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AHOTALISA

Mera pobGotu € po3podka KpocrmiaaThOpMEHOTO IrpOBOrO 3aCTOCYHKY B
cepenoBulll Unity 3 aklIeHTOM Ha ONTUMI3AL0 MPOJYKTUBHOCTI.

3aBnaHHs poOOTH €:

l. AHani3 TeXHOJIOT1 po3pOOKH KpocmaaThOPMEHUX IIPOBUX 3aCTOCYHKIB;
2. Busnauenns ocobnuBocTi po3podku 2D 3acTocyHKy;

3. CtBOpeHHs MoJieNel i apXiTeKTypHy MPOrpamu;

4. Peasnizaris 1 ontumizaliisi KJIFOYOBUX €JIEMEHTIB JIOJIaTKY;

[IpeameTroM  JOCHIKEHHS € TEXHOJOTIT pO3poOKH KpocmiarGopMeHOoro
I'POBOT0 3aCTOCYHKY Yy cepenoBuili Unity

bazoro mocnimkeHHs € aHani3 JiTepaTypu, PUHKY CBITY, ICHYIOUMX PIIIEHb Ta
BUMOT KOPHUCTYBauiB i pO3pOOHHUKIB.

3a pe3ynbTaTaMu JOCHTIKEHHS pPO3pO0JIeHO IrpoBHil KpocruiarGopMeHUit
3aCTOCYHOK y cepenoBuili Unity.

OpnepxaHi pe3ylnbTaTd MOXYTh OyTH BUKOPUCTaH1 JUIsl CTBOPEHHS IrPOBOTO
3aCTOCYHKY B OCBITHIO, EKOHOMIYHY cepy rnmomaHHs iHpopMallii KopucTyBadam.
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ANNOTATION

The aim of this work is the development of a cross-platform gaming application
in the Unity environment with a focus on performance optimization.

The objectives of the work are:

1. Analysis of technologies for developing cross-platform gaming
applications;

2. Identification of the specific features of 2D application development;

3. Creation of models and application architecture;

4. Implementation and optimization of key application elements.

The subject of the research is the technologies for developing a cross-platform
gaming application in the Unity environment.

The research is based on the analysis of literature, the global market, existing
solutions, and the requirements of users and developers.

As a result of the study, a cross-platform gaming application was developed in
the Unity environment.

The obtained results can be used to create a gaming application in the
educational and economic spheres for presenting information to users.

The qualification work consists of an introduction (3 pages), three chapters (40
pages), 16 images, conclusions (2 pages), a list of references (41 sources), and three
appendices (12 pages).

Keywords: cross-platform application, project, development, application,
gaming application, program, software product.

The research results were presented at the II All-Ukrainian Scientific and
Practical Conference of Young Scientists "Mathematical Methods and Digital
Technologies in Economics."

Year of qualification work completion: 2025.

Year of defense: 2025.
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MHEPEJIK YMOBHUX ITO3HAYEHb TA CKOPOYEHb

2D — nBoBuMipHuii (two-dimensional)

3D — tpuBumipHuii (three-dimensional)

Al — miryynuit inTenekt (Artificial Intelligence)

APl — mporpamuuii iHTepdeiic 3actocyHky (Application Programming
Interface)

App Store — undpoBuii Mara3uH 3acTOCyHKIB Apple

AWS — Amazon Web Services

C# — C Sharp (MoBa nporpamyBaHHS)

C++ — C Plus Plus (moBa nporpaMmyBaHHs)

CI/CD - Continuous Integration/Continuous Deployment (Oe3nepepBHa
1HTeTpalis/0e3nepepBHE PO3TOPTAHHS)

CPU — nentpansuuii nporecop (Central Processing Unit)

DirectX — 6i6mioTexa 1j1st poOOTH 3 MYJIBTUME/TIa

ETC2 — Ericsson Texture Compression 2 (dbhopMar CTUCHEHHS TEKCTYP)

FPS — xaapiB 3a cekynay (Frames Per Second)

GDScript — moBa niporpamyBanHs pyuris Godot

GML — GameMaker Language (MoBa mporpamyBaHHsI)

Google Play — nudposuii marazun 3actocynkis Google

GPU — rpadiunuii npouecop (Graphics Processing Unit)

HTMLS — HyperText Markup Language 5 (MoBa po3MiTKH TiEpTEKCTY)

iCloud — xmaphutii cepsic Apple

IDE — 1iHTerpoBane cepenoBuiie po3podku (Integrated Development
Environment)

10S — oneparriiina cuctema Apple

JSON - JavaScript Object Notation (dhopmar 0OMiHY JaHUMK)

Linux — oneparriitHa cuctema

LOD - Level of Detail (piBens aetamnizaiii)

LTS — Long Term Support (10BrocTpokoBa HiATPUMKA)

macOS — onepairiiina cuctema Apple



Metal — rpa¢iunuit API Apple

MMORPG — macoBa 0araTokopHcTyBallbka OHJIaH-poiboBa rpa (Massively
Multiplayer Online Role-Playing Game)

OpenGL ES — Open Graphics Library for Embedded Systems

IIK — nepcoHanbHMI KOMII'TOTEP

PBR — Physically Based Rendering (¢13uuHO KOpEKTHUN PEHAECPUHT)

PSD — Photoshop Document (popmar ¢aitnie Adobe Photoshop)

PVRTC — PowerVR Texture Compression (hopMar CTUCHEHHS TEKCTY]P)

REST — Representational State Transfer (apxiTekTypHUI CTHIIB)

SDK — Software Development Kit (Ha0Gip 3aco0iB po3po0KH)

SOLID — npuHOMOM TPOEKTYBAaHHS TMPOrpaMHOro 3adesmeucHHs (Single
Responsibility, Open/Closed, Liskov Substitution, Interface Segregation, Dependency
Inversion)

Steam — rutaropma po3MOBCIOIHKEHHS IUPPOBOTO KOHTEHTY

UI — xopucryBanbkuii iHTepdeiic (User Interface)

Unity — rutaropma 17151 po3poOKH IHTEPAaKTUBHUX 3aCTOCYHKIB

URP — Universal Render Pipeline (yHiBepcanbHHIT KOHBEEP PEHICPHUHTY)

UX — xopuctysanbkuit focBifg (User Experience)

VR — BipryansHa peanbHicTh (Virtual Reality)

WebGL — Web Graphics Library (6i0mioTeka iist Be6-rpadik)

Windows — onepartifina cucrema Microsoft

XML — eXtensible Markup Language (po3muproBana MoBa pO3MITKH)



BCTYII

VY cyyacHomy 1udpoBOMYy CBITI Jefali CKIaAHINIE CIpUiMard 1H(OpMaIlio
yepe3 TEKCT abo ICcTopii, HANMMCaHI B HAYKOBHX YW XyHOXHIX KHurax. HammipHa
KUIBKICTh 300pa’keHb, TEKCTIB Ta MOHOTOHHHMX 3BYKIB CTBOpIOE 1H(pOpMaIliiiHe
MEepeHaCUYEHHS, 1110 YCKIJIAIHIOE KOHIEHTPALII0 Ta pO3yMiHHS Marepiaiy. Yce Ouiblie
JIOZIeH BIIJAIOTh NEpeBary KOPOTKUM BIF€O, OAHAK L€l (opmar TakoX MOCTYIOBO
BTpaya€e CBOI HOBU3HY Ta NMPHUBAOIMBICTb, aJKE JOBI1 BIACOPOJIUKHU Ta CTPIMHU, SKI
KOJTMCh 37aBajiUCsl IHHOBAI[IWHUMH, TOCTYIIOBO TIEPECTAlOTh YTPUMYBAaTH yBary
rsigaqiB. JIronu Bce yacTiiie myKarTh MIKUOIIe 3aHypeHHs B iHPOpMAaIlito, XOUyTh HE
JIVIIIE CTIO’KMBATH KOHTEHT, aJie BTPAYaroTh CBOKO KOHIICHTPAIIIF0 Ha BaXJIMBHX JIEeTaICH
91 MOMEHTaxX Marepiaiy.

OpHuM 13 HaUIIIKaBIIUX HAMPSIMKIB Y CydacHOMY IIM(pOBOMY CBiTi € po3podOKa
irpoBUX 3acTOCYHKiB. BoHM He smmie QoOpMylOTh pO3BaKalbHHI CEKTOp, a M
BUCTYIAIOTh BAXKIMBUM PYIIIEM TEXHOJOTIYHOTO Oi3Hecy. IHmycTpis Bimeoirop
CTUMYJIIOE PO3BUTOK 1HHOBAIId y TporpaMyBaHHi, KOMIT'FOTEpHIH Tpadimi Ta
MOKpAIlEHH] KOPUCTYBAI[bKOTO JIOCBiNly, IO BIUIMBA€ HA MIMPOKUNA CIEKTP
TEXHOJOTTYHUX cdep, BiJ ITYYHOTO IHTEIEKTY J0 BipTya bHOI peaJbHOCTI.

AKTyaJbHICTh PO3POOKH MPOTPAMHOIO 3a0€3MEUYCHHS IS OJHOTO IMPHUCTPOIO
OuTbIIIC HE BIJINOBiaE cydacHUM BuUMoraM ImdpoBoro cepemosuia. Kopucrysadi
OYIKYIOTh O€3MEePeIIKOAHIN JOCTYNl JO 3aCTOCYHKIB 13 PI3HUX MPHUCTPOIB,
Kpocmardpopmeni  pileHHS  pO3IMIMPIOIOTH  MOXKJIMBOCTI  BUKOPHCTaHHS — Ta
ONTUMI3YIOTh BUTPATH Ha PO3pPOOKY, 3MEHIIYIOYM HEOOXIAHICTh MIATPUMKH OKPEMHUX
Bepciii. Bucokuii monuT Ha Taki TEXHOJIOTIi MiATBEPIKYEThCA TUM, 1m0 moHax 70%
MOOUTBHHUX TporpaM CTBOpIOtoThCA Ha Unity[69], a puHOK MOOITBHUX 3aCTOCYHKIB
JEMOHCTPY€E CTaOUIbHE 3pOCTaHHS 3 BUKOPUCTAHHSAM KPOCILUIATOPMEHUM PILICHHSIM.
Takoxx iHTErpallis XMapHUX TEXHOJIOTIH Ta OHJIAWH-CEPBICIB T03BOJISIE KOPUCTYyBadaM
CUHXPOHI3YBaTH JlaHI MK TPHUCTPOSIMH, IO POOUTH KpocCIiaThOpMEeHi MiIXOnu He
MPOCTO TMepeBaroto, a HeoOXxiaHicTo[ 11]. IrHOpyBaHHS LILOTO TPEHY MOXKE MPU3BECTH
0 BTpaTd KOHKYPEHTOCIIPOMOXHOCTI Ta OOMEXKEHHS MOTEHIIMHOIO PO3BUTKY

MPOTPaMHOT0 3a0€3MeUEHHS.
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JlocnigHUKH Ta po3pOOHUKH 3/1€0LIBIION0 30CEPENKYIOTh YBary Ha ONTUMI3allli
MPOAYKTUBHOCTI[ 1 6], cuctemax 306epexxenHs nanux[39, 43], o0coOMMBOCTAX peaizaii
KkpocmuarpopmeHux QyHkiii[33] ta po3poOii 6ararToKOpUCTyBallbKUX MeXaHIK[21].

Unity — 1e onuH 13 NPOBIAHUX PYLIIiB JUIsl po3pOoOKH KpocCIuiaT(GopMeHUX
3aCTOCYHKIB, 110 3a0€3Meuye MATPUMKY MOOUTbHUX, HACTUTBHUX, KOHCOJIbHUX Ta VR-
matrGopM. 3aBAsiKU MHUPOKOMY (YHKIIIOHATY Ta THYYKOCTI ISl TEXHOJIOTISI aKTUBHO
BUKOPUCTOBYETHCA B IrPOBIH IHAYCTPIi Ta 1o3a ii MekaMu, CIPUSIIOYN BIPOBAIKEHHIO
IHTEpPAKTUBHUX pillleHb y pi3HUX cdepax. Unity q03BOJIIE ONTUMIZYBaTH MpOLEC
po3po0KH, 3a0e3MeunTH CTaOUIbHY NPOAYKTUBHICTH HAa PI3HUX MNPUCTPOSX Ta
IHTETpyBaTU Cy4acHI MIAXOAU 10 30€peKeHHs JaHUX Ta B3a€MOJII 3 KOPUCTYBauaMHU.
Bubip uporo pyuris mae 6yTd COpOIIEHUM 0 MOOUTEHUX, KOMIT FOTEPHUX TIaT(opMm,
ONTHUMI3yIOUM BUTPATH Ha PO3POOKY Ta MIATPUMKY.

Po3po0ka 3acTOCYHKY 3 MOKPOKOBOIO TAaKTMYHOK CHUCTEMOIO Yy CTHII (eHTe3l,
sSKa CTaBUTh Tepen co00w0 3aBAaHHSA 3a0€3MEUUTH CTpaTeriyHy MIHOUHY MixX
rpaBisiMH. BrimuB Takux mpoekTiB, sik Slay the Spire, Albion Online, Balatro,
Hearthstone, ¢opmye KoHuemiixo KoMaHgaHUX O0iB, 10 TOTpedye NpoayMaHOi
MEXaHIKM Ta TEeXHOJOriuHoi TouHocTi. KpocmmarpopMeHicTs y 1pOMy JKaHpi
3abe3reuye JOCTYIHICTh IS MIUPIIOI ayauTopii Ta IHTErpaIifo MK HPHUCTPOSMH,
JT03BOJISIFOYM KOPHUCTYBadaM B3a€EMOJIISITH O€3 0OMEeKeHb MK CO0010.

Mertoro kBamidikaiiiHoi poOOTH € po3poOka KpocIaTGOpMEHOTO irpoBOTO
3aCTOCYHKY B cepenoBuini Unity 3 akIEHTOM Ha ONTHUMI3allil0 MPOAYKTHBHOCTI,
iHTeTpamiro 3 0a3aMuM MaHMX Ta peadi3allilo MEXaHIK, M0 MiABUIIYIOTh SKICTh
0araToKOpUCTYBaIbKOIO TAKTUYHOIO CUCTEMOIO.

JI7is noCsSITHEHHST METH HeOOX1THO BUPIIIMTH TaKi 3aBIaHH:
1. TIpoanamizyBatu CydacHi TEXHOJIOTii pO3pPOOKH KpOCIaTHOPMEHUX ITPOBUX
3aCTOCYHKIB Ta 00TpyHTYBaTH BUOip Unity ssIKk OCHOBHOTO iIrpOBOTO PYIIIisl.
2. Hocmimutu ocobmmBocTti po3podku 2D irop y cepemosumii Unity Ta cuctemu
30epeKeHHsI TaHUX KOPUCTYBayiB.
3. Po3pobutu apXiTeKTypy IrpOBOrO 3aCTOCYHKY, BHU3HAUMTH WOr0 OCHOBHI

MEXaHIKH Ta QyHKIIIOHAIL.
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4. PeanidyBaT CHUCTEMY TIOKPOKOBUX OOIB Ta B3aeMOAIl MDK TpaBIsIMH Yy
peanbHOMY Yaci.
5. IarerpyBaru cuctemy 30epeKeHHS TaHUX I 3a0e3MeUeHHs JOCTYIy 3 PI3HUX

IIPUCTPOIB.

6. OntuMi3yBaTu NPOAYKTUBHICTh 3aCTOCYHKY IS 3a0€3MeUEHHS TUIaBHOT pOOOTH

Ha pi3HUX IaTdopmax.

7. IlporectyBaTH (yHKI[IOHAIBHICTH 3aCTOCYHKY Ha PI3HUX MIaThopMax.

OO6'exToM JOCHIIHKEHHSI € MPOoIeC PO3POOKH KpOCIUIaTPOPMEHOro IrpoOBOTO
3aCTOCYHKY.

[IpeameToM JOCHIDKEHHS € TEXHOJIOTIl pPO3pOOKH KpOocCIiaT(GopMeHOro
I'POBOT0O 3aCTOCYHKY Yy cepenoBuiii Unity.

MeTtonu nOCIiPKeHHST OXOILTIOIOTh TCOPETUIHNUN aHai3 JTITepaTypHUX JHKEpel
1 JIOKyMEHTallli, eMIpUYHe TECTYBaHHsS NPOrPaMHOro 3a0e3MeueHHs 3 OLIHKOIO
IPOAYKTUBHOCTI Ta MOPIBHSJIBHUM aHaI3 MIAX0AIB 0 peaizallii KpoctiarhopMeHuX
(bYHKITIH 1711 BUOOPY ONTUMAIBHOTO PIIICHHS.

baza pocmimkenp BKIOuae iH(oOpMalliiiHe cepeoBHUIE ITPOBOi PO3pPOOKH,
texnonorii Unity, AOKyMeHTalir0 Ta MaTepiaid 3 po3poOku 2D irop, cucremu
30epeKeHHS TaHUX Ta ONTHUMI3allii IPOAYKTUBHOCTI.

HaykoBo-mpakTriuHa 3HAYUMICTh JIOCHIDKEHHS TOJSTaE y  CTBOPEHHI
KpOCIIaThOPMEHOTO 3aCTOCYHKY, IO JEMOHCTPYE CY4YacHI METOIU PO3POOKH
IHTEPaKTUBHOTO KOHTEHTY. OTpuMaHi pe3yiabTaTd MOXYTh OyTH BUKOPHCTaHi ISt
BJIOCKOHAJICHHSI MEXaHIK Ta ONTUMI3aIlii mporecy po3pooku. CTBOpeHa MOJEINb CIYTY€
OCHOBOIO JIJIs1 TTOJIAJTIBIIIOTO PO3BUTKY Ta BIPOBAKEHHS HOBUX (DYHKITIH.

Pesynbrattn  mocmimkenns mpencrasineHi Ha Il Bceeykpainchkoi HaykoBo-
MpakTUYHOi KoH(pepeHiii Momomux BueHWX «MaremarnyHi MeToau Ta MHUQPOBI

TEXHOJIOT1I B eKoHOMIIi»[ 10].



PO3ALJI 1. TEOPETUKO-METOAOJOI'TYHI OCHOBHU PO3POBKH
KPOCIIVIAT®OPMEHHUX ITPOBUX 3ACTOCYHKIB

1.1. Amnauxi3 TexHoJIoriii po3podku KpocmiarGpopMeHux irpOBUX 3aCTOCYHKIB

CydacHUll CBIT CTPIMKO pYyXaeTbCd MLUISIXOM LU(PPOBOI iHTErpamii, mae
KOPHUCTYBaul BXKe HE MPUB'A3aHi 0 €nuHOro mpuctporo. LllomHs MinbiioHn mromei
3MIHIOIOTh CBOi cMapT(OHM HA HOYTOYKM 1 HaBMAKH, OYIKYIOUM, IO iXHIA JTOCBiX
B3a€MOJIii 3 MPOrpaMaMu 3aJUIIUTHCS He3MiHHUM. OHaK po3poOKa OKpEeMHUX Bepciit
3aCTOCYHKIB JIJIsl KOKHOT IIIaTQOPMH CTajla HEMPAKTUIHOIO — BOHA BUMAarae 3HauHUX
pecypciB, TIOABOIOE 3yCHIIIS KOMaH/I Ta YCKIIATHIOE MIATPUMKY ¥ BU3HA€E HE3PYUHICTh
kopuctyBadiB. Kpocmnardopmena po3poOka MpONOHYE BUPIIMIEHHS LUX TPOOIieM,
JI03BOJISIFOUM CTBOPIOBATH TIPOTPaMHI IPOIYKTH, IO TMPAIIOIOTH OJHAKOBO €(hEeKTHBHO
Ha piBHUX npuctposix. [lonpu oueBHAHI MepeBaru, peasizaiisi TakKMX 3aCTOCYHKIB
CTaBHUTh MeEpe]l PO3POOHUKAMU CrieM(idyHI BUKIUKH, MOB'I3aH1 3 MPOAYKTUBHICTIO,
KOPUCTYBAIILKUM JTOCBIJIOM Ta OOMEXEHHSIMU PI3HUX OINEpaIliiHUX CUCTEM.

KopuctyBaui B3aeMonmitoTh 3 MNUGPOBUM KOHTEHTOM 4Yepe3 pPI3HOMAaHITHI
iHTepdeiicu — 3a3BUuail BiJ MepCOHAIBLHUX KOMII'FOTEPIB Ta HOYTOYKIB JIO IUIAHIIIETIB,
cMapTdOHIB Ta CHEIiadi30BaHUX MPUCTPOIB, TAKUX SK I'POBI KOHCOJI Ta MPUCTPOT
BIpTyaJIbHOI peajdbHOCTI. SK CBimuaTh JOCHDKEHHS YKpaiHCHKUX HAYKOBIIB 3
HarionanpHoro TtexHigyHOrOo yHIBepcuTeTy VYkpaiHu [pumenka # IloramoBoi —
«BOPOBAHKCHHSI  KPOCIIATPOPMEHUX  MIAXOMIB JO0 PO3pOOKH  MPOrpamMHOTO
3a0e3MeUeHHs J103BOJISIE 3HU3UTH BUTpATH Ha PO3poOKy Ta miaTpuMky Ha 40-60%
MOPIBHSIHO 3 TPAAUIIIMHIM IMiJIX0IOM CTBOPEHHS OKPEMHUX MPOTPAMHUX MPOTYKTIB /IS
KOYKHOT IUThOBOI T1aropmu»[4].

CrpiMK#ii pO3BHTOK iH()OPMAIIHHOTO CYCHUILCTBA Ta IUGPOBUX TEXHOJOTIN
chopMyBaB HOBY MapajurMy po3poOKH MPOTPAMHOTO 3a0€3MeUYeHHS, B MEXKax SKOi
KpocIiaT(OpMEHICTh cTajda KPUTUYHOIO HEOOXITHICTIO AJIsl YCIIIIHOT KOHKYPEHIIii Ha
PUHKY 1HTEpaKTHBHUX TpoAykTiB. Kpocmiargopmeni mnporpamMHi HPOAYKTH

(YHKIIOHYIOTH Ha PI3HUX OOUYMCIIOBaJbHUX IUaThopMax 3  1ICHTUYHOIO
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(YHKIIOHANBHICTIO Ta KOPUCTYBAalbKUM JOCBLAOM. TE€XHOJOTIYHUH MPOCTIp
KpocmiatGopMeHoi  PO3pOOKH  XapaKTepHU3ye€ThCsl  PI3HOMAHITTAM  MiAXOIB,
THCTPYMEHTIB Ta CEPENIOBHUIII, 10 JIO3BOJSIOTH peai3yBaTH 110 KOHIICMIIIIO 3 Pi3HUM
CTyneHeM e(PEeKTUBHOCTI Ta 3 PI3HUMH THBECTUI[IMHUMU BUTpaTaMu|[2].
KpocmnardopmeHni nmporpamMu 3MIHWIM KOPUCTYBAI[bKUI JTOCBiM, JO3BOJHUBIIN
KOpHUCTyBa4yaM OTPUMYBaTH JOCTYI JI0 TporpaM 3 UHCIEHHHX MPUCTPOIB Ta
omepaIiiHuXx CcUcTeM. MeTONONIOr1YHOI OCHOBOIO KpocmiaTropMeHoi po3poOKu
BUCTyNa€e MPUHIUN "po3poOKM €IuHOrO Kooy Mig pisHux 1uargopm”. 3a
pe3yabpraraMH ONUTYBAaHHS areHTCTBa couiaibHuX Mepexk OST Agency, BUTpaTu Ha
po3poOKy 613Hec-noaarkiB 3a 2024 pik, cepeHs BapTiCTh PO3POOKH OJJHOTO TOTOBOTO
HatuBHOTO nonarka (10S abo Android) xomuBaetses Big 50 000 mo 300 000 momapis
CHIA. CtBOpeHHsI IBOX HATUBHUX JIOAATKIB OKPEMO MOXe 30LIbIITNTH BUTpaTu Ha 30-
50% ta monazg 42% xommnaHii 3apa3 BUOMpPaIOTh KpocriardopMeHi pperMBOpKH 3a

2025 pik uepes ix oocsr y punky (puc.1.1.)[38].

18
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Puc. 1.1. OGcsr iHBeCTHIIIH HA PO3POOKY KpOoC-TaThOpPMEHHUX JOAATKIB 3a

2018 — 2025 pokH.
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3aHypeHHs y CBIT CydacHOi po3poOKH KpocCIUIaT(POPMEHUX MporpamM BHMAarae
BOJIOJIIHHS TIOTYXHHM apceHayioMm. [l CTBOpeHHsI KpocIuiaThopMEHUX Mporpam
pPO3POOHUKHM BUKOPHUCTOBYIOTH PI3HI 1HCTpyMEHTajbHI 3acoOu. IHTerpoBane
cepenosuiie po3pooku (IDE) — nie mporpama, sika 103BOJIsIE MUCATH KOJ, TIEPEBIPITH
Horo Ha nmomuiku Ta 3amyckatu. [Honymspui IDE Bxmtouarors Visual Studio, Android
Studio ta Xcode[16]. Cucremu koHTpOIIO Bepciid, Hanpukiaj Git, 30epiratoTs ICTOPit0
3MiH Yy KOZ[i Ta JOMOMAaraloTh KUTBKOM PO3pOOHHUKAM MPAIFOBATH HA/l OMHUM IPOCKTOM
6e3 koHGumikTiB[39]. XMmapHi cepBicu 30epexxeHHs naHux, Taki Ak Firebase,
JO3BOJISIFOTH  30epirati 1HQOpMAIlil0 KOPUCTYBaudiB OHJIAWH, 00 BOHU MOTIH
IPOJOBXUTH BUKOPHUCTAHHS IMPOTPaMU 3 PI3HUX MPUCTPOiB[9].

CyvacHul pUHOK MPOMOHYE PO3POOHUKAM JCKLIbKA MIATGOPM JJIsi CTBOPECHHS
kpocrardopMmenux noaarkis. Cepen HaiBimomimux B cBiTi €: Unity, Unreal Engine,
Godot Ta iHmi. Unity miaTpumye moHaj 25 omepariiHuX CHUCTeM 1 HaWyacTiiie
BUKOPUCTOBYETbCsl 11 MoOUTbHMX Tmporpam[21]. Unreal Engine Bimomuii
BUCOKOSIKICHOIO Tpaikor0 Ta BHUKOPUCTOBYETHCS Ui CTBOPEHHS BI3yallbHO
Bpaxarouux mnporpam[18]. Godot € 0Ge3KOIITOBHOI aJbTEPHATUBOIO 3 BIAKPUTHUM
KOJIOM, 1110 POOHTH MOTO TOCTYITHUM JIJIs TTOYATKIBIIIB Ta HEBEJIMKKUX KoMaHa[19].

Tpu ocnosHi irposi pymii — Unity, Unreal Engine Ta Godot — Bimirpatots
IPOBIJIHY POJIb Y rajy3i kpocmiatdopmeHoi po3pooku. Unity, ctBopenuit y 2004 pori
xommaniero Unity Technologies, 3aBoroBaB migepcbki mo3uilii 3 nmoHan 70% puHKY
MOOUTbHUX 3acTOCyHKIB[21]. CporogHi maHWil cepBiC BBAXKAEThCS OXHUM 13
HAWTIEPCTICKTUBHINIMX 1HCTPYMEHTIB JUIsI CTBOPEHHS TPOAYKTIB Yy I Tamysi.
[arerpoBani pemakropu Tpadiku Ta iHTEpPEHCIB TOJETIIYIOTh CTBOPEHHS
MPUBAOIUBUX 1 3pO3YMITNX MPOAYKTIB, SIKIi MOXKYTh KOHKYPYBAaTH Ha pUHKY ITUGPOBUX
texnonorii[1]. Ilnarpopma BuxopuctoBye C# sIK OCHOBHY MOBY IpOrpaMyBaHHS,
3a0e3mneuyroun ONTUMAaIFHUN OajaHC MK MPOCTOTOIO0 BUBUYCHHS Ta ()YHKITIOHAIBHOIO
MOTYXXKHICTIO, po3BUHEHA ekocucTema Unity 3 Asset Store icTOTHO TPHCKOPIOE TIPOIIEC
pO3pOOKH, CKOpOUYIOUM HOro maiike BIBIYI 3rimHO 3 gocaimkeHHsmu[ll, 28].
[HTYiTUBHO 3pO3yMilie CEpEelOBHUINE 3 MOXKIWBOCTSIMH BI3yaJIbHOTO MPOEKTYBAHHS

po6uth Unity 7OCTyITHUM HaBITh JJIs MOYATKIBIIB[16].
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Unreal Engine, po3po6ienuii Epic Games y 1998 poui, cnoyarky QpyHKIIOHYBaB
AK BHYTPILIHIN iHCTpyMeHT komnaHnii. [lnardopma 6azyerbest Ha MmoB1 C++ 1 mponoHye
CUCTEMY Bi3yalibHOTO nporpamyBanHs Blueprints[15]. OcHoBHUMHU MepeBaramMmu 10ro
pywis € QoropeanictTiyHa Tpadika Ta PO3MMPEHI MOXKIMBOCTI Bi3yaiizalii 3
miATpUMKOIO ckianuux edektiB. [Ipore Unreal Engine mae oomexxenuii pyHKIIOHAT
st 2D-po3po6ku nopiBHaHO 3 Unity[12] Ta BUCyBa€e 3HauH1 BUMOTH JI0 ariapaTHOTO
3a0€3MeYeHHs, 10 MOXKE YCKIQJHIOBATH PO3POOKY [UIsl TMPHUCTPOIB CEpeaHBOT
MOTYXHOCTI[4].

Godot Engine, npencrasnenuit y 2014 poti, BUAUISETbCS cepell KOHKYPEHTIB SIK
MPOEKT 3 BIAKPUTHM KoaoM Tif JineH3iero MIT, mo miaTpumMyeThesi CIbHOTOO MMijT
kepiBHUIITBOM Software Freedom Conservancy[19]. Tlnardpopma npomnoHye BiacHy
moBy GDScript 3 cunTakcucom, nmoaiouum a0 Python, a Takox minrpumky C#, C++ ta
Bi3yasibHOTO nporpamyBaHHs[33]. KommnakTHicTh pymrist (Meniie 70 Mb) 3a6e3neuye
eexTuBHY poOOTYy HaBITH Ha MPHUCTPOAX 3 oOMexeHMMH pecypcamu. Godot mae
MOTYXH1 IHCTpYMEHTH Il 2D-po3po0kHu, siki 6araro po3poOHUKIB BBAXKAIOTh OUIBIII
3pYYHUMHU, HIK aHajioriuHi pimerHs B Unity[19]. OxHak MeHIIT po3BUHEHA €KOCHCTEMA
Ta CHUTBHOTA OOMEXYIOTh JIOCTYITHICTh TOTOBHUX PECYpPCIB, IIAriHiB Ta HaBYAIBHHUX
Marepiais.

Jlns cuctemaruzarlii Ta MOPIBHSJIBHOTO aHAI3y PO3IISHYTHX TEXHOJIOTTYHUX
piteHpb OyJ10 po3p00JICHO TTOPIBHSJIbHY TAOJIHITIO KIIFOUYOBUX XapaKTEPUCTHK (TaOIULIS
1.1).

Tabmuusg 1.1.

AHAaJIi3 TeXHOJIOTIYHUX pillleHb M KPOoCIIaTGopMeHoi po3podKu

XapakTrepucTHKa Unity Unreal Engine Godot Engine

[MinTpumxa 2D-po3poOku Bucoxka Cepenns Bucoka

[TinTprMka MOOUTBHUX MIaTHOPM Bucoka Cepenns Cepenns
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[TponosxkenHs Taoda. 1.1.

Godot
XapakTepucTHKA Unity Unreal Engine
Engine
[HCcTpYyM™MeEHTH U1 Po3Buneni Po3Buneni bazosi
0araToKOpUCTyBaIbKO1
PO3po0KH
KpuBa HaBuanHs Cepenns Bucoka Huspka
MoBa nporpamyBaHHs C# C++ GDScript/C#
[ligTpuMKa XMapHUX Po3Bunena bazosa ObmerxeHa
CEepBICIB
Po3mip cniinbHOTH Bucoka Bucoka Cepenns
Onrumizaris s Bucoka Cepenns Bucoxka
MOOUIBHUX MPUCTPOIB
JlineHsiitHi yMoBU Komepuiitna/beskomroBHa | Posuiti/beskomtoBHa | beskomtoBHa

Icepena:[4, 12, 43].

BaxxnuBoro CKIIaI0BOIO 1HCTPYMEHTApil0 KpocIiaThopMeHOi po3poOKH €
cUCTeMH 30epeXeHHs Ta CHHXpOHi3allii gaHux. Po3poOHMKHM MaioTh BHOIp MiX
KUTbKOMA MMiJIX0AaMH JI0 YIIPaBIiHHS iH(QOpMaIli€ro KOpUCTYBaviB.

JlokanpHe 30epekKeHHS 3 XMapHOK CHHXPOHI3aIiero 3abe3redye AOCTyH 10
JAHWX HaBITh MPU BIICYTHOCTI IHTEPHET-3'€JHAHHS, OJHOYACHO MIATPUMYIOUH
OHOBJICHHS MDK pPI3HUMHU TpUCTposiMU[3]. Po3poOHMKH MOXYTh BHUKOPHUCTOBYBATH
dopmatu JSON, XML abo 6inapHi daitnm, 3a1€KHO BiJ BUMOT MPOEKTY.

CrnemianizoBani xmapHi iHcTpymeHTH, sk Unity Cloud Save Tta Firebase,
HAJAI0Th TOTOBI pillleHHs i ynpaBiaiHHa gaHumu. LI cepBicu 3abe3medyroTh
HAJIIHICTh, MACIIITA0OOBAHICTH Ta OE3MEKY 5K 1 pO3pOOHUKAM, TaK 1 KOprCcTyBadam [34].
[xHe BHKOpHCTAHHS CIIPOIIY€e CTBOPEHHS MPOTPaM, OCKiIBKM BOHH MICTSTh BOYTOBaHi
CUCTEMH aBTCHTH(IKaIlIl Ta CHHXPOHI3aIlii B JAaHUX CEePEAOBHIIAX.

JIist IPO€EKTIB 3 HECTAHJAPTHUMH BHUMOTAMH PO3POOJISIOTH BIACHI CEpBEpHI
pilIEHHS, X04a IIe TOTpelye OUTBIINX PECypCiB HA CTBOPEHHSI Ta MIATPUMKY.

Onrumizaliisi MPOAYKTHUBHOCTI TaKOX € KIHOYOBUM IHCTPYMEHTOM PO3POOKH.

s 2D nporpaM BaXKJIMBO ONTUMI3yBaTH rpadiuHi pecypcu uepe3 ariiacu CIpauTiB,
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piBHI  ngeramizamii, (¢opMmaryBaHHS Tekctyp Ta  oO'ektHi nmymu[l12]. VY
0araToKOpHUCTYBallbKUX MPOEKTAX KPUTUYHUM € HAJIAIITYBAaHHS MEPEKEBOT B3aEMOJ11
HUIIXOM MiHIMIZalli Tpadiky, BUOOpPY €(PEKTUBHHUX MPOTOKOJIB Ta 3aCTOCYBaHHS
METO/1IB TPOTHO3YBaHHS[9].

[HcTtpymenTn 11 cTBopeHHs 1HTepdeiicy, Taki gk Unity Ul, no3Boisiors
pPO3pOOIIATH ajanTUBHI IHTephENCcH ISl pI3HUX MPUCTPOIB Ta pO3MipiB ekpaHiB[23].

AHai3 TEeXHOJIOT1H TMOKa3ye, 10 KOXKEeH 1THCTPYMEHT Mae cBoro Himry: Unity
AXOAUTH JJist OUTbIIOCTi 2D mpo€eKTIB 3 MMPOKOIO miaTpuMKkoro riargopm, Unreal
Engine - 111 mpO€KTIB 3 BUCOKUMH BUMOTamu 10 rpadiku, a Godot - 111 HEBEIUKUX

IIPOEKTIB 3 OOMEKEHUMH PECypCaMHu.

1.2. OcobauBocTi po3podku 2D 3acTocyHKiB y cepenoBuii Unity

Unity € omHHM 13 TpPOBIIHUX CEPEIOBUIN IS PO3POOKH JBOBHUMIPHUX
3aCTOCYHKIB 3aBJSIKM CIIPOIIEHOMY CHEKTPY CIEHiali30BaHUX I1HCTPYMEHTIB Ta
TEXHOJOTIM. Y mbhOMY MiApO3ALIl OYyIyTh KIOUOBI OCOOJMBOCTI po3podku 2D
3aCTOCYHKIB y cepenoBumli Unity, MOpIBHIOIOYM 3 IHIIUMH KOMIIOHEHTAMH Ta
THCTpYMEHTaMH, a TAKOX METOJI ONTUMI3allii IBOBUMIPHUX MTPOEKTIB.

Po3poOka nqBoBuMipHUX 3acTocyHKIB y Unity XapakTepusyeTbes crienndiauHuMu
IiAX0MaMu 10 TOOYI0BH TpadiyHOr0 KOHTEHTY Ta PO3pPaxyHKY (DI3UUHHUX B3aEMOJIIMH,
momnpu Te, Mo Oa3yeTbcsa Ha OAHIN (yHAaMeHTanbHIN apXitekTypi pymiis Unity.
OCHOBHOIO BIIMIHHICTIO € BHKOpPUCTaHHS 2D crpaifTiB, siKi IPEACTaBIsAIOTh COOO0I0
TJIOCKI 300payKeHHSs, 3aMiCTh TPUBUMIpHUX Mojenei[22] Kpim Toro, y 7BOBUMIpHUX
3aCTOCYHKaX 3aCTOCOBYETHCS OKpeMUN Habip (I3MUYHUX KOMIIOHEHTIB, CIICIiaJIbHO
po3polbsieHnx aiist poOoTH 3 00'eKTaMu, MO ICHYIOTH y muiommuHi. Cuctema ¢i3uku
Unity mns 2D, Bkmrodaroum 2D komjaijgepyd Ta 1HIN BIAMOBIIHI KOMITOHCHTH,
onTuMi3zoBaHa i €(heKTUBHOI 0OpOOKHM 3ITKHEHB Ta IHINX (PiI3UYHUX B3aeMOJii 6e3
HEOOXITHOCTI BpaxyBaHHS TPEThOro BUMIpY. BukopuctanHs mmux cnenudiaaux
IHCTPYMEHTIB CIIpUsi€ ONTUMI3alli TPOAYKTUBHOCTI Ta CIPOIIYE JIOTIKY OOUUCICHb Y

nopiBHsAHHI 3 3D po3pobOkoro[22].
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VYV Bepciaix Unity, nouyunatoun 3 2022, BigOyaucs 3HA4YHI MOKpALIECHHS
IHCTPYMEHTIB IBOBUMIPHOI pO3p0o0KHU. 3riIHO 3 0(iLiifHO0 TOKyMeHTauleo, "ma 2D
MIPOEKTIB 3MI1HU 30CEPEIKEH] Ha MPUCKOPEHHI 0a30BOr0 MPOrPAMHOT0 3a0e3MeUeHHS,
iMnopty, aHiMauii Ta ¢i3uku. IlepermisiHyTo cucTemy atnaciB copaifTie. JlomaHo
mATpUMKY (aitnis popmaty PSD ta ynpasninus mapamu 10 2D PSD Imnoprepa, a
TaKoXX BIPOBa/KEHO TpiaHrynsmito Jlemone aias 2D ¢izuxu"[40], mo miaBUIIUIN
€(eKTUBHICTh pO3pOOKHU JTBOBUMIPHHUX 3aCTOCYHKIB Ta iX MPOAYKTUBHICTh Ha PI3HUX
wiar¢popmax. BiH mponoHye mupokuii HaOip creniagi3oBaHUX 1HCTPYMEHTIB IS
pPO3pOOKH JTBOBUMIPHHX 3aCTOCYHKIB. PO3TIIIHEMO KIIIOYOBI KOMIIOHEHTH Ta IX
(YHKITIOHAIBHICTB:

Sprite Editor € neHTpajibHUM I1HCTPYMEHTOM JJisi POOOTH 3 JABOBHUMIPHOIO
rpadikoro B Unity. BiH no3Bosisie po3aiisTH CHpalT-apKylll Ha OKpeMi CIpaiTH,
HAJIAITOBYBAaTH iX MapaMeTpu Ta CTBOpIOBaTH crpaiT-aHimalii[5]. Lle ocoGmuBo
BAXJIMBO JUIS ONTUMI3aIlii BUKOPHCTAHHS TaM'ATi Ta MIABUILECHHS MPOIYKTUBHOCTI
PEHCPUHTY.

Tilemap — cucrema s KOHCTPYIOBaHHS JBOBHMIPHHUX PIBHIB 3a JIOMTOMOTOIO
taiiiB. Bona Biimrodae Tilemap Renderer nist BimoOpakenns tainis, Tilemap Collider
2D nns momaanHs Komizik Ta Rule Tiles st aBTomMmaTHaHOTO BHOOPY MPaBHIIBHOTO
TalJly Ha OCHOBI Horo ortoueHH:A[22]. Ll cucTtema m03BOJIsIE€ MIBUIKO PO3POOIATH Ta
penaryBaTtd CKJIaJaHiI JBOBHUMIpHI piBHI 0e3 HEOOXIMHOCTI PYYHOrO PO3MIIICHHS
KOXXHOT'O €JIEMEHTA.

2D Physics € GBUYHEM pyIIiEM, ONTHUMI30BaHUM IS JABOBHUMIPHHX
3actocyHkiB. Bin Bkimouae Rigidbody 2D nmnst nogaBanHst pi3suyHMX BIACTUBOCTEH 70
o0'extiB, pizHi Tumm kKomaiaepiB (Box Collider 2D, Circle Collider 2D, Polygon
Collider 2D Tomio) ans Bu3HaueHHs (Hi3uaHOi hopmu 00'ekTiB Ta cuctemy 2D Joints
st 3'ennannsa 00'ekTiB[12]. Bona 3a0e3nedye peanicTuuHy Gi3HUHY B3a€EMOJII0 MK
00'eKTaM# y JBOBUMIPHOMY MIPOCTOPI.

2D Animation Hajgae I1HCTPYMEHTH [iJIi CTBOPEHHS Ta BIATBOPECHHS
TBOBUMIpHMX aHiMallii. Bona Bkirouae Animation Window s CTBOpeHHS Ta

penaryBanHs aHiMailiii, Animator Controller mns ynpaBiaiHHS Ta mHepexogy Mixk
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aniMarisimu Ta 2D IK (Inverse Kinematics) nmsi aHiMyBaHHSI TEPCOHAXIB 3
BUKOPUCTAHHSIM  1HBEpCHOI KiHemaruku[22]. Ili 1HCTpyMEHTH J03BOJSIOTH
CTBOPIOBATH CKJIaJHI Ta IJIaBHI aHIMALIi 11 ABOBUMIPHUX MEPCOHAXKIB Ta 00'€KTIB.

Sprite Atlas € iHCTpyMeHTOM AJi 00'€JHAHHS CIPANTIB Y aTiIacH, 1110 JO3BOJISIE
ONTHUMI3yBaTU  BHUKOPUCTAaHHSA  HaM'aTi Ta  MIABUIUUTA  OPOAYKTHUBHICTH
penaepunry[22]. BuxopucTaHHsS cOpailT-aTiiaciB € KpPUTUYHO BaXKJIMBUM JUIS
MOOUIPHUX 3aCTOCYHKIB, Ji¢ €(EeKTUBHE BHKOPUCTAHHS PECYpPCIB € KIHOYOBUM
(akTOpoM MPOAYKTUBHOCTI.

2D Lighting € cucremMol0 OCBITIEHHS Il JBOBUMIPHHUX 3aCTOCYHKIB, fKa
JI03BOJISIE CTBOPIOBATH JWHAMIUYHE OCBITIEHHS Ta TiHi[22]. Bona Bkmtowae 2D Light
IUTsL CTBOpEHHSI Jkeped cBitia, 2D Shadow Caster 1151 cTBOpeHHS TiHEH Ta MIATPUMKY
HOPMAJIBHUX Mall IS JBOBHUMIPHUX CIIPAiTiB, IO JO3BOJSE IOCATTH e(]eKTy
00'eMHOCTI Ha TIackux o0'ekrax. JIisi CTpyKTypyBaHHS JBOBUMIPHUX 3aCTOCYHKIB
Unity BUKOPHUCTOBYE KiJIbKa KJIIOYOBUX KOHIICTIITIN:

GameObject € 06a30BUM 00'€KTOM Yy CIIEHI, SKUH MOXKE MICTUTH PI3HI
KoMMoHeHTH, Taki sk Transform, SpriteRenderer, Collider2D, Rigidbody2D Ta
iHmi[41]. g MmoaynpHa cucTeMa J03BOJIsE THYYKO KOH(DIrypyBaTH 00'€KTH BiITOBIIHO
710 1X (PyHKI[IOHATBLHOCTI.

Component € MoxymsiMu, siki qomarothest 10 GameObject mis HagaHHS oMy
neBuux (ynkui. Hanpuxman, SpriteRenderer Binmosinae 3a BiioOpakeHHs CIIPaNTYy,
Collider2D — 3a xomizii, a Rigidbody2D — 3a ¢i3uuny noseninky o0G'ekral[41].
KommoneHnTHa apxiTekTypa J03Bojisi€ €(GEeKTUBHO MOBTOPHO BUKOPHUCTOBYBATH
(YHKITIOHAJIBHICTH Ta CTBOPIOBATH CKIIATHI 00'€KTH 3 MPOCTUX KOMIIOHEHTIB.

Prefab € mab6ronom GameObject, siKMii MOXXHA BHKOPUCTOBYBATH IS
CTBOpPEHHS 0ararboxX oJHAaKOBUX 00'ekTiB. Prefabs ocobmmuBo kopuCHi 1isi CTBOpEHHS
BOPOTiB, MPEAMETIB Ta IHIIMX TMOBTOPIOBAHUX EJEMEHTIB 3acTOCYHKY[8]. Cuctema
npedabiB T03BOMISIE TIEHTPATI30BAHO YIIPABIISTH BIACTUBOCTIMHU 00'€KTIB, 10 3HAYHO
CITPOIILY€E TPOIIEC PO3POOKH Ta MIATPUMKH.

Scene € koHTEITHEPOM /JIsI ITPOBUX O0'€EKTIB Ta CEPEIOBUILA. 3ACTOCYHOK MOXKE

MICTUTH KUIbKa CLEH, SIKI MPEICTaBISIIOTh PI3HI PIBHI, MEHIO a00 1HIIl YacCTUHU
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nporpamu[41]. Cuctema ClieH 03BOJISE CTPYKTYPYBAaTH 3aCTOCYHOK Ta €(EKTUBHO
YIIPABJIATH MOTO PECYPCAMHU.

OnTumizaiis € KJIYOBUM AacleKTOM pPO3POOKH JIBOBUMIPHHMX 3aCTOCYHKIB,
0COOJIMBO J1J1s1 KPOCTIATHOPMEHUX MPOEKTIB, SIKI MOBUHHI €(DEKTUBHO MPAIIOBATH Ha
pi3HUX TpUCTPOosiX. OCHOBHI METOIM ONTUMI3alli1 BKIIOYAIOTh:

Bbaruunr (Batching) — o0'eqHaHHS KUIbKOX 00'€KTIB B OJWH JJI 3MEHIIICHHS
KUTBKOCTI BUKIMKIB peHjaepunry. Unity miarpumye CTaTUYHUN Ta JHUHAMIYHUN
OaT4mHr, aje IS ABOBHMIPHUX 3aCTOCYHKIB OCOOJHMBO Ba)KJIMBUM € JAHMHAMIUYHUHN
OaT4uHT, SKUWA J103BOJIsAE€ O0'€THYBATH CHPANTH, IO BHKOPUCTOBYIOTH OJIHAKOBI
marepianu[22].

Onrtumizamis rpadiku, Gi3UKA Ta NPOTYKTHUBHOCTI € KIHOUOBUMH acleKTaMu
e(eKTUBHOT pO3POOKM KpocIaTPOpMEHNX 3acTOCYHKiB. CTHCHEHHS TEKCTYp,
BUKOPUCTAHHS CIIpalT-arjaciB Ta MpaBWIbHUIA BUOIp (opMaTy 3MEHIIYIOTh PO3Mip
3aCTOCYHKY Ta CIOXXHBaHHS IaM’sTi, [0 OCOOJMBO BAXKIWUBO IS MOOUIBHUX
miargopM. YmockoHaneHHs ¢izuyHoro pyirisi depe3 Composite Collider 2D Tta
BUKOPUCTAHHS MPOCTHX KOJaiepiB 3HMKye HaBaHTaxeHHs Ha LIII, mokpamryrouu
3arajlbHy — TPOAYKTUBHICTB[22]. s edexkTuBHOro ympaBiaiHHA pecypcaMu
3aCTOCOBYIOTH 00’ €KTHI ITyJli, ACHHXPOHHE 3aBaHTAXXCHHS Ta ONTHUMI3allif0 CKPHIITIB,
110 JTO3BOJISIE MIHIMI3YBaTH BUTPATH CUCTEMHHX pecypciB[16].

Jlns MOOUTBHMX 3aCTOCYHKIB OCOOJMBO BaXXJIMBO BUKOPHCTOBYBaTH JIETKI
ieiiepy, HaIaTOBYBATH SKICTh rpad)iKyl BIATIOBITHO 10 MOMKIJIMBOCTEH MIPUCTPOIO Ta
epextuBHO ympaBiaaTH maM'atTio[27]. Ili  MeTomum  A03BONAIOTH  3a0€3MEUNTH
ONTUMAJIbHY IPOAYKTUBHICTh HABITh HA MIPUCTPOSAX 3 0OMEKEHUMHU PECYPCAMHU.

Jist po3pobku  kpocrarGopMeHux JIBOBUMIPHUX 0araTOKOpHUCTYBAIlbKHX
3actocyHkiB Unity Hagae pss crieniaai30BaHUX PIllleHb:

Unity Services, Bxirodaroun Unity Multiplayer Service, HagatoTh iHCTpyMEHTH
JUTSI CTBOPEHHST 0araTOKOPHCTYBAllbKUX 3aCTOCYHKIB 3 MOXKIIMBICTIO MacIITaOyBaHHS
BIIMOBIIHO A0 KUIbKOCTI KopucTyBauiB[36]. Lli cepBicu 3abe3neuyioTh HaAliiHy
1HQpaCcTpyKTypy IJisi MEpeKeBOl B3aeMoOjli 0e3 HeOoOXITHOCTI PO3pPOOKU BIACHUX

CEpPBEPHUX PIlICHb.
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Cloud Save € cepBicoM 11l CHHXpPOHI3allil TPOrpecy KOPUCTYBaviB MK pI3HUMU
MPUCTPOSIMU, IO € KPUTHYHO BAXJIMBUM I KpocCIaT(OpMEHHX 3acTOCYHKIB[11,
43]. Leii cepBic 3a0e3neuye HaaliiHe 30epexKEeHHs JaHUX Y XMapi Ta iX JOCTYIHICTh Ha
BCIX MIATPUMYBaHUX IUIaTHopmax.

[HTerpariisi 3 CTOPOHHIMHM MEPEKEBUMHU PIllIEHHSIMH, TakuMu K Photon, Mirror
a6o Fishnet, posmmproe MoxauBocti Unity 1 CTBOPEHHS  CKJIAAHHUX
0araroKOpUCTyBallbKUX 3aCTOCYHKIB[29]. BaxnuBo 3a0e3neunTH 1HTYITUBHUM
iHTepdeiic, MIaBHy aHIMaIIo Ta BIATYWIMBUI KOHTPOJb, 110 MiJIBUILYE 3aTyYEHICTh
KOPUCTYBaYiB.

Po3poOka nBoBUMipHUX 3acTOCYHKIB y Unity BUMarae po3yMiHHS SIK TEXHIYHHX
aCIeKkTIB IMIaTGopMu, Tak 1 MPUHIUIIB MPOEKTYBAHHS KOPHCTYBALIbKOTO JOCBITY.
BukopucranHus cremniajii3oBaHUX IHCTPYMEHTIB Ta METOMIB OMNTHMI3allii J03BOJISE
CTBOPIOBaTH BHCOKOSIKICHI ~KpocCIIaTOpMEH1 3aCTOCYHKH, sIKI 3a0e3MeuyroTh

ONTUMAJIbHY IPOAYKTUBHICTh Ha PI3HUX MPUCTPOSIX.

1.3. O06rpyHTyBaHHsI BUOOPY TEXHOJIOTIN AJ15 peaJizanii KpocmiaTpopMeHoro
3acTocyHKy Warbound

Ha ocHoOBiI mpoBeaeHOro aHamizy TEXHOJOTIH po3poOKH KpociuiaTGOopMEHUX
IpOrpaMHUX pIllIeHh Ta OCOOJIMBOCTEH CTBOPEHHS JBOBHMIPDHHX 3aCTOCYHKIB
HEOOX1THO OOTPYHTYBaTH BUOIP TEXHOJOTIYHOTO CTEKY JJIA peajizailii MaiOyTHBOTO
MPOrpaMHOTo KpocruiaropMeHoro nmpoaykry. byno nazsano Warbound, noennaBmm
«War» (mepexnan 3 aHDIWCBKOTO «BiHA») Ta «bound» (moB’s3anmil). Bin
MIPENICTaBIsie COO0I0 JTBOBHUMIPHHM 0araTOKOPUCTYBAIbKUNA POJBOBHI 3aCTOCYHOK Y
denTe3i CTWI 3 MOKPOKOBOIO CHUCTEMOIO B3a€MOii, Ji¢ TpaBellb TMOPUHAETHCS Y
BUTAJAHUI CBIT Yy TpPOMIYHOMY MICTeuKy. JlaHWil MPOEKT HATXHEHHUW TaKUMH
nmporpaMHUME npoaykramu sik Slay the Spire, Albion Online, Mobile Legends Ta inamri
KOOTIEpaTHUBHI 3aCTOCYHKH, ajie B OLIbII CIIPOIIeHHH (hopmarT, B AKOTo Oy/e He CYyTTEBO
3ajieXaTd MIBHUJIKOAISL TPUCTPOO Bin il pik BupoOHuiTBa. I[lporpama mnoBuHHA

(GYHKIIOHYBaTH Ha pI3HUX I[1aThopMax, BKIOYAIOYM NEPCOHANIbHI KOMIM'IOTEpHU
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(Windows), MoOutbHI mpucTtpoi (Android, i10S) Ta 3a0e3nedyBaTH KOPEKTHY
CUHXPOHI3allll0 JaHUX KOPHUCTYBa4iB MDK HHUMH 3 MAaKCUMaJbHO-IAOIMYCTUMUMU
ontuMizamiero mporecy. [Ipoekt mpeacraBnse coO0O0 TaKTUYHY MOKPOKOBY TPy 3
enementamu RPG, ne rpaBii kepyroTh MEpCOHaKaMM Ta iXHIMU poOoTaMu y OUTBax
Ha TOJII 3 KJIITUHKaMu. ['pa cKilamaeTbcsi 3 JABOX OCHOBHMX YaCTHUH: CTBOPEHHS 1
KacToMizallisl MEepPCOHaXiB Ta TAaKTU4YHI OMTBUM MDK KOMaHaamu rpasuiB i1/abo II-
OTIOHEHTIB.

3a nanumu ¢ipmu gociikens puHky Cognitive Market Research, y 2025 porri
robanbHUM puHOK TakTUYHUX RPG oniHioeTses y 4,43 mutbsipaa nonapis, a 10 2033
POKY TIPOTHO3YEThes Horo 3poctanHs 10 10,19 Minesapaa qonapis 13 cepeIHbOPIYHUM
temrioM nipupocty 10,98% (tabmuus 1.2.)[17]. Lle cBiq4uTh PO BUCOKHI MOMHUT Ha
TaKTUYHI CTpareriyHi irpu, ocoOJMBO cepen rpaBuiB BikoM 18-35 pokiB, sKi
CTaHOBJIATh OCHOBHY ayJUTOPIIO JKaHPY.

[TopiBHsHO 3 KOHKYpeHTaMHu, TakuMHu siKk XCOM, Fire Emblem, Into the Breach
ta Advance Wars, MpoeKkT NPOMOHy€e MIHOOKY KacTOMI3allil0o MEepPCOHAXIB, IO €
BOXJIUBUM (DAKTOPOM 3ailydeHHs TpaBiiB. KpiM TOro, MynbTUIICEPHUIA aCTIEKT Ta
iHTerpariss 60MoBUX POOOTIB JOJAOTH HOB1 CTpATEridyHI MOXKJIIUBOCTI, IKUX Opakye y
KJIACUYHHX MIPEICTaBHUKAX JKAHPY.

Punok taktnuHux RPG aKTMBHO pO3BUBAETBHCS 3aBASIKH  3POCTAHHIO
MOMYJISIPHOCTI MOOUTbHHX TUTaTGopM Ta KpoctiaardhopMeHOCTI, 110 TI03BOJISE 3aTydaTH
mupinry aynuropiro. 3a maaumu Datalntelo, purok RPG 3aranom omintoBascs y 23,2
MiThsipaa ponapiB y 2023 poiri 1 MPOTHO3YETHCS WOTO 3pocTaHHs 10 53,8 Minbsipaa
nonmapiB 1o 2032 poky (tabmunsg 1.2.)[19]. Lle miaTBepkKye TEHICHIIIO 0
PO3IIMPEHHS KaHPY Ta MiABUIIEHHS IHTEPECY JO CTPATETIYHUX Irop i3 MIMOOKUMU

MEXaHIKaMHU PO3BUTKY TIEPCOHAXKIB.
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Tabmuus 1.2.
J{uHaMiKa NpoaaxiB HA CBITOBOMY PHHKY TAKTHYHHMX POJbOBHX irop 3a

perionamu (2021-2033)

E— 2021 (8 | 20258 | 2033 ($ | CepenHbOpiYHMH TEMII
MUJIH) MJIH) MUIH) npupocry (%)
CBiTOBHIA PUHOK 2920.41 | 4430.2 | 101949 10.98
[liBuiuna Amepuka | 820.636 | 1220.52 | 2719.99 10.54
€Bpona 791.432 1209 2837.23 11.25
Asziarcbko-
TuxookeaHChKU 922.851 | 1468.61 | 3633.45 11.99
perion
[liBnenna Amepuka | 154.782 | 209.105 | 382.307 7.83
bausekuit Cxifg 119.737 | 167.018 | 326.235 8.73
Adpuka 110.976 | 155.943 | 295.651 8.32

Icepena:[48, 49].

2D RPG 3 MynpTUIUICEpPOM 3aliMarOTh CTPATETiyHO BAXKIMBY HINY Ha
7100abHOMY ITPOBOMY PHHKY, OCOOJIMBO B CETMEHTI TAKTHYHUX POJIBOBUX Irop. 3a
nporHo3amu Cognitive Market Research, rmobanpamii puHOk TaktnuHux RPG,
orineHui y 4,43 minbsapaa gonapis y 2025 pomi, gocsarae 10,19 Minssipaa qomapis 10
2033 poky 13 cepenubopiuHuM TeMiioMm mpupocty 10,98%][26]. OcobnuBo momiTHE
3pOCTaHHS CIIOCTEPIracThes B A31aTChKO-TUXOOKEaHCHKOMY PETiOH1 3 MPOTHO30BAaHUM
teMrioM ipupocty 11,99% (puc 1.2.). PonboBi irpu cTaHOBIATH 23% CBITOBUX IrpOBUX
ynoao0aHb, JEMOHCTPYIOUYM CTIHKICTh Yy KOHKYPEHIIl 3 IIyTepaMd Ta IHIIUMH

MaCOBHMMH KaHpaMH, 0COOJIMBO Ha KOHCONBHUX Turargopmax (puc.1.3.).
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Puc 1.2. Craructuka nonynspHocti xkaHpy RPG y cBITOBOMY pUHKY Ha MOMYISIPHUX

36%

MPUCTPOSIX, JI€ CIPUI KOJIip — 1€ BIICOTOK I'PaBIIiB CBITY, a 3eJIeHuil — B AnoHii[26].
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Puc. 1.3. Crartuctuka nomyJisipHOCTI YCiX KaHPiB Y CBITOBOMY PUHKY Y KOHCOJIBHHUX

MIPUCTPOSIX, JI€ CIPH KOMIp — 1€ BIICOTOK TPAaBIIIB CBITY, a 3eJieHui — B SAmoHii[26].

Unity mpomnoHye TOTyXHi iHCTpyMeHTH 11 2D rpadiku, BKIOUatouu Sprite
Editor, Tilemap Tta cucremu animaiii[5]. CyTTeBOor mepeBaror € iHTErpoBaHA
miATpUMKa OararokopucTyBambkux (yHkimiii gepe3d Unity Multiplayer Service ta
MOKJIMBICTh 1HTErpaiii 3 iHmMMH MepexeBuMu pimeHasmull4]. Xmapai cepsicu
Unity Cloud Save 3a0e3meuyrorh HafiiiHe 30epeXeHHSI NPOrpecy KOPUCTYBadiB Ta
CUHXPOHI3aIli0 Mk mpuctposimu[17, 26].

Buxopucrannss C# sK OCHOBHOI MOBHM MpPOrpaMyBaHHS HaAa€ JOCTYI JI0

CydyaCHMX  MapaJiurM  MpOrpamMyBaHHS,  BKIIOYalOUd  OO'€KTHO-OpPIEHTOBaHE
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MIPOEKTYBaHHS Ta ACUHXPOHHE NMporpaMyBaHHs[27]. Baxiuum paxTopom Oysa Takox
HasBHICTh PO3BUHEHOI CIIUJIBHOTH PO3POOHUKIB Ta JOKYMEHTAIII1.

Jist  GaraToKOpHUCTYyBalbKOi  B3a€MOJIi  BUKOPUCTOBYIOTHCA  BHYTPIIIHI
iHcTpyMeHTH Unity Services, mo 3a0e3nedye ONTUMAJIbHY CYMICHICTh 3 IHIIMMU
koMmnoHeHTaMu. Unity Services (pyHKUIOHYIOTh IA€HTHYHO Ha BCIX MIATPUMYBAHHUX
miargopmax, 3a0e3neuyroud KOHCUCTEHTHUH KOPHUCTYBalbKUM A0CBiA. Baxiuoro
IepeBaroio € MaclTaboOBaHICTh, SIKa JI03BOJISIE a/IalITYBaTH CEPBEPHY iHPPACTPYKTYPY
BIJIMTOBIJTHO JI0 3pOCTaHHS KUTLKOCT1 KOpUCTYyBauiB[9, 36, 43].

Jlns1 30epexeHHs TaHUX BUKOPUCTOBYETHCS KOMOTHOBAHUM MIIX1]T 3 JIOKAJIHBHUM
KeITyBaHHAM Ta cuHXpoHizaiieto uepe3 Unity Cloud Save, 1o 3a6e3neuye HagIHHICTh
naHuX Ta QyHKIIOHYBaHHS P HecTabUIbHOMY 3'eiHaHHI[31].

OnTumizailisi IpOAYKTUBHOCTI BKITIOYAE:
e Cucremy piBHiB aetanizaiii (LOD) nns rpadiunux enemenris[24];
e ACHHXpPOHHE 3aBaHTaKEHHS PECYPCIB;
e BukopucTaHHs CrpailT-aTiacis;
e Peamizaito 00'€KTHUX TTYJIIB.

Takum unHOM, 0Opanmii TexHonmoriunuii crek (Unity, C#, Unity Services) ta
oOpaHuii >kaHp PO3POOKHU 3a0e3neuye ONTUMAJIbHE BHUPIIMICHHS KIIOUOBHX 3aBlIaHb
IIPOEKTY: KpocmarGopMeHicTb, 0araToKOpUCTYBaIlbKy B3a€MOJi0, 30epeKeHHS
JAHWUX, BUCOKY NPOAYKTHUBHICTh Ta ii ycmiX Ha PI3HUX IPHUCTPOSX, SKHH 3MOXKE
3aJI0BOJILHUTU TOTPEOU PI3HUX KaTEropii KOPUCTYBAdiB i Oy[e CTBOPEHUU 3pYyUHHMA

Ta MPOCTUN B EKCIUTyaTaIlii KpocriarGopMeHuii 3aCTOCYHOK.
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PO3ALJI 2. JOCIIIKEHHA I ITPOEKTYBAHHA I'POBOI'O
3ACTOCYHKY Y CEPEJOBUIII UNITY

2.1. CTBOpeHHs1 MoeJIeil H apXiTeKTypH irpoBoro 3actocynky Warbound

[lepen mouaTkoM pO3POOKHU OYIb-IKOrO IrPOBOTO 3aCTOCYHKY KpPUTHUYHO
Ba)KJIUBUM € BUOIp MPAaBUJIBHUX THCTPYMEHTIB ISl CTBOPEHHS rpadiyHUX €IEMEHTIB —
"acceTiB" (Bix aHIJI. assets - pecypcu, akTUBH). Y CydacHId 1HAYCTpii po3poOKu irop,
Jie Bi3yaJlbHa CKJa/I0Ba BIJIIrpa€ KIIOUOBY pOJib y 3allydy€HHI KOPHUCTYBauiB, SIKICTb
rpadiyHUX pecypciB Oe3mocepeHb0 BIUIMBAE Ha ycrmix npoekty[1]. s 3acTtocyHKy
Warbound Oyno o6paHO KOMIUIEKCHUI MIAXI 0 CTBOPEHHS Bi3yaJIbHUX €JIEMEHTIB,
10 MO€EIHYE MPOGECiiiHl IHCTPYMEHTH 3 ONTHUMI30BAHUM POOOUUM MPOLIECOM.

Adobe Photoshop cTaB ocHOBHUM iHCTpyMeHTOM Jisi cTBOpeHHs 2D-acceriB
3aBASKH CBOIM YHIBEpCaJbHOCTI Ta MMOOKiH iHTerpaltii 3 Unity. 3rigHo 3 odiiifHOO
nokymenTariero Unity, iaterpartis 3 Photoshop uepes maker PSD Importer mo3Bosie
OesnocepeHbo iMnoptyBatu ¢aiiau popmary PSD, 30epiraroun BCro CTpyKTypy IIapiB
Ta MO3UIIIOHYBaHHS eneMeHTIB[42]. Ll QpyHKIIOHATBHICTS € 0COOJHUBO IIHHOIO MPH
po3po0IIi CKIQTHUX aHIMAI[IWHUX CeKBeHIi Ta OararomapoBux Ul-eneMeHTIB,
OCKUIBKH JIO3BOJISIE MUTISIM IIPAIIOBATH B 3BUYHOMY CEPEIOBHII 0€3 HEOOX1THOCTI
JOJIaTKOBO1 KOHBepTaIlii (paiimis.

OyukrioHanpHicTh  Photoshop BuxomuTh mameko 3a Mexi 0a30BOro
penaryBanHs. [Iporpama nmo3Bosisie au3aiiHepy TNpamioBaTH 3 JETali30BaHUMU
TEKCTypaMu Ta HOpMaJ-KapTaMH, 3aBASKU SKUM 00'ekTd B Unity BUIIAIAIOTH OLIBII
peaniCTUYHO, HaBITh KOJM BHUKOPUCTOBYIOTBhCS B 2D-irpax (puc. 2.1.). ITlotyxHi
THCTPYMEHTH JJII KOPEKIlii 300pakeHb, pOOOTH 3 MacKaMU Ta Pi3HOMaHITHI PEXXUMHU
HaKJIQJaHHS JIONIOMAraloTh CTBOPIOBATH BI3yalbHI €JIEMEHTH, SKI O€3I0TaHHO
iHTETpYyIOThCS y cepenouie Unity. HaliBakmuBimoro mepeBaroo Takoi iHTerparii €
MOXJIMBICTh OHOBIIOBaTH rpadiky 0e3 HeoOXiIHOCTI BIATBOPIOBATH BECh MPOLIEC
KOMIIO3UIIlI 3aHOBO — JOCTaTHRO BHecTH mpaBku B PSD-daiin Ta NOBTOPHO

IMIIOPTYBaTH MOTO, 110 3HAYHO €KOHOMUThH Yac y MPOIIEC pO3POOKH.
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3a octaHHI1 pokH cydacHl MoxinBocTi Adobe Photoshop 3HauHo po3mmpuiucs,
MEPETBOPIOIOYM MOr0 Ha MOTYXHHUH 1HCTPYMEHT A1 po3poOku mpodeciiinoi 2D-
rpadiku, irpoBux acceriB. Lleil mporpec cTaB MOXJIIMBUM 3aBIASKH MOCTITHOMY
BJIOCKOHaJICHHIO (yHKIIIOHATY po3poOHnKamMu Adobe, a Tako)K aKTUBHINA MIATPUMIIL 3
00Ky KpeaTuBHOI criiyibHOTH. Oco0aMBO 3HAYHUM KpOK Brepen BinOyBcs 3 2020 poky,
konu iHTerpanis Photoshop 3 xmapuumu cepBicamu Creative Cloud Ta irpoBumu

PYLIISIMU CYTTEBO MPUCKOpHUIIA poOOUHii mpouec A1t po3poOHUKIB irop[42].

Da#in Peparysatu 3oGpaxenns Llap Texcr Buaimmn Oiaetp TMepernsg  3osHiwdi mogyni Bikdo Jfosigka
L . PEXUM:  Sauuaiivuii Henpoaop.: 100% v (#  flovix; 100% A smapcsanen: 9% | £ A 00
6 & 5

Axnac PoGor.psd @ 50% (Finger2, RGB/8#)
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Pucynoxk 2.1 — IIponec ctBopenns tekctypu B Adobe Photoshop 2025.

Y Warbound yci rpadiuHi eleMeHTH, BKIIOYAIOUM CHPAUTH TEPCOHAXKIB,
iHTepdeiic KopuctyBaya, (GOHOBI TEKCTYpH Ta BiyaibHI e(exTH, Oyau po3pobieHi
came B Adobe Photoshop, ockinbku 3a0e3meurB MOBHHUIA KOHTPOJb HAJ XyHOXKHIM
CTHJIEM TPH Ta JI03BOJIMB YHUKHYTH OOMEKEHbB, TTOB'SI3aHUX 13 BHKOPUCTAHHSM TOTOBUX
acceriB (puc 2.1.), 1e mpeAcTaBiIeH] KIIOU0BI rpadidHi eIeMEeHTH, CTBOPEHI B MPOIIECi
PO3pOOKH.

Knrouori nepesaru Photoshop nsst po3poOku irop:
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e PosmupeHi IHCTpYMEHTH MallOBaHHSA Ta PETyIll i YHIKaJIbHOTO
BI3yaJIbHOTO CTUJIIO

e [linTpumka poOOTH 3 BEKTOPHOIO Ta PACTPOBOIO IpadiKoI0

e MOXIHMBICTh CTBOPEHHSI CKJIAQHUX OararomapoBUX KOMIIO3UIIIHI

e [llupoxuii BUOip hopMariB €KCIOPTY 3 MIATPUMKOIO IPO30POCTI

e [uTerpanis 3 iHImKMMH iHCTpyMeHTaMu Adobe

[Ticas migroToBku rpadiuHUX MaTepiaiB Ajsl po3poOKH, HEOOX1THO BU3HAUNUTHU
apXITeKTypHY  KOHIEMNI[II0  MPOTPAaMHOTIO  3aCTOCYHKY.  ApXiTekTypa €
(dyHIaMEHTaIbHUM acCIeKTOM, 110 GOpPMY€E CTPYKTYpY, OpraHi3allifo KOMIOHEHTIB Ta
MEXaHI13MH B3a€EMOJIIT MK €JIeMEHTaMH CUCTEMH.

JIisi HAOYHOTO BiNOOpPaXKEHHS CTPYKTYPH KOMIIOHEHTIB BHUKOPHCTOBYIOTHCS
UML-piarpamu  kiaciB  (puc. 2.2), sKi JAEMOHCTPYIOTb B3a€MO3B'S3KH MIX

KOMITOHCHTaMH CUCTCMHM.

(Femmnnen\

‘ Irposuit npoec (GameManager)

|

‘I‘loqam Burey

‘ Norika butew (FightController) ‘

it komaH o OTpuMaHHA faHnx

OHoBnexHA iHTepdein

y | KomaHgu (TeamManager) ‘

OwoenenHs Ul \CreopenHA pofioTia

Bizyanizauia\ rnnnaﬁh@‘:mn\
12 Y |

| IiTepdeiic Guten (FightPanel) ‘ ‘ IiTeptheiic (MenuManager) | ‘ PoboTu (RobotController) ‘ ‘ I'paseLib/[laHi (PlayerDatabase) ‘

BinobpaxeHHs BizyansHuia sigryk CTBOPEHHA rpasLUie 36epexeHHs/3aBaHTaKEHHR

CEPBEP_HE YacTHHA |

4
‘ 3D-einobpaxeHnn (PersonPanel) ‘ ‘ KniTuHkw butem (PlayerCell) ‘ ‘ 36epexenHn gaHux (jSON/XML) ‘

Pucynok 2.2. UML-aiarpama apxitekTypu 3actocyHky Warbound
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Ha naBeneHiii BuIlle cxemi NpeCTaBlIeHa apXiTEKTypa po3poOJIEHOro irpoBOro
3aCTOCYHKY, 110 CKJIQJJA€ThCA 3 YOTHUPHbOX OCHOBHHUX OJIOKIB, SIKI B3a€EMOJIIOTH MIX
co0010 yepe3 BU3HaUYEH1 IHTepPeicu:

brnox '"T'efimmiieir" € I1eHTpajJbHUM KOMIIOHEHTOM apXITEKTYpH, IO Kepye
OCHOBHUMM ITPOBUMHU Tpoliecamu. BiH mMae B co01 TpU TOJOBHI M KIIFOUOB1 00’ €KTH
MPOrpaMH:

l. GameManager — roJIOBHUI KOHTPOJIEP, 1110 KOOPAUHYE BC1 CUCTEMH TPH,
HII1I0€ 001 Ta Kepye MepexolaMi MK peKUMaMHu.

2. FightController — peani3ye yioriky 00HOBOi CUCTEMU, BKIIOYAIOYH XOIU
IPaBIIiB, aTaKW Ta BU3HAYCHHS PE3Y/IbTATIB.

3. TeamManager — BianoBinae 3a GopMyBaHHS KOMaH, pPO3IMOLT I'PaBIIiB
Ta KOOPJMHAIIIIO TXHIX Jii.

Jlanuii OJIOK Jli€ K MO3KOBUH IIEHTP TpH, HAJCWIAIOUYM KOMaHIM JIO IHIITUX
0J10KiB Ta 00poOsiroun BX1aH1 AaHl. Hanpuknan, komu GameManager iHiiroe Oiif, BiH
nepemnae komauay "llowatrm OutBy" mo FightController, sikuii motiM B3aeMomie 3
TeamManager a1 KOOpAUHAIIT A1 KOMaH]I.

brmox "Bizyamizamis" 3a0esmnedye Bce BidyallbHE MPEJACTABICHHS TpPU Ta
NEPETBOPIOE iX Ha Bi3yaJbHI 00’€KTH W OTpuMmye naHi Bim Onoky "leimruieir".
Hampukian, xomm BinOyBaeThcs OHOBJICHHS cTaHy KoMaHn y TeamManager, 1is
iHpopMartia nepenaetbes 10 MenuManager s onosienHs Ul ta mo PersonPanel s
BiT0OpaXeHHS aKTyaJIbHOTO CTaHy MEPCOHAXIB.

o FightPanel — BimoOpaxae mosne 0010, CITKY KIITUHOK Ta KEpyBaHHS O0O€M
KOPUCTYBaya.
e MenuManager — Kepy€e 3arajbHOIO0 HaBITAII€I0 MK PI3HUMU TaHEIIMU
iHTEpdeiicy Ha CIIeHi.
e PersonPanel — 3a6e3neuye 2D-Bi3yarnizailito mepcoHaxiB Ta iX poOOTiB.
bnox "T'onoBHi 00'ekTn" 3a6e3medye (yHKIIOHAIBHICTh KOHKPETHUX ITPOBHX

o0'ektiB. TeamManager B3aemozie 3 RobotController anst crBopeHHss poOOTiB, a
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PlayerDatabase nanmae nani mpo rpasiiB 1o GameManager ta ctBoproe PlayerCell
00'eKTH 1J1s1 po3MillleHHs Ha 1ol 00t0. Mae B co0i1 Taki Kiacu:

o RobotController — kepye moBeIHKOIO MEPCOHAXKA, 1X aTaKaMH, 3aXUCTOM
Ta BI3yaJbHUMU e(deKTamu.

o PlayerDatabase — 30epirae Ta kepye BciMa JAaHUMU MPO TPaBliB, iX
XapaKTePUCTUKH Ta MPOTPEC.

o PlayerCell — Bizyanizye KIITHHKM Ha mojdi 000, SIKI pO3MILIYIOTHCS B
NEPCOHAXKI.

bnox "CepBepna wuactunHa" B3aemonie BukIO4HO 3 PlayerDatabase,
3a0e3nedyoun 30epeKeHHsT Ta 3aBaHTaXKEHHs mporpecy rpu. Lle mo3Bomse rpaBisim
NPOJOBXYBATH TPy 3 TOTO MiCIsl, J€ BOHU 3YIHUHUIUCS, MAIOYH CBOI CHCTEMY
30epexxenHs AaHux (JSON/XML), skuii 3anucye ix y ¢aiiiam Ta 3aBaHTaxye MNpu
norpeoi.

[IpencraBnena apXiTeKTypHa MOJeNb BIAIMOBiIae OGararopiBHEBOMY IIa0JIOHY
npoekTyBaHHs (multilayer architecture pattern), sikuii 3a0e3mnedye 4iTKe pO3IIICHHS
BIJIMOBIIAJIBHOCTI MK KOMIIOHEHTAaMHM CHCTEMH Ta iX JIOTI4HYy oprasizaiio[13].
PosrnsaemMo neTanbpHIIIEe KOXKEH 13 apXITEKTypHHX MIAPiB 3aCTOCYHKY.

ApXITEeKTypHa MOJECNb BiJIMOBigae OararopiBHEBOMY IIa0JOHY IPOEKTYBAHHS,
3a0€3IMeuyoUn pO3AIIICHHS BIAMOBITAILHOCTI MiK KOMIIOHCHTaAMU

Presentation Layer (Illap mpemcraBiieHHs) peai3oBaHUN depe3 KOMIIOHEHTH
Unity Ul 3 Bukopuctanusm Canvas Scaler mist aganTartii 10 pisHUX IPUCTPOIB.

Business Layer (bi3nec-map) MicTUTh OCHOBHY JIOTIKY TPH, BUKOPHCTOBYIOUU
narepuu State Machine s ynpasininHg ctaHamu 6010, Observer [uist KOMYHIKaIlii Mix
KOMITOHEHTaMu Ta Repository mist abcTparyBaHHs JOCTYITy /10 TaHHX.

Data Layer (Illap nanux) BimmoBizmae 3a 30epiraHHsl Ta yNpPaBIiHHA JTaHUMH
gyepe3 KOMOIHAIIFO JIOKAJTLHOTO KENTYBaHHS Ta XMapHOTO 30epeKEeHHS.

Network Layer (MepexeBuii 1mrap) 3a0esmeuye 0araToKOpPHCTYBAIlbKY

(YHKI1OHAJIBHICTH 3 €()EKTUBHOIO CUHXPOHI3AI[IEI0 CTaHy TPH.
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2.2. Mopneai fanux Ta cucrema 30epexeHHs iHpopmanii

EdexruBHa oprasizaunis JaHUX € KPUTHYHUM (PAKTOPOM YyCHiXy Oyab-sSKOro
OararokopucTyBalbKoro 3actocyHky. st Warbound 0yino po3po0ieHO KOMIUIEKCHY
CUCTEMY MOjeNield JaHuX, sika 3a0e3nedye THYy4YKICTh, TPOAYKTHBHICTh Ta JETKICTh
pO3MIKUPEHHS. 3T1IHO 3 CYYaCHUMH JIOCIIKEHHAMHU, MPABUIHLHO CIIPOEKTOBAaH1 MOJIEIN1
JaHUX MOXYTh MHIABUIIUTH MPOAYKTUBHICTh 3acTOCyHKY Ha 40-60% mnopiBHSHO 3
HEONTUMI30BaHUMHU pimeHHsIMU[3]. Mogeni panux y Warbound crpoekToBaHi 3
BukopuctanHsM  npuHnumiB  SOLID  nmns  3a0e3nedeHHS  THYYKOCTI  Ta
postuproBaHocTi[ 13].

SOLID — ue HaOip NMpUHIHUIIB 00'€KTHO-OPIEHTOBAHOIO MPOrPaMyBaHHS, SKi
J0TIOMararoTh CTBOPIOBATH THYYKHH, MATPUMYyBaHUH 1 MaciTaboBanuii ko[ 13].

AOpeBiarypa po3mu(poBy€eThCS TAK:

S — Single Responsibility Principle (ITpuniun equnoi BinnosigansHOCT): Kiac
Ma€ BUKOHYBATH JIMILIE OJTHY 3a/a4y 1 He MICTUTHU 3aiBOT JIOT1KH.

O — Open/Closed Principle (Ilpunuun BinkputocTi/3akputocti): Kog mae 6ytu
BIJIKPUTHUM JJIsI PO3IIMPEHHS, ajie 3aKPUTHM IS MOIU(iKaIii.

L — Liskov Substitution Principle (IIpunuun migcranoBku Jlickos): Iligkmacu
MOBHHHI KOPEKTHO 3aMIHIOBAaTH 0aThKIBCHKI Kjlach 0€3 3MiH Y JIOT1IIi.

[ — Interface Segregation Principle (Ilpuniun posainenns inrepdeiici): Kpae
MaTH KiJIbKa BY3bKUX 1HTEP(EHCIB, HK OJUH BEIWKHM, SIKWHA BUMAarae HEmoTpiOHUX
METOJI1B.

D — Dependency Inversion Principle (ITpunamun iaBepcii 3anexnocteit): Kinacu
MOBUHHI 3aJIe)KaTH Bl a0CTpaKIriid, a He BiJl KOHKPETHUX peai3allii.

OnwvH 13 IPUKIIAJIIB BAPTO 3a3HAYTH IIEHTPAbHY Mojieib Player:

[System.Serializable] // ampubym, saxuii 0o36015€ 006'ckmy Oymu eukopucmanuii
vy IDE- pedoakmopi

public class Player // 0oanuii xnac

{ // no3nauenus obmedxicens 61oxa Kooy.

public string nickname; // Ilons danux yvoeo xaacy
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public int level,
public int experience,
public int health,
public int attack;
public int defense;,
public Dictionary<string, int> customization;
public List<Item> inventory,; // Cnucok. B 0anomy unaoxy ineenmaps
public List<Achievement> achievements,
public Player(string name) // Koncmpykxmop ma memoou xaacy
{
nickname = name;
level = I;
experience = ();
health = 100; // Iniyianizayis nonis
.

AtpubyT «[System.Serializable]» no3Bonse Unity aBTOMaTuyHO cepiaizyBaTu
00'eKTH 1IBOTO KJacy s 30epexenHs. Dictionary BUKOPUCTOBYEThCS JIJIsl 30€piraHHs
HaJaITyBaHb KacTOMi3allii, /¢ K04 - Ha3Ba YaCTUHU Tija, a 3HAYEHHS - 1HJICKC
obpanoro Bapianty[30].

Anapo cucTteMu Ta ymOpaBIiHHS TPaBISIMH OpraHi3oBaHEe dYepe3 Kjac
GameManager, sikuii koopauHye ctal rpu (GameState), ynpasiisie IOTOYHUM rpaBLEM
(currentPlayer) Ta #oro manmmu (currentCharacterData), a Takox B3aemomie 3
FightController ans mpoBenenns 60iB (puc. 2.3.). Jlani rpaBiiB 30epiratoTbcsi Ta
3aBaHTaXYyIOThcs yepes PlayerDatabase, ne peanizoBaHO METOAM CTBOPEHHS aKayHTIB
(CreateAccount), momyky (GetPlayer) Tta 30epexenns (SaveDatabase). s
CTBOPEHHS Ta pelaryBaHHs TepcoHaxiB BUKopuctoByeThes PlayerController, sikwmii
BIIMIOBIZIa€ 3a BBEACHHS HikHeliMy, reHepariito aBatapiB (CreateCharacter) Tta
30epexxeHHs ix y 0a3y manux (SaveCharacterToDatabase). Ilepemaya manmx Mix
cueHamu 3abe3rneuyerbcsi kiacoM DataScene, mo 30epirae oOpaHOro rpasus

(selectedPlayer) Ta itoro xapakrepuctuku (characterData).
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Puc 2.3. SInpo cuctemu Ta ynpaBiliHHS TPABLSMH.

LenTpansHOtOo Moneutio qaHux € kiac Player, skuil mpencrapisie nepcoHaxa
IpaBIls Ta 1HKAICY/IIOE€ BC1 HOTO XapaKTEPUCTUKH, 3M10HOCTI Ta mporpec (puc. 2.4),
kiac Player mae B3aeMmo3B's3ku 3 GameManager, DataScene ta PlayerDatabase uepe3

pi3H1 KOMIIOHEHTH cucteMu (puc. 2.3.).

© Player

o playerld: string ' YHiKaneHWA ineHTudgikaTop rpasun
o avatarData: AvatarData ' 30BHILIHIA BArNAL NepcoHaXa

m playerName: string " IM'A rpaBuA (HIKHenMm)
m stats: PlayerStats ' OCHOBHI XapakTepuUCcTWUKMK (300poB'A, aTaka ToLo)
m inventory: Inventory ' IHBeHTap (NnpegmeTu)

m progression: Progression ' MNporpec (pieeHb, nocein)
m battleStats: BattleStats ' Boroea cTaTucTuka (Nepemoru/nopasxku)

o GetStats(): PlayerStats ' OTpMMaTH XapakTepUCTHKK

o UpdateStats(stats: PlayerStats): void ' OHOBWMTK XapakKTepUCTUKMW
e Getlnventory(): Inventory ' OTpumaTK iHBEHTap

o Additem(item: Item): bool ' JopaTy npeamer

o Removeltem(itemld: string): bool ' BuganuTu npegmeTt

e GetProgression(): Progression ' OTpUMaTKH nporpec

o UpdateProgression({exp: int): void ' OHOBWTK O0CBIA

o GetBattleStats(): BattleStats ' OTpUMaTK BOMOBY CTAaTUCTHKY

o UpdateBattleStats(stats: BattleStats): void ' OHOBMTM BOMOBY CTAaTUCTUKY

Puc. 2.4. UML-ctpykTypa kiacy Player.

s momens Bkitouae OazoBy iH(popmainiio (iM'a, piBEeHb, AOCBIT), OOMOBI

XapaKTEPUCTUKH (3I0POB's, CUja, 3aXUCT, MIBUAKICTh), HAJAIITYBAHHS KacTOMi3allii



30

(CIIOBHUK 3 1HIEKCAaMU OOpaHUX E€JEMEHTIB), IHBEHTap MpPEAMETIB Ta 00JiaJHAHHS,
MPOrpec Ta JIOCATHEHHS, a TaKoX 1CTOpit0 O0iB Ta CTaTUCTHKY. Ko)k€H KOMIIOHEHT
MOJI€JII CIIPOEKTOBAHUH 3 ypaxXyBaHHIM MOMUJIMBOCTI cepiaiizaiii Jjs 30epekeHHs Ta
nepeaadl 4epes Mepexy.

Cuctema 30epeXeHHS JaHMX peaidye OararopiBHEBHUM MiAXiJ, 10 MOEIHYE
JIOKaJbHE KEIIyBaHHA 3 XMapHOI0 CHUHXpoHi3amiew (puc. 2.5.). Takuit migxifg
3a0e3neuye IMBUIKUM JOCTYNl 10 JAaHUX HAaBITh NPHU BIJICYTHOCTI MEPEKEBOI0O
3'€eTHAHHs1, aBTOMAaTUUYHY CUHXPOHI3aLl10 MK PUCTPOSIMH KOPUCTYBaya Ta 3aXKCT BiJl

BTPATH JaHUX Yepe3 pe3epBHE KomitoBaHHs[15].

@ Application Layer

0 GameManager
o PlayerManager
o BattleManager

Data Requests

@Smrage Manager|

o LocalStorage
o CleudStorage '
o SyncManager

Sync Auth/Data |Persist Platform Access
(©) cloud save service (©) Local Storage Providers (©) plattorm storage Providers
o Unity Cloud Save o FileStorage o PlayerPrefs
o Authentication o SQLite o Android Storage
o Data Sync o IndexedDB o i05 Storage

Puc. 2.5. Apxitektypa cucteMu 30epeKeHHS JaHUX

Storage Manager — LEHTpaJIbHUNA KOMIIOHEHT CHUCTEMH, SKUU KOOPAUHYE
B3aEMOJIII0 MDK 3aCTOCYHKOM, JIOKAQJhHHUM CXOBWIIIEM Ta XMapHUM cepBicoM. Bin
peanmizye marepH Facade, magatoum mpocTwii Ta yHidiKoBaHUU iHTEpdeEnc s
30epeKeHHS Ta 3aBaHTAKCHHS JTaHUX.

Local Storage Provider — kOMIOHEHT, BIANOBIATBHIM 32 JTOKAJIbHE 30€PEIKEHHS

naHux. BiH aOGcTparye KOHKpETHI MeXaHi13MU 30€peKeHHs JaHuX, Takl sk (hailioBa
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cucremMa, SQLite a6o IndexedDB, namatoun eaunuit iHTEepdeic mynst podboTu 3
JIOKaJTbHUM CXOBHIIIEM.

Platform Storage Provider - koMmoHeHT, skuili 3a0e3nedye JOCTymn [0
crenuiyHUX 1715 IaTGopMu MeXaH13M1B 30epeKeHHs TaHuX, TakuX sik PlayerPrefs B
Unity, AndroidStorage na Android abo 10SStorage na 10S.

Cloud Save Service - KOMIOHEHT, KM 3a0e3nedye B3a€EMOII0 3 XMAPHUM
cepsicoMm Unity Cloud Save 151 cMHXpOHI3a11ii TaHUX MK PI3HUMU IPUCTPOSIMU :

public class CloudSaveManager : MonoBehaviour // 63aemodis 3i cyenoro Unity

{ private async Task SaveloCloud(string key, object data) { try {

var jsonData = JsonUtility. ToJson(data);
await CloudSaveService.Instance.Data.SaveAsync(
new Dictionary<string, object> { { key, jsonData } } ); }
catch (Exception e)
{ Debug.LogError(8"Failed to save to cloud: {e.Message}"); } } }

Cuctema  aBTOMaTU4YHO  BUpIiNIye  KOH(MIIKTH  TPU  CHUHXPOHI3AII],
BUKOPHUCTOBYIOUM timestamp (MITKy 4dacy) ocTtaHHboi momaudikamii. [Ipu koHIIKTI
30epiraeThCs BEpCis 3 HOBIIIOK MITKOIO Yacy.

Sync Manager - KOMIIOHEHT, BiANOBiTaIbHUN 3a CHHXPOHI3AII0 JaHUX MIX
JIOKaJbHUM CXOBHWIIIEM Ta XMapHUM cepBicoM. BiH peanizye cTparerii BHpIlICHHS
KOH(TIKTIB Ta ONTUMI3aIlii MepekeBOro Tpadiky.

Cucrema 30epexeHHs TaHUX peatizy€e HACTYITHI KITF0U0BI (DyHKITIT:

JlokanbHe 30epeKeHHs BUKOPUCTOBYE OlHApHY cepialli3allifo JJis ONTUMI3allii
po3mipy ¢aiiiIiB Ta MBUIKOCTI H0cTymy. J{aHi 30epiraroThCs B CrieliadbHINA AUPEKTOPIiT
3aCTOCYHKY 3 BHKOpUCTaHHsSM mmudpyBanHs AES-256 s 3axuWcty  Bij
HecaHKI[iI0HOBaHOTO nocTymy[ 10]. Cuctema aBTOMaTHYHO CTBOPIOE PE3EPBHI KOTIii mpu
KO)KHOMY 30epekeHHi, 30epirarodd OCTaHHI 5 Bepciii It  MOXJIMBOCTI
BigHOBICHH[10].

XmapHa cuHxpoHi3aiis peanizoBaHa uepe3 Unity Cloud Save - cepsic, saxuii
3a0e3reuye HajiliHe 30epeXkeHHs JaHUX Y XMapi 3 aBTOMarM4YHOK CHUHXPOHI3AIIEI0

MK npuctposiMu[l1]. Idrerpamis 3 1HMM CepBICOM JI03BOJIIE KOPUCTyBauam
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0€e3MepeNIKOIHO MEPEXOAUTH MK PI3HUMH IIIaThopMaMH, 30epiralouu Bech Mporpec.
Cuctema BUKOPUCTOBYE AUGEPEHIINHY CUHXPOHI3AIlil0, MepeAalodyu JUIIe 3MIHEHI
(parMeHTH JaHUX JUIsl ONTUMI3allii MepeKeBOro Tpadiky.

Jlist 3a0e3neyeHHsl LUTICHOCTI AaHUX peali3oBaHO CUCTEMY TpPAaH3aKIIlH, sKa
rapaHTy€e aTOMapHICTh orepalliil 30epexxeHHs. Y BUMAIKY 30010 MiJ] yac 30epeKeHHs,
CUCTEMa aBTOMATUYHO BIJKOYYETHCS IO MOMEPEAHBOTO CTAOLIBHOrO CTaHy. Takox
BITPOBAJIP)KEHO MEXaH13M BUPILIEHHS KOH(DIIKTIB JUIsl CUTYallli, KOJIM AaH1 OyJIu 3MiHEH1
Ha PI3HUX MPUCTPOAX OJHOYACHO[3].

Mirpartiiss JaHUX MDK BEPCISIMU 3aCTOCYHKY 3a0€3MEeUyeThCS YEpe3 CUCTEMY
BepcioHyBaHHA cxeM. KojkHa Mozienb JaHuX MICTUThH 1H(POpMAIIiIo PO BEPCito, a Mpu
3aBaHTAXXEHHI JaHWUX CTapilmoi Bepcii aBTOMAaTUYHO BHKOHYETHCS Mirparis 10
norouHoro ¢opmary. Lle no3Bossie 6e3007ICHO OHOBIIOBATH 3aCTOCYHOK 0O€3 BTparu
KOpUCTYBallbKUX JaHux[39].

3a0e3neyeHHsa Oe3neKn JaHuX BKJIFOYaE B cO0l:

o [IudpyBanHs nqaHux - gaHi MUAPPYIOTHCS AK i Yac 30epiraHHs, Tak i
i 9ac mepenadi, mo 3ade3neuye ix KoH(1ASHIIIHHICTh Ta IITICHICTb.

) AyTeHTH}IKAIlIA - JOCTYII 10 IAaHUX HAJIA€ThCS JIUIE aBTCHTH(1KOBAaHUM
KOpHCTYBavaMm, 1110 3ano0irae HeCaHKI[IOHOBAHOMY JTOCTYTIY.

o ABTOpH3aIlis - KOKEH KOPUCTYBad Ma€ JOCTYII JIMIIIE IO CBOIX AaHUX, IO
3a0e3Ieuy€eThCs Ha PiBHI XMapHOTO CEPBICY.

o 3axucT Bif MiAPOOKH - JaHI MiAMUCYIOTHCS MU(PPOBUM IIIMUCOM, IO
JI03BOJISIE BUSIBUTH CIIPOOU X MOAMQIKAIIii.

s imTerpanii 3 Unity Cloud Save BukopuctoByethes odiriiauii API, skuii
HAJa€ METOMW HJisi 30epeKEHHS Ta 3aBaHTAKCHHA JaHUX y Xmapi. [HTerparis
peanizoBaHa 3 BUKOPHUCTAaHHSIM marepHy Adapter, sikmii agantye iHTepdeiic Unity
Cloud Save no iaTepdeiicy [StorageProvider, 1o BUKOPHCTOBY€ETHCS B 3aCTOCYHKY, SIKE

MPEACTABICHO HA PUCYHKY 2.6.



©Storage Manager

o SaveDatal)
o LoadDataf()
o DeleteData()
o SyncDatal()

©Cloud Storage Adapter

(©) unity Cloud Save AP

BWKOPWCTOBYE  + 4 SaveToCloud()

o LoadFromCloud()
@ DeleteFromCloud()
@ SyncWithCloud()

BUKIWKAE .y
Call

CNoBiLLaE

@ SaveData()
o LoadData()
@ DeleteData()

o GetModifiedDatal)
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Puc. 2.6. Cxema B3aemonii 3 Unity Cloud Save

Storage Manager Buknukae metoau Cloud Storage Adapter, sikuid, y cBOo uepry,
B3aemozie 3 Unity Cloud Save API mist 36epexeHHs Ta 3aBaHTaKEHHS JaHUX Y XMapi.
API (Application Programming Interface) — ue HaOip mnpaBwi, MeXaHI3MIB 1
THCTPYMEHTIB, SIK1 JJO3BOJISIIOTH [TpOrpamMaM B3aeMOJIATH ofHa 3 onHo10. API Bu3Havae,
K OJIHAa IMporpamMa MOXKe 3allTyBaTh Ta OTPUMYBATH JaH1 a00 BUKJIMKATH (PYyHKIIIT
1HIIOI mporpaMu 6e3 HeoOXITHOCTI po30uparucs y BHYTPIMIHIN Joriui ii po6oTu.
Takuii migxig 3a0e3neuye THYYKICTh Ta MOXJIMBICTD 3aMIHU XMapHOTO CepBicy 0e3

Mo QiKaIlii OCHOBHOI JIOT1KH 3aCTOCYHKY.

2.3. MexaHiku MOKPOKOBUX 00iB

[ToxpokoBi 00i € cepuem reimiuiero Warbound, MoenHyro4Yu CTpareriyHy

IIMOWHY 3 TOCTYMHICTIO JIJIS IIUPOKOT ayaAuTOPii.

@ TeamManager

blueTeamContainer: Transform
redTeamContainer: Transform
o {enum} Team
| » AssignPlayers(players: List<Player>)
o GetTeamRobots(team: Team): List<=RobotController=

I

| (€) FightControlier ‘

fightPanel: FightPanel |
attackButton: Button

o isBattleActive: boaol

| o currentTurn: int ‘

| & startBattie() ‘
o OnTurnEnded()
e ToggleAttackMode()
A

I

() FightPanel

leftGrid: GridLayoutGroup

> rightGrid: GridLayoutGroup
timerText: Text

@ StartTurn()

e EndTurn()

= ShowVictoryPanel()

1©GameManagnr

Y
@ PlayerCell

i o cellld: string

| @ isEnemy: bool

e TakeDamage({damage: int)
o SetSelected(selected: bool)

Puc. 2.7. CrpykTypa nokpokoBoro 6oto B 3actocynky Warbound
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Ju3zaiiH O0KMOBOI CHCTEMH HAaTXHEHHUH YCHIIIHUMU NPOEKTAMH KaHPY, alie
ajanToBaHUM i1 0araTOKOPUCTYBALIbKOI B3a€MOJli Ta KpOCIIIAT(HOPMEHOTO
BukopucTanua[25]. Ii 3aransHa cTpykTypa 3HaXONUThCS HA PUCYHKY 2.7.

FightController - nenTpanbuuii kiac, mo kepye 6oem; BattleAction - knac s
npencrasieHHs aid y Ooro; PlayerCell - mpencrapnsie KiiTUHKY Ha moji 6oro. Yci
CKPHIITH 3HAXOAUTHCA y TOJATKY A.

OcHOBOIO 00OBOT CHCTEMH € TIOKPOKOBA MOJIETh 3 OTHOYACHUM IUIaHYBaHHSIM
niil. Ha moyarky KoKHOTo payHay BCl I'paBI{l OHOYACHO BUOMPAIOTH J1i JJIsl CBOIX
nepcoHaxiB mpoTsirom obmexkeHoro yacy (30 cexynm). Ilicns 3akinyeHHs (azu
TUTAHYBaHHS BCi JIi1 BUKOHYIOTBCS B MOPSIKY, BUBHAYCHOMY IIBUKICTIO MIEPCOHAXKIB.
Taka cucremMa CTBOpIOE Hampy)KeHHS Ta BUMarae mepeadaueHHs i
cynpoTuBHUKa[33].

[Tone Goro mpencTaBiIeHEe ABOMA CITKAMH PO3MIPOM 3X5 KIITHHOK JJISl KOKHOT
koMmaHau. Taka koHiryparis 3a0e3medye TOCTaTHIM TPOCTIp ISl TaKTHYHOTO
MaHEBpPYBaHHsI, 30epiraloud KOMIaKTHICTh JJI1 MOOUThHUX ekpaHiB. KojkHa KIIiTHHKA
MOXKE€ MICTUTH OJHOTO TepcoHaka abo poOoTa, a MO3MINIOHYBAaHHS BIUIMBAE Ha
JOCTYITHICTD LUJIeH JJIs Pi3HUX THUITIB aTak[32].

Cuctema it BKIItouae 0a30B1 aTaky (3BHYAHY KHOMKY aTakd Ta YJIBTUMATUBHY
KHOIIKY 3/110HOCTI), creriaiabHi 310HOCTI 3 PI3HUMHU e(eKTaMH, MEePEeMIIIeHHS MiX
KJIITUHKaMH{, BUKOPHUCTAHHS IPEIMETIB Ta B3aeMoito 3 poOoramu. KokHa Jis Mae
CBOIO BapTICTh y OYKax [ii, [0 0OMEXY€ KUIbKICTh MOXKIIMBHUX JIH 3a Xif 1 3MYIIy€
TPaBIliB IPUIMATH CKJIAJHI TAKTUYHI PIIICHHS.

Kosken nmepcoHak Mo)Ke MaTH BIACHOTO Po0O0Ta, SIKi MAIOTh CIICIiaTi30BaH1 POJIi:
araKyrodi (BUCOKWMU ypOH, HHM3BKHHM 3aXWCT), 3aXWCHI (MOTMHAHHS IKomu, Oad
COIO3HUKIB), MIATPUMKH (JIiIKyBaHHS, 3HATTS nebadiB) Ta KOHTPOMO (OJIOKyBaHHS
KHOTIOK 200 xofiB). CuHeprisi MiX MEepCOHaXKEM Ta HOro poOOTaMH € KITFOUOBUM
¢dakTopoM mepeMorH.

Cuctema edekrtiB 3a0e3nedye pPI3HOMAHITHICTh TAKTUYHUX MOMKIMBOCTEH.
Edextn MoxyTh OyTH MUTTEBUMH (IIpsiMa IIKOAA, JIKYBaHHS), TpUBAJIUMU (OTpYTa,

pereHepailisi), HaKOMUYyBaJbHUMU (MIJCUJICHHS 3 KOKHHUM XOJOM) Ta YMOBHUMH
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(axTUBalis OpHU NEBHUX M14X). B3aemonis pi3HUX €(EeKTIB CTBOPIOE €MEPAKEHTHUN

reiMIuIeH 3 0e3199I0 MOKIIMBUX KOMOIHaMi#[28].

2.4. CTpykTypH3anis JaHUX A KpocmiaT(opMeHoi peaJsiizamii

EdexTuBHICTh KpocmiaTGOpMEeHOro 3aCTOCYHKY 3HAYHOIO MIPOIO 3aJ1€KHUTh BiJl
NPaBHWJIBLHOTO BUOOPY AJITOPUTMIB Ta CTPYKTYp AaHuXx. s Warbound Oyno npoBeaeHo
JeTaIbHUM aHai3 BUMOT KOXKHOT MJICUCTEMHU Ta Mi10paHO ONTUMAJIbHI PIIICHHS, 1110
3a0e3MneuyroTh 0anaHc MK MPOAYKTUBHICTIO Ta BUKOPUCTaHHAM pecypciB[35].

JIJ1st ipecTaBiICHHS IrPOBOTO TOJISI BUKOPUCTOBYETHCS JTBOBUMIPDHUN MAacHB 3
JTOJAaTKOBUMH CTPYKTypamu Juisi mBuakoro momyky. OcuoBHuii macuB Cell[,]
3abe3neuye O(1) mocTym 3a KOOpAMHATAMH, IO KPUTUYHO BAXJIMBO JJISI YaCTHX
omeparliii mepeBipku cTaHy KIITHHOK. JlomaTkoBo minTpumyeThes Dictionary<int,
Cell> nns mBUAKOTO TOMIYKY KIITHHOK 3a iAeHTHU(dIKaTopaMu MEepCOHaXIB, MO
703BOJIsI€ €(PEKTUBHO 3HAXOAUTHU MO3HUIIIF0 KOHKPETHOTO FoHITa[7].

Cuctema yrpaBiliHHS JIIMH BUKOpUCTOBYE Priority Queue Ha 0CHOB1 OiHapHOT
KyIIH JIJIS 9epry BUKOHAHHS Mid. [IpiopuTeT BU3HAUYa€ThCs MIBUIKICTIO IEPCOHAXKA Ta
TUTIOM [ii, 3a0e3Meuyoun MpaBUJIbHUN MOPSAOK BUKOHAaHHs. Omepallii BCTaBKH Ta
BUIyueHHs BUKOHYIOThCS 3a O(log n), mo 3abe3nedye edeKTUBHICTh HAaBITh MPHU
BEJIMKIM KITBKOCTI OMHOYACHUX Hii[12].

Jlist onTuMi3alii momyKy MUIsIXiB Ha 10711 0010 BUKOPUCTOBYETHCS aNroputM A *
3  EeBPUCTHKOIO MaHXETTEHChKOI BiICTaHl. ANTOPUTM  aJanTOBaHWA s
TeKCAaroHaJbHOI CITKM Ta BPaxOBY€ MEPEIIKOIW y BUIVISAII 1HIIMX MepcoHaxiB. J[is
MOKPAIICHHS MPOIYKTUBHOCTI BUKOPUCTOBYETHCS KEITYBAHHS PO3PAXOBAHUX IIJISXIB
Ta IEpapX1YHHUNA MTOMIYK IS BEIMKHUX BijmcTanei[23].

Cucrema edekTiB peasi3oBaHa dyepe3 KOMIIO3UTHUN MAaTEPH 3 BUKOPUCTAHHSIM
00'€KTHOTO TYITY:

public ObjectPool(T prefab, int initialSize, Transform parent = null) {

this.prefab = prefab; this.parent = parent;

for (inti = 0; i < initialSize; i++) {
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// CmeopernHs Ho8020 00'ekma Ha ocHo8i npeghaby

var obj = GameObject.Instantiate(prefab, parent);

// [leaxmusayis 06'ekma, w06 8in He OV8 BUOUMUM AOO AKMUBHUM 8i0pA3Y
obj.gameObject.SetActive(false);

// J[looasanus 06'ekma 0o nyny (yepeu 01 NOBMOPHO20 BUKOPUCTAHHSL)
pool.Enqueue(obj), } }

Kosxen edexT € He3ane:kHUM 00'€eKTOM 3 BJIACHOIO JIOTIKOIO, 11O J1I03BOJISIE JIETKO
nofaBarv HOB1 TN edexTiB. OO0'€eKTHUM Mya 3MEHIye HaBaHTaXXEHHs Ha 30Mpay
CMITTS, 1[0 BAXJIMBO JJI1 MOOLTBHUX TI1aTHOpM 3 oOMekeHUMH pecypcamu[16].

VYrpaniHHs MamM'sITTIO peari30BaHO yepe3 0araTopiBHEBY CUCTEMY KEITyBaHHS.
YacTto BUKOPHCTOBYBaHI pecypcd (COpaliTH TepCOHaxiB, 3BYKOBI €(EKTH)
30epiratoTbCsi B OMEPATUBHIN mam'saTi. MeHII KPUTHYHI PECYpPCH 3aBaHTaXYHOTHCS
ACHHXPOHHO 3a nmoTpeboro. CucTemMa aBTOMAaTUYHO aJanTy€eThCsl 10 JOCTYIMHOT mam'sTi
IPUCTPOIO, BUBAHTAXKYIOUM HEKPUTHUYHI pecypcu npu HeoOxiaHocTi[37]. Sk npuxnan
TaKO1 CUCTEMH € METOJI:
public TValue Get(TKey key, Func<TValue> factory) // ompumanusn xeury
{ var value = factory(),
var size = EstimateSize(value);
// Akwo 000a6anHs HOB020 3HAYUEHHS NEPeGUUYE JIMIM nam 'smi -
3BLILHAEMO Micye
while (currentMemory + size > maxMemory && cache.Count > 0) {
RemoveLeastValuable(); // Buoansemo 3avieutl keuty |}
cache[key] = new CacheEntry // Jlooaemo Hoge 3HaueHHs 00 Keuly {
Value = value, // 36epesicene snauenus
Size = size, // Po3mip 3HaueHnus
LastAccess = DateTime.Now, // Yac 0ooasanms 00 xeuty
AccessCount = 1 // [louamkose 3uauenHs IiYUIbHUKA OOCMYNY I
currentMemory += size; // OHO8TI0EMO NOMOUHE BUKOPUCTAHHS NAM M

return value, } }
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PO3JILT 3. PO3POBKA i1 OITUMI3AIISA KPOCILIAT®OPMEHOI'O
IT'POBOI'O 3ACTOCYHKY

3.1. Peajtizanisi KJIIOYOBHX €JIEMEHTIB IrPOBOI0 3aCTOCYHKY

Peanmizamis  kat04oBUX — eleMEHTIB  3acTocyHKy Warbound mnepenbauae
IMIIJIEMEHTAII10 (PYHKIIIOHAJIbBHUX KOMITIOHEHTIB, CTBOPEHHS iIHTep(eiicy KopucTyBaua
Ta 3a0e3MeueHHs CTaOUIbHOT B3aemoii MK HUMH. Po3poOka 3milicHIOBamacs
BIJIMOBIAHO 10 METOA0JIOT1l Agile 3 BUKOPUCTAHHSIM IHKPEMEHTAJIBHOTO MIXO1Y 10
nofaBaHHs (HYHKIIOHAIBHOCTI Ta OTPUMYBATH 3BOPOTHIN 3B’ s130k[20]. Takuii miaxiz
J03BOJIMB Ha PAHHIX eTamax OTPHMATH MPAIIOIUUil MPOTOTHUI 3 MiHIMaJbHOIO
(YHKIIIOHAJIBHICTIO Ta MOCTYIOBO PO3LIMPIOBATH WOTO MOXJIMBOCTI, 110 BiJIMIOBIIA€
Cy4YaCHHMM TEHCHIIISIM y pO3p0OIIi IrPOBOT0 MPOrPAMHOTO 3a0e3MeUSHHS.

[Ipouiec po3podbku 3actocynky Warbound cTpykTypHO MOXHA PO3AUIMTH Ha
HACTYITHI OCHOBHI €TaIu: CTBOPEHHs 0a30BO1 apXiTEKTypH MPOEKTY Ta HAJAIITYBaHHS
cepenoBuIa po3poOKU, po3po0Ka CUCTEMH CTBOPEHHS Ta YIPaBIiHHSI EPCOHAXKAMH,
IMIIJIEMEHTAIlisl MEXaHIK MTOKPOKOBHX OOIB Ta OOMOBOI CHCTEMHU, peasi3allisi CUCTEMHU
30epeKeHHs JaHUX Ta 6araToKOPUCTYBAIIbKOI B3a€MOI1i, IHTETpaIlisi KOPUCTYBAIBKOTO
iHTEepdeicy Ta Bi3yadbHHX €(EeKTiB, a TaKOK ONTHMI3AIlisl JJI PI3HUX IIJILOBUX
miarpopm. Koken eranm mepembadaB po3poOKy BIAMOBIIHMX KOMIIOHEHTIB Ta iX
MOCTYTIOBY 1HTETPAIIiIO B 3aTalIbHy CTPYKTYPY 3aCTOCYHKY.

[Ipouiec po3pobku 3actocynky Warbound cTpykTypHO MOXHA PO3AUIATHA HA

HACTYIIHI OCHOBHI €TaIlu:

1. CrBopenHst 6a30BOi CTPYKTYPH MPOEKTY Ta HAJAIITYBAHHS CEPEIOBHIINA
PO3pOOKH;

2. Po3poOka cuctemMu CTBOPEHHS Ta HANAIMITYBAHHS TIEPCOHAXKIB;

3. IMmuteMeHTaIrist MexaHiK TOKPOKOBUX 00iB;

4. Peanmizamist cucremu 30epexeHHsT JaHUX Ta OaraTOKOPHUCTYBAIbKOi
B32€EMOIIT;

3. [HTerparist kKopuctyBalbKoro iHTEpdency Ta Bi3yalbHUX €(EKTIB;



38

6. OnTumizanis s pi3HUX IaTHOpM.

Kosxen etan nependayaB po3poOKy BiANOBIIHUX KOMIIOHEHTIB Ta iX 1HTETpalio
B 3arajibHy CTPYKTYPY 3aCTOCYHKY.

[lepmnii eTan po3poOku nepeadayaB cTBOPEHHSI 0a30BOi CTPYKTYPH IPOEKTY B
cepenoBuuli Unity. st 3a0e3neueHHss MOAYJIbHOCTI Ta MIATPUMYBAHOCTI 3aCTOCYHKY
OyJ0 BUKOPHUCTAHO KOMIIOHEHTHO-OPIEHTOBAHMN MIAXIA 3 YITKUM PO3AUICHHSAM
BiJIMOB1IAJIbHOCTI MK PI3HUMU MOAYsiMU[40].

CtpykTypa TpPOEKTY OpraHi3oBaHa BIAMOBITHO JI0 PEKOMEHJAIl 1010
ONTUMAJILHUX MPAKTUK po3po0OKu y cepenoBuii Unity Ta BKJIrOYa€ HACTYIHI OCHOBHI
KaTaJioTH:

/Assets

/Scripts
/Core # SInpo 3acTocyHKy, 0a30B1 Kjlacu Ta iHTepdeiicu
/Networking # KomroneHTn MepexeBoi B3aeMOIii
/Characters # Knacu 1j1s mpeicTaBiIeHHs IepCOHAXKIB
/Scenes # ClieHU 3aCTOCYHKY
/UL # KommonenTu intepdeiicy kopucryBaya
/Database # KoMrmoneHTH cuctemMu 30epeKeHHs TaHUX
/Utils # JIomOoMIXKHI YTHIIITH Ta PO3MIUPEHHS
/Prefabs # 1llabnonu 00'exTiB
/Resources  # Pecypcu, 1ocTymHi 1iJ 4ac BUKOHAHHS
/Sprites  # JIBOBUMIpHI CIpaiiTh
/Animations # Auximarii
/Audio # Aymio pecypcu
/Plugins # CtopoHHi miarinu Ta 61671i0TeKu

HpyruMm etanoM po3poOKu mependadaB CTBOPEHHS KOMIUIEKCHOT CHCTEMU
CTBOPEHHS W YNpPABIIHHSI TIEPCOHAXKAMHU Ta iX HAJAINTYBaHHS, SKa BKIIOYAE IX
CTBOPEHHS, KaCTOMI3alliio Ta 30epekeHHs. BcTaHOBIEHHS 0OMEKEHHS IITBUIKOIT TT1T
PI3H1 TPUCTPOT:

public class QualityManager : MonoBehaviour {
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void Start() {

#if UNITY ANDROID || UNITY 10S
QualitySettings.SetQualityLevel(1), // Cepedns sxkicme 0151 MOOIIbHUX
Application.targetFrameRate = 30;

t#elif UNITY STANDALONE
QualitySettings.SetQualityLevel(3), // Bucoka sikicme ons [IK
Application.targetFrameRate = 60;

#endif } }

Jlns 3abe3neueHHsT MOMYJABHOCTI Ta MIATPUMYBAHOCTI 3aCTOCYHKY OYyI0
BUKOPUCTAHO  KOMIIOHEHTHO-OPIEHTOBAaHWUW  MIAXIJ 3  YITKUM  PO3JUICHHSIM
BIIMOBIAAIBHOCTI MIXK PI3HUMH MOAYASIMU. LIeHTpabHUM KOMITIOHEHTOM I1i€1 CUCTEMU
€ PlayerCreator, sikuii KOOPIHHY€E BECh MPOIEC CTBOPEHHS MEPCOHAXKA Ta B3AEMOJIIE 3
IHIIIMMHU CUCTEMaMH 3aCTOCYHKY.

CTpyKkTypa CHCTEMH IEpPCOHAXKIB OpraHi3oBaHa BIJIMOBIIHO 10 TPHUHIIUIIB
00'€KTHO-OPIEHTOBAHOTO IPOrPaMyBaHHS Ta BKIIFOYA€ HACTYIHI OCHOBHI KOMITOHEHTH:
PlayerCreator (momatox b) miis ympaBmiHHS mpoliecoM CTBOpeHHs, AvatarGenerator
JUTSI TeHepallii Bi3yallbHOTO TpenicTaBieHHs nepcoHaxi, CharacterCustomization st
HaJIAITYBaHHS 30BHIITHOCTI Ta XapakTepucThk, Ta PlayerDatabase mis 36epeskeHHs
CTBOpPEHHUX IepcoHaxiB (momarok B). Lls cucrema peanizoana B ciieHi SceneCreator
Ta BKJIFOYae Tpu ocHOBHI cTopinku (Page(, Pagel, Page2), siki mociiioBHO MPOBOISTH
KOpUCTYyBaya 4epe3 MpOoIeC CTBOPECHHS Ta HAJIAIITYBAHHS MIEPCOHAXKA.

LleHTpalbHIM KOMITIOHEHTOM cHucTeMH € Kinac PlayerCreator, sikuii peaiizye Bech
IIMKJI CTBOPEHHS TEepCOHaXka, BiJ BBeACHHS 0a30Boi iH(opMmarii a0 30epeskeHHs
TrOTOBOTO TepcoHaka B 0a3i manux. KomroHeHT 3abe3redye BamiIaIiio BBEICHUX
KOPHCTYBa4eM JIaHUX, KOOPAWHAIIII0 pOOOTH MiJACHUCTEM KacToMizallii Ta reHeparii
aBarapiB, a TAaKOXK 1IHTETPAIIi0 3 CUCTEMOIO 30€peKEeHHS NaHuX i OyB MpencTaBIeHUN
y nmomatky b. OcobmuBicTio peamnmizamii € TATPUMKA SIK CTaHAAPTHOTO MPOIIECY
CTBOPEHHS, TaK 1 peJaryBaHHs ICHYIOUMX MEPCOHAXKIB 3 MOXKIIUBICTIO IEPENISIAY 3MIH

y peajabHOMY Yaci.
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AvatarGenerator BIIIOBIJa€ 3a CTBOPEHHS BI3yaJIbHOTO MPEICTaBIEHHS
MEPCOHAXIB y irpoBoMy iHTepdeiici. KommoneHT BukopuctoBye cuctemy mnpedadis
Unity ns reHepanii CKiIaHuX iepapXxiil 00'eKTiB, 1110 BKIIOYAIOTh aBarap, OH, paMKy,
TEKCT 1IMEHI Ta KHONKHM YympabiiHHA. KoxkeH cTBopeHui aBarap € caMOCTIMHUM
GameObject 3 MOBHMM HAOOpPOM KOMIIOHEHTIB JJisi B3a€EMOJIi 3 KOPUCTYBaueM,
BKJIFOYAOYM OOpOOKY KIIIKIB, aHIMaIlil0 MPU HABEJICHHI Kypcopa Ta IHTerpaiiio 3
CHCTEMOIO BUOOPY MEPCOHAXKIB.

Cuctema KacToMmizalllii TMEpPCOHaXIB  peajli3oBaHa  4Yepe3  KOMIIOHEHT
CharacterCustomization, skuil 3a0e3nedye THYYKE HaJAIITyBaHHS 30BHILIIHOCTI
NIEPCOHAXIB Yepe3 Kareropu30BaHy CHCTeMy YacTuH Tina. CucreMa MmiATpUMYeE M'SITh
OCHOBHMX KaTeropiii KacTomizailii: ToJioBa, TiJI0, pyKH, HOTH Ta OJST, KOJKHA 3 SKHX
MO>KE€ MaTH PI3HY KUIBKICTh BapiaHTIB BiJIMOBITHO 10 JOCTYITHUX PECYpCIB.

Texniuna peanizaiiisi Kactomizailii 6a3yeTbCsi Ha JUHAMIYHOMY 3aBaHTaXKEHHI
cripaiiTiB 3 manku Resources Ta ix 3actocyBaHH1 110 BiamoBimHUX SpriteRenderer
KoMMOHEHTIB. CHcTeMa aBTOMAaTUYHO CKaHY€E JOCTYIHI pecypcH TpH iHIIiami3alii ta
CTBOPIOE BIJIMOBIIHI OMIIii AyIs1 KOXKHOT Kateropii. Lle m03Bossie nerko g01aBaTu HOBI
BapiaHTH 30BHINIHOCTI 0€3 3MIHM KOJy MPOTPpaMH - JOCTAaTHBO PO3MICTHTH HOBI
CIIpalTH y BIAMOBIIHUX IAIMKaX PeCypcCiB.

[aTepderic kacromizalii peai3oBaHMM uepe3 CHCTeMy CrlaiaepiB, sKi
JT03BOJISIFOTh KOPUCTYBA4YEB1 IHTYITUBHO MEPEKITIOYATHCS MK JJOCTYITHUMHU BapiaHTaMH
st kokHO1 Kareropii. SliderController 3a6e3neuye cuHXpoHi3alio Mix iHTepdeiicom
KOpHCTyBada Ta CHCTEMOIO KacTOMi3allii, aBTOMAaTHYHO 3aCTOCOBYIOYH 3MIHHU 0
MOJIeTIi IEpCcoHaxka B pealilbHOMY 4aci. Bci HanmamTyBaHHS KacToMizallii 30epiraroThCs
y BUIIIAI ciioBHHUKA Dictionary<string, int>, 1o 3a0e3neduye e()eKTUBHY cepialli3alliro
Ta BITHOBJICHHS CTaHy MEPCOHAXKA.

baza panmx mepcoHaxiB peamizoBaHa uyepe3 kmac PlayerDatabase, skwmii
3a0e3nedye MOBHUM MUK YMPaBIiHHS JaHUMU: CTBOPEHHS, YATAHHS, OHOBJICHHS Ta
BHUAajeHHs niepcoHaxiB (puc. 3.1.). Cuctema BukopuctoBye JSON cepianmizaiito ajs
30epeXeHHs JaHuX Yy (aaoBid CHUCTEMI 3 MIATPUMKOI aBTOMATHYHOTO CTBOPEHHS

pPE3EpBHUX KOIIil Ta MIrpallli JaHUX MK BEPCISIMU 3aCTOCYHKY.
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players database.json & X Av

Schema: <No Schema Selected >

~ "accounts"

ion": B.1688008600145811612,

E
i

=
Lth":
': 28,
": 15,
'damageAbsorption”: 8.85080800874585866,
rptionChance™: 8.100 88149811612,
8.100000001490811612,

Puc. 3.1. [lpuxnan 36epexenns ¢ainy 31 30epekeHUMU JaHUMHU

Haii6 b1 ckiiaqHuM KOMIIOHEHTOM 3aCTOCYHKY € po3po0Kka 6010BOT MEXaHIKH,
mo 3a0e3medyye OCHOBHMM irpoBwil mpomec. LleHTpalbHHM €JIEMEHTOM €
FightController, sixkuii koopauHye BCi acmekTH OO0I0: YIPaBIiHHS YEPro XOIiB,
00poOKy Jiit TpaBIIiB, POOOTY MITYYHOTO IHTEIEKTY Ta BUSHAYEHHS YMOB 3aBEPIIICHHS
6oro0. [Tome 6010 mpeacrasnene cuctemoro kiiTHHOK PlayerCell, koxHa 3 AKUX MOXe
MICTUTH TIepCOHaka abo poboTa Ta 3abesmedye I1HTepdenc M1 B3aeEMOIil 3
kopucTyBadeM (puc. 3.2a.). KIniTUHKM OpraHizoBaHi y JIB1 CITKH PO3MIpoM 3X5 st

KO’)kHO1 koMaHau (puc. 3.20.). KoxkHa KIIITHUHKA Ma€ yHIKaJbHUM 1IEHTU(IKATOP Ta
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MOXKE 3HAXOAUTHCS y PI3HUX CTaHax: NMOPOXHs, 3aiiHsATa, BUOpaHa, aTakoBaHa abo

3HHUIIICHA.

Puc. 3.2. Po3po0Oka 60tioBoi MmexaHiku B Unity Ha ciieni SampleScene

a) [arepdeiic kopuctyBaya 0) [llabmoH pO3MOALTY KOMaH IH.

3.2. Onrumizanisi NPOAYKTUBHOCTI sl Pi3HUX mJaTdopm

[Ipomiec omTuMizalii BKJIOYaB aHaNi3 BY3bKHMX MICIlb MPOIYKTUBHOCTI,
pO3pOOKYy aJanTUBHHX aJTOPUTMIB Ta peajizamito rmiargopMo-crenudiaHux
ontumMizamii. EdexrtuBHe ympaBmiHHA MaM'sTTIO peaii3oBaHO dYepe3 KOMOIHAIIiio
00'€eKTHUX TIY/IIB, ACHHXPOHHOTO 3aBaHTAXECHHS PECYpCIB Ta IHTEJICKTYyaJbHOTO
kemryBaHHs. OO'€KTHI Myl BUKOPUCTOBYIOTHCS ISl YAaCTO CTBOPIOBAHMX O0'€KTIB,
TakuX SK BidyanbHI edextn, TumyacoBi Ul ermemeHTH Ta irpoBi MOBIIOMJICHHS.
Cucrema aBTOMaTHYHO PETYITIOE PO3MIp IMYJIB 3aJIEKHO Bl MOTOYHUX MOTpeOd Ta
JTOCTYITHOT IaM'sTi.

ACUHXpOHHE 3aBaHTaXEHHS pecypciB 3a0e3medye IUIaBHICTH  poOOTH
iHTepdeiicy HaBiTh NMPU 3aBaHTAXKEHHI BEIUKUX PECYpCiB, TaKUX SK TEKCTYpHU
nepcoHaxiB abo 3BykoBi edektu. Cuctema nmpiopuTusailii 3a0e3mneuye nepuroueproBe
3aBAHTAKEHHS KPUTHYHO BAXJIMBUX PECYPCiB, TOAl SK MEHII BAXKIUBI €IEMEHTHU

3aBaHTAXYIOTHCS Y POHOBOMY PEKUMI.
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[HTEeNneKTyanbHEe KEIIyBaHHA aJamlTyeThCcsl 10 IIAOJOHIB BHKOPHCTAHHSA
KOpUCTyBaua Ta XapaKTepPUCTUK TNPUCTporo. Yacto BUKOPUCTOBYBaHI JaHi
30epiratroThCsi B ONEPaTUBHIN maM'saTi sl LIBUIKOTO IOCTYIY, TOJII K P1AKO MOTPiOHI
pecypcu MOXyTh OyTH BUBaHTaXEH1 s 3BUIbHEHHs Micisg. CucTeMa BKIIIOYAE
MeXaHi3MHU MOTEPETHBOTO 3aBaHTAXKEHHS JJIs TIepe0adeHHsI MOTped KOpHUCTyBaya.

Cucrema aJanTHBHHX HaJAIITyBaHb AaBTOMAaTHYHO BH3HAYa€ ONTHMAJbHI
napaMeTpu SIKOCTI 3alleXHO BiJl XapaKTePUCTHK TPUCTPOI0 Ta TMOTOYHOI
NPOAYKTUBHOCTI. AJNTOPUTM BPaXoBYe Taki (HAKTOPH, sIK 0OCAT JOCTYIMHOI Mam'siTi,
MOTYXHICTh MPOIIECOpa, TUM TpadiqHOro aJanTepa Ta MOTOYHY YaCTOTY KaJIpiB.

JlJiss MOOUTEHUX MPUCTPOIB 3 OOMEKEHUMHU pPEeCypcamMyl CHCTEMa aBTOMATHYHO
3HIKYE SIKICTh TEKCTYp, 3MEHIIY€ KUIBKICTh Bi3yaJbHUX €(EeKTIB Ta ONTHUMI3Y€
4acTOTy OHOBJICHHs iHTepdeiicy. Ha moTy)KHUX HACTITFHUX CHCTEMaX aKTHBYIOTHCS
JI0JIaTKOB1 Bi3yaJibH1 €()eKTH, MIBUIIYETHhCS PO3AUIBHA 3AaTHICTh PEHIACPUHTY Ta
30UTBIIYETHCS IIIBOBA YaCTOTa KaJIPiB.

JuHamiyHa ajganTailis J03BOJISIE CUCTEM1 pearyBaTd Ha 3MIHM HaBaHTa)KEHHS
mijg yac Tpu. SIKIIO TPOAYKTHBHICTh MAaJa€ HIKYE NMPUHHATHOTO PIBHS, CHUCTeMa
ABTOMATUYHO 3HUXYE SKICTh HAIAIITYBaHb JUIS BIIHOBICHHS IJIABHOCTI POOOTH.
[Ticns crabimizarii cuTyalii IKiCTh TOCTYIIOBO BiTHOBIIIOETHCS.

AnantuBHUN 1HTepdelc KopucTyBadya 3abe3redye ONTHUMaIbHUN JIOCBiA Ha
IPUCTPOSAX 3 PI3SHUMHU PO3MIpaMH €KpaHIB Ta CIIBBIIHONIEHHSIMHU CTOpiH. CucTema
aBTOMATHYHO HAJAIITOBYE pO3MIp Ta pO3TAIlyBaHHS €JIEMEHTIB I1HTEpQENcCy,
3a0e3mneuyroun iX JOCTYIHICTh Ta 3PYYHICTh BUKOPHCTAHHS HAa BCIX MIATPUMYBAHHUX
HIPUCTPOSX.

J1J1st CeHCOpPHUX MPUCTPOIB pealli3oBaHi I0AATKOBI ONITUMI3AITIi: 30 TbIIICH] 30HU
HATHCKAHHS JUTsl KHOTIOK, OTITUMI30BaH1 K€CTH JIJIsl HaBirailii Ta criemniajbHi eTeMeHTH
KepyBaHHS i1 MOOUTHHOI B3aemomii. HacTimbHi Bepcii MiATPUMYIOTH PO3IIMPEHi
MOKJIUBOCTI YMIPABIIHHS 3 KJIAaBlaTypW Ta MUIII, BKIIOYAIOUM Tapsdl KJIaBimil Ta

KOHTEKCTHI MEHIO.
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CucreMa TakoX BKJIIOYA€E ONTHUMI3aLIi AJI1 JOCTYIHOCTI: MIATPUMKA €KpaHHUX
YUTayiB, HAJAIITYBaHHA KOHTPACTHOCTI Ta po3Mipy MIPU(TIB, aJIbTEPHATUBHI CXEMH

YIPaBIIHHA JJ151 KOPUCTYBAYiB 3 OOMEKEHUMH MOXKJIHUBOCTAMH.

3.3. TecryBaHHS Ta BIPOBA/IKEHHS 3aCTOCYHKY

KomMriekcHe TecTyBaHHSI 3aCTOCYHKY BKJIFOUAIO (PYHKI[IOHAJIbHE TECTYyBaHHS,
TECTYBaHHS MPOAYKTHBHOCTI, TECTYBaHHS CyMICHOCTI Ta KOPUCTYBAIIbKE TECTyBaHHSI.
Koxxen eranm TecTyBaHHS MaB crneuM@iuHi LTI Ta BUKOPUCTOBYBaB BIANOBIAHI
METOIOJIOTI /It 3a0€3MeUeHHs] BUCOKOT IKOCTi KiHIIEBOTO MPOMYKTY.

OyHKIIOHATBHE TECTYBaHHS  OXOIUIIOBAJIO BCi OCHOBHI KOMIIOHCHTH
3aCTOCYHKY. TecTyBaHHS CHCTEMH CTBOPEHHS IMEPCOHAXIB BKJIFOUAIO TEPEBIPKY BCiX
€TariB MpoIleCy: BBEACHHS iIMEH1, BUOIp 30BHINIHOCTI, HAJAIITYBaHHS XapaKTEPUCTHK
Ta 30epekeHHs pesynabrary. OcobnuBy yBary Oyio MPHUAUICHO Bajlifallii BBEICHHUX
JaHUX Ta 00pOoOIll TPAHUYHUX BHUMAIKIB.

TecTyBanHs 00¥OBOI cucTeMu mependadano MepeBipKy BCIX THUINIB Jii: aTak,
BUKOPUCTAaHHs 3M10HOCTEH, TEpeMIIeHHsS TEePCOHaXIB Ta POOOTH IITYYHOIO
iHTenekTy. TectyBanmucs pi3HI crieHapii 0010, BKIIOYAIOYH CHUTYaIlli 3 MHOXKHHHUMU
y4aCHUKAMH, OTHOYACHUMHU JIISIMH Ta MEPEKEBUMHU 3aTPUMKAMH.

Cuctema 30epexeHHs JaHUX TeCTyBajacs Ha KOPEKTHICTh cepiaiizamii Ta
necepianizamii, BITHOBJICHHs Micas 300iB, MIrpaifito MK BepciiMH Ta poOOTy 3
nomko/KeHuMu  painamu. OcobimuBa yBara TpUIUISUIACS TECTYBAaHHIO CIIEHAPIiB
B1IHOBJICHHSI TTICJISl HECTIOA1BAHOTO 3aBEPIIIEHHS pOOOTH 3aCTOCYHKY.

TectyBaHHS MPOTYKTUBHOCTI MPOBOIUIOCS HA MTUPOKOMY CIIEKTPI MPUCTPOIB 3
pPI3HMMH TEXHIYHMMH Xapakrtepuctukamu (puc. 3.3.). BumiproBamucs KiIr04oBi
METPHUKHU: YacTOTa KaJpiB, Yac 3aBaHTAKCHHS, BUKOPUCTAHHS MaM'siTi, CIIOKHBaHHS

Oarapei Ta 4yac BiATyKy Ha Jii kopuctyBada (puc 3.4.).
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0)
Puc. 3.3. 3aBanTtaxenns Warbound B Taki mpuctpoi: a) Oppo Al12 (OC -
Android); 6) HP Elitebook 830 G3 (OC — Windows).

LB
# Scene a5 Game

Game ~| Display1 ~ Free Aspect v/ scae@——— 1 Play Focused

: GPU timings may not be accurate on mobile devices that have
ed architectures.

fat: L% Qb
Frame Rate (FPS) 13.0 21,0 9

Frame Time Z24.81ns 16.71ns 47,70ns
CPU Hain Thread Frame 11.86ms 5,01ns 36,05ns
CPU Render Thread Frame 12.,0Zns 9,86ns 19,01ns
CPU Present Wait 0,00ns ©,00ns 0,02ns
GPU Frane 14.37%ns 12,91ms 16,45ns

» Bottlenecks

» Detailed Stats

Puc. 3.4. JlocnimkeHHs HaBaHTa)KEHHS HA MOOUTBHHI TIPOIIeCop.

Pesynbrattt  TecTyBaHHS ~— miATBepAWIM  €(QEKTUBHICTH  PO3pOOJIEHOTO
Kpoctuiar(opMeHOoTo pillieHHs, MPOTe BUSBWINA MOTEHITIAI JJI TTOJAJIBIIIOTO PO3BUTKY.
AHami3 MPOMYKTUBHOCTI 3aCTOCYHKY IOKa3aB cepenHto dactoty kamapiB 43 FPS i3
konmuBaHHSAMH Bix 21 o 59.5 FPS, mo cBiquuTh npo cTabuibHy poOOTy CHCTEMH 3
MOXXJIUBOCTSIMU omNTHMI3allii. Po3monin HaBaHTaXEHHS JAEMOHCTPYE, IO TpadiaHmii
MPOIIECOpP € OCHOBHUM OOMEXKYBaJbHUM (PAKTOPOM TPOAYKTHBHOCTI, IO CTBOPIOE

MOJKJIMBOCTI IJIS UIBOBOT OIITUMI3AIli.
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Kpocmnardpopmena apxitexktypa Warbound Ha 6a31i Unity 3abe3neuye oCHOBY
U1t MacTabyBaHHs Ha ofaTkoBi miargopmu. TectyBanns Ha Windows Ta Android
MIATBEPIUIIO KOPEKTHY poOOTYy cucteMu 30epekeHHs nanux yepe3 Unity Cloud Save
Ta CTaOUIbHICTh OAraToOKOPUCTYBalLbKOi B3aeMoAll. MoayiabHa CTPYKTypa 3aCTOCYHKY
J03BOJISIE€ IHTETPYBATH J101aTKOB1 MIaTopMu 06€3 KapAMHAIBHUX 3MIH Y KOJI.

BusiBneni TexHi4H1 OOMEXEeHHS BKIIIOYAIOTh HECTAOUIBHICTh YAaCTOTH KaJpiB Yy
PECYPCOMICTKUX CIIEHaX Ta MoTpedy omTumizaiii rpadgiuHoi migcuctemMu. BogHnouac
MaKCUMaJlbHI 3Ha4eHHsT Omm3pko 60 FPS minTBepmKyroTh MOTEHIial CUCTEMH ISt
JIOCSITHEHHSI CTAHJIapTHOT MPOIYKTUBHOCTI. YCHIIIHA peati3allisi MOKPOKOBO1 000BOT
CUCTEMH Ta IHTEerpaIlis 3 XMapHUMH CEPBICAMU CTBOPIOIOTH TEXHOJIOTYHY OCHOBY JIJIs
pOo3MIUPEeHHs (PYHKI[IOHATBLHOCTI.

[lepcrieKTHBH PO3BUTKY BKIIOYAIOTH ONTHMI3AIlil0 MICHIEPIB Ta TEKCTYpP IS
MOKPAIIEHHS MPOYKTUBHOCTI HA MOOLIBHUX MPUCTPOSX, POMIUPECHHS MIATPUMKHU Ha
Linux Tta macOS 4epe3 HasaBHy Unity-apxXiTeKTypy, IHTErpalfito J0JaTKOBUX
comiaapHUX (YHKIIA JUIsi  TOCWJIEHHS OaraToKOpUCTyBallbKoi B3aeMopii  Ta
BITPOBAIPKEHHS aJIalITUBHOTO OaJlaHCYBAaHHS CKJIAJTHOCTI 3aJIEKHO BiJl XapaKTEPUCTUK
npuctporo. Po3pobnena cucrema 30epexeHHs JaHUX Ta KpocruiargopMmeHa
CHUHXPOHI3aIlisl CTBOPIOIOTh (YHAAMEHT JJIS MOAAIBIIOT0 MacIITaOyBaHHS MPOEKTY
0e3 BTparm CyMICHOCTI 3 ICHYIOUMMH IUIaThopMaMyd W CTBOPCHHSAM OUIBIINM
(YHKITIOHAJIBHIM MOKJIUBOCTSIM.

[TocunanHs Ha CTOPIHKY 3aBaHTAXKEHHS 3aCTOCYHKY:

https://skeletonsnik.itch.io/warbound

[Tocunanns Ha TOKyMEHTAIiIO0 €BOMIONIT po3po0ku mounHatoun 3 2024 poky:

https://docs.google.com/document/d/1BliN6e Ya3dZNI1q3eXVLIRICKEOqgecH
nd/edit
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BUCHOBKH

VY pesynprari BUKOHaHHS KBadidikamiiiHoi poOotu Oyno po3poOaeHO
Kpociuiarpopmenuit irpouil 3acrocyHok Warbound y cepenoBumnii Unity, 110
NIATPUMY€E TepcoHalibHl komm'torepu Windows Ta MoOUIbHI mpucTpoi Android.
3aCTOCYHOK pealli3ye KOHIICTIII0 JBOBUMIPHOTO pOJILOBOTO CEpEIOBUINA 3
MMOKPOKOBOIO CHCTEMOIO B3aeMOIIT y PeHTE31HHOMY CTHIII.

[IpoBeneHo aHami3 TEXHOJOTIH PO3POOKH KpOocmiaT(OpMEHUX 3aCTOCYHKIB Ta
oOrpynToBaHo BubOip Unity sik ocHOBHOro irpoBoro pyiuris. Busnaueno, mo Unity €
ONTUMAJIGHUM DIIICHHSIM 3aBASKH TOTY)KHHM 1HCTpyMeHTaMm s 2D-rpadikw,
IHTErpoBaHId MIATPUMIll OaraTokopucTyBalbkux (QyHKIiH yepe3 Unity Services Ta
MO>KJIMBOCTSIM XMapHOTO 30epeskenHs qanux yepe3 Unity Cloud Save.

Po3pobiieHo apXiTeKTypy 3aCTOCYHKY Ha OCHOB1 0araTopiBHEBOTO MIA0JIOHY
MPOEKTYBAHHS 3 YITKUM PO3IJICHHSAM Ha OJOKH TeMMIUICI0, Bi3yasisallli, TOJIOBHUX
00'€KTIB Ta CEPBEPHOI YACTHMHHU. BUKOPUCTAHO KIIIOYOB1 MaTepHU MPOEKTYBAHHSA IS
3a0e3MneueHHs MOIYIBHOCTI Ta PO3IIHUPIOBAHOCTI cucTeMu. LleHTpaabHOI0 MOAEIIIIO
naHux € kinac Player, akuil 1HKaINcCymto€ XapaKTEpUCTHKHU MEPCOHAXKA Ta 3a0e3rneuye
cepiamizaltito s 30epeKeHHS.

CtBOpeHO cucTeMy 30€peKeHHs JaHHX, 10 MOEAHYE JOKaJbHE KEIIyBaHHS 3
BukopuctanusM JSON-cepiamizamii Ta pe3epBHE KomitoBaHHs. PeainizoBaHo
PlayerDatabase niis yripapiiHHs JaHUMH TPABIIiB 3 ITATPUMKOIO CTBOPEHHS PE3EPBHUX
Komii Ta wmirpamii MK Bepcismu. Cucrtema 3a0e3mneuye HaIIAHICTh JaHUX Ta
MOJKJTUBICTH BITHOBJICHHS TICIs 3001B.

Po3po6iieHo MexaHikH MOKPOKOBHX OOIB HAa OCHOBI CITKH KJIITHHOK 3X5 s
KOYKHOT KOMaH/IHW 3 BUKOPUCTAHHSM KOMIIOHEHTHO-OPIEHTOBaHOiI apxiTekTypu Unity.
PeanizoBano FightController mnst xoopawnarii 6oiioBux mporeciB, PlayerCell s
MpPeICTaBIIEHHS KIITHHOK moisi 0010 Ta cuctemy edextiB uepes StatusEffect. boitosa
cucTeMa BKJItoYae 0a30Bi aTaku, CIelliallbHi 3I0HOCTI Ta B3a€EMOJIII0 3 pOOOTaMHU.

Jls onTuMmi3aliii NpOAYKTUBHOCTI 3aCTOCOBAHO €(DEKTUBHI CTPYKTYPH TaHUX Ta

anropuTMu. BUKOpUCTaHO ABOBUMIPHHI MacuB JUIsl MPEJICTABICHHS I'POBOTO MO 3
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O(1) moctynoM 3a koopaMHAaTaMH, OO'€KTHI MyAW AJisi YNPaBIiHHSA pecypcaMu Ta
CUCTEMY aJaNTUBHUX HAJAIITYBaHb SKOCTI 3aJIE)KHO BiJl XapaKTEPUCTUK MPUCTPOTO.

CTBOpeHO cHUCTEMY CTBOPEHHS Ta KacTOMI3allil TepCOHaXIB Yepes
PlayerCreator, AvatarGenerator ta CharacterCustomization 3 HIATPUMKOIO M'ATH
KaTeropid HaJalTyBaHHS 30BHIIIHOCTI. PeanizoBaHO AMHaAMiuHE 3aBaHTaXKEHHS
cripaiiTiB 3 manku Resources Ta IHTYITUBHUY 1HTEpdEic uepe3 cucTeMy ciaiaepis.

[IpoBeneHO KOMIUIEKCHE TECTYBaHHS 3aCTOCYHKY, BKIIFOYarOun (yHKIIIOHATHHE
TECTYBaHHS BCIX KOMIIOHCHTIB Ta TECTyBaHHS NPOMYKTUBHOCTI. AHaJI3 ITOKa3aB
cepeanto yactoty kanpis 43 FPS 3 konmuBanasmu Bix 21 1o 59.5 FPS, mo cBiguuth mpo
CTabLIbHY pOOOTY CUCTEMH 3 TTOTEHITIAJIOM ISl onTuMIi3arlii. Po3moain HaBaHTaKEeHHS
neMoHcTpye 30anancoBaHicTh Mik CPU ta GPU 3 MOXIUBICTIO IITBOBOT ONITUMI3aIlil
rpadiuHOi MiJCUCTEMHU.

3aCTOCYHOK YCIIIIHO TpoTecToBaHo Ha mardopmax Windows ta Android,
MiATBEPIKEHO KOPEKTHY pPOOOTYy CHCTEMU 30€peKeHHsI JaHUX Ta CTaOUIbHICTh
MOKPOKOBOi 0010BOi cucTeMu. BUsSBIEHI MOXIMBOCTI JIJIsl MOAQIBIIOI ONTHUMI3AI]
BKJIFOYAIOTh TOKpAIIEeHHsT poOOTH 3 mIeHaepaMu Ta TEKCTypaMH, PO3IIUPEHHS
HiATPUMKH JTOAATKOBUX IUIAT(GOPM Ta IHTETpallifo COMiaabHUX (QYHKITIH.

Takum YuHOM, METy pOOOTH JOCATHYTO - CTBOPEHO (DYHKIIOHATBHUN
KpocIiaThopMeHUN IrpOBUMA 3aCTOCYHOK, IO JEMOHCTPYE €(heKTUBHE BUKOPUCTAHHS
Unity nmns po3pobku 2D-irop 3 ONTUMI30BAHOIO TMPOAYKTUBHICTIO Ta HAAIMHOIO

CUCTEMOIO 30€pEeKECHHS JaHUX.
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[Iporpamua peamizanis cuenu SampleScene

Cxpunr PlayerCell.cs

using UnityEngine;
using UnityEngine.Ul;
using Core.Data;

public class PlayerCell : MonoBehaviour

{
[Header("Hanawmysanus xnimunxu")]
public string cellld; // [0enmughixamop knimuuxu (nanpuxaao, Al, B2)
public bool isEnemy,; // Yu € nepconasic 6opoecom

[Header("Bizyanvni enemenmu”)]

public GameObject indicator, // [nouxamop 015 6cix cmawis
public Image healthBar;

public Text nicknameTlext;

public Text healthText,

// Cman Kniimunku

private bool isSelected = false;
private bool hasTurn = true;
private bool isDefeated = false;

// Komnonenmu

private ColorChanger colorChanger;
private Button cellButton;

private Player playerData;

private int currentHealth;

private void Awake()
{

colorChanger = GetComponent<ColorChanger> (),
if (colorChanger == null)

{
colorChanger = gameObject.AddComponent<ColorChanger>();
/

cellButton = GetComponent<Button> (),
if (cellButton == null) {
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cellButton = gameObject. AddComponent<Button>(), }
cellButton.onClick.AddListener(OnClick);
if (indicator == null) // Cmeoproemo inoukamop, Ko 1020 Hemac {
indicator = new GameObject("Indicator");
indicator.transform.SetParent(transform);
indicator.transform.localPosition = Vector3.zero;

RectTransform rectTransform =
indicator.AddComponent<RectTransform>(); // Hodaemo  komnoHenmu  Ons
8I000PAdICeHHS

rectTransform.anchorMin = Vector2.zero,;

rectTransform.anchorMax = Vector2.one;

rectTransform.offsetMin = Vector2.zero,

rectTransform.offsetMax = Vector2.zero,

Image indicatorlmage = indicator.AddComponent<Image> (),

indicatorlmage.color = new Color(1l, 1, 1, 0.2f); }

if (colorChanger != null) // Bcmanognioemo nopmanvhuii cmam {
colorChanger.SetNormalState(); } }

public  void Init(string cellld, Player playerData, CharacterData
characterData = null) // Iniyianizayis 3 oanumu nepconasxca {

this.cellld = cellld;

this.playerData = playerData;

if (playerData != null) // Bcmanosntoemo nouamkose 300pog's {
currentHealth = playerData. GetHealth(); } else {
currentHealth = 100; // 3a 3amosuysanuam |}

// OHO8110EMO 8i000padKCEHHSA

UpdateUI(); }

private void UpdateUl() // Onosnroe sioobpasxcenns Ul enemenmis {
// OHo8MI0EMO iM'1 nepconadica
if (nicknamelext |= null & & playerData != null) {
nicknameText.text = playerData. GetNickname(), }
// OHOBMI0EMO NONOCY 300P08's:

if (healthBar != null && playerData != null) {

healthBar.fillAmount = (float)currentHealth / playerData. GetHealth(), }
// OHO8II0EMO meKcm 300p08 s,

if (healthText != null && playerData != null) {
healthlext.text = $"{currentHealth}/{playerData.GetHealth()}", } }

public void OnClick() // Obpobrux KiKy Kopucmyseaua Ha KIimuuk)y {
if (isDefeated) return;
FightController fightController = FightController.Instance;,
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if (fightController == null) return;
if (fightController.IsAttackMode) {
if (isEnemy) // [lepegipka ymosu, uu 8 pexcumi amaxu epaseys {
fightController.AttackPlayer (this); } }
else { if (lisEnemy) // 36uuatinuti kaix - 6ubip abo ingpopmayis {
fightController.SelectPlayerCell(this); } else {
ShowCharacterinfo(); } } }

private void ShowCharacterlInfo() // I[loxasye inghopmayiro npo nepconasica
CharacterInfoPanel infoPanel =
FindFirstObjectByType<CharacterInfoPanel>(),// [llykaemo inghopmayiiiny nanens
if (infoPanel != null && playerData != null) {
infoPanel.ShowCharacterInfo(playerData, null), }
Debug.Log(8"Inpopmayias npo nepconasxca 6 riaimunyi {cellld):
{playerData?.GetNickname()}!"); }
public void TakeDamage(int damage) { if (playerData != null) {
currentHealth -= damage, // 3acmoco8yemo nouKooiceHHs
// Ilepesipsiemo, uu nepconadic we Husutl
if (currentHealth <= 0) {
currentHealth = 0;
SetDefeated(true); } // Onognioemo 8ioobpasicenus
UpdateUl() ;} }

public void SetSelected(bool selected) {
isSelected = selected;
if (colorChanger != null) { if (selected) {
colorChanger.SetSelectedState();}
else if (isDefeated) {
colorChanger.SetDefeatedState(); }
else {
colorChanger.SetNormalState(); } } }

public void SetDefeated(bool defeated) // Bcmanoenioe cmamyc KiimunKu
5K nepemodiceHol |
isDefeated = defeated;
if (colorChanger != null) { if (defeated) {
colorChanger.SetDefeatedState(); } else {
colorChanger.SetNormalState(); } } }
public bool IsDefeated() { return isDefeated; }
public void UseTurn() // Buxopucmanus xooy { hasTurn = false, }
public bool HasTurn() { return hasTurn && !isDefeated; }
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public void ResetTurn() { hasTurn = true; } public void Clear() // Ouuwae
KIIMUHKY NepCoOHadica 05 3a8epuieHHss oumeu {
// 3uuwgyemo 6cix oimeti (nepcoHadic i tio2o KOMNOHeHmU)
foreach (Transform child in transform) {
if (child. gameObject |= indicator) { Destroy(child.gameObject); } }
isSelected = false,
hasTurn = true;
isDefeated = false;
playerData = null;
currentHealth = 0;
if (colorChanger != null) {
colorChanger.SetNormalState(); } }
public Player GetPlayerData() // [losepmae oani epasys { return playerData; }
private void OnDestroy() { if (cellButton != null) // Bionucyemocs 6io nooiii {
cellButton.onClick. Removelistener(OnClick), } } }

Ckpunt FightController.cs (ckopouenuii Bapianr)

public class FightController : MonoBehaviour {
public static FightController Instance { get; private set; }
private int currentTurn = 0;
private bool isBattleActive = false;
private List<BattleAction> pendingActions = new List<BattleAction>();
void Awake() {
// Peamizanis marepHy Singleton
if (Instance == null) {
Instance = this;
DontDestroyOnLoad(gameObject); } else {
Destroy(gameObject); } }
public void StartBattle() {
isBattleActive = true;
currentTurn = 0;
// Taimianizanis mosnst 6010
InitializeBattlefield();
// TlouaTok (a3u mIaHyBaHHS
StartPlanningPhase(); } }

Cxpunt BattleAction.cs
[System.Serializable]

public class BattleAction {
public enum ActionType { Attack, Defend, UseSkill, Move }
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public ActionType type;

public int sourceld;

public int targetld;

public int skillld; // nns UseSkill

public Vector2Int targetPosition; // nyis Move

public float priority; // Bu3Ha4ae mopsiIok BUKOHAHHS

public BattleAction(ActionType actionType, int source, int target) {
type = actionType;
sourceld = source;
targetld = target;
// Po3paxyHOK MPIOPUTETY HA OCHOBI IIBHIKOCTI IEPCOHAXKA
priority = CalculatePriority(); } }

Cxpunr StatusEffect.cs

using UnityEngine;

// Knac st mpencrasineHds edekriB crarycy (6adis/medadin)
[System.Serializable]

public class StatusEffect

{
public string id; // YHikaneHul 1i1eHTUdIKaTop eekTy
public string name; // Ha3Ba edexty
public string description; // Onuc edexry
public Sprite icon; // IkoHKa edekry
public int duration; // TpuBamicTh edeKTy B Xoaax

public bool isPositive; // Uu € epeKT MO3UTUBHUM YW HETaTUBHUM

// Monuikatopu XapakTepUCTUK

public int healthModifier; // Monudikatop 310poB'st
public int defenseModifier; // Monudikatop 3aXucTy
public float absorptionModifier; // Monudikatop moriuHAHHS ITKOAH
public int damageModifier; // MoaudikaTop mKkoau

public float critChanceModifier; // Momudikatop maHCy KpUTUYHOTO yapy
public float critMultiplierModifier; / koediieHT KPUTUIHOTO yAaApY
// KoHCTpyKTOp JU1sl CTBOPEHHS €(DEKTY cTaTycy
public StatusEffect(string id, string name, string description, Sprite icon, int
duration, bool isPositive) { this.id =id; this.name = name;
this.description = description;
this.icon = icon;
this.duration = duration;
this.isPositive = isPositive; }
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public static StatusEffect CreateHealingEffect(int amount, int duration) {
StatusEffect effect = new StatusEffect(
"healing",
"SuireHHs",
$"Bimgnosmroe {amount} HP 3a xizx",
Resources.Load<Sprite>("Icons/Heal"), // Illnsx 10 iKOHKU
duration,
true);
effect.healthModifier = amount; return effect; }
// CTBOpIO€E €PEKT OTPYyTHU
public static StatusEffect CreatePoisonEffect(int damage, int duration) {
StatusEffect effect = new StatusEffect(
"poison",
"OprTa",
$"3apnae {damage} mkomu 3a xix",
Resources.Load<Sprite>("Icons/Poison"), // Illnax 1o ikoHKH
duration,
false ); // neratuBHU eekT
effect.healthModifier = -damage;
return effect; }
// CTBOpIOE €(DEKT MOCUIICHHS 3aXUCTy
public static StatusEffect CreateDefenseBoostEffect(int amount, int duration) {
StatusEffect effect = new StatusEffect(
"defense boost",
"TTocunenuii 3axuct",
$"36inbInye 3axucT Ha {amount}",
Resources.Load<Sprite>("Icons/Shield"), // llnsx m0 ikOHKK
duration,
true ); // [lo3uTuBHMIA edekT
effect.defenseModifier = amount;
return effect; }
// CTBOpIOE €(DEKT MOCUIICHHS aTaku
public static StatusEffect Create AttackBoostEffect(int amount, int duration) {
StatusEffect effect = new StatusEffect(
"attack boost",
"Ilocunena araka',
$"30611BITY€E TTOMKO/PKEHHS Ha {amount}",
Resources.Load<Sprite>("Icons/Sword"), // I1Inax no ikoHKH
duration,
true );
effect.damageModifier = amount;
return effect; } }
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Ckpunt PlayerCreator.cs (CkopouyeHnii BapiaHT)

public class PlayerCreator : MonoBehaviour {
[Header("UI Elements")]
public InputField nicknamelnput;
public Transform avatarContainer;
public Button createButton;
public Button randomizeButton,
[Header("Components")]
private AvatarGenerator avatarGen,
private CharacterCustomization customization,
private PlayerDatabase database;

private Player currentPlayer;

void Start(){
avatarGen = GetComponent<AvatarGenerator>();
customization = GetComponent<CharacterCustomization> (),
database = PlayerDatabase.Instance;
createButton.onClick.AddListener(CreateCharacter),
randomizeButton.onClick.AddListener(RandomizeAppearance), }

void CreateCharacter() {
string nickname = nicknamelnput.text. Trim();
if (string IsNullOrEmpty(nickname) || nickname.Length < 3) // Banioayia
HIKHEeUMY {
ShowError("Hixneuim nosunen micmumu minimym 3 cumeonu”);
return; }
// Ilepesipka yHikanbHOCMI iMeHi Kopucmysaua
if (database. PlayerExists(nickname)) {
ShowError("l paseys 3 maxkum HikHeumom 8xce icHye");
return, }

// Cmeopents H08020 epasys

currentPlayer = new Player(nickname);

currentPlayer.customization = customization. GetCurrentSettings(),

// 36epedicenns 6 bazy OaHux

database.AddPlayer(currentPlayer),

database.SaveDatabase(),

SceneManager.LoadScene("MainMenu"); // I[lepexio 00 20106H020 MeHIO

P
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Cxpunt CharacterCustomization.cs

using System.Collections. Generic;
using UnityEngine;
[System.Serializable]
public class BodyPartOption { public string partName,; public Sprite sprite; |
[System.Serializable]
public class BodyPartCategory {
public string categoryName, // "lonosa", "Tino", mowo
public List<BodyPartOption> options = new List<BodyPartOption> (),
public int selectedIndex = 0; }

public class CharacterCustomization : MonoBehaviour {
[Header("Tlocunanns na o6'ekmu sioobpasicenns")]
public SpriteRenderer headRenderer;
public SpriteRenderer bodyRenderer;
public SpriteRenderer armsRenderer,
public SpriteRenderer legsRenderer;
public SpriteRenderer clothesRenderer;
[Header("llLnsaxu oo pecypcig")]
public string resourceBasePath = "Person/",
[Header("Hanrawmysanus éioodpasicenusn’”)]
public bool forceVisible = true;
public List<BodyPartCategory> bodyPartCategories = new
List<BodyPartCategory>(); // Kameeopii uacmun mina
void Awake() {
InitializeBodyParts(), }
void Start() {
ApplyCharacterCustomization();
// Tapaumyemo, wo 06'ekm axmuenuii i 6uOUMuUU
if (forceVisible) {
EnsureVisible(), } }
// Iapanmye, wo éci penoepepu 8uoumi ma akmueHi
private void EnsureVisible() {
SpriteRenderer([] renderers = new SpriteRenderer[] {
headRenderer, bodyRenderer, armsRenderer, legsRenderer;
clothesRenderer };
foreach (SpriteRenderer renderer in renderers) {
if (renderer I= null) {
// [lepexonyemocs, wo 06'ekm axmusHut
renderer.gameQObject.SetActive(true);
renderer.enabled = true; // Pobumo penoepep suoumum
// [lepexonyemocs, wo 6ci 6amvKi8CbKi 00'€ekmu akmueHi
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Transform parent = renderer.transform.parent;
while (parent != null) {
parent.gameQObject.SetActive(true),
parent = parent.parent; }
// Heno ecmanosnoemo konip 6e3 npozopocmi
Color color = renderer.color,
color.a = If;
renderer.color = color; } } }
// Iniyianizayis kamez2opii wacmun mina ma 3a8aHMANCEHHs CNPAUMIE
private void InitializeBodyParts() {
// Cmeoproemo kame2opii wacmun mina
string[] categoryNames = { "lonosa", "Tino", "Pyxu", "Hoeu", "Oose" },
foreach (string categoryName in categoryNames) {
// 3asanmasicyemo cnpaimu 3 nanku pecypcis
Sprite[] sprites =
Resources.LoadAllI<Sprite>($"{resourceBasePath}{categoryName}");
Debug.Log($"Hamacaemoco  3asammadicumu  cnpaumu 3  NANKU:
{resourceBasePath}{categoryName}");
Debug.Log($"3uaiioeno cnpatimis: {(sprites != null ? sprites.Length :
0)}");
if (sprites |= null && sprites.Length > 0) {
// Busooumo imena 3uatioenux cnpatimis y pexcumi po3pooxu
foreach (Sprite sprite in sprites) {
Debug.Log($" - 3nauioeno cnpaiim: {sprite.name}"); }
BodyPartCategory  category = new  BodyPartCategory {
categoryName = categoryName },;// Cmeoproemo 08y Kame2opito
for (int i = 0; i < sprites.Length; i++) // JJooaemo onyii ona yiei
Kkamezopii
{ category.options.Add(new BodyPartOption {
partName = 8"{categoryName} {i}",
sprite = sprites[i] }),
bodyPartCategories.Add(category),
Debug.Log($"3asanmasceno  {sprites.Length!  cnpaumie 011
"{categoryName}'"); } else {
Debug.LogWarning(8"He 3natioeno cnpaiimie onsa '"{categoryName}'
y nanyi {resourceBasePath}{categoryName}"),
bodyPartCategories.Add(new BodyPartCategory { categoryName =
categoryName }); } }}
// Bcmanoentoe wacmuny mina 3a iH0excom
public void SetBodyPart(string categoryName, int index) {
BodyPartCategory  category =  bodyPartCategories.Find(c — =>
c.categoryName == categoryName);
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if (category != null && index >= (0 && index < category.options.Count) {
category.selectedIndex = index;
ApplyCharacterCustomization(); } }
// Bemanoesnoe wacmuny mina 3a 3navenuam noszyuka (0-1)
public  void  SetBodyPartBySliderValue(string  categoryName,  float
sliderValue) {
BodyPartCategory  category =  bodyPartCategories.Find(c ~ =>
c.categoryName == categoryName),
if (category != null && category.options.Count > 0) {
// [lepemsoproemo 3nauenns nogzyuxa (0-1) 6 inoexc (0-count-1)
int index = Mathf. FloorTolnt(sliderValue * (category.options.Count - 1)),
category.selectedIndex = Mathf.Clamp(index, 0, category.options.Count - 1),
ApplyCharacterCustomization(); } }
// 3acmocosye nomouni HarawmyeanHs 00 Mooeii nepcoHadca
public void ApplyCharacter Customization() {
foreach (BodyPartCategory category in bodyPartCategories) {
if (category.options.Count == 0 || category.selectedIndex < 0 ||
category.selectedIndex >= category.options. Count) continue;
BodyPartOption selectedOption =
category.options[category.selectedIndex];
// [lpusnavwaemo cnpaiim 8ionogionomy penoepepy
switch (category.categoryName) {
case "lonosa": if (headRenderer != null) {
headRenderer.sprite = selectedOption.sprite;
headRenderer.enabled = true;
headRenderer.gameObject.SetActive(true); } break;
case "Tino": if (bodyRenderer = null) {
bodyRenderer.sprite = selectedOption.sprite;
bodyRenderer.enabled = true;
bodyRenderer.gameObject.SetActive(true), } break;
case "Pyxu": if (armsRenderer != null) {
armsRenderer.sprite = selectedOption.sprite;
armsRenderer.enabled = true;
armsRenderer.gameObject.SetActive(true), }
break;
case "Hoeu": if (legsRenderer |= null) {
legsRenderer.sprite = selectedOption.sprite;
legsRenderer.enabled = true;
legsRenderer.gameQObject.SetActive(true), |} break;
case "Qose": if (clothesRenderer != null) {
clothesRenderer.sprite = selectedOption.sprite;
clothesRenderer.enabled = true;
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clothesRenderer.gameObject.SetActive(true),; |} break; }
FixZForRenderers(), }

if (forceVisible) // Ilepexonyemocs, wo 6ce 6UOHO
{ EnsureVisible(); } }

// Ompumye nomounul 6ubIp yCix 4acmun nepcoHaxca

public Dictionary<string, int> GetCharacterCustomization() {
Dictionary<string, int> result = new Dictionary<string, int>();
foreach (BodyPartCategory category in bodyPartCategories) {

result[category.categoryName] = category.selectedIndex; }

return result; }

// Bemanoeantoe 6ubip ycix uacmun nepconaxca

public void SetCharacterCustomization(Dictionary<string, int>
customization) {
if (customization == null) return;

foreach (KeyValuePair<string, int> item in customization) {
SetBodyPart(item.Key, item.Value), }
ApplyCharacterCustomization(), // 3acmocogyemo kacmomizayiro 00 mooeini

/
// Bemanosnoe Z=0 ons ecix SpriteRenderer 6 06'exmi
private void FixZForRenderers() {
SpriteRenderer[] renderers =
GetComponentsInChildren<SpriteRenderer> (),
foreach (SpriteRenderer renderer in renderers) {
if (renderer = null) {
Vector3 pos = renderer.transform.localPosition;
pos.z = 0;
renderer.transform.localPosition = pos; } } } }
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Cxpunrt PlayerDatabase.cs

using System;
using System.Collections. Generic;
using System.10;
using UnityEngine;
using Core.Data;
public class PlayerDatabase : MonoBehaviour {
private static PlayerDatabase instance;
public static PlayerDatabase Instance {
get {if (instance == null) {
instance = FindFirstObjectBy Type<PlayerDatabase> (),
if (instance == null) {
GameObject go = new GameObject("PlayerDatabase");
instance = go.AddComponent<PlayerDatabase> (),
} ) return instance; } |}

[Header("Hanawmysanus 36epesicenns")]
[SerializeField] private string databaseFilename = "game database.json";
[SerializeField] private bool createBackups = true;
[SerializeField] private int maxBackupCount = 5;
private string databaseDirectoryPath,
private string databaseFilePath;
public GameData gameData = new GameData(),;
private Account currentAccount;
private Player currentPlayer;
public Action OnDatabaseUpdated;
public Action<string> OnError;
[Serializable]
public class GameData{
public List<Account> accounts = new List<Account>(), }
private void Awake() {
if (instance != null && instance != this)
{ Destroy(gameObject);
return, }
instance = this;
transform.SetParent(null),
DontDestroyOnLoad(gameObject),
InitializePaths();
LoadDatabase(), }
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private void InitializePaths() {  string dataPath = Application.dataPath;
databaseDirectoryPath = Path.Combine(dataPath, "Data", "Database”);
if (!Directory.Exists(databaseDirectoryPath)) {
Directory.CreateDirectory(databaseDirectoryPath),

Debug.Log($" B Cmeoperno  oupexmopito  onsn  6asu  Oanux:
{databaseDirectoryPath}"); }
databaseFilePath
databaseFilename), }
// Memoou ons pobomu 3 akkaynmamu
public void CreateAccount(string accountName) {
var account = new Account();
account.accountName = accountName;
account.accountld = System.Guid. NewGuid(). ToString();
gameData.accounts.Add(account);
SaveDatabase(); }

Path.Combine(databaseDirectoryPath,

public Account GetAccount(string accountld) {
return gameData.accounts.Find(a => a.accountld == accountld); }

public void SetCurrentAccount(Account account){ currentAccount = account, }
public Account GetCurrentAccount() { return currentAccount; }
public void AddPlayer(Player player) // Memoou o1 pobomu 3 epasysamu
{ if (currentAccount != null) {
player.ld = currentAccount.players.Count + 1;
currentAccount.players.Add(player),

Debug.Log($" < Hooano zpasysa: {player. GetNickname()}");

Debug.Log($" 2 ID epasys: {player.Id}");

Debug.Log($" 28 Bcebvoeo epasyie 8 akayHmi
{currentAccount.accountName): {currentAccount.players.Count}");

Debug.Log($3" [l Bcvoeo axaynmis: {gameData.accounts. Count}”);
SaveDatabase();
OnDatabaseUpdated?.Invoke(); } else {

Debug.LogError(" X Ilomounuii akaynm ne scmanoeneno!”); } }
public void AddPlayerToAccount(Player player) { AddPlayer(player),; }
public Player GetPlayer(string nickname) {

if (currentAccount == null) return null;
return currentAccount.players.Find(p => p.GetNickname() == nickname),; }
public Player GetPlayerByNickname(string nickname) {
return GetPlayer(nickname), }
public void SetCurrentPlayer(Player player) { currentPlayer = player, }
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public Player GetCurrentPlayer() { return currentPlayer; }
public List<Player> GetAllPlayers(){
if (currentAccount == null) return new List<Player>(),
return new List<Player> (currentAccount.players),; }
public List<Player> GetAllPlayersForCurrentAccount() {
return GetAllPlayers(),; }
public void UpdatePlayer(Player updatedPlayer) {
if (currentAccount != null) {
int index = currentAccount.players.Findlndex(p => pld ==
updatedPlayer.1d),
if (index >=0) {
currentAccount.players[index] = updatedPlayer,
if (currentPlayer |= null && currentPlayer.ld == updatedPlayer.1d){
currentPlayer = updatedPlayer, }
SaveDatabase();
OnDatabaseUpdated?.Invoke();} } }

public void RemovePlayer(string nickname) { if (currentAccount != null) {
Player  playerToRemove =  currentAccount.players.Find(p —=>
p.GetNickname() == nickname);
if (playerToRemove != null) {
currentAccount.players. Remove(playerToRemove),
SaveDatabase();
OnDatabaseUpdated?.Invoke(); } } }
// Memoou ons pobomu 3 pobomamu
public void AddRobotToPlayer(RobotData robot) {
if (currentPlayer != null) {
currentPlayer.robot = robot;
SaveDatabase(); } }
public RobotData GetRobot(string robotld) {
if (currentPlayer == null) return null;
return currentPlayer.robot?.robotld == robotld ? currentPlayer.robot :
null; }
public List<RobotData> GetAlIRobotsForCurrentPlayer() {
List<RobotData> robots = new List<RobotData> (),
if (currentPlayer != null && currentPlayer.robot != null) {
robots.Add(currentPlayer.robot); }
return robots; }
// Memoou 36epedicenHs/3a8aHMaNCeH s
public void SaveDatabase() { try {
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Debug.Log($"[C] Cnpoba 36epexcenns 6asu Oanux. Kinvkicmo
akayumig: {gameData.accounts.Count}");
if (createBackups &<& File. Exists(databaseFilePath)) {
BackupDatabase(); }
string json = JsonUtility. ToJson(gameData, true);

File WriteAllText(databaseFilePath, json),
Debug.Log(S"f  basa  Oanux  sbepescena  ycniwmo — 8:
{databaseFilePath}"),
Debug.Log($" [E] Buicm JSON: {json}");
OnDatabaseUpdated?.Invoke(); }
catch (Exception e) {

Debug.LogError($" X Ilomunka npu 30epedxcenni 6a3u OaHux.:
le.Message}");
Debug.LogError(3" §f Stack trace: {e.StackTrace}");
OnError?.Invoke($ "Ilomunka 36epescenns: {e.Message}"); } }
public void LoadDatabase() { try {
if (File. Exists(databaseFilePath)){
string json = File.ReadAllText(databaseFilePath),
gameData = JsonUtility. FromJson<GameData> (json),

Debug.Log(3" B Basa oanux sasammadicena ycniwmo. 3uaiideno
{gameData.accounts.Count} axkaynmis.");

OnDatabaseUpdated?.Invoke(), } else {

Debug.Log("i @atin 6a3zu oanux He snaiideno. byoe cmeopeno nosy
0azy oanux."); gameData = new GameData(); } } catch (Exception e){

Debug.LogError($" X Ilomunka npu 3asanmadsicenni 6asu OaHux:
{e.Message}");
OnError?.Invoke(8 "Ilomunka 3aeanmadicenns.: {e.Message}");
gameData = new GameData(), } }
public bool RestoreFromBackup(string backupFileName) { try {
string backupPath = Path.Combine(databaseDirectoryPath,
backupFileName),
if (File.Exists(backupPath)) {
// Konitoemo oani 3 pezeperoi xonii' 6 ocHosHull ¢ghatin
File.Copy(backupPath, databaseFilePath, true);
LoadDatabase(),// [lepezasanmasicyemo Oami

Debug.Log($" [ basa oOanux eionosrena 3 pesepsnoi Konii:
{backupFileName}");
return true; } else {

Debug.LogError($" X Pezepsna KOnNist He 3Ha0eHa:
{backupFileName}"); return false; }}
catch (Exception e) {
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Debug.LogError($" X Ilomunka npu 6ionoenenni 3 pesepeénoi Konii:
{e.Message}");

OnError?.Invoke(8 "Ilomunka sionosnenns: {e.Message}");

return false; } }

private void BackupDatabase() { try {

string timestamp = DateTime.Now. ToString("yyyyMMdd HHmmss");

string  backupPath = Path.Combine(databaseDirectoryPath,
$"game_database backup {timestamp}.json");

if (File.Exists(databaseFilePath)) {

File.Copy(databaseFilePath, backupPath); // Cmeoproemo konito

Debug.Log(3" e Cmeoperno pesepeny ronito  6asu  Oanux:
{backupPath}");

#if UNITY EDITOR // 3apeecmpyemo ¢atin 6 AssetDatabase ons Unity Editor
UnityEditor. AssetDatabase. Refresh(), #endif

CleanupOldBackups(), // Buoansemo cmapi xonii
}} catch (Exception e) {

Debug.LogError($" X Ilomunka npu cmeopenni pesepeénoi Konii:
le.Message}");
OnError?.Invoke($"l[lomunka pezepsroeo xkonitoeanusa: {e.Message!");} }
public List<string> GetAvailableBackups() {
List<string> backups = new List<string>(),; try {
if (Directory.Exists(databaseDirectoryPath)) {
string[]  files = Directory.GetFiles(databaseDirectoryPath,
"game database backup *json"); foreach (string file in files) {
backups.Add(Path.GetFileName(file)); } } } catch (Exception e) {
Debug.LogError($" X Ilomunka npu ompumanui Cnucky pe3epeHux
koniu: {e.Message}"),; } return backups, }private void CleanupOldBackups() { try {
string[] backupFiles = Directory.GetFiles(databaseDirectoryPath,
"game database backup *json");
if (backupFiles.Length <= maxBackupCount) return,
Array.Sort(backupkFiles, (a, b) =>
File.GetCreationTime(a). Comparelo(File. GetCreationTime(b))),
int filesToDelete = backupFiles.Length - maxBackupCount;
for (inti = 0; i< filesToDelete, i++) {
File Delete(backupFiles[i]);
Debug.Log(8" &7 Buoaneno cmapy pe3epeHy KONit0:
{Path.GetFileName(backupFiles[i])}"); } } catch (Exception e) {
Debug.LogError($" X Iomunka npu ouuwjenni cmapux pe3epeHux
koniu. {e.Message}"); } } }
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