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MIXIJ 10 NOBY10BY MOJAY.IbHOI APXITEKTYPU
ITPOBOTO TIPOLIECY HA PYIIII UNITY

CyvacHi mizxoau a0 pPO3pOOKM irop BHUMaraloTh BHUCOKUH pIiBEHb
CTPYKTYpOBaHOCTI Koay. Uepe3 3pocTaHHs CKJIQJHOCTI B MOOYIOBI irop, 3a
paxyHOK 30UIBIICHHS MOXJIHMBHUX MEXaHIiK MPHU3BOIUTH 10 HEMOXIIMBOCTI
MOKpAIyBaTH KOJ 1 3MIiHIOBATH HOTrO IEBHI acmekTu Oe3 mkoau. Tomy,
JOLUTBHO 3aCTOCOBYBATH IIXiJ 3 PO3AUICHHAM OiNbII CKIATHUX 3a1a4 Ha
ABTOHOMHI YaCTHHHU — Moy i [1]. Momyns BUKOHYe JIWIIIE 3aaHi A1 HHOTO
¢yHKIii Ta iHTErpyeThcs SK iHTepdelic, Imo 3a0e3MeYuTh JIETKICTh B
ajanTamii Ta MATPUMII KOIy, a Takox y TectyBanHI. B Unity met miaxin
Iy>Ke 4yI0BO BIIUCYETHCS Yepe3 IPUHLKUIT pOOOTH PyILis Ta oro opieHTawio
Ha 00’€KTHO OPi€HTOBAaHY CHCTEMY B3a€MOJIl Ta KOMIOHEHTH, IO POOUTH
MOXKIJIMBICTB 1HTETpaLii JAHOTO MiXOLY JyKe JETKHMM Yy BUKOPUCTAHHI.

MeTow  JIOCTIJDKEHHSI SIBISIETBCSL  JOBEJCHHS IepeBar MOJYJIbHOL
apXITEeKTYpH y CKJIaTHUX IPOEKTAaX, Ta BaXKJIMBICTh 11 3aCTOCYBaHHS Ha pymrii
Unity.

Unity yepe3 CBOIO Opi€HTaIlil0 Ha 00’ €KTHO-KOMIIOHEHTHY CUCTEMY HAJIa€
HaM B)X€ TOTOBI 3aCO0M IS iHTETrpaIlii MOyIHHOTO MiAXO0Y, IO CITUPAETHCS
Ha KOMIIOHGHTHI wMogemi. Y Takiii wmoxmermi GameObject BucTymae
KOHTEHHEPOM /11 Ha0Opy KOMIIOHEHTIB, SIKi BU3HAYAIOTh OKPEMi acIeKTH
moBeniHky [2]. Ha mpakTumi e BifkpuBae IUIIX 10 BUKOPUCTAHHS PI3HUX
MiAXOMIB 1 IHCTPYMEHTIB, IO JOIIOMAararTh OyqyBaTH MacUITa0OBaHy Ta
THY4KY apxitekrypy. Cepen HAHTIOMUPEHINTIX BApTO BUAUIUTH TaKi:

1. ScriptableObject BuxopucToByeThCs 11t 36€piraHHs TaHUX IPOEKTY
Ta OKPeMoT JIOTIKH, SIKY MOYKHa MOBTOPHO 3aCTOCOBYBaTH Ha Pi3HUX CIEHAX
1 00’exTax 0e3 qyOJIFOBaHHS Y MEPEBU3HAYCHHS Koy [3].

2. Event-Drive Design 3abe3mneuye B3a€MOi0 MOIYJIB Yepe3 MOIil,
110 MiHIMi3ye 3aJIe)KHOCTI MK HUMHU. Hanpuxiaz, cucremMa 310poB’s MOXKe
HaJliC/IaTH TIOBIIOMJIEHHS TIPO 3MiHY CTaHy, HE 3HAIOYM HIYOTo Mpo iHII
MOJTYJIi.

3. Entity Component System (ECS) BHKOPHCTOBYEThCSH y BETHMKHX
NpoeKTax JUis PO3JAUICHHS TMOBEAIHKM Ta JaHUX /I [OAAJBLIOTO
OTIPAIFOBAHHSA BENUKO{ KiTBKOCTI 00’€KTIB, OJHOYACHO BUKOPHUCTOBYIOUH
BXKE CTBOPEHI MOAYJI.

4. Dependency Injection (ID) Bianopimae 3a mepesauy 3ajieKHOCTeH
MDK MOZRYJISIMH O€3 KOPCTOKOI NPHB’S3KM JO KOHKPETHUX KOMIIOHEHTIB Ta
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KJIaciB, IO B CBOIO YEPry Mi/JBHIIYE MOXKIHMBICTH TECTYBaHHS Ta CIIPOIIYE
BHECECHHS 3MiH 10 BCHOT'0 MOJYJIS.

Ha mpaxTuni MoxynbHUE miaxin y po3po6mi irpoBux mporeciB Ha Unity
JIO3BOJISIE CTBOPIOBATH apXITEKTYpPY, B SKill OKpeMi eJIeMEHTH I'pH MOXKHA
JIETKO 3MIHIOBaTH Ta pO3IMIHPIOBAaTH Oe3 BTpy4YaHHS B OCHOBHHU a0o
3anexxHuit kon. Lle cmpomrye amamrariro mpoekTy MiA pi3HI matdopmu,
3MeHIIye JyOJIOBaHHS JIOTIKM, IIOKpallly€ IOBTOPHE BUKOPHCTAHHS
KOMITOHEHTIB Ta 3HIKYE PH3HK HOSBY OMIJIOK y TIOB’SI3aHUX MOJYJISX.

o mpuknany B irpax >xanpy RPG moxmyni MoXyTh OyTH po3niieHi Ta
BIINOBIIATH 3a KepyBaHHs iHBEHTapeM, OOHOBHMH CHUCTEMaMH, IITYYHUM
IHTEJIEKTOM a Takok B3aemoieto 3 Ul enemenTamu. 3aB/IsSK1 TaKOMY TTOJLTY
3MIHM B OJJHOMY MOJYJIi HE TIOPYLIYIOTh POOOTY IHIIUX i HE BIUIMBAIOTH HA
ixHii QyHKIioHaN. TakuM YIMHOM aITOPUTMH aTaKH JJIs BOPOTIB HE MAlOTh
BBy Ha Ul Ta iHBeHTap, a TaKOXK He BIUIUBAIOTh HA OOHOBY CHCTEMY.

BuxopuctaHHs MOIYJTBHOT apXiTEKTYpH SBILIETHCS KIIOYOBHUM ITiIXOA0M
s 1oOyInoBH cydacHHX irop. BoHa BIUIMBae Ha  THYYKICTb,
MacIITaboBaHICTh Ta MOAANBITY MiATPUMKY IPOCKTY, IO JIETKO alanTyeThCs
mpu ToTpebi. BukopucTaHHS BXKE TOTOBHX CHOCOOIB 3aCTOCYBaHHS
KOMIOHEHTHUX Mojeneil B Unity BIUTUBa€E Ha Yac po3poOKH KOIY Ta HOTO
skictb. TakuM YMHOM, MOXYJbHA apXiTEKTypa HE JHMIIE BIUIMBAE Ha
MOKpAIIIEHHsS OpraHizaiii Koy, a TaKoX 30UIbInye eeKTUBHICTh KOMaHIU
IIPY PO3JUIEH] 3aJa4 MiX HUMH, IO € KPUTUYHO BAKJIMBUM Yy Cy4acHii
irpoBiit inaycTpii.
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