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PEDEPAT

[TosicHiOBasibHA 3alKcKa J0 JUIIOMHOI poOoTu «MeToauka MpoeKTyBaHHS CepBic-
OpIEHTOBAHUX 3aCTOCYHKIB, BUKOPHCTOBYIOUH irpoBuii pymriii Unity3D»: 76 cTOpiHOK,
22 pucyHku, 15 BUKOpUCTaHUX JKepena, 1 1o1aToxk.

SERVICE LOCATOR, DEPENDENCY INJECTION, APXITEKTYPA
3ACTOCYHKIB B UNITY3D, STATE MASHINE, CTAHU XUTTEBOI'O [MUKITY
II'POBOI'O 3ACTOCYHKY.

O0’ekTOM  JOCHIIGKEHHA € TPOIEC TNPOEKTYBAHHS  CEpPBIC-OPIEHTOBAHUX
3aCTOCYHKIB 3a JOMOMOT 00 irpoBoro pyuiist Unity3D.

IIpeamerom gociaimxeHHss € (QyHIaMEHTalIbHI METOAM Ta 3aco0M Ta PO3pPOOKH
CEpBIC-OPIEHTOBAHUX 3aCTOCYHKIB.

Merow poGoTm € po3poOKa METOJUKH MPOEKTYBaHHS CEPBIC OPIEHTOBAHUX
3aCTOCYHKIB, sIKa JO3BOJIUTh CTBOPUTH THYYKY Ta MAcIITa0OBaHY apXiTEKTypy
3aCTOCYHKY.

Bukopucrani MeToan 10CJIiIKEHHS

1. Meton anHami3y: BUSBJICHHS Ta aHali3 ICHYIOUHMX HEAOJIKIB Ta MpoOieM,

NOB'A3aHUX 13 3acTocyBaHHSAM maTtepHy "Service Locator"; igeHTHdikaiis
CUTYyallll, ne me miaxig Moxe OyTH Hee(pEeKTUBHHUM, 1 aHaji3 BUTpAT Ha
YIPABIIIHHS CepBiCamMHu.

2. MeTon nopiBHSIHHS: MOPIBHSHHS BUKOpUCTaHHS naTtepHy "Service Locator" 3

IHITUMU TIOMYJIIPHUMU TatepHamu mpoekTyBaHHs Unity3D; oiiHka nepeBar
Ta HEAOJIKIB NAaTEPHY MOPIBHSAHO 13 CTAaHAAPTHUMHU PIIEHHSIMU a00 1HIIUMU
apXITEeKTYPHUMHU T1X0aMHU.
3. MeTon cuHTE3y: y3arajllbHeHHS OTPHUMAaHHMX JTaHUX Ta 3HAHb JJISI CTBOPCHHS
peKOMeHJaIli 1010 ONTHUMAaJIbHOTO BUKOPUCTaHHS maTepHy "Service
Locator" y po3poOiii cepBiC-OpiEHTOBAHUX 3aCTOCYHKIB; (HOPMYITIOBaHHS
MIPUHITUIIIB 1 KpaITUX MPaKTHK JJII BAKOPUCTAHHS ITATEPHY.

4, [TpakTHuHE 3aCTOCYBaHHS: CTBOPEHHS CEPBIC-OPIEHTOBAHOTIO 3aCTOCYHKY 3

natepHoM "Service Locator", MiHIMI3ylOYM HEIOJIKH LbOIO MaTEpHY;
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MOJICTIIOBAHHS PI3HUX CIIEHAPIiB MPOEKTYBAaHHS MPOTOTHUITY JUIsSl OIL[IHKU HOTO

3ATHOCTI J0 PO3LIUPEHHS Ta THYYKOCTI.

IIpakTH4YHe 3HAYEHHS Ta PEKOMEHaNil 3aCTOCYBaHHS OTPUMaHUX PE3yJIbTaTIB:

pe3ynbTaTH JIOCHIKEHHSI MOXYTh OyTH BHUKOPHUCTaHI fK pPO3POOHHKAMU-
MOYATKIBISIMH, TaK 1 JOCBIMYCHUMH (axiBIIMH 3 pO3pOOKH irop Ta
3aCTOCYHKIB 3a JomoMororo irpoBoro pymris Unity3D, ski nparHyTth
ONITHMI3YBaTH CBOI MPOIIECH PO3POOKH Ta MIABUIIMUTHU SKICTh CBOIX MPOIYKTIB;

po3po0Kka METOAMKH, IO 3a0e3leuye THYYKICTh Ta MaclmTabOBaHICTh
apXITeKTYpH, IO MOXK€ 3HAYHO MIJABUIIMTHU SIKICTh KIHIIEBOTO MPOIYKTY, Ta
JIO3BOJISIE JIETIIIE a/IaTyBaTUCS 10 3MiH Y BUMOTAaX Ta TEXHOJIOTIAX, JO/IaBaTH
¢yHK10HaN 0€3 NepenrucyBaHHs 3HAYHOI YACTUHU KOAY;

3aCTOCYBAHHS ONTUMI30BaHUX MIAXOJIB 1 KpalIUX MPaKTUK MOXKE JONOMOITH
YHUKHYTH TIOMWJIOK y MPOEKTYBaHHI Ta peai3alii, Kl YaCTO BUHUKAIOTh MpPU
PO3pO0II CKIIATHUX CUCTEM;

pEeKOMEeHaIlli Ta MPUHIUIIK, PO3pPOOJIEHI B XOJI JOCTIIKEHHS, MOXYTh OyTH
KOPUCHUMU HE TUIBKHU JJIs1 pO3pOOHUKIB, sIK1 BUKOPUCTOBYIOTH Unity3D, aine it

y IIHPIIOMY KOHTEKCT1 pO3pOOKH CEpBIC-OPIEHTOBAHUX 3aCTOCYHKIB.

BpaxoByroun MBUAKKANA PO3BUTOK TEXHOJOTIH 1 3pOCTaHHS MOIYJISIPHOCTI CepBic-

OpPIEHTOBAHUX apXITEKTYp, PE3YyJIbTAaTU TaKOrO JOCIIPKEHHS MOXYTh MATH 3HAYHUI

BIUTMB Ha rajy3b MPOTPAMHOI 1HXEHEPIl Ta po3poOKH 1rop.



ABSTRACT

The explanatory note to on master’s degree graduation work "Approach of service-
oriented applications design using Unity3D game engine": 76 pages, 22 figures,
15 references, 1 appendice.

SERVICE LOCATOR, DEPENDENCY INJECTION, APPLICATION
ARCHITECTURE IN UNITY3D, STATE MASHINE, LIFE CYCLE STATES OF
GAME APPLICATION.

The object of research is the process of designing service-oriented applications
using the Unity3D game engine.

The subject of research is the fundamental methods and tools for developing
service-oriented applications.

The purpose of the work is to develop a methodology for designing service-
oriented applications that will allow creating a flexible and scalable application
architecture.

Research methods that were used:

1. 1.Analysis method: identification and analysis of existing shortcomings and
problems associated with the use of the "Service Locator" pattern;
identification of situations where this approach may be ineffective and
analysis of service management costs.

2. Comparison method: comparing the use of the Service Locator pattern with
other popular Unity3D design patterns; evaluating the advantages and
disadvantages of the pattern compared to standard solutions or other
architectural approaches.

3. Synthesis method: generalization of the obtained data and knowledge to
create recommendations for the optimal use of the Service Locator pattern in
the development of service-oriented applications; formulation of principles
and best practices for using the pattern.

4. Practical application: creation of a service-oriented application with the

"Service Locator" pattern, minimizing the disadvantages of this pattern;
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modeling of various prototype design scenarios to assess its ability to expand
and flexibility.

Practical usage and recomendations of the results:

e  The results of the study can be used by both novice and experienced developers
of games and applications using the Unity3D game engine who seek to
optimize their development processes and improve the quality of their
products;

e Developing a methodology that ensures the flexibility and scalability of the
architecture can significantly improve the quality of the final product. This
makes it easier to adapt to changes in requirements and technologies, and add
functionality without rewriting a significant portion of the code;

e application of optimized approaches and best practices can help avoid design
and implementation errors that often occur when developing complex systems;

e the recommendations and principles developed in the course of the research
can be useful not only for developers using Unity3D, but also in the broader
context of developing service-oriented applications.

Given the rapid development of technologies and the growing popularity of service-

oriented architectures, the results of this research can have a significant impact on the

software engineering and game development industry.
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IEPEJIIK YMOBHHUX TIO3HAYEHBb TA CKOPOYEHb

API — Application Programming Interface;

DI — Dependency Injection;

ECS — Entity Component System;

FPS — Frame Rate,

FSM — Finite-State Machine;

GUI — Graphical User Interface;

HUD — Heads up Display

IDE — Integrated Development Environment;

MMORPG — Massively Multiplayer Online Role-Playing Game;

MV C — Model-View-Controller;

MVVM — Model-View-ViewModel;

NPC — Non-Player Character;

SOA — Service-Oriented Architecture;

SOLID - S: Single Responsibility ;O: Open-Closed Principle; L: Liskov
Substitution Principle; I: Interface Segregation Principle; D: Dependency Inversion
Principle;

Ul — User Interface;

UML — Unified Modeling Language;

LITY — neHTpanpHUil POLECOP.
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BCTYII

AxkTtyanbHicTb Temu. CydacHa irpoBa 1HAYCTpPiS TOCTIHHO pO3BHBAETHCH,
MPOIMOHYIOYH BCe OLIBbIN CKJIAIHI Ta IHHOBAIIWHI PIIIICHHS Y CTBOPEHHI ITPOBUX JI0JATKIB.
OpHuM 13 KITIOYOBUX aCIEKTIB €(peKTUBHOTO PO3POOIICHHS Irop € BUOIp apXITEKTYpH, SKa
3a0e3neuye THYYKICTh, MacIITA0OBaHICTh Ta JIETKICTh y MIATPUMIIL KoOay. Y UIbOMY
KOHTEKCTI 3'SIBISE€THCA HEOOXIAHICTH JTOCHIIKCHHSI Ta aHaji3y MaTepHiB MPOEKTYBaHH,
Kl MOXYTb OyTH 3actocoBaHl y cepenoBuilli Unity3D — ogHOMY 3 HAMMOMYJSIPHIIIAX
irpoBHX pymIiiB cy4acHocTi [1].

[IpoekTyBaHHSI apXITEKTypHU Ta BUKOpPUCTaHHA NaTepHiB y Unity MOXKe CTaHOBUTH
MIEBHI BUKJIUKU Ta MPOOJIEMH, 30Kpema:

1. BuOip BIANOBIAHOTO apXITeKTypHOro mnarepHy: Unity He HakJIagae MKOPCTKHUX
0OMEXEHb Ha apXITEKTYypy, [0 MOXKE MPHU3BECTU JIO TPYIHOINIIB y BUOOP1 ONTUMAIBLHOTO
natepHy. Po3noBcropkeni narepuu, Hanpukiaaa, MVC (Model-View-Controller), MVVM
(Model-View-ViewModel) ado ECS (Entity Component System), MaroTh CBOI IepeBaru
Ta HEJIOJIKHU 3aJIXKHO Bijl MPoeKTy [2].

2. IToyaTkOBI apXiTEKTYpHI PIIIEHHS MOXKYTh YCKIaJHUTH MacIITa0yBaHHS IPOEKTY
B MaiiOyTHhOMY. HenpaBuiibHmii BUOIp MOXKE IPU3BECTH 10 HEOOX1THOCTI MEePENUCyBaHHS
KOJIy MpH J0JIaBaHH1 HOBUX (DYHKIIIH.

3. ¥V Unity 71erko CTBOPUTH CHJIBHO 3B'sI3aHI CUCTEMH, IO YCKIIAJHIOE TECTYBaHHS
Ta pedaktopunr. Bukopuctanus npuniumnis SOLID Ta naTepHiB MPOEKTYyBaHHS, TAKUX K
Dependency Injection, Service Locator Moske JOIMOMOITH KEPYBATH IIUMH 3aJICKHOCTSIMHU.

4. ApxiTekTypa, SKa YCKIAJHIOE TECTYBAaHHS, MOXK€ 3HAYHO 30UIBIIMTH Yac
pO3pOOKH. ABTOMAaTHU30BaHE TECTYyBaHHS, TaKe SIK MOMAYJIbHI TECTHU, MOXKE OYTH BaKKUM
s peanizamii y Unity depes 3aiekHOCTI Bij irpoBoro pyiiis [3].

5. Jleski apXiTeKTypHi MaTepHU MOKYTh HETaTUBHO BIUIMHYTH Ha MPOAYKTHUBHICTb,
0COOJIMBO B NPOEKTaxX 3 BEIMKOI KIUIBKICTIO 00'€KTIB 1 KOMIOHEHTIB. OnTumizailis i

MpaBUJILHUM BUOIp MATEPHIB € KIIFOUOBUMH JIJISl MIATPUMKHU BUCOKOT TPOYKTUBHOCTI.
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6. IaTerpariis 3 30BHIIIHIMU CHCTEMaMH, TaKUMH SIK 0a3u JaHUX abo BeO-cepBicH,
MOKe OyTH CKIAZHOIO 3aJIeXHO BiJ 00paHOi apxiTekTypu. BaxmuBo muianyBaTH i
aCIEeKTH Ha paHHIX eTarax po3poOKu.

7. Pi3H1 pO3pOOHMKH MOXYTh MaTH Pi3HI MIIXOAU J0 apXITEKTYpH, IO MOXE
YCKJIQHUTH CIIIBOPAII0O B KOMaH[i. BaXJIWBO BCTAHOBUTH YiTKI CTaHAApTH 1 3acajau
apXITEKTYpH Ha MOYaTKy IIPOEKTY.

Jns  BupimeHHS 1UX NOpoOJeM Ba)XJIMBO BHUTpayaTd dYac Ha IUTaHyBaHHS
apXITEKTYPH, PETYJISIPHO MEPETryIsIaTh 1 OHOBIIIOBATH il BIJIMOBIIHO JO0 3MIH Y MPOEKTI, a
TaK0X BPaxOBYBATH JOCBIJ Ta HaKpaIlll MPaKTUKU 1HIINX PO3POOHUKIB.

Ha cporoguimHiii aeHb, ICHy€ BEJIMKa KUIBKICTh MATEpHIB Ta peam3anid ix
KoMOiHarii. [ns Toro, mo6 oOpaTu HANUOUIBII MIIXOMAILY apXITEKTYPYy MPOMOHYETHCS
PO3TISHYTH 3 SKUMH BHUKJIMKAMH JIOBOJUTHCS CIpaBIATHCA po3poOHmKam. lleprmii i
HaWO1IbII OYEBUJIHUNA — 116 OTPUMAHHS 3aJICKHOCTEH BiJ] IHILIOTO Kiacy. 3a3BUuail JaHa
npoOjemMa BUPINIYETHCA MPSMUM JIHKYBAaHHS B €IITOpPl, BUKOPUCTAHHSAM IaTEPHY
Singleton, cratndHuX 1MOJIB YU iBEHTIB. BCl HEMOMIKK X IMiIXOMIB CTAIOTh MOMITHUMH Y
IPOLIEC] HAITOBHEHHSI MPOEKTY 00’€KTaMH Ta JOTIKOK. AJBTEPHATUBOIO BUILE BKa3aHUM
metonam € Dependency Injection (DI), mo Hamae 3Mory mnepemaatd NMOCHJIAHHS depe3
MEXaHI3M 1HEKIT 3ajeXHOCTe. [HIMII BUKIWK 1€ MIATPUMAHHS CTPYKTYPH IMPOEKTY,
MiHIMi3allisl Tpo0JIeM MOPSAKY 1Himiam3aiii. Jas mporo moTpiOHO YiTKO KOHTPOJIOBATH
KUTTEBUM IIMKJI 3aCTOCYHKY, a TaKOX IrpoBuUX OO0 ’€KTiB. [{1 BU3HAYCHHS €TariB
KUTTEBOTO IUKIY MIAXOAUTH marepH State, OCKUIbKM KOXEH eTall 1€ OKpEeMHUU CTaH
3aCTOCYHKY, B SIKHM MU MOXEMO 3ailTH Ta MOXemMo BUHTH. KpiMm 3anexHocteil mepen
pPO3pOOHMKAMHM YACTO TIOCTa€ THUTAHHS SK BUKOPUCTOBYBAaTH OJMH 1 TOW camMuil
(GyHKIIIOHAT y PI3HUX KyToukax mporpamu? SIkmio Jjorika rio0anbHa JJIsS BCIX
kopuctyBauiB 1 100 koprcTyBayiB 3BEpHYThCS 3 3alIUTAMHU /10 OJHIE€T CIIyKOM OTHOYACHO,
TO pe3yJabTaT y KpalloMy BUINAAKY OTPUMAIOTh JHIle Jekuipka. Came 10 mpodiem
MOKJIMKaHui BUpimuTH Service Locator y moeaHanHi 3 matepHom State s 3a0e3nedeHHs
MIOCJTIJIOBHOTO BUKOHAHHS 3aITUTIB B MOPSIKY, BU3HAYCHOMY cTaHoM [1-3].

Tomy ocobiuBYy yBary B po0oTi mpuiisieHo iHTerpaiii natepay Service Locator, DI

Ta State, sIKI B CYKYITHOCTI (pOPMYIOTb NOTYXHUM 1HCTPYMEHTapiil JIsl CTBOPEHHS CEPBIC-
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OpIEHTOBAHHUX 3aCTOCYHKIB. L[ KOMOiHaIlisl maTepHiB J03BOJIsIE€ PO3POOHUKAM CTBOPIOBATH
OLTBIII MOYJTFHUN, TECTOBAHUN Ta THYYKHH KOJI, IO € OCOOJIMBO BAXKJIMBUM Y BEITUKHUX Ta
CKJIQJIHUX MPOEKTaX.

Y poGoTi OymyTh HeTadbHO PO3TISHYTI KOXKEH 3 IUX TATEPHIB, iXHSA pOIb Ta
B3a€MO/II B KOHTEKCT1 po3poOku irop Ha Unity3D. byayTh BUCBIT/IIEHI OCHOBHI BUKJIMKHU
Ta MpoOJIEMH, 3 SKUMH MOXKYTbh 3ITKHYTHCS PO3POOHMKH IMPHU IHTETpallii X MaTepHiB, a
TaKOX HaJaH1 peKOMEH A1 010 X e()eKTUBHOTO BUKOPHCTAHHS.

MeTo1o nanoi kBaiikaiiitHoi poOOTH € Po3poOKa METOAUKH MPOSKTYBAaHHS CEPBIC
OpPIEHTOBAaHWX 3aCTOCYHKIB, $Ka JIO3BOJUTh CTBOPHTH THYYKYy Ta MacmTaOOBaHy
apXITEKTYpy 3aCTOCYHKY.

JI71st HOCSATHEHHS TOCTABJICHOI METU HEOOX1/THO BUPIIIUTH HACTYITHI 3aBJaAHHS:

1. IlpoBecTn AOMEHHHMI aHaNI3 MPEAMETHOI 001acTi MPOEKTYBAHHS 3aCTOCYHKIB Y

Unity3D, Bu3HaYUTH IepeBark Ta HEJOMIKH KOKHOT'O 3 IIiAXO/IB.
2. Po3pobutn METOAMKY TMPOEKTYBaHHS CEpPBIC-OPIEHTOBAHUX  3aCTOCYHKIB
BUKOPHCTOBYIOUH IMAaTTepH «Service Locatory.

3. PeainizyBaTu 3ampornoHoBaHy METOJIMKY MIPH PO3POOIIi 3aCTOCYHKY.

O0’eKkT HOCTiAAKEHHS — NPOLEC MPOEKTYBAHHS CEPBIC-OPIEHTOBAHUX 3aCTOCYHKIB
3a onmoMororo irposoro pyirist Unity3D.

IIpeamer gocaimxenHs — GyHIaMEHTAIbHI METOIU Ta 3acO0U Ta pO3pOOKH CepBic-
OpIEHTOBAaHUX 3aCTOCYHKIB.

MeToau 10CTi/IKEHHA.

1.Meton anamizy. BusBieHHsS Ta aHai3 ICHYIOYMX HEJOJIKIB Ta MpooJieMm,
MOB'A3aHUX 13 3acTOCyBaHHAM naTtepHy "Service Locator." Inentudikamis cutyamiii, ne
e miaxia Moxe OyTu Hee()eKTUBHUM, 1 aHAII3 BUTPAT HA YIIPABJIIHHS CEPBICAMHU.

2. Meton nopiBHsaHHS. [lopiBHSIHHSA BukopucTaHHs narepHy "Service Locator" 3
THITMMU TTOMYJISIpHUMU TTatepHamu mipoekTyBaHHs Unity3D. Ominka nepeBar Ta HEJO0JIKIB
nmaTepHy TOPIBHSHO 13 CTaHJAPTHUMH pIMICHHSIMHA a00 IHIIUMH apXITEeKTypHUMHU
M1IXOJaAMHU.

3. Meron cuHTe3y. Y3araJibHEHHS OTPUMAHUX JaHUX Ta 3HAHb JUIsl CTBOPCHHS

pEeKOMeHJAIlld 100 ONTUMAJBLHOIO0 BUKOpUCTaHHS mnaTepHy "Service Locator" y
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pO3po01Il  CepBIC-OPIEHTOBAHMX 3aCTOCYHKIB. (DOpMynIOBaHHS MPHUHIMIIB 1 Kpamx
MPAKTHUK JJI1 BUKOPUCTAHHS MATEPHY.

4. Tlpaktuune 3actrocyBaHHs. CTBOPEHHS CEpPBIC-OPIEHTOBAHOTO 3aCTOCYHKY 3
natTepHoM "Service Locator", MiHIMI3yl0UM HEJONIKA IBOTO MaTepHY. MOeIOBaHHS
PI3HUX CIIeHapiiB MPOCKTYBAHHS MPOTOTHITY JJISl OLIHKH WOTO 3AaTHOCTI 10 PO3IIMPEHHS
Ta THYYKOCTI.

IIpakTU4He 3HAYeHHA OTPUMAHHX PE3yJbTATIB: PE3yIbTAaTH AOCTIIKEHHS MOXKYTh
OyTH BHKOPHCTaHI SIK PO3POOHUKAMHU-TIOYATKIBIIMH, TaK 1 JOCBIAYEHUMHU (HaxiBIIMU 3
pPO3pOOKHU Irop Ta 3aCTOCYHKIB, SIKI MPAarHyTh ONTHMI3YBAaTH CBOi MPOIECH PO3POOKH Ta
M1JIBUIIUTH SIKICTh CBOIX MPOIYKTIB.

Anpo0aniss oTpuMaHux pe3yabraTiB. Pesynbratun poGotu Oynaum BIPOBAKEHI Y
peaqbHOMY TIPOEKTI 3 PO3pOOKM IrPOBOTO 3aCTOCYHKY, IO MIATBEPIKEHO aKTOM

BIIPOBAHKEHHS pe3ybTaTiB poboTu (nuB. Jomatok A).
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PO3JILI 1
AHAJII3 IPEJIMETHOI OBJIACTI CTBOPEHHS JTIOJIATKIB B UNITY 3D

1.1. Orasx irposoro pyurist Unity3D

Unity — 1ie maiinonyisspHiIimii irpoBuid pyiiii y citi (puc. 1.1) [4]. Bin mae 06araTto
(GyHKIIM Ta TOCTAaTHHO YHIBEpPCAIbHUM, II00 CTBOPUTH MPAKTHYHO OyAb-siKy rpy. Unity
NOMYJSIPHUAN Cepell K aMaTOPChbKUX PO3POOHMKIB, TaK 1 MPOQECIiHUX CTyNild 3aBISKU
kpoc-ratdopmensocti [5]. Moro BHKOPHCTOBYBaNM JUIS CTBOPEHHS TAaKHX irop, K

Pokemon GO, Hearthstone, RimWorld, Cuphead ta 6ararpox iHIIHX.

The most popular game engines
% of game developers who use each game engine either as their primary engine or as an engine they are also using
(n=1,393)

38%

mPrimary mAlso using

15%

5% 5%
2% 2% 2% 2% 2% 2% 2% B

Unity
Phaser
Havok

Other

Godot
Source
RedEngine I

CryEngine I

Gamebryo
BigWorld

wn
R
IS
R
Frostbite I

Amazon Lumberyard
In-house/proprietary
game engine

Puc. 1.1. HaitGi1b11 monyssipHi y CBITI iTpOBI pyIIii

Xoua Ha3zBa «Unity 3D» Harsikae Ha 3D, mpoTe maHuil pymriid TakoXX BKIIIOYAE
MOXJIUBOCTI 17t po3poOku 2D irop. Cporojgni [jsi HalWCaHHA KOAY MOXJIMBO
BukopuctoByBaTu pi3Hi monynspHi IDE (Integrated Development Environment), o
niaTpumMytoTh Hanucanus kony Ha C# (MS Visual Studio, Visual Studio Code, Rider,
tomio). Jlo Toro x IDE interpoBani B Unity TakKuM YHHOM, 110 MOKYTh aHAII3yBaTH BECh
MPOCKT Ta PEKOMEHIyBaTH po3poOHuMkamu mnotpidHuit APl (Application Programming

Interface) ta HaBiTh peasizallito METOY, BUXOSYH 3 HOrO Ha3BH.
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Jnsa auszaiiHepiB 3pYy4HICTh MOJSITae y TOMY, MIO PYyIIid MICTUTh MOTYXHI
THCTPYMEHTH JJI aHIMallii, Kl COPOIIYIOTh CTBOpEHHS BiacHuX 3D-mocninoBHOCTEN a00
po3poOky 2D-animarniit 3 Hynst. Y Unity maiike Bce MOKHA aHIMYBaTH.

Ockinpku Unity icHye 3 2005 poky, BiH HAKOIMYUB 3HaYHYy 0a3y KOPUCTYBadiB Ta
HEHMOBIpHY 0101110TeKy MarepianiB. Unity mIponoHye He TUIBKU BIIMIHHY JOKYMEHTAIIIO,
ajie ¥ BiJIeo Ta HaBUaJIbHI MOCIOHUKHU, TOCTYNHI B [HTepHETI.

Unity — e mporpaMHe 3a0e3ledeHHs, SKe J03BOJISE CTBOPIOBATH BiJeoirpu 0e3
HEOOX1THOCT1 3HATU OCHOBHI TEXHOJIOT1l PO3POOKH irop, TOMYy IMOTEHIINHI PO3POOHUKHU
IrOp MOXYTb 30CEPEIUTHCS JIHILIEC Ha MEXaHIIl TPU Ta BUKOPUCTOBYBATH BUCOKOPIBHEBHI
MIOX1J 10 CTBOPEHHS 1rop, BUKOPUCTOBYIOUM MOBY mnporpamyBanHs C#. Tepmin
"BUCOKOpPIBHEBUM" y JaHOMY BHUIIQJKy O3HA4ae€, M0, KOJIM TIpa CTBOPIOETHCS 3
BUKOPUCTAaHHSAM ITPOBOI0O PyIIisi, HEMAa€ HEOOXIAHOCTI BUPILIYBATH IPOOIEMY TOTO, SIKUM
YHHOM TIpOorpaMHe 3a0e3redeHHs Oy/e BigoOpaxaT («IIpoMalbOBYyBaTH») Irpy a0d0 SIKUM
YyuHOM OyJie BiAOyBaTHUCh B3a€MOJIiS 3 TpadiyHOI KApTOK JJIs ONTHUMI3allii MIBUAKOCTI
rpu. ToMy BUKOPHUCTaHHSI IrPOBOT'O PYIIisl HAJAA€ HACTYITHI MOXKIIMBOCTI Ta IEPEBAru:

o [IpuckopeHe po3poOieHHs. IrpoBi pymnii A03BOJSIOTH 30CEPEIUTHCS Ha

MexaHi rpu. OCKUIbKY JJIsl 3arajbHUX MEXaHIK 1 (QYyHKIN BXKe AOCTYIHI
BOy/OBaHI 010/110T€KH, iX HE MOTPIOHO CTBOPIOBATU 3 HYJISL, 1 MPOrpPamicTU
MOXXYTb BHUKOPDHCTOBYBaTH ix 0Oe3nmocepeHbO Ta 3€KOHOMHUTH 4Yac
(Hanpuknan, Ay iHTepdericy KopucTyBada ado MITy4YHOIO IHTEIEKTY).

o InTerpoBane cepenoBuiiie po3podku (IDE). IDE pomomarae ctBoproBatu,

KOMITUTIOBAaTH Ta KEPyBaTH BalllUM KOJOM 1 BKJIFOYAa€ KOPUCHI 1HCTPYMEHTH,
K1 TIOJIETIIYIOTh PO3pPOOKY 1 HaJaroKeHHS.

° I'padbiunuit kopuctyBanbkuii intepdeiic (GUI, Graphical user interface).

Xoua geski irpoBi pymiii 0a3yroTbess Ha 01010TeKax, OUIBIIICTh 3arajJbHUX
IrPOBUX PYIIIiB JT03BOJISAIOTH KOPUCTYBayaM CTBOPIOBATU 00'€KTH 0€3 3yCUIIb
Ta BUKOHYBATH 3arajibHl 3aBJIaHHs, Takl sIK TpaHc(opmalis, TeKCTypyBaHHS
Ta a”iMaIlis 3a JOMOMOTor (YHKIM mepeTsaryBaHHs Ta posmimenHs. Llle

OJIHIEI0 TIEPEBArol0 TAaKOTO IMPOTPAMHOr0 3a0e3MEUYeHHS € MOXKIJIMBICTh
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pO3yMITH Ta TMeperisinaTd, sk Oyne BUTIAmATH rpa 0e3 HEeoOXiTHOCTI
KOMITUTIOBATH KO/ (HAIIPUKJIIAJ, Yepe3 CIICHH).

KpocniargopMeHHicTh. 3a JONOMOrOK0 OJHOTO IrPOBOTO pYIIisl MOXHA

CKCIIOPTYBaTH CTBOPEHY I'py Ha JEKiJIbKa IIaT(opM 3a JTOMOMOIOI OJHOTO
kiiky (Hanpukinan, mis WebGl, TV, iOS abo Android), He mepenucyrodu

BECh KOJI MMOBTOPHO [6].

Ha puHKYy mpucyTHiI pi3HOMaHITHI irpoBi pymrii, mpote Unity BusBHBCS OIHUM 3

Halikpamux cepea HUX. Mloro BUKOPHCTOBYIOTH PO3POOHHUKH Irop MpPOTATOM OaraTbox

POKIB 1 3aBASKM HbOMY Oyio ctBopeHo ycmimHi 3D ta 2D irpu. 3 npukiagamu Takux

MPOEKTIB MOXKHA IMO3HAHOMHTHCS Ha O(IIIHOMY CalTI 332 MOCHIAHHAM [7].

BuiiimMo ocHOBHI mepeBaru irpoBoro pyirist Unity 3-momix iHIINX

MOJIUBICTh cTBOpIoBaTH sIK 2D, Tak 1 3D irpu, po3po0iaTy pi3Hi )KaHpH 1rop,
BKJIIOYaroun irpu  Bim mepmoi ocobm (FPS, Frame Rate), wmacosi
MyJIbTHILICCpHI OHIaiiH-posiboBi irpu (MMORPG, Massively Multiplayer
Online Role-Playing Game), xa3yayibHi irpu, IPUTOAHUIBKI irpH Ta Oarato
1HIINX

MO>KJIMBICTh CTBOPIOBATH I'PU BUCOKOI SKOCTI 31 3pyYHUM 1HTEphErncoM;
SKCIIOPT irop Ha IIUPOKUH crmekTp uiatdopm, Brmouaroun Android, 10S,
Universal Windows Platform, Mac, WebGL, PS4, PS5, tvOS;

BKJIFOYAa€ BC1 HEOOXiJHI 1HCTPYMEHTH, CHPOIIY€E 3aCTOCYBaHHS KOPUCHUX
TEXHIK JIIS IMABUIIEHHS SIKOCTI TPH,

B 3aJIEKHOCTI BiJl 3BUYKM PO3POOHMKA JI03BOJISIE BUKOPUCTOBYBATH OYJlb SIKE
IHTErpOBaHE CepeloBUIle po3poOKH, 110 miaTpumye MmoBy C# — Rider, Visual
Studio, Visual Studio Code. Inrterpaiiis nux cepeAoOBHII AOIIOMArae MUCAaTh
KOJI IBU/JIIIIE Ta Ma€ HaO1p MOYJIB JJisl pepaKTOPUHTY Ta BIJIAIKA KOIY;
BOYI0BaHI MOJYJI IITYYHOI'O 1HTEJIEKTY (HANPHUK/Iad, HaBiraiis mo navmesh),
Kl MOXHa BHKOPHCTOBYBAaTH HaBiTh 0€3 MOMEpeAHIX 3HaHb MPO IITYIHUI
IHTEJIeKT, CBITIIO, BOYJOBaH1 00'€KTH Ta KIHIIEBY MAIIMHY CTaHIB, SIKY MOXXHa

3aCTOCOBYBATH JI0 MEPCOHAXKIB JJIsl HAAIITYBAHHS iX TOBEIHKHU.
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1.2. Orasja nomyJisipHUX NATEPHIB MPOEKTYBAHHS, IEPeBATH TA HEAOJIIKH

1.2.1 ITatepn «Statex»

[MarepH «State» mae Tpu OCHOBHI CKJIQJIOBI Y CBOii CTPYKTYpi (puc. 1.2):

Context

- currentState ; [State

<interface>>
|State

e

+ SetState()
+ Transition() : void

ConcreteStateA

+ handle()

ConcreteStateB

+ handle()

ConcreteStateC

+ handle()

+ handle()

Puc. 1.2. UML-niarpama natepny «Statex»

Knac Context Busnauae iHTepdeiic, sskuii 103BOISE KIIEHTY 3MIHIOBATH BHYTPIIIHIM

cTad 00'exkTa. BiH Tak0X MICTHUTH MOCHUJIAHHS HA IIOTOYHUNA CTAH.

InTepdeiic [State BcTaHOBIIOE KOHTPAKT Ha peajizallito Jjisi KOHKPETHHX KJIaciB

CTaHy.
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Konkpetni kmacu ConcreteState peamizytore iHTepdeiic [State Ta BuUmaTh

nyomiuauii meton handle(), sxuii o0'ekt CONteX MoXxe BUKIWUKATH JJIS 1HIIIFOBAHHS

HOBC,ZIiHKI/I CTaHy.

[Ilo6 oHOBUTHM CcTaH 00'€KTa, KIIEHT MOKE€ BCTAaHOBUTH OUIKYBaHHUW CTaH uepes3

o0'ext Context Ta 3ampocuTH mepexij 10 HOBOro craHy. Takum unHoM, Context 3aBxau

3HAa€ MPO MOTOYHMM CTaH 00'ekTa, KUM BiH Kepye. OpHak, oMy He MOTPIOHO 3HATU

KOXKEH 3 ICHYIOUMX KOHKPETHHX KJaciB cTaHy. Mo’KHa J0/1aBaTH CTIIbKU KJIAciB CTaHy,

CKUTBKH HEOOX1THO, HE 3MIHIOKOYH JKOJTHOTO psiJika Koy y kiaci Context.

[lepeBaru BukopucTanHs naTepHy «Statex:

[HKancymsis: naTepH Ja€ MOXKIIMBICTh peai3yBaTH MOBEAIHKY 00'ekTa 31
CTaHaAMU Yy BUIJISIII HAOOpY KOMIIOHEHTIB, SIKI MOXYTb OyTH JWHAMIYHO
npu3HayeH1 00'€KTy P 3MIHI CTaHIB.

[TinTpriMKa: MOXIJIMBICTH JIETKO BIPOBA)KYBATH HOBI CTaHU, HE 3MIHIOIOYHU

JIOBT'1 YMOBHI oniepaTopu abo nepeHaBaHTaXeH1 KIIacH.

Opnak, natepH «State» mae cBOi 0OMEXEHHs, KOJIM MU BUKOPUCTOBYEMO HMOTO IS

yIpaBITiHHS aHIMOBaHUM IepcoHaxkeM [8]:

3MinryBaHHs: B MIEPBUHHOMY BUTJISAI TTaTepH «State» He MporoHye pilieHHs
JUISL 3MIIITYBaHHS aHIMaIlii, 1110 MOYKE CTAaHOBUTHU MPOOJIEMY IS JOCATHEHHS
IJIABHOTO BI3yaJbHOTO NEPEXOAY MIK aHIMOBAaHMMHU CTaHAMHU MEPCOHAKA.

[lepexin: y 3a3HadeHidl BUINE peaizallii MaTepHyY € MOKJIUBICTh JIETKO
MEePEMUKATUCS MK CTaHAMH, ajie¢ HEMa€ MOXJIMBOCTI BU3HAYATH BiHOIIIECHHS
MDK HUMU. ToMmy, IUisi BU3HAYEHHS MEPEXOJIB MIXK CTaHAMH HAa OCHOBI
BIIHOIICHh Ta YyMOB, JOBEICThCS Hamucath Habaratro OiIble KOy,
HaIpUKIaa, o0 cTaH Oe3/1sNIbHOCTI MEPEXOUB Y CTAH X0Ab0U, a MOTIM CTaH
xoapbu mepexoauB y crtaH Oiry. Ilpomec mnepexony Mae BigOyBaTuCs
aBTOMAaTUYHO Ta IUIaBHO, B MPSAMOMY Ta 3BOPOTHBOMY HalpsiMKaxX, B
3aJIKHOCTI BiJl Tpurepa uu yMoBH. Lle Moxke moTpeOyBaTu BEIUKOI KIIBKOCTI

qacy Ta pecypciB Mij] yac KOJyBaHHS.
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OnHak, 3a3Ha4€HI BHIIE OOMEKEHHS MOXKHA IMOJI0JIATH, BUKOPUCTOBYIOUH CUCTEMY

animanii Unity Ta ii BnacHy MamuHy crtadiB. CTaHu aHiMallii MOKHA JIETKO BU3HAYUTH Ta

MPUKPIMUTH aHIMAIIIH1 KJIIMH, CKPUIITH J10 KOYKHOTO 3 HAJaIlITOBAHUX CTaHIB.

Hwxde HaBeeHO CIHMCOK MATEPHIB, SKI € TOB'SI3aHUMH a00 aNbTEPHATUBHUMH JI0

naTepHy «Statey:

1.

[Tatepn «Blackboard» («/lomka oromomieHs») / matepn «Behavior Trees»
(«/lepeBa TOBEMIHKHW)». BUKOPUCTOBYIOTHCS IS  pemi3ailii  CKIaIHUX
IHTEJIEKTyaJIbHUX MMOBEJAIHOK Ha OCHOBI IITYYHOT'O 1HTEIEKTY ISl IEPCOHAXKIB
NPC (Non-Player Character). Hanpukian, SKIio € HeoOXiIHICTh pealli3yBaTh
IITYYHUN IHTEJNEKT 3 JUHAMIYHUMHU [OBEIIHKAMU HPUUHATTS pIlIEHb, TO
JIOIJIBHO BUKOPUCTATH BKa3aHi BUINE MATEPHU, OCKLILKH BOHH JI03BOJISIOTH
peani3oByBaTH MOBEIIHKY 3a JJOMIOMOTOIO JiepeBa Moiil.

[Matepa «FSMy» (Finite-State Machine, Tto0t0 «KiHIeBHII aBTOMATY):
BiIMiHHICTh MK «FSM» Ta matepHoM «State» moisrae B Tomy, mo «State»
CTOCYEThCS 1HKAINCYJIAMIi MOBEMIHKK 00'€KTa, 3ajieXHOi Bif craHy, a «FSMy
OLIBII TTTMOOKO MOB'SI3aHUM 3 MIEPEX0/IaMH M1k KIHIIEBUMU CTaHAMHU Ha OCHOBI
KOHKpPETHHX BXigHUX TpurepiB. Takum umHoMmM, «FSM» dYacto BBakaeThCs
TaKuM, 110 OLIBIIIE MiIXOAUTH IS peani3allii cucTeM, MoAI0HUX 10 aBTOMATIB.
[Tarepr «Memento»: cxoxuii Ha marepH «Statey», ame 3 10JaTKOBOIO
dbyHKIi€I0, KA HAga€e 00'€eKTaM MOXIJIMBICTh MOBEPHYTUCS JO TMOMEPEIHBOTO
CTaHy; MoOke OyTH KOpPHUCHHUM IMIpU peaizalii CUCTEeMH, L0 MOTpedye

MO>KJIMBOCTI CKacyBaTH 3MIHY, BHECEHY B HET camy.

1.2.2 TlaTepn «Event Bus»

[Tatepn «Event Bus» paie sik LeHTpalbHUN BY30J, IO KEpy€e MEBHUM CIHCKOM

ro0anbHUX TMOAIN, Ha sKi 00'€KTH MOXYTh MIANHCYBaTUCA abo0 sIKI BOHU MOXKYTb

nyomikyBatu (puc. 1.3). Ile HaitnpocTimmmii mabioH, TOB'I3aHUN 3 YIIPABIIHHSAM TIOIISIMH.

Bin cmopormiye mporec npu3HaueHHs 00'ekTy poii «Subscribery (mignucuuk) abo poJi

«Publisher» (BumaBenp) 10 OAHOTO psaKa KOAY, IO MOXKE OYTH KOPHUCHHM, KOJIH
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HEOOX1THO IIBUJIKO OTPUMATH pe3yNbTaTu. A€, sIK 1 OUIBLIICTh MPOCTUX PIIICHb, TaHUN

MaTepH MAa€ HEJIOMIKN Ta OOMEKEHHS.

Publisher

Global Game Event

publish()

Event Bus

handle() l

i handle()

HUDController

BikeController

Subscriber

Subscriber

Puc. 1.3. UML-niarpama natepny «Event Bus»

Hasenena Bume (puc. 1.3) UML-giarpama marepHy mokasye, IO ICHYIOTh TpH

OCHOBHI KOMITOHEHTH:
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° Bunasii (publishers) — moxyTh myOsikyBaTi TieBHI THUIIM TIOJiH, OTOJIOMIEH]

yepe3 MUHY MOIH, IS TiAMTUCHUKIB.

° [[InHa moxiit — 1eit 00'eKT BIAMOBIAE 32 KOOPJIWHAIIIIO Mepeaayl Moaid Mix

BUJIABIIMU Ta i IMTUCHUKAMHU.
° [Tigmucaukm (Subscribers) — mani 00'€eKTH peecTpyrOTh cede SIK IiIMCHHUKIB
NEBHUX IMO/1H Yepe3 MUHY MO/IIMH.

Komu o6'ekt «Publisher» Bukiaukae mopmiro, BiH BiampaBisge CUTHA, SKAW 1HIII
o0'extr «Subscribers» moxyts orpumaru. CUrHan nepenaerbest y GopMi MOBITOMIICHHS,
SKe€ MOXE BKasyBaTH Ha Te, IO BiIOyBaeThcs MeBHa Jis. B cucremi mojii 00'exT
TpaHcitoe mofito. [ToBiTOMIIEHHS OTPUMYIOTH JIMIE Ti 00'€KTH, SKI IMIANUCAaHI Ha Hel, 1
BOHU OOMPAIOTh, IKUM YHHOM i1 00poOuth. ToOTO, Taka cucTemMa Moii Harajaye panTOBHA
«CIIJIECK» Y CIEKTPi PaliOCUTHANY, KWW BUSABISAIOTH JIMINE Ti MpUiiMadi, 4ui aHTCHH
HaJIAIITOBaHI HA MTEBHY YacTOTY.

[Tatrepn «Event Busy € HaOmMKeHUM 10 CUCTEeMH OOMIHY MOBIJOMJICHHSMH Ta
natepHiB tuny «Publish-Subscribe». Hasea mnatepny «Event Bus» roBopuTh mpo
3'€lHaHHA MIDXK KOMIIOHEHTaMH. Jle KOMIOHEeHTaMu OynyTh OO'€KTH, SIKI MOXYTb
BucTynaTH y poii «Subscribery» a6o y pomi «Publisher.

Orxe, matepH «Event Bus» — 1me cmoci®6 3'emHanHHsS 00'eKTIB 4epe3 MoOii,
BHUKOpHUCTOBYIOUHM Mojenb «Publish-Subscribe». [Toxiony mMomens MoxHa peaidyBaTH 3a
nomnomMoroto mabnony «Observery i natuBaux nofiit C#. OmHak, 11i albTepPHATHBU MarOTh
neski Hemosiku. Hanmpukmax, y TumoBid peamizamii mabmony «Observer» wmoxe
BUHUKHYTU TICHUH 3B'A30K, ockimbku «ODbserversy (cmyxaui) ta «Publishersy (Bunmasiri)
MOJXKYTh CTATH 3aJIC)KHUMH Ta 3HATH OJHHH PO OJTHOTO.

Ane marepn «Event Bus» y tomy Burisml, y sikomy BiH peani3oByeTbcst B Unity,
a0cTparye 1 cpoliye BiTHOCHHU Mixk possiMu «Subscribery ta «Publishery takum unnOM,
110 BOHU TTOBHICTIO HE 3HAIOTh OJWH Tpo oaHoro. llle omgHi€ero mepeBaroro maTepHy € Te,
0 Mpolec Npu3HadeHHS poii «Subscriber» Ta/a6o «Publisher» 3menmyerscs Ta

CIIPOIIYETHCA 1O OAHOTO PsAJIKa KOIAY.
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Tobro marepn «Event Bus» € miHHMM 1abmoHOM 71 JOCHIKEHHS Ta

BUKODUCTaHHA Yy peanbHHX 3amadax. «Event Bus» BucTtymae mnocepegHMKOM MixX

BUJIABISIMU Ta HIIIUCHUKAMU.

Jlo mepeBar natepry «Event Bus» BapTo BimHECTH:

Po3'eqHaHiCTh: BHKOPUCTaHHS CHCTEMH TIOMIA JO3BOJISE pO3'€IHYBATH
00'eKTH, TOOTO 00'€KTH MOXYTh OyTH MOB'SI3aHI Yepe3 MO/Iii, a HE HaNpsIMy
MOCUJIAIOYHCh OJMH Ha OJTHOTO, 110 3MEHIIY€ CTYIIHb iX 3B'A3HOCTI.

[IpocroTa: mumHA TOMIM CHpOIIye MexaHi3M TyOmikarii abo ITiAMHUCKH,

abCTparyrouu Moro Ha MoJIiro0 BiJ ii KJII€HTIB.

Cepen HenonikiB narepuy «Event Bus» BapTo BiI3HAUUTH HACTYIIHI:

[IpOlyKTUBHICTH: B OCHOBI Oy/b-SKOI CUCTEMH NOJIA € MEXaHI3M HU3BKOTO
pIBHsI, SIKMI Kepye OOMIHOM MOBIJIOMJIEHb MK 00'€KTaMH, 3a PaxyHOK 4YOTO
BIOYBA€ThCS HEBEIMKA BTpaTa MPOAYKTUBHOCTI MPU BUKOPUCTAHHI CUCTEMU
MoAiN, aje, 3alleXKHO BiA MUIBOBOI IaThOpMU, BOHA MOXe OyTH
MI1HIMAJIBHOIO.

['moGanbHICTh: 3aBXKAM ICHY€ PpU3MK NpPH BHUKOPUCTAaHHI TJIOOAIBHO
JOCTYMHUX 3MIHHUX Ta CTaHIB, OCKUIbKM BOHU MOXYTh YCKJIaIHUTH
BIJIJIarO/DKCHHST Ta MOJYJIbHE TECTYBaHHS, OJHAK JaHUM HEJOJIK € CKOpilie

KOHTEKCTyaJIbHUM, a HE a0COIOTHUIA.

Huxye HaBeneHO KOPOTKUM CIUCOK OCHOBHHMX IMATEPHIB, SKI BapTO BPAaXxOBYBATH

MIpH pearizaiii cucTeMu abo MexaHi3My TO/Iii, aje iX icHye HabaraTo Oiblie:

e «Observery — noope BimoMuii nmarepH, ae 00'ekT (Cy0'eKT) MATPUMYE CIUCOK
p p y puMy

00'eKTIB («cmocTepiradiBy) Ta MOBLIOMIISIE 1X TPO 3MIHU BHYTPIIIHHOTO
crany. Lle marepH, skuii ciaif po3TisaaTH, KOJU € HEOOX1HICTh BCTAHOBHUTH
B1IHOIIICHHS OJIUH-/10-0araThb0X MK IPYMOI0 CyTHOCTEH.

«Event Queue» — mo3Bossie 30epiraTd MOJll, TEHEPOBaHI «BUAABISIMU» Y
4yep3l Ta MePEeCcCHIaTi X CBOIM «IAMMCHUKAM» Y 3pydHui yac. Takuit miaxiz
po3'€IHy€E TUMUYACOB1 BITHOCHHU MK «BUAABLISIMI» Ta «IM1AMUCHUKAMI.
«ScriptableObjectsy» — 3abe3neuye MOXJIHMBICTh CTBOPUTH CHUCTEMY MOIIN 3

ScriptableObjects y Unity. OcHOoBHa mepeBara IbOTO MIAXOMy TOJISATAE B
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TOMY, 10 BIH CHPOIILY€ CTBOPEHHS HOBHX KOPUCTYBAIIbKUX ITPOBUX IMOJIM.
HMoro dYacto BHKOPUCTOBYIOTH, SIKIIO BHHHUKae TMoOTpeda mMmoOyayBaTu

MaciTaboBaHy Ta HAJIAIITOBYBAHY CUCTEMY IMOIiH.

1.2.3 ITarepa «Command»

[MaTepr «Commandy — 11e MoBeAIHKOBHI MIA0IOH MPOESKTYBAHHS, IKUH IIEPETBOPIOE
3amuTH B 00'€KTH, JO3BOJISIOUM TEpPEIaBaTH iX SK apTyMEHTH IiJ] 9ac BUKIUKY METOJIIB,
CTaBUTH 3aIMTH B YEPTY, JIOTYBATH X, a TAKOXK IMATPUMYBATH CKaCYBaHHSI OIleparliii.

[Tatepr «Command» 103BoJIsIE PO3AUTUTH OO'€KT, SIKHH BUKIUKAE OIEpaIliio, Bil
TOTO, XTO 3HAE, K 11 BUKOHATU. [HIIIMMU ClI0BaMu, 0OpOOHUKY KOPUCTYBAIILKOTO BBOIY HE
MOTPIOHO 3HATH, SKa TOYHA i Mae OyTHM BUKOHAHA, KOJW TpaBellb HATHUCKAE IPOOIII.
ﬁOMy MIPOCTO MOTPIOHO MEPEKOHATHUCS, [0 BUKOHYETHCS MPaBUIbHA KOMaH/Ia.

Ha puc. 1.4 naBegeno UML-giarpamy, 3a JOMOMOIoO0 $SKOI MOYKHA BHUILIUTH
OCHOBHI KJIACH JIaHOTO TIaTEPHY.

o Invoker (Bukivkau) —00'e€KT, SIKHil 3HAE, IK BUKOHATH KOMAH]Iy 1 MOXE BECTH

001K BUKOHAHUX KOMAaH/I.
° Receiver (orpumyBau) — Tvm 00'€KTa, SIKHH MOXKE€ OTPHUMYBATH KOMaHIH 1
BUKOHYBATH IX.

o CommandBase (0a3oBa koMaHma) — aOCTpaKTHHH Kjac, SKHH IMOBHHEH
yCIaJKOBYBaTH JAeskuii inaumBimyanpHmii kimac ConcreteCommand (mesHa
KOHKpPETHa KOMaHza), SKUH Takox BiakpuBae meTon Execute(), 1mo moxe

OyTH BUKJIMKAHUH JIJI1 BAKOHAHHS MEBHOI KOMaHIM 3a JoroMororo Invoker.
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Puc.1.4. UML-niarpama matepay «Command»
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Hwxye HaBeZieHO OCHOBHI niepeBaru natepHy «Commandy:

o Po3ninenHsa: matepH A03BOJSE PO3AUIUTA O0'€KT, SIKWH BUKIIMKA€E OMEPAIIo,
BiJl TOTO, XTO 3HAE, 5K 1i BUKOHATH; JaHUW PIBEHb B1IOKPEMIICHOCTI 103BOJISIE
JOJaTH TIOCEPETHUKA, IKUH 3MOKe BECTH OOJIIK Ta MOCIIOBHICTD OIeparlii.

o [TocnigoBHICTE: MaTepH MOJETUIye TPOLEC CTBOPEHHS YEpPTd BBOJIY
KOpPHUCTYyBaya, 110 JI03BOJISIE peai3yBaTh MOKIMBOCTI CKacCyBaHHS/TIOBTOPY
T, MAaKpOCIB Ta Yepr KOMaHI.

[Morenniitanm Hemonikom marepHy «Command» e ckmaanicte peamizarii. s
peanizalii JaHoTro MaTepHy MOTPiOHO OaraTo KjaciB, OCKUIBKM KOXKHA KOMaHJIa € KJIacoM
cama no coOi. Takox MOTpiIOHO MaTH BIAMIHHE PO3YMIHHSA MPUHLMUIIB POOOTH MaTepHY
JUISL TIIATPUMKH KOy, TOOYJJOBAaHOTO 3a MOr0 JIOMOMOTOI0, 10 Y OUIBIIOCTI BUMAJKIB HE
CTaHOBUTH CEPHO3HOT MPOOJIEMH, ajie BUKOPUCTAHHS NATEpHY 0€3 KOHKPETHOT METU MOKE

YCKJIAAHUTH Ta adCcTparyBaTu KoJI0BYy 0a3sy.

1.2.4 Tatepn «Object pool»

OcHoBHa koHIenmis natepHy «Object pool» e mpocroro — Habip (ObjectPool) y
BUTJISAJII KOHTEHHEpa 30epirae KOJCKIIO 1HINIHOBaHUX 00'ekTiB y mam'ati. Kiientu
MOKYTb 3alIUTYBaTU y HA00Opy (TyJly) €K3eMIUIsip 00'€eKTa MEBHOTO THUITY; SKIIO TAKUW € B
HasBHOCTI, BiH Oyne BWIydyeHUH 3 HAOOpy Ta NepelaHuid KIEHTy. SKio B TEBHUU
MOMEHT HEMAa€ JI0CTaTHBO1 KUTBKOCTI 00'€KTIB y HAOOP1, HOB1 OyAyTh CTBOPEH1 JMHAMIYHO.

OO0'exTH, IO MOKUIAIOTH ITYJI, HAMAralOThCs MOBEPHYTHUCS 10 HBHOTO, KOJW BOHH
OlIbIIIE HE BUKOPHUCTOBYIOTHCS KIIEHTOM. SIKIIO B HaOopi Oinbllie HEMa€e MiCIlsd, BiH
3HHIIYBATUME €K3EMIUISIPU 00'€KTIB, III0 HAMArarOThCS MOBEPHYTHUCS. TaKUM YHHOM, ITYJT
MOCTIHO TIOTMOBHIOETHCS, MOXKE OYTH JIMILIE TUMYAaCOBO CIIOPOXKHEHUH, aje HIKOJIU HE
nepenoBHIOEThCA. OTxKe, BUKOPUCTAHHS HOTO TTaM'sITi € CTaOUIBLHUM.

Ha puc. 1.5 maBeneno UML-miarpamy narepuy «Object pooly, ska iaroctpye oOMiH

MIX KJIIEHTOM Ta ITyJIOM O0'€KTIB:
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ObjectPool

- pool : instances]]

Client

+ get() : instance

PooledObject

uses >

+ doSomething()

Puc. 1.5. UML niarpama natepny «Object pool»

3 nmiarpamu (puc. 1.5) BHIHO, IO MyJ1 00'€KTIB CIOYXHTh KIIE€HTY, HAJIal0Ud HOMY

IOCTYH O Mydy €K3eMIUIIPIB 00'€KTIB IIEBHOIO THUITY, HAIPHUKIIAJ, KIIEHTOM MOKEe OyTH
2

reHepaTop, AKUH 3alUTYyeE Yy MyIy 00'€KTIB €K3EMIUISIPU KOHKPETHOTO THUITY BOpPOTa.

[Tepesaru matepuy «Object pooly:

[TepenbauyBane BHKOpUCTaHHS mam'sTi: 3a jgonomororo «Object pooly mwu
MO>KEMO BULIMTHU NaM'sTh y nepeAdadyyBaHui CrIOciO A yTpUMAaHHS EBHOT
KUIBKOCT1 €K3eMILISIPIB MEBHOTO TUITY 00'€KTa.

[linBuIIEHHS NPOIYKTUBHOCTI: Maroud OO0'€KTH, IO B)KE I1HIIIHOBaHI B

nam'aTi, MOKHa YHUKHYTH BUTPAT Ha 1HILIATI3A1[1}0 HOBUX.

Hwkue HaBeZieHO MOTeHIIIHHI Hemoiku narepHy «Object pooly:

HakmamenHs Ha BXe KepoBaHy IIaM'siThb. Cy4YacHI KepoBaHI MOBHU
nporpaMmyBaHHs, Taki sk C#, oNTUMaIbHO KOHTPOJIIOIOTh BUIIJICHHS ITaM'sITi.
HenepenbauyBaHi craHu 00'€KTIB: SKIO MaTEPH HEMPABWILHO 00pOOIII€ThCA,

00'eKTH MOXYTh OyTH MOBEPHYTI 10 HAOOPY Yy CBOEMY MMOTOYHOMY CTaHi, a HE
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B mouaTtkoBoMy. lle Moke cTaHOBUTH MpoOJIeMy Yy BUTAIKY, KOJIU OO'€KT y
MyJli € TaKUM, KU MOKHA TOMKOAUTH abo 3HummTH. Hanmpukman, Bopoxka
CyTHICTb, SKYy IIOWHO BOWB TIpaBellb, MPH TMOBEpPHEHHI ii g0 myny 0e3
BITHOBJICHHSI 11 37I0pOB's, 3'ABUTHCSA Ha CIICHI BXKE IOIIKOKEHOIO, KOJIA
«Object pool» 3H0BYy moBepHe ii I KITi€HTA.

[Ipote marepu «Object pool» He BapTO BUKOPUCTOBYBATH, SKINO, HANPHUKIAI, €
CYTHOCTI, fKi TOTpiOHO 3TEeHEepyBaTH JHIIEC OJWH pa3 HAa KapTi, 30KpeMa Taki, fK,
HANpPHUKIAJ, «OCTaTOYHUN Oocy», momaBanHs Horo go «Object pooly e mapHyBaHHSIM
nam'siTi, sika Moria 6 OyTH BUKOPHUCTAHOIO JIJIsl YOTOCh OLTBII KOPUCHOTO.

Takox Bapto Bkazartu, mo «Object pool» — 1e He ke, Xo4a BiH Ma€ CX0XKY METy —
MOBTOPHE BHKOPHUCTaHHsS 00'ekTiB. OCHOBHA pi3HHMIIA HOJsrae B Tomy, mo «Object pool»
Ma€ MEXaHI3M, y SKOMY CYTHOCTI aBTOMAaTH4YHO NIOBEPTAIOThCA N0 HaOOpy micis
BUKOPHUCTaHHs, 1 700pe peanizoBanuii «Object pool» kepye cTBOpEHHSIM Ta BHUIAJICHHIM
00'€KTIB B 3aJIEKHOCTI B/l IOCTYITHOTO PO3MIpPY IYIIy.

VY Bumangky, SIKIMIO € CYTHOCTI, Taki SIK, HAIpPUKJIAJ], KyJi, YaCTUHKH 1 BOPOXKI
MEPCOHAXI, SIKI YaCTO TCHEPYIOThCS Ta 3HMIYIOTHCS i yac irpoBoro mporiiecy, «Object
pool» Moke 3HATH Jeske HaBaHTAXKEHHS, ske HakmamaeTbes Ha LITY (meHTpanbHUiA
IIPOILIECOP), 3MEHIIYIOYH KIIbKICTh 3BEPHEHD, ITOB’SI3aHUM 31 CTBOPEHHSIM a00 3HHUIICHHSIM
00’extiB. Takum unnoM LIITY 3moske 30epert 0OUUCTIOBAIBHY MOTYKHICTD ISl OB

KPUTHUYHUX 3aBJ1aHb.

1.2.5 Tatepn «Observer

OcHoBHa wMeTa matepHy «Observery mnonsrae B TOMy, 1100 BCTaHOBUTH
B3a€MO3B'S30K THITy «OJIMH 3 OaraTbMa» MiX 00'€KTamu, Jie OJUH 00’ €KT Ji€ sK Cy0'eKT, a
iHo  Oepyte Ha cebe posb crnocrepiradiB. Ilotim cyO'ekt Oepe Ha cebe
«BIAMOBIAAIBHICTEY MPOIHGOPMYBATH CIIOCTEPITaviB y BUITAJIKY, KOJU IIOCHh BCEPEIWHI
HBOT'O 3MIHIOETBCS 1 MOXKE 3aIIKABUTH 1X.

Taxuii nporec memio cxoxui Ha mozenb «Publisher-Subscribery, B skomy 00'exTn

HIANUCYIOTBCA 1 OYIKYIOTh MOBIJOMJIEHHS MPO KOHKpeTH1 monii. KirouoBa BiIMIHHICTB
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MoJisira€ B TOMY, IO CyO'€KT 1 cHocTepiradi 3HaKOTh OJIMH TMPO OJHOTO B MOENI
criocTepiraya, TOMy BOHH MOXYTh OyTH TOB’sI3aHi.
Posrissnemo UML-giarpamy tunoBoi peanizamii maomony «Observer» (puc. 1.6),

00 M00aYNTH, TKUM YUHOM Iie OyJIe peali30BaHo y KOJIi:

<<interface>> <<interface>>
ISubject IObserver
Notify
+ AttachObserver(IObserver) :void [~~~ "~~~ 77 ‘>
+ DetachObserver(IObserver) : void + Notify() : void
+ NotifyObservers(IObserver) : void

2\ JA\

ConcreteSubject ConcreteObserver

Observe

Puc 1.6. UML-niarpama natepny «Observery

Ha puc. 1.6 mokaszano, mo ISubject (cy0'ext) i IObserver (cmocrepirad) MarTh
BIIMOBIJIHI 1HTep(dENcH, SKI BOHU pEali3yloTh, aje HAWBaXJIMBIIIMM IS aHAIIZY €
ISubject, sikuii BKIIOYa€e HACTYITHI METO/IH:

° AttachObserver(): 3a gomomMoror HbOro METOAY MOXHa JOJATH O00'€KT

crioctepiraya JIo CUCKy COCTepirayiB, sSIKUX CJiJl CIIOBICTUTH.

. DetachObserver(): meron BuiTydae crioctepirada 3i CIUCKY CIOCTEpiravis.
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o NotifyObservers(): meron croBimae mpo Bci 00'€KTH, sIKi OyJau JT0JaHi 10
CIHCKY CIIOCTEpirayiB cy0'ekra.

OO0'exT, sKkuil Oepe Ha cebe poib cHocTepiraya, MOBHUHEH BIPOBAIKYyBaTU
nyomiuanii metonr Notify(), skuii Oy/ne BUKOPUCTAHO CYO'€KTOM, 10O CIIOBICTUTH HOTO,
KOJIU BiH 3MIHUTH CTaH.

[TepeBaru natepuy «Observery:

o Crocrepirad g03BOJISIE CYO'€KTy JOJaBaTH CTIIBKHA O0'€KTIB, CKITBKHA HOMY
MOTPIOHO SK CIIOCTEpirady, aje BiH TaKOX MOKE JUHAMIYHO iX BHIAJSATH ITi]T
qac 3aIycKy.

o OcHoBHa TepeBara MoJIeNi CrocTepirada nojsira€ B TOMY, 1110 BOHA €JIeTaHTHO
BUpILIY€E MPOOJIEMY BIPOBAKEHHS CUCTEMU OOpOOKU MO, B AKIHA ICHYE
B32€MO3B'S30K M1 00'€KTaMH.

Henoniku natepny «Observery:

o [laTepH He TapaHTye NOTPUMAHHS MOCHIJOBHOCTI MOPSAKY CIITyBaHHS, B
SAKOMY CIIOCTepiradi OTpUMYIOTh crioBileHHs. OTxe, Ko ABa ado OuIbIe
00’€KTIB crocTepiraya MaroTh CIIUIbHI 3aJIEKHOCTI 1 MOBHHHI TpaIIOBATH
pa3oM y TMEBHIA MOCHIJOBHOCTI, TO MOJIE€JIb CIOCTEpiraya y CBOIl
OpUTIHANBHIN (PopMi HE TpHu3HAYeHa Uil OOPOOKH IHOTO THUIY KOHTEKCTY
BUKOHAHHS.

o [TaTepH MOX€e CIPUYMHUTH BUTOKH TaM'sIT1, OCKUIBKU Cy0'€KT Ma€ MOCUIIaHHS
Ha CBOiX cmocrtepiradiB. SIKmio mporpama OyjJe BHUKOHaHA HEMPABUILHO, a
00'ekTH criocTepiraya He OyAyTh MPaBUIBHO BIAOKPEMIICHI 1 BUJIYY€HI, KOJIU
y HUX OLIbIIIe HEMA€E MOTPeOH, 11e MOXKE MPU3BECTHU A0 MPoOIIeM 31 30MpaHHIM

«CMITTSI», a JeSIKI pecypcu He OyIyTh 3BUTbHEHI B3araii.

1.2.6 IMatepn «Visitor

OcHoBHa MeTa 1ma0soHy «VIiSitor — 00’€KT, 0 SIKOTO MOXHA OTPUMATH JOCTYII,
no3Bosisie «VISItOr» MisTH HaJ MIEBHUM €JIEMEHTOM Horo cTpykTypu. ToOTO maHuii mporiec
Jla€ MOXKJIUBICTH BIJBIJyBaHOMY 00'€KTY OTPHUMYBATH HOBI1 (DYHKIIIOHAJIbHI MOXIJIMBOCTI

BiJl BiJIBiayBauiB Oe3 MpsMHUX 3MiH. TakuM YHUHOM, 3a JOMOMOroo Imadjaony «Visitor»
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MOXKHa «IPOHUKHYTH» JI0 CTPYKTypu 00'€KTa, MpaioBatd 3 IHOro ereMeHTamH 1

PO3IIMPIOBATH HOTO (PYHKITIOHATBHICTh, HE 3MIHIOIOUH HOTO.

Posrissaemo UML-pgiarpamy natepuy «Visitor» (puc. 1.7):

<<interface>> Client
Visitor
<
+ visit{ConcreteVisitableA) : Object
+ visit(ConcreteVisitableB) : Object
:
i W
ConcreteVisitor <<interface>>
Visitable
+ accept(Visitor) : Object
+ visit(ConcreteVisitableA) : Object bl e,
+ visit{ConcreteVisitableB) : Object
g
i )
i i
ConcreteVisitableA ConcreteVisitableB

+ accept(Visitor) : Object

+ accept(Visitor) : Object

Puc 1.7. UML-niarpama natepuy «Visitor
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[cHYOTH 1Ba KJTHOYOBI y4acHUKH I1i€l Moeni (puc. 1.7):

o IVisitor — e inTepdelic, KUl TOBHHEH pealidyBaTH Kjac, 10 Oaxkae OyTH
BiABiMyBaueM. Kiacy BiABiIyBauiB JOBEIEThCS BIPOBAHKYBATH METOJ
B1JIBiJTyBaya 3a BiJ[BITyBaHUM €JICMEHTOM.

o IVisitable — me inTepdeiic, skuii TOBHHHI BIPOBAHKYBAaTH KIACH, IO
OaxaloTh cTaTu BiJBiAyBaHMMH. BiH BkiItouae B cebe metona accept(), AKui
MIPOTIOHYE TOYKY BXOAY JUIsl 00'€KTa BIABIyBaya, 00 MPUNATH 1 BIJBIIaTH.

[epeBaru natepHy «Visitor:

o MO>XJIMBO J0/1aBaTH HOBI MOBEIHKH, SIKI MOXYTh INpaIlOBaTH 3 00'€eKTaMu
PI3HHUX KJaciB, HE 3MIHIOIOYM iX Oe3mocepennbo. Llei miaxin 1oTpuMyeThes
npuHIUIY 00'€KTHO-OpieHTOBaHOTO mporpamyBanHs «Open/Closedy, sxwii
CTBEP/I)KYE, IO CYO'€KTH TOBUHHI OyTH BIIKPUTI JJIA PO3MIMPEHHS, ajie
3aKpUTI It MOAU(IKAITIi.

° OnuHOoYHA BIAMOBIAANIBHICTH: MOJENIb BIJIBIAyBada MOXKE JOTPUMYBATHUCS
MPUHITUITY «E€MHOT BIAMOBIIAILHOCTI» B TOMY CEHCI, 1110 MOXHA MaTH 00'€KT
(BI3UTHUI), IKUW MICTUTH JaHl, a IHIIUK 00' €KT (BIJBiAYyBayd) BIAMOBIIAE 3a
BBEJICHHS] KOHKPETHOI MOBETIHKH.

Henoniku natepuy «Visitory:

° JlocTymHICTh: BiABIIyBaYyaM MOXKE HE BHCTAa4aTH HEOOXITHUX TpaB s
JOCTYMy /10 KOHKPETHUX MPUBATHUX TOJIB 1 METOJIB €JIEMEHTIB, SIKi BOHU
BIJIBIIYIOTh, 10 TOPOKYE TPOOJIEMY BHUKPUTTA OUIBIIOI  KUIBKOCTI
nyOJiYHUX 00'€EKTIB y Kilacax.

) CknagHicTh KOJIOBOI 0asm, sKy ACsKI MOXYTh BBaXKAaTH «3aIUTyTaHOKO» 3a
BIJICYTHOCTI JIOCTaTHBOI KIUJIBKOCTI 3HAHb MIOJO0 CTPYKTYpU 1 TOHKOIIIB

HaTEPHY.

1.2.7 TlaTepn «Strategy»
OcHoBHa MeTa matepHy «Strategy» nossirae B TOMy, 1100 BIJKJIACTH PIIIEHHS MPO
Te, Ky MOBEIHKY BUKOPHCTOBYBATH T/l YaCc BUKOHaHHS. Lle cTano MOXIMBUM 3aBASKA

TOMY, III0 MOJIENb «Strategy» m103BoJIsie HaM BU3HAYNUTH HaOIp MOBEMIHOK, SKi 3aKJIaJIeHI B

32



OKpeMi KJIacH, 10 Ha3WBaIOTh cTparerismMu. KoxkHa cTparteris € B3aEMO3aMiHHOIO 1 MOXKeE
OyTH IpUCBOEHA 00'€KTY KOHTEKCTY ITUT1 JIJIs1 3MIHM HOTO TTOBEIIHKH.

BizyanizyeMo KiIr04oBI eleMeHTH ImabsoHy 3a gomomororo UML-miarpamu

(puc. 1.8).

Context <<interface>>
Strategy

+ execute()

+ apply(Strategy)

A ‘ “ A

ConcreteStrategies

ConcreteStrategies

Client  |-----ccoocaaao »

ConcreteStrategies

+ execute()

+ execut

+ execute()

Puc 1.8. UML-nmiarpama natepny «Strategy»

OcHogHI ckJaoBi moaedni (puc. 1.8):

o Knac Context — kiac, sskuii BUKOPUCTOBYE pi3HI KOHKpETHI Kiacu Strategy i
B3a€MOJII€ 3 HUMHU uepe3 iHTepdeiic |Strategy.

o InTepdeiic IStrategy e ciapHUM JUTS BCiX KJIaciB KOHKPETHHX CTparterii. Bin

po3kpuBae MeToj, skuii kimac Context Moke BUKOPUCTOBYBATH IS

BUKOHAHHS CTpATeETii.

33



o Knacu ConcreteStrategies, rtakox Bimomi «Strategies», € KOHKpETHUMH
peanmizalisiMd  BapiaHTIB aJTOPUTMIB TOBEIIHKH, SKI MOXYTh OyTH
3acTocoBaHi 710 00'ekta Context mi yac 3amycky.

[TepeBaru matepHy «Strategy»:

o [aKancymsmis: marepH  BuUMarae, 100  Bapiamii  anropuTMiB - OyTH
1HKaICyJIb0BaHUMH B OKpPEMi KJIacH, IO J0MOMAarae yHUKHYTH BUKOPUCTAHHS
JIOBTUX YMOBHHX TBEPIXKEHB, 30€piraroun MpH bOMY CTPYKTYpPY KOIY.

o Yac BUKOHAHHA: MATEPH peali3ye MEXaHi3M, SKHU JI03BOJISE€ 3MIHIOBATH
aNTOPUTMHU, SKI 00'€KT BHUKOPHCTOBYE IIIJ Yac BUKOHAHHS, TaKUM ITIJIX1]T
poOUTH 00'€KTH OUIBII AUHAMIYHUMU 1 BIAKPUTUMU ISl PO3LUTUPECHHS.

Henoniku natepny «Strategy»:

o Knac Client moBuHeH 3HaTH MPO OKpeMi CTpaTerii Ta Bapiallii B aJlrOPUTMI,
SKUU 111 CTpaTerii peaizyloTh, 00 3HATH, SIK1 3 HUX BUOPATH; TAKUM YUHOM,
Client Bigmosimae 3a 3a0e3meueHHs TOro, mo0 O00'€KT MOBOAMBCS TakK, SK
OUIKY€ETHCS MPOTITOM HOTO YKUTTEBOTO IUKITY.

o 3amyTaHiCTh: OCKUTBKH MaTepH «Strategy» ta matepH «State» myke cxoxi 3a
CTPYKTYPOIO, ajie MaloTh Pi3HI MPU3HAYCHHS, MOKEC BUHUKATH TUTyTaHUHA TIPU

BUOOPI TOTO, KK 3 HUX BUKOPUCTOBYBATHU 1 B SIKOMY KOHTEKCTI.

1.2.8 TTatepn «Decorator»

[Tatepn «Decorator» — 1e mabmoH, SKWAW J03BOJSE JOJaBaTH  HOBY
(YHKLIOHAJIBHICTh 10 ICHYIOYOro 00'€KTa, HE 3MIHIOIOYM KHOTo. {15 bOTO CTBOPIOETHCS
«KJ1ac-o0ropTka» Haja 0a30BUM KiacoM. | 3a JOMOMOTOI0 IBOrO0 MEXaHI3MY MOKIIMBO
3MIHIOBAaTH MOBEIIHKY 00’ €KTY.

Posrinssnemo UML-niarpamy narepny «Decorator» (puc. 1.9):
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<<interface>>
IWeapon

+ GetAccurancy() : float

Weapon ] . WeaponDecorator
4
+ GetAccurancy() : float + GetAccurancy() : float
WithGrip | | WithStabilizer
+ GetAccurancy() : float + GetAccurancy() : float
- GetAccurancyWithGrip() : float - GetAccurancyWithStabilizer() : float

Puc 1.9. UML-niarpama natepny «Decorator

IaTepdeiic IWeapon Bu3Hauae KOHTpakT peaizaili, sSkuil Oyae MiATpUMyBaTH
MOCJIIIOBHUM MIJMUC METOAY Mk 00'€KTOM 1 HOTO IEKOPATOPAMH.

WeaponDecorator obroprae minboBuii 00’ekt, a kinacu aexopatopiB (WithGrip 1
WithStabilizer) nomoBH0I0TH HOTO, MOCHIIOIOYH 00 3MIHIOIOYHM HOTO MOBEIIHKY.

[lignucu metoxdy 1 3arajibHa CTPyKTypa 00'€eKTa HE 3MIHIOIOTHCS MiJ] Yac MpOLECY,
3MIHIOIOTHCS TIJIBKH MOTO TTOBEJIHKA 200 3HAYEHHS BJIACTUBOCTEH. TakuM YMHOM, MOKHA
JIETKO 3HATHU 3MiHM 3 00'€KTa 1 MOBEPHYTH MOTO 10 MOYaTKOBOT (POPMH.

binburicTe MpUKIIaAiB JAHOTO MAaTEPHY 3JICKUTH BiJl KOHCTpYKTOpa kiacy. [Ipore,
pigHi 6a3oBi kimacu Unity API, Taki sk MonoBehaviour 1 ScriptableObject, ne
BUKOPUCTOBYIOTh KOHIICMI[II0O KOHCTPYKTOpa JMJiA 1HIIIami3amii eKk3eMIUsipy o0'ekTa.

3amicTh 11bOTO, Y BUnaaky MonoBehaviours, pymmiit 3a0e3nedye iHimiani3aio KiIacis, sKi
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npukpituieHi 1o «GameObjectsy. OuikyeTbest, mo Oynb-skuid Koj iHimiamizamii Oyne

peanizoBano y Bukinkax Awake() a6o Start().

[lepeBaru natepuy «Decorator:

AJbpTepHaTHBA MiAKIACYBAHHIO: HACHIAYBaHHA — CTAaTHYHUN TPOILEC, SKUH,
Ha BiIMiHy Big «Decorator», He 03BOJIsi€ PO3IIMPIOBATH TOBEHIHKY
icHyrouoro oO'ekTa MijJ 4Yac 3amycky. Mo)kHa 3aMiHUTH OJUH EK3EMILISIP
IHIIMM 3 TUM CaMHUM IOYAaTKOBUM KJIACOM, SIKMW Ma€ MOTPiOHY MOBEAIHKY,
Tomy Mojenb «Decoratory € OuUTbIl AMHAMIYHOIO — AJlbTEPHATHBOIO
H1KIaCyBaHHIO, SIKa JOJIA€ MEXK1 CIIaJKyBaHHS.

JuHamika yacy BHUKOHaHHS: Mojenb «Decorator» mo3Boiise aoaaBaTv
(yHKLIOHATIBHICTh OO0'€KTYy MiJ dYac 3almyCcKy, HPHUKPIIUIIOIOYM /10 HBOTO
JEKOpaToOpy. 3BOPOTHUI BapiaHT TaKOXkK MOMJIMBUM, 10 Ja€ 3MOTY B1JIHOBUTH
00'eKT 0 WOTr0 MOYaTKOBOI ()OPMH, BUJAIMBIIM MOrO AEKOPATOpH, SIKLIO €

TaKa HEOOXI1THICTD.

Henoniku natepny «Decorator:

CxnagHICTh BITHOCHH: CJIJKYBAaTH 3a JAHIIOTOM iHILiami3allii 1 BITHOCHHAMHU
MDK J€KOpaTOpaMH MOJXKE CTAaTH Jy)K€ CKJIQJHHUM, SIKIIO HABKOJIO 00’€KTa €
JIEK1JIbKA I11apiB IEKOPATOPIB.

CKJIaiHIiCTh KOMY: 3aJI€KHO BiJl TOTO, SKUM YMHOM BIPOBADKEHUH TATEPH,
BIH MOXK€ JOJIaTH CKJIQJIHOIII KOJOBOi 0a3i, JJIsI BUPIMICHHS YOr0 MOXKE
3HaJOOUTHCS IMMATPUMKA KIUIBKOX HEBEIMKHUX KjaciB «Decoratory, 1o

peanizyeThCs MUISIXOM PO3/ILJICHHS BEJIMKOTO KJIacy Ha MEHIIII.

1.2.9 Tatepn «Adapter

[Matepn «Adapter» mae 3Mory amantyBaTH JBa HecyMicHi iHTepdeiicu. TooTo, 5K 1

ajanTep B KJIACHYHOMY PO3yMiHHI, BIH HE 3MIHIOE T€, 1[0 BiH PETYIIOE, a IEPETUHAE OJIUH

iHTepdeiic 3 iHmmM. Lled miaxig Moxxke OyTHM KOPUCHMM Yy BUINAAKY BUKOPUCTaHHS

3aCTapijioro KoMy, SIKWM HEMOXHa TEPeNHucaTh 4Yepe3 HOro «KpUXKICTh», abo y ToMy

BUIAJKY, KOJIM HEOOXITHO NoAaTh (PYHKIII 10 O10J10TEeKH TPEThOi CTOPOHH, ajie HEMAae

METH 3MIHIOBATH ii, 100 YHUKHYTH IIPOOJIEM IT1J1 YaC OHOBJICHHS.
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Hwxde HaBeneHO KOPOTKMIA OMHC JBOX OCHOBHHUX MIAXOJIB J0 peaiizarii Moaeni

«Adaptery:
o Anantep 00' ekTa: mabIOH BUKOPHCTOBYE KOMITO3UILIO 00'€KTa, a ajamTep
Jil€ SIK 0OTOpPTKAa HABKOJO aJanToBaHOro 00'exkta. Takui miaxia Moxe OyTu
KOPUCHUM Yy BUIIAIKY, KOJU € TIEBHUN KJac, SIKUHA HE Ma€ MOTPIOHMUX METOIIB,
alle KW HE MOXKHA 3MIHMTH Oe3mocepeHpo. Anmantep 00'ekTa mpuitmae
METO/IM OPUTIHATBHOTO KJIACy 1 aJanTye iX 10 MOTPIOHUX.
o Apantep kiacy: IMaOJOH BUKOPUCTOBYE YCMAIKyBaHHS JJIA aJarTailii

iHTepdeicy ICHYIO4Oro Kjiaacy J1o intepdeicy 1HIIoro Kiacy, 1o Moxe OyTu
JTOIIIGHUM Y BHUIAJKy HEOOXIJHOCTI HalallITyBaHHS KJacy 3 METOI0
MO>KJIMBOCTI MPAIIOBATH 3 IHIIMMHU KJjlacaMu, ajie He 0e3 3MOrud 3MiHIOBATU
roro iHTepdeiic 6e3mocepeIHbO.

PosriissHemo UML-giarpamy o0’exta i kimacy «Adapter» (puc. 1.10). B 060x
Bunaakax Class Adapter posraimoByeTbcsi MK KIIEHTOM 1 aJalTOBaHUM Cy0'€KTOM
(Adaptee). Ane Adapter knacy BctaHoBIIIO€E BigHocuau 3 Adaptee uepes HaciigyBanus. Ha
BimMiHy Bij 1eoro, Object Adapter 00'ekTiB BUKOPHCTOBYE KOMIIO3MINIO T 0OCpTaHHS
1HCTaHIII1 aganTepa I ajanTaii.

B 000x Bumazakax cy0'eKT, IKUH aJanTyeThCsl, He 3MiHIOEThCs. Kpim Toro, Client ve
Ma€ BIJIOMOCTEH Mpo Te, IO caMe aJanTyeTbCs, ajie BiH 3HA€E, M0 Ma€ TOCHIJIOBHUH
iHTepdeic Aid CIUIKYBaHHS 3 aalTOBAaHUM 00'€KTOM.

Kommno3uiist 1 ycnajgkyBaHHs € clioco0aMy BU3HAYEHHS BIIHOCUH Mix 00'ekTtamu. |
I PI3HUI Y CTPYKTYpl BITHOCHH YaCTKOBO BHU3HAYAE PI3HUINIO MK 00'€KTOM 1 KJIIacoM

Adapter.
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Adapter 1 , Adaptee
Request Translated Request
Client e o=
+DaThis() +DoThat()
Object Adapter
<<interface>> ] i Adaptee
Target
Client
+DoThis() AL

AN

Implements Inherents

Adapter

Class Adapter

Puc 1.10. UML-giarpama natepay «Adapter»

Takoxx marepn «Adapter» iHomi MoxHa TUIyTaTH 3 TnaTepHoMm «Facade»
(muB. m. 1.2.10). IlpoTe OCHOBHA BiAMIHHICTH MK HMMH IOJIATA€ B TOMY, IO MOJCI]b
«Facade» BcTaHOBIIIOE CrpolleHUi (POHTAIBHHE 1HTepEHC A0 CKIATHOI CUCTEMH. AJie
«Adapter» Moxe aganTyBaTH HECYMIiCHI CHCTEMH, 30€piraroyu mpu IbOMY MOCITiIOBHHH
iHTEepdeic A KIT€HTa.

OO6uaBa 1mabJ0HU TOB'SI3aHi, OCKIIBKM BOHU € CTPYKTYpPHUMH I1a0JOHAMH, aje

MarOTh 30BCIM Pi3HI L.
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[lepeBaru matepuy «Adapter:

o Apanrartis 6e3 Moaudikarlii: MOACIb MPOTOHYE CTAHAAPTHUN MIiAXiA 0
aganTalii craporo ado CTOPOHHBOTO KOAY 0e3 iioro Mmoaudikariii.

o [ToBTOpHA €KCIUTyaTallIMHICTh 1 THYYKICTh: IIa0JIOH J1I03BOJISIE TTPOJIOBKYBATH
BUKOPHUCTAHHSA 3acTapiioro KOJAYy Ha HOBUX CHCTEeMax 3 MiHIMaJIbHUMH
3MIHAMHU.

Henoniku natepuy «Adapters:

o MOXJIHMBICTP BUKOPUCTAHHS 3acTapijioro KOAY 3 HOBUMH CHCTEMaMHu €
€KOHOMIYHO €(EKTUBHOIO, ajie¢ B JOBIOCTPOKOBINA IEPCIEKTHUBI 1€ MOXKE
CTaTH MPOOJIEMOIO, OCKUIBKH CTapHUil KOJI MOK€ 0OMEKYBAaTH MOXKIIUBOCTI JIJIsI
OHOBJICHHSI, OCKIJIbKM 3acTapuidii KOJ B TIEBHUH MOMEHT MOXE CTaTH
HECyMICHUM 13 HOBUMH Bepcisimu Unity abo 0i0ioTekaMu TpeTix ocio.

o Mo>x/iuBe HE3HAuHE TMOTIPIIEHHS TMPOAYKTHUBHOCTI, OCKUIBKH Yy JESKHX
BUIAJIKaX BIIOYBAETHCS MEpPEHANPABICHHS BUKJIUKIB MK 00’€KTaMH, IPOTE

TaKW# BILUIMB 3a3BUYai 3aHAJITO MaJIHﬁ, I]IO6 CTaTHu BCJIIMKOIO HpO6H€MOIO.

1.2.10 ITarepn «Facade»

OcHoBHa MeTa mnartepHy «Facade» mossirae B Tomy, 00 3amporOHyBaTH
copouieHud  ¢poHTanbHUI  1HTepdelic, sAkuil  abcTparye  CKIagHl  BHYTPILIHI
(GyHKIIOHYBaHHS CKJIATHOT CUCTEMH.

[le#t migxig € KOPUCHUM Jisi PO3POOKH Irop, OCKUIBKH ITPH CKJIQJAaOThCS 13
CKJIQIHUAX B3a€MOJIIA MK pI3HUMH cucTeMamMu. Hampukiaa, HanucaHuii TaKUM YUHOM KOJI
IMITY€ MMOBEAIHKY Ta B3aEMOJ1I0 OCHOBHUX KOMIIOHEHTIB JIBUTYHA TPAHCIIOPTHOTO 3ac00Yy,
a TIOTIM MPOTIOHYE MPOCTUM 1HTEp(ENC A B3aEMOIII 3 IIIOI0 CUCTEMOIO.

HasBa natepHy 00yMOBIJI€HA THM, 1110 MTPOCIIIKOBYETHCS JIesKa aHaloris 3 pacagom
OyAiBii: MeBHA 30BHIIIHA YacTHHA, IO MPUXOBYE CKIAIHY BHYTPILIHIO CTpYKTypy. Ha
BIIMIHY BiJ OyAIBEIbHOI apXITEKTYpH, y po3poOill MpOrpaMHOro 3abe3reyeHHs METO0

TaKUM YMHOM € CIIPOIIEHHS, a HE 03/100JICHHSI Ta IPUKpaIIaHHS.
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Hwmxue HaBeneno UML-niarpamy marepny «Facadey» (puc. 1.11), 3 sikoi BUaHO, IO
natepH «Facade» 3a3Bmuali OOMEXKYETHCS OJHUM KJIacoM, SKHW Ji€ SIK CIpPOIICHUH

iHTepdeic 10 KOJIEKIli B3aEMOIIF0UMX IT1ICUCTEM.

Subsystems

FuelPump

Client

L\

) + BurnFuel(): void

l

EngineFacade

CoolingSystem

+ StartEngine(): void
+ StopEngine(): void + CoolEngine(): void
+ ToggleTurbo(): void

TurboCharger

+ TurboCharge(): void

Puc 1.11. UML-niarpama narepny «Facade»

EngineFacade Bucrymae B sikocTi iHTepdelcy aiis pi3HMX KOMIIOHEHTIB 1rpOBOTO
pylIis, MICJIs YOro KIIEHT HE 3Hae€, IO BIAOYBAETHhCS 3a CIEHAMH I1J 4Yac BUKIHMKY
StartEngine() Ha Engine Facade. Takox KIIi€HT HE 3HA€E, 3 IKMX KOMIIOHEHTIB CKIIAJIAETHCS

pyunid 1 sk 10 HUX Jictatacd. KilieHT 3Hae aumie npo Tol (yHKILIOHAJ, SKUM BiH
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MOTEHLIHHO MOXE€ BHKOPHUCTOBYBAaTH, HE MAalO4yd MOTPeOH 3HATH, SKUM YWHOM BIiH

peanizoBaHUM.

[TepeBaru natepuy «Facadey:

Crpomienuii iHTepdeiic 70 CKIaJIHOTO KOIy: Kiac marepHy «Facadex
IPUXOBYBATUME CKIAIHICTh BIJ KJII€HTa, 3a0€3Meuyrioud CIPOIIEHHI
iHTepdec 11 B3aeMO/I1i 13 CKIIAIHOKO CUCTEMOIO.

Jlerke mepe3aBaHTaXEHHsI: MPOCTIIIEe IEPETBOPIOBATH KO/, KU 130JIbOBaHUIA
3 BUKOPHCTAHHSM TNaTepHy, OCKUIbKM 1HTEP(HEHC CHUCTEMHU 3aIUIIAETHCS
y3TO/DKEHUM 3 KIIIEHTOM, IOKM HOro KOMIOHEHTH MOAU(DIKYIOThCS 3a

CLCHaMMH.

Henoniku natepny «Facadey:

BukopucrtanHs narepHy 3 METOIO NPUXOBAaHHS HEJIOCKOHAIOCTEM KOIy 3a
(GpoHTanbHUM 1HTEP(HENHCOM, 10 CIYI'ye CBOEPIIHOI «OOTOPTKOIOM,
JIO3BOJIUTh BUPILIUTU MpoOsieMy Ha neBHUi yac. IIpore B JOBrocTpokoBiit
MEPCHEeKTHUBl TaKUM TMIAXiJ MOXKE CTaTH CYTTEBOIO MPOOJIEMOI0, dYepe3
HAKOMMYEHHSI HEJOCKOHAJIOCTEH KOAYy, IO B MOJAIBIIOMY CTa€ CKJIAIHIIIE
BUIIPABIISATH, HANPUKIAA, Yepe3 BIJCYTHICTh JOCTATHBOI KUIBKOCTI 4acy Y
pO3pOOHUKA.

HanMmipHe BUKOpUCTaHHS: TJ100adbHO JIOCTYINHI KJIacku MEHEIKEpIB, AKl
BUCTYNAIOTh B SIKOCTI «dacaiiB» i OCHOBHUX CHCTEM, € TMOMYJISIPHUMU
cepen po3pooHuKiB Unity; BOHHM 9acTO peasi3yroTh iX, MOEIHYIOUN MTA0JIOHH
«Singleton» i «Facade». Ha >xanp, Taka mpakTHKa MOXE MPU3BOJIUTH BEJIUKOT
KUIBKOCT1 KJIaCiB MEHEIKEpiB, IO TICHO TMOB’A3aHl MDK €000, IO

YCKJIQJAHIOE TIPOLeCH Je0ariiry, pe()akTOpUHTY Ta IOHIT-TECTYBAaHHS KOJTY.
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1.3 Orasig narepHy «Service Locator», cyTHicTh cepBiciB

VY Unity, knacu MonoBehaviour He MaloTh KOHCTPYKTOPIB, III0 O3HAYAE, 110 KOKEH
kj1ac Monobehavior Hece BiNMOBIAANIBHICTD 32 CTBOPEHHS BJIACHUX 3aJICKHOCTEH, SIK1 HE
3aBXKIU JIETKO HAJAIOThCS uYepe3 BHYTPIIIHIM MexaHi3M BBeACHHs 3anexHocTi Unity
(mepeTsAryBaHHSAM 1 HA3HAYCHHSIM I10J11B B [HCTIEKTOP1).

[Ipu po3pobii npoekty B Unity, po3poOHUKAM JIOBOJUTHCS BHUPIINIYBATH HUBKY
npobsieM. OfHI€I0 3 KIIOYOBUX MPOOJIEM € BIACYTHICTh BOYIOBaHOI MacumITabOBaHOCTI.
SIKIIIO TPOEKT PO3IIMPIOETHCS 1 KiIac TOCHUIAEThCS Ha IHIIMK Kiac 3 (hiKCOBaHOIO
peatizarli€ero, MopyIIryeThCsl MPUHITUI iHBEPCii 3aexHocTi [9].

KpiM TOro, sSKmo KiIacu HE TUIbKA BHUKOPUCTOBYIOTH CBOI 3aJI€KHOCTI, a W
HaMararlThCsl CTBOPUTH IIi 3aJIC)KHOCTI (AKi, y CBOIO Yepry, MOKYTh MaTH CBOI BJIacHI
3aJICKHOCTI), 1Ie CYIIePeUnTh MPUHIUITY €MHOI BianoBigamsHOCTI [10].

[MTatepH «Service Locator» mo cyTi € MOCTIHHUM KellleM, SIKHid 30epirae moCHIaHHs
Ha 1HCTaHIIi KjJacy 1 Hagae ix Ha 3amur. [Ipocrime Kaxydu, BiH Jejierye 3aBJaHHS
CTBOPEHHS 3aJI€KHOCT1 THIIOMY KJacy.

OcHOBHa 1i7esi Ii€l MOJEIN TMOJIsSITa€ y CTBOPEHHI ILEHTPATI30BAHOTO PEECTPY
1HILIAJ130BaHUX 3AJIEKHOCTEN. 3aJeKHOCTI — 116 KOMIIOHEHTH, K1 IPOIOHYIOTh KOHKPETHI
cepBicH (MOCIIYTH), AKI MOKHA PO3KPHUTH 3a JOIOMOTrOI0 IHTEP(EHCIB, 10 MAaIOTh HAa3BY
""cepBic KOHTpakTH' . Hampukiaz, sKIo KIEHTY TOTPIOHO BUKJIMKATH TIEBHY TOCIYTY, IS
HbOI'O HEMAa€ HEOOXIJTHOCTI 3HATH, SIK ii JIOKaJi3yBaTH 1 1HIL[iani3yBaTH, JOCTATHBO JIUIIIE
BHUKOHATH 3aITUT MaTepHy «Service Locatory, 1o BUKOHAE BCIO pOOOTY 3a KOHTPAKTOM.

OTxe, METOW NaTepHy € JoKami3alid MOCAyr Ui KII€EHTa 3a MATPUMKH
LEHTPAIBHOTO peecTpy 00'€KTIB, SIKI HAJIal0Th KOHKPETHI MOCITYTH.

Hwxue HaBeneno UML-niarpamy natephy «Service Locator» (puc. 1.12):
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Client — Service Provider

\ 4

Service Locator

Client — Registry Service Provider

Y

Client N Y Service Provider

Puc 1.12. UML-giarpama natepHy «Service Locatory

1. Service Locator — BuHCTymae TOCEPSAHMKOM MDK KJIIEHTOM 1 peaii3ali€ero
nociyrd. Bin Hagae cepBicHI pearizailii KIIEHTY 32 3aITUTOM.

2. Client — xopucTyBau moCiIyrd, 3a3BU4ail KJiac, SKOMY HEOOXIIHUH JOCTYI [0
MOCITYTH.

3. Registry — 30epirae mocwiaHHs Ha cepBicH, MIO0 3aMOOIrTH CTBOPEHHIO HOBUX

€K3EMIUISIPIB CEPBICIB.

4. Service — (akTu4Ha peaiizailisi CcepBicy, MO0 TOTPUMYETHCA CEPBICHOTO
iHTEpdeicy.
5. Service Scope (oOcsar oOCayroByBaHHsS) — OIIIOHATBHAN KOMITOHEHT, SKHI

MoJKe OyTH Haa3BHYaiiHO KopucHHUM. Lle kiac, skuii 00'ennye Service Locator i mpormonye
cnoci6 1Himiam3amii Horo ek3eMIusipy. Po3muproroun e kiac, MU MOKEMO CTBOPIOBATH
pi3ni Service Locators mist pisHUX ILiJICH, HAMPUKIAL, OJUH IS PEIi3y, a IHIINH — FOHIT-

TCCTyBaHHA.
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Mopnens «Service Locator» gmie sk mpokci Mk kmentamu  (Client) i

nocradaybHuKamMu mociyr (Service Provider) (puc. 1.12), i medd miaxig pos'eqHye iX 10

neBHoi Mipu. Kimienty moTpibHo Oy/ae BUKIMKATH 11a0iioH «Service Locatory mwuire Toi,

KOJIA BiH Ma€ BUPINIYBATH 3aJICKHICTh 1 MOTpedye AOCTymy 10 cepicy. Mogens «Service

Locator» wmae pesky aHanoriro 3 poOoTor odilliaHTa B PecTOpaHi: MNpHMalOuH

3aMOBJICHHS BiJl KJIIEHTIB 1 BUCTYNAIOYM IMOCEPETHUKOM MK PI3HUMHU IOCIyraMu, SKi

pECTOpaH MPOIIOHYE CBOIM KJTIEHTAM.

[ToTeHuiliHi mepeBaru BUKOPUCTAaHHs maTepHy «Service Locatory:

OnTumizariss dYacy 3alyCcKy: MOJENb MOXE ONTUMI3yBaTH Mporpamy,
IUHAMIYHO BHABIISIIOYM OLIBII ONTHMI30BaH1 O010710TeKHM a00 KOMIIOHEHTHU
JUISL 3aBEpIICHHS pPOOOTH CEpBiCY, B 3aJEKHOCTI BIJ] KOHTEKCTY dYacy
BUKOHAHHS.

[IpocToTa: MoOJEnb € OJHEI 3 HAUNPOCTIIIMX CEpe] MOJENEd YIpaBIiHHSA
3aJIEKHOCTSIMU, sIKI MO>KHA BIPOBAJUTH, 1 cyMicHa 3 BUKopuctanusMm DI, mo

Aa€ 3MOT'y IIBUAKO IIOYaTH BUKOPHUCTOBYBATH IIATCPH Y HpOGKTi.

OOMexeHHsI BUKOPUCTAaHHS aTepHy «Service Locatory:

YopHuit 60KC: peecTp MabIoHy «PO3MUBAEY 3AJICKHOCTI KIIacy, TOMY IIiJ] 4ac
HOT0 3amyCcKy MOXYTb 3'SIBIIATHCS JICSKi MPOOJIeMH, OB’ I3aH1 3 BIJICYTHICTIO
3QJIEKHOCTEH, a MiJ Yac KOMIIUIALIT — Hi, SIKIIO 3aJ€XHOCTI BIACYTHI abo
HEIMPaBUIILHO 3aPEECTPOBAHI.

['oGanbHO 3aneXHUI: MpU HAAMIPHOMY BUKOPUCTaHHI, MOJIENIb MOXKE CTaTU
I00ANbHOIO 3aJIEKHICTIO camMa Mo co0l, fKa CKJIAJHO KEepYEThCH, LIO
MpU3BEJIe 10 CKJIATHOCTEH 13 pO3'€THAHHSIM OCHOBHMX KOMITOHEHTIB.

[laTepH mNpuXOBY€ 3aJ€KHOCTI KJIaciB, TOMY HEMa€ IHIIOIO CHOCOO0Y
JI3HATUCS, SIKI 3aJieKHOCTI Mae€ KJac, OKpIM SK NOJAMBUTUCH Ha MHOTO
peanizamito. Came TomMy «Service Locatory aesiki po3pOOHHKH BBa)KarOTh

antunatepHoM [11], moxi6Ho 1o «Singletony.

JIsis KJTIEHTCHKOTO KJIACy, SIKHH BUKOPUCTOBYE «Service Locator» aisi oTpuMaHHs

3aJIeKHOCTEH, icHyBaHHS Oe3 «Service Locator» Hagami cTae HEMOXIMBUM, OCKIJIBKH

«Service Locator» cam mo co0i cTae 3aJI€KHICTIO.
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Came TOMy, BUHHMKAa€ HEOOXIAHICTb y TMPOEKTYBAHHI CHUCTEMH, SIKA MOXE JIETKO
HAJIAIITOBYBATUCH 1 aBTOMAaTHYHO 00poOIsATH Taki iHTepdeicH] 3anexxHocTi. TooTo Taka
CHCTeMa IIOBMHHA BMITH YITKO BHU3HAYMTH KOHKPETHI peamizaiii s I1CHYIOUHUX
3QJIEKHOCTEN Ta KEPYBAaTU HUMM.

Jliis BupimieHHs JaHoi IpoOieMu MO)Ke BUKOpHCTOBYBaTHCh Dependency Injection,
1o 0a3yerhcs Ha npuHimnax Inversion of Control (iuBepcii yrpasimiHHS).

Inversion of Control (iHBepcisi ympaBiiHHS) — 1€ aOCTpaKTHUM MPHUHIMI, HAOIp
pEeKOMEHaIlii JUIg HalmrMcaHHs c1abo 3B's13aHOr0 Komy. CyTh SIKOTO TOJSTAaE B TOMY, IO
KOXK€H KOMIIOHEHT CHCTeMH Ma€ OyTH SKOMOra OIIbIN 130JIbOBAHWM BiJ IHIIWX, HE

MOKJTaJIAl0YUCh Y CBOTH poOOTI Ha JieTalli KOHKPETHOI peatizaiii iHIMX KOMIIOHEeHTiB [12].

BucHoBku

Byno npoBeneHo JoMeHHUN aHalll3 PO3pOOKH 3aCTOCYHKIB 3a JOIIOMOTOIO IrPOBOTO
pyuiis Unity 3D, po3riasHyTO OCHOBHI MOXJIMBOCTI Ta T€peBaru JaHOTO PYIIis.
[IpoBeneHo ormnsg MOMyIsSpHUX MATEPHIB MPOEKTYBAaHHA, 30KpeMa MaTepHIB «Statey,
«Event Bus», «Commandy», «Object pool», «Observer», «Visitor», «Strategy,
«Decorator», «Adapter», «Facade», po3kpuTo iX OCHOBHI mepeBaru Ta OOMEXCHHS B
KOHTEKCTI MOKJIMBOCTI Ta JIOLUJIBHOCTI 3aCTOCYBaHHS B IIpoIieci po3poOku irop Ha Unity.

OcobnuBy yBary B po6oti Oyno npujiieHo narepHy «Service Locator», sikuii OyB
oOpaHuil 1J1 MOANBIIOTO JOCTIKEHHS 3 OTJIsily Ha HOTO BUCOKY THYUYKICTb Ta 3J]aTHICTh
710 1HTerpallii B pi3HOMaHITHI apXiTEKTypHI CTPYKTypH. AHaJI3 MOKa3aB, M0 M€l maTepH
Moke OyTh edexkTuBHO BuKopuctanud y Unity [ peanizauii THYYKHX —Ta
MacmTabOBaHUX PIlIeHb, IO J03BOJIIE BUPINIYBaTH CKJIaJHI 3aBJaHHS YINPaBIIHHA
3QJIEKHOCTSIMU T4 KOMIIOHEHTaMU I'PH (3aCTOCYHKY).

BuOip edexkTuBHUX NaTepHIB 1 MIAXOAIB 10 MNPOEKTYBAHHS apXITEKTYpH MOXKE
CYyTT€BO BIUIMHYTH Ha YCHINIHICTh PO3POOKH, 3a0E3Meuyroyd HE JIHMIIE THYYKICTh Ta
MacITabOBaHICTh MPOEKTY, a ¥ ONTUMI3aIlil0 POOOYOTO MPOIIECY Ta IMIABUIICHHS SKOCTI

KIHIIEBOTO TIPOJIYKTY.
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PO3JILI 2

METO/IUKA NTPOEKTYBAHHS CEPBIC-OPIEHTOBAHUX 3ACTOCYHKIB I3

BUKOPUCTAHHSAM HATEPHY «SERVICE LOCATOR»

2.1 TeopernyHe miAIPyHTS AJIs PO3POOKU METOAUKH

Jnst po3poOku MeTonuku mpoekTyBaHHsS B Unity Ha OCHOBI marepHy Service

Locator + DI (Dependency Injection) + Factory + State Machine, MokHa BUKOpHCTATH

TEOPII0 KaTeropiil Ta TEOpil0 MHOXKWH K TeopeTuyHe MiArpyHTsS. Och K 1€ MOXKHA

peanizyBaTu:

1.

O0'extn Ta Mopdizmu. B Teopii kaTeropiii, CUCTEMH Ta iX B3a€EMOJII MOXKHA

MOJICJIIOBATH 3a JOMOMOTOI0 00'€KTIB (KOMITOHEHTIB, CEPBICIB) Ta MOpP(}i3MiB
(pyHKUIN, SIKI ONMHMCYIOTh B3a€EMOJIl MDK HUMHU 00'ekTamu). Y KOHTEKCTI
Unity, e mMoxke OyTH 3aCTOCOBAaHO JI0 BHM3HAYCHHS B3a€MO3B'A3KIB MiX
pI3HUMH KOMIIOHEHTaMHu TI'pH, TakuMmu sk Service Locator, DI, Factory, Tta
State Machine.

®dyukTopu Ta MoHaU. DyHKTOPHU (CTPYKTYpH, IO Bi0OpakaroTh 00'€KTU Ta

Mopdi3MU OAHIET KaTreropii B 1HIIY) 1 MOHaAW (TUl (QYHKTOPIB, IO
JIO3BOJISIIOTH TIOCIIOBHO 00'€THYBaTH omeparlii) MOXyTbh OyTH BHKOPHCTaHI
JUIST MOJICNIIOBAHHSI Ta YIPAaBIIHHSA IMOTOKAMU JIaHUX Ta 3aJIEKHOCTEH Yy
CUCTEMI.

MHOXHWHM Ta MiAMHOXKUHU. EnemeHnty rpu (00'€KTH, KOMIIOHEHTH) MOXYTh

OyTH TIpEACTABJICHI SIK MHOXMHH, a iX BJACTUBOCTI Ta XapaKTEPUCTUKU — 5K
NIAMHOXHWHMU. Lle 103BoJIsi€ YITKO BUSHAYUTH Ta YIPABIATH 3aJI€KHOCTIMH Ta

BITHOCHHAMHU MK KOMIIOHEHTAMHU.

Omnepaitii Hajt MHOkMHaMH. Oniepallii, Taki sk 00'eJHaHHS, IEPETUH, PIZHULIS
MHOXXHH, MOXYTb OyTH BHUKOPUCTaHI JJIsi ONHCY B3a€EMOAIM MIXK
KomMnoHeHTtamu. Hampuknan, o0'efHaHHS MHOXHUH MOXE MPEACTABIATH

IHTErpalliio pi3HUX CEPBICIB B OJIHY CUCTEMY.

3acrocyBanns B Unity:
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Service Locator Mmoxke OyTH TIpeICTaBICHHAN SIK [IEHTPaJIi30BaHa CUCTEMa, 1110
BIJIMOBIJIa€ 3a BIJACTEX)KCHHS Ta HAJaHHA JOCTYIy JO pPIi3HUX CEpBICIB
(00'ekTiB), BUKOPHCTOBYIOUM NPHUHIIMIIM TEOPii KaTeropid s YNpaBIiHHS
3aJIeKHOCTSMHU.

Dependency Injection Moske OyTH IHTEPIIPETOBAHO YepPe3 TEOP1I0 MHOXKHUH, /1€
3QIEKHOCTI MK 00'€KTaMHM  TMPEJCTABISIIOTBCS K BITHOCHHHU MK
MHOKUHAMH.

Factory Pattern BuKOpHUCTOBYETHCS JUIsi CTBOPEHHS OO'€KTIB, IO MO’KHA
pO3TIIsIaTH Yyepes Npu3My Teopii KaTeropii, ne ¢adbpuka — e GyHKTOp, KU
BiJIoOpakae mapaMeTpu Ha 00'€KTH.

State Machine moxHa MOJEITIOBaTH, BUKOPUCTOBYIOYH TCOPII0 MHOXHUH, JIC
CTaHU TPEICTABIIOTHCS SK MHOXXHHHU, a TIEPEXOAW — SK BIJHOCHHH MiX

HHUMMU.

KoMOiHytoun nepepaxoBaHi BUIIE TEOPETHUYHI IMIJIXO/IMA, MOKHA PO3POOUTH THYUKY

Ta MacmTaboBaHy cucremy mig Unity, sika ONTUMI3Y€E YIPABIIHHS 3aJICKHOCTSIMHU Ta

IMOTOKaMH JaHUX B KOMIIJICKCHUX ITPOCKTAX.

2.1.1 Teopis kaTeropii

Kareropii — ne naesxki mMaTeMaTH4HI CTPYKTYpPH, OKPEMHUMH BUIAJKAMH SIKHX €

YaCTKOBO BIIOPSAJIKOBaHI MHOKMHHU, a TaKOXX HAMIBIPYNU 3 OJAMHMICIO (Y TOMY YHCII

rpynu). Y 0araTh0X BHMAJKaX KaTEropilo 3py4dHO TMPEACTABIATH SK 'y3arajibHEHY

YaCTKOBO BIIOPSIIKOBAaHY MHOXKMHY', B 1HIIMX BUMNAJKaX SK '"3arajbHy HaMIBIPyny 3

OJIMHULIEIO".

Busnauennsi 2.1. Kareropis K 3agaerbcs HaCTYyITHIM HAOOPOM JaHUX:

1.

CykynHICTIO 00'€KTIB, $KI TO3HAYAIOThCA 3aroJOBHUMH JIATUHCHKUMHU
nitepamu A, B, C...
CykynHicTio Mop(di3MiB, ab0 CTPUIOK, SIKI [O3HAYAIOThCS PSIJAKOBUMHU

JaTHHCHKUMH Jitepamu f, g, h...
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Omnepartismu dom 1 cod, sKi 3iCTaBJIAIOTh KOXHIiKM ctpinmi f meski o0'extn
dom(f) i cod(f), nazuBarorbcs mouarkoM i kinmem f. Toit pakr, mo dom(f) = A

i cod(f) = B, Hao4HO 300paky€eThCs TaK:
/ 2.1
f: A > BaGoA> B, (2.1)
ne f— crpinka (abo mopdizm) 3 Ay B.

Omnepailiero KOMIO3HIIIT, sKa M0 KOXHIiK mapi cTpisiok f i g, po3ramoBanux y

BUTJISAII:

aLe5¢ (2.2)

to6TO0, cod(f) = dom(Q), Bumae neBHy CTPLIKY:

g°f
A——>C, (2.3)
110 HA3WBAETHCS KOMITO3HIII€r0 i f.

Omnepartieto id, sika o K0)KHOMY 00'€KTy A BUIA€ OAMHUYHY CTPUIKY 00'€KTa
A, SIKy TaKoXX Ha3UBAaIOTh 1JEHTUYHICTIO 00cCsary A, 10 € TOTOXXHUM abo

OJIHaKOBHM MOp(}i3MOM 00csTy A:

4% 4 (2.4)

[Tpu 11bOoMy TTOBHHHI OyTH BUKOHAH1 HACTYIHI YMOBH:

1. AcomiatuBHicTe Kommo3wmii. [l Oynb-skoi Tpikikm crpimok f, ¢, h,

pO3TalllOBaHUX HACTYITHUM YHHOM:

h
aLescip (2.5)

BUKOHY€ETHCS PIBHICTb:
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(hog)ef=ho(gef) (2.6)

2. BnacTuBOCTI TOTOKHOCTI:
o s 6ynp-sikoi f: 4 — B, BUKOHY€EThCs piBHICTS [ °id, = f.

o Jiis Oyap-sikoi f: A — B, BUKOHYEThCS piBHICTD idg°f = f.

OyHKTOpU — MIpaBUJIbHI BigoOpaxkeHHsS OjHI€i kareropii B iHmry. Ilpukmamamu
(GyHKTOpIB € MOHOTOHHI BiTOOpa)KeHHS BIIOPAIKOBAHUX MHOXHH, & TAKOK TOMOMOP(h13MH
HAIIBIPYII 3 OJUHULEIO (Y TOMY YHCIII TOMO(QOPMHI FPYIIN).

Busznauennss 2.2. ®@ynkrop F 3 kareropii K; B kareropito K, — me mapa

Bi10OpaxeHb (IT03HAYAOTHCS OJTHIEIO JIITEPOIO), TaKa, 110:
F:0b(K,) » 0b(K,), (2.7)
F:Mor(K,) = Mor(K,), (2.8)

ne (2.7) simoopaxkae o0'ektu K; B 00'ektiB Kj, a (2.8) — mopdizmu K; y mopdizmax Ky,
npuyomy 30epirarotscs dom, cod, id i kommo3uitis.

To6to, mo mnsa Oyaw-skux f, g, A, B, C 3 xareropii K; MaroTh BHKOHYBaTHCS
HACTyIHI YMOBH:

1.  f:A - Bseneno F(f):F(A) - F(B).

2. F(idy) = idpa.

3. AL BiB S osmavac F(g°f) = F(9)°F(f).

2.2 Onuc MeTOAUKH
[oBopsiun Tpo Oyab-sKHMi 3aCTOCYHOK (I0JaTOK Ui HaBYaHHSA, T'pa TOIIO),

KUTTEBUHN LIUKJII CEAHCY BUTIISAIAE MPUOIU3HO TaKUM YUHOM (puc. 2.1):
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Bootstrap GameLoop Dispose

[epeximui
poLecu

[epeximni
npouecu

Puc. 2.1. )KutTeBuii UK ceaHCy B3a€MO/IIT 3 10JATKOM

Bootstrap — me BximHa Touka, MicIe A€ I1HIINAMI3YIOThCS CEPBICH, 3aJEKHOCTI,
3aBaHTAXKYIOTHCS HEOOX1TH1 JJIsI 3aITyCKY PECypCH.

GamelLoop — e 6e3nmocepeHbO ITPOBUI MPOIIEC, B3AEMO/IIT 3 TOJATKOM, B SIKOMY
B110yBa€THCS BCA IrpoBa abo O13HeC-JIorIKa.

Dispose — e ctaH J0JaTKy Mepea BHXOJ0M, BUBAaHTa)KEHHS PECypCiB, CEpPBICIB,
TOIIIO.

HaiiGinpmr kpuTH4HI TOYkM Yy wik cxemi (puc. 2.1) 3HAXOJAThCA MIK CTaHAMU
KUTTEBOTO IMKIY 1 MOXYTh HAa3UBATUCS «IEPEXITHUMHU Tporecamm». Ilig mum
pPO3yMIETBHCS, HANpPUKIAL, MOPSIOK IHIIANI3AMIl CEpBICIB, MNEPEBIPKA OTPUMAHHS
3aJIC)KHOCTEH, MOPANOK BUBAHTAXXEHHSI PECYpCiB 3 mam’sTi. Y pa3i 3aJIMIICHHS LHUX
npoieciB  0e3 KOHTPOJII0, OTPUMYEMO HEBIPHE BHUKOHAHHS HporpamMu abo B3araii
MOMMJIKH, 10 OJIOKYIOTh MPOLIEC BUKOHAHHS.

ToMy mOpOMOHYETHCS PO3POOUTH METOAMKY, fKa JO3BOJUTH KOHTPOJIIOBATH IIi
CTaHW, MAaTH 3pYYHUN MEXaHi3M IMEepexoay MiX HHMH, MAaTH MOYATKOBY TOYKY BXOIY, B
K1 KOHTPOJILOBAHO 1HIIIATI3YIOTHCSI HEOOXI1/IHI 3aJIeKHOCTI 3a JOTOMOTOI0 CEepBiciB. A

JOCTYII IO CaMUX CEPBICIB pealti3yeThes 3a gornomororo Dependency Injection.

2.2.1 KepyBaHHsI cTaHaMH, B SIKUX 3HAXOJIUTHCS 3aCTOCYHOK

CraHu Ta KepyBaHHA CTaHAMM 3a3BUYail peayi3yloThbCs 3a JOMOMOTOK MaTepHY
«Game State Machine.

«State Machine» — e maremarudHa Mojesb, ika BUKOPUCTOBYETHCS JIJISI OIMHCY
MOBEMIIHKA cucTeMU. BoHa ckiamaerbcsi 3 HaOOpy cTaHiB, nepexodiB Ta aii. CtaH
IpeJICTaBiIsie KOHKPETHY MOBEAIHKY a00 YMOBY CHCTEMH, y TOW Yac SIK MEpexiJ BU3HAUAE
pyX 3 onaHoro cra"y B iHmmid. /Jlii, acomiiioBaHi 31 cTaHaMu abo0 TMepexojaMu,
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MPEJICTaBISIOTh JIOTIKY, SIKy MOTPIOHO BHUKOHYBaTH TMPHU BXOAl, BUXOAl a0o0 miJg yac
nepeOyBaHHs B cTaHi [13].
Ha pucynky 2.2 300pakeHO MOCIIIOBHICTh 3allyCKy IPOTPaMHOTO 3aCTOCYHKY

(30kpema, rpu).

GameBootstrapper Game GameStateMachine

- EKp dH IdBaHTAMKEHHA

- Scenel oader

BootstrapState LoadLevelState
- 3aBaHTaKeHHA - 3aBaHTa)XeHHS PiBHSA IPI
IOYAaTKOBOI CIIEHH - CTBOpEeHHA I'epos, irpoBIX
- PeecTparia cepsicis 00’€eKTIB

- CTBOpeHHA Ta iHimiamizamis
iHTepdeiicy KopHCTYBa4a

Puc. 2.2. CxeMa nmociiIoBHOCTI 3aIlyCKy 3aCTOCYHKY

[Mepmwmii kpok y peamizanii «State Machine» B Unity moJisirae y BU3HaYCHHI CTaHIB.
Koxen cran Oyze npeacTaBIeHHil OKPEMUM CKPHUIITOM.

Hactynuuii kpok — cTBopeHHs kiacy GameStateMachine mis MoIHMBOCTI
KEpyBaHHs MePEeX0aMu MK CTaHAMU Ta BUKOHAHHSI BIJMTOBITHUX JI1H.

Kmac  GameStateMachine moxe wmatm  pisni  cranu  ("BootstrapState’,
"LoadLevelState’, "LoadProgressState’, "GamelLoopState’), ski MOXHa pO3TJISIATH K
o0'extr B Kareropii. [lepexin mixk ctanamu yepe3 metoau Enter() Ta ChangeState() moxe
OyTu aHasoriero Mopdi3MiB, SIKi IEPETBOPIOIOTH OJWH 00'€KT (CTaH) Yy 1HIITHH.

OaHuM 3 KIIOYOBHMX AacleKTIB Teopii KaTeropil € kommno3uuis Mop(}i3MiB, 10
JAaHOMY BHMAAKy MOKe OyTH TMPEJCTABICHO SK Ccepis MEepexXodiB MiXK CTaHAMH.

Hampuknan, mnepexim 3 BootstrapState® nmo ‘LoadLevelState’, a motim g0
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‘GameLoopState’. Kommo3umis nux nepexoiB (MOp¢i3MiB) CTBOPIOE «LUIAX» KPi3b pi3HI
CTaHH T'PH.

VY Tteopii kaTeropii pyHKTOpH — 1€ BIJOOpaKEHHS MK KaTeropisiMu. MoxkHa
pPO3TISAATH B3a€EMOJII0 MDK pI3HUMH KOMIIOHEHTaMH CHCTEMH (HAmpHKIad, MK
‘GameStateMachine” Ta KOHKpeTHMMHU CTaHamMH) K (PYHKTOp-TOAiOHI BIIHOCUHH, JI€
MOBEIiIHKAa OJTHOTO KOMIIOHEHTa BU3HAYAE MOBEAIHKY 1HIIIOTO.

Cucrema cTaHiB MOke OyTH PO3TJISIHYTa SIK KaTEeropis, /¢ CTaHu € 00'ekTam, a
nepexod MDK HUMU — MopdizmMaMu. Y paMKax OUIbIIOl CUCTEMHU (HANpHKJIaJ, BCIel
IpH), TaKa CUCTEMa CTaHIB MOXE PO3TIISIATHCS K MiIKATETOpis.

VY Teopii kaTteropiii KOKeH 00'€KT Ma€ 1IEHTUYHUN MOPPi3M, 110 Bi10Opaxae 00'eKT
cam y cebe. Lle Moxe OyTu peani3oBaHO SIK 3[aTHICTb CTaHy 3aJMIIATHCS HE3MIHHUM,

SKIIO HE BIIOYBAETHCS MEPEXiJ 10 1HIIOTO CTaHy.

2.2.2 [IpoexTyBaHHS CTPYKTYPHU CEPBIC-OPIEHTOBAHOTO 3aCTOCYHKY

[IpoekTyBaHHS CTPYKTypW CepBic-OpieHTOBaHOTO 3acTocyHKy (SOA, Service-
Oriented Architecture) B Unity Bumarae po3yMmiHHs SIK OCHOBHUX NpuHIUIIB SOA, Tak 1
cneuudiku Unity sk irpoBoro pymiis. OcHoBHa imess SOA mnoinsrae y CTBOpEHHI
MOJAYJBHUX, HE3aJIeKHUX CEpBICIB, SKI MOXYTh OYTH JIETKO 3aMiHEHI, OHOBJICHI a0o0
Mo ubikoBaHi 0e3 BIUIMBY Ha iHIIN YacTUHH cuctemu [14].

SOA Bm3Hauae cmocid 3poOUTH MPOTpaMHiI KOMIIOHEHTH MPHUAATHUMHU IS
OaraTopa3oBOro BHUKOPHMCTAHHS Ta B3aeMoJli depe3 cepicHi i1HTepdeiicu. Cepicu
BUKOPUCTOBYIOTh 3arajibHi CTaHJAapTH 1HTepdeicy Ta apxXiTeKTypHHH madiioH, mol ix
MOKHa OyJI0 IIBUAKO IHTErpyBaTh B HOBI Joaarku. lle 3HIMae 3aBnaHHs 3 po3poOHUKA
mporpamu, sIKMHiA paHiiie mnepepoOssiB abo yOItoBaB ICHYIOUY (PYHKIIOHAIBHICTH ab0
MOBUHEH OYB 3HATH, SIK 3'€IHaTU 200 3a0€3MEYNTH CYMICHICTh 3 ICHYIOUUMU (QYHKIIISIMU.

Koxna mociyra B SOA MICTUTH KOJ 1 JaHi, HEOOXIAHI JJIS BUKOHAHHS TIOBHOT,
TUCKpeTHOT Oi3Hec-QyHKIIT (HAMPUKIaA, MepeBipka KPEIUTOCIPOMOKHOCTI KITIEHTA,
PO3pPaxyHOK IIOMICSYHOTO IUIATEXY 3a KpeauToM abo oO0poOka 3asBKM Ha IMOTEKY).

HT ncu BICIB IEYVIOTh BUJIBHUU 3B'S TOOTO TX MOYXKHA BUKJIMKATH, Mal
Intepdeiicu cepBiciB 3a0€311€UYIOTH Bl 3B'SI30K, TOOTO 1X MOKHA BHKJIMKATH, Maixe
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HE 3HAIOYW, SK pealli3oBaHa IMOCHIyra, IO 3HAXOMUTHCA MiJ HUMH, IO 3MEHIIYE

3aJIEKHICTh MK JIOJaTKAMM.

53



Hwxde HaBeneHo kimodoBi acrekTu s mpoektyBaHHs SOA B Unity:

Busnauennsi ceppiciB. DyHKIIIOHATBHI €IEMEHTH 3aCTOCYHKY MOXYTh OyTH
BIIJIUICH] SIK CaMOCTIMHI cepBicu. Lle MOXyTh OyTH, HaNnpuKiIag, CHUCTEMa
30€peKEeHHSI TPH, YIPaBIIHHSA 3BYKOM, MEPEKEBl B3aeMOJIli, YMpaBIiHHS
PEKIaMOIO TOIIIO.

InTepdeiicu cepriciB. HeoOx11HO YiITKO BU3ZHAYUTH 1HTEpQEHCH I KOKHOTO
cepaicy. Lle 103BOIUTE 3aMIHATH peajizallii cepriciB 6€3 HEOOX1THOCTI 3MIHH
KOy, SIKHi BUKOPHCTOBYE 111 CEPBICH.

3asie’kHOCT1 Ta 1H'eKuis 3anexxHocTed. Bukopucranns mabiaony Dependency
Injection) qomoMoXke yHpaBJISITH 3aJIEKHOCTSIMU MK PI3HUMHU CE€pBicaMH Ta
komnoneHtamu. lle moxke Oyt peanizoBaHO 4Yepe3 KOHCTPYKTOPH, CETTepU
a00 uepes cnemianbHi ppeitmBopku (Zenject [15], VContainer [16]).
Menempxep cepsiciB. [l KepyBaHHS cepBicaMH HEOOXIAHO CTBOPUTHU
IIEHTpaJIbHUI MeHepKep cepBiciB (Service Locator), sikuii Oyjae BiAMmoOBigaTH
3a 1HIIia3aliio, 30epiraHHs Ta JOCTYI JI0 PI3HUX CEPBICIB Y 3aCTOCYHKY.
MonynbHICTh Ta THYYKICTh. KOXeH cepBic HEOOXIJTHO pO3pOOUTH Tak, 100
BIH OyB CaMOJOCTaTHIM 1 MII (DYHKIIIOHYBaTH HE3AJIEKHO BiJ 1HIIMX YaCTUH
cuctemu. lle 3abe3nmeuynTh BUCOKY THYYKICTh Ta CIHPOCTUTH TECTYBaHHS Ta
PO3BUTOK MPOEKTY.

Posroprannsa Ta oHOBIEeHHA cepBiciB. COCOOM pO3ropTaHHA Ta OHOBJIEHHS
OKpPEeMHX CEpBICIB, TOBUHHI MaTH 3MOTY OHOBJIIOBATH CEPBICH 0€3 3yNMHUHKHU
BCI€1 CHUCTEMHU.

TectyBanHs. KoxkeH cepBiC MPOEKTYETHCS 3 ypaxyBaHHSAM MOKIIUBOCTI HOTO
TEeCTyBaHHSA. ABTOMAaTH30BaHE TECTYBaHHS € KIIOYOBUM EJIEMEHTOM IS

MIATPUMKH BUCOKOI SKOCT1 KOJIy Ta CTa0LTLHOCTI CUCTEMH.

Y Unity SOA moxxe OyTH peanizoBaHO K 3a JOMOMOTOI BOYIOBaHMX 3aco0iB

(mampukiiazm, depe3 kKommoHeHTH MonoBehaviour), Tak 1 3a JOMOMOTrOK 30BHIITHIX
616s10Tek a0o (peitMBOpKiB. I'010BHE — 30epiratu (HOKyC Ha YITKOMY BU3HAYEHH1 poJier
Ta BIANOBIIAJLHOCTEN KOXXHOTO CEpBICY, a TAaKOX Ha THYYKOCTI Ta pPO3IIMPIOBAHOCTI

apXITeKTYpH.
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2.2.3 Ponb 1 B3aEMoIist CEpBICIB Ta KOMITOHEHTIB

Ponb 1 B3aeMomisi cepBiCiB Ta KOMIIOHEHTIB Yy CEpBiC-OpIEHTOBaHIN apXiTEKTypi B

Unity abo B Oyap-sikiii 1HIINN [naTtdopmi € KIIOYOBUMM JUIsi CTBOPEHHS J00pe

CTPYKTYpOBaHHUX, MaclmITabOBaHUX 1 JIETKO MiATpUMYBaHUX AoAaTkiB. Ocb JAeKiibka

OCHOBHHUX aCHEKTIB I11€1 B3aeMOIIT:

1.

Ponb  cepgiciB. Koxken cepic y SOA BiamnoBigae 3a KOHKpPETHY

¢dyHKIIOHATBHICT, a0 Oi3Hec-NoriKy. Hampukiaa, y KOHTEKCTI irpoBoOi
pO3pOOKHU, MOXKYTh OyTH OKpeMi CepBICHM JUIS YIOPaBIiHHS ITPOBUMH
payHIaMu, 30€peXEHHSIM CTaHy TPH, B3a€EMOJIEI0 3 Mepexero, Tomo. CepBicu
PO3pOOISIOTHCS TAKUM YMHOM, 1100 OyTH MaKCHMAaJbHO HE3aJC)KHUMH OJUH
B1JI OJTHOTO, ITIO JIO3BOJISE JIETKO iX 3aMiHIOBAaTH a00 MOAM(IKYBaTH.

Ponp xommoHeHTIB. KOMIIOHEHTHM YacTO BIAIIOBIZAOTH 3a B3aEMOIIIO 3

xopuctyBadem (UI, user interface), npeacraBieHHs TaHUX 1 KOHTPOJb HaJ
irpoBuM mnporiecom. Y Unity, me Moxytb Oytu pizHi MonoBehaviour
CKpUIITH, fAKI TMpUEAHAHI [0 IrpoBUX 00'ekTiB. KOMIIOHEHTH MOXYTh
B3a€EMOJISATH 3 CepBicaMu JUIsl OTpUMaHHs ab0 3MIHM JaHUX, BUKOHAHHS
IIEBHUX J1H TOIIO.

B3aemonist Mk cepBicaMu Ta KOMIIOHEHTaMu. KOMIOHEHTH MOXKYTh

3BEpTATUCA JO CEpBICIB 3 3alMTaMd Ha BHUKOHAHHS TIEBHHMX Mii a0o
OTpUMaHHS JaHUX. Y CBOIO 4Yepry, cepBicM OOpoOJsIOTH Il 3alUTH Ta
noBepTaroTh pe3ynbTaTd. CepBiCM MOXYTh TE€HEpyBaTH TOAll, Ha SKi
NIANUCYIOTBCA KOMMNOHEHTH. Hampukian, cepBiC yOpaBiiHHS —ITPOBUM
payHI0M MOK€ I'€HepyBaTH MO0 MPO HOro 3aBepICHHS, Ha SIKY MiAMHUCaHI
Ul-koMIoHeHTH 11 BiIOOpakeHHsI pe3yJIbTaTiB payHy.

3aJIe)KHOCT] Ta 1H'€KIIS  3aJICKHOCTEH. 3aMICTh TOro, I0O0 KOMIIOHCHTH

CaMOCTIMHO CTBOPIOBAJIM €K3EMIUIIPU CEPBICIB, BOHH YacTO OTPUMYIOTH IIi
ex3eMIuIsipu depes iH'ekiiro 3anexHoctei (DI). Lle 3HmKye 3B'a3aHICTh MiX
KOMITOHEHTaMHU 1 CEpBICaMU Ta MOJIETIIYE TECTYBaHHS Ta MIATPUMKY KOJY.

Menemxepu Ta dhadpuku. YacTo BUKOPUCTOBYIOTHCS CIICIIAIbHI MEHEIKEPH

a00 (adpuku JUisi CTBOPEHHS Ta YNPABIIIHHS JKUTTEBUM LIMKJIOM CEPBICIB.
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2.2.4 Po3poOxa kiacy Service Locator myist ynpaBiiiHHS cepBicaMu

Po3pobka Service Locator B Unity — me cmoci®O ympaBiiHHS Ta BHUKOPHUCTAHHS

cepBiciB y Tpi abo momatky. Service Locator mie sk mEHTpaldi30BaHWUA PEECTP, J€ BCl

CEPBICH PEECTPYIOTHCS Ta MOXYTh OyTH OTpHUMaHi IHIIMMHU 4YacTUHaMH Tporpamu. Lle

JO3BOJIAIE

KOMIIOHEHTaM OTpPUMYyBaTH JOCTyHn JO cepBiciB 0e3 HeoOXiTHOCTI

BIJICITITKOBYBATH iX KOHKPETHI peaizarii.

Hwxue HaBeneHo 6a30Bui IJ1aH Jisl CTBOpeHHs Service Locator:

1.

Busnauennss iHTepdeiiciB AT KOKHOTO  CEpBICY, SKHH TUTAHYETHCS
BukopucroByBaTu. Hanpuknaz, '[AudioService’, 'ISaveLoadService' Toio.
Po3pobka KOHKpeTHI KJIacCiB, SIK1 peali3yroTh 11l 1HTepdeicu.

Po3pobka kmacy ServiceLocator, sxuii Oyne 30epirat €K3eMIUISIPH BCIX
cepsiciB. TunoBuii Service Locator Moxke BHKOPHUCTOBYBAaTH CJIIOBHHK a0o0
1HITY KOJIEKIIiIO JJi 30epiraHHs CepBICIB.

Peectpamiss cepBiciB: 1mo00 MaTH 3MOry BHUKOPUCTOBYBAaTH CeEpBiCH, iX
HeoOx17Ho 3apeecTtpyBaTu. Hanpuxmnan, RegisterService<T>(T service).
OTpumaHHs cepBICIB — Uil UbOrO0 HEOOXIHO peali3yBaTH METOA
"GetService<T>()" mst OTpUMaHHs CEPBICIB.

IHimiamizamiss Ta BUKOPHUCTAHHS: iHimiami3zamis ServiceLocator' Ta peectpairis
BCIX HEOOXIJIHUX CEpBICIB BUKOHYETHCS HA MOYATKY BHKOHAHHS MpOrpamu

(BootstrapState).

Jlnst oTpuMaHHsS AOCTYNY JO CEpBICIB y PI3HUX YacTUHAX MNPOrpaMH MOTPIOHO

BUKOPUCTOBYBATH Kiiac ServiceLocator.

Hwkue HaBeZCHO MPHUKIIA MPOCTOro kiacy Service Locator (puc.2.3).
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public class Servicelocator

{
private static readonly Dictionary<Type, object> services =
new Dictionary<Type, object>();

public static void RegisterService<T> (T service)

{

_services[typeof (T)] = service;

public static T GetService<T> ()
{

return (T) services[typeof (T)];

// Tlpukjan BUKOPUCTAHHS
public interface IAudioService

{

void PlaySound(string soundName) ;

public class AudioService : TAudioService

{

public void PlaySound(string soundName)

{

// Jlorika BiOTBOPEHHS 3BYKY

// IHiuiamnisanis
Servicelocator.RegisterService<IAudioService> (new AudioService());

// BUKOPUCTAHHSA

TAudioService audioService =

ServicelLocator.GetService<IAudioService> () ;
audioService.PlaySound ("soundName") ;

Puc. 2.3. JlicTuHr KOJy, 110 € TPUKJIAIOM MPOCTOro Kiaacy Service Locator

Takuil miAXiA A03BOJIAE BIJOKPEMHUTH KOHKPETHI peani3alli CepBICIB BII iX
BUKOPHUCTAHHS, 3a0€3MeUyI0UH JIETKICTh YIPaBIIHHS 3aJI€KHOCTSAMHU Ta THYUKICTh y 3aMiH1
a00 OHOBIJIEHHI cepBiciB. OJHaK, BaXJIMBO BHKOpUCTOBYBaTH Service Locator 3
00epeXHICTIO, OCKUIBKK HAJIMIpHE MOT0 BUKOPUCTAHHS MOKE MPU3BECTH 10 TPYIHOIIIB Y

BIJICT@)KEHHI 3aJIEKHOCTEH 1 YCKIIATHUTH TECTYBaHHSI.
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2.2.5 BmpoBamxenns Dependency Injection koHTeilHepa Al KepyBaHHS

3AJICKHOCTAMU

BnpoBamxenns konteitHepa miis Dependency Injection (DI) B Unity abo B Oyab-

AKIH 1HIIH mporpaMHiil iaT$hopMi € BaXKIMBUM KPOKOM JIJIsl KEPYBAHHS 3aJI€KHOCTSIMHU Y

BalmoMy 3acTocyHKy. DI nomomarae 3HM3UTH 3B'A3aHICTh MiX pPI3HUMH YacTUHAMU

POrpamH, MOJETIIY€E YIPaBIIHHS 3MIHAMU Ta CIPOIILY€E TECTYBaHHS.

OcHOBHI KpoKu AJis1 BripoBaxeHHs: DI konTeitnepa:

1.

Bubip ab6o crtBopeHHs DI-konTeliHepa. MoxxHa o6Opatu icHyrounid DI

bpeitmBopK, Takuit sk Zenject st Unity, ab0 CTBOPHUTH CBiil BIaCHHIA.

BusHayeHHs 1HTepdeiciB Ta peani3aiiid cepBiciB. Bu3zHaueHHs iHTepdeiiciB

JUTSL BCIX CEpPBICIB, 5Kl Oy1yTh BUKOPHUCTOBYBATHUCS B 3aCTOCYHKY. Peamizarris
1HTEp(EICIB B KOHKPETHUX KJIacax.

Peectpartisi _cepsiciB y DI-koHTeitHepi. Peectpiisi iHTepdeiiciB Ta ix

peamizanii B DI-xkonTetinepi. Lle Moxke BkitouaTu B cebe BU3HAUYCHHS 00J1acTi
BUJIMMOCTI JIJI1 KOXKHOTO CepBicy (Hampukial, singleton, transient).

In'exuist  3anexkHocted. DI-xkoHTeiiHEp BUKOPHUCTOBYETHCS JUIsl Tepenadi

3aJIEKHOCTEN B KOMIIOHEHTH a00 KJIacH, sIKl BUMArarTh [IUX CEPBICIB.

Inimiamizaiiss KoHTekHepa. [Himiam3amis DI-koHTeliHepa BimOyBaeThcs Ha

noyaTKy BUKOHaHHs nporpamu (BootstrapState).

Hwxue HaBeneHO NMpuUKIaa BUKOPUCTaHHS Zenject, momynspHoro DI-dpelimBopka

st Unity (puc.2.4).

58



// IHTepbderic Ta Moro peajiszaiisg
public interface IAudioService

{

void PlaySound (string soundName) ;

public class AudioService : IAudioService
{
public void PlaySound(string soundName)

{

// Jlorika BiOTBOPEHHS 3BYKY
}

// BukopucTaHHa Zenject mnyisg peecTpauii cepricis
public class MyInstaller : MonolInstaller
{

public override void InstallBindings ()

{

Container.Bind<IAudioService> () .To<AudioService> () .AsSingle () ;
}
}

// Kiac, saxui BukopucToBye IAudioService
public class SomeClass

{

private IAudioService audioService;

[Inject]
public void Construct (IAudioService audioService)
{

_audioService = audioService;

public void DoSomething ()
{

_audioService.PlaySound ("soundName") ;

Puc. 2.4. Jlictunr koxy, 1o € npukiagoM Bukopuctanus DI-dpperimBopka mist Unity

Zenject
B 1mpoMy mpukimani Zenject BUKOPHCTOBYEThCS UIsi PEECTpAIlil Ta BIIPOBAIKCHHS
3QJIEKHOCTEHM, IO Ja€ MOXIIMUBICTh 30CEPEIUTHCS Ha OI13HEC-JIOTIIl 3aCTOCYHKY, He

TypOyIOUYHUCH TIPO YIPABIIHHS 3aJI€KHOCTSIMH Ta CTBOPEHHS 00'€KTIB.
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2.2.6 Buxopucranus matrepHy «Factory» st cTBOpeHHs OO0'€KTiB, JOMOBHIOIOYH
naTepH «Service Locator»

Bukopucranns matepHy «Factory» paszom 3 marepHom «ServiceLocator» y Unity
JI03BOJISIE CTBOPIOBaTH OO0'€KTHM OLIbII THYYKO 1 opranizoBaHo. [latepn «Factory»
BIJIIIOBi/Ia€ 3a CTBOpeHHs 00'eKTiB, a «ServiceLocator» 103Boissie OTPUMYBATH JOCTYII JI0
PI3HUX CEpBICIB, HEOOXITHUX ISl IbOTO CTBOpeHHS. Lle 3HMXKye 3B'A3aHICTh MK PI3HUMU
JaCTUHAMU CUCTEMHU Ta MOJIETIIIYE PO3IMIUPEHHS Ta TECTYBAHHS KOITY.

[[{o6 moeaHaTH 111 1Ba MaTepHH, HEOOX1THO BUKOHATH HACTYIIHI JIii:

1. CtBopenHsa ¢abpuku. [ns nporo Bu3HauyaeThes iHTepdeiic "IFactory’, skuit

OMUCYE METOAM JJig CTBOpEeHHS 00'exkTiB. OCKUIBKM HaM MOTPiOHO
CTBOpIOBATH 00 ’€KTH PI3HUX THIIIB Ta MpU3HA4YCHHs, (PaObpuk Moxke OyTH
JEK1JIbKA.

2. Peectparisg hadpuk v Service Locator sik cepBiciB.

3. Bukopucranns ¢dabpuku uepe3 Service Locator. OrpumanHs MOTPiOHOT

dabpuku peanizyeTbes dvepe3 Service Locator i BHKOPHCTOBYETHCS ISt
CTBOPEHHS 00'€KTIB.

Hwxue HaBeneHo npukiaj iMmieMeHTanli gpadpuku (puc.2.5).
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// IHTepbderic Ta Moro peanizauig miua babpukm
public interface IEnemyFactory

{
Enemy CreateEnemy (string type)

}

public class EnemyFactory : IEnemyFactory

{
public Enemy CreateEnemy(string type)

{

// Jlorika CTBOpPEeHHS BOpoOTa
return new Enemy (type);

}

// HDomaBauua O¢abpuky mo Service Locator
Servicelocator.RegisterService<IEnemyFactory> (new EnemyFactory());

// BukopucTaHHa Gabpuxky uepes Service Locator
public class EnemySpawner

{

private IEnemyFactory enemyFactory;

public EnemySpawner ()

{
_enemyFactory =
ServicelLocator.GetService<IEnemyFactory> () ;

}

public void SpawnEnemy (string type)
{

Enemy enemy = enemyFactory.CreateEnemy (type);
// IomaTkoBa JOTika

Puc. 2.5. Jlictunr koay iMruieMeHTarlii ¢padpuxku

VY mpuknani (puc. 2.5) EnemyFactory Bianosigae 3a ctBopeHHs1 00'€KTIB BOPOTiB, 1

HOro MOKHa JIETKO OTPUMATH Ta BAKOPUCTOBYBATH 4epe3 ServicelLocator.
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BucHoBku

VY xoni gocaimkeHHs Oyn0 MpoaHa i30BaHO KIKOYOBI MOJOKEHHS Teopii KaTeropi,
sKa cTaja TeOPETUIHHUM MiIPYHTSIM JJIs1 pO3POOKH METOIMKH MPOSKTYBAHHS 3aCTOCYHKY.

Byno 3amponoHOBaHO 1HTEPHPETAIi0 JKUTTEBOTO ITUKIY 3aCTOCYHKY, SIK HaOoOpy
CTaHIB MPOrpaMH, SAKi MMEePeXoasTh 3 OJHOIO B IHIIWK 3a momomMororo «State Machiney.
Kommo3umito 1ux CTaHIB MOXJIWMBO TNPEACTABUTH K KOMIIO3MINIO MOP(}i3MiB,
BiI0OpaXeHHS OJIHOTO CTaHy B 1HIIWMN, 1110 BUIUIMBAE 3 TEOPIi KaTeropii.

Amnani3z npunnumi Service Oriented Architecture moka3zas, 1m0 ocHoBHa ifgest SOA
MOJIATAE 'y CTBOPEHHI MOJYJIBHUX, HE3JICKHUX CEpPBICIB, AKI MOXYThb OyTH JETKO
3aMIHEH1, OHOBJIEHI a00 MoaudikoBaH1 0€3 BIUIMBY HA 1HIII YACTUHU cUCTEM. Tomy OyIo
c(hOpMyITHLOBAHO KJIIOYOBI BUMOTH JI0 MPOEKTYBAaHHS Ta CTBOPEHHS CEPBICIB.

Jlns xepyBaHHS cepBicamu Oyino oOpaHo maTepH «Service Locator» ta HaBeaeHO
MIPUKJIaJ] HOTO peati3ailii.

[I{o6 MmiHIMI3yBaTH HeAOMiKM maTepHy «Service Locator» Oyno BUKOPHUCTAHO
Dependency Injection mist kepyBaHHSIM 3aJie)KHOCTSAMHU Ta matepH «Factory» 3 metoro
KOHTPOJIIO HAJl KUTTEBUM ITUKIIOM 00’ €KTIB.

Po3pobOnena MeToguka NPOEKTYBaHHS 3aCTOCYHKIB JIEMOHCTPYE €(QEKTUBHICTh
BUKOPHCTaHHS MaTepHy «Service Locator» mais cTBOpEHHS THYYKHX Ta MaclITabOBaHUX
CEpBIC-OpPIEHTOBAHMX 3aCTOCYHKIB.

[IpencraBneni pekoMeHJalli [I0JI0 TMPOEKTYBAHHS CTPYKTYpU 3aCTOCYHKY,
B3a€EMOJIIi CEpBICIB Ta KOMIIOHEHTIB, Ta peam3aiii Service Locator 3a0e3medyroTh

M1JIBUIICHHS €(PEKTUBHOCTI PO3POOKHU.

62



PO3JILT 3
PEAJIIBALIISA CEPBIC-OPIEHTOBAHOTI'O 3ACTOCYHKY B UNITY 3D

3.1. CrtBopeHHsI irpoBOro 3acTOCYHKY /JIi TeCTyYBaHHSl 3aNMpoONOHOBAHOI
METOINKH

Entry point (Touka BX0ay) y KOHTEKCTi pO3pOOKH 3aCTOCYHKIB a00 irop — II¢ MicIie,
7e mporpama a0o Tpa MOYHMHA€E CBOE BHKOHAaHHA. T00TO, Ile MOYaTKOBa TOYKA, 3 SIKOI
MOYMHAETHCI BUKOHAHHS KOJTY.

Entry point mo3BoJisie po3poOHUKAM BH3HAYUTH, III0 CaM€ MOBHHHO CTATHCS, KOJH
nporpama abo rpa 3amyckaerbcs. CroAuM MOXKE BXOAWTH I1HIIIANIZAIISL PECYPCIB,
HaJalITyBaHHs 3'€IHaHb 3 0a3aMu JaHuX, KOHQIrypariis cepsiciB Tomo. Kpim 1poro, TyT
BU3HAYAETHCS, AK Oy/Je pO3ropTaTHcs IMOTIK BUKOHAHHS MporpaMu. BiH Bu3Hauae, sKi
KOMITOHEHTH OYyJIyTh 3aBaHTaXXEHi, B IKOMY MOPSJIKY, Ta K OyIyTh OOPOOISATUCS IUKIN
00pOOKHU TO/TIH.

Entry point € micuem, e po3poOHUKH MOXKYTh MIBHUAKO 3HAWTH TMOYATOK JIOTIKU
mporpamMu, L0 € BKIWBUM I PO3YyMIHHA Ta MIATPUMKUA KOAy. Takoxk, Moxke
BUKOPHCTOBYBATUCS JUI  HANAIITYyBAaHHS CEPEAOBHINA BHKOHAHHS, HAMPHUKIA,
BU3HAYCHHS PEKUMY BIJJIArOXKEHHS Y BUPOOHUUYOTO PEKUMY.

Jns cknmagHuX godaTKiB 3 OaraTbMma 3aIeKHOCTSMHU, MpPaBUIbHA TOCIHIIOBHICTH
1HII[laTi3a11i1 KOMIOHEHTIB € KpUTUYHO BaXJIMBOIO. Entry point 703BOJIsi€ yIIPaBIATH II1€10
MOCJIJIOBHICTIO.

B ekcrnepuMeHTansHOMY J0JATKy BXimHOIO Toukoro € (GameBootstrapper, sxuit
3aryckae Tpy Ta nepeBoauth GameStateMachine y nmouarkosuii cran BootstrapState. Ha

pucysky 3.1. npoimtoctpoBana UML miarpama kinacy GameBootstrapper.
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~ - 4 5] -
|CoroutineRunner

GameBootstrap... | #
Clazs
=+ MonoBehaviour

n
o -\l .
Booutan 2 ) @ 4 Methods @ Game A
Class B Awake Class
= MonocBehaviour
4 Fields
4 Fields
£ StateMachine
f»’,'f" Curtain
a Methods
4 Methods
1 Game
By Awake
7 DoFadeln
1 Hide
1 Show

Puc 3.1. UML-giarpama kmacy GameBootstrapper

Y BootstrapState (puc. 3.2) BinOyBaeTbCs 3aBaHTaKEHHS IMOYATKOBOI CIICHH Ta
peectpaiis cepsiciB. [lig yac peectpaiiii kokHOMY 1HTepGENCy CepBICY 3aKPIIUISETHCS
Horo peanizaiisi, 0 J0JA€ JOJATKOBOI THYYKOCTI, OCKUIBKH Jajii MiJi 4ac BUKIHUKY
CEpBICY 3a KOHTPAKTOM MH OTPUMYEMO peai3ailiio, sIKy 3apeecTpyBaJid, HE CTBOPIOIOUYHU

P IIbOMY J0JIATKOBUX €K3EMILISAPIB CEPBICY.
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Puc 3.2. UML-giarpama knacy BootstrapState
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LoadLevelState (puc. 3.3) BUKOPUCTOBYIOUH CEPBICH iHIIialli3ye€ TOJIOBHY CIEHY
(piBenb). 3a gomomororo cepicy GameFactory BinOyBaeTbcs CTBOPEHHS IEPCOHAXIB,
Boporis, heads up display (HUD), TpurepiB nepexoay Ha IHIIHI piBeHb. PeecTpyroThes
00’exTH, o OyAYTh 3UMTYBATH 3 MMPOTPECy ad0 3amuMCyBaTH B MIPOTPEC JaHi, sIKi MOTPIOHO

30eperTu 10 mporpecy.

IGameFactory
Interface
=+ IService

4 Properties
/" ProgressReaders
A ProgressWriters

. -
PayloadedState <string»

LoadLevelState R + Methods
" ) Cleanup
4 Fields [0 Createrero |PersistentProgr... #
@55 lzadingCurtain @ Createtiud Imerfacfe
& _SEEHELDEdEF (7] Createleve(Transfer  Iservice
% _stateMachine g ga;:ai;:ﬂar 4 Properties
4 Methods () CreateSpawner K Progress
&g CameraFollow [ WarmUp )
1 Enter it 'C:E
@ Exit
®y InformProgress...
By InitGameWorld
g InitHero o
@y InitHud .
% InitlevelTransfer IStaticDataService A WUlFactory A
&g InitLootPieces Interface Interface
&g InitSpawners =+ |Service = |Service
&y InitUIRoot
#y LevelStaticData 4 Methods 4 Methods
£ LoadlevelState ) ForLevel ) CreateShop
F}ﬁ Oinloaded ) ForMonster ) CreateUiRoot
) ForWindow
@ Lload

My

Puc 3.3. UML-niarpama knacy LoadLevelState
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[Ticns  imimiamzarnii  Bckoro HeoOximHoro StateMachine mepexoauts 110
LoadProgressState (puc. 3.4). Ha mpomy eTami 3aBaHTaXyIOThCS Ta 3aCTOCOBYIOTHCS
30epeKeHl JaHi PO KOPUCTyBaya, HOro Mo3ullis, KITbKICTh MOHET, a TAKOXK CTaTUYHI JaH1

(6amanc rpu), TOOTO Ti, 10 OYJIM CTBOPEHI IrPOBUM JU3AHHEPOM.

|State
A h - N
' LoadProgressSt... A ISaveLoadService #
g
Class Interface
- =+ |Service
. B
4 Fields
4 Methods
‘% gameStateMa... =
€4 _progressService - LoadProgress
— 7 SaveProgress
4 Methods
1 Enter
& Fyxit

5 LoadProgressO...

! LoadProgressSt...

5 NewProgress

Puc 3.4. UML-niarpama knacy LoadProgressState
Cama GameStateMachine peanmizoBana Hactymaum uuHoM (puc. 3.5). B

KOHCTPYKTOpPI 1HIMIQMI3YIOThCS BC1 MOXJIMBI CTaHM 3a TEBHUM IOPSAKOM, BHU3HAYCHI

MCTOAU HJIsA BXOOY B HOBMU CTaH a TaKOX MCTOI 3MIHU CTany.
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public class GameStateMachine : IGameStateMachine

{
private Dictionary<Type, IExitableState> states;
private IExitableState activeState;

public GameStateMachine (ScenelLoader sceneloader, LoadingCurtain
loadingCurtain, Servicelocator services)
{
_states = new Dictionary<Type, IExitableState>
{
[typeof (BootstrapState) ]
services),
[typeof (LoadLevelState)] = new LoadLevelState (this, sceneloader,
loadingCurtain, services.Single<IGameFactory> (),
services.Single<IPersistentProgressService> (),
services.Single<IStaticDataService> (), services.Single<IUIFactory>()),

new BootstrapState(this, sceneloader,

[typeof (LoadProgressState)] = new LoadProgressState (this,
services.Single<IPersistentProgressService> (),
services.Single<ISaveLoadService>()),

[typeof (GameLoopState)] = new GameLoopState (this),

bi

public void Enter<TState>() where TState : class, IState

{
IState state = ChangeState<TState>();
state.Enter () ;

public void Enter<TState, TPayload>(TPayload payload) where TState
class, IPayloadedState<TPayload>

{
TState state = ChangeState<TState>();
state.Enter (payload) ;

private TState ChangeState<TState> () where TState : class,
IExitableState
{

_activeState?.Exit () ;

TState state GetState<TState> () ;
_activeState = state;

return state;

private TState GetState<TState>() where TState : class,
IExitableState =>
_states[typeof (TState)] as TState;

Puc. 3.5. Jlictunr kony peanizarii GameStateMachine
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3.2. Peanizauis kiacy Service Locator

3amns 3pyunocti ServiceLocator peamizoBano depes «Singletony, mo mae 3Mory
OTPUMATH €K3EMILUIIP JAHOTO KJacy 3 Oyab-sSKOro MicId. Ajie BapTO MaTH Ha yBasi, IO
EK3EMIUISP KJIacy MOBHHEH OYTH JIUIIE OJIUH, MO0 BUKIIIOUATH IYyOJFOBAaHHS BUKOHAHHS
METO/I1B IHIIIMMH €K3EMILIIPaMH.

Hwxkde HaBemeHO JICTHHI KOOy peamizaifii kiacy ServiceLocator na mpukimazi

€KCIEPUMEHTAIILHOTO 3aCTOCYHKY (pucC. 3.6).

public class Servicelocator

{

private static Servicelocator instance;
public static ServicelLocator Container => instance ?7?
(_instance = new ServicelLocator());

public void RegisterSingle<TService> (TService implementation)

where TService : IService =>
Implementation<TService>.Servicelnstance = implementation;
public TService Single<TService> () where TService : IService
=>

Implementation<TService>.Servicelnstance;

private class Implementation<TService> where TService
IService

{

public static TService Servicelnstance;

}
Puc. 3.6. Jlictunr koay peaiizarii kinacy ServiceLocator

Kuac ServicelLocator € neHTpaabHEM eleMEHTOM TaTTepHy. Moro ocHoBHA (yHKIisA
30epiraTH, IHCTAHIII1 CEpPBICIB.

Meton RegisterSingle<TService>() mo3Bosisie peecTpyBaTH EK3EMIUISP CEpBICY B
ServicelLocator. TService € 3araqbHAM THIIOM, IO Ma€ peanizyBaT iHTepdeiic 1Service.
Lle mae MOXIMBICTH peecTpallii pi3HUX TUIIIB CEPBICIB.

Meton Single<TService>() moBeprae eK3eMIUISIp 3apEECTPOBAHOTO CEPBICY THILY
TService. fkmo Takuii cepBic OyB 3apeecTpoBaHHii, BiH Oyjae MOBEPHYTHH; IHAKIIE,

pesynbraT Oyae null” ado BukIMYe MOMMIIKY 3aJI€)KHO Bija peatizairii.
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Brytpimmniii kimac Implementation<TService> BukopucTOBYETBCS TS 30€piraHHs
iHcTaHlii cepBicy. lLle mJ03Bonsie YHUKHYTH mpsMOro 30epiraHHs 1HCTaHIINA Y
ServiceLocator, i1 3amicTh IIbOIO BOHH 30€pIralOTbCs y CTAaTUYHIA BJIACTHUBOCTI
Servicelnstance BHyTpilTHLOTO KJIacy.

Jlanuii Kox € MPHUKIAZOM peaiizamii martepHy «Service Locator», sikuii 4acTo
BUKOPHCTOBYETHCS JUIs YIPABJIiHHS 3aJIGKHOCTSMU y IPOrpaMHOMy 3abe3redenti. Foro
OCHOBHA TepeBara IMOJSIra€ y 30aTHOCTI IIEHTPAIi30BaHO YMPABISATH CEpBiCaMU Ta

JIETKOCTI1 IOCTYIY J0 HUX Y PI3HUX YaCTHUHAX 3aCTOCYHKY.

3.3. Po3po0Oka cepgiciB Ta Ix B3aeMoist

Posrisitnemo cepsic 115t 30€pekeHHs] TOTOYHOT'O CEaHCy TPH.

VY nepury yepry HeoOXiqHO cTBOpHTH iHTEepdeiic (puc. 3.7), mo Oy/ae BKIIOYATH JBa
MEeTOAM: JUIsi 30epeKeHHSI MpOTpecy Ta I 3aBAHTAXEHHS OCTAHHBOTO 30EpE’KEHOTO
porpecy.

Hapenenuit Bume koxa (puc. 3.7) peanizye cepBic 30€peXeHHSI Ta 3aBaHTAKCHHS
nporpecy B rpi. Lle nocuth TMIOBA 3a7a4a I irop, A¢ HE0OX1THO 30€perTH CTaH I'PU MixK
ceaHcamu. Po3risiHeMo Horo peanizaifito OUIbIIl IeTabHO.

IaTepdeiic ISavelLoadService mae nBa meroau — SaveProgress() mmsi 30epexeHHs
nporpecy rpu Ta LoadProgress() ass 3aBaHTaXXKeHHsSI OCTaHHBOTO 30epekeHoro crany. Lle
JI03BOJISIE CTBOPUTH THYYKY CHUCTEMY, sSKa MOXK€ OyTH JIETKO 1HTETrpoBaHa 3 PI3HUMU

KOMIIOHCHTaMHU I'pH.
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public interface ISavelLoadService : IService

{
void SaveProgress() ;
PlayerProgress LoadProgress();

}

public class SavelLoadService : ISavelLoadService

{

private const string ProgressKey = "Progress";

private readonly IPersistentProgressService progressService;
private readonly IGameFactory gameFactory;

public SavelLoadService (IPersistentProgressService
progressService, IGameFactory gameFactory)

{
_progressService = progressService;
_gameFactory = gameFactory;

}

public void SaveProgress ()

{
foreach (ISavedProgress progressWriter in
~gameFactory.ProgressWriters)
progressWriter.UpdateProgress ( progressService.Progress);

PlayerPrefs.SetString (ProgressKey,
_progressService.Progress.ToJdson());

}

public PlayerProgress LoadProgress ()

{
return PlayerPrefs.GetString (ProgressKey) ?
.ToDeserialized<PlayerProgress> (),

Puc. 3.7. JlictuHr KOy peanizailii cepBicy 30epexeHHs Iporpecy rpu

Knac SavelLoadService BukopucToBye fBi 3anexxnocti — IPersistentProgressService
ta IGameFactory. Ile 3a0e3rneuye po3aieHHS BIANOBIAAIBHOCTEH Ta THYYKICTh Y
PO3UIMPEHHI.

Meton SaveProgress() mnpoxoauth uepe3 BCl 00'€KTH, $KI IMIUIEMEHTYIOTH
[SavedProgress, Buxknukatoun metoq UpdateProgress() st KOKHOTO 3 HUX, 100 OHOBUTH

ctaH niporpecy. [licis mporo 36epirae nporpec y PlayerPrefs y dopmati JSON.
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Meton LoadProgress() 3aBantaxxye 30epexxeni nani 3 PlayerPrefs ta gecepianizye ix
y o0'ext PlayerProgress.

PlayerPrefs € mpoctum cnoco6om 30epexeHHs AaHuX Mk ceaHcamu y Unity.
Opnak, BapTO 3a3HAYMTH, 110 BiH HE € HAHOE3MEUHIIIMM Y1 Hale()EKTUBHIIIUM CITIOCOO0M
JUTs1 30€peKEeHHsI CKIIaHUX a00 00'€MHUX JaHUX.

Kon takox mepenbauae, mo kiac PlayerProgress moske OyTu cepiayi3oBaHMil Ta
necepiamizoBanuii y JSON. Ile 3pyunuii croci6 30epiraHfas CTPYKTYpPOBaHUX JaHUX, aie
BUMarae, mo6 kiac PlayerProgress OyB nmpaBuiIbHO HANAIMITOBAHUN AJIS ITHOTO.

Buxopucranns IGameFactory nmnms orpumanus ProgressWriters mgomae piBeHBb
a0CTpaxilii Ta THYYKOCT1 Y CUCTEMY, JI03BOJISIFOUU JIETKO 1HTETPYBaTH P13HI KOMIIOHEHTH,
SIK1 MOYKYTh BHOCUTH 3MIHH Y TIPOTPEC TPH.

VY nanoMy cepBici BiJICYTHI )KOPCTKI 3B’3KH 3 IHIIMMU KOMIIOHEHTaMU, 110 J03BOJISIE
MEPEBUKOPUCTOBYBATH TaHUI (PYHKITIOHAIL.

[H111 cepBicH MPOEKTYIOTHCA 38 CXOKUM MPUHIIUIIOM.

BucnoBxku

byno peanizoBaHy 3anponoHOBaHY METOAMKY Ha €KCIEPUMEHTAJIbHOMY MPOECKTI.
3anponoHoBaHa apXiTEKTypa J03BOJIMIIA YITKO CIPOEKTYBATH KUTTEBUM LIMKI 3aCTOCYHKY
Ta MaTH KOHTPOJb HaJa TOPSJAKOM IHimiamizamii o0’ekTiB. Po3rmsmaroum HOBHIA
(yHKIIOHAT SIK HOBUH CEpBIC MOXJIMBO MaclITa0yBaTH MPOEKT CKIIBLKHU MOTPIOHO, €JUHE
110 MoTpiOHO peecTpyBaTH ceppicu y BootstrapState

Peamizanis matepHy «Service Locator» B Unity3D moka3ama HOro mnpakTUYHY
MPUAATHICT Ta €PEKTUBHICTh Y KOHTEKCTI IrPOBOT0 pO3POOJIECHHS.

AHani3 BUKOPUCTAHHS IaTE€pHY B PO3POOJIEHOMY 3aCTOCYHKY HiJKPECIIOE€ HOTOo

BAXKJIUBICTD /IS 320€3ME€UEHHS THYYKOCTI Ta MAacIITaOOBAHOCTI TPOEKTIB.
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BUCHOBKHA

AHaJ3 npeaMeTHOi 00J1acTl MPOEKTYBaHHS 3aCTOCYHKIB 3a JOIMOMOIOKO ITPOBOTO
pyurist Unity mokasas, 1o Imij] 9ac po3poOKH Ta MPOSKTYBaHHS BUHUKAIOTH Pi3Hi (hakTopw,
K1 B TOAQJIBIIIOMY BIUIMBAIOTh Ha SIKICTh Ta MacIITaOOBaHICTh MaWOyTHBOTO IMPOEKTY.
Bubip migxoay 10 mpoeKTyBaHHS BHOCUTBH CBOi KOPEKTHUBM Ta BIUIMBAE HA Yac Ta SIKICTb
OPOAYKTY. A, OTXe, pO3POOHUKM MOCTIHHO 3HAXOSATHCS y MOIIYKY Kpalioro miaxony,
KOMOIHYIOYM HaIpalfoBaHHsI MOMEPEIHIX POKIB.

[TpoBeneHo ormsa MOMyaspHUX MaTepHIB MPOEKTYBaHHs, 30KpeMa mnarepHiB «Statey,
«Event Busy, «Commandy», «Object pool», «Observer», «Visitory, «Strategy,
«Decorator», «Adapter», «Facade», po3kpuTo iX OCHOBHI MepeBard Ta OOMEXKCHHS B
KOHTEKCTI MOKJIMBOCTI Ta OLUIBHOCTI 3aCTOCYBaHHS B Ipolieci po3poOku irop Ha Unity.

[TpoananizoBaHO KIIIOYOBI IIOJIOKEHHSI TEOpli KaTeropid, M0 € TEOPETUYHUM
HOIATPYHTSIM AJI1 pO3POOKM METOJIMKH MPOEKTYBaHHS MallOyTHBOTO 3acTOCYHKY. byio
3alpONOHOBAHO IHTEPIPETALIID KUTTEBOTO IMKIY 3aCTOCYHKY, SK HaOOpy CTaHIB
Iporpamu, IIo MEPEeXoAaTh 3 OJHOTO B HIIHI 3a gormomoroto «State Machiney.

Posrisnyro mpumanumu - Service  Oriented  Architecture, mo gamo 3mory
chOpMyJTIOBaTH KJIIOYOBI BUMOTH IO NMPOEKTYBAaHHS Ta CTBOPEHHS CEPBICIB y paMKax
PO3p00IIFOBAHOT METOIUKH.

BuOip edexkTuBHUX NaTepHIB 1 MIAXOAIB A0 MHPOEKTYBAHHS apXITEKTypU MOXKE
CYTT€BO BIUIMHYTH Ha YCIIIIHICTh PO3POOKH, 3a0€3Meuyroyd HE JIHIE THYYKICTh Ta
MacITabOBaHICTh MPOEKTY, a i ONTUMI3allil0 pOOOYOro MPOIECy Ta MiJABUIICHHS SKOCTI
KIHI[EBOTO MPOAYKTY. 3 OISy HAa BHUCOKY THYYKICTh Ta 3JaTHICTb JO I1HTErpauii B
PI3HOMaHITHI apXiTEKTypHI CTPYKTypu OyJi0 oOpaHO maTepH martepHy «Service Locatory.
Kpim Ttoro, mns peamizamii 3acTocyHkKy Oyio BukopuctaHo Dependency Injection ms
KEpYBaHHIM 3aJIeKHOCTAMU Ta matepH «Factory» 3 MeTo KOHTPOIIO HaJ >KUTTEBUM
LIUKJIOM 00’ €KTIB.

Po3pobnena MeToauka NPOEKTYBAHHS 3aCTOCYHKIB JIEMOHCTPYE €(EeKTHUBHICTD
BUKOPHUCTaHHS MaTepHy «Service Locator» assi CTBOPEHHS THYYKHX Ta MaclITaOOBaHUX

CEpBIC-OPIEHTOBAHMX 3aCTOCYHKIB. IIpeicTaBiieHi pekOMEHAallli MO0 MPOEKTYBaHHS
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CTPYKTYpH 3aCTOCYHKY, B3a€MO/I1i CEpBICIB Ta KOMIIOHEHTIB, Ta peanizaiii Service Locator
3a0e3MevyoTh MiIBULICHHS €(EKTUBHOCTI PO3POOKH.

Otmxe, pe3ynpTaTH JOCTIIDKCHHS IOKAa3ald, 10 BUKOPUCTAHHS pPO3pOOJIEHOI B
poOOTI METOAMKM MOXE 3HAYHO TMIABUINUTH €(QEKTUBHICTh TMPOLECYy PO3POOKHU
IpOTpaMHOro 3a0e3leveHHs, [0 Ja€ 3MOTy Kpalle aJanTyBaTh Ta MacluTaOyBaTH
IPOCKTH, Ta MOXKe OyTH KOPHCHUM SIK IS PO3POOHUKIB-TIOYATKIBIIIB, a TaKOXK

nocBigueHnX (haxiBiiB y chepi po3poOKHU irop Ta MPOrpaMHOTO 3a0€3MeYCHHS.
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