIb, SK MPABUIIO, HE TTOCTPAXKIAE.
[TopiBHSiTE 11€ 3 KOPCTKOK CHUCTEMOIO PEATIBHOrO 4Yacy, /A€ MPOMyLICHUH AeIaiH
MOK€ O3HA4aTh BaKKl TpaBMHU ab0 HaBIThb CMEPThH JIIOJAUHM-ONEpaTopa. ABialiiiHa
CUCTEMa BEPTOJIbOTA a00 CUCTEMa KEPYBaHHS B SIACPHIN €IEKTPOCTaHLIT — TPUKIIAAH
KOPCTKUX CUCTEM PEajbHOTO Yacy.

YucnoBl cuUMyJALii 3a3BUYail  peayi3yloTbCsl 3a JOMOMOTOI TOBTOPHOTO
BUKOHAHHS pO3paxyHKIB, 100 BU3HAYUTU CTaH CUCTEMHU Ha KOXXHOMY JUCKPETHOMY
kpoui gacy [17]. Irpu mpairorots Tak camo. OCHOBHMI «IHKIDY TPU MOBTOPIOETHCA, 1
1] 4ac KOXHOI 1Tepalii UKy pi3HI IrpOBI CUCTEMH, TaKl SK IITyYHHH IHTEJIEKT,
irpoBa JioriKa, (PI3WYHI CUMYJISAINT TOIIO, MAalOTh MOXJIHMBICTH OOYHCIIIOBATH a0o0
OHOBUTH CBif CTaH JIsl HACTYITHOTO TUCKPETHOTO KPOKYy Hacy. Pe3ympTaTl mMoTimM
BIJIDUCOBYIOThCS, BiJIoOpaxkarouu rpadiky, BUAAIOYU 3BYK, 1, MOXKJIMBO, CTBOPIOIOUH

1HIIII BUXOJIH, TaKl K 3BOPOTHHUI 3B’ 30K BiOpalli€ro Ha TeHMITa/I.
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1.4. IncTpyMeHTaJbHI 3ac00M 1J1s1 irPOBOi PO3pPO0KHU

IrpoBa po3pobka — 1me mporec, IO MNOTpedye pEeTeNbHOI MIArOTOBKU Ta
BUKOPHUCTAHHS PI3HOMAHITHUX 1HCTPYMEHTIB IS JOCATHEHHS! YCHIIIHUX PE3yJbTaTIB.
[HCTpyMeHTH BKIIIOUAKOTh y ce0e mporpamMHe 3a0e3NEYeHHs Ui MOJEIIOBAHHS,
penakropu rpadikd Ta aHiMallli, MOBH MpPOrpaMyBaHHS, CHCTEMH YIPaBIIHHS
BepcisiMu Ta 6ararto iHmoro. Po3ymiHHS Ta BMiHHS BAKOPUCTOBYBATH 11l IHCTPYMEHTH
€ KJIIOYOBUMH JUIsl YCHIIIHOI irpoBOi pO3pOOKH, TOMY iX BUBYEHHS € Ba)KJIMBOIO
CKJIaI0BOI0 OyIb-SKOTO MpodeciiHOro reiMaeBy. Y HACTYNMHUX pO3IUIax MU
JOKJIaJHIIIE PO3TISHEMO KOXKEH 3 LIMX 1HCTPYMEHTIB Ta IXHE 3HAYEHHsS B IpOIieci
PO3pOOKHU 1rop.

['pa mependayae 6arato CKJIaHUKIB 3 KyTa 30py po3pooku [10]:

1) MOBa IPOrpaMyBaHHs Ta IHCTPYMEHTH po3poOku. Po3poOka rpu Bumarae
BUKOPUCTaHHS NEBHOI MOBM IporpamyBaHHs (Takoi sik C++, C#, Python tomo) ta
IHCTPYMEHTIB pPO3pOOKHM, TaKMX fAK IHTErpoBaHl cepenoBuiia po3podku (IDE),
KOMITUIATOPH, BIIJIATHUKH TOIIO;

2) MEHEIDKEp pPECypcCiB: BIJNOBIAA€ 3a 3aBaHTaXXCHHs, 30epiraHHs,
KELIyBaHHs Ta YNPaBIiHHS PI3HUMHU TUIIAMH PECYPCIB, TAKUMH SIK TEKCTYPH, MOJEN,
3BYKOBI (haiinu, mpud Ty Ta 111,

3) JNBUTYH KepyBaHHA 00’exktamu (Object Management Engine) BianoBinae
3a CTBOPCHHS, YIPABIIHHS Ta B3a€EMOJII0 O0’€KTIB y Tpi. YNIPABIIHHS >KUTTEBUM
IUKJIOM 00’ €KTIB y Tpi BKJIIOUA€ B ceO€ J0/1aBaHHS, BUIaJICHHS Ta OHOBJICHHS 00’ €KTIB
3aJIe’HO BiJ MOTped rpu;

4)  rpadiunuit pymrnii (Graphics Engine) — 1ie KOMIIOHEHT, KU BiAMOBITa€e
3a BigoOpaxxeHHs rpadiku B rpi. Bin Bkitoyae B cebe pi3HOMaHITHI TEXHOJIOTI, Taki
SK PEHJCPIHT, OCBITJCHHS, TiHI, TEKCTypHu Ta 1HII edexTu. bararo irpoBux IBUTYHIB
MaroTh BOyJJ0BaHUM TpadiuHuid JBUTYH;

5)  pymiit ¢izuxu (Physics Engine) — e kOMIIOHEHT, skl BIANOBiAa€E 3a
MOJIeTIOBaHHs (P13MYHUX 3aKOHIB Ta B3a€MO/I110 00’ €KTIB y Ipi. BiH Moke BKIIIOYaTH B
cebe 0OUYMCIEHHS 3ITKHEHb, CUJIM TSKIHHS, IMITYJbCIB, JMHAMIKM PyXy Ta IHIIUX

aCIeKTiB (i3UKH;
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6) aymiopymiii (Audio Engine) kepye 3BykoBUMHU €(EeKTaMU Ta MY3UKOIO B
rpi. BiH Bkitouae B cebe 34MTyBaHHS Ta BIATBOPEHHS ayi0o(aiiiiB, HaJallITyBaHHS
00’eMy, 3ByKOBI €()eKTH Ta 1HIIIl aCLIEKTH ayio;

7) iHTepdeiic  kopuctyBada (User Interface, UI) BignoBigae 3a
BiTOOpakeHHS Ta B3a€MOJII0 3 KOpPHCTyBaueM B rpi. BiH moxke BkitouaTH B cebe
€JIEMEHTH, TaKl sIK MEHIO, KHOTIKH, TIOJISl BBEICHHS, 1HIMKATOPHU Ta 1HIII 1HTepencH1
CJIEMEHTH,

8)  wmepexesuit pymiii (Networking Engine). fxmo rpa migrpumye
MEpEKEBHUI peKUM, I1el KOMIIOHEHT BIJIIOBIIAaE 3a 3a0€3MeUeHHs] KOMYHIKaIii Mix
PI3HUMH €K3eMIUIIpaMu I'pH uepe3 Mepexy [HTepHeT abo JIOKaIbHY MEPEexy.

IrpoBi py1uii B Tiil UM 1HIIKWKA Mipl IOKPUBAIOTH 11 MyHKTU. BOHM € KIIOYOBUMU
IHCTPYMEHTaMH Y PO3pOOIIl BiJI€OIrOp, 1 BOHM MOKYTh MaTH Pi3HY (PYHKI[IOHAJIbHICTD
3aJIOKHO BiJI IXHROTO TpPU3HAYCHHS Ta crenudiku npoekty. Hampuxman, Unity —
NOTYKHUH ITPOBUM pyLIiH, AKUH NIATPUMY€E MOBY nporpamyBanHs C# 1J1 HallMCaHHs
CKpMITIB, L0 Jla€ 3MOTY CTBOPIOBaTH CKJIagHy Joriky rpu. Unity Takox Mae
BOy0oBaHi KoHBeepu Bifgpucosku (render pipeline — BOynosanwmii, URP Ta HDRP), siki
JTO3BOJISIIOTH Pealli3yBaTH Pi3HI Bi3yalibHI €(DEKTH Ta ONTUMI3yBaTH SIKICTh rpadiku
rpu. Kpim toro, Unity mae BOy10BaH1 pilieHHs A (I3MYHOTO MOJIETIOBaHHS, ayai0
Ta po3pobku iHTepdeiicy, Bix craporo IMGUI no cyuacnoro Ul Toolkit. IcHyrOTS 1
OUIbII KOMMAKTi irpoBi pymri, Tuny MonoGame, skuil Hagae nauiie O0a30BY
(yHKLIOHATIBHICTD JJIs1 pO3pOOKH irop. BiH BUKOPUCTOBYETHCS JIJIsl CTBOPEHHS 1rOp Ha
0a3i mathopmu XNA Ta 3a0e3neuye 6a30BUN KOHBEKEP BIIPUCOBKH Ta MEHEKEP
pecypciB. Onnak, Ha BigMiHy Bijx Unity, BiH He Ma€ BOYJOBaHUX 1HCTPYMEHTIB IS
¢13uky, aymio abo po3poOku iHTepdeicy. Po3poOHMKH, sIKI BUKOPUCTOBYIOTh
MonoGame, 3a3BuW4ail TOBHHHI BHKOPUCTOBYBAaTH CTOPOHHI 0i0iioTeku abo
PO3pOOJIATH BIACHI PIIICHHS JUIS [IMX KOMIIOHEHTIB [2, 3].

OpnHak 111 6171BII TOYHOTO BHUPIIICHHS MEBHUX 3aBJaHb Y PO3pPOOIIi iIrop 4acTo
BUKOPUCTOBYIOThCS CIeIiali3oBaHi 01010TekH Ta 1HCTpyMeHTH. Hampukman, mis
YOPABIIHHSA ayAl0 MOXYTh BHUKOPUCTOBYBAaTHCS Taki Oi0mioreku, sik FMOD abo

Wwise, nnst peaaepunry — Ogre, mis ¢izuanoro mojentoBanus — Box2D, Bullet a6o
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PhysX, ns ctBopenns intepdeiicy — NoesisGUI abo x Ultralight, a qyst ynipaBminas
o6’ektamu — EnTT. Lli 6i6mioTexkn Hagar0Th PO3POOHMKAM Pi3HI 1HCTPYMEHTH Ta
MO>KJIMBOCTI JUISI CTBOPEHHS SIKICHUX ITPOBUX MPOEKTIB.

Takox HaA3BMUYAWHO BaXKJIMBa CHUCTEMa KOHTPOJIO BEpCId, KOJU IMporpamHe
3a0e3nedeHHs po3po0IIIe€THCS KOMAaH IO 3 KiITbKOX 1H)XKEeHepiB. BoHa:

- 3a0e3neuye ILEHTpaJbHUN PENO3UTOPI, 3 AKOTO I1HXXKEHEPU MOXKYTh
TUIUTUCS BUXITHUM KOJIOM;

— 30epirae iCTOpiro 3MiH, BHECEHUX Y KOXHHUM BUXITHUHN (aili;

- HaJla€ MEXaHI3MM JJI1 TETYBaHHS 1 BIIHOBJICHHS KOHKPETHUX BeEpCIi
0a30BOro KOAY;

- J03BOJISIE BIATATYy>KEHHSI BEpPCli KOy Bl OCHOBHOI JiHIT po3poOku. Lls
MO>KJIMBICTh YaCTO BUKOPUCTOBYETHCS JJII CTBOPEHHS JAEMOHCTpAIlld a00 BHUITYCKY
HaTyiB ISl CTApHUX BepCiii mporpamHoro 3adbe3neueHHs [19].

Cucrema KOHTPOJIIO BepCiii MOke OyTH KOpHCHA HaBITh Y MPOEKTI 3 OJHUM
1HKeHepoM. HalimommpeHii cucTeMu KOHTPOJIIO BEPCIid:

- Subversion. Bigkpurta cuctema KOHTPOJIIO BEpPCiid, CIPSIMOBaHAa Ha 3aMiHY
1 mokpamieHHss CVS. OckiIbKH BOHA € BIIKPUTO, a OTXe, O€3KOIITOBHOIO, BOHA €
JIOPEYHOIO JJI 1H/IMBIIyaJIbHUX MPOEKTIB, CTYACHTCHKUX MPOEKTIB Ta MAJIUX CTYI1H.

— Git. Ile BiakpuTa cucTemMa KOHTPOJIIO BEPCIid, Ika BUKOPUCTOBYBAJIACs
JUTst 0araThOX MPOEKTIB 3 BIIKPUTUM IMIEPBUHHUHUM KOJIOM, BKIItOUarouu sapo Linux. V
MoOJIe1 po3poOKu git MporpamicT BHOCUTH 3MIHU A0 (GaiiiiiB 1 piKCy€e 3MIHU JI0 TUIKH.
[ToTiM mporpamicT MOe MIBUKO 1 JIETKO 00’ €IHATH CBOi 3MIHHU 3 OY/Ib-SIKOIO 1HIIOO
TUIKOI0 KOJy, OCKILIBKM git BMIE€ TIOBEPTAaTH IOCTIAOBHICTH BIJAMIHHOCTEH Ta
3aCTOCOBYBaTM 1X Ha HOBY 0a30By peBI3il0 — mpouec, sKUid git Ha3uBae
nepeba3yBaHHsAM. SIK pe3yiabTaT, OTPUMYETHCSI CUCTEMa KOHTPOJTIO BEPCiid, SIKa € TyKe
e(eKTHBHOIO Ta MIBUIKOIO IIPpU poOOTI 3 KilbkoMa rinkamu koay [20].

Git Large File Storage (LFS) — me posmmpenns Git, npu3HadyeHe s
e(eKTUBHOTO KEPYBaHHS BEIMKUMU (aiijiaMu, TAKUMU SK Tpadika, ayaio adbo Bigeo,

10 3a3BUYail BUKOPUCTOBYIOTHCS B pO3pOOIIl BiJIeoirop. 3a3Buuail 30epiraHHs Takux
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BenuKux (paitiaiB 6e3nocepeiHbo B perno3uTopii Git MoKe PU3BECTH 10 301IbIITCHHS
PO3MIpY PEMO3UTOPIIO, IO YCKIIATHIOE pOOOTY 3 HUM 1 30UIBIIYE Yac CHHXPOHI3aIIii.

Git LFS npononye crioci0 3aMiHUTH BelHKi (pailiu y perno3uTopii Ha moCUiIaHHs
Ha 30BHIIIHE cxoBule (Hampukiaa, cepsep LFS), mo nae 3mory 36epiratu daiinm
OKpEeMO BiJi OCHOBHOTO perno3utopito. Konmu po3poOHUKH KIOHYIOTH a00 CTSTYIOTh
OHOBJICHHS 3 1IbOTO peno3utopito, Git LFS aBromatnuno 3aBaHTa)kye Benuki (paiinu 3
cepBepa LFS, mo6 peno3urtopiii 3auiaBces JerkuM i KoMnakTHuM [21].

Y xomi po3pobiienns irop Git LFS ocobmuBo KopucHHI depe3 BEJMKi 00CsITh
rpadiyHuX, ayai0 Ta Bijeo ¢aiiiB, sKi 3a3BUYall BAKOPUCTOBYIOTHCS B po3po01li. Bin
noromarae 30epiratd mi (aiau cxoBuimi mo3a Git pemo3uTopiem, IO IMOJIETIIYE
CHUIbHY poOOTYy HaJl IPOEKTOM MIXK PO3POOHMKAMH, 3MEHUIY€E Yac CUHXPOHi3alli Ta
30UTBIIY€E MPOTYKTUBHICTb.

Bukopucranns Git LFS y reiimueBi Moxe OyTH OCOOJIMBO Ba)XJIMBUM JUJIS
KOMaH/I, SIK1 MPALIOI0Th HaJl BEJIMKUMHU IPOEKTAMU 3 BEITMKOIO KUIBKICTIO rpaiuyHuX 1
ayJli0 aKTUBIB, TAKUX SIK TPUBAJICTh BIJICOPOJIHMKIB, TEKCTYPH, 3BYKOB1 €)EKTH TOIIIO.

Irpu 3aBk a1 MarOTh BUCOKI BUMOTH JJO MPOAYKTUBHOCTI B p€ajJbHOMY 4aci, TOMY
MPOrPaMICTH ITPOBUX PYIIIiB 3aBXKIU IIYKAIOTh CIIOCOOU MPUCKOPEHHS CBOTO KOIY.
Icaye mpaBuno Ilapero (Bimome sik «80-20»), sxe ctBepmkye, mo 80% edekrin
MOXYTh BUHUKHYTH 4yepe3 Jjume 20% mnpuyuH. VY KOMITIOTEpHI Hayi
BUKOPUCTOBYETHCS BaplaHT boro mpaswmia, Bigomuii sk «90-10», me 90% wacy
BUKOHaHHs nporpamu npumnaznae Ha aume 10% xoxy. Ui BUABIEHHS, KA YaCTUHA
KOJly CIIOKHMBA€E OUIbIIE Yacy, BUKOPUCTOBYIOTH Mpodaiiepu. BoHr BUMIPIOIOTH Yac
BUKOHAHHS KOXXHOI (DYHKIIIT Ta IONMOMAararTh CIPSIMYBaTH ONTUMI3AIlT caMe Ty, e
ue notTpiOHo. Jleski npodaiiiaepu TakoX MOKa3yKTh, CKUIBKU Pa3iB KOKHA (PYHKIIS
BHUKJIMKAETHCS, 10 € BAXJIMBOK 1H(OPMAIIIE€I0 ISl BU3HAUCHHS KpaIluxX HaIrpsMiB
ontumizarii [4].

[Ipodaitiepy MOXyTh OyTH CTAaTUCTUYHMUMHU a00 1HCTPYMEHTAJIbHUMU.
CratuctruHi mpodaiiyiepd BUMIPIOIOTh YaC BUKOHAHHS TporpamMu 0e3 3HAYHOTO

CHOBUIbHEHHSI i poOOoTH. BOHM mpaliooTh 3a JOMOMOIOK BHOIPKOBOIO OTJISIAY
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pericTpa nporpamMHoro JiuuibHUKA MPOIecopa Ta 3ayBaXyIOTh, sika (QYHKIISA B JaHUM
MOMEHT BUKOHY€eThes [10].

[ncTpymenTansHi mpodaiiiepn HanalTh OUIBII TOYHY Ta KOMIUIEKCHY
iH(doOpMaIlil0o 3a PaxXyHOK CIOBUIBHEHHS MporpamMud. BoHM mpaioioTh NUISXOM
NOTepeIHbOT 0OpOOKH BaIloro BUKOHABYOTO (pailily Ta BCTaBJICHHS CIELiaJbHOTO
BCTYIHOTO Ta 3aKJIIOYHOTO KOy B KOXHY (pyHKIir0. BeTymHMid Ta 3aKIIOYHHN KOX
BUKJIMKae 010/110TeKy mpodailmiHry, sKa, B CBOIO 4Yepry, MepeBipsie CTEK BUKIMKIB
IIporpaMM Ta 3aMKCy€ Pi3HI MOAPOOUII, BKIIOYAIOUN Te, sKa OaTbKiBChbKa (YHKITIS
BUKJIWKaIa (PYHKIIIO, IO PO3MVISIAETHCSA, Ta CKUIBKK pa3iB 1€l OaThbKiBCHKUM
KOMIIOHEHT BUKIWKaB naovipHiil. Lleit Tunm mnpodaitnepa moxke HaBITH OyTH
HaJalITOBAaHU HAa MOHITOPUHI KO>KHOTO PSAKa KOy B Balliil IEpBUHHINA Iporpami,
10 JJa€ oMY 3MOTY MOBIJIOMJISITH, CKUTBKY Yacy 3aiiMae BUKOHAHHS KOXKHOTO PsI/IKa.

VY BeIMKUX MPOEKTAX SIKI PO3POONISIOTECS 0aroTbMa po3pOOHUKAMH KPUTHYHO
BOKJIMBUM CTa€ HAMHUCAHHS YChOTO KOJYy B OJHOMY CTWIl. Y Wik 3amadl Ham
JoTIOMararoTh pi3Hi JiHTepu Ta (opmartepu. Hampuknan y mictunry 1.1 momaHo
KoHirypariito g clang-format, sskuiit BAKOPHUCTOBYETHCS Y HAIIOMY TIPOEKTI.

Jlictunr 1.1 — kondirypariis clang-format y npoekri

Language: Cpp
BasedOnStyle: LLVM

IndentWidth: 2
ContinuationIndentWidth: 2
AlignAfterOpenBracket: false
UseTab: Never

AlignOperands: true
BreakBeforeBraces: Attach

AccessModifierOffset: -2
IndentAccessModifiers: false

AllowShortFunctionsOnASinglelLine: None
AllowShortIfStatementsOnASinglelLine: Never
AllowShortBlocksOnASinglelLine: Never

PointerAlignment: Left

BinPackArguments: false
ColumnLimit: ©
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Otxe, B po3auii OyJio MPOBEICHO aHalli3 MpeAMETHOT 00J1acTi po3poOKHU irop,
30KpeMa PO3TJISHYTO pPI3HI apXITEKTypHI MiAXOoau Ta ixHI ocobiuBocTti. Bubip
apXITEKTypHOTO TIAXOAYy BH3HAUa€e He Juile e(QeKTHBHICTb pPO3pOOKH, ane U
MPOJYKTUBHICTh KIHIIEBOTO TMPOAYKTy. BakiMBO opraHizyBaTH JlaHi Tak, I100
3a0e3neuntr epeKTUBHY 00pOOKY BEeMKOI KUTBbKOCTI iHGopMmartii. [le Bkatouae B cede
KeII-JIOKATbHICTh Ta ONTHUMI3AIlI0 BUKOPUCTAHHS pPECcypciB Mpolecopa 1 mam’sTi.
Bukopucranus yHIKaJIbHMX 1IeHTH(DIKATOPIB I 00 €KTIB JO3BOJISE JIETKO
B3a€MOJISTH 3 HUMHU Ta BUKOHYBaTH JUHaAMIuHI omnepaiii. BaxxnuBy poiss y po3poOiii
irop BITITparOTh 1HCTPYMEHTAJbHI 3aco0M, Takl SK I1HTErPOBaHI CEpeIOBHINA
po3pobku (IDE), Habopu 3aco0iB po3pobku (SDK), Ta iHIIi porpaMHi iHCTPYMEHTH,

110 MIATPUMYIOTh BECh KUTTEBUN LUKI PO3POOKHU TPHU.
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PO31JI 2
APXITEKTYPHI IIAXOJU 10 ITPOBOI PO3POBKHN

2.1. lapaagurmMu po3poOKu irpoBUX 10JaTKiB

Bubip KOHKpeTHOI apXiTEeKTypH 3ajekaTUMe BiJ BIANOBIAI Ha Iy HU3KY
NUTaHb Ta TOTPEO PO3POOHHUKIB!

- K MO’KHa IITBUJIKO BIPOBAKYBaTH HOBY (DYHKIIIOHAIBHICTh 1 HACKUIBKH
3py4YHO HiATPUMYBATH KOJI B 00paHii apXiTeKTypi;

- SK apXiTEeKTypa J1a€ 3MOTry e(pEeKTUBHO PO3MOAUIATH OOOB’S3KH cepel
PO3pOOHUKIB Y KOMaH/1;

- OLIIHKU TOTO, HACKUIBKH JIETKO apXITEKTypa MOKE aJanTyBaTUCS A0 3MiH
Ta PO3IIMPIOBATHUCS B pa3i MOTpeOH;

- MaciTabyBaHHs 32 00CSToM TpaBiliB 200 00’ €KTIB: aHaJ3 MOXKJIMBOCTEH
apXITEKTypH JIsl Oe3MepepBHOL Ta CTa01ILHOT POOOTH I'PU MPHU 3POCTAHHI AKTUBHOCTI
I'PABIIIB Y 00’ €KTIB,

- po3msiAy crnenu@iyHuX moTped T'pyu Ta BU3HAUCHHS, sIKa apXIiTEKTypa
Kpallle BIAMOBIJA€ IIUM BUMOTaM,

- NEpPEBIPKA TOr0, HACKUIbKKA OOpaHa apXIiTEKTypa JIErKO IHTETPYETHCS 3

BUKOPUCTOBYBAaHUMHU PO3POOHUKAMU THCTPYMEHTAMU T4 MOBaMHU MTPOTpaMyBaHHS;

aHai3y MOXJIMBOCTEH apXIiTeKTypd 3 TOYKHA 30py ONTHUMI3aIli
BUKOPUCTAHHS MMaM’ STl Ta 00UHUCIIIOBAILHUX PECYPCIB.

- OLIIHKKA TOr0, SIK apXITeKTypa BIUIMBAE HA MPOAYKTUBHICTH TPU B
peanbHOMY 4Yaci Ta piBHs 3aTPUMOK;

— BUKOPDHUCTAHHS  3arajbHOBU3HAHMX MAaTepHIB g  3a0e3lneueHHs
apXITEKTYPHOI SIKOCTI Ta 3pYyYHOCT1 pO3pPOOKH;

- BU3HAYEHHS ONTHMAJIbHOIO OalaHCy MDK THYUYKICTIO PO3pOOKH Ta
€(EKTUBHICTIO T'PH.

O6’extHO-0pieHTOBaHe mporpamyBanHs (OOII) Bxe Oarato pokiB €
CTaHJAPTHUM IMJIXOJIOM JO PO3pOOKH TEPEeBaXHOI OIIBIIOCTI 0AaTKiB. BoHO

BiloOpakae CBIT 4Yepe3 Mojeli, SKI MICTATh cTaH (aTpubyTtu abo TMojs) Ta
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MOBEJIIHKY (MeToau abo (yHKIiT) 00’ ekTiB. Lle mopedHo i MOJeTIOBaHHS PeabHUX
CYTHOCTEH Ta CHpHUSIE JIETKOCT1 pO3YMIHHSA, TECTYBaHHS Ta MIATPUMKHU KOMY.

B OOII xoxxeH 00’€KT BOJOJI€ CBOIM BJIACHHM CTaHOM 1 ITOBEIIHKOIO,
1HKANCyJIh0BaHUMHU B Mexkax kiacy. Lle mae 3Mory cTBoproBaTu iepapxii KjiaciB 3a
JOTIOMOTOI0  HACIIyBaHHS, IO CHPHUAE€ TIOBTOPHOMY BHKOPHUCTAHHIO KOIy 1
noximMopdizmy [18].

[Ipore tpaautiitne OOIl mMoxe OyTu MeHII e€pEeKTUBHUM Yy BHUMAAKaX, KOJIU
noTpiOHA BUCOKA MPOTYKTUBHICTH a00 nmapasenbHe BukoHanHs. 3a3suuait OOII Hanae
OinbIIe abcTparyBaHHs Ta MOJYJIBHOCTI, ajie 1€ MOXe BIUTMHYTH Ha MPOYKTUBHICTD
POrpaMH.

JUist IrpoBHX JOJATKIB OAHIEID 3 aIbTEPHATUB YacTO CTA€ IMPOEKTYBaHHS,
cnpsimoBane Ha jaaHi (DOD). BoHo 30cepemky€eThes Ha onTUMI3aIlii 00poOKH TaHUX
JUJISL TOCSATHEHHSI KPallloi MPOyKTUBHOCTI Ta BIJILISE NaH1 Bij JIOTIKH, HAMararouuch
MaKCUMI3yBaTH €(EKTHBHICTh KEUIyBaHHS Ta HapajielbHOI 0OpOOKU. Y KOHTEKCTI
PO3pOOKH Irop 4acTo 3acTOCOBYIOTH apxiTekTypy Entity-Component-System (ECS), B
AKIA J1aHl OpraHi30BaHl B BUTJISI KOMIIOHEHTIB, sIKi 00OpoOJisaoThCs cucteMamu. Lle
CIpHsi€ TOKPAIICHHIO KeITyBaHHS, OCKUIBKH JaH1 30epiratoThCs MOCIiJOBHO B IaM ST,
1 CHpollye mnapajiejibHe BUKOHAHHS, OCKUIBKM CHUCTEMH MOXKYTh OOpOOJISITH JaHi
He3aJexkHo [16].

[Tpore ECS Moke OyTu MEHII IHTYITUBHUM JIJIs1 PO3YMIHHS Ta BUMarae OubIie
yBaru 70 oprasizauii ganux. L{el miaxiJg 4acTo BUKOPUCTOBYETHCS Y BUMOTIIMBUX 10
MPOIYKTUBHOCTI JIOAATKaX, TAKUX K IrpoBl pymnii abo mporpamMu s OOpOOKH

BEJIMKUX OOCHATIB JIaHUX.

2.2. Peanizauis apxitekrypu Entity-Component-System
[Mpu peamizanii Entity-Component-System mocrae nuTtanHs, e 30epiratu
KOMIIOHEHTH. HeBnanuii BapiaHT: KOXKHAa CYTHICTh 30epirae CBOi KOMIIOHEHTH

CaMOCTIIHO, SIK MOKa3aHo Ha puc. 2.1:
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(©) Entity

o components: Component(]

e addComponent{component: Component)
e removeComponenticomponent: Component)
e getComponentitype: ComponentType): Component

¥ contains
1

© Component
type: ComponentType

e getType(): ComponentType

Pucynox 2.1 — Iloranuit BapianT peanizaiiii ECS

Taxmit miaxig mo ECS mae neski HeOJiKH, 0COONMHMBO MO0 €hEKTHBHOCTI
BUKOPHCTaHHS Kelny npoiiecopa [5]:

- MOCJIIIOBHUN JTOCTYM J0 AaHUX. Y LbOMY MIJXO/I1 IaHl IPO CYTHOCTI Ta
iX KOMIIOHEHTH 30epIiraroThCsi pa3oM, TOMY MHpH 0OpoOlli CYTHOCTEH iTeparlisi 1o
KOMIIOHEHTaM B1JI0YBA€ThCs BIIHOCHO CyTHOCTEH. Lle Moxe mpu3BecTu 10 po3pHUBY
KeIy MpoIiecopa, OCKUIBKH JOCTYI 10 AaHUX OyJe He MOCIiJOBHHUM, IO 3MEHIIYE
e(deKTUBHICTh POOOTH MPOIIECOpa;

— HEONTHUMAIbHE BHKOPUCTAHHS KEII-TIaM ATi. SIKII0 KOMIIOHEHTH
pO3TaIlloBaHl B Mam’sTI JAJEKO OJWH BiJl OJHOTO, 1€ MOE MPU3BECTH JO BEJIHUKOI
KUJIBKOCTI MPOMaxiB Kellly, KOJIM IPOLEecop HaMaraeTbCsa OTPUMATH AOCTYI J0 JaHUX.
[le BinOyBaeThcs uepe3 Te, 10 PO3TAlTyBaHHS JaHWUX B MaM ST HE BPaXOBYETHCS B
ONTHUMI3alli Kelly;

- HACJIyBaHHS Ta BEJIMKA KUIbKICTh KiaciB. [Ipu 3011b1I€HH] YKClia TUITIB
CYTHOCTEW Ta KOMIIOHEHTIB MOX€ 30UIBIIUTHUCS 1 KUIBKICTh KJIaciB B cuctemi. Lle
NPU3BOJUTH A0 OLIBIIOI CKJIAJHOCTI YMPAaBIIHHS KOJOM Ta 30UIbLIEHHS Yacy
po3pobku [12].

[Tizxia 3 BAKOPUCTAHHSAM TTYJIIB KOMITIOHEHTIB € OUIbII €)EKTUBHUM CITIOCOOOM

opramizaiii qanux y ECS-cucremi. 3amicTh TOTO0, 100 KOXHA CYTHICTh MICTHJIAa MACHB
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KOMIIOHEHTIB, Y IIbOMY IiJIXO/1 KOXXE€H TUI KOMIIOHEHTIB 30€pIiracTbCsi B OKPEMOMY
nym ganux. [lepeBaraMu Takoro mijixony €:

- MOKpalleHa JIOKaJbHICTh  JaHUX. KOMIIOHEHTH OJHOTO  THILY
30epiraroThCs pa3oM B TlaM ATi, 0 CIIPHUSIE TTOKPAIICHHIO JIOKAJILHOCTI AaHuX. L{e nae
3MOTy 3MEHIUIUTH KUJTBKICTh KEII-MPOMaxiB Ta MOJIETIIye poOOTy 3 KeIlleM IMpoliecopa,

- KOHTpOJIb mam’sTi. [lynn KOMIIOHEHTIB MOXYTh €(EKTUBHO KepyBaTu
1aM’SITTIO, IO3BOJISIOYN JUHAMIYHO BUILISATH Ta 3BUIBHSATH IaM’STh JJIsI KOMIIOHCHTIB.
[le nae 3MOry YHUKHYTH 3aliBOr0 BUKOPUCTAHHS IaM’STi Ta ONTUMI3yBaTH MOTO;

- MPOCTOTA 1 MBUAKICTh AOCTYITY. JIOCTYI 10 KOMIIOHEHTIB 3/IIMCHIOETHCS
yepe3 1HAEKCalllo B MyJl JaHMX, 110 3a0e3nedye MBUAKUN Ta MPOCTUH JOCTYN A0
HEOOX1IHUX JaHUX,

- MEHIIa KUTbKICTh KJIaciB. 3a paXyHOK BUKOPUCTAHHS IyJ1iB KOMIIOHEHTIB
MO>KHA YHUKHYTH CTBOPCHHSI BEJIUKOI KIJTBKOCTI KJIaCiB I KOYKHOTO THITY CyTHOCTEH
Ta KOMITOHEHTIB. [le 3MeHIIye ckiaaHiCcTh cucTtemMHu [5].

Ha pucynky 2.2 HaBeAeHO, SK IyJM KOMIIOHEHTIB IHTErPYIOTbCS Y IIIO

apXITEKTYpy

© Woarld
o entities: vector<Entity=
o components: map<ComponentType, IComponentPool=

e createEntity(): Entity
e attachComponent{entity: Entity, component: Component): Components.
e getComponent{entity: Entity): Componenté

[y ]

© ComponentPool

o components: vector<T=

e attachComponentientity: Entity, component: T): T&

® IComponentPool

Pucynok 2.2 — [lyn1 KOMIOHEHTIB Ta CBIT
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Kon nns myny KOMIIOHEHTIB, peaiizoBaHoro Moot C++, mokazaHo B

Jictunry 2.1.

Jlictunr 2.1 — Kox iMmemMeHTanii mynry KOMIOHEHTIB MOoBOwO C++

template <typename Component>
class ComponentPool final : public IComponentPool {
public:
Component& attachComponent(const Entity& entity, Component& component) noexcept {
size_t index = m_components.size();
m_components.push_back(component);

m_entityTolndex.insert(std::make_pair(entity, index));
m_indexToEntity.insert(std::make_pair(index, entity));

return component;

}

void destroyEntity(Entity entity) override {
if (m_entityTolndex.count(entity) == 0)
return;

size_t index = m_entityTolndex[entity];

m_components.erase(m_components.begin() + index);
m_entityTolndex.erase(m_entityTolndex.find(entity));
m_indexToEntity.erase(m_indexToEntity.find(index));

}

bool hasEntity(Entity entity) override {
return m_entityTolndex.count(entity);

}

Component& getByEntity(Entity entity) {
if (!m_entityTolndex.count(entity))
throw std::invalid_argument("ComponentPool doesn’t have an entity");

return m_components[m_entityTolndex[entity]];

}

private:
std::vector<Component> m_components;
std::map<Entity, size_t> m_entityTolndex;
std::map<size_t, Entity> m_indexToEntity;

¥
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CucreMr MOXYTh OTPUMATH JIOCTYIN JIO0 CYTHOCTEH/KOMIIOHEHTIB 4epe3 Kiac
World (irpoBuii cBiT). 3a3BMuYaii CHCTEMH TMpAlIOOTh 3 IEBHUM HaOOpOM
KOMITOHEHTIB, Halipukiaa cucrema Movement mparroBasa 6 3 kommonenTamu Position
ta Velocity. /lns Toro, mo6 1e OyJa0 MOXIHBO, HaM IOTPIOCH JESIKHl MEXaHI3M
dimpTpariii cyTHOCTEH 3a ix kommoHeHTamMu. OIUH 3 MAXOIB — II€ MEXaHI3M 3aIUTIB
1o cBity [6].

B ECS cyTHOCTI cKJIajaloThCsl 3 KOMIIOHEHTIB, SIKI BU3HAYAIOTh X BJIACTUBOCTI
abo XxapakTepucTHKU. MexaHi3M 3amuTIB JI03BOJISIE BUOMpPATH CYTHOCTI, SKi
BIJIMOBIAIOTh TIEBHUM KPUTEPISIM.

Y ECS mexaHi3M 3amuTiB 3a3BUYail peaizyeTbCs Yepe3 CUCTEMU 3aIuTiB a0o
¢upTpu. L1 cucremu abo (uIBTpU aHANMI3YIOTh CYTHOCTI Ta iX KOMIIOHEHTH Ta
B1JIOMPAIOTH Ti, SIK1 BI/IMOBIIAIOTH 3aaHUM yMoBaM. Harnpukiaz, skiio Bu maete ECS
3 komnoHeHTamu «llozutisy, «IlIBuakicTe» Ta «Tum», BU MOXKETE CTBOPUTH 3aIluT,
o0 BUOpaTH BCl CyTHOCTI 3 KOMHOHEHTOM «Tumy», sikuil nopiBHioe «Bopor», Ta
BUKOPHUCTATH iX JJIsi OOpOOKHM BIJAMOBIAHO JIO JIOTIKKM Bamioi rpu abo Mporpamm.

Puc. 2.3 1eMOHCTpY€ SIK CUCTEMH B3a€EMO/IIIOTH 31 CBITOM

©SpecificSystem

Queries .®/System

@ World

| o entities: vector< Entity>
o components: map<ComponentType, IComponentPool>

e Query<Ts>(): Query

Pucynox 2.3 — B3aemosist cucteMu 31 CBITOM



Jlictuar 2.2 AEMOHCTpPYE MOXKIJIMBY peaji3alliio

irpoBuii cBIT B Mexxax ECS-apxiTektypu.

Jlictunr 2.2 — Knac cBity Ha C++:

class World {
public:
Entity createEntity() {
Entity newEntity;

if (m_availablelds.empty()) {
newEntity = m_lastEntity++;

}else {

newEntity = m_availablelds.back();
m_availablelds.pop_back();

}

m_entities.push_back(newEntity);

return newEntity;

}

template <typename Component>

KJ1acy,

Component& attachComponent(Entity entity, Component component) {

const char* type = typeid(Component).name();

if (!m_components.count(type))
m_components.insert(std::make_pair(type,

std::make_shared<ComponentPool<Component>>()));

return

23

IO OIIMCYBAaTUMC

std::static_pointer_cast<ComponentPool<Component>>(m_components[type])->attachComponent(

entity, component);

}

template <typename Component>
bool hasComponent(Entity entity) {

const char* type = typeid(Component).name();

if (!m_components.count(type))
return false;

return m_components[type]->hasEntity(entity);

¥

template <typename Component>
Component& getComponent(Entity entity) {

const char* type = typeid(Component).name();

if (!m_components.count(type))

throw std::invalid_argument("ComponentPool doesn’t have an entity");
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return
std::static_pointer_cast<ComponentPool<Component>>(m_components[type])->getByEntity(entity
);
¥

template <typename Func>
void forEach(Func function) {
for (const auto& entity : m_entities)
function(entity);
¥

template <typename... Components, typename Func>
void forEach(Func function) {
for (const auto& entity : m_entities)
if ((m_components[typeid(Components).name()]->hasEntity(entity) && ...))
function(entity,

std::static_pointer_cast<ComponentPool<Components>>(m_components[typeid(Components).nam
e()])->getByEntity(entity)...);

}

template <typename... Components, typename Func>
void forEachWith(Func function) {
for (const auto& entity : m_entities)
if ((m_components[typeid(Components).name()]->hasEntity(entity) && ...))
function(std::static_pointer_cast<ComponentPool<Components>>(m_components[typeid(Co
mponents).name()])->getByEntity(entity)...);

void addSystem(std::unique_ptr<ISystem> system) {
m_systems.push_back(std::move(system));

}

void update() {
for (auto& system : m_systems)
system->update(*this);

}

private:
std::vector<Entity> m_entities;
std::vector<Entity> m_availablelds;
Entity m_lastEntity;

std::map<const char*, std::shared_ptr<IComponentPool>> m_components;
std::vector<std::unique_ptr<ISystem>> m_systems;

}

[Ipukinazg Toro, ik MO>Ke BUTJISAATH apXITEKTypa IrPOBOi CUCTEMH, HABEAEHO Ha

puc. 2.4,
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© FollowingSystem © MovementSystem © PlayerControlSystem
Enem
o Filter<Target, Position, Velocity> entities o Filter<Position, Velocity= entities o Filter<Player, Velocity> entities © i
e Follow(): void e Move(): void o ControlPlayer(): void

Manages Manages Manages . Manages Manages Manages Manages

Position velocity! — Y

© Target © © 4 ©Player
e o x: float o dx: float
= KT i oy: float o dy: float

Pucynok 2.4 — Jliarpama KJjaciB, sika Bi0Opa)ka€ CUCTEMH 1 KOMIIOHEHTH B ITPOBOMY

JOAaTKy

Sk MokHA TOOAYUTH 3 LI€T J1arpaMu, HE BC1 KOMIOHEHTH MTOBUHHI HECTH Y cO01
AKych 1H(opmMalio. [HOI BUKOPUCTOBYETHCS TaKOX CIEHiaIbHI KOMITOHEHTH-
«MapKepw», fAKI HeCyTh IH(QOpMALII0 CBOEI MPUCYTHICTIO a00 BIACYTHICTIO.
Hampuknaz, sk moka3aHo Ha Jiarpami, Taki KOMIIOHEHTH MOXHa BHKOPHUCTOBYBATH
s ineHTudikaiii cytHocreit. Taki Mmapkepu HazuBaroThes «Entity Tagsy.

Bukopucranns takux wmapkepiB (Unity DOTS) moke BuTIsgaté Tak, SK
nokaszaHo B JiicThHTY 2.3 [6].

Jlictunr 2.3 — BukopucTtanHS KOMIIOHEHTIB-MapKepiB

foreach (var moveable in SystemAPI.Query<RefRW<MoveableComponent>>()
\WithAll<PlayerComponent>()) {
moveable.ValueRW.Velocity = input;

Tyr mum BukoHyemo 3anutr Ha kommoneHtH MoveableComponent i 3a
noromororo WithAll() Bkasyemo, mo Ham NOTpiOHI TIABKHU Ti, CyTHOCTI SIKUX MArOTh

xommoneHt PlayerComponent [9].

2.3. 3aBaHTa:KeHHs pecypciB 10 rpu Ta Asset Pipeline
Asset Pipeline mpusHauenwii ayis onTuMizailii Ta BIOCKOHAJIICHHS TMPOIECY
KEepYBaHHsI Ta 3aBaHTAXXEHHS pecypciB y Bamomy npoekTi. Llelr momynp 3abe3neuye

edeKTUBHY 00pOOKy Ta ONTUMI3aIliI0 IpadiuHNX, 3BYKOBHX Ta 1HIIHUX TUIIB PECYPCIB.
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[Tix gac po3poOku irop HeoOpoOJIeHI pecypcH, Taki sk rpadika, ayaio Ta 1HII
MYJIbTAMEIIMHI €JeMEHTH, 4YacTO CIOYaTKy HEe ONTHUMI30BaHi g €(hEeKTUBHOIO
BUKOpHcTaHHA. L1 pecypcu MOXKyTh HAIXOIUTH Y (hopMaTax i3 BUCOKOIO PO3ILTHHOIO
3MaTHICTIO, IO MOXKE BIUIMHYTH Ha MPOJYKTHUBHICTH T'pH, 30UIBIIMTH dYac
3aBaHTAXEHHS Ta 3aiiMaTy HEMOTPIOHUI IPOCTIp ISt 30epiraHHs.

Monyns Asset Pipeline Bupimrye 1m0 mpo06iieMy, CIIyTYIO4H KATTEBO BAKIMBUM
MIPOMIKHHUM KPOKOM Y Tpoiieci po3poOku. Bin 6epe HeoOpoOseHi, HeONTUMI30BaHi
pecypcu Ta MEepeTBOpIO€ iX y ¢opMar, MpUAaTHUA I Oe370TraHHOI 1HTerparlii Ta
ONTUMAJIbHOI TPOAYKTUBHOCTI B TIpl. 3araJbHUl XiJ] BUKOHAHHS oOIepaiin
IPOJAEMOHCTPOBAHO Ha pHC. 2.5.

3a momomoror Asset Pipeline rpi He moTpiOHO 3HATH SK 3aBaHTaXyBaTH
JICCSTKH pi3HUX (popMaTiB 300paxeHb, Tak sk Asset Pipeline nepesee yci 300pakeHHs
y equHuiA (opmMat. 3a paXyHOK IIbOTO, TAKOX CTAa€ MOXKJIMBUM 30€peraHHsl yChOTO
MIPOCKTY B OJAHOMY PEIMO3UTOpii: Temep AW3allHepH MOXKYTh IMIIOPTYBAaTH y TPY

pecypcu y Takux dopmatax sk .psd 1 11e He MPU3BHJIEC HE JI0 AKUX CKIATHOCTEH.

Asset Pipeline

IMiopT

‘ Obpobka i onTMIzaUIs ‘

FreHepauia BaHgnie ‘

‘ IHTerpauis e rpy ‘

Pucynok 2.5 — Xix po6otu Asset Pipeline
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Omxe, B Hamomy Bunaaky Asset Pipeline Oymno pospobneno na C++. Bin
CKJIQJAETHCS 3 TPHOX MOJIYIIB:

- Asset Bundler — e moBHOIIIHHA KOHCOJIbHA MPOTpaMa, SKa JO3BOJISE
KOMIITIOBATH PECypCH;

— Asset Manager — mie 6i6mioTeka, 3a JOIOMOIOIO SKOI CTa€ MOKIHBUM
3arpy»aTHi pecypcH /10 MPOrpaMH;

- Pipes — 1ie Habip ki1aciB 11t 00pOOKH ITEBHUX THITIB PECYPCIB.

Bix Asset Pipeline Bumaraerbcs MaTH MOMKJIHBICTh THYYKO KEpyBaTH
pecypcaMu, MpU I[HOMY TakK, OO0 BOHW 3aiMajM SKOMOTa MEHINE Tam’sTi, ¥
3aBaHTAXYBAJIMCh J0 NIOAATKy sKomora mBumme. [lpu 11boMy 1HOAI BHHHKAIOTH
cneru(ivHl BUTIAJKU, KOJIU, HAIPUKIa, Tpeda 3poOUTH MEeBHY MONepeIHI0 00poOKyY
pecypciB. Jleski pecypcy MOBUHHI T€HEPYBATHUCS 3 IHIIUX, HAMPUKIAA HICHIEpU YU
MIEBHI CKPHUIITH MOXYTh OYyTH CKOMIIJIbOBaHI. Po3po0ieHuil KOHBEEp aKTHBIB Ja€
3MOTy BCE II€ HAJIAIITOBYBATH uepe3 (pailiii koHpiryparriii.

Hamnpuknan, y mictunry 2.3 moka3aHo KOH(IrypaumiiHuil aiin, sxuil Oyzae
3amyckaTtu nooynoBy Ul, a motim 30upaTtu pe3yibTaTtu B OaH/I.

Jlictunr 2.3 — xoudirypariitauii daitn ans Asset Pipeline

preprocessing:
execute: "pnpm i && pnpm build"

exports:
- path: "(dist).*"
pipe: default

[Ipuknazn opranizaiiii pecypciB MOXKHA TOOAYUTH HA PUCYHKY 2.6

&= data
@

=

@ main

W art

B? configs

U
export-config

BE rescurces

Pucynox 2.6 — IlouaTkoBi pecypcu Jyist 1BOX OaH/IJIIB



28
[Tpuxnan 3amycky asset-bundler 3 IDE micis 30ipku moka3aHo Ha PUCYHKY 2.7.

PS C:\Users\MNeutrinoZh\dev\cpp\dreich\build\wind\core\asset-pipeline\asset-bundler\Debug> ."C:/Users/N
eutrinozh/dev/cpp/dreich/build/wind/core/asset-pipeline/asset-bundler/Debug/wind-asset-bundler.exe"
Asset-Bundler Tool. Version: @.3a.

Is part of the Wind project.

Distributed under the terms of the MIT License.

Usage:
wind-asset-bundler [OPTION...]

-h, --help Print usage
-b, --build arg Build directory

Pucynok 2.7 — 3amyck asset-bundler y repminani
Jns Toro, mo6 aBTOMAaTHU3yBaTH Iporiec 301pKU pecypciB, OyI0 po3poOIIeHO
CMake-¢dynkmiro (mictuar 2.4), ska Bukiukae asset-bundler xoskaoro pasy, xoym
3aMyCKaeThCs 301pKa MPOEKTY.

Jlictunr 2.4 — CMake ¢yHkist 11t 30ipKu MPOEKTY 1 BCIX 3aJICKHUX OaHITiB

pecypciB

function(add_wind_game TARGET_NAME BUNDLE_LIST)
add_executable(${TARGET_NAME} ${ARGN})

set(BUNDLES_TARGETS ")
foreach(BUNDLE ${BUNDLE_LIST})
set(BUDNLE_NAME ${TARGET_NAME} ${BUNDLE} bundle)

add_custom_target(
${BUDNLE_NAME} ALL
COMMAND wind-asset-bundler -b ${BUNDLE}
WORKING_DIRECTORY ${CMAKE_CURRENT_SOURCE_DIR}/data/
COMMENT "Build bundle: ${BUNDLE}"

)

listtAPPEND BUNDLES_TARGETS ${BUDNLE_NAME})
endforeach()

add_custom_target(${TARGET_NAME} bundles ALL DEPENDS ${BUNDLES TARGETS})

add_custom_command(TARGET ${TARGET_NAME} bundles POST_BUILD
COMMAND ${CMAKE_COMMAND} -E copy_directory
"${CMAKE_CURRENT_SOURCE_DIR}/res"
"$<TARGET_FILE_DIR:${TARGET_NAME}>/res"

)

target_link_libraries(${TARGET_NAME} PRIVATE wind-core)
add_dependencies(3{ TARGET_NAME} ${TARGET_NAME} bundles)
endfunction()
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Takosx asset-bundler 0ys Bnposamkenuii y Ham CI/CD nporec, ae BiH OKpeMo
30Upa€ThCs 1 MOTIM BUKOPUCTOBYETHCS ISl 30IpKH YCIX PECcypciB y KOXKHOMY

HiAMPOEKTI, 10 MPOJEMOHCTPOBAHO Ha puc. 2.8.

(M Summary

Search logs

Jobs

@ Linting Ubuntu v @ Engine

@ Testing: MacOS
& Build: Windows
@ Build: Ubuntu

@ Build: MacOS

Run details
o} Usage

9 Workflow file

Pucynok 2.8 — Jloru asset-bundler 3 Cl na GitHub Actions

VY pesyabrati podotu asset-bundler mu orpuMyeMo yrnakoBaHi i ONTHMi30BaHi
pecypcu. Koxken Oanymn mae cpiii Table of Content (tabnwimro KOHTeHTa) y sKiH
3armcano id pecypca, sike TEHEPYEThCSA SK Xl iMeHi, Ta 3MIIICHHS y OaiTax 10

MOYaTKy pecypca BiIHOCHO MOYaTKy ¢aiiy.

2.4. Peanizania ckinuennoro asromara B ECS

Bukopucranus ckindenHoro aBtomata (StateMachine) B apxitektypi ECS nae
3MOTry e(DeKTHBHO KEPyBaTH CKJIQIHUMH ITOBEIHKAMHU CYTHOCTEH IUIIXOM PO3ILICHHS
ix Ha okpeMmi ctanu. lle momomarae miATPUMYBAaTH KOJ YUCTUM 1 MOJYJIBHHM,
3a0e3Meyyroun JIerKe J0JaBaHHsA HOBMX cTaHiB 1 moBeninok [13]. Peamizarmis
StateMachine y ECS Ttpoxu Biipi3HS€TbCSA BiJ KJIaCHYHOI, IO BiJIOOpaXKCHO Ha

puc. 2.9. To6to Tpeba peanizyBaTu HOTO y MEKax CUCTEM Ta KOMIIOHEHTIB.
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Systems)

© stateUpdateSystem|  |(€)Behaviorsystem

|o Update(): vmd o Update() void
/
Components\ \ / \
4
(©) Transttioncomponent @StateComponent © BehavlorComponent
| o transitions: Map<string, string> o currentState: string | = behaviors: Map<string, function(Entity&)>

Pucynok 2.9 — Peanizariis ckinuenHoro apromarta B ECS

BI/IKOpI/ICTaHHH HOI[i6HOF0 MOJKC BUITIAJAaTH TAK, K IIOKa3aHO B JIiCTI/IHFy 2.5.

Jlictunr 2.5 — BUKOpUCTaHHS CKIHYEHHOTO aBTOMATa JUIsl YIIPABJIIHHS CTaHAMU

Entity enemy;

enemy.AddComponent<StateComponent>({"Idle"});
enemy.AddComponent<TransitionComponent>({
{"ldle", "Patrol" },
{ "Patrol", "Chase" },
{ "Chase", "Attack" }

H

enemy.AddComponent<BehaviorComponent>({
{ "Idle", [J(Entity& entity) { /* norika 6e3misuibHOCTI */ } },
{ "Patrol", [J(Entity& entity) { /* norika narpymaroBauus */ } },
{ "Chase", [[(Entity& entity) { /* norika nepecninyBauus */ } },
{ "Attack", [J(Entity& entity) { /* norika araku */ } }

H

2.5. Peanizauist ma6aony Command y ECS

[Mla6non Komanna (Command) € moTykKHUM iHCTPYMEHTOM JJIs peai3ariii i,
K1 MOXXYTh OyTH 30epekeHi, ckacoBaHi, a00 moBTopeHi. BiH 0co0IuBO KOpUCHHMIA B
IrpoBiid po3poOul 1j1si 0OpoOKM BBEIEHHS KOpUCTyBaya ad0 IHIIMX MOJIA, TAKUX SIK
aTaky, MepeMillleHHs a0o BUKOpUCTaHHS npeametiB. B apxitektypi ECS mabnon
Komanna MoHa BUKOPHUCTOBYBATHU JIJIsi PO3MEKYBAHHS JIOTIKHU JIi BiJ CYyTHOCTEH Ta
CUCTEM, 1110 TMOJIETUIY€E YHPABIIHHS CKJIAAHUMH B3aeMoisiMu. [liarpama kiaciB Ha

puc. 2.10 nemoHCTpyE peamnizarito mabdmony «Komanga» y ECS apxiTektypi.
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Commands\

(®) command

o Execute(Entity&): void

/ Systems

(© Movecommand (©) Attackcommand (© commandsystem
o direction: Vector2 - - .
o Execute(Entity&): void B E e » Update(): vold
\
Compon#ts \
! ¥

©PositionComponent @ CommandComponent

o x:int :

oy int o commandQueue: queue<Command>

Pucynoxk 2.10 — [llabnon Komanza B apxitektypi ECS

[Tpuxmnan Bukopuctanus mabdaony Komanaa B Ko/i HaBeeHO B JTICTHHTY 2.6.

Jlictunr 2.6 — Bukopucranus mat6inony Komanma B ECS-apxitextypi

Entity player;
player.AddComponent<CommandComponent>();

Il NojaBaHHs: KOMaH/IH MIEPEMILIICHHS

Vector2 direction = {1, 0}; // Hanpuksia, nepeMillieHHs BITPaBO

auto moveCommand = std::make_shared<MoveCommand>(direction);
player.GetComponent<CommandComponent>().commandQueue.push(moveCommand);

/I TomaBanHs KOMaHIH aTaKy
auto attackCommand = std::make_shared<AttackCommand>();
player.GetComponent<CommandComponent>().commandQueue.push(attackCommand);

OTtxe, npu posrisani ECS BaxxiamBo BpaxoByBaTy HOTO NIEpeBard Ta HEOMIKU y
nopiBHsHHI 3 MVC, BpaxoByro4n po3Mip MPOEKTY, WOTO CKIATHICTh Ta MOTpeOH B
rHyuykocTi Ta mBuakoxaii. ECS mae mepeBary y macmraboBaHOCTI Ta THYYKOCTI,
0COOJIUBO JIJIsl TEUMJIEBY, A€ ICHY€ MOTpeda y JUHAMIYHOMY JI0JlaBaHH1 Ta BUJAJICHHI
o0’extiB. Takoxx ECS monermye BHeceHHsS 3MiIH Ta JI0JaBaHHSI HOBOI
byHKIIOHATBFHOCTI 0€3 CephO3HMX BIUIMBIB HA PEIITY CUCTEMHU 1 JJa€ 3MOTY JIETKO
MPUCTOCOBYBATHU TPy JI0 PI3HUX CILIEHAPIiB Ta BUMOT. Y pe3yibTaTi Oyiia peanizoBaHa
ECS-6i6mioTeka, sika Haja€ MOXIIMBICTH CTBOPIOBATH €(DEKTUBHI JlaTa-OpI€EHTOBAHI

3aCTOCYHKH, a Takox Asset-pipeline mis edekTHBHOTO KepyBaHHS pecypcaMu.
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PO3JI1J1 3
MHHOPIBHAHHA ITPOBUX APXITEKTYP

ApXIiTeKTypa BiJIITpae KIIOUOBY POJIb Y po3p00IIi irop, OCKUIBKH BOHA BU3HAYAE
OCHOBHY CTPYKTYpy Ta Oprasizaifito rpu. AHajli3 BUMOT JI0 ITPOBUX apXITEKTyp €
KPUTUYHUM €TarloM y BU3HAYEHHI ONITUMAJIBHOTO PIICHHS 7151 €pEKTUBHOI PO3POOKH
Ta MacmTaboBaHocTi. 3a0e3meueHHS  BIAMOBIIHOCTI  00paHOi  apXiTEKTypu
KOHKPETHUM BHMOTaM MPOEKTY J03BOJIUTH MOOyAyBaTH CTaOUIbHY, €(pEKTUBHY Ta
MacIITaboBaHy ITpOBY CHCTEMy, 3JaTHY BIANOBIOaTH MOTpedaM Cy4acHOTO
reiimaeBy [5].

[TopiBHsIBEHUHN aHaMI3 000X MIIXO/IB JOTIOMOXKE 3PO3YMITH iX BIIMIHHOCTI Ta
3aCTOCYBaHHS:

— OOII wyacrilie BUKOPUCTOBYETHCA JUIsl 3arajbHUX 3acTOCyBaHb Ta
PO3pOOKH POrpaMHOro 3abe3nedeHHsl, B Toi yac sk DOD yacrTiiie BUKOPUCTOBY€EThCSA
JUIsl BUMOTJIMBUX JI0 MPOJYKTUBHOCTI 3aCTOCYBAaHb, TAKUX SIK I'POBI JIBUTYHU a00
HayKOB1 00OUYHCIICHHS,

- OOII mo>ke OyTH OUTBII 1HTYITUBHUM JIJII PO3YMIHHS Ta BUKOPUCTAHHS,
0COONMBO IS MOYaTKiBIIB, ToAl sik DOD moke Bumaratu Oulbliie AOCBIAY Ta
pPO3yMIHHS 1)1 €(PEKTUBHOTO BUKOPUCTAHHS;

— DOD wuacTto 3a6e3nedye kparry mpoyKTUBHICTh 32 paXyHOK ONTHUMI3aIlii
00pOOKHM JaHMX, alie I[e MOXKE OyTH MEHIII BYKIIMBHUM JIJIS 3aTaJIbHUX 3aCTOCYBaHb, 1€

OCHOBHHM aKIIEHT pOOUTHCS Ha JIETKOCTI BUKOPUCTAHHS Ta PO3YMIHHS.

3.1. Anaui3 apxitrekrypnoro maodjgony MVC nns peasizauii irop

B  koHTekcTi 00’€KTHO-OPIEHTOBAHOTO MPOTpaMyBaHHS TPaJAUIIHHUMU
apxitekrypuumu maodmonamu € MVC (Model-View-Controller) Ta DI (Dependency
Injection). IIi apXiTeKTypHi MiAXOAW YAaCTO BHKOPHUCTOBYIOTBCS JJISi PO3IIICHHS
JIOTiKH TIPOTPaMHU Ta MOJICTIIICHHS TECTYBaHHS Ta 00CITyTOBYBaHHS KOJTY.

Mogesnb MOKe TPEACTAaBIATH IPYHTOBHI JaHi rpu. BoHa MOXe BKIIIOYATH

rOJIOBH1 00’ €KTH TpH, TaKi SIK TPaBeIlb, BOPOTH, 00’ €KTH CEPEOBUIIA TOIIIO.
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[IpencraBienHss Moke OyTH peandizoBaHe SK Kiacu, BIJANOBIIAJIbHI 3a
BIIOOpaKEHHS JIaHMX KOPHCTyBadeBI Ta OOpoOKy BBeJCHHS. BOHM HE NOBHHHI
MICTUTH JIOT1KH TPH, a JIUIIE Bi1oOpakaTu AaHi.

KoHnTposiepu MOXyTh CIyIyBaTH IMOCEpEAHHKAMU MIXK MPEACTABICHHSIM Ta
MOJIEIITIO, OOpOOJIOIYM BBEACHHS BIiJ] KOPHUCTyBadya Ta OHOBJIIOIOYHA MOJCIH
BinmoBigHO. KoHTponepn MOXyTh OyTH BIAIMOBIJadbHI 32 B3aEMOJII0 3 PI3HUMHU
CHCTEMaMH, TAKUMHU SIK BBEJICHHS, 3BYK 4H (hi3UKa.

Pazom 3 1um, BrpoBapkeHHs 3anexHocter (D) € mexaHizmMoM, SKui Moxke
JIOTIOMaraTy BBOJUTH 3JICKHOCTI MIXK Pi3HUMH KOMIIOHEHTaMH T'pH, 3a0e3Meuyroun
c1abKy 3B’SA3aHICTh 1 MOJIETHIYIOYM TECTYBaHHS Ta oOciayroByBaHHs koxy [8]. ITpu
Bukopuctanii MVC paszom 3 DI BaxiMBO BpaxoByBaTH, IO L€ JIMIIE MIAOJOH, 1
peaizaliisi MOXe 3MIHIOBATHUCS 3aJI€KHO Bl KOHKPETHUX BUMOT Ta MOTPEO MPOEKTY.
["onoBHA i1€s1 — PO3JILIUTH JIOTIKY T'pH, MPEACTABICHHS Ta 0OpOOKY BBEACHHS IS
MIOJICTIIICHHS TECTyBaHHSA Ta 30epeKeHHS KOIOBOI 0a3m M0Ope CTPYKTYPOBAHOIO.
Pucynok 3.1 neMoHCTpye€ 3arajdbHUN NPUHIIUIT B3aEMO/11i KOMIIOHEHTIB apXITEKTypH B

TAKOMY BHUIIAJIKY.

! Model

ltltn-oharlg'/ manipulates
events \
View Controller

Pucynok 3.1 — Bizyaunizaiiist B3aemo/iii B apxiTektypHomy mabiaoni MVC
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3.2. AnaJi3 apxirekrypnoro migxoaxy DoD / ECS
Apxitektypuuit minxig ECS BigmoBizae psay BHMOT, sIKi J03BOJISIOTH
po3poOHUKaM O1TBIIT €PEKTUBHO Ta THYYKO YIPABIIATH KOMIOHECHTAMH Ta IMTOBEIHKOIO
00’exTiB y Tpi [5, 6]. Po3moain BiAMOBiAaNbHOCTEH NP TaKOMY CIIOCO01 100y I0BU

apXxITeKTYPH J0JATKy TMPOJAEMOHCTPOBAHO Ha puc. 3.2

/ Entities \ / Components \ / Systems \

Entity 0 Position Movement

Entity 1 Velocity Rendering

Renderable

- AN N /

Pucynox 3.2 — Ilpukian po3noainy BianoBigaabHocTel 3a ECS

Obwuparoun Mixk MVC Tta ECS BaxMBO BpaxoByBaTH pO3Mip MPOEKTY, HOTO
CKJIQJIHICTh Ta IMOTPEOM B THYUYKOCTI Ta mBHAKOAII. KoXkeH miaxia Mae cBOi repeBaru

Ta HEJIOJIKH, 1 BUOIp 3aJIC)KHUTH Bl KOHKPETHUX BUMOT Ta XapaKTEPUCTUK MPOEKTY [7].

3.3. MeTpuku Koay

[cHYIOTh J€siKI METPUKH KOAY, 32 SIKUMHA MU MOXEMO OLIHUTH PIIIEHHS BXKeE
3apas:

- rmuOuHa crnajgkyBaHHS: ockuibku ECS  Ounbmie  GyHKIIOHATBHO-
OpIEHTOBAHUM, TO IMMOMHA CIIaIKyBAHHS TYT MIHIMaJbHA, a Y ACSIKUX peaizaliis Horo
MOKe HE OyTH 30BCIM;

- 3B’s13aHICTh KiaciB: ECS Mae HM3bKY 3B’S3aHICTh KJIACIB — MiJICHCTEMH

MaloOTh JIESIK1 3aJIC)KHOCT1 BIJI KOMIIOHEHTIB, aji¢ Hi Ti, H1 1HII HE B3a€EMOJIIOTh MIXK
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co0010. 3a paxyHOK MaJyioi 3B’SA3aHOCTI KOAY MOKJIMBE JIETKE BIIPOBAJKEHHS
po3mnapaestoBaHHs, K MOKa3aHO B JIICTUHTY 3.1.

Jlictunr 3.1 — Ilpuknan koxy st 0OpoOKHU CHCTEM B MapajieIbHUX MOTOKaX

#tinclude <thread>
#include <vector>

// TpunycTmMmo, WO y Hac € knac System i oro Hawagku
class System {
public:
virtual void Update() = 0;
¥

// KOXHa cucTemMa OHOBJ/WETbCA B OKpeMoMy mnoToul
void RunSystem(System* system) {
system->Update();

int main() {
std::vector<System*> systems = { /* iniuyianizsauia cuctem */ };

std::vector<std: :thread> threads;
for (auto& system : systems) {
threads.emplace_back(RunSystem, system);

for (auto& thread : threads) {
thread.join();

return 0;

- KUIBKICTh PSAJIKIB KOJy Ta MAacIITaOOBaHICTh: TMPHU J0JaBaHHI HOBHUX
MeXaHiK J10 noaaTky Ha ECS Hepiko MOXe CHIIBHO 3pOCTaTH KIIBKICTh PSIAKIB KOy
yepes Te, 110 B HE 3MOXKETe CTBOPUTH Kiiac «I'paBelby sikuil OyJie BIAMOBIIATU 3a
ycto JioTiky rpaBus. Y ECS BaM notpibHO Oyzie CTBOPIOBATH HOBY CHCTEMY Ha KOXKHY
noBeainky. To0To, y Bac Bxke moxe Oytu InputSystem, MoveSystem, DeadSystem,
AttackSystem tomo. Tox y kimbkocTi psakie komy ECS Oyne mporpaBatu, ajie
HACIIPaB/Ii II€ BCE CIPHUSIE€ MAcIITa0OBAaHOCTI, OCKIJILKHM TaK BHSBJISETHCS PO3IUICHHS
BIIMOBIJAILHOCTEHN, 32 paxyHOK YOTO 11l KJIacH OyJie Jiermie MiATPUMYBaTH, 1 JIeTIIe

MIEPEBUKOPUCTOBYBATH;
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— poayKTUBHICTE: ECS nerko mignaeTbes po3mapaneroBaHHIO 32 paXyHOK
TOTO, IO KOKHA TIJICUCTEMAa € He3aJIeKHOI. BpaxoByroun 11e, a Takox Te, 1110 Taka
apxIiTEeKTypa B IIIJIOMY Kpallle BAKOPHCTOBYE pecypcu koMt totepa, ECS Oyne Oimbi
OPOAYKTHUBHUM PIIICHHAM Yy OUIBLIOCTI BUMAAKIB. Y JICTHUHTY 3.2 TOKa3aHO KO
OeHUMapKy MOPIBHAHHS 3aIyCKy peati3alliil apXITeKTypHHUX IMiIXO/1B.
Jlictunr 3.2 — IlopiBHAHHS TPOAYKTUBHOCTI pearnizauiid Ha 6a31 OOII ra ECS

#include <iostream>
#include <vector>
#include <chrono>

/I Tpamuuiniauit OOIT
class GameObject {
public:
intx,y;
void Update() {
X++:
y++;
}
b

void TraditionalOOPBenchmark() {
std::vector<GameODbject> objects(100000000);
auto start = std::chrono::high_resolution_clock::now();

for (auto& obj : objects) {
obj.Update();
by

auto end = std::chrono::high_resolution_clock::now();
std::chrono::duration<double> duration = end - start;
std::cout << "Traditional OOP duration: " << duration.count() << " seconds\n";

}

I ECS
struct Position {
intx,y;

¥

struct Velocity {
int dx, dy;
o

class ECS {

public:
std::vector<Position> positions;
std::vector<Velocity> velocities;
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void Update() {
for (size_ti=0; i < positions.size(); ++i) {
positions[i].x += velocities[i].dx;
positions[i].y += velocities[i].dy;
}
}
o

void ECSBenchmark() {
ECS ecs;
ecs.positions.resize(100000000, {0, 0});
ecs.velocities.resize(100000000, {1, 1});
auto start = std::chrono::high_resolution_clock::now();

ecs.Update();

auto end = std::chrono::high_resolution_clock::now();
std::chrono::duration<double> duration = end - start;
std::cout << "ECS duration: " << duration.count() << " seconds\n™;

}

int main() {
Traditional OOPBenchmark();
ECSBenchmark();
return O;

¥

PesynbpTaT  3amycky 4YacoBOrO 3aMiplOBaHHS. peaiizaiisi Ha OCHOBI
TpaJMIIIITHOTO 00’ €KTHO-OPIEHTOBAHOTO TPOrpaMyBaHHS BUKOHYBaiach 1,7516¢c, a
peamizaris Ha ocHoBi ECS — 1.30224c. 3a paxyHOK Kpalioro BUKOPWUCTaHHS KeIry

nporecopa, ECS mokasye kparii pe3yiabTaTy.

3.4. llpukJjaam irpoBuX A0AaTKIiB 3 Pi3HUMH apXiTeKTypamu

[TepeBaxkHO apXiTEKTypy IrpOBOTO JIOJAATKY BU3HAYAE ITPOBUM PYIIii, HA SIKOMY
151 Tpa MUIIETHCSA. Y TOM )K€ Yac, ACsIKI 3 MOMYJISIPHUX ITPOBUX PYIIIIB MATPUMYIOTh
JIeKiTbKa apXiTeKTyp ogHo4YacHo. Hampukinan, Unity xoua ¥ ciouatky OyB cyto OOII-
pYIieEM, B OCTaHHI POKH aKTHBHO PO3BUBAE CBIill JaTa-OpI€EHTOBAHUN CTEK, Y TOMY
yucai  Entity-Component-System  ¢peiimBopk. HemonaBHo 0Oyio  BUIyIIEHO
nemoHcTpartiiiauii mpoekt Unity Megacity Metro, B skomy mokas3aHo mepeBaru jara-

opieHTOBaHO1 apxiTekTypH (puc. 3.3). Ha mpukiai 11boro mpoekTy MOxHa OOaYnTH,
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ak BukopuctanHss ECS mae 3mory oOpoOsisiTM Benu4e3Hi KUTBKOCTI 00’€KTIB Ta
aHIMaIliil y peaJlbHOMY Yaci.

MegaCity Metro mictuth npubau3HO 4,5 MibHOHA 00’€KTIB, BKIIIOYAIOYU
nonaa 100 000 oxpemux Oynaisens. 3apasku ECS, cucrema Unity 3qaTHa ynpaBisiTi
IUMU 00’ €KTaMH OJHOYACHO, 3a0€3Meuylourd BUCOKY MPOIYKTHUBHICTh. BaKIMBICTH

ECS y nboMy KOHTEKCTI CTa€ OYEBUIAHOIO B CBITIII €(PEKTUBHOCTI PO3MOALTY OOPOOKH

JAaHUX MDXK sSIpaMHM Mpoliecopa.

Pucynok 3.3 — Jlemonctpariiitna rpa Unity MegaCity Metro

[IpoexT Takox Brmovyae Omu3pko S5 000 gunamiyaux NPC (HeirpoBux
MEPCOHAXKIB), 110 MepecyBaroThea Mo micTy. ECS-apxiTekTypa nae 3MOry KOKHOMY
NPC matu cBOi yHIKaIbHI MOBEIIHKOBI MaTEPHU, 30€pIratouu BUCOKY ITPOTYKTUBHICTh
3aBJISIKY MapaielibHii 00poOI1l Ta ONTUMI30BAHOMY BUKOPHUCTAHHIO IaM’SITi.

Ha choronnimiHii 1eHb Mo10H1 MaciITabH1 IPOEKTH, SIKI MAaIOTh BUCOKI BUMOTH
70 TPOAYKTHBHOCTI, B OCHOBHOMY PO3pOOJISIIOTHCS caMe Ha J1aTa-OpiEHTOBAHOMY
cretl. [Ipote 6araro MeHII1 BAMOTJIMBUX J0JIaTKIB BCE 1€ MUIIETHCS HA TPAAUIIIHHOMY

00’ €KTHO-OPIEHTOBAHOMY IIJIXO/Il, OCKIJTBKH 1€ MOXE €KOHOMHTH 4ac PO3POOHHKIB.
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Hampukmnan, Terraria (puc. 3.4) peanizoBana 3acodamum XNA Framework 3

BUKOpHUCTaHHAM KiacuyHoro OOIL.

Life: 400/400

£
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Pucynok 3.4 — CkpiHIIOT 3 TpH, po3p00IeHO] Ha OCHOBI 00’ €KTHO-OP1EHTOBAHOTO

X0y

PosrnsHyBIIM  OCHOBHI  apXiTEKTypHI MIAXOAM, IO JEXKaTh B OCHOBI
pPO3pOOJICHHST ITPOBUX JOJATKIB, MOXXKHA 3ayBaKUTH, IO, SAK 1 JUIS IHIIUX THUITIB
JOAATKIB, MPUCYTHI crienudiuHl MiIXOIU 3aJIEKHO BiJl MOTpeO KOPUCTYBayiB Ta
MOXJIMBOCTEH PO3pPOOHMKIB. Y TOH XK€ Yac, 11¢ HaKJIaJae Ha KOMaHIU PO3POOKH
JI0JIATKOB1 BUMOTH II0JI0 P1BHSA IOCBITy Ta HABMUOK CHEI[aTICTIB. 3BIJICH, TPOBEACHHIMA
BUIIIC MOPIBHSUILHUMN aHaJI3 € JOPEYHUM B SIKOCTI JOCIIJIP)KEHHSI Cy4aCHOTO CTaHy Ta

MEPCIEKTUB ITPOBUX PYIIIiB Ta IHIIUX THCTPYMEHTIB pO3POOKH.
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BUCHOBKU

VY X011 BUKOHAHHS JUIIOMHOT poOOTH OYJI0 JOCIIKEHO Ta MpoaHaIi30BaHO
apXITEKTypH, SKI MOKHA BUKOPUCTOBYBATHU JIJIsl pO3POOKHU 1rop, Y YaCHOCTI CydacHUH
JaTa-OpiEHTOBAHMM MiAXid 3 apXiTekTypHuM martepHoM Entity-Component-System.
Po3po6iieno 6ibmioteky Entity-Component-System (ECS), sika 1ae 3Mory cTBoproBaTH
eeKTUBHI JaTa-opl€eHTOBaHI 3acTOCyHKH. Ll OibmioTexka ONTUMI3y€e YIpPaBIIiHHA
KOMITOHEHTaMH Ta CYTHOCTSIMH, 3a0€3IeUyI04H BUCOKY MPOAYKTUBHICTD 1 THYUKICTb.
Takox Oymo ctBopeno Asset-pipeline mis epexkTuBHOTO KepyBaHHS pecypcamu. Lle
3a0e3neuye 3pyyHe 3aBaHTaKECHHsI, 30€piraHHs Ta BUKOPUCTAHHS PECYPCIB (TaKUX SIK
TEKCTYPH, MOJIEJI1, 3BYKH TOIII0) Y TIPOLIEC PO3POOKHU Ta BUKOHAHHSI IFPOBOTO I0JATKY .
Byno po3risHyTO 3acTOCyBaHHS TpPaaWLIMHUX 1IA0JIOHIB MPOEKTYBAaHHS B
1rpoBiii po3podiii, 1, 30kpemMa, B moeaHanHi 3 Entity-Component-System. Bukopucrano
Cy4acH1 1HCTPYMEHTH PO3pOOKH, BKIIOYAIOYM IHTEIPOBAHI CEpPEIOBHUILA PO3POOKH,
CUCTEMH YIMPABIIHHS BEPCIIMUA Ta IHIII MPOTrpamMHl 1HCTPYMEHTH, HEOOXIIHI s

e(eKTUBHOTO CTBOPEHHS 1rop.
3a pe3ylbTaTaMd BUKOHAaHHA KBali(ikaliiHOi poOoTH Oyiu po3poOieHi
JEMOHCTpALIHI MPOTOTUIH [IJISi TPOBEJICHHS apXITEeKTypHOTO aHamizy. 3po0JieHo
BUCHOBKHM IIOJO0 HEOOXIAHOCTI 1HBECTYBaHHS B HaBYaHHS [JIs1 €(EeKTUBHOTO
BukopuctanHs ECS Ta HagaHo pekoMeHalii o0 BUKOPUCTAHHS 1HCTPYMEHTIB JIJIS

aBTOMAaTH3allli YIIPaBIIHHS MaM’ATTIO Ta ONTUMI3aIlll pO3pOOKH.
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