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METOAUKA ITPOEKTYBAHHASA .MYJIBTI/IME)III‘/JIHI/IX
3ACTOCYHKIB VIS ITPOBUX PYHIIIB 3 KOMIIOHEHTHO-
OPIEHTOBAHUM APXITEKTYPHUM CTUJIEM

Y cratTi npeAcTaBieHO METOAUKY IPOEKTYBAaHHA My/JIbTUMeAIMHUX 3aCTOCYHKIB J/If1 irpOBUX PYILIiB 3 KOMIIOHEHTHO-
OpiEHTOBAHUM apXiTEKTYPHUM CTUJIEM. PO6G0OTa aKLeHTy€ yBary Ha BaKJIMBOCTiI BUGOPY BiZITIOBiJHOT0 apXiTEKTypHO-
ro naTepHy, BPaXOBYIOYH 0COGJIMBOCTI CydacHHUX irpoBux pyuwiiB, Takux sik Unity, Unreal Engine ta Godot Engine. 3a-
3HaueHO KJII0Y0Bi Ip06/IeMH Ta BUKJIMKY, NIOB'I3aHi 3 NPOEKTYBaHHAM FHYYKHX Ta MaclITabOBaHUX apXiTEKTYP.
OnucaHo MoJiesb XXUTTEBOTO LUKJY CeaHCy B3aEMOJIl KOpUCTyBaya i3 3aCTOCYHKOM, fIKa BKJ/IOYA€E TPU OCHOBHI
etanu: Bootstrap, GameLoop Ta Dispose. [lokazaHo Ba)XJIMBIiCTb KOHTPOJIIO NepexifHUX NPOLeCiB MK CTaHaMH
KUTTEBOTO LUKy JJA 3a0e3ned4eHHSA KOPEKTHOro OYHKLiOHYBaHHSA 3acTOCyHKy. JiA kpamioi opranisanil
B3a€EMOJII cepBiciB 3aCTOCOBAaHO MaTeMaTUYHUH anapaT Teopil KaTeropiii Ta MHOXHUH, 1110 A03BOJISIE YiTKO BU3HA-
YUTH Ta YIPABJIATH 3aJ1€KHOCTAMU Ta BiJHOCHHAMHU MK KOMIIOHEHTaMH.

OnucaHo nepeBary 3acTOCyBaHHs Teopii KaTeropin A/ MOJeJII0OBaHHS Ta yIpaBJiHHA IOTOKaMH JaHUX Ta 3a/1exX-
HOCTeH y cucTeMi, 30KkpeMa, 4epe3 QYHKTOPH Ta MoHaAH. Lli miaxoau f03BOJIAIOTE CTBOPIOBATH aZjalTUBHI Ta Mac-
mTaboBaHi cucTeMy, fKi JIETKO MiZTPUMYBATH Ta PO3IMIUPIOBATH.

Po6oTa MicTUTb NpakKTU4YHI pekoMeHJalii sl NPOEKTYBaHHs apXiTEKTypH irpoBHUX 3aCTOCYHKIB, BPaXOBYIOUU
cnelipiky KOMIIOHEHTHO-OPiEHTOBAHOT'O Ta CEPBiC-OPiEHTOBAHOT0 APXiTEKTYPHUX CTUJIB.

OGIpyHTOBAHO HEOOXiJHICTb pery/sipHOro MeperJsiy Ta OHOBJIEHHS apXiTEeKTYpU NPOEKTY BiZNOBIJHO 10 3MiH y
BUMOraxXx Ta YMOBAax eKcIlIyaTalil. 3alpoOOHOBAaHO METOAMKY, fIka € TEOPeTUYHHUM HiAIPYHTAM AJs1 PO3pOOKHU
THYYKHX apxiTeKTyp MyJbTHUMeAiMHUX 3acTocyHKiB. BoHa BpaxoBye cneludiKy KOMIOHEHTHO-OPiEHTOBAHOro Ta
cepBic-opieHTOBaHOI0 apXiTEKTYPHUX CTUJIIB, a TaK0OXK 0CO6JIMBOCTI GYHKIiOHYBaHHS irpoBUX py1uiiB.

Y po6oTi TaKoX PO3TJITHYTO MPUKIAAH MPAKTUYHOTO 3aCTOCYBAaHHS 3alIPONIOHOBAHUX TEOPETUYHUX MMiAXOAIB y pe-
aJIbHUX IPOEKTAX, L0 JIEMOHCTPYE IX epeKTHUBHICTh Ta 3aCTOCOBHICTb y PI3HUX KOHTEKCTAax pO3pOOKHU irpoBUX 3a-
cToCyHKiIB. lli npyuk/1agy BKJIIOYAlOTh KOHKPETHI peaJsisalil NaTepHiB, ynpaBJiHHA CTaHaMHU 3a [0NOMOrow State
Machine Ta onTumisanit B3aemMo/ii Mixk koMIIoHeHTaMU yepes Service Locator Ta Dependency Injection.

Kuiro4oBi ciioBa: irpoBuii pyiii, naTepHu npoekTyBaHHH#, Unity, cepBic, Teopisl kaTeropi.

V. Bezditnyi, O. Chebanyuk

DESIGN METHODOLOGY OF MULTIMEDIA APPLICATIONS
FOR GAMING ENGINES WITH A COMPONENT-ORIENTED
ARCHITECTURAL STYLE

The article presents the methodology of designing multimedia applications for game engines with a component-
oriented architectural style. The work emphasizes the importance of choosing the appropriate architectural pattern,
taking into account the features of modern game engines such as Unity, Unreal Engine and Godot Engine. The key
problems and challenges associated with the design of flexible and scalable architectures are indicated.

The life cycle model of the user interaction session with the application is described, which includes three main
stages: Bootstrap, GameLoop and Dispose. The importance of controlling transient processes between life cycle
states to ensure the correct functioning of the application is shown. For a better organization of the interaction of
services, the mathematical apparatus of the theory of categories and sets is applied, which allows you to clearly de-
fine and manage dependencies and relationships between components.

The advantages of using category theory for modeling and managing data flows and dependencies in the system, in
particular through functors and monads, are described. These approaches enable the creation of adaptive and scala-
ble systems that are easy to maintain and extend.

The work contains practical recommendations for designing the architecture of game applications, taking into ac-
count the specifics of component-oriented and service-oriented architectural styles.

The need for regular review and updating of the project architecture in accordance with changes in requirements
and operating conditions is substantiated. A methodology is proposed, which is a theoretical basis for the develop-
ment of flexible architectures of multimedia applications. It takes into account the specifics of component-oriented
and service-oriented architectural styles, as well as the peculiarities of the functioning of game engines.

Examples of the practical application of the proposed theoretical approaches in real projects are also considered in
the work, which demonstrates their effectiveness and applicability in various contexts of game application devel-
opment. These examples include concrete implementations of patterns, state management using the State Machine,
and optimizing interaction between components through Service Locator and Dependency Injection.

Key words: game engine, design patterns, Unity, service, category theory.

© B.M. beszgitauii, O. B. Uebanmok, 2024
ISSN 1727-4907. Ilpo6aemu nporpamyBanHs. 2024, Ne2-3



APpXiTeKTypa nporpaMHoro 3aée3ne4eHHs

Beryn

CyuacHa irpoBa iHIyCTpisi MOCTIHHO
PO3BUBAETHCS, MPOMIOHYIOUN BCe OLIBII CKJIa-
JTH1 Ta 1HHOBAIIIM{HI pIiIIEHHS Yy CTBOPEHHI ir-
poBux noaatkiB. OIHUM 13 KIIOYOBUX aCIICK-
TiB €(EeKTUBHOI'O PO3POOJICHHS Irop € BUOIp
apXITeKTypH, sika 3a0e3neuye THY4YKICTh, Ma-
ciuTaboBaHICTh Ta JIETKICTh Y MIATPUMII KO-
ny. OCHOBOIO IrpOBOT0O 3aCTOCYHKY € 1rpOBUil
pYLIiH, SKUH € cepeOBUIIEM Uil PO3POOKU
Ta NMPOTOTUIYBAHHS ITPOBUX 3aCTOCYHKIB 31
CBOIMH OCOOJIMBOCTSIMH Ta MOBOIO IIPOTpamy-
BanHs. Cepen MONyJSPHUX ITPOBHX PYIIiiB
Haituactime BuausaoTe Unity Engine, Unreal
Engine, Godot Engine puc 1 [1].

1. IIpo6yieMHI NUTAHHSA Ta BUKJINKH
NPOEKTYBAHHA THYYKHX apXiTeKTyp
JJISL CYYACHHX irpOBUX PYyLUIiiB

[IpoekTyBaHHS apXiTEKTypu OyIb-
SIKOTO 3aCTOCYHKY MOXE CTAaHOBUTH II€BHI
BUKITKH Ta Po0JIeMH, 30Kpema:
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Puc. 1. Haiibinb1 nomyisipHi y CBiTi irpoBi
pymii[ 1]

1. Bubip BiAMoOBiIHOTO apXiTEeKTypHO-
ro nmaTepHy: irpoBi pyIIii He HAKJIAAIOTh KO-
PCTKHX OOMEXEHb Ha apXiTeKTypy, IO MOXe
MPU3BECTH JI0 TPYIHOIIIB y BHOOpPI omTHMa-
JBHOTO maTtepHy. PO3MOBCIOJKEHI MaTepHH,
Hanpukiang, MVC (Model-View-Controller),

MVVM (Model-View-ViewModel) abo ECS
(Entity Component System), MaioThb CBOi Te-
peBaru Ta HeIOMIKHU 3aJIeKHO BiJl IPOEKTY [2].

2. TloyaTkoBl apXITEKTypHI PILICHHS
MOXYTh YCKJIQJHUTH MacIiTaOyBaHHS MpPOEK-
Ty B MaiioytHboMmy. HemnpaBunbHuii BuOIp
MO’K€ TIPU3BECTH 0 HEOOX1IHOCTI MEepenucy-
BaHHA KOJY Yy pasi JoJlaBaHHS HOBHUX (yHK-
L.

3. Kopuctyroounch AOCTYNHUM (PYHK-
L[IOHAJIOM ITPOBUX PYIIiiB 0€3 CIIPOEKTOBAHOT
apXiTeKTypu Ta 0e3 BUKOPHUCTAaHHS Kpalux
MPAaKTUK BeJle J0 CTBOPEHHS CUJIBHO 3B'sA3a-
HUX CHCTEM, IO YCKJIAIHIOE iX TECTyBaHHS Ta
pedakTopuHr. BukopHuCTaHHS TNPHHLIUIIB
SOLID Ta matepHiB MPOEKTYBAaHHSI, TAKHX K
Dependency Injection, Service Locator moxe
JIOTIOMOTTH KE€PYBaTH IIUMH 3aJIEKHOCTSIMHU.

4. ApxiTekTypa, sika YCKJIaJIHIOE Tec-
TyBaHHS, MOXK€ 3HAYHO 30UTBIIUTH Yac pPO3-
poOKHU. ABTOMaTH30BaHE TECTYBAHHS, TaKe SIK
MOJYJIbHI TECTH, MOXE OyTH BaXKKUM IS Pe-
amizanii y Unity gepe3 3aiexHOCTI BiJ irpo-
Boro pymris [3].

5. Jeski apxXiTeKTypHi MaTepHU MO-
XKYTb HETaTUBHO BIUIMHYTH Ha MPOTYKTHB-
HICTh, OCOOJIMBO B MPOEKTAX 3 BEIHUKOIO KiJlb-
KICTIO 00'eKTIB 1 KOMITIOHEHTIB. OnTuMisaris 1
MpaBUIBHUNA BHOIp TMaTepHIB € KIIOYOBUMH
JUISL TIATPUMKH BUCOKOI TPOAYKTHUBHOCTI.

6. IaTerparisi i3 30BHIIIHIMH CHUCTE-
MaMH, TaKMMH SK 0a3u JgaHux abo BeO-
cepBicH, MOXe OyTH CKIIAQJHOI 3aJIe)KHO BiJI
o0OpaHoi apxiTeKkTypu. BaxinuBo miuaHyBaTH
Il aCTIEKTH Ha paHHIX eTarnax po3pOOKH.

7. Pi3Hi po3pOOHUKH MOXKYTh MaTH pi-
3HI MIIXOAW JO apXITEeKTypH, IO MOXe
YCKJIQJIHUTH CHIiBIpaLlo B KoMaH[l. Baxmuso
BCTAHOBUTH YITKI CTaHIApTH 1 3acaju apxiTe-
KTypHU Ha OYaTKy MPOEKTY.

Jlnst BUpilIeHHS UX IpoOsieM BaXKIIu-
BO BUTpPAYyaTH yac Ha MJIaHyBaHHS apXiTEKTY-
PH, pEryJsipHO NEperyiaaTH 1 OHOBIIOBATH 11
BIJIMOBIIHO J0 3MiH Yy TPOEKTI, a TAKOXK Bpa-
XOBYBAaTH JIOCBiJ] Ta HaMKpalll MpPakTUKU 1H-
IIMX PO3POOHUKIB.

Ha croromnimHiii AeHb iCHY€E BeJIMKa
KUIBKICTh MATEpHIB Ta peajizalliil IXHIX KOM-
Oinamiit. s Toro, mo6 oOpaTu HaOLIBII
NPUJATHY apXIiTEKTypy HPONOHYETHCS PO3T-
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JSSHYTU BUKIIUKH, 3 SKUMH JTOBOJUTHCS CIIpa-
BIISITUCS] pO3POOHUKAM.

[lepmmuit — e OTpUMaAHHS 3aJEKHOC-
Tel BiJ 1HIIOTO Kjacy. 3a3BUYail Lie BUPIIIY-
€ThCSI HANAIITYBAHHSAM 3B’S3KIB MK KOMIIO-
HEHTaMH y CepeloBUIIl pO3pOOKHU, BUKOpHUC-
TaHHAM natepHy Singleton, cTaTUYHUX OB
9yM iBeHTiB. Hemomiku nboro miaxomy CTaroTh
MOMITHUMH Y TPOIECI HAIOBHEHHS MPOEKTY
00’€KTaMH Ta JIOTIKOIW. AJBTEPHATHBOIO €
Dependency Injection (DI), mo nae 3mory
nepeaTé MOCHIaHHA T'a 00 €KT uepe3 Mexa-
HI3M 1H €KIIii 3aJIeKHOCTEH.

[HImMI BUKIUK 11€ TATPUMAHHS CTPY-
KTypH MPOEKTY, MiHIMi3alisg MpoOiaeM mopsiI-
Ky iHimiamizamii. J[as 1mporo moTpiOHO YITKO
KOHTPOJIIOBAaTH >KUTTEBUN LMKJ 3aCTOCYHKY,
a TakoX irpoBux 00’ekTiB. [y BU3HAUYCHHS
€TammiB JKUTTEBOTO LUKITy BIAMOBIJAE MAaTEPH
State, OCKUJIBKM KOYKEH €Tall 11 OKPEMHI CTaH
3aCTOCYHKY, B SIKMM MH MOXEMO 3alTH Ta
MO€EMO BUITH.

Kpim 3anexnocreil nepen po3poOHu-
KaMM 4acTO IOCTa€ MUTaHHS, K BUKOPHUCTO-
BYBaTH OJUH 1 TOM caMuil pyHKIiOHaN y pi3-
HUX YacTHHAX MpoekTy? Skio snorika rioda-
JpHA A8 Beix kKopuctyBadiB i 100 kopucty-
BauiB 3BEPHYTHCA 13 3amUTaMU 10 OJHI€l
CITy’KOHM 0IHOYACHO, TO PE3yJIbTAT Y KpaloMy
BUIAJKy OTPUMAIOTh JinlIe Jekiibka. Came
0 mpobiieMy BHUpillye maTtepH Service
Locator y moegHanHi 3 matepHoM State ajis
3a0e3neueHHs MOCIiJOBHOTO BUKOHAHHS 3a-
IUTIB Y TTOPSIIKY, BU3HaYEHOMY cTaHoM [1-3].

PosrnsHemMo feranbHillle CTaHH Ta
OIUC IrPOBOTO LUKJITY 3aCTOCYHKY.

2. TexHoJiorii miaTpUMKN
(pyHKUIOHYBaHHS irpoBOro
3aCTOCYHKY

['oBopsiun po OyAb-sIKUI 3aCTOCYHOK
(oaToK JuIs HaBYaHHS, I'pa TOLIO), KUTTE-
BUM LIUKJI C€AHCY BUIIISIA€ TPUOIU3HO TaKUM
YUHOM (pHuc. 2):

Bootstrap GameLoop Dispose

Tepeximnt Tepeximt
NpOLIECH TpoLEecH
Puc. 2. Mopens )XUTTEBOTO LIUKITY CEaHCY
B3a€MO/II1 KOPUCTYyBaua i3 3aCTOCYHKOM
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Bootstrap — 11e BXiJJHa TOuKa, Micle e
1HIL1aI3yI0ThCSl CEPBICH, 3aJIEKHOCTI, 3aBaH-
Ta)XXyIOThCsl HEOOX1/1H1 /1JIs1 3aIyCKYy PeCcypCH.

GameLoop — e 6e3nocepeaHso irpo-
BUH TpoIleC, B3a€EMOJII 3 J10/aTKOM, B SKOMY
B1J10yBa€ThCs Bes irpoBa abo Oi3HEC-JIoriKa.

Dispose — 11e cTan 1oxaTKy nepej Bu-
XOJIOM, BHUBaHTa)XEHHS PECypciB, CEpBICIB,
TOLLIO.

Haii6inpi kpuTUYHI TOUKH y LIH cXe-

Mi (pHC. 2) MICTATbCS MiX CTaHAMH KHUTTEBO-
r0 MUKy 1 MOXKYTh Ha3UBATUCS «IIEPEX1THU-
MU npouecamu». Ilin mum po3ymieThes, Ha-
MIPUKJIIAJ, TIOPSIOK 1HIIiasi3allii cepBiciB, Tme-
PEBIpKH OTpUMAaHHS 3aJIEKHOCTEH, MOPSI0K
BHBAHTAXEHHS peCypciB 3 maM’siTi. Y pa3si 3a-
JUIIEHHS [MX TpoleciB 0e3 KOHTPOJIO,
OTPUMYEMO HEBipHE BHMKOHAHHS IPOTrpaMu
abo B3araji MOMMIIKH, IO OJOKYIOTH MPOIIeC
BUKOHAHHS.
Jlnst KOpeKTHOi poOOTH AOAATKY HaM HeoOXi-
JTHO KOHTPOJIIOBATH IIi CTaHH, MaTH 3py4YHHI
MEXaHi3M MepexoJy MiX HUMH, MaTH MOYar-
KOBY TOYKY BXOAY, B SIKii KOHTPOJILOBAHO
HIIaMi3yI0ThCSI  HEOOXITHI 3aJIeKHOCTI 3a
JOTIOMOTOI0 CEpBICiB. A JOCTyN 10 CaMHUX
CEepBICIB peami3yeTbcs 3a JomomMoror De-
pendency Injection.

3. ®opmajibHA MOJIeJIb iTrPOBOTO
npoilecy, NpeacTaBjieHa 3a J0NOMOr ol
anaparty JHCKpPeTHOI MaTeMaTUKHU

3 METO IHTepIpeTallii irpoBoOro IHK-
Jy B MaTeMaTHYHy MOJI€JIb MOKJIMBO BUKO-
pUCTaTU meopilo Kamezopiit ma meopiio
MHOMcuH. PO3TTITHEMO OCHOBHI aHANOT11:
1. OG'extu Ta Mmopdizmu. B Teopii ka-
TEropii, CUCTEMH Ta iX B3aEMOJIl
MOKHa MOJICJIOBATH 32 JOIOMO-
rofo0 00'eKTiB (KOMITOHEHTIB, CEpBi-
ciB) ta mMop¢i3miB (PyHKIIH, sKi
OIMHCYIOTh B3AEMOJIi MK I[HMH
o0'ektamu). Y koHTekcTi Unity 1e
MOXe OyTH 3aCTOCOBAaHO [JIsi BH-
3HAYCHHS B3a€MO3B'SI3KIB MIXK pi3-
HUMHU KOMITOHEHTaMH T'pU, TAKHUMH
gk Service Locator, DI, Factory, Ta
State Machine.
2. ®yHkTOopu Ta MOoHamu. DyHKTOpPH
(cTpykTypH, 10 BiJOOpaxarTh
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00'exTH Ta MOp(i3MU OJHI€T KaTe-
ropii B iHIIy) 1 MOHaAH (TUIl QYHK-
TOPIB, IO JA03BOJSIOTH MOCTIIOBHO
o0'eHyBaTu ornepailii) MOXyTb Oy-
T BUKOPHUCTaHI JUIsl MOJICITFOBAHHS
Ta YIpaBIiHHS TOTOKAMH JTAHUX Ta
3aJIeKHOCTEH y CUCTEeMI.

3. MHOXUWHH Ta NiAMHOXHMHH. Eie-
MEHTH TpH (00'€KTH, KOMIIOHEHTH)
MOXYTh OYyTHM TpEACTaBICHI 5K
MHOXHHH, a iXHI BJIACTHBOCTI Ta
XapaKTePUCTUKU — SK MiIMHOXKH-
Hu. Ile m03BOJIIE YITKO BH3HAYNUTH
Ta YIOPaBIATH 3aJICKHOCTIMH Ta
BITHOCUHAMU MIK KOMIIOHEHTaMH.

4. Onepaiiii Hag MHOkUHamu. Ore-
parii, Taki sk 00'€IHaHHs, Tepe-
THH, PI3HUIA MHOXXHH, MOXYTh Oy-
TH BHUKOPHUCTaHI IS OIMUCY B3a€-
MOIIi MDK KoMmoHeHTamu. Ha-
MpUKIaa, 00'€THAaHHS MHOXXHUH MO-
e TPEJCTABIATH 1HTErpaIio pi3-
HUX CEPBICIB B OJIHY CHCTEMY.

3acmocysanns 6 Unity:

e Service Locator moxe OyTu mpen-
CTaBJICHHH SIK IIEHTPATi30BaHa CUC-
TeMma, IO BIJIOBiZa€ 3a BiACTe-
’KCHHS Ta HaJaHHs JOCTYITy JIO Pi3-
HUX cepBiciB (00'€KTIB), BHKOpHC-
TOBYIOUYH MPHHIIUIN TEOPii KaTero-
piil ans ynpaBiiHHSA 3al€KHOCTS-
MH.

e Dependency Injection moxe OyTu
IHTEpIpPEeTOBaHO  Yepe3  Teopiio
MHOXKHH, JI€ 3aJI€KHOCTI MDK 00'e-
KTaMHU TMPEICTABISIOTHCS K BIIHO-
CHUHHM MIX MHOXKHHAMHU.

e Factory Pattern BUKOPUCTOBY€TBHCS
JUTsI CTBOPEHHSI 00'€KTIB, 1110 MOKHA
pO3TIISAATH Yepe3 MpHu3My Teopii
Kareropiii, n1e gadbpuka — e QyHk-
TOp, SKHH BimoOpakae mapameTpu
Ha 00'€KTH.

e State Machine moxxHa MOJ€EIIOBAa-
TH, BUKOPUCTOBYIOYH TEOPII0 MHO-
KHH, JI€ CTaHU MPEICTABISAIOTHCS
SK MHOXXHHH, a TIEPEXOH — SIK BiJI-

HOCHHH MK HUMH.
KomOinyroun nepepaxoBaHi BHILE Te-
OpPETHYHI MiJIX01, MOXHa PO3POOUTH THYUKY
Ta MacmTaboBany cucremy s Unity, sika

OHTHMi3y€ praBJ’IiHHfI 3aJICXKHOCTAMU Ta I10-
TOKaMH JaHUX Y KOMIIUICKCHUX ITPOEKTax.

4. Mozaesb GpyHKUIOHYBAHHS
irpoBoOro 3acToCyHKy

CraHu Ta KepyBaHHS CTaHaMU 3a3BU-
Yaii peami3yloTbCs 3a JOMOMOTOI TaTepHY
«Game State Machiney.

«State Machine» — e MareMaTH4Ha
MOJIeTIb, SIKA BUKOPHCTOBYETHCSA MJSL OMUCY
MOBEIIHKA CHUCTEMH. BoHa CKIagacTbCa 3
Habopy craHiB, nepexoais Ta Aiil. Ctan npen-
CTaBJIsi€E KOHKPETHY TMOBEAIHKY ab0o yMOBY
CUCTEeMH, TOJI SIK MepeXiJ BU3HAYAE PyX 3 OJI-
HOTO cTaHy B iHmmM. Jlii, acoriiioBani 31 cTa-
HaMu abo mepexoiamu, TPEICTABISIOThH
JIOTIKY, SIKY TIOTPiIOHO BUKOHYBATH Y TPOIIECi
BXOJy, BUXoay abo mix yac mepeOyBaHHS B
ctaHi [4].

Ha PUCYHKY 3 300pakeHo
MOCITIIOBHICTh  3allyCKy MPOTpamMHOTO 3a-
CTOCYHKY (30Kpema, IpH).

GameBootstrapper Game G [fachine

- EXpaH 3aBaHTaXeHHs
- SceneLoader

BootstrapState LoadLevelState

- 3aBaHTAKEHHS - 3aBAHTAKEHHA PIBHA IPH
TI0YaTKOBOI CIIeHH - CTBOPEHHA repos, irpoBIx
- PeecTpariis cepBicis 00’€eKTIB
- CTBOpeHHA Ta iHimianizanis
iHTepdelicy KopucTyBada

Puc. 3. Cxema nocinioBHOCTI 3aIlyCKy
3aCTOCYHKY

[lepmmii xpok y peamizamii «State
Machine» monsirae y Bu3HaueHHi craHiB. Ko-
KEH cTaH OyJe TpeACTaBICHUN OKpeMHUM
CKPUNTOM (JIOTIKOIO), IO HACHIAY€ThCSA BiJl
iaTepdeiicy [State, skmii nexnapye 2 OCHOB-
HUX METOJU: BXiJ 0 IEBHOTO CTaHy Ta BUXIiJ
3 HBOTO.

HactynHuii Kpok — CTBOpPEHHS KJacy
GameStateMachine 11 MOXIUBOCTI  Ke-
pyBaHHs TMepexoJaMu MK CTaHaMHU Ta BUKO-
HAHHSA BIANOBIAHUX IIH.

Knac GameStateMachine moxe matu
pi3Hi cranu (Hampukiaa: BootstrapState’,
‘LoadLevelState’, ‘LoadProgressState”,
"GameLoopState’), siki MOKHA PO3TISAIATH K
o0'extn B Kateropii. Ilepexin MiX craHamu
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yepe3 metoau Enter() Ta ChangeState() moxe
OyTu aHajoriero MopQi3MiB, sIKi EPETBOPIO-
I0Tb OJIUH 00'€KT (CTaH) B 1HIIHIA.

OaHUM 13 KIIIOYOBUX AaCHEKTIB Teopii
KaTeropiii € kommosuiiss Mop¢i3MmiB, IO B
JAaHOMY BHIIaJIKy MOXe OyTH MpeACTaBICHO
SIK Cepisl MepexoiB MiK craHamu. Hampwu-
Knman, mepexigy 3 BootstrapState’ 1o
‘LoadLevelState", a MOTIM 1o
‘GameLoopState’. Kommnosumis nux mnepe-
x0lliB (MOp}I3MiB) CTBOPIOE «IIJISAX» KPi3b
pi3HI CTaHU TPH.

VY Tteopii kateropii QpyHKTOpH — II€
BITOOpaXeHH MDK KareropisMu. MoskHa
PO3MIISIIATH B3a€EMOJIII0 MIXK PI3HUMH KOMIIO-
HEHTaMU  CHCTeMH  (HampHuKiIag,  MDK
‘GameStateMachine” Ta KOHKpPETHHMH CTa-
HaMU) SIK (DYHKTOpP-TIOMIOHI BITHOCHUHH, M€
MOBE/IIHKA OJHOTO KOMIIOHEHTAa BU3HAUaE I0-
BEJIIHKY 1HIIIOTO.

Cuctema cTta”iB MOXke OyTH PO3TJIsi-
HyTa SIK KaTeropis, Je cTaHu € 00'ekTamu, a
Mepexo i Mi>k HUMU — Mopdizmamu. Y pam-
Kax OUIbIIOI cucTeMH (HampuKIa, BCiel rpu),
Taka CHCTeMa CTaHIB MOKE PO3IJIAJATHCS K
TiIKaTeropis.

VY Teopii kareropiit KoxkeH 00'€KT Mae
1IeHTHIHUN Mop(i3M, 110 BigoOpaxkae 00'eKT
cam y cebe. Lle Moxxe OyTH peasli3oBaHO SIK
3aTHICTh CTaHy 3alUIIATUCA HE3MIHHUM,
AKIIO HE BiAOYBA€TbCSA MEpeXil J0 IHIIOTO
CTaHy.

Posrnssnemo nHactynny dopmyny (1),
sgKka omnucye mepexigy 3 BootstrapState o
GameLoopState uepe3 LoadLevelState:

LLS = BS --> LPS --> GLS (1)

ITro ¢popmyy MOXKHA IHTEpIPETyBaTH
SIK KOMITO3HIIIIO IBOX MOP(i13MiB:

- BootstrapState-> LoadProgressState.
Ileit MopdizM BiamoBimae mnepexomy 3
BootstrapState no LoadProgressState.

- LoadProgressState->GameLoopState
et ™opdizm BiANOBiTAE mepexoay 3
LoadProgressState 1o GameLoopState.

Kommo3zwurrist ux 1Box MopdizMiB J1ae
Mopdizm BootstrapState -> GameLoopState,
AKUW BIAMOBIZAE TIPIMOMY TIEpeXody 3
BootstrapState 1o GameLoopState.
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Jlanuii mpuknan AEMOHCTpYE, SIK TEO-
pis KaTeropii Moxe BUKOPUCTOBYBATHUCS ISt
ONKCYBAaHHS Ta PO3YMIHHS MEPEXOIiB MiX
CTaHAMH B CHCTEMI CTaHIB TPH.

[ maTemMaTnyHa MOJENIb € CHpPOLLE-
HUM IMIPEJICTAaBICHHSIM CHCTEMHU CTaHIB TpH.
PeanpHa cucrema wmoxe OyTm Habarato
CKJAJHIIION, 3 OIIBIIOK KIIBKICTIO CTaHIB,
MIEPEXO/IIB Ta B3aEMO/IIH.

Teopist kareropii Hagae TOTYXHUN
IHCTpyMeHTapiii  uis  MOJAETIOBAaHHSI  Ta
aHaJI3y CUCTEM CTaHIB, aJie JIJIsl PO3yMIHHS Ta
3acTOCyBaHHA ii KOHIeENUid MmoTpiOHI NeBHi
3HAHHS a0CTPAKTHOT MAaTeMaTUKH.

5. IIpoekTyBaHHSI apXiTEeKTYpH
irpoBHX 3aCTOCYHKIB,
BUKOPHUCTOBYIOYH TEOPil0 KaTeropii

[TpoekTyBaHHS  CTPYKTYpH  CEpBicC-
opieHTOoBaHOTO 3acTocyHKy (SOA, Service-
Oriented Architecture) B Unity Bumarae po-
3yMIHHS SIK OCHOBHUX IpuHIUMiB SOA, Tax i
cnenudiku Unity sk irpoBoro pymris. OCHOB-
Ha igest SOA mossirae y CTBOPEHHI MOJYJIb-
HUX, HE3aJICKHUX CEPBICIB, SKI MOXYTh OyTH
JIETKO 3aMiHEHi, OHOBJIEHI a00 Moau(ikoBaHi
0e3 BIUTMBY Ha 1HIII YaCTHHHU CHCTEMH [5].

SOA Bu3Hauae cmoci0, sIK 3poOHTH
MPOTrpaMHi KOMITOHEHTH MPUAaTHUMH JUTs Oa-
raropa3oBOr0 BUKOPUCTAHHS Ta B3aEMOIIT
yepe3 cepBicHi iHTepdericu. CepBicH BUKOPH-
CTOBYIOTb 3arajbHi CTaHAAPTH iHTEpdeiicy Ta
apXiTeKTypHUI mabI0H, o0 X MOoXxHa Oyi0
IIBUJIKO IHTErpyBaTh B HOBI jojatku. lle
3HIMa€e 3aBJaHHS 3 pO3pOOHUKA TMPOrpamH,
SKUN paHime nepepoOnsB abo 1yOmroBaB
icHytouy (yHKIIOHAIbHICTh, a00 TOBUHEH
OyB 3HATH, SK 3'€IHaTH YU 3a0e3MEeUnTH
CYMICHICTb 3 ICHYIOUMMH (DYHKIIISIMH.

Koxna mociyra B SOA MICTUTH KOJT 1
IaHil, HeoOXI1IHI I BUKOHAHHS IIOBHOI, JHC-
KpeTHOi Oi3Hec-QyHKIIT (Hampukian, Te-
peBipKa KpeAUTOCIIPOMOXKHOCTI KJIi€HTa, pPO-
3paxyHOK IIOMICSYHOTO IJIaTEXy 3a KpeIu-
ToM abo 00poOKa 3asBKH Ha IiMOTEKY). [HTEp-
Gelicu  cepBiciB  3a0e3MeuyylOTh  BUTbHHIA
3B'SI30K, TOOTO iX MOJKHA BHKJIMKATH, MalKe
HE 3HAIOYM, SK peali3oBaHa MOCIyra, IO
3HAXOAMWTHCS TiJ HUMH, a IIe 3MEHIIye 3a-
JIEXKHICTH MIX JOJaTKaAMHU.
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Huxue HaBeneHO KIIIOUOBI acCHEKTH
s npoektyBaHHs SOA B Unity:

e BusHaueHHs cepBiciB. DyHKIIO-
HaJbHI €JIEMEHTH 3aCTOCYHKY MO-
KyTh OyTH BIAJLIEH] K CaMOCTIiiHI
cepBicu. Ile MoxyTh OyTH, 30Kpe-
Ma, cucTtemMa 30epeXeHHS TIpH,
YOpPaBIiHHA  3BYKOM, MEpEKEeBi
B3a€MO/Iii, YHPaBIIHHS PEKJIAMOIO
TOIIIO.

e Iurepdeiicu cepsiciB. HeobxigHo
YiTKO BU3HAUUTH iHTepdercu ais
KOXKHOTO cepBicy. lle mo3BonHTH
3aMiHATH peanizamii cepBiciB 6e3
HEOOXITHOCTI 3MIHM KOXy, SIKHA
BUKOPHCTOBYE 11i CEpBICH.

e [lepesipka 3aJICKHOCTEN Ta
iH'eKIisg  3ajexHOCTe. Bukopu-
ctanHs mabmony  Dependency
Injection momomorke KepyBaTu 3a-
JIEKHOCTSIMU MIX pi3HUMU
ceppicaMu Ta KoMmmnoHeHTamu. Lle
MoOXke OyTH peasli3oBaHO 4epe3
KOHCTPYKTOpPHU, ceTTepu abo depes
cuemianbHi  (ppeiimBopku  (Zenject
[6], VContainer [7]).

e [IpoexrtyBaHH:A MEHEIKEPY
cepBiciB. Jyis kKepyBaHHs cepBica-
MU HEOOXiJJHO CTBOPUTH IICH-
TpaJbHUIA MEeHeKep cepBiciB (Ser-
vice  Locator), saxuii  Oyzne
BiAIIOBimaTH  3a  IHIIami3alilo,
30epiraHHs Ta JOCTYN 0 PI3HUX
CEpBICIB Y 3aCTOCYHKY.

o [lpoexTyBaHHS  MOAYJNBbHOI  Ta
rHy4koi  apxitektypu.  Koxen
cepBiC HEOOXIIHO PO3pOOUTH Tak,
o0 BiH OyB CaMOJOCTaTHIM 1 MIT
(GYHKIIIOHYBAaTH  HE3aJeXHO BiA
IHIIKMX YacTUH cucteMu. Lle 3a6e3-
MEeYUTh BUCOKY THYHYKICTH 1 CIpO-
CTUTh TECTyBaHHS Ta PO3BHUTOK
MIPOEKTY.

e Posropranns 171 OHOBJIEHHS
ceppiciB. CriocoOu po3ropTaHHs Ta
OHOBJICHHSI OKPEMHUX CEpBICIB TO-
BUHHI MaTH 3MOTY OHOBIIOBaTH
cepBicu 0e3 3yNMHMHKH BCi€i cucre-
MH.

e TecryBanusa. Koxen cepsic mpoek-
TYETbCS 3 ypaxyBaHHSM MOXKIIH-

BOCT1 HOTO TeCTyBaHHs. ABTOMAaTH-
30BaHE TECTYBaHHS € KIIOYOBUM
€JIEMEHTOM JJIsl MiJTPUMKH BHCO-
KOi SIKOCTI KOOy Ta CTaOUIBHOCTI
CHCTEMH.
V¥ Unity SOA moxe OyTu peani3oBaHO
SK 3a JOMOMOTOI BOYJIOBaHMX 3aco0iB
(Hanpukian, yepes KOMIIOHEHTH
MonoBehaviour), Tak 1 3a J0OMOMOTOIO
30BHIMHIX 0i0miorek abo QpeiimBopkis. ['o-
moBHEe — 30epirath (oKyc Ha YITKOMY
BU3HAYCHHI poJIed Ta BiANOBIJAJIbHOCTEH
KOXKHOTO CEpBICY, a TaKOX Ha THYYKOCTI Ta
PO3IIUPIOBAHOCTI APXITEKTYPH.

Bucnosxku

VY xonai mociimkeHHs Oyno mpoaHali-
30BaHO KJIFOYOB1 IOJOKEHHSI TeOpii Karero-
piil, sika cTaja TEOPETUYHUM HIiATPYHTIM ISt
PO3POOKH METOIUKH HMPOEKTYBAaHHS 3aCTOCY-
HKY.

Byno 3ampornoHoBaHO iHTepHpeTalio
KUTTEBOTO LUKy 3aCTOCYHKY SK Habopy
CTaHIB MPOTPaMHu, SIKi MEPEXOIATh 3 OJHOTO B
IHIIUKA 3a [Jomomoror  «State  Machiney.
Komrmo3uitito ux CTaHiB MOXKJIUBO IMPeCTa-
BUTH SK KOMITO3UIIIF0 Mop(i3MiB, BimoOpa-
’KCHHSI OJJHOTO CTaHy B IHIIWH, 10 BUIUIUBAE
3 Teopii KaTeropii.

Onucana iHTepIpeTaiss Ja€e 3MOTY
KOHTPOJIbOBAHO MAacCHITa0yBaTH apXiTEKTypy
IPOEKTY Ta MOKPALLye PO3YMiHHS BUKOHAHHS
MPOIIECIB Ta JIOTIKU Y 3aCTOCYHKY.

3anponoHOBaHa METOJUKA € TEOPETH-
YHUM MIATPYHTSIM JUI PO3POOKU THYUKUX ap-
XITEKTyp MYyJbTHMEIIIHHUX 3aCTOCYHKiB. Bo-
Ha BpaxoBye crenudiky KOMIIOHEHTHO-
OpIEHTOBAHOTO Ta CEPBIC-OPIEHTOBAHOTO ap-
XITeKTYpHUX CTHIIB, a TaKOXX OCOOIUBOCTI
(GYyHKIIOHYBaHHS IrPOBUX PYIIIiB.
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