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AHOTAILUS

Camapacinarxe [I. C. B. JlocnimkeHHs MeTO/1iB ONTUMI3aIlii iIrpOBUX PYIIiiB action
irop MOOUTPHUX A0JaTKiB. Marictepchka KBamidikamiifHo podoTa 31 crierianbHocTi 121
— Imxenepis mnporpaMHOro 3a0e3ledeHHs, OCBITHA Imporpama — 121 Imxenepis
nporpaMHoro 3abesnedenns. Binnunsg: BHTY, 2023. 142 c.

Ha ykp. moBi. bi6miorp.: 30 Ha3s; puc.: 41; Ta6. 16.

Y wmarictepchkiii KBamidikamiiHii poOoTi MOAu(pIKOBAHO METOIU POOOTH 3
BEJIMKOIO KUIBKOCTI O0'€KTIB HUISIXOM BUKOPUCTAHHS MYJy JUIsl CTBOPEHUX O0'EKTIB.
Januii miaxia Bupimrye mnpodsieMy (parMeHTamii nam'ari, sKa YCKJIQJHIOE TMOILIYK
BUIBHUX CYMDKHUX 0OJIacTEl maM'aTi a TaKok HaJAMIPHOIO BUTPATOIO TaKTIB Mpoliecopa
Ha oOlepaliii CTBOPEHHS Ta 3HUIIEHHA 00'ekTiB. TakoX IIpoBeACHO POOOTY 3
BUKOPUCTAHHAM JIAaHOTO METO/Y B pOOOUMIA TPOEKT JIJIsl MIABUIIEHHS OLIbII €()EeKTUBHOI
Ta cTaObLIBbHOI pOOOTH H0JATKY 0€3 IPOCaTIKU KaIPiB.

VY pesyabTati po3po0JIeHO YHIBEpCATbHUI KJ1ac JIsl CTBOPEHHS BEJIMKO1 KIIBKOCTI
00'€eKTIB 3 MOMEHTAaMHM ONTUMI3allli IX CTBOpPEHHS B MaM'sTi, CYNPOBOJIOM
KUTTENSUTBHOCTI Takux 00'ekTiB. Kimacu Pool mpeacrasneni sik asset siki Moxke OyTu
MEPEHECEHU Ta peai30BaHM B 1HINI NPOEKTH JJIsI BUKOPUCTAHHS ONTHUMI3aLIAHUX
MIPOIIECIB 1O CTBOPEHHIO MOTPIOHOT KUTBKOCTI 00'€kTiB. OCHOBHHI MPUHIUII TOJISTAE Y
TOMYy IO CTBOpPEHI OO'€KTH HE BHUIAISIOTHCA, a BHMHKarOTbCcs. HoBi 00'ekT He
CTBOPIOIOTHCS, AKTUBYBATUMYThCA O0'€KTHM 3 pool, 100 HE CHOBUIBHIOBATH POOOTY
nonatky. CTBOpeHUI MpOTrpaMHUIl POAYKT HAlMCAaHWI Ha MOBax mporpamyBaHHs C#
i npoektu st Unity3D.

KitouoBi cnoBa: 0araTonokoBICTh, NEPEBUKOPUCTOBYBAHHS, IyJ OO0'€KTIB,

aJIoKars mam'sri.



ANNOTATION

Samarasinghe D.S.V. Research of methods for optimizing game drivers of Action
games for mobile applications. Master's thesis on the specialty 121 - Software
engineering, educational program - 121 Software engineering. Vinnytsia: VNTU, 2023.
142 p.

In Ukrainian speech Bibliography: 30 titles; Fig.: 41; table 16.

In the master's qualification work, the creation of a large number of objects with
the method of using the pool to create objects was improved. This approach solves the
problem of memory fragmentation, which complicates the search for free contiguous
areas of memory, as well as the excessive consumption of processor cycles for
operations of creating and destroying objects. Also, work was carried out using this
method in a working project to increase the more efficient and stable operation of the
application without staff shortages.

As a result, a universal class was developed for creating a large number of objects
with moments of optimizing their creation in memory. And also by supporting the life
activities of these objects. Pool classes are presented as an asset that can be transferred
and implemented in other projects to use optimization processes to create the required
number of objects. The main principle is that the created objects are not deleted, but
turned off. New objects are not created, objects from the pool will be activated so as not
to slow down the application. The created software product is written in the C#
programming language for Unity3D projects.

Key words: multithreading, reuse, object pool, memory allocation.
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BCTYII

OOrpyHTYBaHHS BUOOPY TeMM A0CTizKeHHA. [HTyCTpist MOOUTEHUX IFOP € OHIEI0
3 HAWIIBH/IIIIE 3pOCTAIOYUX TalTy3ei po3Bar Ta HaBYaJIbHUX TEXHOJIOTIH. 3a OCTaHHI KUJTbKa
POKIB Irpy Ha MOOUTbHUX IIATGOpMax CTAIM BAXKIMBOI YaCTHHOIO IIOOATILHOT 1HIYCTPIl
pO3Bar, 1 el pUHOK 1€ Ma€ BETMKUH MOTEeHIIIa] [T MOJAIBIIOr0 3pOCTaHHS Ta PO3BUTKY.
Po3poOka onTuMizoBaHMX pyImiB it ACtiOn irop MoKe JOIOMOITH 3a0€3IEeYHTH
BHCOKOSIKICHUM TeMITICH Ha I1iil MepCreKTUBHIN Tu1atdopmi Ta 3po0OrTH MOOUITBHI ITpH I11e
OLIBII 3aXOILTIOIOUMMH JJISl TPABIIIB.

CripoOyroun TNpPOHUKHYTH B TDIHOMHY 1HAYCTPili KOMITIOTEPHHX IFOp, MOXHA
BIJI3HAYUTH, 1110 CyYaCH1 TEHJICHIIT IEMOHCTPYIOTh 3pOCTaIOUUi IHTEPEC TPABIIIB JI0 IrOp Ha
MoOUThHUX TuIaTgopmax. Ll 3pocrarodya MOMyNISPHICTP MOMKJIMBA 3aBISIKH IIUPOKOMY
MOIIMPEHHI0O CMAapTGOHIB Ta IUIAHMIIETIB, SKI CTAId TOBHOI[IHHUMHU ITPOBUMH
wiarpopmamu. Lleit dakt poOuTh TEMy MOCIIIKEHHS JOPEYHOIO 1 AKTYaJIbHOIO, aJIKe
MO)XHa CTBOPIOBATH BHUCOKOSIKICHI 1 3aXOIUTIOIOUl MOOUIbHI JOJATKH, $KI IIBHUIKO
B3a€EMOJIIITUMYTh 3 KOPUCTYBAYEM.

OpHak, 1CHYIOTh BUKIIMKU 1 TIPOOJEMH, sIKI MOTPIOHO BHUPIIIYBAaTH AJISi TOrO, 1100
3a0€e3MeYnTH BUCOKY SKICTh Ha MOOUThHMX IiaTdopmax. [lepi 3a Bee, irpu sxkanpy Action
B13HAYAIOTHCS BEJIUKOIO KIJIBKICTIO JUHAMIYHUX 00'€KTIB, CKJIaJHUMH OOMOBHMU CLIEHAMH
Ta BUCOKOSIKICHOIO Tpagikoro, 110 BUMara€ BUCOKOI MPOTYKTUBHOCTI. MOOUIbHI MPUCTPOI
MaroTh OOMEXEHI OOYMCITIOBAIbHI PECypcH Ta rpadiuyHi MOKIMBOCTI, TOMY ONTHUMI3aIlis
rpadiuHOrO Pyl € KPUTUUHO BAXKIMBOIO ISl 3a0€3MEUeHHs IJIaJIKOr0 TeUMILICI0 Ta
3aJI0BOJICHHSI I'PABLIIB.

Imkenepiss mporpamHoro 3abe3meueHHs 3aBXKau Oyina OJHIE0 3 HaWOUIBII
JUHAMIYHUX Ta IHHOBALIMHUX ramy3ed 1H(OpMalIiHUX TEXHOJOTIH. 3 KOKHHUM POKOM
CTIOCTEPITAEThCSI CTPIMKUN PO3BUTOK OOYMCIIOBAIBHOT TEXHIKM Ta 3POCTAar0ul BUMOTH
KOPHUCTYBAYiB 10 MPOAYKTUBHOCTI, ()YHKIIIOHAIBHOCTI Ta Bi3yaJbHOI SIKOCTI IPOrPaMHOTO
3a0e3neueHHs. B 11bOMy KOHTEKCTI IrpoBa 1HIYCTPisl HE € BUHSATKOM, aJKe BOHA HE TIIIbKU
BH3HAYa€ HOBI CTAaHAAPTH /IS TpadidHOT IHTEHCUBHOCTI, aJie TAKOXK Ma€ BEJIMYC3HUI BILIUB

Ha PO3BUTOK OOUYMCITIOBATBHUX TEXHOJIOT1M B3arai.
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30kpeMa, MOOUIbHI ITpU CTalM OJHIEI 3 HAMMOMyJApHIMX (GopM po3Bar Ha

Cy4yacHUX cMapT(doHax Ta riaHmerax. Bonu npuBepTaioTh MUTBHOHH KOPUCTYBAY1B CBOEIO

JOCTYIHICTIO Ta PI3HOMaHITHICTIO >kaHpiB. CaMe TyT BUHHKAae BeluKa MoTpeda B
ONTUMI3AIIIT IrPOBUX PYIIIiB JIJIs 3a0€3MeUeHHS TIaBHOCTI Ta BUCOKOSKICHOT TeHMILICHO.

Posrnsnaroun nuHamiKy pUHKY MOOUTBHUX ITOp, MOXKHA BII3HAYUTH 301IBILICHHSA
KOHKYPEHIIi1 cepei pO3pOOHMKIB Ta 3POCTaHHS BUMOT TPABIIB 1O SIKOCTI irop. I'pasii
O1IbIIIE HE 3a/I0BOJIBHSFOTHCS TIPOCTUMH apKaJlaMy, BOHM OYiKYIOTh Bijl iIrop Ha MOOLTEHUX
waTgopMax 3axXOIUTIOIOYHMNA CIOXKET, peaslicTU4YHy rpadiky Ta IHTEHCHBHUUN TelMIUIEH,
NoIIOHUI 10 TOro, IO MOXKHA 3HAWTH Ha TpaJMIIMHMX 1rpoBux KoHcomsx Ta IIK. Lle
CTBOPIOE BUKIIUK JJIs1 pO3POOHMKIB 1 BUMArae BJIOCKOHAJICHHS ITPOBUX PYIIIIiB.

3 iHmoro OOKy, MOOUIbHI MPHUCTPOI MarOTh CBOi OOMEKEHHS B amapaTHOMY Ta
eHeproe)eKTUBHOMY BIJHOIICHHI, 1110 POOUTH ONTUMI3AIIIO ITPOBUX PYUIIIB 1€ OLIBII
BaXJMBOIO. E(deKkTrBHE BUKOpUCTaHHA OOYMCIIOBAIBHUX pECYpCIB Ta IpadiyHUX
MOJKJIMBOCTEH CTa€ KJIFOYOBUM 3aBAAHHSAM /ISl pO3POOHUKIB MOOLTBHHX 1rOp.

Ha choroaimHiit 1eHb iCHYI0Y1 irpoBi py1ii it MOOLIBHUX 1rop, X04 1 eheKTUBHI,
aJie He 3aBXKIM B 3MO31 3a0€3MEeYUTH ONTUMAIBHY MPOJYKTHUBHICTH Ta rpadiuHy SIKICTb,
0co0sMBO 11 pearmicTiarux Action irop. Omke, icHye noTpeba B MoJaIbIiiii po3pooii Ta
BJIOCKOHAJIEHH1 METO/11B ONTUMI3aLlli INPOBUX PYLIIIB J1s 320€3M€UEHHS IIIaBHOCTI, SKOCTI
Ta €()eKTUBHOCTI FeHMIUICI0 HA MOOUTEHUX MPUCTPOSIX.

JIJi ToCATHEHHS YCIIXY B 1iH raity3i, BKJIMBO PO3YMITH, III0 ONTHMI3AIlisl IrPOBUX
pyIIiiB HEe OOMEXKYETHCS JIMIIEC MUTAHHSIMHU TPOIYKTUBHOCTI. BoHa Takok BIUTMBae Ha
KUTTEBUH ITUKIT OaTapei MOOLTBHUX MTPUCTPOIB, IO CTOCYETHCS iXHBOT eHEProe(eKTUBHOCTI
Ta TPUBAIOCTI aBTOHOMHOI poOOTH. P0o3poOka epeKTHMBHMX METOMIB ONTHMI3AIlii CTae
CTpaTeriuHO BAXIMBOK Ui 3a0e3MeYeHHS KOMQOPTHOTO TeMMIUICIO Ta 3aJ0BOJICHHS
noTped TPaBIliB.

OCHOBHMMH 3aBJaHHSMU IIHOTO JOCIIIKEHHS € PO3pOOKa Ta BIPOBAIKEHHSI HOBUX
METOJIB ONTUMI3aIll irpoBUX pymiiB mus ACtion irop Ha MoOUTEHHX mpucTposix. Lle
BKJTIOYA€E B ce0e po3po0Ky alropuTMiB onTuMizaliii rpadiqHol CKIIaI0BOi, yIOCKOHATICHHS
CUCTEM pEHJEPUHTY, ONTHUMI3aIlil0 OOYUCITIOBAILHUX TMPOIECIB Ta BUKOPHUCTAHHS

MIEPEIOBUX TEXHOJIOTIN, TAKUX SK MIEHIEePH Ta MapasieibHi O0UUCICHHS.
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3arajpHHUI yCMiX I[bOTO JOCIKEHHS MOKE 3HAYHO MAHITH SKICTh MOOUTLHUX 1TOD,

3pOOUTH iX OUTBII JOCTYITHUMU Ta IPUEMHUMH JIJIs TPABIIIB, @ TAKOXK CIIPUSITH MOIATBIIOMY

PO3BUTKY MOOUTHLHOI irpoBoi iHAyCTpii. Takum umHOM, OOpaHa Tema JOCHIHKCHHS €

aKTyaJIbHOIO Ta BaYKJIMBOIO B KOHTEKCTI CYYaCHUX BUKJIMKIB T4 MOXKIIMBOCTEH B 1HXKEHEpIl
MPOrpaMHOro 3a0e3MeueHHS.

Tomy aKkTyaqbHUMH € TIHTaHHS JOCTIHKEHHS Ta ONTUMI3aIlisl irpoBuX pymriiB Action
irop MOOUTBHUX JOJATKIB, OCKUIBKH ICHYIOYl METOJM OINTHUMI3AIli HE 3aI0BOJILHSIOTH
notpebu Oararhox poOOUYMX TpoIeciB MOOUTHHUX AofatkiB. lle mependagae po3poOKy
HOBHUX METO/IIB 1 3aC001B orrTuMi3ariii.

3B’A30Kk po00THM 3 HAYKOBMMHM IporpamMamMu, IUIaHamMu, Temamu. PoGota
BUKOHYBaJIacs 3TIHO IUJJaHY BUKOHAaHHS HAyKOBUX JIOCHIDKEHb Ha Kadenpi
MIPOTpamMHOro 3a0e3MeueHHs

Mera Ta 3aBIaHHSI AOCJTiMKeHHsl. MeToo poOOTH € MPOBENECHH AOCITIIKEHb
METOIB ONTHMi3alii irpoBux pymriiB Action irop MOOUTEHHX JOAATKIB JUIS ITiBUIIICHHS
MPOJYKTUBHOCTI  Ta  ONTUMI3AIlil  BHKOPHUCTAHHS  PECypCiB 32  paxyHOK
0araTormoTOKOBOCTI MpOIieCiB Ta BUKopucTaHHs Imyiry (ObjectPool).

OCHOBHUMHU 3aJ1auaMu JOCIIIKEHHS €:

— MPOBECTU aHATI3U ICHYIOUHMX METOIB Ta 3aC00IB CTBOPEHHSI 00’ €KTIB JJIs
M1JIBUIICHHS MPOAYKTUBHOCTI Ta ONTUMI3AIlli;

— MO (IKyBaTA METO/ IMIABUIIICHHS MTPOIYKTUBHOCTI BUKOPUCTAHHS ITaM’ Ti
MIPUCTPOIO;

— MOaU(IKyBaTHU METOJ ONTHUMI3allli BUKOPHCTAHHS PECYpCiB 3a pPaxyHOK
0araTomnoTOKOBOCTI;

— CTBOPHTH YHiBepcainbHuii POOl Manager Ha ocHOBI maTepHa 1y’ 00'€KTiB;

— pPO3pOOUTH TIPOrpaMHI KOMIIOHEHTH Ta CUCTEMY Bi3yaii3ailii Ha OCHOBI
3aIPONOHOBAHUX METO/IIB,;

- IPOBECTH  CKCIIEPUMEHTANbHI  JIOCHIIPKEHHST  pO3pOO0JICHHX  3ac00iB
TECTYyBaHHS MPOEKTY Ta MPOJEMOHCTPYBATH OTPUMAaH1 Pe3yJIbTATH.

O0’exkT AOCHIIKEHHSA — TPOLEC JOCTIKEHHS METOMIB ONTHUMI3allii 1rpoOBUX

pymriie Action irop MOOITBHHUX T0IATKIB.
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IIpeameT qocaizKeHHsI — METOIM Ta 3acO0M onTUMI3alii irpoBux pymriiB Action
1rop MOOUIBHUX 1TOP.

Metoau aociigxeHHs. Y Tporeci TOCTIHKEHb BHUKOPHUCTOBYBAIHCH: TEOpis
yyceNl Ta 4YuUcCelIbHUX MeToniB, Teopema Kyna-Takkep, Meroau mrpadHuX (GyHKIIIH,
Teopis audepeHIiaTbHO-IHTETPajJbHOrO YHCIICHHS, JIiHIMHA anredpa, MeToau
AHATITUYHOI TEOMETPii sl pO3pOOKH MOJIENCH Ta METOAIB ONTUMI3aIli BUKOPUCTAHHS
pecypciB 3a paxyHOK 0araTOIMOTOKOBOCTI, KOMIT IOTEPHE MOJIEITIOBAHHS /ISl aHAIII3Y Ta
MEePEBIPKUA OTPUMAHUX TEOPETUYHUX TOJI0KCHbD.

HaykoBa HOBH3HA OTPMMAaHUX pe3yJIbTATIB.

1. [Toganporo po3BUTKY OTPUMaB METOAY IpOBOTO IyJy, Ha BIJIMIHY BiJ
ICHYIOUMX, BUKOPHUCTAHO CTAaTWYHI KJIacH Ta MAaTEPHH, MO0 JO3BOJHIO 3MEHIIUTH
KUIBKICTh BUKOPUCTAHHS [1aM’ST1 B MPOIECI pOOOTH MPOTPaMHOTO 3aCTOCYHKY .

2. [Tomanpmioro po3BUTKY OTPUMAaB METOJ| MyJy KepyKYHX MOTOKIB, 10 Ha
BIJIMIHY B1Jl ICHYIOUHX peajli3y€e iIHHOBAIIHY CTpaTerii JUHAMIYHOTO PO3IOALTY 3aBJaHb
MDK IOTOKaMHU JUIsi aBTOMATHYHOTO aJanTyBaHHS KIUIBKOCTI pOOOYMX TOTOKIB J10
MMOTOYHOTO  3aBAaHTAXEHHSI CUCTEMU. Takuh TIAX1J  JO3BOJSE  ONTUMI3yBaTH
BUKOPUCTAHHS TMPOIECOPHOTO Yacy Ta MIABUIIMTH 3arajibHy MPOIYyKTHUBHICTH pOOOTH
CUCTEMH.

I[IpakTuyHa WiHHICTL OTPUMAHMX pe3yJbTaTiB. [IpakTuyHa WIHHICTD
oJiepKaHUX PE3yJIbTATIB MOJSATa€ B TOMY, III0 HA OCHOBI OTPMMAaHUX B MariCTePChHKii
kBai(ikaiiitHii poOdOTI TEOPETUUHUX IMOJ0KEHBb 3alIPONIOHOBAHO METOJU ONTUMI3allii
irpoBux pymriiB Action irop MOOUTBHUX J0AATKIB 3a paXyHOK 0araTormoTOKOBOCTI.

OcoOuctuii BHecok 3700yBaya. Yci HaAyKOBl pe3yJbTaTH, BUKIAJCHI Yy
MaricTepchKi KBamiQikaiiitHiii poOOTi, OTpUMaHi aBTOPOM OCOOUCTO. Y JPYKOBAHUX
npaisix, omyOJiKOBaHUX y CIIBAaBTOPCTBI, aBTOPY HaJeXaThb TakKi pe3yJIbTaTH: aHali3
METO/IIB 0araTormoTOKOBOCTI IFPOBUX PYIIIiB, MporpaMHa peaisallis yHiBepCalbHOTO
kiacy Pool s Ouibll parfioHaJIbHOTO BUKOPUCTAHHS MaM'siTi B MEpioJl CTBOPEHHS
BEJTMKOTO KIJTbKOCTI 00’ €KTIB Ta KOHTPOJIFOBAHHS ii MPOIIECIB JKUTTEISITEHOCTI.

Anpobanisa martepianiB Maricrepcbkoi kBaJjidikauiiinoi podoru. OcHOBHI

TMIOJIOXKEHHSI MaricTepChbKoi KBami(iKaiiifHoT poOOTH OTIOBIIATKCS Ta 00TOBOPIOBAIUCS HA
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BceeykpaiHchkiii HayKoOBO-TeXHIUHIM KoH(epeHIli «Mojoap B Hayli: JOCIIHKEHHS,

npooaemu, nepcrnektusu (MH-2022) [1], Mixkunaponna HaykoBo-IIpaktuuna IntepHer-

Kondepenniss «Enekrponni Indopmarniitni Pecypcu: CrtBopennsi, Bukopucranus,
Hoctyn» [2].

IMyoaikanii. OcHOBHI pe3yJNbTaTH AOCITIHKCHb OIMyOJIKOBAaHO B 2 HAayKOBHX

mparsix, y TOMy 4dCii 2 — y MaTepiaiax KoH(pEepeHIii.
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1 AHAJII3 MIPOAYKTUBHOCTI BA'ATOIIOTOKOBOCTI JOJATKY B
AKOMY YACTO CTBOPIOIOTBHCA OB'EKTHU

1.1 bBaraTomoTOKOBICTb IrPOBUX PYIIIiB

baratonoTokoBUMHM Ha3MBalOTh JOMATKH, SKI BHKOHYIOTh KUIbKa 3aBIaHb
OJTHOYACHO B OKpeMHX MOTOKax. JlomaTku, 1Mo BUKOPUCTOBYIOTh 0araTornoTOKOBICTS,
O17BII OTEpaTUBHO pearyloTh Ha J1i KOpUCTyBada, OCKUIBKU 1HTepdeiic KopucTyBaya
3QIIMIIAETHCS AKTUBHUM, y TOW Yac K 3aBJaHHS, 10 BUMararTh IHTEHCUBHOI poOOTH
npoliecopa, BUKOHYIOThCS B 1HIIUX MOTOKaX. baratonoTtokosi gonatku Ha MoBi C# mipu
BUKOpUCTaHHI Mono po3poOJisiioThCs 3a JIOMOMOror KitouoBuxX cniB:  Thread,
ThreadPool 1 acHHXpOHHUX JeeraTiB.

Bbyno po3risHyTo 0araTomoTOKOBE 3aCTOCYBaHHA Ha MPHUKIaAi OyIBHUIITBA.
[IpencraBumo, 10 KOXKEH MpalliBHUK BUKOHYE CBOi OOOB'S3KM OJIHOYACHO 3 1HIIUMU
npainiBHuKamMu. Hanpuknan, oivuH BUMHMBAE MiAJOTY, IPYyruid BUMHUBAE BIKHA 1 T.J. (BCI
nii BinOyBaeThcs ogHo4acHO ). Le 1 € Hallll MOTOKH.

Thread — kiac, skuii 103BOJIIE CTBOPIOBATH HOBI MIOTOKH BCEPEJIHHI 1CHYIOYOTO
nogatky [3]. Kmac Thread Bu3Hauae psim METOMIB 1 BIACTHBOCTEH, SIKI JO3BOJISIOTH
KEepyBaTu MOTOKOM 1 OTPUMYBATH 1HPOPMAIIit0 PO HbOT0. OCHOBHI BJACTUBOCTI KJIacy:

— ExecutionContext: 103BoJiIE OTPUMATH KOHTEKCT, y SIKOMY BUKOHYETBHCS

MMOTIK;
— IsAlive: Bka3ye, npaioe Yu NOTIK Y MOTOYHUNA MOMEHT;
— IsBackground: Bkasye, € i noTik (hOHOBUM,;
- Name: MICTHTB IM'S IOTOKY;
— ManagedThreadld: noBepTae unciaoBuii i1eHTU(PIKATOP MOTOUYHOTO MOTOKY .
[Tpioputer: cxoBuile MPIOPUTETY TMOTOKY — 3HAYCHHS [EPEUUCICHHS

ThreadPriority:
— Lowest;
— BelowNormal;
- Normal;

— AboveNormal;
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— Highest.

3a yMOBYaHHSM TOTOKY 3aJa€Tbcsi 3HaueHHss Normal. OgHak MOXeMO 3MIHUTH
NpIOPHUTET y mporieci podoTu mporpamu. Hampukiaz, migBUIUTH BaKJIUBICTh TOTOKY,
BCTaHOBUBINU MpioputeT HaviBuimii. Cepena CLR Oyne po3paxoByBaTu Ta aHaIi3yBaTU
3HaYEHHS MPIOPUTETIB 1 Ha TX MiJACTaBl BUALISATH JaHUH MOTIK a00 1HITY KUIBKICTh Yacy.

ThreadState moBepTae cTan MOTOKY — OJIHO 13 3HaYeHb nepeuncienns ThreadState.

Aborted — oTtik BiTHOBJIEHHS.

AbortRequested — s MOTOKY BHKJIMKaHHWKA MeToJ Abort, ajge BCTaHOBJICHHS
MIOTOKY III¢ HEC BUHHUKAE

— Background: nmoTik BUkoHy€eTbcs y POHOBOMY PEKUMI,

— Running: moTik po3noyaruii i mparroe (He 3yMUHIIOYNCH);

— Stopped: moTik 3aBepIICHO;

— StopRequested: moTik oTpuMaB 3alUT HA 3YMUHKY;

— Suspended: moTik 3ynuHEHHN;

— SuspendRequested: moTik oTpuMaB 3anUT HA 3yMTHUHKY;

— Unstarted: noTik 1ie He OyB 3aMyIlEHHH;

— WaitSleepJoin: motik 3ab10K0BaHUi B pe3yJibTaTi Aii MeTodiB Sleep abo
Join.

VY mporieci poOOTH OTOKY HOT0o cTaTyc 0araTokpaTHO MOK€ 3MIHUTHCS Mif Ait0
MmeTo/iB. Tak, Ha MoYaTKy 1€ J0 3aCTOCYBaHHS MeTOly Start HOro cratyc Mae 3Ha4eHHsI
Unstarted. 3anmycTuBiim noTik, 3MiHIOEMO Horo cratyc Ha Running. Buszsas meto Sleep,
ctatyc 3MinuThesa Ha WaitSleepJoin.

Kpim nporo cratuuydoro BiactuBocTi CurrentThread xmacy Thread wmosxna
OTpUMAaTH MOTOYHHH MOTIK.

VY nporpami Ha C# € MiHIMYM OJIMH MIOTIK — FOJIOBHUM MOTIK, B IKOMY BUKOHYETHCS
Meton Main.

ACHHXpOHHI JeNierati — aCHHXpPOHHUI METOJl BUKJIMKY 3a JIOTIOMOTOIO JIeJeraTa,
SKUW BU3HAYAETHCS 3 TAKOK K CHUTHATYPOIO, IO 1 BUKIWKaHWN wmeton. Jlms
ACMHXPOHHOTO BHKJIMKY HEOOXIJHO BHKOpPHCTOBYBaTH Metoia «Beginlnvokey. Ilpwu

TAKOMY TIIXO/Ii aenerat oepe 3 MoToKy «PO0l» i B HbOMY BUKOHYEThCS JCSIKUI KOJI.
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ThreadPool — peamizamis ua6uony «pool object». Moro cenc B edexTHBHOMY
yOpPaBIiHHI MOTOKAMH: CTBOPEHHS, BHJAJICHHS, MPU3HAYEHHS iM TIEBHOI POOOTH.
[ToBepratoun no OymiBenpHOI aHanorii, ThreadPool — 1e mpopoOka, sika KOHTPOJIOE
KUIBKICTh Oy/1IBEJIbHUKIB HA OyIBHUIITBI Ta MIPU3HAYAE KOKHY 3 HUX 3aJ]1a4y.

MoBa C# Hamae 1HCTpyMEHTH sl CHHXpOHi3amli motokiB. Lli iHCTpymeHTH
Mpe/ICTaBJICH] y BUTJIAI 3aMKa 1 MOHITOpa. BOHM BHKOPHCTOBYIOTHCS JUJIsl TOTO, 11100
BUKOHAHHS OJIOKY KOJy HE 3I1HCHIOBAJIOCS KUJIbKOMa OJHOYACHO MoTokamu. OaHi€r0
0COOJMBICTIO, € BUKOPHCTAHHSI IIMX IHCTPYMEHTIB 1o Moxe npuBectu 10 «deadlocky y
(B3aemo0I0KyBaHHs TIOTOKIB). Lle BimOyBaeThCs Tak: MOTIK «A» OYiKYy€e, KOJIH MOTIK «B»
MOBEpHE YIpaBiiHHSA, a OTIK «B», y CBOIO Uepry, ouiKye, KOJIU MOTIK «A» BUIIOBHUTH
3a0si0koBaHUM KoJA. ToMmy 0aratornoTOKOBICTh 1 CHHXPOHI3allll0 MOTOKIB HEOOX1THO
BUKOPHCTOBYBATH 3 00EPEIKHICTIO.

OcHoBHa npo0JIeMa, 3 IKOK CTUKAIOThCS MTPU pO3pOo0LIl OTHONOTOYHUX MTPOrpam —
ue Ul-¢pusn, BUKIIMKaH1 BUKOHAHHSAM CKJIQJIHUX Onepailiil B ocHoBHOMY notoli. B Unity
€ MEXaHI3M PO3MaJIIOBAHHS 3aB/IaHb, MPEACTABICHUN Y BUTIISII JOMOMDKHHUX MPOTrpam
(coroutine), ame BiH MpaIfo€ B OJHOMY IOTOI. SIKIIIO BCTaHOBIIIOEMO TMapajeiibHe
BUKOHAaHHsA (YHKI[IF B OCHOBHOMY IIOTOIll, TO MOXHa BHKOPHCTOBYBaTH COroutine.
Hidoro ckmagHoro B bOMy HeMae, B JOKYMEHTAIlll Il TeMa ayKe J00pe OCBITJEHA.
OpHak, HarajgaeMo, o coroutine — e iterators, siki B Mparro0Th TAKUM YHHOM:

— IEPIINM JI1JIOM iJI¢ peecTpaltis Corouting;

— micis koxkHoro BukimMky Update 1 mepen Bukiaukom LateUpdate, Unity
3aMUTy€ BCl 3apeecTpoBaHi MporpaMu Ta oOpoOJisie€ KoM, SIKWWA OMMCAHWM BCEpPEaUHI
METOAy, 110 Mae v [Enumerator.

Sk 3ragyBajocs paHimie, COroutine mparorTh B OCHOBHOMY moTomi. [lo 1ii
MPUYHUHI OTPUMYEMO (HPU3H, 3aITyCKAIOUN B HUX BaXKKI METOM.

Ps 11X HEJIOMIKIB JIETKO BTPAYa€THCS 32 JJOTIOMOTOI0 PEAKTUBHUX PO3LIUPEHbD, SIKI

B MTOJQJIBILIOMY MPUHECYTH 11I€ 0arato pi3HUX MOKpPAIIEHb Ta MOJIETIIYIOTh PO3POOKY .

1.2  TlopiBHAJIBHUYN aHANI3 aHAJIOTIB

[Tynu 06'exTiB y Unity: K110 XoueMo J0JaTH 1y 00'ekTiB y cBiil mpoekT Unity, y
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BacC € TpU BapIaHTH:

— CTBOPUTHU BIIACHY CUCTEMY;

— KyIHUTH CTOPOHHIO cuctemy pooling;

— imnopryBatu UnityEngine.Pool.

Crnouatky posrisHeMo ix. Ilepmmii crmocid, CTBOpEHHS! CBO€i BIACHOI CHCTEMHU
pooling, He BUTIIAAE HATO CKIIAQJIHHUM, JIMIIE peaji3yBaTH KiIbKa ONepaIlii:

— ctBoputu Ta BunanuTH myn (Create & dispose);

— B3sTH 3 yny (Take);

— noBepHyTHUCh y Ty (Return);

— oneparii ckumpanas (Reset).

AJle 1€ YacTo cTae HabaraTo CKJIajHilIe, KOJIU BU MOYUHAETE TyMaTH Mpo:

- TUIIOOE3MEKH,

— VIPaBIIHHS TaM'TTIO Ta CTPYKTYpaMH JaHUX;

— aJloKallisi KOpUCTyBaya/BUBLUILHEHHS 00'€KTIB,;

— OTOKOOE3MEKH.

OCKUIBKH 11€ B3K€ BHUpillIeHa Mpo0eMa, BUKOPUCTOBYEThCS Te, 110 MpaIftoe, oo
Oyna 3mora 3ocepeauTuch Ha mpoekTi. 1106 3a10BITFHUTH KOPUCTYBadYiB MOOIJILHOTO
JI0JATKY.

HNpyruii crioci0, ctoponHi cuctemu pooling object, Tyt notpiOHO Hiie BUOHpaATH
OJIHOTO 3 TaKUX MMOCTAYaJIbHHKIB, SIK:

— The Unity Asset Store;

— Github.

PosrnsiHemo kinbka npukiafi. [nctpyment Pooling Toolkit (auB. pucyHok 1.1) —
MICTHUThH €JIeraHTHe 00’ €THaHHs 00’ €KTIB, 3 MOXKJIMBICTIO CTBOPIOBATH MYJIN
GameObjects nmpocTum nepeTaryBaHHsAM. A aiisg TumiB 00’ exTiB C# nmoTpiOeH muie
OJIUH PsIOK Kouy [4].

[Ipoctuii y BukopucranHi. Jljist 3anuty abo BiIHOBJIEHHS €K3eMIUIsipa OyIb-KOTro
00’€eKkTa B MMyl MOTPIOCH JIUIIE OJIUH PSAIAOK KOAY. SIKIIO BU HEMIPABUIILHO BIIOpA€ETECS 13
B3a€EMOJIIE€I0 3 00’ €KTaMU IyJy, BU OTPUMAETE MONEPEHKEHHS, aJie CUCTeMa JOKJIae BCiX

3yCHUJIb, 00 BUTIPABUTHU MIOMHJIKY Ta HE 3aJUIINTH BaC Ha BIAKPUTOMY TOBITPI.
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ABTOMAaTUYHE BUBYEHHS PO3MIPY MYJTy 3 JIOCTYITHUM MOBHUM PYYHUM PEKUMOM —
MyJIM MOXXYTh aBTOMAaTHYHO HAJIAIITOBYBATHUCS JIJIi MallOyTHIX 3aIycKiB 3aJie)KHO BIJ

BHUKOpPUCTAHHA.

>

Pooling Toolkit
Sprocket, Inc.
Tools

1. 8.8 8 ¢

Pucynox 1.1 — Inctpyment Pooling Toolkit

13Pixels Pooling (auB. pucyHok 1.2) — 3aMiCThb CTBOPEHHS CK3EMILIIPIB i
3HUIIEHHS 00’ €KTiB iepepoodisiite iX. Lleit makeT BukopuctoBye GameObject.SetActive
3a 3aMOBYYBaHHSM, ajic BU MOXKETEe 3MIHUTH IF0 ToBeAiHKY i prefabs. Hanpuknian,
MOKHa TIEPEMICTUTH O00’€KT 3a MeX1 BHAMMOI O00JAcTl CIEHU HJis 1€ IIBHUAIIOTO
00’ennanHs [5].

Oco0OMuBOCTI BUKOPUCTAHHS:

— BUKOPUCTOBYBAHHSI BIKHO HAJIATOJKEHHS 11 MOHITOPUHIY AKTHUBHOCTI
MyJly Ta HAJTAroDKEHHS €K3eMIUISIPIB My,

— MOTIEPE/THE 3aMOBHEHHS PI3HUMHU CIOCOOaMH, 3a JOTIOMOTOI KOOy abo
BUKOPUCTOBYIOYM  KOMIIOHEHT  IONEPEIHBOTO  3allOBHEHHS, SKUH  JO3BOJISIE
3aBaHTAXKyBaTH KiJIbKa KaJpiB JJIs MATPUMKHU €KpaHa 3aBaHTAKCHHS,

— 00’ €KTH TyJTy MOHA BUTBHO BUKOPUCTOBYBATH SK IOUipHI 00’ €KTH CKUTBKH
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3aBrojJHO (HeMae 0aTbKiBChKOro 00’ekta GameObject, crienudiyHOro IS MyIIy).

POOLING

FAST

13Pixels Pooling
13Pixels

Tools/Integration

Pucynox 1.2 — Iuctpyment 13Pixels Pooling

Pure Pool (muB. pucynok 1.3) — 1e mpodeciline Ta pO3IIMPEHE PIIICHHS IS
00’eqHaHHS 00’ €KTiB, MPU3HAYCHE IS TIOKPAIIEHHS MPOYKTHUBHOCTI Bamioi rpu [6].

3 nerkicTio 3amiHtoe BUKIUKH Instantiate 1 Destroy Ha Acquire 1 Release 1 moxxna
CTBOPUTHU OLJIBIII IUIABHY TPY.

O0’enqnanHsa 00’ekTiB 3a gomomoroto Pure Pool no3Bossie mepepoOnsitu Ta
MOBTOPHO BUKOPUCTOBYBATH BaIlll CTapi 00 €KTH, a HE TMOCTIMHO iX 3HUIYBaTH Ta
CTBOPIOBATH 3aHOBO.

3aminiTe Bami Bukimku Object.Instantiate Ha Bukimku Pool Manager.Acquire, a

Bukinku Ha Object.Destroy i3 Bukimukamu Pool Manager.Release.
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Pure Pool - Object ...
Umbrace
Tools/Integration

Fokkk

Pucynok 1.3 — [actpyment Pure Pool

Pooling Manager (muB. pucyHok 1.4) — 11e KOHBEep Bizyamizallii 3 MOKIHBICTIO
CLICHapil0, SKUA MOKHA IIBMJKO M JIETKO HaJalITyBaTW Ta Ja€ 3MOTY CTBOPIOBATU
ontuMi3oBaHy rpadiky Ha Oarateox miaTdopmax [7].

OCHOBHI1 0COOJIMBOCTI:

— O1IbIII THYYKHI MEXaH13M YNpPaBIIIHHS;

— J0/IaHO BJIACHUMKA MYJTy JJIS IEHTPaJ130BaHOTO KEPYyBaHHS BCIMA 00’ €KTaMU
HyJy,

— MEPEMUKAIOYNCh MK CIIEHAMH, € MOXIIMUBICTh 30€epertd abo 3HULIUTH
BKa3aHM TyJ. 3a 3aMOBYYBaHHSM I 00 €KTH, 3i0paHi MiJg Yac BUKOHAHHS, Oyne
3HUILEHO;

— JOJaHO 1HCTIEKTOpA MEHEKEpa MyJiB. Inax SIKUH Mae
[Window/HHK/Pooling Inspector] y meHro;

— ABTOMaTHUYHO 301IBIITY€E PO3MIP MYJIIB.
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Pooling Manager

» 0

Pooling Manager M

@ Refund policy v

[

visa [0 0 G D

License agreement
License type

File size 12MB

Latest version 1.3p1

Pucynok 1.4 — IactpymenT Pooling Manager

CTOpOHHI IHCTPYMEHTH MOKYTh TOJICTIIMTH MPOIIEC CTBOPEHHS 1 MalOTh Oarato
3pyYHUX IHCTPYMEHTIB. AJie BOHU MAlOTh HEJIOMIKH:

— MOKJIaJaeEMOCA Ha iX MIATPUMKY y BHUIIPABICHHI MpoOJeM Ta OHOBJIECHHI
MaKeTiB JJII HOBUX BEPCiil peakTopa,

— AKIIO HEMA€E KOy, HE MaeMO 3MOT'H BUIIPABUTHU MPOOJIEMH CAaMOCTIHHO;

— O1IbIlIe MOKIIUBOCTEHN JTOPIBHIOE CKIAAHIMIMKN KOJ. 3HAT00UTHCA Yac, 00
3pO3yMITH 1 BUKOPHCTOBYBATH IXHIO CUCTEMY;

— BOHU MOXXYTb OyTH JOCUTH TOPOruMHU (1 3a TPOIIMMA 1 32 4aCOM).

[Ikana ominroBanHs kputepiiB Pool Managers:

—  HE BIAMOBIIHICTH JaHOMY KpuTepito — 0;

—  BIANOBIJHICTH JaHOMY KpHUTepito — 1.

CrinpHui mokasHWK KputepiiB myn menemkepi (CITIKIIM) — ne cepente
3HAQYEHHSI BCIX HEOOXITHUX KPUTEPIiB MyJ MEHEIKEpPYy IS PO3pOOKH JIOJATKY.

CIIKIIM o6uucmroeTses 3a popmyioro 2.1.

CIIKIIM =(IT1+I12+I13+114)/4 (2.1)

ne I1; — 6e3komToBHa JlieH31sl MPOYKTY;
[, — miaTprMKa Bepciii Ta OHOBJICHB;
[13 — pemaxitiss CKpHUIITIB,

[14 — merkicTh y BUKOPUCTAHHI.
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CTtBOpHMO HOPIBHAILHY XapakTepucTuKy Pool Managers y Burisiai Tadmmmi 1.1.

Tabmuus 1.1 — IopiBasuteHI xapaktepuctuku Pool Managers

HasBa Bes3komrosHa [TinTpumka Penaxmisg Jlerkictpb y CymMma
MIPOIYKTY Jlinensis Bepciit Ta CKPHIITIB BUKOPUCTAaHHI | TIOKAa3HUKIB
POAYKTY OHOBJICHb

Pooling 0 1 0 1 2
Toolkit

13Pixels 0 1 0 0 1
Pooling

Pure Pool 0 0 0 1 1
Pooling 0 0 1 1 2
Manager

Bitactauii ko 1 1 1 1 4
pooling

PesynbraTn po3paxynky CIIKIIM:

— CIIKIIM «Pooling Toolkit» mopisHtoe 1;

— CIIKIIM «13Pixels Pooling» mopisHroe 0,8;
- CIIKIIM «Pure Pool» mopisnioe 0,2;

— CIIKITIM «Bnactamii ko pooling» gopishioe 0,2.

[IpoBiBIIM MOPIBHSUIBHUM aHali3 Ta MIXK ICHYIOUMMH aJIbTE€pHATUBAMH, OYJIO
BUPIIIEHO CTBOPUTH CBOIO cucTemy Poolings, tak sik BoHo mae HaviBummii CITKIIM,

Ta SIKy MOKHA CTIOKIITHO OHOBJTIOBATH Ta HE BUTPAYATH JIUIITHI KOIIITH Ha TX MPUI0aHHS.

1.3  O3nHaku nmoTpeOu BUKOPUCTAHHS ITYJIiB

Bizmomo, 110 CTBOpEHHS, 3HUIICHHS, IEPEMUKAHHS MIX IMOTOKaMH — i€ 3aTpaTHa
onepais. [1{o6 yHUKHYTH HaKJIaAHUX BUTPAT MOB'A3aHUX 13 LIUM, OCHOBHOIO 1JIC€I0 YTy
noTtokiB y .NET crano 3MeHIIeHHs KiJTbKOCTI 33 ISTHUX MMOTOKIB 1 301JIBITICHHS] BUKOHAHOT

HUMHU poOoTu. ToMy B myJIi Ha HAc 3aBkaAU yekae neBHa Bijoma CLR KUIBKICTh TOTOKIB
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rOTOBUX Ha BUKOHAHHS 3aBJaHb. | came ToMy Maitke Bci kHUTH npo .NET roBopsts, 1110
JUIS TIBHUJKOTO CTBOpEeHHS Ta BHKOHaHHS moToky ThreadPool.QueueUserWorkltem
roauThes, a Mmeron Start kimacy Thread Hemae.

Y NET 3.5 1 panime Thread Pool ckimamaerbcs 3 rio0OaibHOiI 4epru, B SKY
NOTPAIUIAIOTh 3aBJaHHS Ha BUKOHAHHS 3 MOTOKY HAIIOl MPOTpaMM Ta MEBHOI KIBKOCTI
pobounx motokiB — Worker threads [8]. Came poGoui moTOKH po30HpaIOTh 3aBIaHHS i3
rJ100aJIbHOT Yeprv Ha BUKOHAHHS, 1 KOJIM BOHU BUKOHAIOTh 3aB/IaHHS — BOHU 3BEPTAIOTHCS
70 TI00aJIbHOT Yepru 3a HOBOIO MOPIi€0. AJle Tak SK MOTOKH PO30UpaIOTh 3aBIAaHHA
OJIHOYACHO, TO JUIA TOTO, 100 aBa poOOYl HE B3sJIM OJHY 1 Ty X MOPIIO — ICHYE
CUHXPOHI3aIlisl MK HHMH 3a JIONIOMOTOI0 OJIOKyBaHb. bBJIOKyBaHHS MOXYyTh CTaTH
IUBSIIIIKOBUM IIMMKOIO» LIBOTO MEXaH13My 1 MPOAYKTUBHICTh Yepe3 1€ BOaje.

Xopolia aHajaoris sl AEMOHCTpaIlli TOTo, SIK Mpalioe My y .net 3.5 — 11e mpoIiec
po3poOku nporpamuoro 3adesnedenHs (I113). Hanucatu 113 y O611b11 KOPOTKUN TEpMIH
MOKHa 32 paxyHOK 30UIbLIEHHS JIOAEH Ha MpoeKTl. | Ko e oAuH, ABa YU TpPH
PO3POOHHUKHU — TO HA CHHXPOHI3allif0 CIUIBHUX JiH y HUX Mife HebaraTo vacy [9].

30UTbIIEHHSI KUIBKOCTI fJIep Y CHCTEMI aHAJOrIYHO A0 3OUIbLIEHHS YHCIIa
YYaCHHKIB, OCKIJIbKMA 3aBJIaHHS OYyyTh MUIMTHCS HA APIOHIII IIMAaTOYKH 1 BHACIIOK
4acTOro 3BEpHEHHS J0 TNI00AbHOI Yeprd — 30UTbIIUTHCSA HEOOXI1HICTh Y CHHXPOHI3AIlii.

Po3pobOnuku 13 Microsoft Reasearch (pfx team) nepernsiHyu mysn NOoTOKiB. Ake
KUIBKICTB SiIEp 3pOCTa€, 1 HABAHTAXKEHHA y MaOyTHHOMY Ha TJIOOQJIbHY UepTry JIUIIE
3poctano 6. Tox Tpeda Oyio mock podbutu. I BOHM 3po0UIv HOBUM MyJT TOTOKIB.

HoBuii mys1 mOTOKIB MpaIftoe TPOXH IHITUM YUHOM. J[J151 KOSKHOTO poO0YOTro MOTOKY
y IyJ1i ICHY€ CBOSI JIOKaJbHA Yuepra. 3aBIaHHsl, IKe OTPAIUJIIO 0 JIOKAJTBHOT YEPTH, MOXKE
MOPOJIUTH JIOYIPHIO 1 BOHU PO3MIIIYIOTECS B IO K JIOKJIbHY uepry. Takox 3aBaaHHs
BUKOHYIOThCS y JoKanbHii uep3i B LIFO (last-in-first-out) mopsaky, Ha BiMiHY BiJ yJTy
B 3.5, 1€ 3aBAaHHS 3 INI00ANIbHOI Yepry BUKOHYIOThCS poOourmu motokamu y FIFO (first-
in-first-out) mopsinky [10]. Ockibku poOOuMii TOTIK po3rpidae CBOO BIACHY KyIy,
BipHiIIe Mae nocTynoM 1o ii moyatky (head), To piBHI JOKaNbHOI Yepru HE MOTPIOHO
HIIKUX CHHXpOHi3auid. ToMmy nonaBaHHS Ta BWIYYEHHS 3aBAaHHS 3 LI€i Yepru

B1I0yBaIOThCS Ay’ke MBHUAKO. [1001YHUM €(peKTOM Takoro BUKOHAHHS € Te, [0 Yepra
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B1JI0YBA€THCS Y 3BOPOTHOMY MOPSIAKY. X0oua POOUTH AKICH MPHUITYIIIEHHS Y Iporpami mpo
NOPSAJIOK BUKOHAHHS 3aBJIaHb Y 4Y€p3l HE MOXHA — OCKUIBKH IyJI IOTOKIB € CBOEPITHOIO
YOPHOIO CKPUHBKOIO.

Komu pobGouuit moTik 0ayuTh, 10 POOUTH HOMy Oiiblle HIYOTO, TOOTO HOTO
JIOKaJIbHA Yepra MOpOXHs, BIH HAMAaraeThCs MOIYMUTH 3aBAaHHA B 1HIIOTO POOOYOTO
MOTOKY. AJie Kpaje BiH €IEeMEHTH 3 XBOCTa Uy)KOl JIOKaJbHOI 4epru. Taka mis Bxke
noTpedye CHHXpOoHi3allii. | mpoayKTUBHICTD TPOXU 3HU3UTHCS. SIKIIO BC1 JTOKaIbHI YEPTU
MOPOXHI, TO poboumii MOTIK crpoOye 3adpaTu 3aBmaaHHs 3 riodansHOi yepru B FIFO
nopsanky. Skimo sk rinobalibHa uyepra BUSBHUTHCS MOPOXKHBOIO, TOAI POOOUMA MOTIK
«3aCHe», IOKHU He 3'IBUTHCS poOOTa I HbOTO. SIKII0 poOOUYuii MOTIK IPOCHaB 3aHAATO
Oararo yacy 1 poOOTH Tak 1 HE OTPHUMAB, BIH MPOKUHETHCS 1 3HUIIUTHCS, 3BIBHUBIIH
pecypcH, 0 3aiMarOThCA.

[Iyn 00'ekTiB — (QoHIOBUI IIA0JOH MPOEKTYBaHHS, HAOIp 1HILIATI30BAHUX 1
TOTOBHX OO'€KTiB I BHKOPHCTaHHA. VOro BHKOPHUCTOBYIOTH JUISl IIiIBHINCHHS
IPOyKTUBHOCTI, KOJI CTBOPEHHSI HOBOTO 00’ €KTa MPU3BOIUTH JI0 BENMUKUX BUTpar [11].
BaxmuBo 3Hatu, mo BOyaoBanuii y .NET 30ipHMK CMITTS 4yJOBO CHpPABISIETHCS 3
BUJAQJICHHSIM HEIOBrO TPHUBAIMX OO0 €KTi, TOMYy OOMEXCHHsS 3acTOCOBHOCTI POOI
JIOTPUMYIOThCS HACTYITHUX KPUTEPIiB:

— JUIsl CTBOPEHHSI Ta/abo0 BUJaieHHs 00'€KTIB (HAMpUKIaAil: COKETH, MOTOKH,
HEKEpOBaHI PECypCH);

— OUMILICHHSI O0'€KTIB ISl TIEPEBUKOPHUCTAHHS Kpamioro cTBOpeHHs (abo
HIYOTO HE BapTO);

— IpEeIMETH J1y>KE BETUKOTO pO3MIpY.

binbin getanbHO MPO OCTaHHIM MyHKT, SIKIIO Ball 00'eKT 3aiiMae B mam'siti 85 000
0aiiT 1 OUTbIIIe, BIH NEPEXOUTh Y BIAKPUTI OUIbII 00'€KTH, Y APYroMy MOKOJIHHI 301pKH
Mycopa, III0 aBBTOMAaTHYHO POOUTH HOT0 «TOBroTpUBaAIUM» 00'ekToM. [IprbaBuMo 110 i€t
(bparMeHTOBaHOCTI 1 BAHUKHE MOTEHL1HA Tpo0iemMa HeXBAaTKK IaM’ STl PU MOCTIHHOMY
BU/IJIEHH]/BUIAIECHHI.

Ines Pool ckiagaetbest B ToMy, 1100 OpraHizyBaTH MEPEBUKOPUCTAHHS «IOPOTHUX»

00'€KTIB, 32 HACTYITHUM CLICHApIEM:
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[Ipo6yiemu Takoro miaxomay:
— miciie BUKOHAHHS POOIT 3 00'€KTOM MOXKE 3HATOOMTHUCS WOr0 CKUHYTH B
MOYATKOBUH CTaH, MO0 MonepeTHE BUKOPUCTAHHS HE BIUIMHYJIO HA HACTYIIHI,
— MyJl TOBHHEH 3a0e3MedyBaTH IMOTOKOOE3MEUYHICTh, a/Ke€ 3aCTOCOBYETHCS
BiH, SIK TIPaBWJIO, B 0araTOMOTOKOBUX CUCTEMAX;
— My TIOBUHEH OOpOOJSATH CHUTYallifo, KOJIW B HHOMY HE 3aJIUIIHIOCS

JTOCTYIHUX JIJIs BUAa4l 00'€KTIB.

1.4 IlocraHoBKa 3aJ1ay JOCIIIKEHHSI

[Tyn o6'extiB B Unity BU3HAYEHO Ma€ JEsKi BaXKIMBI HEOJIKH, K1 MPUHOCATH
OlyIbllIe IIKOAM, HI)K KOPUCTI, TOMY BUKOPUCTOBYEMO MOTO OTPIOHO 3 YMOM.

BapTo po3riasHyTH MOKIMBICTh BUKOpHUCTaHHS Pooling, kou:

— CTBOPIOEMO 1 3HHUIIYEMO IrPOB1 O0'€KTH IyXe€ IMIBUAKO, HANPUKIAI Iyl
30poi.

— gacro allocate i BuBiibHIEMO 00'€KTH, 10 30€piraroThes B Kydi (B Micii iX
MOBTOPHOI0 BUKOpUCTaHHA). L{e BiTHOCUThCS 1 A0 Konekmi C#.

11 onepaiiii BUKJIMKAIOTh Oarato BUI1I€Hb, BHACHIIOK YOTO MOKEMO OTPUMATH

— pPO3X1J TaKTiB Mpollecopa Ha omepalii CTBOPEHHsS Ta 3HUIICHHS (abo
new/dispose);

— nepeayacHoro 301pKU CMITTS, 0 BUKJIMKAIOTh (DpU3H, K1 HAIIl rpaBIill HE
OLIHIOIOTD,

— dbparMeHT mam'sTi, MO YCKIATHIOE MONIYK BUIBHMX MDKMICHKUX OO1acTei
mam'sTi.

CytHicTh MOXe OyTH 4YMM 3aBrojHO: irpoBuM o0'ektom, instance prefab,
cinoBaukoM C# 1 T.11.

Hanpukinaza, MoxHa B3sTH 6araropa3oBi CyMKHU. 3pelTOr0, HOTPIOH1 KOHTEHHEPH,
o0 JOHECTH sSKI MPOAYKTH nojomy. Tak, BM Oepere mycTi OaraTopa3oBi CyMKH,
HAIMOBHIOETE X MPOAYKTaMHU 1 MOBEPTAETECS 10A0MY. BepHYBIIHCH 1010MY, 3BUTEHIEMO

CBOi CYMKH 1 KJIaJIeMO iX HaBMaKH B SIITUK.
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bararopa3oBi cyMku — Halkpalia ajdbTe€pHATHBa, HIXK TMOKYNKa (PO3IMOIiN)
IUTACTUKOBUX MAKETIB Ta iX BUBUILHEHHS KOKEH pa3, KOJU BU 30MpaeTecs KyImyBaTH.

JloOpe, i1eMo 10 CBOTO TIOJTI0 CYMOK (HAIpUKJIaI, SIUK HA KyXH1), 0epeMo KiJIbKa,
BUKOPUCTOBYEMO iX, BAHMA€EMO BCE 3 HUX 1, HAPEIIT1, IOBEPTAEMO 1X HABIAKHU B ITYJL.

Och ocHOBHI JieTani BukopucTanHs pooling:

— eIeMEHTH, JJIS SKUX BU XOYETE 3aJiATH ITyJI, HaMpUKIald, OaraTopas3oBi
CYMKH, 3T€HepOBaHa myJis;

— rnobanpHa IUIb JUIS BCIX LUX €JEMEHTIB, HANpPUKIAJ, TMEePEHECCHHS
IPOJIYKTIB, CTPiIK0a MyJISIMHU;

— byHKIIIi, K1 BU BUKOHYETE HAJl MyJIOM 1 oro enementamu: Take (B3siTH),
Return (BepryTH), Reset (ckuHyTH).

3 ypaxyBaHHSIM IUX JieTanei Oyiu CKiIa/ieHI BUMOTH J0 HOBOTO KJIacy:

— TUIIOOE3MeuHICTh POOl Ha eTami KOMITLIALIIT,

— pobota pool 3 Oyab-SIKUMU KJlacaMH, B TOMY YHCJIi IHO3EMHHMH;

— IPOCTE BUKOPUCTAHHSA B KO/Ii;

— ABTOBU/IICHHSI HOBUX 00'€KTIB MPU HEXBATIIL, 1X 1HII1aI13a1[15I KOPUCTYBaya;

- 00MEXEHHS KUILKOCTI 3arajibHUX BUIIIEHUX 00'€KTIB;

— ABTOOYMIIICHHS 00'€KTa MPU MOTO MOBEPHEHHI B MY,

— MOTOKOOE3MeYHICTh (0akaHo, 3 ypaXyBaHHSIM BUTPAT HA CHHXPOHI3aIlil0);

— MiATPUMKA TOUIMPEHHS EK3eMIUISIpIB MyJiy (3BiACH BUIUTMBAaE Xoda O
HaUMPOCTININA KOHTPOJIb TOTO, III00 00'€KTH MOBEPTAIUCS CaMe B IYJIHN).

[Ticys aHami3y aKTyaabHOCTI CTaHy MUTAHHS ONTUMI3AIl] irpoBUX pymriiB Action
irop MOOUIBHMX JOJIAaTKIB Ta MOPIBHSHHS ICHYIOYHMX aHAJOTIB 32 MEBHUM MEPEIKOM
KpUTepiiB 0yJI0 BUBHAUCHO TaKl 3aBIAaHHS:

— cTBOpeHHs Kiacy Pool<T>;

— CTBOpeHHs cTaTnyHoro kiacy Pool Manager;

— po3po0Ka IrpoBUX PYILIiB 3 BUKOpUCTaHHSM Pool;

— po3pooka Asset Pool Manager;

— ctBopenHs Unity Package.
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1.5 BucHOBKHK

VY nepmomMy po3iii 6ys10 po3rIsiHyTO 6araTornoToKOBICTh IPOBUX PYIINIiB, HATAaHO
1H(bOpMAIIiI0 TPO BAXKIUBICTH BUKOPUCTAHHS MOTOKIB JIJIs1 ONTHMI3aIlil poOOTH JOJaTKIB.
OrnucaHo KIIFOYOBI eleMeHTH, Taki sk kiac Thread, ThreadPool Ta acuaxpoHHi fneserary,
3a3HAYEHO iXHI OCHOBHI BJIACTUBOCTI Ta BUKOPUCTAHHA. BHCBITICHO CHHXPOHI3AILIiIO
MOTOKIB, BKJIIOYAIOYM 3aMKHU Ta MOHITOpPH, Ta 3a3HAUYEHO MOKJIMBI MPOOJIEMH, TaKi SK
"deadlock". Hamano ormisj BHUKOPUCTaHHS ACHHXPOHHMX METOJIB Ta KOPYTHH IS
ONTHMI3aIli] BaXKKHX OMepaliii B OCHOBHOMY MOTOIII.

[TopiBHSIHO CHCTEM-aHaJIOT1B, OKPECIEHH X CHIIbHUX Ta ciabkux ctopi. Cepen
aHaJIoriB OyJI0 BHIUIEHO Taki mporpamHi mpoayktu, sik Pooling Toolkit, E-13Pixels
Pooling, Pure Pool, Pooling Manager, Biactauii kox pooling. HaBeneHo mopiBHSUIbHY
TaONMII0 XAapaKTEepUCTUK IIyJd MEHEIKEpIB, Ta BHU3HAYECHO MK ICHYIOUUMU
aJIbTepHaTHBaMHK OYJIO BHPIIIICHO CTBOPUTH CBOIO crucTeMy poolings.

Po3risitHyTo OocHOBHI mpoOiemu 3 ynpasiiHHAM notokamu B .NET, crpoOu
onTUMi3allii 3a JOMOMOIOI0 MyJIIB Ta BUKOPUCTAHHA IYJIIB O0'€KTIB JJisi 3MEHIICHHS
BUTpAT NaM'sATi Ta ONTUMI3alli pecypciB. BkazaHo Ha mepeBaru HOBOTO MyJly MOTOKIB,
KWW BUKOPUCTOBYE JIOKAIBHI YEPTH Ta TO3BOJISE 301IBIIIUTH TPOTYKTUBHICTb.

Tako 3rajlano mpo npooieMu 1 0OMEKEHHS MyJIiB 00'€KTIB, TaKi sIK HEOOX1AHICTh
CKHMIaHHS 00'€KTIB B TOYATKOBHM CTaH Ta MOTpeda B MOTOKOOE3MEYHOCTI.

3 ornsAay Ha HEIONIKM aHaJoriB OyJIo BH3HAYEHO TaKi OCHOBHI 3adadul s
PO3pO0OKH, SIK pO3p0o0Ka METOTY ITPOBUX PYIIIiiB 3 BUKopucTaHHsaM Pool, po3pobka Asset
Pool Manager, crBopenns BiacHoro Unity Package. 3 ypaxyBaHHSM ITuX mpooJieM Oy
CKJIQJICH BUMOTH JI0 HOBOTO KJIACy, TAKUM YMHOM 1100 €KOHOMHUMO TaKTH IMPOIlecopa,
HEOOXIHI Ji1 CTBOpeHHS 1 3HuUIIeHHs wnux prefab. Kpim Toro, 3menuryemo
HABAHTAKCHHS HA 301pHUK CMITTS

VY pe3ynbTaTi NOpiBHIHHSA OyJI0 JOBEAECHO HEOOXIAHICTh PO3POOKH MaricTepchbKoi
kBamidikamiitHoi pobdotn Ta chOPMYITHOBAHO 3aJayl JIOCHIIKEHHA, sIKI HEOOX1JIHO

pOBB,HSaTI/I JJIsL BI/IpiH_IeHHH ITUTaHHA.
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2 PO3POBKA ITPOI'PAMHHX 3ACOBIB ONTUMIBALLT ITPOBUX
PYIIIIB

2.1  OOrpynryBanns Bubopy crBopenns Unity Package

Unity3D — miardopma, sika iCHy€ JOCUTh JaBHO 1 MOCTIHHO po3BUBa€eThes. ONHAK,
MPAaLIoYH B HHOMY 3 KUTBKOMA IMPOEKTaMH OJTHOYACHO, MA€ CKJIAJHICTh Y BUKOPUCTaHH1
3araJibHUX BuXigHuX ¢ainis (.cs), 6i0mioTeku (.dll) Ta iHIMMX pecypciB (300pakeHb,
3BYKiB, Mofelei, prefabs). Y mpoMy po3aiuii OMUIIEMO PO TOCBI pOOOTH 3 HATHBHUMU
pimeHHaMH, Taki mpobnemu sik 11t Unity3D.

MeTtonu moOMMpEHHST 3arajlbHUX pecypciB. ICHye OuIblle OMHOrO CHOCOO0Y
BUKOPHCTOBYBATH 3arajibH1 PECYPCH ISl PI3HUX MPOEKTIB, aJI€ Y KOKHOTO MIIXO0Y € CBOT
TUTIOCH Ta MIHYCH.

1. AyOmroBaHHS — «pyYHUM CIOCOOOM» TyOIIF0EMO PECYPCH MK MPOEKTAMH.

[lepeBaru:

- M1IXOJIUTh JIJIS BCIX BUIIB PECYPCIB,;

— HeMae MpooIeM 3 3aJICKHOCTIMU;

— HeMae npoosiem 3 aktuBamu GUID’amu.

Henomniku:

— TIraHTChKI PENO3UTOPIi;

- HEMa€e MOKJIIMBOCTI BEPCii;

— CKJIQJHICTh BIJICTEKEHHS 3MiH B 3arajlbHUX pecypcax;

— CKJIQJIHICTh OHOBJICHHS 3arajlbHUX PECYpCiB.

2. [linmomym Git — moMUPEHHs 3arajJbHUX PECypCiB Uepe3 30BHINIHI MM AMOTYJII.

[lepeBaru:

— MO>KHA TMPAIOBATH 3 BUXITHUKAMH,

— MO>KHA TTOIITUPIOBATH aKTHBH,

— HEMae MpooOJIeM 3 3aJICKHOCTSIMU.

Henomniku:

— HEO0OX1IHUI HaBUK poOoTH 3 Git;

— Git He qyxe 00'€eKTHUBHO TpaIfoe 3 OiHapHUMH (aligaMu — TPUXOAUTHCS
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nonatkoBo miakirroyatu LES;

— PO3MEXKYBaHHS JOCTYITY JJIsl PEIO3UTOPIIB,;

— CKJIaJIHOCTI MPH MiABHUILEHH] Ta 3HI>KEHHI BepCii;

- MoJmB1 31TkHeHHS GUID’1B 1 HeMae OJHO3HAYHHUX IOBIIOMIJIEHBL 31
ctoponu Unity aJis iX 103BOJIB.

3. NuGet — nommpenns 3aranpHux 010moTek yepe3 NuGet-nakeTH.

ITepeBaru:

— 3pydHa poboTa 3 mpoeKTaMu, He 3ayiexHUMH Bia Unity;

— BepCii 1 T03B1JT 3aJICKHOCTEH.

Henomniku:

— Unity e BMie npamroBatd 3 NuGet-maketamu «3 KopoOku» (Ha GitHub
MoskHa 3HaiTH NuGet Package Manager for Unity, sikuii ButipaBsie 11e, ajie € HIOAHCH);

— CKJIaJIHOCTI MPY MOIIUPEHHI 1HIIUX BUJIIB aKTHUBIB.

4. Unity Package Manager — po3noBCIODKEHHS 3aralbHUX PECyPCiB Yepe3 HaTHBHE
pitnenHs ansa Unity.

[lepeBaru:

— JIETKO 3p03yMuInii iHTepdeiic 115t poOOTH 3 MaKeTaMu;

— 3aXHCT BiJ epe3anucy Qainis .meta B makerax npu KoHpikrax GUID 0B;

— MO>KJIUBICTB BEPCIT;

— MO>KJIMBICTh MOMIUPEHHS BCIX BUAIB pecypciB st Unity3D.

Henonikn:

— Bce 111e Moke 0yTu Bunaakom koHpuikTiB GUID’iB;

— HEMae JTOKYMEHTAIIIT JIJIsl peasizarii.

OcranHiil crociO mMae Oubllie mepeBar, Hixk HejoumikiB. OIHaK BiH 3apa3 He JIyxkKe
NOMYJISIPHUMN 13-3a B1ICYTHOCTI IOKyMEHTAallii, 1 TOMY OMUIIEMO HOT0 OLIBII JETaIbHO.

Unity Package Manager (nani UPM) — iHCTpyMEHT JUisl YOPABIIHHS MaKeTaMHu.
Horo nomanmu B Unity 2018.1, 1 BiH BUKOPUCTOBYBABCS JIMILIE IS TAKETIB, SIKi
po3pobmsuncst Unity Technologies. Ognak moumnaroum 3 Bepcii 2018.3 3'sBumacs

MOJKJIMBICTB JIofiaBaHHs custom packages (nuB. pucynok 2.1).



Packages
In Project «

O Advertisement

Advertisement Update to

v Analytics Library

v In App Purchasing

v Package Manager UI
v TextMesh Pro

v Unity Collaborate

Pucynok 2.1 — Intepderic Unity Package Manager

[lakeT He MOTPAIUIAIOTH Y BHUXIJHUKM HPOEKTY (qupekTopiro Assets). Bonu
3HAXOAAThCS B OKpeMiil aupektopii Y%projectFolder%/Library/PackageCache 1 Hisik Ha
MPOEKT HE BIUIUBAIOThH, iX €IMHE 3rajyBaHHS y BUXIJHUX JOKYMEHTax — Yy (aiimi

packages/manifest.json (iuB. pucyHok 2.2).
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Package Manager Ul
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Pucynok 2.2 — ITaketu B (haiisioBiif CUCTEMI TPOEKTY
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UPM Moke BUKOPUCTOBYBATH KiJIbKa BUX1THUX ITAKETIB:

1. ®aitnoBa cucrema.

IlepeBaru:

— IIBUJIKICTD peaizarii;

— HE BUMAarae CHJIbHUX 1HCTPYMEHTIB.

Henomiku:

— CKJIaJIHICTh BepCli;

— HEOOXITHUH 3araJIbHAN JOCTYT 70 (aiIoBOi CUCTEMHU JIJIS BCiX, XTO MPAITIOE
3 MPOEKTOM.

2. Git-pemno3uTopiii.

[lepeBaru:

— noTpiOeH Tibku Git-peno3uTopii.

Henonikn:

— HE MOXKHA MEPEKIII0YATUCS MIXK BepcisiMU uepe3 BikHo UPM;

— npailtoe He 31 BciMa Git-perno3uTopisiMu.

3. NPM-pEno3UTOPIii.

IlepeBaru:

— NoBHICTIO miaATpumye GyHkmito UPM 1  BHUKOPUCTOBYETbCS ISt
PO3MOBCIOKEHHS odiuiiHuX nakeTiB Unity.

Henomniku:

— Ha cborojui irHopye BCl CTPOKOBI BepCii MAKETIB, KPIM «preview.

Hwxye posrmsimaemo peanizarito UPM + npm. Llsg 3B'si3ka 3py4yHa, OCKUIBKU
JI03BOJISIE TIPAIIOBATH 3 OyIb-SKMMH BUJIaMH PECYpCiB 1 KEPYBaTH BEPCisIMU MAaKETIB, a
TaKOK MOBHICTIO MIATpUMY€E HaTUBHUI iHTepPeiic UPM.

VY sKoCTI npm-peno3uTopisi MokHa BUKopucToByBaTH Verdaccio. Jlo HbOrO €
JeTanbHa TOKyMEHTAlls, 1 JJ1s HOro 3almycKy MOTpiOHO OYKBaJIbHO Mapa KOMaHIH.

[IIo6 cTBOpUTHU MakeT, HEOOX1AHO MOMICTUTH (aitnn package.json, sikuii Oyae Horo
OMHCYBATH, B TUPEKTOPIIO 3 BMICTOM IIhOTO MakeTa. [loTpiOHO 3poOUTH HACTYIIHE:

— NEPENTH B TUPEKTOPIIO MIPOEKTY, AKY X0Uy 3pOOUTH MAKETOM;

— BUKOHATU KOMaHy hpm init 1 mij] yac Jianory BBEAITh HEOOX1AHI 3HAUYEHHS.
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Jns  iMeHi Bkazyemo iM's y ¢dopmaTi 3BOPOTHOTO  JIOMEHY, HaIpHUKIaa
com.plarium.somepackage;

— JUTSL 3pYYHOTO BimoOpakKeHHS 1MEHI IakeTa — JOJAa€EMO BIIACTHUBICTH
displayName B package.json 1 3anoBHIOEMO HOTO;

— Tak K Npm js-OpieHTOBaHUM, y (aiiyi € HemoTpiOHI BIACTMBOCTI main i
ckpunTy, siki Unity He BUKopucToBYye. Haiikpaiie ix Buganutu, mo6 He 3aCOPUTH OIUC
MaKeTa;

— BimkpuBaemo Unity Ta cTBoproeMo (aiin .meta mist package.json (Unity He
0aunTh akTHBH O€3 (ailniB .meta, makeTn s Unity BIAKPUBAIOTHCS JIMIIE 1)1 YATAHHS).

VYcranoBka Ta oHoBiieHHs makeTiB uepe3 Unity Package Manager. 11{o0 nomatu
nakeT B Unity-nipoekT, moTpioHO:

— 3anucaty y ¢ain manifest.json iHpopMmalio npo BuXigHi makeTu. s
OO HEOOX1HO J0JaTU BIAcTUBICTh scopedRegistries 1 Bkazatu «Scope» Ta azpecy
JpKepena, 3a Ko Oyze BiAOyBaTHUCS MOUTYK KOHKPETHOT «Scopey.

— nepeiith B Unity 1 Bigkpuiite BikHO Package Manager’a (pobota 3
KaCTOMHUMM MMaKeTaMH HE BIJIPI3HAETHCS B1J pOOOTH 31 BOYIOBAaHUMHU).

— BUOpaTH BCl MAKETH.

— 3HAWIITh MOTPIOHMI TaKeT 1 JoAaiTe Horo (IUB. pUCYHOK 2.3).

Packages

All packages »

Some Package 0.2 Some Package Tretal T1.02

Author; AUTHC

Some Paclkage Description

Pucynok 2.3 — [lonryk moTpiGHOTO MakeTy

[ITo6 BuUX1aHI JaHI MAKITIOYMIACS 10 MPOEKTY, HEOOX1THO CTBOPUTH BU3HAYCHHS
301pKH TS TaKeTa.

BukopucranHs makeTiB HE 0OMEXye MOMJIMBOCTI Il Bimmaakud. OJHAK Mpu
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po0oTi 3 nakeramu B Unity He MoxkHa niepexoauTH B IDE micis HaTHucKaHHS HA TOMUIIKY
B KOHCOJII, SIKIIIO B MAKeT1 BUHUKIIA ToMuUiKa. Lle moB’s3ano 3 Tum, mo Unity He 6auuTh
CKPHITH SIK OKpeMi (paiisiu, OCKIJIBKY Ii]T YaC BUKOPUCTaHHS BU3HAaYeHHs Assembly BoHH
30MparoThes B 010T10TEIN Ta MAKIIOYAIOTHCA 10 MpoekTy. [Ipyu podoTi 3 BUXiTHUKAMHU 3
npoekTy noctynuuit nepexin B IDE mo kiiky.

Honani no mpoektry maketu Unity BIZKpUTI JUIIE AJI YATAHHS, aje iX MOXHA
penaryBaTH y Kell rmakeTiB. J{Jis 1boro HeoOX11Ho:

— MEPEUTH 10 TTAKETY B KEIlIi MaKeTiB (IUB. pUCYHOK 2.4);

— JOTIOBHUTH MOTPIOH1 3MIHU;

— OHOBUTH Bepcito y (aitni package.json;

— HajicaTy makeT npm publish --registry «aapeca 10 CXOBHIIA ITAKETIBY,;

— OHOBHTH BEPCiIO MaKeTa Mepej BUMpaBieHoro uepes inrepderic UPM.

Create

Show in Explorer
Open

Delete

Rename

Copy Path Alt+Ctrl+C
Open Scene Additive

Import New Asset...

Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All

Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project

aLhaygc

85 Shaders

Pucynok 2.4 — Ilepexiz 10 makeTy B Kellll TaKeTiB
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[Ipu iMmiopTi makeTiB MOXKyTh ctatucs Taki kKoH(umiktu GUID'iB. [TakeT — maker.
SIK1o mpu IMIOPTI MaKeTa BUSBUTHCS, IO B BXKE JOJAHMX MaKeTax € asSet 3 TakuM ke
GUID'om, assets 3 GUID'amu, 110 30irmcsi, 3 iIMOIOPTOBAHOTO TaKeTa HE JOJAIOThCS B
POEKT.

[Taket — mpoekT. Ko MpH IMIOPTI MaKeTa BUSABUTHCS, 10 B MPOEKTI € asset 3
GUID'amu, 110 36irarothcs, To asset 3 makera He BHOCATHCS B MpoekT. OqHak assets, mo
3aJie’aTh BiJl HUX, IOYHYTh BUKOPUCTOBYBATH aSSELS 13 MPOEKTY.

Sxmo mepenectn asset 3 mpoekTy B makeT npu Biakputid Unity, #Horo
(YHKIIIOHATBHICTh 30€pPEXKEThCA, a TOCWIAaHHSA B 3aJICKHMX asSSelS TOoYHYTh
BUKOPUCTOBYBATH asSet 3 makera.

BaxxnuBo: mij yac KomiroBaHHs asSet 3 mpoekTy A0 makeTa BiI0yAeTbCsl KOHPIIKT
«ITaker — MpoOeKT», ONMUCAHUN Y PO3/ILI1 BUIIIE.

[Tepenpusnayennss GUID'iB 3a BIIaCHUMH alropuTMamu MpHU IMIOPTI BCIX aSSets,
11100 YHEMO>KJIMBUTH KOJi311.

JlonaBaHHs BCIX asSetS 10 OIHOTO MPOEKTY 3 HACTYITHUM IO1IIOM Ha MaKeTH.

CrBopenHs 0a3u nanux, mo mictuth GUID'n Beix assets, ta mposeneHHs validation
IT1J1 Yac BiAMPABICHHS MAKETIB.

UPM — 1ie HOBe pilieHHs AJi1 NOIMpPEHHs chiibHUX pecypciB Ha Unity3D, sike

MOX€ CTaTHU TJTHOIO aJIbTEPHATUBOIO ICHYIOUUM METOaM.

2.2  CrBopenns knacy Pool<T>

[ITo6 ctBoputH crieHapiit B Unity3D, Bu 3a3BUuaii BUKOHYETE TaKi Jii:

— BinkpuBaemo Unity3D: 3anmyckaemo penakrop Unity3D;

— BUOUpAEMO MPOEKT: ooupaemo icHyrounit mpoekT Unity3D abo 3a notpebu
CTBOPITh HOBH;

— nanka Assets: B iHTepdeiici Unity3D 3HaxogumMo 1 BHOUpAEMO Mamnky
«Assets» Ha naneni «Project». Tyt 30epiraemo cBOi clieHapii Ta 1HII peCcypcH.

CtBoproeMo HOBUH crieHapiit C#:

— HATHCKAEMO TMPABOI0 KHOMKOK MHIII MAnKy «AKTHBH» a00 MEBHY TMarKy,

Ky TOTP1IOHO PO3MICTUTH CIICHAPIH;
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— y KOHTEKCTHOMY MeHI0 BuOupaeMo «CTBOpUTH», a oTiM «CueHapiit C#y,

— HA3MBA€EMO CBIM cCleHapiii: JaeMo Ha3By cBoeMmy cieHapito. Unity3D
aBTOMATUYHO J[0JIa€ PO3MIMPEHHS (Dailiry «.CS»;

— BiJIpeJIaryeMO CBIH CIIEHApPIH.

[Ticnst cTBOpeHHs cueHapiio mijg Ha3Boio Pool<T> po3mounemo cTBOprOBaTH
OCHOBHI TOJIA K1 3HaA00AThCA [Tl HAmIo1 3a7a4i. [y moyaTky moTpiOHO CTBOPHUTH IiIe
OJIMH CIIEHapid SIKUM TpeacTaBisie KOHTeMHep sl 00’ekta B mysi. Ha3zBemo ioro
PoolSlot<T> (nuB. pucynok 2.5).

Buznaunmo B HbOMY 2 OCHOBHUX METO/IU:

1. Consume — B HbOMY OyZIeMO OMUCYBATH CIIOKUBAHHS 00'€KTY;

2. Release — onucyemo BUBIJIBHEHHS 00’ €KTY MMiCIIs HOTO BUKOPHCTAHHS.

»

f
PoolSlot<T>
YHiBepcanbHUI Knac

4 lNonna
@3 item
4 BnacTtusocTi

4'/" Item
& Used

4 Metoau

S Consume
S Release

Pucynok 2.5 — [liarpama knacy PoolSlot<T>

PoolSIot<T> — 1e knac, skl mpeacTaBisie KOHTEeHHep a1 00’exkta B mymi. Y
HbOMY € Tmonst ansa 30epiranns enemenTta (Item) 1 BimcTeXeHHS TOTO, YW BiH

BukopuctoByeThes (Used).
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Metoan Consume Ta Release BUKOPHUCTOBYIOTBCA OJIs1 IIO3HAYCHHA CJIOTA SK

BUKOPHCTAHOTO Ta BUIBHOTO BIJIMOBITHO.

[Ticnst yoro moBepTaeMocs A0 HAMMCAaHHS HAIIOrO OCHOBHOTO Kiacy Pool<T>. B

Hac BXe€ € cpOpMOBaHUM CIIEHApIi HAIIOr0 KOHTEWHepa Ternep BU3HAYUMO 1HII TOJIS

(lastIndex, list, lookup). ITicis woro HamwmieM JesKi BIACTHBOCTI:

Jlaii mouHeMo OMUCyBaTH MOTPIOHI METOAM TaKi SIK:

Count;

CountUsedItems.

Warm:;

CreateContainer;

Getltem;

Releaseltem.

Jliarpama UIIOCTpYy€E OCHOBHY CTPYKTypy kiacy Pool<T> 1 moB’si3aHoro 3 HuM

kiacy PoolSlot<T>, a Tako’k KJIFOYOBI OIS Ta METOIU (JIUB. PUCYHOK 2.6).

-
Pool<T>
YHiBepcanbHMKA Knac

4 [lona

€3 factoryFunc
€3 lastindex
3 list
€3 lookup

4 BnactweocTi

)’ Count

}’ CountUsedltems
4 MeTtogwu

Q CreateContainer
T Getltem
5 Pool

T Warm

b

T Releaseltem (+1 nepeeaHTameHH)

»

Pucynox 2.6 — Jliarpama xiacy Pool<T>
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Pool<T> —11e knac, 110 npeacTaBIIse My 00’ €KTiB. Y HbOMY € IOJIS 1JIs1 KepyBaHHS
CITUCKOM 00’ €KTiB (CIUCOK) 1 CIIOBHMK (TIONIYK) JJIs BIACTEKEHHS X BUKOPUCTAHHSI.

factoryFunc — e nesnerar, skuii BAKOPUCTOBYETRCS JJII CTBOPSHHSI HOBHX 00’ €KTIB
IS Ty .

lastindex BUKOPUCTOBY€ETHCS I BIICTEKEHHSI OCTAHHBOTO TOCTYITHOTO 1HACKCY B
CITUCKY.

Taki meromu, sk Warm, CreateContainer, Getltem i1 Releaseltem, kepyroTb

00’€KTaMH B ITyJi.

2.3 CrtBopeHHs cTatu4HOro Kiacy Pool Manager

Pool Manager — 1ie kiac sikuii MOXKEMO BHKIIMKATH B JIFOOOMY CIIEHApiH, TaK SK BiH
yHaciiayeThest Big Singleton<T> skuii ctBoproetbes mpu B Awake() 1 MOTIM XUBE B
DontDestroy().

OcnoBHa 3aya4ya Pool Manager 1ie kepyBanHst ctBopeHnMu Pool object. Bin mae B
co01 Taki mapameTpu:

— LogStatus — e bool sikuit Oyne BUBOIWUTH MOBIIOMJICHHS Y KOHCOJb IS
Bi3yaJIbHOTO MepeBipku mpaiie 3aatHocti Pool Manager;

— Root — 1ie BapiaHT 00'exTy sikuii OTPiOHO Oy1€ CTBOPIOBATH B MMYJIi;

— PrefabLookup — sBisie coboro cnouuk (Dictionary «GameObjecty, Pool
«GameObject») B SKOMy CTBOPIOIOTHCS MOYATKOBA KiJIBKICTh 00'€KTIB;

— InstanceLookup — sBisie coboro cioBruk (Dictionary «GameObject», Pool
«GameQObjecty) B SKOMy CTBOPIOIOTHCS 00'€EKTH KUIBKICTh SIKOT MEPEBHUIIYE MOYATKOBY
TOOTO TOJATKOBE CTBOPEHHS 00'€KTIB,;

— Dirty — nparop sikuii BMUKA€ThCS IS BIJICTE)KEHHS, CTBOPEHHS I0IaTKOBUX
00'€KTIB.

Temep posriassHeMo HaOlp METOAIB SIKUM TOTpIOEH Il  MOBHOILIIHHOTO
(yHKIIIIOBaHHS CLIEHAPII0, Ta SIK1 IaHHI Oy/IeMO 3alUTYyBAaTH JUIsl KOPEKTHOI poOoTH. Tak
sk Pool B Hac caMONMMCHUN TO € MOXIJIMBICTH ONMHCATH BCl MOTPIOHI METOAM IS

noiajbinoi podoTr abo momucysatu B Pool Manager HoBi MeToau siki 3Ha0OISATHCS B
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oAIbIIOI po3poOIll. CrioyaTKy MOYHEMO OMTMCYBATH HAIlll OCHOBHI METOM SIK1 MOTP1OH1
B crieHapii Pool Manager.

- WarmPool — metox mist CTBOpEHHS IMyIly 3 TaKMMH TapamMeTpamu 00'€KT
SKUW Tpeba Oy/ie CTBOPUTH Ta KIJIbKICTh IEPBUHHOTO CTBOPEHHS,

— ReleaseObject — meTox s 3BiTbHEHHS 00'€KTA 3 YTy,

— SpawnObject — mig BikIOYeHHS o00'ekTa IMMynro. SIKIIO KUTBKICTH
BUKOPHCTOBYBAHUX 00'€KTIB MEPEBUIIYE PO3MIpP MYJTy, OYIyTh CTBOPEHI HOB1 00'€KTH.

PeanizoBana niarpaMa Haja€ CIIPOLICHHUM OTJISAT CTPYKTYpH Ta (PYHKIIIOHATBHOCTI

Baroro kiacy Pool Manager (auB. pucyHok 2.7).

PooclManager A

Knac

= Singleton<PooclManager >

4 [lonA
T dirty
€3 instancelookup -
& logStatus Singleton<T> A
% prEfabLDDkup 11I'rH|BEF:ll'n::nﬂ.nrl|:lH|f"||f"| Kac
& <+ MonoBehaviour
& root

4 Metoam . 4 Mons
Do Awake €4 instance
©g InstantiatePrefab 4 Bracrusoct
) PrintStatus # Instance
D releaseObject '

i
!

n:::- {

ReleaseObject

i
!

n:::- {

spawnObject (+ 1 nepeeaHTaxeHui)

i
!

-:::- |

SpawnObject (+1 nepeBaHTameHWiA)
Update
warmPool

D £ ¢

i
!

O

WarmPool

i
1
!

Pucynok 2.7 — Jliarpama knacy Pool Manager
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Pool Manager — ne kmac MonoBehaviour B Unity. Bin mae pi3ui mojst ajs

koH(irypaiiii, Taki sk logStatus 1 root. J[Ba cnoBuuku, prefabLookup ta instanceLookup,

BHUKOPHUCTOBYIOTHCS JIUIsl KepyBaHHs POOl objects. IIpamop dirty BUKOPHUCTOBYETHCS JIJIs

BIJICTE)KCHHSI TOTO, UM TMOTPIOHO peeCTpyBaTH cTaTyc myiy 00’ekTiB. Kiac MicTUTH

METOM JUTsl PI3HUX 3aBJIaHb KEPYBaHHS ITyJIOM, BKIFOUAIOUN CTBOPECHHS Ta 3BUIPHCHHS
00’ €KTIB.

O6nacte Static API Hagae HaGip cTaTUUHUX METOJIIB ISl JOCTYITY O MEHEKepa

MyJTy, 0 JO03BOJISIE B3a€EMOJISATA 3 HUM 3 IHIIMX KJIaciB 3a JIOMOMOTOI CTaTHYHHX
METO/IIB.

PeanizoBana niarpama Haja€ COPOIICHUHN OIS CTPYKTYpH Ta PYHKIIOHATBHOCTI

Bamoro kiacy Pool Manager (nuB. pucyHok 2.8).

-
Singleton<T>

YHIBEpCaNbHMIA HAaC

»

=+ MonoBehaviour

4 [MonAa

ol

€3 instance

4 BnactueocTi

A Instance

Pucynok 2.8 — [liarpama knacy Singleton<T>

Singleton<T> — me 3aranpHuii ki1ac MonoBehaviour B Unity. Bin Bu3Havae
CK3EMIUIAP BIACTUBOCTI THMy T, SKWUH JIO3BOJISE OTPUMATH JOCTYN 1O €IUHOTO
ex3eMIuIsipa kiacy. [lose ekzeMruisipa BUKOPUCTOBYETHCS JUIsl 30epiranHs (PaKTHIHOTO

eK3eMIISIpa.
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Y wmeroai Awake (He TmOKa3zaHO Ha CXeMi) KJac BUKOHYE TIEPEBIpKH Ta
HaJIAINTYBaHHA, 00 MEPEKOHATHCS, IO ICHYE JIUIIEe OAWH EK3eMIUIIp Kiacy. SIKio
€K3eMILISIP HE ICHY€, BIH CTBOPIOE HOTO.

[le#t kmac Singleton<T> 3abe3nedyye 3acTocyBaHHsS IIa0JoHY singleton,
rapaHTyIOuH, 10 MOXKE 1CHYBaTH JIMILIE OJUH €K3EMIUISIP MOXITHOTO Kiacy (HampuKiaj,
Y ourSingletonClass). Lle 3aranbuuii ma6mon B Unity A1t CTBOPEHHSI KJIACiB MEHEIKEPIB
a00 KOHTPOJIEPiB, SKI TOBUHHI MaTH JIUIIIE OJTUH €K3EMIUISIP TPOTSITOM KUTTEBOTO ITUKITY

IpH.

2.4  Pospo6Oka irpoBux pyuriiB 3 BuUKopuctanusm Pool

OpHi€0 3 KIIOYOBUX BUMOT JI0 CYYacHHX IMOp € BUCOKa MPOAYKTHUBHICTH Ta
OesmepepBHa irpoBa guHamMmika. BukopuctanHs Pool € BaxIMBUM cTpaTeriyHUM
pILIEHHSIM JIJISI TOCSATHEHHs nux nuiei. [lei pattern qo3Bossie eheKTUBHO YIPaBISATH
00'eKTamMM, 3MEHUIYIOUH HABAaHTA)KEHHS HA PECYpPCH CUCTEMH Ta poOJIAYM Tpy OUIbII
JIOCTYITHOIO Ta ONTHMI30BaHOI0 3a0e3Mneuyroun Nepepo3Ioail pecypciB Ta eeKTHUBHE
yIpaBiiHHS 00'€eKTaMH, pO3POOHUKU MOXYTh CTBOPUTH I'paJIbHI PYIIIi, SIKI MPALIOIOTh
cTabUIbHO, HABITh TIPHU BEIUKIM KIJTBKOCTI B3a€EMOAII0YMX 00'€KTIB. Y 1IbOMY PO3LUT MU
PO3IIIIHEMO, SIK BUKOpUCcTaHHs Pool cipuse onTumizaiiii rpadbHUX pyIIiiB 1 3a0e3nedye
BIAMIHHHU T'€MILIEN.

1. [TouaTtok pobOTH JOMATKY.

2. [nimanizauist podotu cuenapiiB Unity BigOyBa€eThCs B TAKMX METOJAX SIK
Awake() skuil BUKJIMKA€ThCA OJIMH pa3 MpH iHiMiam3amii 06'ekta nepes Oyab-siKuM
THIITIM METOJIOM.

3. 3anuT Ha CTBOpPEeHHS HOBOTO Pool 3a Tumom 00’ €KTiB, BiIOYBAETHCS B METO/I1
Start() BUKOPUCTOBYETHCS JIJIsl BAKOHAHHS JIiH, SIK1 TOBUHHI CTaTUCS OJIUH pa3 Ha TIOYaTKY
BUKOHAHHSI CIIEHApil0, Takl K 1HIMiaTi3allis 3MIHHUX YM HaJallTyBaHHS MMOCUJIAHHS Ta
iXHIO MOYaTKOBY KIJIbKICTb.

4, [rimanizamis cratugdoro kiacy Pool Manager, sik mpaBuiio, BiOyBaeTbCs
aBTOMATHYHO TIPU 3aBaHTAXXEHHI CIIEHM ab00 B MOMEHT 3alycKy jaojarka. € KiJibKa

MOKJIUBHUX CITOCOOIB poOOTH 31 cTaTuyHUMU MeToaamu B Unity.
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5. SIKIIO 3anmuT HAAIWIIOB Ha CTBOPEHHS HOBOTO 00'€KTY 3a IIEBHUM THIIOM.

6. CTBOprOEMO MacHMB O0’€KTIB 3a BKa3aHWMHU IMOYaTKOBHMH JIaHUMHU 32
goromMororo Metony Instantiate(), SKUil BUKOPHCTOBYETHCA [JIsl CTBOPEHHS HOBHUX
€K3eMILTSIPIB 00'€KTIB B TPl Ta BAMHUKAEMO CaM CTBOPEHUI 00’ €KT.

1. S0 HamIAMIOB 3amUT HA OTPUMAHHS 00’€KTY TO MM 3BEPTAEMOCS JI0
HAIIOr0 MacUBY 00’€KTIB Ta 3alUTYEMO Yy HbOTO MOTPIOHUN BIIBHUI 00’€KT, SKIIO 1€
IHIIKN 3aITUT TO 3aBEPIIYEMO POOOTY.

8. bepemo 06’exT 3 Hamoro Pool macuBy Ta Bimmaemo #oro 10 3aMTYBaHOTO
MICIIS, JIe 3 HUM MPOBOSATHCS 1HIII omeparii.

Q. V pasi iHIIKMX 31U TIB 3aBEPITYEMO POOOTY Ta MEPEXOUM Y OCHOBHHUM MOTIK
podOTH TOAATKY.

Ha pucynky 2.9 300pakeHa OJ0K-cXxema ajJropuTMy METOJIy ITpOBUX PYIIIiB 3

BUKOpUCTaHHAM Pool.

1 "/\
| Movatok

¥

2

-~

IHiYizanizalis
IrpoBOro CKpUnTa

T

3anuT Ha CTEOPEHHA
of'ekTiB <T=>

v

IHiuianizayia Pool
lanager

5

3anwT Ha
CTBOPEHHA

6

CTBOpPEHHA MacHBy
3anuT Ha

OTPHMAaHHA

Y

8

o | OTpUMAHHA oD'EXTY 3
Macuey

g —Y
( KiHeyb )

Pucynok 2.9 — biiok-cxema anroputMy METoAy IrpoBUX PYLIiiB 3 BUKOpUCTaHHSIM Pool
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CyTHICTb METOJy NOJSAra€ B TECTYBaHHI I'pH, fKa Ma€ Ha METI NEPEKUBAHHS
BOPOXKMX aTaK 1 JOCATHEHHS KIHI[S KOKHOTO piBHA. I'paBelb nepeMily€eThesl 3 OJHOIO
piBHS Ha 1HIIMH, ¢ BOPOXXKI OAMHUIN CTAIOTh CKJIQJAHINIMMH 3 KOKHUM HACTYITHUM
piBHeM. ['pa ckafaeTsCs 3 OJHUX 1 TUX CAMUX €JIEMEHTIB, aj€ pO3TalllOBaHUX B PI3HUX
KOMOiHaIisX Ta KiabKocTi. KoxkeH piBeHb Ma€ IrpoOBOT0 MEPCOHaXa, CYNPOTHUBHUKIB,
3aH1# (POH, KOPUCHI IPEAMETH JIJIsl OOHYCIB Ta TOUYKH BXOAY Ta BUXO/y HA HOBHUI PiBEHb.

CynporuBauku y rpi € Non-Player Characters (NPC), mo o3Hauae mepcoHaxi,
KEepOBaH1 KOMI'TOTEPOM, 1 BOHH MAIOTh B3aEMOJIISITH 3 TPaBIEM. Y POJILOBUX Irpax TEPMiH
"NPC" Bka3ye Ha MEpPCOHaXIB, SIKI MOXYTb OyTH JPY>KHIMH, HEUTpadbHUMHU abo
BopoxkuMH. NPC € BaXJIMBUM €JIEMEHTOM CTBOPEHHS IrpoBOi arMocepu Ta MOTHUBALlii
rpaBiiB [12].

PiBeHb n0JaTKy, KU po3p00IIA€ThCS, HIOBUHEH BKIIIOUATH HACTYIHI €IEMEHTH:

1. IrpoBoro nepconaxa — 1ie OCHOBHHI TepoH, IKMM yIPABIISIE TPABELb M1 Yac
rpu. Moro xif i B3aeMois 3 iHIIMMY eTeMEHTaMH CTBOPIOIOTH TOJIOBHY JMHAMIKY IPHL.

2. CynportuBnukiB (Non-Player Characters - NPC) — 1ie Bopoxi mepcoHaxi,
KepoBaHI KOMI't0OTepoM. BoHM MOXKYTh OyTH JIpYKHIMH, HEUTpaJTbHUMU 200 BOPOKUMU
1 IOJTafOTh €JIEMEHT BUKIIUKY Ta CTPATETii 10 TPH.

3. 3anHiii GOH TUIAHETH — ITPOBUH CBIT MOBUHEH MaTu arMoc(hepHui TJ10, 10
CTBOPIOE BIAUYTTS MICLIEBOCTI T4 KOHTEKCTY AJI MOAIHN TpH.

4, Kopucui mnpenmern — o0'ektn, sKi TpaBelb Moxe 3i0patu abo
BUKOPUCTOBYBATU Il OTpUMaHHS OOHYCIB, MOKpamieHHs uu cTpuibou. L1 mpeamern
JI0J1at0Th PI3HOMAHITHICTh I'POBOMY MPOIIECY.

5. Bxix Ta BuXigq Ha HOBUM pIBEHb — TOYKH, Yepe3 SKI TI'paBellb MOXKE
MEePEXOAUTH MK PIBHSAMU T'pu. BOHM BH3HA4aIOTh, KOJIM 3aBAaHHS HA OJIHOMY pIBHI
BHKOHAHO Ta IpaBellb TOTOBUI MEPEHTH JO HACTYTTHOTO BUKJIUKY.

Jns  mominmieHHs 1HTEpeCcy TIpaBiiB J0 MOOUIBHOTO IrpoOBOr0  J0JATKy
BUKOPUCTOBYETHCS METO/1 IrPOBUX PyLIiiB 3 BUKopucTtanHsaM Pool. Ileit meTon Bkitouae
MOCJIIIOBHICTH JI1H, K1 BA3HAYAIOTh ONTUMI3AIliI0 MPOTPAMHOTO KOAY T'pH, IO MO3BOJISE
J0JIaBaHHs PI3HUX THUIIB PIBHIB T4 MOXJIMBICTh IpaBLIB KYIMyBaTH MOJIMIIEH] 1rPOBI

KOpalJIi Jj1s1 TOJIAJIBIIIOTO MPOXOKEHHS TPU. MOKIIMBOCTI IrPOBOTO TIPOIIECY:
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1. I'pa po3nounHa€eThCs, 1 A1 1€aIbHOTO MPOXO/KEHHSI TPaBIeBl HEOOX1THO
3aBEpILYBATU PiBHI 3 IOBHUM 3aI1acOM >KUTTSI 1 3aXUCHOTO MOJIs. SIKII0 rpaBelb OTpUMaB
2 31pKH, HOTO KUTTS 3aiuiaeThes Ha piBHI 100%, a 3axucHe nose crae mexme 0%.

2. [TounHaeTbcst iHIIAMI3AIlsA ITPOBUX OJIMHMIIL CEPEIHBOrO THITY, SIKa
aHaJli3ye IrpoBl HABMYKH TPABIIS HA TIEPIIUX IT'ATU PIBHSIX.

3. SIK110 TpaBelh JIETKO MPOUIIIOB MepIli 5 piBHIB, HOMY BUMA/1a€ MOXKJIUBICTD
BUKOHATH HACTYITHI 5 PiBHIB 13 BAKKUMHU OJJMHUISIMH, 1110 MAIOTh BHUIII XapaKTEPUCTUKU
KUTTS Ta CHJIW TOIIKO/PKEHHS. SIKIO TpaBels HE MOOJaB BCi MepIn 5 piBHIB, HOMY
JAETHCS IIAHC MPONTH HACTYIIHI I'ATh JIETTIUX PIBHIB JJIsl TOKPAILIEHHS HABUYOK.

4, ITounHaeTbcs iHIIIAMIZaIS JITKMX PIBHIB, SKI MalTh 0arato BOPOXKHX
OJIMHHUIIb, AJI€ 13 MEHIIMMH XapaKTCPUCTUKAMU KUTTS. PIBeHb MOIIKOMKEHHS IrPOBOTO
Kopabuia 3poOJIeHUH HEBEIMKUAM I CHOPUSIHHS 3BUKAHHIO /10 TPU 1 HAKOMUYCHHS
IpaBIEM ITPOBOI BAIIOTH JUIsi MalOyTHIX MOKYIOK BIOCKOHaJIeHOro KopaOms. Ilicms
YCHIIIHOTO MPOXOPKEHHS 5 PIBHIB I'PABII0 HAJAIOTHCA PIBHI 13 CEpeAHIMHU ITPOBUMU
NEPCOHAXKAMH.

S. VY Bumanky nopasku Ha OyAb-sSKOMY pIBHI, TpaBelb OTPUMY€E MOMIHBICTh
BIIBIIATM  ITPOBMM Mara3MH Ta KYNUTH HOBI Kopabili 13 MOKpaleHuMHU
xapakTepucTukaMu. [TpoioBIIM Taki piBHI, TPABIIO JOCTYHUI pIBEHB 13 O0COM.

6. ['paBerib Mae MOXKIIMBICTD IPUAOATH HOBUHM KOpAOEb B IrPOBOMY Maras3uHi,
JI€ € IICTh JOCTYITHUX KOPaOIIiB 13 pi3HUMHU XapakTepuctukamu. [Tokymnka 3/11iCHIOETHCS
3a IOMOMOTOI0 IrPOBOT BaJIIOTH, SIKY I'paBellb 30Mpae, 3HULLYIOYN BOPOK1 OJJUHUIII.

7. [TounHaeThes iHIMIAMI3AIs BaKKUX PIBHIB, SIKI MPEACTABISIIOTE COOOIO
HaWCKIIaaHIII BOpoKi oauHuIll. L{i piBHI MOXyTh OyTH 370JIaHI TUIBKU TPABISIMHU 3
BHCOKHUM PIBHEM ITPOBUX HABUYOK, SIKI OTPUMAJIHM TPU 31PKH HA KOXKHOMY 3 TOMEPETHIX
PiBHIB.

8. I'pasenib 3ycTpiyae piBeHb 13 60COM, SKIIO YCIIIIHO MPOUIIIOB BAXKKUH MIIAX
1 TIJIBUIIMB CBOI ITPOB1 HABUYKHU.

9. VY Bunajky, SKIo rpaBellh He MO/10JIaB PiBEHB 13 00COM, BIH MOKE BiBIJaTH
irpoBHiA Mara3vH Ta KyIIUTH HOBUH Kopabib. B iHIIOMY BUNAAKY, TpaBeIb MPOJAOBKYE

CBOI IPUTOJIN.
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10. Skmo rTpaBelnps YCHIIMIHO TPOWIIOB BCI JOJATKOBI CKJIaJHI PiBHI, BIH
3aBEpIIYE TPy 3 BIAUYTTAM 3aJ0BOJICHHS 1 OTPUMYE BIAMIHHI OLIIHKU Ha BCiX PIBHSX.

11. TlouymHaeTbes iHiMiami3amiss iTPOBUX OAMHMIL JAJS BCIX THUIIB PIBHIB 3
nonatkoBumu Oonycamu +50% 10 XapakTepuCTUK CynpoTuBHUKa. lle pobuth rpy
BAXYOI0 3 KOXXHUM TPOHJACHUM pIBHEM, OCKUIBKH BOPOXI OJWHHUII OTPUMYIOThH
JIOIATKOBI IMACUICHHS.

Ha pucynky 2.10 300pakeHa 0J10K-cxeMa alropuTMy METOAY YCKJIaJHEHHS TPH.
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Pucynox 2.10 — briok-cxema alnroputMy MeToay Tpu
B Hamomy migxo/1i CynmpoOTUBHUKN aBTOMATUYHO HAMAIal0Th Ha TOJIOBHOTO Tepos,

KOJIM TOW ONMMHSIETHCS B IXHbOMY pajiiycl ataku. I'paBenb Ma€ €(peKTUBHO 3HMIIYBATH
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BOPO’K1 OJIMHMIII JJIsl OTPUMAaHHS OLIbII BEJIMKOT BUHATOPOIM B KiHIII KOKHOTO €TaIly Ta
aKTUBHO 30UpaTy BC1 OOHYCH, SIK1 MOJIETIIYIOTh HOMY TIPOUTH TPY.

Merton GaraTopiBHEBa CTPYKTypa IpH MOJIaHUN Ha PUCYHKY 2.11.

Level Scene
|

) v
level Controler Backgrounds
{ ! ¥ [ | l
Enemy Waves Planets Bonus Nebula Stars
Background Background
Size, Size, Timer,
Wave Prefabs Prefabs
¥
Enemy,
Count,
Speed
Time between
Path Points
One Enemy Coins

Pucynok 2.11 — bararopiBHeBa CTpyKTypa Ipu

Crpykrtypa rpu po3kpuBae irpoy cueny "Level Scen", ne kontposep piBas "Level
Controler" ta don rpu "Background" 3MiHIOIOTBECS BIAIOBIIHO 0 IPOTPECY TPaBII.

Kontponep pisus Bimodae "Enemy Waves", "Planets" Ta "Bonus", koxeH 3 HUX
Mae cBOi BiacHi ocoOnmBocTi. "Enemy Waves" - 1e BOpoXi XBWII 3 BH3HAYCHOIO
KUIBKICTIO FOHITIB, SIKI PyXalOThCsl TIO TIEBHIN TPAEKTOPIi Ta BCTYMAIOTh y 01l 3 rpaBIeM.
L{i XBHJII TTOCTYIIOBO 3'SBIIAFOTHCS 1 3HUKAIOTh, SKIIO T'PaBEIh HE BCTUTAE iX 3HUIIUTH.
KosxeHn Tum BOpokoOi OJMHUIII Ma€ BIACHI XapaKTEPUCTHKU, TaKl SK BUTJISAM, PIBEHb

KHUTTA, I]_IBI/II[KiCTI) Ta BUHAropozaa 3a X SHUIIICHHS.
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"Planets" BiamoBiAaOTh 3a yIpaBIiHHS [IJIAHETAMH, K CIIYT'YIOTh J€KOPATHUBHUM
enemeHToM (oHy rpu. Lle oxorutroe yac ix mosiBu Ta KiIbKIicTh "prefabs", 1m0 mociigoBHO
3'SIBIIAIOTHCS Ta 3HUKAIOTH M1 yac Tpu. "Bonus" nonaroTh 10AaTKOBHIA QyHKIIOHAT JIJIs
MOJICTIICHHS TMPOXO/KEHHSI PIBHA, J03BOJIAIOYM KOCMIYHOMY KOpaOJisi MiJBULIUTH
piBEHb Ta OTPUMATH amlrpeit.

"Background” - me BisyanpHHMIA (BOH TpH, IO 3MIHIOETHCS B 3aJICKHOCTI BiJ
po3TallyBaHHsS Ta pyXy irpoBux 00'ekTiB, BKitoyaroun "Nebula Background" ta "Stars
Background".

3aBasaku "Level Controler" jerko HajgamTOBYETHCS PI3HOMAHITTS HOBHUX BHJIIB
BOPOXKMX OJMHUIIb Ta peani3yroTbes ckiaaHin "Level Scen", Hamarouu 3aX0MUIrO0UNN
IIUISIX TPABIIS, PO3MIMPIOIOYH TEHMITICH Ta CTBOPIOIOYH HACHYCHY Bi3yallbHY aTMochepy
yepe3 "Background".

B cTBOpEHIil Ipl OCHOBHUI aKLIEHT pOOUTHCS HA BHYTPILIHINA ITPOBIN BaIIOTI, IO
BUKOPUCTOBYETHCSI BUKJIIOYHO B IFPOBOMY Iipoleci. ['pa He mpeciiiye KOMepIiHHUX
[IJIeH 1 BUCTyMNa€ SIK TPEHYBAJbHUU 1HCTPYMEHT JJIsl TPABIIB PI3HUX BIKOBUX TpyT,
CIPHSIOYN PO3BUTKY MOTOPHUKH Ta CTPATETIYHOTO MUCJCHHS. Y MarasWHi TPaBIsM
BIJIKPUETHCSI MOXJIMBICTh TIPUAOATH TOKPAIICHU KOCMIYHOTO KOpaOJisi 3a J10MTOMOTOI0
HAKOIMHWYEHOT BAJIIOTH, 110 3a0€3MEeUYUTh IM MepeBary npu 31TKHEHHI 3 MOAN(IKOBAaHUMHU
OJIMHUIIMU Ta OOCaMH..

Monenb BIpoBaKeHHSI MOOUIBHOI TpH B 3kaHpi "Action" BioOpakae maTpuMKy
IpaBIEBlI KOCMIYHOTO KOpabJisi uepes irpoBUii Mara3ut, A0CTYI J0 SIKOTO 3a0€3MeUy€eThCs
3 TOJIOBHOT'O MEHIO. Y Mara3uHi KOXeH I'paBellb OTPUMA€E MOKJIIMBICTh MPUI0aTH HOBUHN
Kopabelb 13 TOKPAIIeHHSIMH, SIK1 ePEeBEPIIYIOTh HOTO MornepeaHrKa. BiaacTuBoCT ux
KOpaOJIiB BKJIFOYAIOTh PIBEHB KUTTS, 3aXUCHUH IIUT, MBUAKICTH CTPLILOH, THU3alH 30Poi,
BUTJISI]] PAKET, iX MIBUAKICT Ta BI3yallbHUN CTHUIIbL KOCMIYHOTO KOPaOJIs.

Ha pucynky 2.12 naBeneHo MoJeib peasizallii «Mara3uiy» rpu.
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Reset Rocket Time

Pucynok 2.12 — Moaenp peanizaliii «Mara3uny» rpu

[Ipouecu B3aeMoxil y MOOUIBHIN ITPOBiil arumkamii skaHpy "Action" BTUIIOIOTH
QJITOPUTM, IO PO3MOYMHAETHCS 31 3aBaHTAKEHHS TOJIOBHOTO MEHIO, SIKE IPOIOHYE
rpaBueBl BuOpatu mnojanemi aii:  "[lowatm rpy", "Marasua", "Buxia" um
"HamamryBanus".

Kommnonent "l[louatu rpy" iHinitoe nepexia Ha cueny "IrpoBi piBHI" Ta BiJIKpUBae
MO>KJIUBICTh BUOOPY PIBHS I'PH, SIKUW aBTOMAaTUYHO BEJIE IO AKTUBI3ALlii IPOBOI CLEHHU.

Ha irpoBiii crieHi BimOyBa€eTbcs TEUMILICH, ¢ TpaBellb CTUKAETHCSA 3 BOPOKUMU
IOHITaMH 1 OBUHEH iX yCIX 3HUIIMTH, & TAKOX J0JAaTH BCl TPYAHOLI ISl TOCATHEHHS
KiHIIeBO1 ToukH. [Ticist 3aBepiiieHHs CyTUYKY B1I0OYBa€ThCs IEpeXif Ha clieHy ""Pe3ynbTaTt
rpu", e rpaBelb MOXKE MEPENUTH 10 HACTYITHOTO PIBHS 4d MOBEpHYTHUCS 110 "MeHnro".

KomnonenT mento "HanamtyBanHs" Hala€ MOXKJIUBICTh PETYJIIOBaHHS ayAi0hoHYy
I'PH, BCTAHOBJIIOKOUH [TAPAMETPU MY3UYHOI'O CYIIPOBOLY.

Komnonent "Buxin" peanizye 3aBepiieHHs (YHKIIIOHYBaHHS MOOUIBHOIO
JOJIaTKY, IO € 3aKJIIFOYHUM €TaroM HOTr0 BUKOPUCTAHHS.

brok-cxema 3araiapbHOTO anroputMmy poOOTH MOOUTBHOT «Actiony irpu 300pakeHa

Ha pucyHKy 2.13.
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Pucynox 2.13 — biiok-cxema 3araibHOT0 ajJropuTMy MporpaMu

2.5 Po3podka Asset Pool Manager

V¥ npoekrax Unity, siki BU CTBOprO€eTe, 3a3Buyail 0arato GameObjects. ¥ 6aratbox
Bunaakax Bain GameObjects OynyTh KOMiSIMU 1HIIUX — y HIyTEpl BiJ MEPIIOi ocoOu
MOke OyTu OaraTo KOMiH OZHOTO 1 TOTO X BOPOXKOTO MEpPCOHA)ka, TI caMi BaJyHH, 3a
SIKUMH MOKHA XOBaTHCH, 1 T1 caMi JiepeBa, 30pos Ta MPeIMETH, K1 MOTPIOHO 30upaTH.

[Tin gac po3pobku mux GameObjects B MOXeTe BBECTH 3MIHU JO BCIX KOIIiM
OJIHOTO ejneMeHTa. Bu HaBiTh MOXKeTe 3MIHUTH BCl JiepeBa Ha KakTycu! SIkmio aepes
Oarato, TO Taka 3MiHa moTpedye Oararo podbotu. OaHAK 3aMiCTh TOTO, 00 KepyBaTH
OaraTtbMa KOITisIMU €JIEMEHTIB, BU MOKETE BIIOPSAKYBaTH CBO1 1y0siboBani GameObjects

3a JJOOMOT0t0 30ipHUX eyeMeHTiB (prefabs) [13].
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Prefab — 1ie asset, sikmii € ma6nonom GameObject. 3 prefabs mosxHa cTBOpHUTH

KUIbKa KOIIM, SIKI HA3UBAIOThCA eK3eMIuisipamMu. 3MiHa prefab asset Takox cripuyuHsie

3MIHU BCIX HOTO €K3EMILISAPIB.

Ham st nanoi rpu moTpiOHO CTBOPUTH JeKiIbKa 11aboHIB. Buau 1mabioHIB ki

BUKOPHUCTOBYIOTHCS B IaHIH Ipi:

CHapAIU SIKI BUITyCKa€ HaIll KOpadelb;

CHapSI/IM SIK1 BUITYCKAIOTh HAaIlll BOPOT'H;

CTBOpPEHHS CAMHX BOPOT1B;

1HTepaKTUBHI 00’ €KTU Ha (OHI.

Po36epemo crioci6 crBopenns Prefab [14]. st movyaTky B poOouuii 30H1 MporpamMu

Unity3D cTBOpuUMO mOpuKIaj CHapsiay SKUH moTpiOeH sl Hamoro kopadmus. IloTim

cTBOproemo manky Ha «Prefabsy». BinkpuBaemo marnky Tak, 1100 y mpaBiil maHesni BiKHa

npoekty (y Two Column Layout) BimoOpaxkanacsi mopoxHsi nanka Y BikH1 Hierarchy

nepetarHith Enemy Straight Projetile y manky Prefabs. HoBum asset y Bamiii mamiri

Prefabs i3 cuniM 3HaukoM KyOa € Bari prefab npuknan Prefab (qus. pucyHok 2.14).
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Pucynox 2.14 — Burnsag Prefab crapsimy B Unity3D

Auto Save
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TakuM 4YHHOM CTBOprHOEMO BcCi iHII mabiaoHu Prefab s Hamumx mnepe

BUKOPHCTOBYBaHUX 00’€kTaX (IMB. pUCYHOK 2.15) Ta (quB. pucyHok 2.16).

& v @0 v K m~rG

79 [2]_Enemy_straight_projectile

# Scene om Game il Asset Store : o Game &A
Shaded v o @ w @ v g0 fy v X WM~ Gizmos v & v o e v #0 Y v ¥ W~ Gizmos v «

€ Scenes | ¥ Cream-Violet-Planet Auto Save | € Scenes | ¥ Purple-Planet-wih-Moon [ Auto Save

# Scene ® Game @ Asset Store : @ Game BA tore
v 20 @ w & v B0y v X W~ Gizmos v « e v 20 @ W & v PO Ly v X E~v Gizmos v <«

& . 2
4 Red-Lines-PLanet 1V Save | es | WP star-planet Auto Save

Pucynok 2.16 — [IIabnoHM iHTEpaKTUBHUX 00’ €KTIB

Tenep Bci TpUTOTYBaHHS JJIS CTBOPEHHS KOJIOBOI YacTUHU 3poOJieHl, Ta
MPUCTYIIAEMO JIO MOJICTIOBAHHS Ta HalMCaHHs KiaciB Hamoro Pool Manager.
JlaBaiiTe BHM3HAUMMO JEsIKl 3arajbHi TMOHATTS, SKI OyJeMO BUKOPHUCTOBYBATU

npotsiroM. O0’€KT, SIKUW 3alUTy€e €K3eMIUIIPU 3 Mysy 00 €KTiB, OyJe MO3HAYEHO SIK
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«cnoxxkuBauy. KoxkeH ekzeMIuisip 00’ekTa, sikuii MOKHa 00’ e€HaTu, 30epexxenuit y Pool
00’€ekTiB, OyJie Ha3BaHO «IPUMIPHUKOM». Pool 00’€KTIB, IO MPEICTABISE CXOBHUIIE
eK3eMILUISIPIB, Oy/1€ MO3HAYATUCS K «ITYID.

Pool B OCHOBHOMY BHUKOPUCTOBYIOTHCS JIJISl MIJIBUIIEHHS TPOJYKTUBHOCTI. Y
JCSIKUX BUIIAJKaX MyJW 3HAYHO MOKPAILYIOTh MPOIYKTHUBHICTH, aje, 3 1HIIOro OOKY, 1€
YCKJIaIHIOE TPUBATICTD JKUTTS €K3EMIUISIPIB, OCKIIIBKY €K3EMIUIIPH, OTPUMaHI1 3 MyJIy Ta
MOBEPHYTI Ha3aJd, (aKTUYHO HE CTBOPIOIOTHCA Ta HE 3HHUIIYIOTHCS B €Ml 4Yac, 1, OTKe,
MyJIH, SIK 1 eK3eMILISIPH, TOTPEOYIOTh 00epeKHOCTI pH peaizarii [15].

BukopucroByemMo 11a0J10H my1y 00’ €KTIB MEPEBAKHO B CUTYaIlIsIX, KOJIU OTPIOHO
(TOBTOPHO) MTOPOIUTH OaraTo 00’ €KTIB OJHOTO TUITY Ha CIIEHI ITi/1 YaC BUKOHAHHS:

— pi3HI epekTu (e(h)eKTH YaCTUHOK, 3BYKH, aHIMOBaH1 00’ €KTH, Ky TOILIO);

— 00’€KTH B CLIEHI BUKOPUCTOBYETHCS MPOIIETyPHUM IF'eHEpaTOpOM (111a0JI0HU
MakeTa Ta IXH1 BIJIOBI/IHI YACTUHHM, TaKl sIK CTIHU, IPEAMETU KOJIEKI[IOHYBaHHSI, BOPOTH,
MEPENIKOIA, TACTKH TOIIO).

[ToTpiOHO OyabTE HAA3BUYAWHO 00EPEKHUMU, KOJIH MPAIIOETE 3 €K3EMIUISIpaMH, 1
3aBXKJIM MaM ATauTe MpO CKUAAHHS CTaHy €K3eMIUsipa 10 CTaHJIapTHOrO, KOJU
MOBEpTAETECS JI0 MyJTy, 100 YHUKHYTH HEOUIKYBaHOI MMOBEIIHKH.

Koxen Pool Bizpi3HS€TbCS YHIKAIBbHOIO HA3BOIO (PSAAKOBUM MPEACTABICHHSIM) 1
MICTUTH NocuiiaHHs Ha Prefab irpoBoro 00’exTa, sskuii BAKOPHCTOBY€THCA 1J11 CTBOPEHHS
ek3eMIUIsIpiB myny [16]. SIkmo BM He OyyM JOCTATHHO YBaKHUMH I Yac CTBOPCHHS
HOBUX IyJIB Y PEIaKTOP1 Ta BAKOPUCTOBYBAJIM T€ CaMe 1M’ sl IyJTy JUJISl KIJTbKOX ITyJIiB, BU
HE MO)KeTe OyTH BIIEBHEHI, 10 00’ €IHAHI €K3EMIUIAPU Ha CIEHl OyIyTh BiMOBITHOTO
turny. Taki BUMAIKA MOXYThb MPHU3BECTH JO HEOUIKYBAaHWX IMOMUJIOK BHUKOHAHHS Ta
MOPYUIUTH CTAOUIBHICTh BaIllOi IpH. 3aMiCTh BUKOPUCTAHHS PSAKOBOTO MPEACTaBICHHS
YHIKaJbHOTO IMEHI ITyJly BM TaK0X MO)XET€ BUKOPUCTOBYBaTH 3MiHHY InstancelD, ska
rapaHTOBaHO OyJie YHIKAJIbHOIO JIsl OyAb-SIKOTO KOMIIOHEHTA IrpOBOr0 00’ €KTA.

Hama peanizaiiis 103B0Jisi€e BCTAHOBJIIOBATH MOYATKOBY KiJIBKICTh €K3EMIUISPIB
MyJly, CTBOPEHHUX IiJ] Yac 1Himiani3amii, a TakoXK BUPILIIYBaTH, Y OyTH OAaTbKIBCBKUMHU

JUTSL €K3EMILISAPIB MiJ1 00’ €KTOM I'pH B 1y B iepapxii Unity3D.



47

IcHye Kigbka MOKJIMBOCTEM I peamizaiii Imyiay o00’€KTiB s 30epiraHHs
€K3EMIUISPIB, HAIPUKIIAJI, BU MOKETE BUKOPUCTOBYBATH CTEK a00 Uepry:

— cTek Oa3zyeThcsi Ha MeToAl «OCTaHHIA MNPUNIIOB — MEPIIUM BHHILIOBY
(LIFO), TO00TO KOJIM CHOXKMBAa4y 3alUTy€ MPUMIPHUK, MyJ TOBEpPTA€ IMOCHIAHHS Ha
NEPIINN eK3eMIULIP Y CTEeKYy, 1 KOJU €K3eMIULSIp TMOBEpPTaeThCA Ha3aj 10 MyJy, BiH
aBTOMATUYHO MOBEPTAETHCS HA3a/1 y MEPILY MO3UIII0 YepPTH CTEKa;

— 3aCHOBAHMI Ha METOJIl «IEpIIMM YBIHIOB, nepmuM Buitmos» (FIFO),
OTXe, KOJU CIOXHMBAau 3aluTye€, HANPUKIAMA, IyJl MOBEPTA€ MOCWIAHHSA Ha TMEPIIUN
IPUMIPHUK y Yep3i, 1 KOJIM insatnce MoBepTAEThCS Ha3aj A0 MyJy, BiH 30epiracThCs B
OCTaHHBOMY TIOJI1 YEPTH.

Ao micnas MOBEPHEHHS [0 IMyJdy HE NOTPIOHO BHUKOHYBATH Oarato4acosi
IPOIICIypH OUYMIICHHS €K3EMILUIAPIB, JOCTATHHO BUKOPUCTOBYBATH CTeK [17]. B iHmomy
BUMAAKY peaizallis Myldy 3a JOMOMOTOK Yepru € Hadarato HaJiNHIIIOW, OCKUIbKU
€K3EMIUISIpU MalOTh OUIbIIE Yacy JJIsi BAKOHAHHS J11 OUMILICHHS.

Byno ¢popmanizoBani 103B0JIEHI orieparliii 3 MpUMipHUKAMHU, 1110 MICTATHCS B PI3HUX
pooling. Koxen ex3zeMIuisap y myJii Mae peaxi3oByBaTH inTepdeiic, 1mob rapanTyBarty, o
KOXKEH eK3eMIUIp Tyidy Oyle HaJle)KHUM YHWHOM IHIIIAII30BaHUM, KOJIM BOHU
HAJCHWJIAIOTh 3T €K3EMIUIIPY 3 MYy, 1 0 OyAb-SIKUI €K3eMILISIP MOXKE MaTH BIaCHY
MpOLIeIypy OUUILEHHS (32 MOTpedn).

OcHOBHI (DYHKIIIOHAJIbHI MOXJIMBOCTI IAOJIOHY MPOEKTYBAaHHS Iydy 00’ €KTIB
MOJKHA IMiJICYMYyBaTH B HACTYITHUX KPOKaX 1 ONMcaHo Ha (IuB. pucyHok 2.17):

1. mys1 CTBOPIOE Ta 1HIIIATI3YE BCl EK3EMIUISIPH

2. CHOXKMBa4 OTPUMY€E EK3EMIUIAPHU 3 IyJIy 3a MOTPeOu (SKIIO HEMA€E >KOIHOIO
JOCTYITHOTO TYJTy €K3eMIUISIPIB CTBOPIOETHCS HOBUIA)

3. K0 eK3eMIUIsIp OuIbIllle He MOTpiOeH, BIH MOBEPTAETHCS HA3aa J0 Myiy (3a

noTpeOu BUKOHYETHCS Tpolieypa ounnieHHs) [18].
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Pucynoxk 2.17 — Moaenbs po6otu Pool Manager

[Iyn cTBOpIOE TMOMNEPEIHBO BU3HAYEHY KUIBKICTh MPUMIPHUKIB 1 30epirae
NOCUJIaHHS HAa NPUMIPHUKU B 4ep3i abo cTeKy. byab-sKkuil KOHKpPETHHH IyJ MOXe
OJIHOYaCHO OOCIYroByBaTH Ouibllle OJHOTO croxuBaya. Ilicns iHimiamizamii myiy
CHOKHMBa4l MOXYTbh JOBUIBHO 3alMUTYBATH €K3EMIUISIPU 3 MYJY BIAMOBIAHO JI0 CBOiX
noTpeO. AKIo My OTpUMy€E 3amuT 1 eK3EMIUISIPH 3aKIHYYIOTHCS, BIH HETaHHO CTBOPIOE
HOBHI €K3eMILISIP 1 MOBEPTAE MOTO MOCUIIAHHS CIIOKHUBAUYy. SIK TUTBKH €K3eMILISP HIKYIH
HE TMOTPIOCH CHOXKMBA4€Bl, BIH TOBEPTAETHCA Ha3ajn y Nyl (MpU HEOOXITHOCTI
BUKOHYEThCS Ipolieaypa ounineHHs ) [19].

[Ticis HanmcanHs cKkpunTiB 30upaeM yepe3 Asset Pool Manager.

2.6  BHCHOBOK

Y apyromy posninu Oyio obpano Bukopuctatu npunnunu Unity Package mns
cTBOpeHHs Hamoro Assets. Takuii criocid 10momMoske IEpeHOCUTH Hatry peantizaiito Pool
Manager y mpoekt 3HauHO mmBuame. Lle cBoro pomy mpeceT CKpHUIITIB SIKid MOXHA
nepeHecTH y Jroouit mpoekt Unity Ta MOYUTH HOTO BUKOPUCTOBYBATH.

Onucano npouec cTBopeHHs kiacy Pool<T> nnst ynpaBiiHHS myJIoM 00'€KTIB y

cepenoBuili Unity. [TosicHeHO KpOKM CTBOPEHHSI HOBOT'O CIIEHAPII0, a TAaKOX HABEICHO
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NpUKJIaJ CTBOPEHHS Kiacy, SIKMM MpeAcTaBiisie KOHTelHep aiis o0'ekra B myini. B kiaci
Pool<T> neranbHO pO3rIsTHYTI OCHOBHI MOJIS Ta METOIU, Taki sik Consume Ta Release y
knaci PoolSlot<T>, a Takox Count, CountUsedItems, Warm, CreateContainer, Getltem
ta Releaseltem y kmaci Pool<T>. IlosicHeHO CTPYKTypy KjaciB, iXHI B3a€EMO3B'SI3KH Ta
(GyHKITIOHATBH1 MOKIHBOCTI.

[Tpencrasieno kiaac Pool Manager, sikuii ynpasisie pooling objects B Unity. Bin €
Singleton<T>, rapaHTyl4M HAasSBHICTH JIUIIE OJHOTO EK3EMIUIIpPAa IMPOTITOM TpH.
OcHoBHi mapameTpu BkimodaroTh LogStatus, Root, PrefabLookup, InstanceLookup Ta
Dirty. IlpeacraBineni Meroau Bkiaro4aroTh WarmPool st cTBOpeHHs 1yiy,
ReleaseObject mis 3BiTbHEHHS 00'ekTa Ta SpawnObject 17151 BKIIIOUEHHS 00'€KTa B YL

Po3pobneno Meron IrpoBHX pyuiiiB 3 BUKOpUcTaHHSAM Pool mnporpamuoro
MPOAYKTY, KWW BHUKOPUCTOBYE Pi3HI ITAOJIOHM MOOYya0BaHI po3poOHUKoM, Ta «Level
Controler», 3a 70OMOr010 SKOTO CTBOPIOIOTHCS HOBI «Level Sceny.

Po3po6ieno Mojens poOOTH IrpOBOi CHCTEMHM Ta MOJEIb peali3allii irpoBOTO
Maraszuny. Po3po6ieHo anroputm poOOTH MOOUIBHOTO ITPOBOrO JOJIATKY Ta OMUCAHO
polLec Woro poooTH.

CtBopeno Asset Pool Manager mist Unity. [Toka3aHo BaJIMBICTh BUKOPHCTAHHS
Prefab s mabnoniB o0'exTiB y rpi. Po3rmsHyTo peanmizamiro kimaciB Pool ta Pool
Manager mis kepyBanns pooling objects. [IpuBepHyTO yBary Ha Ba)<JIMBi aclieKTH, TaKi
K BUOIp CTEKy YW Yepru Ui IMyJy, a TaKOX MPAaBUJIbHE OUYUINEHHSA Ta MOBEPHEHHS
ex3eMIuLspiB. [ligkpecaeHo, 110 BUKOPUCTAaHHS MyJI1B MOKE MMOKPALTUTH MPOAYKTHUBHICTh
rpu, aje BUMarae 00epekHOCTI pu poOOTI 3 EK3EMILISIpaMHu.

Takox y AaHoMy pO3AUII omHMcaHi OJIOK CXeMH Ta JiarpaMH KJAciB Halioi
MaiiOyTHBOI po3poOKku Pool Manager. ¥V uboMy po3aiii 0yJio BAKOPUCTAHO MPUHLIUIIH 10
opranizaiii kofmy, sk Singleton matepH MPOEKTyBaHHsA, ajie¢ W PO3MVISHYTH HaWOLIBII
KOM(OPTHI Ta MpaBUIBHI MAXO0IU 10 00pOOKH MO/I1# Ta IOTOBOPUTH PO 3PYUHICTh KOAY

3arajom. [{ns 3pyuHocTi 3BepTanHs 10 kinaciB Pool Manager 3 m0001 TOUKH KOy .
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3  NPOTPAMHA PEAJIBAIISA MOBLTHbHOTO ITPOBOTO
JTOJATKY

3.1  OO6rpyHToBaHuii BUOIp IrpOBOTO PYIIIis

[lepen moyaTkoM HOBOTO MPOTPAMHOTO MPOEKTY HEOOXIAHO BUPIMIUTH, KUK
IrpoBHil py1Iiil 0y1eMO BUKOPUCTOBYBATH. PO3risitHeMO Tpu HalO11b11 BAKOPUCTOBYBaHI
IrpOBl pyIIIA i1 po3poOKH J0AaTKiB. Pe3ynapTaTu MOPIBHSHHS ITPOBHX PYIIIiiB
npuBeeHi y Tabmumi 3.1,

Unity — 1ie He Jmiie iHTErpoBaHE CEPEIOBHINE PO3POOKH, a W MOTYKHUUN
rpadiuHUil JABUTYH, CHOPSMOBAaHUN Ha CTBOPEHHS IrOp Ta IHTEPAKTUBHUX JOJATKIB.
OcHoBanuii Ha MOBi1 mnporpamyBanHHa C#, Unity mnpuBaOiito€ pO3pOOHUKIB CBOEIO
JIETKICTIO BUKOPUCTAHHS, KPOCILIAT(OPMEHHICTIO Ta BEIMKUM HAOOpOM pO3IMIMPEHb.
[TinTpumyroun sik 2D, Tak 1 3D rpadiky, Unity Takok 3HaX0IUTh 3aCTOCYBaHHS B 00J1aCT1
BIPTyaJIbHOI PEaJbHOCTI Ta CUMYJIALIM, 3aBASKM aKTUBHIN Ta PO3IMIMPEHINA CHUIBHOTI
PO3POOHUKIB.

Unreal Engine — me BucOKOMOTYXHHMH rpadidyHWii IBUTYH 1 IHTErpOBaHE
cepenoBuilie po3poOku, crBopeHe kommaHieo Epic Games st po3poOku irop Ta
IHTEPaKTUBHUX A0JATKIB. Lleil IHCTpyMEHT BIAOMHUIA CBOEIO 3aXOILITIOI0UOI0 Tpadikoro Ta
PO3UIMPEHUMH MOKIMBOCTSAMU. 3 BUKOPUCTAHHSIM MOBH mporpamyBaHHsi C++, Unreal
Engine Hagae rHyUYKICTh Y CTBOPEHHI CKJIQJHHUX ITPOBUX CIIEHApiiB. 3apa3 BiH MIUPOKO
BUKOPUCTOBYETBHCS B Tally3l pO3pOOKM Irop Ta BIPTyaJbHOI pPEaTbHOCTI 3aBISKU
BHUCOKOSAKICHIN Tpadirii Ta po3mupeHiit GyHKIIOHATLHOCTI. .

MonoGame — iIHCTPYMEHT 3 BIAKPUTHUM BHX1THHM KOJIOM, SIKHI Ha/1a€ MOYKJIMBICTh
pPO3pOOHHMKAM CTBOPIOBATH 3aXOILTIOIOUI IrPHU 3 BUKOPHUCTAHHSM MOBH MPOTpaMyBaHHS
C#. Pospobnennit ©Ha ocHOBI XNA, MonoGame [03BOJISIE CTBOPIOBATH
KpocIuiaT(OopMeHHI1 IrpH, K1 MPAIOIOTh HAa PI3HUX OMNEpAIIHHUX CUCTEMax, TaKUX SIK
Windows, macOS, Linux, Android, iOS Ta ixmi. 3pyuyHa 610i0TeKa CTBOpeHa Jis
HaJaHHS PO3POOHUKAM THYYKOCT1 Y CTBOPEHHI 1rop, MO3BOJISIOUN iM 30CEPEAUTHCS Ha
TBOPYOMY IPOLEC], YHUKAIOUW 3aBUX TPYIHOIIIIB.

[[Ixana oriHIOBaHHS KPUTEPIiB MOB MPOTrpaMyBaHHS:



—  HE BIAMOBIIHICTH TaHOMY KpuTepiro — 0;

—  BIAMOBIIHICTH TaHOMY KpHUTepiro — 1.
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ChiubHUM TIOKa3HMK KPUTEPIiB CEepefOBUINE PO3POOKM IrpOBUX PYIIIiB

(CITIKCPIP) — ne cepenHe 3Hau€HHS BCiX HEOOXIAHMX KPUTEPIiB pO3POOKH IrpOBHX

pyuiB asst po3pooku qonatky. CIIKCPIP oGuuchtoeTses 3a popmyoro 3.3.

CHKCPIP :(H1+H2+H3+H4+H5+H6)/6

ne I1; — mpoctuit iHTEpdEiic;

[, — miaTpumye HanucanHsa ckpuntiB Ha C#;

13 — macmTaGHUM po3Mip JOKYMEHTAIIi1;
14 — mara3un roroBux assets ta plugins;
[15 — po3pobka MOOLITBHUX 1TOP;

I[1s — kpocmaThOpMEHICTh.

Tabnuus 3.1— [1opiBHSHHA MOB IIpOTrpamMyBaHHs

(3.3)

[TapameTpu

Unity

Unreal

Engine

MonoGame

[Ipoctuii inTepdeiic

1

[linTpumye HanmcanHsa cKkpunTiB Ha C#

Macumtabuuii po3Mip JOKYMEHTallii

Mara3un roroBux assets ta plugins

Po3pobOka MOOUTBHUX 1TOp

Kpocmnardopmenictb

Cyma 1noka3HHKIB

I I Rl

1
1
0
0
0
3

N O O O O | =

PesynbraTn po3paxynky CIIKCPIP:

—  CIIKCPIP Unity nopiHtoe 1;

—  CIIKCPIP Unreal Engine nopisHroe 0,5;
—  CIIKCPIP MonoGame nopisHroe 0,33
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B xox1 aHanizy cepenoBuiiie po3poOKH IrpoBUX pyLIiiB OyI0 BUPIIIIEHO
po3pobisatu goaarok y Unity [20], Tak sik gqanwuii irpoBuil pyIimii Mae HalBUIIHIA

CIIKCPIP.

3.2  OO6rpyHTOBaHUi BUOIp MOBH IPOrpaMyBaHHS

VY Ham yac iCHye BelMKa KUIBKICTb MOB IporpaMmyBaHHs. Po3risitHemo Tpu
HaNO1IbII MOBH 117151 po3poOku «desktop» momatkis. [lopiBHSIHHSI MOB MpOrpamMyBaHHS
pUBEICHO y Tabuuii 3.2.

Mosa nporpamyBanns C# — 1e npoaykT kommanii Microsoft, 1 BoHa Bpaxkae
CBOEID  OO0'€KTHO-OPIEHTOBAHOIO  CTPYKTYpPOIO Ta  YHUCIEHHUMH  KOPHUCHUMHU
BIacTUBOCTAMU. [IpocToTa BUKOpPUCTaHHS, MIATPUMKAa OO'€KTHOI Opi€HTallli, CUCTEMa
THUIII3a11li, aBBTOMAaTUYHE BUBLIIbHEHHS mam'sTi ("'301pKa cMITTS" ), MOXKIJIMBICTh CYMICHOCTI
BepcCii poOIATH 1i MPUBAOIUBUM BUOOPOM JJIs PO3POOHUKIB.

MoBa mnporpamyBanHs C++ BoOJNOJl€ SIK IMIEPaTUBHUMHU, TaK 1 00'€KTHO-
OpPIEHTOBaHMMHU (PYHKIISIMH, IO pPOOUTH ii BIJOMOIO SIK MOBY CEPEIHBOIO PIBHS.
31aTHICTh KOMOIHYBaTH  OO'€KTHO-OPIEHTOBAHWUW  TIAX1Jl, YHIBEPCAJIbHICTh Ta
(yHKI1OHAJIBHI MOXJIMBOCTI 13 3/IaTHICTIO 10 HU3bKOPIBHEBUX MAHIMYJISALINA 3 TaM'STTIO
pOOUTH i1 MOTYKHUM IHCTPYMEHTOM JIJIsl IPOTPAMICTIB.

Python — ne BHcokopiBHEBa MOBa MpPOTpaMyBaHHS 3arajibHOTO MPU3HAYCHHS,
CTBOpPEHA J1JIs1 M1 IBUILEHHS IPOAYKTUBHOCTI PO3POOHUKIB Ta MMOJETIIEHHS YUTAHHS KOJTY.
MoBa BiI3HaYa€ThCS TUHAMIYHOIO THITI3AIli€l0, aBBTOMATHYHUM YIIPABIIHHSAM IaM'sITTIO
Ta BUKOPUCTAHHSM 3PYYHHX BHCOKOPIBHEBUX CTPYKTYp AAHHUX, TaKUX SIK CIOBHHKH,
CIIUCKH Ta KOPTEXKI.

[IIxana oriHIOBaHHS KPUTEPIiB MOB MIPOTpaMyBaHHSI:

—  HE BIAMOBIIHICTH TaHOMY KpuTepito — 0;

—  BIAMOBIIHICTH TaHOMY KpHUTepiro — 1.

CrninbHui moka3HuK kputepiiB MoB nporpamyBanHs (CIIKMII) — ne cepenne
3HAYEHHS BCIX HEOOXITHUX KPUTEPIiB MOB MPOrpamMyBaHHS sl PO3POOKU TOAATKY.

CIIKMII o6uuncmntoeTses 3a popmyioro 3.2.



CHKMH:(H1+H2+H3+H4+H5+H6)/ 6

ne I1; — HasBHICTB 610TiI0TEK 11 pOOOTH 3 TpadiKoI0;

[1; — MOKJIUBICTH pOOOTH 3 TUHAMIYHOIO TTaM'STTIO;

[13 — HasgBHICTH 301pHUKA;

[14 — MOKJIUBICTH 00'€KTHO-OPIEHTOBAHOTO MPOrPaMyBaHHS;
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(3.2)

[15 — HasBHICTH 610710TEK AJ1 poOOTH 3 onepaniiauMu cuctemMamMu Windows;

[ — OLIBIII O3HAMOMIIEHHH 3 MOBOIO IIPOTrpaMyBaHHS.

Tabmuns 3.2— [MopiBHAHHA MOB IPOTPaMyBaHHS

[Tapametpu C# | C++| Python

HasgnicTs 616110TEK /U151 poO60TH 3 Tpadikoro 1 1 1
MO>XJIMBICTh pOOOTH 3 TUHAMIYHOIO MTaM'ATTIO 1 1 1
HasBnicTs 30ipHUKa 1 0 1
MOoXJIUBICTH 00'€KTHO-OPIEHTOBAHOTO MIPOrPaMyBaHHS 1 1 1
HagBhicte 0610mi0TeKk st poOOTH 3 onepauiiiHUMU . . .
cucremamu Windows

binbi o3HalioMiIeHUI 3 MOBOIO ITPOTrpaMyBaHHS 1 1 0
Cyma moka3HHKIB 6 5 5

PesynbTaTu po3paxynky CITKMII moB nporpamyBaHHs:

—  CIIKMII moBu nporpamyBanns C# nopiBHioe 1;

—  CIIKMII moBu nporpamyBanns C++ nopisutoe 0,8;

—  CIIKMII moBu nporpamyBanns Python nopisntoe 0,8

B xox1 ananizy MOB mporpaMmyBaHHS OyJ10 BUPIIIIEHO PO3POOJISATH JOJATOK HA MOBI

C# [21], Tak six nana MmoBa mae HaviBunii CITKMIT.

3.3  OOrpyHTOBaHMii BUOIp CEpPeOBUIIIA PO3POOKH
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InTerpoBane cepenoBuie po3podku (IDE) — me mporpamuuii Hablp, SKUii
00'€THye OCHOBHI 1HCTPYMEHTH, KOPUCTYBad 3allUCy€ Ta peAarye BUXITHUU KOJ Yy
penaktopi koxy. KomMmiiasTop mepeBOAWTh BUXITHUN KOJ HA YUTAOEIbHY MOBY, SKY
MOKHA BHKOHaTH I komm'torepa. | debugger tectye nporpamue 3a0e3nedeHHs st
BUpIIICHHA Oyab-akux npoOiem abo momuiok. [lopiBusuusa IDE naBeneHo B tabmuii
3.3.

Microsoft Visual Studio 2019 - iHTerpoBaHe CepelOBHIIE PO3POOKHU
MPOrpaMHOTO 3a0€3MEeUeHHs 1 Psii IHIINX 1HCTPYMEHTAIbHUX 3ac001B. J[aHui mpoayKT
JI03BOJISIE€ PO3POOJIATH K KOHCOJIBHI JOJATKHU, TaK 1 T0AaTKH 3 rpadiuaumM iHTepdeiicom,
B TOMY 4HCII 3 HiATpuMkoro TexHoiorii Windows Forms, a Takoxx BeO-caiitu, BeO-
JOJIaTKH, BEO-CIIy’)KOH SIK B PIAHOMY, TaK 1 B KEPOBAaHOMY KoAax JIsl BCIX IUIaTopM,
niaTpumyBaHux Windows.

MonoDevelop — e iHTerpoBaHe cepeoBHUIIe PO3POOKH 3 BIIKPUTHM BUXITHHM
kogoMm s Linux, macOS, 1 Windows. MonoDevelop 00'ennye ¢yHkiii, aHagorigHi
NetBeans 1 Microsoft Visual Studio, Taki sk aBTOMaTHYHE 3aBEpIICHHS KOy,
YOpaBIIHHSA BUXIIHUM KoJoM, rpadiunuii iHTepdeiic kopuctyBaya (GUI) 1 BeO-
IA3AHED.

Sublime Text — me yMOBHO-OE3KOIITOBHHI KpOC TUIATPOPMHHN PEIAKTOP
BUXIJTHOTO Koay 3 iHTepdeiicom mnpukiaaHoro mnporpamyBaHHsi (API) Python. Bin
CIOYATKy MIATpUMYE O€3J114 MOB MPOTPaMyBaHHS 1 MOB PO3MITKH, 1 (PYHKIIIT MOXYTh
OyTH J0JlaHl KOPUCTYyBa4aMH 3 TUIariHaMH.

[[Ixana omintoBanus kputepiiB IDE:

—  HE BIAMOBIIHICTH TaHOMY KpuTepiro — 0;

—  BIAMOBIIHICTH TaHOMY KpHUTepiro — 1.

ChnuibHUM TOKa3HMK KPHUTEpIiB IHTETPOBAHOIO CEPEIOBUIIA  PO3POOKH
(CIIKICP) — e cepenne 3HaueHHs Bcix HeoOximHuX kputepiiB IDE mist po3poOku

noaatky. CITIKICP obuucntoeTses 3a popmyiioro 3.1.
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CIIKICP =(IT1+I12+I13+I14+I15+116)/6 (3.2)
ne I1; — 6e3KoImTOBHA HILEH31;
[1; — moxmuBicTh po3podku GUI;
[13 — HasABHICTH KOMIILISATOPA;
14 — cTBOpeHHS KpOC-TUIaT(HOPMOBUX TOIATKIB.
[15 — HasBHICTH 3ac001B 411 poOOTH 3 TpadikoIo;
[ — OLIBIII O3HAMOMIICHUH 3 CEPEIOBUILIEM PO3POOKH.
Tabmuns 3.3— [NopiBasauns IDE
[Tapamerpu Microsoft Visual | MonoDevelop | Sublime Text
Studio Community
2019
beskomToBHa JineH3is 1 1 1
MosxmmBicTs po3pooku GUI 1 1 0
HasiBHicTh KOMMIiISITOpA 1 1 0
CrBopeHHs
' 1 1 0
KpOCIUIaTPOPMHUHUX JTOJATKIB
HasBHicTh 3aco0iB a1t poOoTH
_ 1 0 0
3 rpadikoro
binbmr  o3nadiomsienuii 3
1 0 0
CepeOBUIIEM PO3POOKHU
Cyma 1noka3HHKIB 6 4 1

PesynbTaTu po3paxynky CIIKICP inTerpoBanux cepeaoBHII pO3POOKH:

— CIIKICP inTerpoBanoro cepefoBuiia po3podku «Microsoft Visual

Studio Community 2019» nopiBHioe 1;

- CIIKICP iHTEerpoBaHOTO CEpEIOBHINA PO3POOKH

nopiBHoe 0,8;

«MonoDevelop»
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— CIIKICP inTerpoBaHoro cepeaoBuiia po3poOku «Sublime Text»
nopiHioe 0,2.
B xoxi anamizy IDE Gymo BupimeHo po3pooisitu nonatok B Microsoft Visual

Studio Community 2019 [22], Tak six BoHo Mae HaiiBumuii CITKICP,

3.4  Bubip BukopucroByBanux API

APl — Ha0ip BU3HAYEeHb MIANPOTpaM, MPOTOKONIB B3a€MOAIl Ta 3ac0o0iB AJis
CTBOpPEHHSI TpOorpaMHOTO 3a0e3nedeHHs. CHOpomieHo — Iie Hadip YiTKO BH3HAYEHUX
METOJIB I B3aeMOil pi3Hux koMmoHeHTiB [23]. API Hamae po3poOHuKy 3aco0u s
IITBUIKOT PO3POOKH ITPOTPaAMHOTO 3a0e3MeUCHHS.

Jnsa  peamizamii HeoOXiMHOI (YHKIIOHAIBHOCTI JUISI PO3pOOKH Tpu OyIio
chopMoBaHo crucok Bukopuctanux API:

— Scripting;

— Profiler;

— Analytics Library;

— In App Purchasing;

— TextMeshPro;

— 2D Sprite.

3.5 Bubip BUKOpUCTOBYBaHUX 010J110TEK

Unity sk 0i0mioTeka mnpu3HA4Y€HA IS KOPHUCTYBaulB-CICHIANICTIB, SKi
BUKOPHCTOBYIOTH BJIaCH1 TeXHOJIOT1T ratdopmu, Taki sik Java/Android, Objective C/iOS
a6o0 Windows Win32/UWP, 1 xouyTh BKIOUUTH PyHKIIi Ha 6a3i Unity y cBOi irpu uu
porpamu.

Jns mouatky mepeadavaeThCcsi, MAaEMO JOCBIJT PO3POOKH JJIsl TEXHOJOTIM PigHOI
mnatopmu, Takux sk Java/Android, Objective C/i0OS abo Windows Win32/UWP, 1
3HAMOMI 31 CTPYKTYPOIO MPOEKTY, MOBHUMHU (PYHKITISIMH Ta KOHKPETHUMU IMapaMeTpaMu
KOHpiryparii mathopmu ( HAPHUKIIAL T03BOJIM KOpHCTyBaua) [24].

BuxkopuctoByBatu Unity sik 610110TeKy B 1HIIMX Mporpamax, IHTErpyBaBILIN CBii

BMICT 1 KOMIIOHEHTH cepeoBuina BukoHanHs Unity y mpoekT pigHoi matdopmu. e nae
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3MOTY BCTaBJISITH BMICT, Ik BUKOpUCTOBY€E 3D abo 2D Bizyarizalliio B peajbHOMY 4aci.

Hocain, B3aemomis 3 3D-moaemsimu ta 2D-MiHi-irpamu. biGiaioTeka cepenoBuiina

BukoHaHHs Unity pO3KpUBae CrnocoOM KepyBaHHS 3aBaHTAKCHHSM, aKTHUBAIIEIO0 Ta
BHUBaHTAXXCHHSM Y piaHii mporpami [25].

Jlnia peanizanii He0OX1AHOT PYHKIIOHATBHOCTI I pO3pOOKHU IrPOBHX PYIIIiB OyII0
copMOBaHO CITUCOK MOJIYJIiB [26], siKi OyAyTh MiCTUTH CTPYKTYpH Ta (QYHKIIIT JUIS:

— System.Collections (Mictute inTepdeiicn Ta KiacH, SKi BH3HAYAIOTh
PI3HOMaHITHI KOJIEKIIi1 00’ €KTIB, TaKi sIK CIUCKH, Ye€PTH, O1TOB1 MAaCUBH, XEIII-TA0JIHIII Ta
CIIOBHHUKH.);

— System.Collections.Generic  (Mictuth iHTepdeiicu Ta KiIacu, WO
BH3HAYAIOTh YHIBEPCAIbHI KOJICKIII, SIK1 JIO3BOJISIIOTh KOPUCTyBauyaM CTBOPIOBATH CTPOTO
THUIT130BaH1 KOJIEKIIii, 1110 3a0€3MeYyI0Th MMiIBUIIECHY MPOAYKTUBHICTh Ta O€3MEKYy THITIB Y
MOPIBHSHHI 3 HEYHIBEPCAJbHUMHU CTPOTO TUII30BAHUMHU KOJIEKIISIMHU. );

— UnityEngine.Profiling (Mictuth Kiacu TeCTyBaHHS y CBOi cCIieHapii 3a
nonomororo Profiler.BeginSample i Profiler.EndSample);

— UnityEngine.UI (MicTuThb BCl €1€MEHTH IJ1s TpadiuHOro BiAOOpakKeHHs Ha
XOJICTI.);

— DG.Tweening (Mictuth 1HTepdeiicn Ta Kiacu s pyxXy UM aHiMmarii
00’€KTiB);

— UnityEngine.Audio (MicTuTth kiacu po60OTH 3 3ByKaMu)

3.6 BucnoBox

Y Tperbomy po3aini Oyio MPOBEACHO aHali3 Pi3HUX MOB MPOTpaMyBaHHS s
pPO3poOKK METOIIB onTHMi3alii irpoBux pyuriB ACtion irop MoOIBHHUX HOAATKIB, i
CEpEeIOBHUII POTPaMyBaHHs. Y SKOCTI MOBH MporpaMyBaHHs 0yJsi0o 06paHo MoBy C# st
PO3pOOKHM FOJIOBHUX MOJIYJIIB MMPOTPAMHOTO J01aTKy. Ll MOBa € 00’ €KTHO-OpiEHTOBaHA,
3a0€e3MeYyI0Th JOCTaTHRO BHCOKY MIBUIKOAIIO MPOTPAMHOTO MPOAYKTY Ta JO3BOJISIOTH
HampsiMy — B3a€EMOJIATH 3 CHCTeMHUMH (yHKIissMua. Jo3BoJjisie He BTpadatu
MPOIYKTUBHICTH pOOOTH TPOTPAMH.

Takox Oyno mpuitHsTo pitneHHs BuxkopuctoByBatu Microsoft Visual Studio
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Community 2019 B sikocti IDE, amke maHe cepemoBulile po3pOOKH BIAMOBIIA€ BCIM
HEOOXiTHUM BUMOTaM, a TOJIOBHE JI0O3BOJISIE MTUCATH KOJl oHOoYacHO Ha MoBi C#. byro
chopmoBaHo crmrcok Bukopuctanux API. PeamizoBano HeoOximHi (hyHKIIIOHATHLHOCTI
JUISL pO3pOOKH IrpOBUX PYIIIiB OyJ10 C(HOPMOBAHO CIIUCOK MOJYJIB, sIKi OYIyTh MICTUTH

CTPYKTYpH Ta (PYHKIII].



59
4 TECTYBAHHSA TA AHAJII3 ASSET POOL MANAGER

4.1 TecryBannsa Pool Manager 3a nonomororo Unity Profiler

Unity Profiler — e iHCTpyMeHT, siknii MOYKHA BUKOPHCTOBYBATH UII OTPUMaHHS
iHbopMallli Mpo MPOAYKTHBHICTH Bamioi mporpamMu. MokKeMO MiAKIIOUATH HOro 10
IIPUCTPOIB y Balliid Mepexi abo MPUCTPOIB, MIJKIIOYESHUX J0 BAIIOr0 KOMIT FOTepa, o0
NEePEeBIpUTH, K Ballla IporpaMa IMpaiioe Ha 3aruiaHoBaHil miaTdopMi BUMYCKY. Takox
MO>KEM 3aIyCTUTH HOT0 B peIaKTOPi, MO0 OTPUMATH OTJISI PO3MOIITY PECYPCIB IMiT Yyac
PO3pPOOKH MPOTPaMHU.

Profiler 30upae Ta BinoOpaxkae 1aH1 Mpo MPOIyKTUBHICTh BAIlIOl MPOTPaMU B TAKHX
o0nacTax, SK Mpolecop, naM’siTh, peHaepep 1 aynaio. Lle KOpuCHMI 1HCTPYMEHT IS
BU3HAUEHHS o0OyiacTed JUIsl MOKpAallleHHs NPOAYKTUBHOCTI Balloi MporpaMu Ta
MOBTOPEHHS IIUX obnacTeil. Bu MoxeTe TOUHO BU3HAYMTH, SIK Balll KOJ, aKTUBH, CIIEHA
HaJIAIITyBaHHA, Kamepa [27].

HanamryBanss Bizyanizaiii Ta 301pKH BIUIMBAIOTh HA MIPOyKTUBHICTh IPOrPAMH.
Bin BimoOpaxkae pe3ynbTaTH B cepii aiarpam, mjo0 BM MOTJM Bi3yali3yBaTu, €
B110yBalOThCS CIUIECKH MPOAYKTUBHOCTI BaIIoi MPOTPaMHU.

Oxpim BukopuctanHs BOygoaHoro Unity Profiler, Bu MoxeTe BUKOpUCTOBYBATH
Hu3bKOpiBHEBMI 1arid Profiler API nnst ekcniopTy nanux npodiroBaHHs 10 CTOPOHHIX
1HCTpYMEHTIB npodiatoBaHHs, a Takoxk makeT Profiling Core niist HamamTyBaHHs aHATI3Y
npoduntoBaHHs. Bu TakoXk Mo)keTe AO0JaTH 10 CBOrO MPOEKTY MOTY>XHI 1HCTPYMEHTH
npodimtoBanHs, Taki sk Memory Profiler 1 Profile Analyzer , mo0 neranbHimre
aHali3yBaTu JaHl Opo IPOJYKTUBHICTb.

[ITo6 orpumaru noctym a0 BikHa Profiler, mepeiinite 1o Mmenro: Window > Analysis
> Profiler. 1106 oTpumaTu nmokIagHUI OTJISA BIKHA, TIEPETISHBTE TOKYMEHTAIlII0 BiKHA
Profiler .

[[To6 mopiBHATH 3MiHM Tpeda CMOYAaTKy TIOCTaBUTH MITKH, W00 BOHHU
B1100pa3miKch y BikHi Profiler.

Profiler BimoOpaxkae 3pa3ok y MHOJaHHSX ie€papxii Ta 4YacOBOi MIKaIH. 3Pa30K

BKJIAJICHO Mmija mojii abo (YyHKIIOHATIBHI BHUKJIWKU, SIKI TMPU3BOASTH O BUKOHAHHS
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3pa3koBoro koay. Hampukian, 3pazok, po3mimieHuit B OHOBJICHHI, BITOOpa)Ka€ThCs MMij
Update.ScriptRunBehaviourUpdate iepapxieto Profiler ta yacoBoro mikanoro. Skio Bu
HamaeTe targetObject, BU MOXeTe KIAIHYTH 3pa3oK Ha vacoBidd mkami Profiler, mo6
BUOpaTy 1el 00’eKT y pemakTopi (Mg 4vac MpoQiIOBaHHA B PEXKUMI BIATBOPEHHS
penakTopa).

Profiler.BeginSample YMOBHO KOMIIUTIOETHCS 3a JOTIOMOT OO
Conditional Attribute. Takum 4riHOM, BiH MaTUM€ HYJIbOB1 HaKJIaJH1 BUTPATH, KOJIU HOTO

pPO3TOpTAlOTh Y HEPO3IPOOHiH 30ipii. AJoKarlis mam’sTi 10 Bukopuctanus Pool (nuB.

pucynok 4.1) [28].

Pucynox 4.1 — Anoxkarrist mam’siti 10 Bukopucranus Pool

Arnoxkartis mam’sTi ipu BUKopUcTanHi Pool Manager (1uB. pucyHok 4.2).

Pucynox 4.2 — Anoxkariist mam’siti mpu Bukopuctanni Pool Manager
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4.2  BneceHHs peaizalliii myjay y iIrpoBUH J0AaTOK
s Toro mo6 mparroBatu 3 Pool Manager motpiOHO i MOYaTKy IMIIOPTYBaTH
foro B Ham mnpoekT [29]. € nekiibka BapiaHTIB BHECEHHs (Qailiry (opmarom

.unitypackage y mpoekxT:

1. Biakpute motpiOHUIT TPOEKT Ta mepeHecT ¢aiia 10 podOYoro mpocTopy
Project.

2. Bigkputu npoekt notiM aBiuM HaTHCcHYTH Ha JIKM 1o daiiny.

3. Binkputu mpoekt Ta BuOpaTH TOTpiOHMI ¢aiin 3a TaKUMH HUIIXOM

Assets/ImportPackage/CustomPackage.
[Ticnst TOro SIK BUKOHAIM OJUMH 3 BapiaHTIB y HAC 3’SIBUTbCA TaKe BIKHO (JIUB.

pucyHok 4.3). B sikomy cnioctepiraeMo siki Qaiiiu Ta JaHHi T0JAI0THCS Y HAlll TIPOECKT.

Impart Unity Package n

PoolManager

unity
ttings.lightir®

tings.lightingNes

Pucynok 4.3 — Bikno Import Unity Package

[Micns excriopry Asset Pool Manager moTpiOHO BH3HAYUTH MICIS ¢ MOTPIOHO
BUKOPHCTOBYBATH B HAILIOMY MPOEKTI. BU3HauMMO 111 MicList:
— cTpiIpOa Hamoro rpasus kiac PlayerShooting;

— CTBOpPEHHsI BOpPOTiB Kjac Wave;
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— cTpinbOa Boporis ki1ac Enemy ta BossShooting.

[Mumemo nexinbka HOBUX MeTiB B PlayerShooting B sikomy OynemMo onucyBaTH HOBI
METOJH CIIABHY CHAPSIIB JJIS TYIIKH:

SpawnPoolObjects — B iboMy MeTO/I1 CTBOPIOEMO HaOIp iHiIliaTi30BaHUX 00’ EKTIB
JUIS IbOTO BUKOpHcTOBYeMO MeToz Pool Manager.WarmPool(parent, 50), ixe parent — 1ie
Hart 00’ekT a 50 — 11e KUTbKICTh KIJIOHIB.

Meton Pool Manager.WarmPool(GameObject, int) BigmoBigae 3a iHimiai3alio
00’€ekTiB Ta mpuiiMae B cede Taki mapamerpu sik GameObject — 11e miATOTOBICHUI HAMHU
Prefab T00TO 00’ €KT KJIOHU SIKMX MTOTPIOHO CTBOPUTH. J[pyruii mapameTp Mae TUII integer
1 BUKOPUCTOBYETHCS JIJIs1 KUIBKOCT1 CTBOPEHHS MTOYATKOBUX KJIOHIB.

SpawnShot — ne 6epemo 06’ekt mo tumy(T) 3 Pool Manager. BukopuctoByemo
metox Pool Manager.SpawnObject(obj), ae obj — 11e parent.

Meton Pool Manager.SpawnObject(obj) BiamnoBinae 3a otpuMaHHs 00’ ekTy 3 Pool
skmo B Pool Manager memae 00’€KTy MOTPiOHOTO THITY TO BiH CTBOPIOETHCS 1
B1JIJTA€THCH.

B metoni CreateLazerShot() BusuBaemo metoq SpawnShot Ta nepenaemM noTpiOH1
JaHH1 TI0 PO3TaITyBaHHIO Ta TOBOPOTY 00’ €KTA.

[ToBepHeHHs cHapsiay 3HOBY y Pool onricyemo Bxe B camomy Prefab cuapsiai.

B kmaci Wave B meromi Start() BUKIMKaEMO Halll METOJl CTBOPEHHS BOPOTIB,
nepeaaeM notpibuuit Prefab B meton Pool Manager.WarmPool(enemy, int) Ta KiJIbKiCTh
50. B crapri 3amyckaetrbest Takoxk Corutine B sIKii yepe3 MEBHI MPOMDKKU Yacy sIKl
ONMMCaHi B HalamMTyBaHHSIX Wave BH3MBAEMO TOTPIOHMX BOPOTiB BUKJIMKaBIIK POOl
Manager.SpawnObject(enemy, enemy.transform.position,Quaternion.identity);

PoGuMo Taki onepariiii 1 B iHmux kiacax Enemy ta BossShooting.

4.3  TecryBaHHs iIrpoBUX PYILIiB 10JATKY

Jlns ieMOHCTpaIlii BUCOKMX MOXKIUBOcTe# Hamoro Pool Manager, po3pobunu ta
TECTYBaTUMEMO TBOPUOTO IMpOLECy TPy y KaHpl KOCMIYHMX mnpurof. s maHoro
HIIIIATUBHOTO TMPOEKTY, HaMKpamow ONII€l i HaO0py TEKCTyp BUSBUIIACS

0€3KOIITOBHA BEpCis, IO AOCTyNnHa y Asset Store.
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Koxken eranm Mae CBOIO Bary i Ba)KJIMBICTh, BIaBallUCS 10 BHOOpPY TEKCTyp 3
BEJIMKOIO BIAMOBIIAIBHICTIO, 3a0€3MeUyI0ur IPy KPaCHBUM Ta HACHUUCHHM Bi3yaJbHUM
300paxeHHs M. Bubip Oe3komToBHUX TEKCTYp 3 Asset Store BHUABHUBCS ONTUMATIbHUM
PIIICHHSM, JO3BOJISTIOYN 3¢KOHOMUTH PECYPCH JUIS IHITNX CKIAJI0BUX TPH.

CTBOpEHI pI3HOMaHITHI CIIeHH, TaKi K ««I onoBHe Mento» (MainMenu), «Crena
PiBus» (LevelScene) i «IrpoBa Criena» (GameScene), GyHKITIOHATBHO BiAMOBIIAIOTH
CBOIM MPU3HAYCHHSM.

[Tpu 3aBanTaXkeHH1 uepe3 iHTepdeiic piBHIB BaxKKocTi «LevelScene» 300paxeHuit

Ha (IuB. pUCyHOK 4.4).

RAGNER ENS DARK|
10 X X A x |
X X

%

% | X

Pucynox 4.4 — Intepdetic piBHiB BaxkkocTi «LevelScene»

[Tpu HaTuCkaHHI HAa OCHOBHY ITPOBY CLIEHY, I'PaBEllb MUTTEBO MOPUHAE Y CBIT
«GameSceney, NOB'13aHMI 13 BUOPAHUM PIBHEM.

[Iporiec iHimiamii HOBOi XBHJII BOPOXKUX CHJI, SIK 1 BIATBOPEHHS HACTYITHOI XBUJII
yepe3 MEeBHUN 4Yac, aBTOMAaTHYHO HAJArOKye€ IpaBellb, MPUYOMY IMOMNEPETHIO XBHIIIO

aHITUTIOE 17151 3MEHILICHHS] HABaHTA)XKEHHS Ha TeUMIUIEHHUNA TPUCTPIi.
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[leit cruienapiii BiAMOBiAA€ 3a reHepallil0 BOPOKUX XBWIb, 1€ KOKHA XBWJISI Mae
yHIKaJIbH1 XapaKTePUCTUKHU, TaKl K KUIBKICTh BOPOTIB, IX IIBUIKICTh PYXY, 1 YaCOBUMU
1HTEpBaJl MIXK IXHIMH MosiBaMu. KpiM TOro, BCTaHOBIIOETHCA iXHIHM HUISIX pyXy Ta PeKUM
CTP1IBOM 3 METOIO 3pOOUTH TPy OUIBIII BUCOKOIHTEHCUBHOIO.

3 METOI0 TOJIETIICHHS MPOTPECY B TPl, BBEACHO JOJATKOBI 00'€KTH, SIKI MAIOTh
GYHKIO THATHA PIBEHb KOCMIYHOTO KOpabJisi, 10 BIA3HAYAETHCS MOKPAIICHHSIM HOTO
030poeHHs Ta akTuBye O0HYyC «levelUpy.

Posrnsgatoun Ha 6€3MeKHI MPOCTOPU KOCMOCY, BUSABHIIOCH HEIOCTATHBO MPOCTOT
(hoHOBOI KapTUHU 3ipoK. ToMy Oyio peani3oBaHO JWHAMIYHUN (DOH, SIKUM TIIIaBHO
3MIHIOETBCA TIPU PYCl BrOPY, CTBOPIOIOYHN BPAKEHHS MEPEMIIIICHHS TPaBlsd y MPOCTOPI.
Taka Jokaliss KOCMOCY TaKOX JOIMOBHEHA Bi3yaJlbHOI MPHUBAOIMBICTIO 3a PaXyHOK
MPUCYTHOCTI Tu1aHeT. IrpoBuii poiiec cuienn «GameScene» Mmoka3aHo Ha (JUB. pPUCYHOK

4.5).

Time : 23
Score : 38120

Pucynok 4.5 — IrpoBuii npoiiec
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Ha pucyHnky 4.6 mpoJieMOHCTPOBAHO MPOLIEC MOSIBU HOBO1 BOPOXkKOi XBuIl « Enemy

Waves» B IrpoBiii ClieHi.

Account ¥ Layers ¥ Layout

v Wave_1

- Tag Untagged Layer Default

Transform

Pucynox 4.6 — IIpornec mosiBu HOBO1 Boposkoi xBuiii «Enemy Waves»

Ha pucynky 4.7, npeacraBieHo reMMIuieiinuii exemeHT - oonyc "levelUp" Ta iioro
BILIUB Ha IrpoBOro nepcoHaxa. CroctepiraTUMeMOo 1110 KiJbKICTh BUITYILEHUX Ja3€pPHUX
MIPOMEHIB MEpPEBUILYEe OJUHUYHUMN NOTIK. Lle Bka3zye Ha Te, 10 HA eTaml MOoYaTKy Irpu
rpaBellb Ma€ JIMIIIE OJIMH JIAa3epHUN MPOMIH, aie micist orpuManHs 6onycy "levelUp" 1
MOXJIMBICTh 3HAYHO PO3IIMPIOEThCA. Lle m03Bosise rpaBiieBi €EKTUBHIIIE IOI0JIATH
BOPOXKi CHJTU Ta CIIPOCTUTH MPOIIEC MPOXOHKEHHS TPH.

Time : 14
Score : 40580
\

Pucynox 4.7 — IlpencraBneHo irpoBuii 00’exT - 6onyC «levelUp»
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Ha pucynky 4.8 nependadeHo 1Bi 3 YOTHUPHOX IIJIAHET, K1 BIAITPAIOTh KIHOYOBY

pOJIb Yy BI3yaJIbHOMY TIPEJCTABJICHHI pyXy TpaBIs Bropy. EK30IIaHETH aKTHBHO
B3a€MOJIIOTH 13 TPaBITAI[ITHUM I0JIEM, 3'ABIISIFOUMCH Ta CITyCKAIOYNCh BHU3, CTBOPIOIOYH
UTI03110 pyXy B O0OpaHOMY HampsiIMKy. Yci 00'€KTH, SIKi BUXOJATh 32 MEXI KaMepw,
aBTOMATUYHO BHITYYaIOThCS JUISl OMITUMI3AIli] poOOTH MPUCTPOIO, HAa IKOMY BiJI0YBAa€ThCS

IrpoBHil mpotiec.

Time : 91
Score : 41960

Pucynok 4.8 — IpencraBieHo irpoBi 00’ €KTH IUIAHETH

Jlst mogaTKOBOTO Pi3HOOApB’s TeiMIuIeto OyJio CTBOPEHO MarasuH. Peanizyroun
[0 KOHIIEMIIiI0 B mporpamHomy pyuii Unity, Oyna po3pobsieHa rpadiyHa crieHa I
Ha3Bow "ShopScene", ne mporpamMHUN KOJ PO3MOAUICHHN MK TaKUMH KJIFOYOBUMHU

kommoneHTtamu, sk "CoinManager"”, "Datalnfo", "SelectButton" i "ShopManager".
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KoxkeH 3 1MX KOMIIOHEHTIB BIJNOBiAa€ 3a BJIacHUM (QYHKI[IOHAT 1 peani3alliio
BHYTPIIIHbO-TPABEIILKOTO Mara3uHy.

"CoinManager" 6epe Ha ceO¢ ympaBIliHHS TPOIIOBOIO BATIOTOIO TPH, SIKY MOXHA
OTpUMATH, 3HUILYIOYH BOPOXKUX OMUHUIL. KOXEH BUJ OJUHUIL MPUHOCUTH TEBHY
KUTIBKICTh MOHET TpaBiieBi. B irpoBiii crieni "ShopScene" rpasers Moke BUTpadaTH IO
BAJIIOTY Ha MPUA0AHHS BIOCKOHAJICHWX KOCMIYHMX KOpPAOiB MJis TOJAIBIIOTO
IIPOXOJIPKEHHSI BUCOKUX PIBHIB Ta 00poThOH 3 0ocamu. Crerudikaliii KO>KHOTO KOpaOJis
BKJIFOYAIOTh B CceO€ MiJBUINCHUA PIBEHb XKUTTSA, 30UTHIICHUA 3aXHCHHUMA IIUT, BUIILY
IIBUJIKICTh CTPLIHOM, HOBHM BUIJISA 30pOi, OHOBJICHUH JM3aliH pakeT 1 IMOKpaIleHY
IIBUJKICTh WX pakeT. JlaHuii ckpunT 3abe3neuye BipHE BIJACTEKEHHS KIJIBKOCTI MOHET
IpaBId M1 Yac KyIBJl HOBUX KOCMIYHUX KOpPaOiB.

"Datalnfo" € Bu3HAYaIbHUM CKPUOTOM, BIAIOBIJZAaIBLHHM 3a iH(pOpPMAIli0, IO
J03BOJISIE  CTBOPIOBATM  PI3HOMAHITHI  IFPOBI  KOCMIYHI KOopaOmi 3  pI3HUMHU
XapakTepucTUKaMu, 3a0e3reuyround OUIbIN  I[IKaBUM TredMIuied st rpaBlisl.
XapakTepUCTUKU KOKHOTO KOpabJisi BKIIOYAIOTh TaKi MapaMeTpHu:

— YHIKaJIbHUHN 171eHTUdIKaTOp KOpaoJIs;

- yHIKaJIbHE 300paskeHHs KOpaoJis;

— cTaTyc npuaOaHHs KOpadJis TpaBIIEM.

— Ha3Ba KOpaoJs;

- KUTBKICTh 3aXUCHOTO II1apy KOpaoJis;

- KIJTBKICTB JKUTTS;

- PIBEHb aTaKW;

— PIBEHb LIBUJIKOCTI BUCTPLIIIB;

- I[1Ha KOpaOJIs.

"SelectButton" BiagmoBimae 3a mepeBIpKy Ta 3MIHY TEKCTy Ha KHOII st
npuaOaHHg, BUOOpPY Ta oOOpaHHS KOHKPETHOro KOcMiyHOro kopabns. Kxorka
"Ilpunbatu" akTHBHA TITLKH Y BUTIAJKY, SKIIIO TPaBEIh MA€ JOCTATHIO KIJTBKICTh IrPOBOL
BAJIIOTH U1 TIpuAOaHHs Kopalis. Y pasi npuadaHHs, TEKCT KHOMKU 3MIHIOETHCS Ha

"O6patun". Knonka "O06paTtu" cTae 1OCTYIHOIO Micis MOKYIKU KOpaldid, 1 micist oOpaHHs
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rpaBellb MOXKE KEpyBaTH HUM B irpoBiit ciieHi "GameScene". TekcT KHOMKHU 3MIHIOETHCS
Ha "O6pano".

"ShopManager" rpae BupimanbHy poiib y Bizyaltizallii BHyTPIIIHOTO irpOBOTO
MarasuHy Ta B3a€MO/III 3 MONEePEHIMHU CKPUTITAMH, 11100 BTIIUTH iXHIM QyHKIIIOHAIL.
['padiunmii inTepdeiic BHYTPIIIHBOTO ITPOBOTO Mara3uHy nooyA0BaHuH 13
BUKOPHUCTAHHAM CJaiiepa, SKUil CIpHsie 3pyYHOMY OTJISIAY Pi3HUX KOpaOiiB B
00MeKEHOMY MPOCTOP1, @ TAKOXK B1IOOPAKEHHIO XapaKTEPUCTUK Ta KIJILKOCT1 IPOIIOBOT

BaJIIOTH, Ky IpaBellb Ma€ Ha MOMEHT MPOTPeCy Y Ipi.

4.4  TecryBaHHS PO3POOJEHOTO JOAATKY

BukopucTaHHsIM yIpaBIiHHS IMyJ0M MOXKe OyTH 00'emHaHO BHKOpucTaHHsS Pool
Manager. [TouaTkom TecTyBaHHs MOOLIBHOTO ITPOBOTO JOJATKY € oro 3amyck. ITicis
3aycKy J0AaTKy OUIKY€ThCS TOOAUUTH 3aBaHTAaKEHE TOJIOBHE MEHIO. Pe3ynbTaT 3amycKy

JI0JIaTKy HaBEJIEHO Ha pUCyHKY 4.9.

Pucynox 4.9 — I'onnoBHE MeHIO Tpu
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Y 3a yCmimHuM BiIKPUTTSAM MIPOTPaMU PO3MOYNHAETHCS €Tall BUIPOOYBaHHS
dbyHKIIOHaTy AoAaTKy. [ aHamizy METOIIB ONTHMI3AIIIl irpoBoro pyiis «Actiony
irpu MOOUIBHOTO JTOJIATKY, MEPIIUM €TaroM TECTyBaHHS € 3aIyCK Mepuoro piBHA. Jis
3M1MCHEHHs 111€i aii MOTPIOHO HATHUCKATH BIAMOBIIHY KHOMKY Ha TOJIOBHOMY MEHIO Ta

MEPEXO/IUTU Ha eKpaH «piBHS 1». Pe3ynbrar HaTUCKaHHS KHONIKM HABEJACHO HA PUCYHKY

4.10.

Pucynox 4.10 — Pe3ynbTaT HaTUCKaHHS KHOTIKU «PiBHS 1»

[Ticnst ycminmHOro 3amycKy eKpaHy «piBHS 1», BIAKPUBA€ETHCA BIIITBOPEHHS T'PH, 1€

rpaBellb MOBUHEH JIKBIAyBaTH BOPOXKI KOCMIYHI OJIMHUIN, MO0 HAKOTMUYUTH ITPOBY
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BamoTy. Lle 1ae MOXIMBICTH MPUI0ATH HOB1 Ta YOCKOHAJIEHI KOpaOJIi s TI01aJIbIIIOTO
MO/I0JIaHHSI CKJIaIHIKX piBHIB. 111 yac mporpecy B Ipi rpaBellb MOKE BUKOPUCTOBYBATH
OiTHATTS PiBHA, IO aKTUBYE JOJATKOBUN BOTOHb KOCMIUYHUM OJACTEPOM, CIPHUSIIOUH
MOJJATBIIIOMY TIOJIOJIAHHIO PiBHSA. Pe3ynbTaT TMOKPOKOBOTO MPOXOKEHHS «PiBHA 1»

300pakeHo Ha pucyHKy 4.11.

Time : e 1 —
S T T S—
Score : 30

r."a

=)
./"

Pucynok 4.11 — Pe3ynbpTaT mOKPOKOBOTO MPOXOHKEHHS «PIBHS 1»

VY Bumanky, Ko 3Ha4ueHHs 0ap’epa rpaBis Oyae 0, BimoOpakeHH y BepxHiit
YaCTUHI €KpaHy CHUHBKOIO TOJIOCOI0, a TaK0X BTPATUTh BCIO 3€JICEHY IOJOCY KUTTS,
pPiBEeHb BBaXKAaTHMEThCS HempoiacHUM. Ilicmsa Takoro pe3yiabTaTy TpaBelb Mae
MOKJIUBICTh CIIpoOyBaTH piBE€Hb 3HOBY a00 MOBEPHYTHUCS B MEHIO PIBHIB I BUOOPY

1HIIOTO BUKJIIUKY. Pe3ybpTaT nporpaiiy rpaBis 300pakeHuid Ha pUCyHKy 4.12.
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Time : 30
Score : 750

You are Lose
Try again

Restart

Pucynok 4.12 — Pe3ynpTat mporpairy rpaBus

VY naHoro irpoBOro reimIuiero € iBa BIAMIHHUX CIIOCOOM JOCSTHEHHS IIEPEMOTH
I'PaBIEM Ha pI3HUX PIBHAX I'pU. B mepmioMy BUMaAKy IpaBellb YCHIIIHO 3aBEPUIYE BECh
IrpOBUI pIBEHB, 30epirarouu CBIM KOCMIYHUN KOpaOenb, HE3aJICKHO BiJ OTPUMaHUX
VIIKO/KEHb MiJ] 4Yac MOJOPOXKi; LI TUI pIBHS HE MICTUTH OociB. Jpyruii BapiaHT
nepeadavae HasBHICTh 00OcCa Ha PiBHI, 1 TYT YCIIIX TPaBIlsl BUMAarae He JIMIe BUKUBAHHS,
aie 1 OOOB'S3KOBOTO 3HUIICHHS BOPOXKOTO Ooca. PesynpTaT mnepemMoru TrpaBIilst

300pakeHui Ha pucyHKy 4.13.

Time : 72
Score : 2540

Pucynok 4.13 — Pe3ynbrar nmepemMoru rpaBIiis



72

[Ticns ycminrHoro 3aBepiieHHs IHTep(eiicy MEHIO PiBHIB IpH 3’ SBISIOTHCS 31PKU

HaJl BXKE YCHIIIHO MPOWJIESHUMH DPIBHSMHM, Kl IOKa3ylOTh PiBEHb BHUKOHAHHS BCIX
HEOOX1THUX YMOB Ui MOAANBIIOTO Mporpecy rpu. OaHy 31pKy MOXKHA OTPUMATH MPHU
MPOMJIEHHI PIBHS, KOJU 3aXUCHUM Oap’ep mocsarae 0, a mosnoca >KATTA 3aJUIIAE€THCS
mentre 50%. JIBi 3ipku OTpUMYETE 3a yCIHilIHE MOAOJIaHHs PiBHS, KOJIU 3aXUCHUH 6ap’ep
nocarae 0, mpu IBOMY T0OJIOCa XKUTTA 3anuinaerscs Ouibiie 50%. Tpu 3ipku
HapaxoBYIOThCS, AKIIO PIBEHb KUTTS 3aiuinaecTbes Ha piBHI 100%, a 3axucHuil 6ap’ep
Mae 3HaueHHs Ounpiie 0. Pe3ynbTaT mporpecy mpoXoKeHHsS rpaBils 300pakeHUid Ha

pucyHky 4.14.

RAGNER ENS DARK;‘

AW W
1 2

Pucynok 4.14 — Pe3ynpTaTy nporpecy NpoxXoKeHHS TpaBLs

VY irpoBiii obnacti, e NPONIIOB APYTUil piBEHb, BIAOYJIOCS €KCIEPUMEHTAIbHE
TECTYBaHHS JUIsl OIIIHKK poOOTH Ooca. Pe3ynbraTtu TecTyBaHHS MIATBEPAMIIN YCIIIIHICTD
(GyHKIII0HATy, BU3HAYUBIIH, 1110 OOC BIJIPI3HIETHCS Bl CTAHAAPTHUX BOPOKUX OJAUHUIIH

SIK 3a KUIBKICTIO JKHTTS, TaK 1 3a TaKTHKOIO Ooro. boc 3amuimaerbcs Ha Miclil, HeE
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NEPEeCyBalOYUCh B3JI0OBXK OOMOBOrO0 MPOCTOPY, 1 BUKOHYE MEBHI TPAEKTOPIi pyXy, IIO
poOUTh HMOro MOAOJAHHS MOKJIMBUM JIMILIE Yepe3 Horo MoBHE 3HUILEHHS. Pe3ynbrar

MIPOXOJPKEHHS TPABIEM PiBEHB 3 00COM 300pakeHHI Ha pUCYHKY 4.15.

Time : 22 Levei 2
Score : 2540

—————J00R O |

Pucynok 4.15 — Pe3ynbTaTy npoxo/KeHHS TPaBLEM PIBEHb 3 00COM

B xoxi irpoBoi CIleHM piBHS TPpU MOXJIHMBICTh BCTAHOBJICHHS T'PH Ha TMay3y
BpaxoBaHa JJis 3a0€3Me4eHHs TPaBLIEB] 3pYYHOCTI B pa3i HOTO BiJIBOJIKAHHS Ta 3 METOIO
YHUKHEHHS MapHOi BTpaTH 4acy, MOB'S3aHO1 3 MpepBaHHAM mporpecy rpu. Llg omiis
BUKJIMKA€ B1OOpaXEHHS CIEHIAIbHOTO MEHIO, JIe TpaBellb MOKE HaJallTOBYBAaTH
3BYKOBHMI CYMNpOBiJA TpH Ta KOPUCTYBATUCA KHONKAMHU JUIsl TIPOJIOBXKEHHS TPH,
Mepe3anycKy MOTOYHOTO PIBHS UM MOBEPHEHHS J0 TOJOBHOTO MeHI0. Pe3ynbrar maysu

rpu 300paxkeHuit Ha pucyHky 4.16.
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Pucynok 4.16 — Pesynbrary naysu rpu

B xoai 1ikaBo mpoBeAEHOro Yacy Ta HAKOMMYEHOI IPOIIOBOI BAJIIOTU BUIIAJIA€
MO>KJIUBICTh 31MCHUTH PUA0aHHA HOBOT'O KOPa0Jid 3 OHOBJIEHUMU XapaKTEPUCTUKAMU,
AK1 € OUIbII BJIOCKOHAJICHUMH, HIK Yy MONEpenHiid Bepcii kopabis. BiamosimHo a0
napameTpiB KOpaOJiB BU3HAYAETHCS IXHSI BaPTICTh, AKA 3 KOXKHUM HACTYITHUM KOpadiem
3pOCTa€, OCKUIBKM MOr0 XapaKTepUCTUKHU MEPEBUIIYIOTh Ti, 10 OyJH y momnepeaHix. 3
METOI0 TECTyBaHHS Oyj0 3IiHiCHEHO MpuabdaHHs KopaOis 3 Ha3Boro "Riker”, mo B
MarasuHi NpeJICTaBIECHUH K JPYTUil 32 NOPSAAKOM, Ta Mae BapTicTh S000 irpoBoi BaItOTH.

Pesynbrar KyIiBii B Mara3uti rpaBlieM Kopaouist 300paxeHuit Ha pucynky4.17.

o (rEZmmn
9 @ .
¢ .

Ship Name : Riker
Healthy

L 4 125/125

Shield
(@) 70/70

Attack Speed 20
Attack Damage 2

PRICE - 5000

Pucynok 4.17 — Pe3ynbTaty KymiBili B MarasuHi rpaBLeM KOpaodis
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[Ticns Toro, sIK TpaBelb 3aKyMUB cO01 HOBUH B KOPaoJisi, HOMY BIIKPUBAETHCS
MOKJIMBICTh BUNPOOYBATH i1 B O0MOBUX BUIIPOOYBAHHAX Ha irpoBUX piBHAX. Lle MoxxHa
3poOutH, HaTHcKaBM KHOMKY «SELECTY», 1 micas 1iporo Ha €KpaHi 3'sIBUTHCS HAIUC
«SELECTED». Pesynbrar BuOOpY rpaBlieM KopaOisi B MarasuHi 300pa)keHuUM Ha

pucyHky 4.18.

Ship Name : Riker

Healthy
L 4 125/125

Shield
O 70/70

Attack Speed 20
Attack Damage 2

SELECT

Pucynox 4.18 — Pe3ynbrary BuOOpy rpaBiieM Kopadiisi B Mara3uHi

Ha irpoBoMy 1o piBHS MNPOBEACHO BHUIPOOYBaHHS AOMOMIKHOTO OycTta
MITHATTS PiBHS, SKUW Aapye KopaOito rpaBllsd MepeBary HaJl OMOHEHTaMH Yy BUTJISIL
J0JIATKOBHX MOTY>KHUX BUCTPUIIB Osactepa. Lleit OycT mae aexinbka piBHIB, Big 1 1o 4.
PiBH1 KOpabJis 3aCTOCOBYIOTHCS JIMIIIE HA TPOTSA31 OTHOTO IPOBOTO PAYH/Y, OCKUIBKH MPU
HACTYyTHOMY PayH/Il BOHU MIOBEPTAIOTHCS 10 TTOYATKOBOTO piBHA. Ha mouatkoBoMy piBHI
Kopabellb MOKe 311HCHIOBATH JIUIIIE OJMH NOTYXKHUHM BUCTpLI Onactepa. [Ipu nocsraeHH1
JPYToro piBHA KUIBKICTh BUCTPUIIB 30LIBINYETHCS BABIYI, HA TPETHOMY PIBHI — TpHU
BUCTPUIM, a HAa KIHIEBOMY PIBHI — I'ITh MOTYXXHUX BUCTPUIiB. Pe3ynpTaT oTpuMaHHs

ITHSTTS PiBHS KOpabJis rpaBiieM 300pakeHo Ha pUcyHKy 4.19.
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Time : 54
Score : 2720

Pucynok 4.19 — Pe3ynprary oOTpMaHb MiTHATTS PiBHS KOpaOIis rpaBleM

3aBeplIeHHsIM eTanmy TECTYBaHHS BHUSBHBCS MY3WYHUN CYNpOBIJ B IrPOBUX
cuenax. KoxkHiil ciieH1 mpu3Havyanacs OKpeMa KOMITO3HUIIis, iTka TapMOHINHO BIUTITaIACS
y irpoBuit inTepdeic Ta pyHkiioHan. ['yuyHICTh 3ByKYy Y TOJJOBHOMY MEHIO MOXHA JIETKO
HaJIAIITYyBaTH, 00 3a0e3neunt KoMpopT KopucTyBada. L{i mapameTpu cuHXpOHI30BaH1
13 BCiMa IrpOBUMH CIIEHAMHM Ta JIOCTYIIHI B MEHIO Nay3W Mia yac rpu. PesynbraTt

peryJItOBaHHS 3BYKY IpaBIleM 300paxeHuid Ha pucyHky 4.20.

A

SETTINGS

Sound

Pucynoxk 4.20 — Pe3ynbrary peryiroBaHHs 3ByKYy T'PaBLEM
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Indopmaniss mpo MiHIMaIBHI Ta PEKOMEHJIOBaHI TEXHIYHI XapaKTEPUCTUKH

MO’KHA 3HalTH B Tadmuisix 4.3 ta 4.4.

Ta6muis 4.3 — MinimanbHa KOHQITyparlis:

Tun nporecopa 32-po3psianuii (x86) abo 64-pospsaHuil (x64)
Iporecop 3 TakToBoko gactotoro 1.8 I'Tx
O06’em omepaTUBHOT Tam’ SIT1 700 Mb mns 32-pospsimaoi cuctemu 1 2 I'b muist 64-

pa3psAIHOT CHCTEMHU
Micre Ha KOPCTKOMY JUCKY 43 166Kb
OnepariitHa cucrema Bix Android 4.4 ta Buiie

Ta6muis 4.4 — PekomenjoBana KoHGIryparfis:

Tun nportecopa 32-po3psimanii (x86) abo 64-po3psaHuil (X64)
MPOLIECOP 3 TAKTOBOIO 4acToToro 2.4 I'T'

O06’emM onepaTUBHOT Mam’ sIT1 1 I'b nnst 32-pospsianoi cuctemu 1 4 I'b ns 64-
pa3psAaHOI CUCTEMU

Po3mip sxkopcTKOro AucKy 43 166Kb

Onmnepariiiina cucrema Bepcist Android 13.0

45 BucHOBOK

[IpoBenu TectyBanHs 3a fonomMororo Unity Profiler Ta npoBenu nopiBHsIBHI TECTH
porpamu A0 ontumizanli i mcis Hei. [lpogykTuBHicTh BukopucTaHHs Pool mpu Benmukux
KUIBKOCTSIX OO’€KTIB BHIIPABIaiu OYiKyBaHHsS. Ha moyaTky mpu CTBOpPEHHI 00’ €KTIB
HaimmM myJioM € allocation mam’siti ajne Bke 4epes KiJibka XBUIIMH TPU BOHA BXKE Maiike
HYJIbOBa, y TIOPIBHSHI 3 CTBOPEHHSM OO’€KTy B pa3i BHUKIHKY SK OyJio mepen
onrtumizaiiero 06e3 BukopuctanHs Pool Manager i allocation koxen Buknuk. JlaHHa
ONTHUMI3allisl 3HAYHO IMIJIBUIIKJIA CTaOUIbHICTh pOOOTH HAIIOI T'PU B JOBrOTPUBAIIN

MEePCTIEKTHUBI.



5 EKOHOMIYHA YACTHUHA

5.1 IIpoBeneHHs HAYKOBOTO ayAUTY HAYKOBO-AOCTIIHOT poOOTH
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JI7is HayKOBHUX 1 MOIIYKOBUX HAYKOBO-IOCTIAHMX POOIT 3a3BHUYail 3A1MCHIOIOTH

OLIIHIOBaHHS HAayKoBOro edexty. OCHOBHMMH O3HAaKaMU HAYKOBOTO €(EeKTy HayKOBO-

JAOCTIAHOT POOOTH € HOBHU3HA pPOOOTH, PIBEHb I TEOPETUYHOTO OMPALIOBAHHS,

MEPCIEKTUBHICTh, PIBEHb PO3MOBCIOKEHHS PpE3yJbTaTiB, MOXIHUBICTh peaii3allii.

HaykoBuii edextr HJAP MoxHa oxapakTepu3zyBaTH JIBOMa IMOKa3HUKAMH: CTyIEHEM

HAayKOBOI HOBM3HU Ta PIBHEM TEOPETUYHOIO ONPALIOBAHHA. 3HAYEHHS IMOKA3HUKIB

CTYNEHs HOBU3HU 1 PIBHS TEOPETHUYHOI'O OMPAIIOBAaHHSA HAYyKOBO-IOCIITHOI pOOOTH B

Oanax HaBeneHo B Ta0i. 5.1 ta 5.2.

Tabnuusg 5.1 - [Toka3HUKK CTyneHs] HOBU3HU HAyKOBO-I0CIAHOT poOOTH

Cryminb XapaKkTepucTUKa CTYNEHS HOBU3HU 3HaueHHs
HOBU3HU MOKa3HUKA
CTyIIEHS
HOBM3HH,
Oamu
[IpuHuunoso . .
HOBA DTa SKICHO HOBa 3a IIOCTAaHOBKOK 3ajadl 1 IpyHTyeTscs Ha |.100
3aCTOCYBaHHI OpPUTIHAIBLHUX METOMIB JOCHIKEHHS. PesynbTaTn
JOCTII)KeHHS BiIKPUBAIOTh
HOBUI HanpsM B 11} raidy3l HayKu 1 TeXHIKH. OTpUMaHO
MIPUHIIMIIOBO HOBI (DaKTH, 3aKOHOMIPHOCTI; pO3pO0JIEHO HOBY
Teopito. CTBOPEHO MPUHIIMIIOBO HOBUHIIPUCTPIH, CIIOCIO, METOT
Hoga OTtpumano HOBY iH(opMallito, gKa CyTTEBO 3MEHIIY€E
HEBHU3HAYEHICTh HAABHUX 3HAYCHB (I0-HOBOMY a00 BIIEpIIIE 60
MOSICHEHO BiZIOMi (haKTH, 3aKOHOMIPHOCTI, BIPOBA/IKEHO HOBI
MOHSTTS, PO3KPUTO CTPYKTYpY 3MicTy). [IpoBeneHo cyTreBe
BJJOCKOHAJICHHSI, JOMOBHEHHS 1 YTOUHEHHS paHillle TOCSITHYTUX
pe3yabTaTiB
Bignocno noBa | PoboTa Mae eleMeHTH HOBM3HH B ITOCTAHOBIII 3a7a4l 1 METOAAX 40

JOCHIJKeHHs. Pe3ynbpTaTti 1oCiIKeHHsI CHCTEMaTH3YIOTh 1
y3araJibHIOIOTh HasiBHY 1H(OpMallito, BA3HAYAIOTh HUISIXU
MOIAJBIINX JOCIIKEHB; BIEpIIe 3HAIEHO 3B 130K (2060
3HANJIEHO HOBUH 3B’S30K) MIX sBUILIaMU. B mpuHuumi, Bigomi
MIOJIO’KEHHSI MOLIMPEHO Ha BEIHMKY KIJIBKICTh 00 €KTIB, B
pe3yJIbTaTi 4Yoro 3HaIeHO e(heKTUBHE PIIICHHS.
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[Tponmosxenus Tadbmmii 5.1

Cry1iHb XapakTepucTUKa CTYIICHS] HOBU3HU 3HayYeHHs
HOBU3HU MOKa3HUKA
CTyIEHS
HOBU3HU,
6amu
Tpanuriitna Pobota BukoHaHa 3a TpaJAHIIIHHOI METOIUKOI0. Pe3ynbpraTtn
JOCITIDKEHHS MatoTh iH(GopMariiiinuii xapakrep. [linrBepmxeHo 10
a00 MMOCTaBJICHO ITiJl CYMHIB BiIOMi ()aKTH Ta TBEPKECHHS, SKi
MoTpeOyIOTh MepeBipKH. 3HANWIEHO HOBUM BapiaHT PILICHHS, SKUI
HE JIa€ CYTTEBUX MEPEBAr MOPIBHSAHO 3 ICHYIOUUM
He noBa OTpumaHO pe3yJbTarT, IKUi paHime 3ad)ikcoBaHM B
iHpopManiiiHoMy 1o Ta He OyB BiIOMHIA aBTOpam P

Tabnuus 5.2 - [Toka3HUKY PIBHSA TEOPETUYHOTO OMPAIIOBAHHS

3HayeHHA ITOKa3HUKA
PIBHS TEOPETUIHOTO
ONpAIFOBaHHS, 0aIn

AKTCPHUCTHUKA piBHfI TCOPCTUYHOI'O OIIpalfOBAaHHA

KPUTTS 3aKOHY, PO3pOOKa Teopii .100

I'muboke ompamroBaHHs mpoOemMu: 0araToacrieKTHUHN aHai3 3B’ sI3KiB,
B32€MO3AJICKHOCTI MK (DakTamMu 3 HasIBHICTIO MOSICHEHb, HAYKOBOT
crcreMaru3aiii 3 mo0y/I0BOI0 €BPUCTHYHOI MOJIENi A00 KOMIIEKCHOTO
MIPOTHO3Y

Po3poOka criocoly (aropuT™y, Iporpamu), pUCTPoO0, OTPUMaHHS
HOBOI pEYOBUHU

.80

.60

EnemenTtapHuii anani3 3B’ A3K1B MIXK (paKTaMU Ta HassBHOIO TIIOTE3010,
kJacudikanist, IpakTHYHI PEKOMEHIALIT 1151 OKPEMOT'0 BUIAAKY TOLIO
Omnuc okpeMux eleMeHTapHUX (akTiB, BUKJIAJAEHHS JTOCBIY,
Pe3yJIbTaTIB CIIOCTEPEKEHD, BUMIPIOBAHb TOIIO

20

[Toka3nuk, KUl XapakTpepu3ye HAYKOBHM ePEeKT, BU3HAYAETHCS 32 (POPMYIIOI0:
Enay = 0.6 * kyop + 0.4 % kyeop (5.1)
kHOB = 45; kTeop = 50;

Eyay = 0.6 %45+ 50 % 0.4 = 47
Po3poOka Mae poctaTHid piBEHb HAYKOBOIO €(EKTy 3a paxyHOK CYTTEBOTO
MOKpPAIIEHHS! METO/IIB OaraToKpuTepiaabHOI OI[IHKH XKHUTJIOBOI HEpyxomocTi. OTpumaHi
METO/H MOKPAIAI0Th TOYHICTH 1 MIBUAKICTh. OIIIHKU KUTJIOBOI HEPYXOMOCTI, CTBOPIOE

O1IBIII MOXJIMBOCTI JJ1s1 TOOYIOBM HOBHUX OI[IHOK.
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5.2  OuiHOBaHHS KOMEPIIHHOTO MOTEHIIATy PO3POOKHU
MeTor TpOBEACHHS KOMEPIIIHHOTO Ta TEXHOJIOTIYHOTO ayJIUTy € OIliHIOBaHHS
KOMEPIIIHOTO TOTEHIIiaTy METO/IIB CTBOPEHHs 00'e€kTiB 3a momomoror Pool Manager,
IO JO3BOJIMTH OiNBII palliOHAIHPHO BHUKOPHCTOBYBATH MaMATh MPUCTPOIO Ha SKOMY
BUKOPHUCTOBYETHCS JTOJIATOK.
Jlis TpoBEICHHS TEXHOJIOTIYHOTO ayauTy OyJo 3alydeHO 3-X He3aJeKHUX
eKcrepTiB  BIHHUIIBKOTO  HAIIOHAIBHOTO  TEXHIYHOTO

yHIBEpCcUTETY Kadenpu

nporpaMHOro  3abesnedeHHs: Boittko Bikropis BomoaumupiBaa, Maiinaniok
Bonogumup IlaBnosuy, Pakutsaceka ["anna bopuciBHa.

JIJIs IpOBEACHHS TEXHOJIOTIYHOro ayaury Oyno Bukopucrano tabmmmio 5.3 [30] B
AKIA 3a I’ SITUOATBHOIO IIKAJIOK BUKOPHCTOBYIOUM 12 KpUTEPiiB 3M1MCHEHO OLIHKY

KOMEPIIHHOTO MOTEHITIay.

Tabmums 5.3 — PexomeHnoBaH1 Kputepii OI[IHIOBaHHS KOMEPIIHHOTO MOTEHIIIaTy

PO3pOOKH Ta iX MOXKJIMBA OajbHa OIlIHKA

Kpwurepii oriHroBanHs Ta 6ayu (3a 5-Tu 6aJIHHOIO IKAJIOK0)

Kpu- 0 1 2 3 4

Tepiit

TexHiuHa 31 CHEHHICTh KOHIIETIII:

1 JloCTOBIpHICTB Konunemntist Konunemnmist Konuemnitis [TepeBipeno
KQHHeHHi'l' HC | miATBEp/KEHA | MiJTBEpKEHA nepeBipeHa Ha | poO0TO3aTHICTh
HIATBCPIUKCHA eKCIEepTHUMHU | pO3paxyHKaMHu | IPaKTUI IPOAYKTY B

BHCHOBKaMH pearpHuX
yMOBax
PrHKOBI niepeBaru (HeI0MIKH):

2 bararo amanoris | Masno anasnoriB | Kinbka ananoriB | Ogun ananor | [Ipoaykr He Mae
Ha MajioMy | ga MajioMy | Ha BEJIMKOMY | HA BEJIMKOMY | aHaJIOTIB Ha
PHUHKY PHUHKY PHHKY PHHKY BCIIMKOMY PHHKY

3 ina nponykry | Ilina nponykrty | Llina npoaykry | Llina Hina npoaykry
3HAYHO BHILA 33 | fenio BHILNA 3a | IPUOJIM3HO MPOAYKTY 3HAYHO HIKYC 3a
L(IHN aHAJIOTiB [[IHA aHAJIOTIB | JOPIBHIOE I[IHAM | JIEM0 HIDKYE | IIIHM aHAJIOTiB

aHaJIOr1B 3a IIHA
aHaJIOTiB
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4 TexuiuHi ta | TexwiuHi ta | Texwiuni Ta cioxuB4i | TexHivHI ta | TexHiuni Ta
CHOXXUBYI CIIOXKUBYI BJIACTHBOCTI MIPOJYKTY | CIOXKUBYI CIIOJKUBYI1
BIIACTHUBOCTI BJIACTHUBOCTI Ha piBHI aHAJIOTiB BIIACTHUBOCTI BJIACTHUBOCTI
MPOAYKTY 3HAYHO | IPOXYKTY TPOXHU MPOAYKTY  TPOXHU | TIPOIYKTY
ripii, HIX B | Tipmm, HDK B Kpari, HIX B | 3HAaYHO  KpaIlli,
aHaJIOTiB aHAJIOTiB aHaJIOTiB HiX B aHAJIOTIB

5 Excryarariitai Excrmyarariini | ExcrutyaTarmiitai Excryarariiiai Excrmyarariiiai
BHTPATH 3HAYHO | BUTPATH [EIIO | BUTPaTH Ha  pIiBHI | BUTpATH TPOXH | BUTPATH 3HAYHO
BHIIT, HIXK B | BUIN, HDK B | EKCIUTyaTaIliitHUX HIDKYI, HIK B | HIDKYi, HDK B
aHaJIOTiB aHAJIOTIB BUTpAT aHaJIOTiB aHAJIOTiB aHAJIOTiB

PUHKOBI EPCIIEKTUBU

6 Punox manmii 1 | Punox manmii, ane | CepemHiii puHOK 3 | Bemukuii Benukuii puHOK 3
HE Mae | Mae MO3UTHUBHY | MO3UTHBHOIO CTaOTBHUI PHHOK MO3UTHUBHOIO
MO3UTUBHOL JTUHAMIKY JTUHAMIKOIO JIUHAMIKOIO
JUHAMIKA

7 AKTUBHa AKTUBHA [Tomipna He3nauna KonkypeHriB
KOHKYpEHLIisI KOHKYPEHIIis KOHKYpEHIIist KOHKYPEHIIis HeMae
BEJMKHX
KOMIaHIH  Ha
PHHKY

[TpakTHdHA 3IHCHEHHICTh

8 BimcyTHi HeoOxigno natimatn | HeoOxinue HeoOxinne € (daxisii 3
¢daxiBii sk 3 | ¢axiBmiB a00 | He3HAuHE HaBYaHHJA | HE3HAUHE HABYAHHA | IUTAHb K 3
TEeXHIYHOI, TaK 1 | BUTpayaTd  3HAYHI | (axiBIiB Ta | (axiBLiB TEXHIYHOI, TaK 1 3
3 KOMEPIIHHOT | KOIITH Ta dYac Ha | 30UIbIICHHS X KOMepIiiHOT
peamizariii iiei | HaBYAHHS HASBHUX | LITATy peaizartii iei

(haxiBIiiB

9 [MoTpi6Hi [MoTpiObHi  He3HauHi | [ToTpiOHi 3HayHi | [TorpiOHi He3Hawni | He notpedye
3HAYHI (dinancoBi pecypcu. | diHaHCOBI pecypcH. | (GDiHAHCOBI pEeCypcH. | TOJATKOBOIO
¢inaHCOBI Jlxepena Jxepena Jlxepena ¢dinaHcyBaHHS
pecypen,  ski | (iHAaHCYBaHHS (diHaHCYBaHHS € (iHaHCYyBaHHS €
BiJICYTHI. BiJICYTHI
xepena
(iHaHCYBaHHSA
imei BimcyTHI

10 Heo0Oxigna [otpibHi MaTepiamu, | [ToTpiOHI nopori | [ToTpibri  mocspkHi | Bei maTepiamm mist
po3podka 1110 MaTepianu Ta JemeBi | peamizamii el
HOBHX BUKOPHUCTOBYFOTHCS MaTepianu BiIOMi Ta JaBHO
MarepiaiiB y BIHCHKOBO- BUKOPHUCTOBYIO-

MPOMHUCIIOBOMY ThCS y
KOMILJIEKCI BUPOOHHUITBI

11 Tepmin Tepmin  peamizauii | Tepmin  peanizauii | Tepmin peanizauii | Tepmin peanizamii
peamizamii igei | imei Oumbmmii 3a 5 | imei Bimg 3-x 710 S5-tH | imei Menme  3-x | imei menme  3-x
Oinpnid 3a 10 | pokis. TepMmiH | poKiB. TepMmiH | pokiB. TepmiH | poKiB. Tepmin
POKiB OKYITHOCTI OKYITHOCTI OKYIHOCTI OKYIHOCTI

IHBECTUIINM OUIbIIE | IHBECTHIIN Oinblle | IHBeCTUIIH Bix 3-X | IHBECTHIIN MEHIIE
10-TH pokiB 5-TH pOKiB JI0 5-TH pOKiB 3-X pokiB

12 HeoOxinna Heob6xigno IIpouenypa HeoOximHo Timbku | BigcyTHi Oymab-siki
po3polKa OTPUMAaHHS BEJIMKOI | OTpPUMAaHHs TIOBi-/IOMJICHHS pernameHTHi
PEMIAMEHTHUX | pinpxocTi JIO3BITBHUX BiJIOBITHUM 0OMEXKEHHS Ha
AIOKYMCHTIB T4 | 1 o3pinmbHIX JIOKYMCHTIB JUIS | OpraHam po | BUPOOHUIITBO  Ta
ggﬁr&HHﬂ JIOKYMEHTIB Ha BI/Ip0.6HI/I'LITBa Ta BPIpO'6HI/I.HTBO Ta | peaizamio
KiTBKOCTI Bnpo'6Hn}1TBo Ta | peamizamii IPOIYKTY | peatizaiito POIYKTY
JO3BITBHUX peaizarito BHMAra€ HE3HAYHUX | MPOMYKTY
ZIOKyMCHTiB Ha | IPOAYKTY, 1o KOIITIB Ta qgacy
BHUPOOHHUIITBO BUMAra€  3HAYHHX
Ta Ppeali3alilo | KOWTIB Ta 9acy
MIPOAYKTY

81
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Ta6nuis 5.4 — PiBHI KOMEPIIHHOTO MOTEHIIATY PO3POOKHU

Cepennpoapudmernyna cyma 0aiiB ) .
. . PiBenp KOMEPLIITHOTO
CBb, po3paxoBaHa Ha OCHOBI BUCHOBKIB i
: MOTEHITIATy PO3POOKH
CKCIIePTiB
0-10 Huszbkuit
11-20 Hwxde cepennporo
21-30 Cepenniit
31-40 Bunie cepeanroro
41-48 Bucoxkwuit

B Tabnumi 5.5 HaBeneHo pe3yJbTaTH OIHIOBAHHS E€KCIEPTaMU KOMEPIIIHHOTO

MOTEHI1aTy PO3POOKHU.

Tabmuusg 5.5 — Pe3ynbTaTi OLIIHIOBAHHS KOMEPLIMHOTO MOTEHI1aTy pO3pOOKH

Kpurepii [Ipi3Buie, iHILIAIN, TOCaIa EKCIepTa
Boiitko B. B. Maitpnanrok B. I1. | Pakutsuaceka I'. b.
bayin, BUCTaBJIeH] €KCIIEPTAMMU:
1 3 2 2
2 2 3 3
3 3 2 4
4 4 4 3
&) 3 3 3
6 3 3 4
/ 2 3 3
8 2 1 3
9 3 4 3
10 4 3 2
11 4 2 3
12 4 3 4
Cyma GaiB Cb1=37 Ch2=33 Cb3=37
Cepennboapudmernyna — Y3Ch, 37+33+37
cyma 6anis CBb Ch = 3 = 3 = 35.6

CepennroapudmeTrana cyma 6aiiB, po3paxoBaHa Ha OCHOBI BUCHOBKIB €KCIIEPTIB
ckiana 35.6 Oanm, mo 3rigHO TAOMMIN 5.5 BBAXKAETHCA, 110 PIBEHH KOMEPIIIHHOTO

MOTEHI1aTy TTPOBEJICHUX JOCIIIIPKEHB € BUIIE CEPEAHBOTO.
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HoBa po3poOka Oyne KOPHUCHOK ISl pO3POOHHUKIB Ta MPOEKTIB Jie MOTPIOHO
CTBOPIOBATH BEJUKY KUIBKICTh OJHOTHIHHUX 00’€KTIB. Tak SK CTBOpPEHHS OO'€KTIB B
Unity3D Bu3zuBae 3a co0010 a/TOKAIliO aM'sITi Ta MPU 3HUIICHHI 00'€KTa BUKJINKAETHCS
GC(menemxkep nam'sti). MeHemkep naM'saTi BIJCTEXY€E 30HU B Ky, sIKI BU3HAYEHI 5K
HEBUKOpHUCTOBYBaHi. [Ipu 3amuti HOBOro 00Ky mam'ati (IPUIyCTUMO, IPU CTBOPEHHI
eK3eMIUIsIpa 00'€KTa), MEHEIKEP BHOHMpaAE 30HY, 0 HE BUKOPUCTOBYETHCS, 3 SKOI CIIi
BUJIUIUTH OJIOK, 1 TOTIM BHUJAJsA€ BHAUICHY IaM'siTb 13 30HU  BIJIOMOTO
HEBUKOPUCTOBYBAHOTO MTpocTopy. JJist onTrMizaiii ux mporeciB BuKopuctoByemo Pool
Manager sikuii Oy/ie 3BepTaTUCs HE 10 HEOOX1THOTO OOBEKTY B KYIII.

Tak sx GC Bunansie, 6J0KU KynH siKi OUTbIIIE HE BUKOPUCTOBYIOTHCS, MEHEKED
nam'siTi meperisiae BCl aKTUBHI 3MIHHI MOCUJIAHHA 1 BiJ3Hadae OJIOKH, JO SIKUX BOHU
nocuinarTbes sk "live" (BUKOPUCTOBYIOThCs). POOl Manager He BHaise a BUMHKAE
€JIEMEHTI SIK1 BXKE€ HE BUKOPUCTOBYIOTHCS, a MOTIM IIEPEBUKOPUCTOBYE 1X 32 JOMOMOIOIO
BMHKAHHS Ta TIEPCHAANNTYBAaHHS HA HOBI TapaMeTPH.

[IpoBenemMo OIIIHKY SKOCTI 1 KOHKYPEHTOCIPOMOXKHOCTI HOBOI PO3pOOKHU
MOPIBHSHO 3 aHAIOTOM. B TaGmuili 5.6 HaBe1eHI OCHOBHI TEXHIKO-EKOHOMIYHI TOKa3HUKH

aHajora i HOBOi pO3pOOKH.

Tabnuns 5.6 — OcHOBHI TapamMeTpu HOBO1 pO3pOOKH Ta TOBApPY-KOHKYPEHTA

Gasopmii Bap lill{(:;lnﬁ BignocHuii Koeq)iuiegT

[Toxa3Huk : - MOKa3HUK | BArOMOCTI
(ToBap- (1HHOBaIIlITHE AKOCTI napameTpa
KOHKYPEHT) | pillIeHHS)

1 2 3 4 5
Buxopucranns O3V, I'b 15 3 1,3 30%
Bukopucranns LI, % 23 15 1,4 30%
Seelf);lil;; KUIBKICTH KaJpiB 3a 60 80 1.3 30%
CepegHﬂ IIBUJIKICTD 120 80 15 10%
KOMITITIOBaHHS JTOJATKY, C. ’

[IpoBenemMo OIIHKY SIKOCTI NPOAYKIIi, SKa € HailepeKTUBHIIIMM 3ac000M

3a0e3Me4YeHHs] BUMOT CIIOKMBAYiB Ta MOPIBHIEMO ii 3 aHAJIIOTOM.
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BuzHauumMo BIAHOCHI OAMHUYHI MOKA3HUKH SIKOCTI MO KOKHOMY MapaMmeTpy 3a

dhopmymamu (5.2) Ta (5.3) 1 3aHeceMo X y BIAMOBIIHY KOJIOHKY TabJ1. 5.6.

P i
qi=P—“
bi (5.2)
abo
qf%
Hi (5.3)

P.. P . . . . .
ae M B — YHCJIOB1 3HAYEHHS I-TO [MapaMCTpy BI1AIIOBIIHO HOBOI'O 1 0a3o0BOro

BHUPOOIB.

3

CI1=L_5=2;
23
CI2=E=1»5;
80
CI3=5=1»3;
_120_15
q4_80_ [

BigHOCHMIT piBEHB SIKOCTI HOBOT PO3pOOKH BU3HA4YaeEMO 3a (hopmyiioro (5.4):
KH.B.:Z qi ) ai
i=l : (5.4)

K,z = 2-0,3+1,5:0,3+1,3-0,3+1,5-0,1=1,59

BigHocHuit koedimieHT MOKa3HMKA SKOCTI HOBOI PO3POOKH OUIBIIMKA OJMHUIIL,
OT>XK€ HOBA pO3po0Ka sIKICHIIIUN 0a30BOr0 TOBaPYy-KOHKYPEHTA.

HactymHuM KpokKOM € BH3HAa4Y€HHS KOHKYPEHTOCIPOMOXXHOCTI — TOBapy.
KoHKypeHTOCTIPOMOXKHICTh TOBapy € TOJOBHOIO YMOBOK KOHKYPEHTOCIPOMOXKHOCTI
MIIIPUEMCTBA HA PUHKY 1 BAXKJIMBOIO OCHOBOIO MTPUOYTKOBOCTI HOTO AiSUIBHOCTI.

Opniero 13 yMOB BHOOpPY TOBapy CHOXXMBaueM € 30ir OCHOBHUX PHUHKOBHUX
XapaKTEPUCTHK BUPOOY 3 YMOBHMMH XapaKTEPUCTUKAMH KOHKPETHOI MTOTPEOH TTOKYTIIIS.
Takumu XxapakTepucTUKaMH HaldacTIIIe BBAKAIOTh HOPMATUBHI Ta TEXHIYHI MTapaMeTpH,

a TaKOX IMIHY NMpUAOaHHS Ta BapTICTh CIIOKUBAHHS TOBapY.
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B Tabn. 5.7 HaBeaeHO TEXHIYHI Ta €KOHOMIYHI TOKa3HUKH [JIsI PO3PAXYHKY
KOHKYPEHTOCIIPOMOXHOCTI HOBOI PO3pOOKH BIJIHOCHO TOBapy-aHajora, TEXHIYHI JaHi

B3STI 3 TIONIEPETHIX PO3PAXYHKIB.

Tabnuns 5.7 — HopmaTtuBHi, TEXHIYHI Ta €KOHOMIYHI ITapaMeTpy HOBOI pO3pOOKU

1 TOBapy-BUpPOOHUKA

Bapiantu
bazosuii Hosuit
IToxa3HHUKH . _
(ToBap- (iHHOBAIIIITHE
KOHKYPEHT) pIIICHHS)
1 2 3
1. HopMaTuBHO-TEXHIYH1 TOKa3HUKHU
Bukopuctannas O3Y, I'b 3 15
Bukopucranns LI, % 23 15
CepeHs KITBKICTh KaApiB 32 CEKYHIY 80 60
Cepenns MIBUIKICTH KOMIOLTIOBAHHSA
120 80
J0JIaTKYy, C.
2. EKOHOMIYH1 TTIOKa3HUKHU
[{ina npuaOaHHd, TPH. 500 300

3aranbHUi MOKa3HUK KOHKYPEHTOCIPOMOXKHOCTI 1HHOBaiiHoro pimenHs (K) 3

ypaxyBaHHSIM BUIIIE3a3HAYCHHUX TPYIT MOKA3HUKIB MOKHA BU3HAYHUTH 32 popmyrioro (5.5):

L, (5.5)

1 . . .1 . . .
ne ™. —IHAEKC TEXHIYHUX MapaMeTpiB; e — IHJIeKC EKOHOMIYHUX MTapaMeTpiB.
[HAeKC TEXHIYHMX MapaMeTpiB € BITHOCHUM pPIBHEM SKOCTI 1HHOBAI[IHHOTO

pitieHHs. [HIeKC eKOHOMIYHUX MapaMeTpiB BU3HAYA€ThCA 3a (hopmMyioro (5.6)
ZPHei

— i=1
ZP}x‘ei
i=l

I

e.n.

(5.6)
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ne Pra : Pr _ exonomiuni napaMeTpH (LiHa MpUAOaHHs Ta CTIIOKUBAHHS TOBApPY)

BIJIMTOBITHO HOBOTO Ta 6230BOTO TOBAPIB.

300

e.ar. — 500 - 0161
K=222_265.
0,6

3Baxkalouu Ha pO3paxyHKH, MOXHa 3pOOUTH BHCHOBOK, III0 HOBa po3poOKka Oyne

KOHKYPEHTOCTIPOMO>KHE, HI’)K KOHKYPEHTHHUI TOBap.

5.3 IIporHo3yBaHHs BUTPAT Ha BUKOHAHHS HayKOBO-JIOCITHOT pOOOTH

Butpatu, noB’si3aHi 3 MpOBEACHHIM HAyKOBO-IOCHIITHOI pOOOTH TPYMYIOTHCS 3a
TaKMMU CTaTTSIMU: BUTPATH Ha OIUIATY Mpalll, BATPATH Ha COLIaJIbHI 3aX01, MaTepiali,
MaJMBO Ta EHEPTis AJI1 HAYKOBO-BUPOOHUYHUX LILJICH, BUTPATHU Ha CITY>KOO0BI BIAPSIKEHHS,
porpamMHe 3a0e3MneueHHs JUisl HAyKOBUX POOIT, 1HII BUTPATH, HAKJIa/IHI BUTPATH.

1. OcHoBHa 3apo0iTHA MJaTa KOXXHOTO 13 JOCHITHUKIB 3,, SIKIIO BOHU

NPAIIOI0Th B HAYKOBUX YCTAHOBAX OFO/KETHOT chepr BU3HAYAETHCS 3a hopmyioro (5.7):
M
30 = T *t (rpH) (5.7)
p

ne M — MmicsyHMI MNOCaJoOBUM OKJIaJ KOHKPETHOIO pPO3pOoOHUKA (1HXKeHepa,
JIOCIITHUKA, HAYKOBIIS TOIIO), TPH.;

T, — 9UCJI0 POOOUMX AHIB B MICAIIl; TPUOIU3HO T, ~21...23 JHI;

t — yucio pobouux AHIB pOOOTU TOCTITHUKA.

Jlnst po3poOku mporpamHi 3aco0u i pealtizallli KOpUCTYBalbKUX 1HTEP(hENCiB
JUIsE 1X BUKOPHUCTAHHS B KOMIT' FOTEPHHX Irpax HEOOXITHO 3aJlydUTH MporpaMicra 3
nocanoBuM okiagoMm 28000 rpH, Ta kepiBHHMKa 3 mocagoBuM okiaaoM 40000 rpH.
KinbkicTe poOounx AHIB y MicsIll CKIagae 22, a KUIbKICTh poO0YMX JTHIB Mporpamicra

ckianae 35. 3BeIeMO CyMapHi po3paxyHKu 10 Tabsuis S.8.
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Tabmums 5.8 — 3apo0iTHA Mata JOCHIAHUKA B HAyKOBIM YCTaHOBI OIOJKETHOI

chepu
. Micsunuii Omnara 3a o BHTpaTH Ha
HaiimenyBaHHs . . KinbkicTe 3apo0ITHY
NOCaJ0BUil | poOOUMIl IEHb, :
nocaju THIB poOOTH naTy
OKJIaJ, TPH. I'PH. FpH
KepiBuuk 40000 1818 35 63630
[Tporpamict 28000 1278 35 44730
Bceboro 108360
2. Po3paxyHoOK 101aTKOBO1 3ap0O0ITHOT TUIATH POOITHUKIB

Honarkosa 3apo0iTHa 1ara 3, BCiX PO3POOHUKIB Ta POOITHMKIB, K1 IIPUAMAaIIN
yCTaloTh B PO3pOOIll HOBOI'O TEXHIYHOTO PIIIEHHSI po3paxoByeThes sk 10 — 12 % Bin
OCHOBHOI 3ap00ITHOI IJIaTH POOITHUKIB.

Ha nanomy mianpueMcTBl J0JaTKOBa 3apoOiTHA IJlaTa HAYUCIISIETHCA B PO3MIpi

10% Bia OCHOBHOT 3apOOITHOT TUTATH.

3, = (3, + 3,) * 2% (5.8)

100%
3, =0,11%108360 = 11919 (rpH)
3. HapaxyBanHs Ha 3apoOiTHy miaty Hzp nocmiHuKIB Ta poOITHHKIB, SK1 Opanm

y4acTh Y BUKOHAHHI IAHOTO eTary poOOTH, po3paxoByOThCs 3a (hopmytoro (5.9):

3, = (3, +3,) * =2 (rpH) (5.9)
ne 3, — OCHOBHA 3apo0iTHA Tu1aTa po3pOOHUKIB, TPH.;
3, — JOaTKOBA 3apO0ITHA IIJ1aTa BCIX PO3POOHUKIB Ta POOITHHUKIB, IPH.;
H3p — craBka €IuHOro BHECKY Ha 3arajibHOOOOB’SI3KOBE JEp’KaBHE COIllalbHE
cTpaxyBaHHs, % .
Jlana mismpHICTD BITHOCUTHCS 710 OFOKETHO1 cpepr, TOMY CTaBKa €JMHOTO BHECKY

Ha 3araJIbHOOOOB’ I3KOBE JIepKaBHE CoIliajibHE CTpaxyBaHHs Oyje ckianatu 22%, Tomdl:

22
3, = (108360 + 11919 )

100 = 26461 (rpH)
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4. Butpatu Ha KOMIUIEKTYIOUYl BUPOOH, SKI BUKOPUCTOBYIOTh TP BUTOTOBJICHHI
OJIMHUII MPOAYKIIIT, PO3PaXOBYIOThCS, 3T1IHO IX HOMEHKJIATypH, 3a GOPMYJIOIO:
"
K:ZHf 'uf 'Ki
=l (5.10)
ne Hi — KUTbKICTh KOMITJIEKTYHOYHUX 1-TO BUY, IIIT.;
[1i — moxymnHa iHa KOMIUIEKTYIOUHUX 1-T0 HaMEHYBaHHS, TPH.;
Ki — xoedimienT Tpancnoptaux Butpar (1,1...1,15).
[ToTpiOGHO 3akiagaTH BUTPATH HA TOCTABKY Y BUTIISAI KOS]IIIEHTY TPaHCIOPTHUX
Butpat — 1.1. [HpopMalliio PO BUKOPUCTAHI MaTepialid Ta KOMIUIEKTYIOUI MOJAEMO Y

BUTIAAl Ta0I. 5.9.

Tabmuis 5.9 — Marepiainu, 1110 BAKOPHUCTaHI Ha pO3pOOKY

. . Baprictb
HaitmenyBaHHs [ina 3a
MaTepiany OUMHHILO, IDH. Butpaueno BUTPa4eHOro

Marepiaiy, IpH.

IMamip 125 1 125
Pyuka 11 1 11
CD-nuck 12 1 12
drnemika 135 1 135
Bceworo 283
3 BpaxyBaHHsM Koe(illieHTa TpaHCIIOPTYBaHHSI 311,3

5. Ilporpamue 3a0e3neueHHs A1 HAyKOBOi pOOOTH BKIIFOYA€E BUTPATH HA PO3POOKY
Ta TpUA0aHHS CIEeliaIbHUX MPOrpaMHUX 3aco0iB 1 MporpaMHOro 3a0e3rmeyeHHs
HEOOXITHOTO JUJIi TPOBEACHHS JOCHIDKEHHA. B poOOTI  BUKOPUCTOBYBAJIOCH
O€3KOIITOBHE MPOrpaMHe 3a0€3MeYeHHSI TOMY BUTPATH HA HHOTO HE BPaXOBYIOTHCS.

6. AMoptuzaiis  o0jagHaHHSA, KOMITIOTEpPIB Ta  TMPUMIMIEHb,  SKi
BUKOPHCTOBYBAJIMCH TIiJ] YaC BUKOHAHHSI TAHOTO €TaIy poooTH

JlaH1 BigpaxyBaHHs pO3paxoBYIOTh IO KO)KHOMY BUY 00JIaIHaHHS, PUMIILIEHHAM

TOIIO.

Ll tBI/IK
Aoen = T_: *1 (5.11)
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ne g — 6anancoBa BapTIiCTh JaHOTO BUy 00JiaJHaHHS (MPUMIIIEHB), TPH.;

tpux — 4aC KOPUCTYBAHHS;

T, — TepMiH BUKOpHUCTaHHS 00aHAHHS (MPUMIIIEHB ), LTI MiCSIT.

J1J1st po3p0o0KU IPOYKTY BUKOPHUCTOBYBABCS MIEPCOHAILHUNM KOMIT I0TEP BapTICTIO

27500 rpu

Tabmuig 6.10 — AMopTH3aliiitHi BiipaxyBaHHs 10 KO)KHOMY BUAY 00aHaAHHS

HaiimenyBanns | banancosa Crpok Tepmin AMopTu3alliiini
oOJasHaHHS BapTICTh, TPH | KOPHUCHOT'O BUKOPHUCTAHHS | BiApaxyBaHHs,
BUKOPHUCTAHHSA, | O0JaAHAHHA, | ITpH
POKIB MICSIIB
Hoyt0yxk (2) 55000 3 3 4583
Odicue 1 000 000 15 3 16666
MPUMIIIICHHS
Bcesoro 21249

7. o crarti «IlanuBo Ta eHepris sl HAyKOBO-BUPOOHUYMX I1JI€H» BITHOCSATHCS

BUTPATH Ha BCi BUAM TajuBa W eHeprii, mo Oe3mocepeaHh0 BUKOPHCTOBYIOTHCS 3

TEXHOJIOTIYHOIO METOI0 Ha MPOBEJEHHS JIOCTIHKEHb.

Wyt'ti'ue'KBni

— n
Be - i=1

Ni

(5.12)

ne W, — BCTaHOBJIEHA NIOTYKHICTh 00JIaIHaHHSA Ha TIEBHOMY €Talll po3po0KH, KBT;

t; — TpuBaNTicTh pOOOTH OOJAHAHHS HA €Tarli JOCTIKEHHS, TOI;

I, — BapTicTs |1 KBT-roMHu eneKTpoeHeprii, TpH;

K, — KoedilieHT, 1110 BpaxoBye BUKOPUCTAHHS MOTYXHOCTI, K, < 1,

1; — KoedimieHT KopucHOi aii oonmannanns, 1; < 1.

[Ipu BukopucTaH1 2 KOMII' FOTEPIB 3 CyMapHOIO NOTYXHICTIO 1.5 kBT BuTpauanacs

eJIEKTPOCHEepTis 3 1iHOI0 7.6 TpH 3a KBT B 2023 porii.
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_ 1.5-320-7.6-0,35
e 0,81

Ho crarti «Cayx00B1 BIIPSA/KEHHS» HaJeKaTh BUTPATH Ha BIIPSIHKCHHS

= 1576

IITATHUX TPAI[iBHUKIB, MpPAIlIBHUKIB OpraHizamiii, sfki MpaIioTh 3a JOTOBOpaMHU
IIMBUIHLHO-TIPABOBOTO XapaKTepy, acCIipaHTIB, 3alHATHX PO3POOJCHHIM JOCIITKEHbD,
BIJIpSIIPKEHHS, TOB’sI3aH1 3 MPOBEICHHSAM BUINPOOYBaHb MAIIMH Ta MPUIAJIB, a TAKOX
BUTPATH Ha BIAPSIKCHHS Ha HAayKoBl 3’131, KOH(epeHIi, Hapaaw, TOB’s3aHl 3
BUKOHAHHSIM KOHKPETHUX JIOCHIKeHb. BuTpatu 3a crarrero « Ciy»00B1 BIAPSIKEHHSD
po3paxoBytoTbes siK 20...25% Bix cyMH OCHOBHOI 3apOO0iTHOI TUIATH JOCIHITHUKIB Ta

pOOITHUKIB 32 POPMYJIIOIO:

Hep
100’

B = (30 +3,) (5.13)

ne H,,, — HopMa HapaxyBaHHs 3a cTaTTero «IHII BUTpaTH».
Bz = 108360 - 0.22 = 23839 rpH

o crarti «Butpatu Ha poOOTH, SIKI BHUKOHYIOTh CTOPOHHI MiANPHUEMCTBA,
YCTaHOBH 1 OpraHizalii» HajleXaTh BUTPATH Ha IPOBEACHHS JOCIIIKEHb, 1110 HE MOXKYTh
OyTH BHKOHAHI IITAaTHUMH MpalIBHUKAMU a00 HAsIBHUM OOJIaJHAHHSAM OpraHizaii, a
BUKOHYIOTHCSI Ha JOTOBIPHIA OCHOBI IHIIUMHU MIiANPUEMCTBAMH, YCTAaHOBaAMHU 1
oprasizaiisiMu He3aJie)KHO B (OpPM BIACHOCTI Ta MO3AIMITATHUMHU MPAI[IBHUKAMHU.

Burpatn 3a crarreto «Butpatu Ha poOOTH, fAKI BHUKOHYIOTH CTOpPOHHI
MIAMPUEMCTBA, YCTAHOBH 1 Oprasizaiii» po3paxoByroTbes sk 30...45% Big cymu

OCHOBHOI 3ap00ITHOI MJIaTH AOCTIAHUKIB Ta pOOITHHUKIB 32 (OPMYIIOI0:

Hen
100

By = (30+3,) (5.14)

ne Hen — Hopma HapaxyBaHHS 3a cTarTeto «Butpatu Ha poOOTH, SIKI BUKOHYIOTh
CTOPOHHI MIANPHUEMCTBA, YCTAHOBH 1 OpraHizaiii».
B., = 108360 % 0.33 = 35758 rpH
o crarTi «IHII11 BUTpaT» HanexaTh BUTPATH, SIKI HE 3HAWIUIA BIJIOOpaKEHHS Yy
3a3HAUYEHUX CTATTSIX BUTPAT 1 MOXKYTh OyTH BiHEecCeH1 Oe3rmocepeHh0 Ha cOO1BapTICTh
JOCIIIKEHB 32 TPSIMUMH O3HAKAMHU.
Burtpatu 3a crarreto «IHmi Butpat» pospaxoByroThes gk 50...100% Bix cymu

OCHOBHOI 3ap00ITHOT IJIaTH JOCTIAHUKIB Ta PpOOITHUKIB 32 OPMYIIOIO:
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His
100%

L=(3+3) * 5.15

ne Hi,— HopMa HapaxyBaHHS 3a CTaTTeI0 «[HIII BUTpaTH».
[, =108360 % 0.7 = 75852 rpH
Haxnagni (3araqbHOBHUpOOHWY1) BHUTpaTH By, OXOIUTIOIOTH: BUTpPATH  Ha
YOpaBIIiHHS OpraHi3ali€lo, ormiaTa cily>KO00BUX BIIPSIKEHb, BUTPATH HA yTPUMaHHS,
PEMOHT Ta eKCIUTyaTallil0 OCHOBHUX 3aco0iB, BUTpaTH Ha OMAaJICHHS, OCBITIICHHS,
BOJIOTIOCTa4YaHHs, OXOPOHY Tpalll Tomo. Haknagai (3araipHOBUpOOHMY) BUTpaTH BH3B
MokHa mpuitHATH K 110% Big cyMH OCHOBHOI 3apOOITHOI IUTaTH PO3POOHHUKIB Ta

poOITHHUKIB, siki BUkoHyBanu nany MKHP, To6To0:

Huss
100%

Biss = (30 + 3p) * 5.16

ne Hy,; — HOpMma HapaxyBaHHs 3a crarrero «Haxmagni (3araibHOBUpPOOHMUYI)
BUTPATI.
Buss = 108360* 1.1 = 119196 rpu
ButpaTtun Ha npoBeleHHS HayKOBO-AOCIIIHOI POOOTH PO3PaxOBYIOThCA K CyMma

BCIX ITOTIEPEIHIX CTaTe BUTPAT 3a (POPMYJIOL0:

Bsar = 30 + 3p+ 3)10]1+3H + M+KB+Bcneu+Bnpr +Ao6n+Be+BCB +BC1‘[+IB + BH3B 5.17

B = 108360 + 11919 + 26461 + 1576 + 23839 + 35758 + 75852 + 119196
= 402961 rpH
3aranpHl BuUTpath 3B Ha 3aBeplIeHHS HAayKOBO-AOCTIAHOI (HAYKOBOTEXHIYHOT)

poboTu Ta ohopmIiIeHHS 11 pe3yJIbTaTiB pO3Pax0OBYIOTHCS 32 (HOPMYJIOLO:

B3ar

n

3B =

5.18

7€ 1 — Koe(IIenT, IKUi XapakTepu3ye CTaIir0 BUKoHaHHs nanoi HJIP.
Ockinbka, poOOTa 3HAXOIUTRLCS Ha CTalii JOCTIAHOTO 3pa3Ka, TO KoedillieHT [ =
0.5.

3BIJICH:
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402961

3B = 805922 rp=.

5.4  OmuiHIOBaHHA BaXJIMBOCTI Ta HAYKOBOi 3HAYMMOCTI HAyKOBO-IIOCIIiTHOL
pobotu (hyHIAMEHTATBHOTO YH MOIIYKOBOTO XapaKTepy

Jns  oOTpyHTYBaHHsS JOLUIBHOCTI BUKOHAHHS HAYKOBO-JOCTIAHOI POOOTH
BUKOPHUCTOBY€ETHCS CIICIIaTbHUNA KOMIUIEKCHUIN TMOKA3HUK, 110 BPaxOBY€ Ba)KIUBICTH,
PEe3yJIbTaTUBHICTH POOOTH, MOXKIIUBICTh BIPOBAKEHHS 11 Pe3yibTaTiB Y BUPOOHUIITBO,
BEJIMUMHY BUTpAT Ha pob6oTy KomIekcHui MOKa3HUK PiBHS HAYKOBO-IOCIIAHOT pOOOTH

MOKe OyTH po3paxoBaHUil 3a GOPMYIIOKO:

I™"+T-*R
K, = ——, (5.19)

Bxt

ne I — koedimient BaxkauBocTi podotu, I =2...5;

N — KoeIIIEHT BUKOPUCTAHHS PE3YJIbTATIB POOOTH;

n = 0, KoJM pe3ysibTaTh poOoTH HE Oy1yTh BUKOPUCTOBYBATHCH;

n =1, Konu pe3ynbratd poOOTH OYIyTh BUKOPUCTOBYBATHUCH YaCTKOBO;

n = 2, KOJIM pe3ylbTath poOOTH OyAyTh BUKOPUCTOBYBATHUCH B JIOCIHIJIHO-
KOHCTPYKTOPCBKUX PO3pOOKaX;

n = 3 , KOJMM pe3yJNbTaTH MOXYTh BUKOPHCTOBYBATHUCH HaBITh 0€3 MPOBEICHHS
JOCIITHO KOHCTPYKTOPCHKUX PO3POOOK;

T. — xoediuient cknaanocti podoru, T, =1...3;

R — koeiLieHT pe3yabTaTUBHOCTI pOOOTH; SIKIIO PE3YJIbTaTH pOOOTH TIAHYIOThCS
BHUIIE BiIOMUX, TO R =4 ; sikio pe3yynbratu poOOTH BiAIOBIIAIOTH BIIOMOMY PiBHIO, TO
R = 3; sxuo Hk4Ye BIAOMHX pe3yibTaTiB, TO R =1;

B — BapricTh HAyKOBO-IOCHIAHOI pOOOTH, THUC. TpH; t — Yac MPOBEICHHS
JOCITIJIPKeHHSI, poKiB. Bu3zHauenns nmokasuukis I, n, T, R, B, t 311HCHIOETBCS €KCTIEPTHUM
UIAXOM a00 Ha OCHOBI HOPMATHUBIB.

Skmo K,> 1, To HaykoBO-HOCHiHY POOOTY MOXKHA BBaXaTH €(PEKTUBHOIO 3
BHCOKHUM HAayKOBUM, TEXHIYHUM 1 EKOHOMIYHUM PIBHAMH.

. 4%x3x4 192
P 806%0.25 201,5

K = 0.97
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HayxoBo-gociigHa po6oTa € TOCTaTHHO KOIITOBHOIO 3 EKOHOMIYHOI TOUKH 30Dy .

5.5 BucHOBKH 10 €KOHOMIYHOTO PO3JILTY

byno mnpoBeneHO OLIHKY KOMEPIIHHOIO MOTEHIIaly CTBOPEHHS O00'€KTIB 3a
noromorotro Pool Manager, mo J03BOJIUTH OUTBII pPaIiOHATFHO BHUKOPHUCTOBYBATH
nmaM’siTb TIPUCTPOIO Ha SKOMY BHKOPHUCTOBYETHCS H0MaTOK. [Ipw TOpiBHSHHI HOBOI
PO3pOOKHM 3 aHAJIOTOM BHUSBJICHO, III0O BOHA € SIKICHIIIO 1 KOHKYPEHTOCTIPOMOIKHIIIOO
BIJIHOCHO aHAJIOTa, a TAKOX KpaIle 1Mo TEXHIYHUM 1 eKOHOMIYHUM MTOKa3HUKaM.

[Iporno3yBaHHs BUTpPAT Ha BUKOHAHHS HAYKOBO-AOCTIAHOI pOOOTH MO KOXKHIHN 3
crateit Butpar ckiage 805 922 rpu. 3aranbHa X BeJIMYMHA BUTpAT HA BUKOHAHHS Ta
BIIPOBaKEHHS pe3ynbratiB qanoi H/IP 6yzae ckmagatu 805 922 rph.

O1iHIOBaHHS BaXKJIMBOCTI Ta HAyKOBOi 3HAYMMOCTI HAyKOBO-JIOCTIAHOI poOOTH
(GyHaaMEeHTaIbHOrO Xapakrtepy npu nporHosi 0.97 3a Tpu wMicsiul € TOCTaTHBO

KOIIITOBHOIO 3 €KOHOMIYHOT TOUKH 30pPYy.
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BUCHOBOK

Y wmarictepcbkoi kBamidikamiitHoi poOOTI JOCTIIKEHHS METOAIB ONTHMI3aIlii
IrpOBUX PYIIIiB action irop MoOLIBHUX HoaaTKIB. Po3pobieno maker Pool Manager miis
onTuMi3aii irpoBux pymiiB ACtion irop MOOUTBHHX JTOJATKIB. Takuii akeT CIeHapiiB
MO>KHa BUKOPUCTOBYBaTH y mpoektax Unity3D B AkuX HEOOX1JHO BUPIIIUTH MpoOIeMy
(dbparMeHTarlii mam’siTi MPU CTBOPEHHI BEIHKOI KUIBKOCTI OJHOTHUITHUX EJIEMEHTIB 4H
00’exTiB. B ocHOBI po3poOku NexuTh po3podka Pool 3 MOBTOPHUM BUKOPHCTAHHSIM
00’ €KTIB IiCiI BUKOHAHHS TOCTABJIECHUX [UIEH.

VY nmepmoMy po3aim MpOBEASHO aHAIbI3 0araTOMOTOKOBOCTI I'pOBHX PYHIIiB, iX
palnioHaJbHE BHUKOPUCTAaHHSA MHam’sTI MpU POOOTH MpOorpamMu 3 BEIUKOK KUIBKICTIO
CTBOPIOBaHUX OO0 ’€KTiB. PO3IVISIHYTO aHaJIOrd BXKE ICHYIOUHX IIyJ MEHEIKEpiB,
BU3HAYCHO iX OCOOJIMBOCTI Ta HEIOJIKH, Ta MDK ICHYIOUMMHU allbTe€pHATHUBAMH, OyJI0
BUPIIIEHO CTBOPUTH CBoOIO cuctemy Pool Manager, 3a paXxyHOK YOro BH3HAYEHO
aKTyaJbHICTB 1 3aJ1a4l pO3p0oOKHU. PO3MIISIHYTO MOKITMBICTI BUKOPUCTaHHS pooling, micis
aHanizy OyJO BH3HAUEHO Takl 3aBJaHHSA: CTBOpeHHs kiacy Pool<T>, cTBopeHHs
crtatuyHoro kiacy Pool Manager, po3poOka irpoBux pyiuiiB 3 BUKOpUCTaHHSM Pool,
po3podka Asset Pool Manager, ctBopennst Unity Package.

byno Bukopucrano npunuunu Unity Package nns ctBopenHst Assets, 1110 3HaYHO
MOJICTIIMIIO TepeHoc peanizamii Pool Manager mix mpoektamu. OrnucaHo po3poOKy
kiacy Pool<T> myst ynpaBiiHHS yjoM 00'eKTiB y cepenoBuiill Unity, po3misiHyTi HOro
OCHOBHI METOJM Ta B3a€MO3B's3ku. Takoxk mpenacraBieHo kiaac Pool Manager sk
Singleton, mo kepye pooling objects y rpi. Bukopucrano #oro s CTBOpEHHS i
yOpaBIiHHSA MyJdamMu 00'ekTiB. JleTanbHO pO3IIIAHYTO CTBOPEHHS ITPOBHX PYUIiB 3
Bukopuctanusam Pool, "Level Controller" Ta Mmoaens poO0OTH irpoBOi CUCTEMH 3 ITPOBUM
MarazuHoM. Onmcano mpoiec ctBopeHHs Asset Pool Manager nnst Unity, BU3HauY€HO
BAXKJIMBI AacMeKTH, Takl K BHUKopucTaHHd Prefab nns maGnoniB Ta mnpaBuibHE
YIPaBIIHHS MyJIaMU JUTsl TOKPAIIEHHS MPOTyKTUBHOCTI TPH.

[IpoBeneno anHami3 pi3HUX MOB MPOrpaMyBaHHsS JI€ Ha OCHOBI KIHIIEBOTO

pe3ynbTaTy Oyino oopano moBy C#. J{nst BuOOpy 3aco0iB peasizariii makeTy OyB BUOpaHuid
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Unity Package B irpoBomy pymiii Unity3D, o miarpumye MoBy niporpamyBaHHsi C#, Ta
cepenoBuile po3pooku Microsoft Visual Studio Community 2019 B sikocti IDE
Y poboTi po3B’s3aHO Taki 3amadi: po3poOsieHo makeT Pool Manager Bupimrye
npoOsieMy ¢dhparMeHTallii mam'sTi, ska YCKJIQJHIOE TOIIYK BUIBHUX CYMIKHUX oOJacTen
nmaM'saTi a TaKoXX HaIMIPHOIO BUTPATOIO TAKTIB MPOIECOpa Ha OTEpalliii CTBOPESHHS Ta
3HUIINECHHS O00'€KTIB, PO3POOJICHO YHIBEpPCAIBHHM CIIEHApIi ISl CTBOPEHHS BEIUKOI
KUIBKOCTI OO0'€KTIB 3 MOMEHTaMH OITHMI3aIlli iX CTBOPEHHS B IaM'siTi, CYIMPOBIJ]
KUTTENSUTBHOCTI CTBOPEHUX 00'€KTIB, MIBUIAKE BHECCHHS CIICHAPIiB MaKeTy y JIOOUX
nonarok Unity3D, 3py4yHuii Ta 3p03yMUIHNA KOJT BAKOPUCTAHHS CIIEHAPIiB.
st TrectyBanHs Oyino oOpaHo cuctemy TectyBaHHs Unity Profiler iHcTpymeHT,
AKUHA BUKOPHUCTOBYETHCSA JII OTPUMaHHA 1H(OpMaIii mpo MPOIYKTUBHICTE pOOOTH
Iporpamu y peajibHomy 4aci. [IpoBeieHo TecTyBaHHs MAKETy BXKE B ICHYIOYO1 MpOrpamMu

Ta MPUBEAECH] IPUKJIAJAN TECTYBaHHS Ta BHECEHHS 3MIH JUIsl HOKPAILEHHS ii poOOTH.
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1. HaiiMmeHyBaHH# Ta rajy3b 3aCTOCYBAHHS

Marictepcbka kBasidikaiiitaa podota: «JlocaiKeHHS METOIB ONITUMI3allii iIrpOBUX
pyuriiB Action irop MOOUTBHHUX TOAATKIBY.

['amy3p 3acTocyBaHHS — ONTHUMI3allis MPOIECy pPOOOTH TPHUCTPOIB, MEHIIE

HAaBAaHTA)KEHHS HA TEXHIYHI MPUCTPOI.

2. iacraBa 1 po3pooKu.
[TimctaBoro uIsi BUKOHAHHS MaricTepcbkoi kBamidikariiinoi poborn (MKP) e
iHauBIyanbHe 3aBnanHg Ha BJIP Ta Haka3 Ne 247 Big «18» Bepecusa 2023 p. pekropa

BHTY npo 3akpimnenns tem MKP.

3. Mera Ta NpU3HA4YCHHSA PO3POOKH.

MeTtoro poOOTH JOCIIKEHI METOAIB ONTUMI3Allli IrpoBUX pyuIiiB Action irop
MOOUTBRHUX JOJATKIB JJIs MiABUIIEHHS MPOAYKTUBHOCTI Ta ONTUMI3AIlisl BUKOPUCTAHHS
pECypCiB 3a paxyHOK 6araTornoToKOBOCTI MPOIIECiB Ta BUKopucTanHs myiy (ObjectPool).

OCHOBHHMMHU 33Jja4aMH JOCIIIKEHHS €:

— IIPOBECTH aHAJII3M ICHYIOUMX METOIB Ta 3aCO0IB CTBOPEHHS 00’ €KTIB IS
M1JBUILEHHS POYKTUBHOCTI Ta ONTHMI3allii;

— MoAU(IKYBaTH METO/I M1ABUIIIEHHS MPOAYKTUBHOCTI BUKOPUCTAHHS Mam’ STl
IIPUCTPOIO;

— MoAu(IKyBaTH METOJ ONTHMIi3allli BUKOPUCTaHHS PECYPCIB 3a pPaxyHOK
0araTonoTOKOBOCTI;

— CTBOpUTH yHIBepcanbHui Pool Manager Ha 0CHOBI maTepHa Iy 00'€KTIB;

— pO3pOOUTH TIpPOrpaMHI KOMIIOHEHTH Ta CHUCTEMY Bi3yasi3allli Ha OCHOBI
3aIPOIIOHOBAHUX METO/IIB,;

- IPOBECTH  CKCIIEPUMEHTAlbHI  JOCIIPKEHHSI  pO3pO0JICHHX  3ac00iB

TECTYBaHHA MPOEKTY Ta MPOJAEMOHCTPYBATH OTPUMAaH1 Pe3yJIbTaTH.

4. Buxiani nani nis nposeaennst HAP
ITepenik OCHOBHUX JIITepaTypHUX JKEpPEJl, Ha OCHOBI AKUX Oy1e BUKoHyBaTch MKP:

1. Pooling Manager [Enektponnuii pecypc] — Pexxum nocrtymy: Pooling
Manager — https://assetstore.unity.com/packages/tools/utilities/pooling-manager-195534
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2. Unity Game Development Cookbook: Essentials for Every Game 1st
Edition: IMigpyunuk / Jon Manning, Tim Nugent, Paris Buttfield-Addison: Bunasein
O'Reilly, 2019. — 406c.

3. Unity ta C#. ['eitmaes Bix i1ei 1o peamzani: [linpyunuk / boun Jxepemi:
Bugasenr Osmo, 2020 — 928c.

4. C# nnsa UNITY -po3poOnukiB. [IpakTHaHMIT akayHT y COLaTbHUX
mepexax: [ligpyunuk / Jlapkosuu C. H., €8nokumos Iletp IBanoBu4: Bujasenpb
O'Reilly, 2023 — 368c.

S. 23. Ilarrepnu npoektyBanHs 11 minatdopm C# 1 NET Core: [Tigpyunuk
/ T'aypaB Apopaa Ixxeddpi Kunbepro: Bunaseup O'Reilly, 2021 — 352c¢

6. Object Pool Design Pattern [Enextponnuii pecypc] — Pexum noctymy:
https://lazyscripting.blogspot.com/2019/12/object-pool-design-pattern.htmi

7. MucreurBo TectyBanHs nporpam: Iligpyunuk / I'mendopa MaiiepcTom
bamxertKopu Cangnep: Bunasens O'Reilly, 2020 — 272¢

8. MeTtoanyH1 BKa3iBKHM /10 BUKOHAHHS €KOHOMIYHOI YaCTHHHU MariCTePChKHUX
kBasidikamiitaux po6it / Yrnaz. : B. O. Kosnoscekuii, O. I. Jlecsko, B. B. Kaenpknid.

— Binaung : BHTYVY, 2021. - 42 c.

5. TexHiuHi BUMOTH

— cepenoBuie irpoBoro pyiris: Unity;

— cepenosuiie po3pooku — Microsoft Visual Studio;
— MoBa nporpamyBaHHs — C#;

— METOJ irpoBoro myny — Bukopuctanus Pool Manager;

6. KoHCTpYKTHBHI BUMOTH
I'padpiuna Ta TekcToBa JOKYMEHTAIlisl IOBUHHA BIJIMOBIIATH JIIOYUM CTaHIapTaM

YkpaiHu.

7. Ilepeik TeXHIYHOI JOKYMEHTANIl, 10 NPea’ABJISAETHCH M0 3aKiHYEeHHIO POOIT:
1. INoscHroBanbpHa 3amucka 10 MKP;
2. TexHiuHe 3aBIaHHS,

3. JlictuHru mporpamu.
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8. Bumoru 10 piBHs yHidikamii Ta crangapTu3amii

[Tpu po3pobiii mporpaMHux 3aco0iB ciia qoTpumyBarucs yHigikamii 1 ACTY.

9. Cragii Ta etanu po3po0ku:

No Ha3Ba eTaniB MarictepchbKoi Crpok
y KBaTi(hiKaiHO1 BUKOHAHHS
3/m .
PoGoTtu eTariB poOOoTH

AHai3 mpoJyKTUBHOCTI
0araTomoTOKOBOCTI IOIaTKY B SIKOMY 20.09.23 -02.10.23
4aCTO CTBOPIOIOTHCS 00'€EKTH

9 | Po3po0OKka apXiTeKTypH Ta aJlrOpUTMIB | 03.10.23 — 23.10.23
IPOTrPaMHOTO MPOIYKTY

3 | AHam3 1 BUOlp MOBH IPOrpaMyBaHHs | 16.10.23 — 23.10.23
Ta CepeOBUILA PO3POOKHU

4 | Po3poOka mporpaMHOro NpoayKTy 24.10.23 -13.11.23
5 | TectyBanHs nporpamu 14.11.23 - 21.11.23
6 | Po3pobOka ekoHOMIYHOT YaCTUHU 17.11.23 -25.11.23

7 | OdopmitenHs: MaTepiaiiB 0 3aXUCTy 22 11.23 - 01.12.23
MKP

10. ITopsAAOK KOHTPOJIIO TA NIPUNHATTSH
[Topsimok KOHTpONIO 1 MNpUWMaHHS pPOOOTH PErJaMEHTYEThbCS BIANOBIAHUMHU

nokyMentamu BHTY 1 gep:xaBHUMM cTaHAapTaMu.
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//Monyns Pool
using System;

Honarok B

(TOB1IKOBHIA )

JlicTUHT TIpOTpaMHOTO KOy ONTHUMI3aIlii IrpoBUX py1IiiB Action irop

using System.Collections.Generic;
using UnityEngine;

namespace MonsterLove.Collections

{

public class Pool<T>

{

private List<PoolSlot<T>> list;

private Dictionary<T, PoolSlot<T>> lookup;
private Func<T> factoryFunc;

private int lastindex = 0;

public Pool(Func<T> factoryFunc, int initialSize)
{

this.factoryFunc = factoryFunc;

list = new List<PoolSlot<T>>(initialSize);
lookup = new Dictionary<T, PoolSlot<T>>(initialSize);

Warm(initialSize);

}
private void Warm(int capacity)
{
for (inti = 0; i < capacity; i++)
{
CreateContainer();
}
}
private PoolSlot<T> CreateContainer()
{
var container = new PoolSlot<T>();
container.ltem = factoryFunc();
list. Add(container);
return container;
}
public T Getltem()
{

PoolSlot<T> container = null;
for (inti=0; i < list.Count; i++)

{

lastindex++;
if (lastindex > list.Count - 1) lastindex = 0;

if (list[lastindex].Used)

continue;
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item);

¥

else
{
container = list[lastIndex];
break;
}
}
if (container == null)
{
container = CreateContainer();
}

container.Consume();
lookup.Add(container.Item, container);
return container.ltem;

¥

public void Releaseltem(object item)

{
¥

public void Releaseltem(T item)

Releaseltem((T) item);

if (lookup.ContainsKey(item))
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Debug.LogWarning("This object pool does not contain the item provided: " +

{
var container = lookup[item];
container.Release();
lookup.Remove(item);
}
else
{
}
}
public int Count
{
get { return list.Count; }
}
public int CountUsedltems
{
get { return lookup.Count; }
}

//Momys Pool Manager

using System;

using System.Collections.Generic;
using MonsterLove.Collections;
using UnityEngine;

public class Pool Manager : Singleton<Pool Manager>

{
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public bool logStatus;
public Transform root;

private Dictionary<GameObject, Pool<GameObject>> prefabLookup;
private Dictionary<GameObject, Pool<GameObject>> instanceLookup;

private bool dirty = false;

void Awake ()
{

prefabLookup = new Dictionary<GameObject, Pool<GameObject>>();
instanceLookup = new Dictionary<GameObject, Pool<GameObject>>();

}
void Update()
{

if(logStatus && dirty)

{
PrintStatus();
dirty = false;
}
}
public void warmPool(GameObiject prefab, int size)
{
if(prefabLookup.ContainsKey(prefab))
{
throw new Exception("Pool for prefab " + prefab.name + " has already been created");
}
var pool = new Pool<GameObject>(() => { return InstantiatePrefab(prefab); }, size);
prefabLookup[prefab] = pool;
dirty = true;
}
public GameObject spawnObject(GameObject prefab)
{
return spawnObject(prefab, Vector3.zero, Quaternion.identity);
}

public GameObject spawnObject(GameObject prefab, Vector3 position, Quaternion rotation)

{
if (!prefabLookup.ContainsKey(prefab))

{
¥

var pool = prefabLookup[prefab];

WarmPool(prefab, 1);

var clone = pool.Getltem();
clone.transform.SetPositionAndRotation(position, rotation);
clone.SetActive(true);

instanceLookup.Add(clone, pool);
dirty = true;
return clone;
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public void releaseObject(GameObject clone)

{
clone.SetActive(false);
if(instanceLookup.ContainsKey(clone))
{
instanceLookup[clone].Releaseltem(clone);
instanceLookup.Remove(clone);
dirty = true;
}
else
{
Debug.LogWarning("No pool contains the object: " + clone.name);
}
}
private GameObject InstantiatePrefab(GameObject prefab)
{
var go = Instantiate(prefab) as GameObiject;
if (root !'=null) go.transform.parent = root;
return go;
}
public void PrintStatus()
{

foreach (KeyValuePair<GameObiject, Pool<GameObject>> keyVal in prefablLookup)

{
Debug.Log(string.Format("Object Pool for Prefab: {0} In Use: {1} Total {2}",
keyVal.Key.name, keyVal.Value.CountUsedltems, keyVal.Value.Count));
}

}

#region Static API

public static void WarmPool(GameObject prefab, int size)

{
Instance.warmPool(prefab, size);
}
public static GameObject SpawnObject(GameObject prefab)
{
return Instance.spawnObject(prefab);
}
public static GameObject SpawnObject(GameObject prefab, Vector3 position, Quaternion rotation)
{
return Instance.spawnObject(prefab, position, rotation);
}
public static void ReleaseObject(GameObject clone)
{
Instance.releaseObject(clone);
}

#endregion



108
¥

//Monyne PoolSlot

namespace MonsterLove.Collections

{

public class PoolSlot<T>
{
private T item;
public bool Used { get; private set; }

public void Consume()

{
¥

public T Item
{

Used = true;

get
{

return item;

item = value;

public void Release()

{
¥

Used = false;

}

//Monynb Singleton
using UnityEngine;

public class Singleton<T> : MonoBehaviour where T : Singleton<T>

{
public static T Instance
{
get
{

if (instance == null)

{
T[] managers = Object.FindObjectsOfType(typeof(T)) as T[];
if (managers.Length !=0)

{
if (managers.Length == 1)
{
instance = managers[0];
instance.gameObject.name = typeof(T).Name;
return instance;
}

else
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Debug.LogError("Class " + typeof(T).Name + " exists multiple
times in violation of singleton pattern. Destroying all copies™);
foreach (T manager in managers)

{

¥
¥
¥

Destroy(manager.gameObject);

var go = new GameObject(typeof(T).Name, typeof(T));
instance = go.GetComponent<T>();
DontDestroyOnLoad(go);

}
return instance;
}
set
{ _
instance = value as T;
}
}
private static T instance;
}
//Monynp Bullet

using UnityEngine;
using System.Collections;

public class Bullet : MonoBehaviour

{

¥

public float accel;
private float velocity;

void OnEnable()

{
velocity = 0;

}

void Update()

{
velocity += accel,
transform.Translate(0, velocity, 0);
if(transform.position.y > 10)

Finish();

}

}

void Finish()

{
PoolManager.ReleaseObject(this.gameObject);

}

//Monynb DirectMoving
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

/Il <summary>

/Il This script moves the attached object along the Y-axis with the defined speed
Il </[summary>

public class DirectMoving : MonoBehaviour {

[Tooltip("Moving speed on Y axis in local space")]
public float speed;

/Imoving the object with the defined speed
private void Update()

{
¥

private void OnTriggerEnter2D(Collider2D collision)

transform.Translate(Vector3.up * speed * Time.deltaTime);

if (collision.gameObject.CompareTag("Border"))

PoolManager.ReleaseObject(this.gameObject);
//Destroy(this.gameObiject);
}
}
}

//Monyne Enemy

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

/Il <summary>

/Il This script defines 'Enemy's' health and behavior.
Il </[summary>

public class Enemy : MonoBehaviour {

public static event System.Action<int> OnHitEmemy;
#region FIELDS

[Tooltip("Health points in integer™)]

public int health;

[Tooltip("Enemy's projectile prefab™)]
public GameObject Projectile;

[Tooltip("VFX prefab generating after destruction™)]
public GameObject destructionVFX;
public GameObject hitEffect;

[SerializeField] private int Coins;

[HidelnlInspector] public int shotChance; //probability of 'Enemy's' shooting during tha path
[HidelnInspector] public float shotTimeMin, shotTimeMax; //max and min time for shooting from the
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beginning of the path
#endregion

private void Start()
{
PoolManager.WarmPool(Projectile, 50);
Invoke("ActivateShooting", Random.Range(shotTimeMin, shotTimeMax));

}

/[coroutine making a shot
void ActivateShooting()

if (Random.value < (float)shotChance / 100) /fif random value less than shot probability,
making a shot

GameObject enemyShoot = PoolManager.SpawnObject(Projectile);
enemyShoot.transform.position = gameObject.transform.position;
enemyShoot.transform.rotation = Quaternion.identity;

/MNnstantiate(Projectile, gameObiject.transform.position, Quaternion.identity);

¥
by

//method of getting damage for the 'Enemy’
public void GetDamage(int damage)

health -= damage; /lreducing health for damage value, if health is less than 0O, starting destruction
procedure
if (health <=0)
Destruction();
else
Instantiate(hitEffect,transform.position,Quaternion.identity,transform);
}

/lif 'Enemy’ collides 'Player’, 'Player' gets the damage equal to projectile's damage value
private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.tag == "Player")
{
if (Projectile.GetComponent<Projectile>() '= null)
Player.instance.GetDamage(Projectile.GetComponent<Projectile>().damage);
else
Player.instance.GetDamage(1);
}
}

/Imethod of destroying the 'Enemy"'
void Destruction()
{
Instantiate(destructionVVFX, transform.position, Quaternion.identity);
OnHitEmemy?.Invoke(Coins);
Destroy(gameObject);
}

¥

//Monyne Gun
using UnityEngine;



using System.Collections;

public class Gun : MonoBehaviour

{
public GameObject bulletPrefab;

/[Optional: Warm the pool and preallocate memory
void Start()

{
PoolManager.WarmPool(bulletPrefab, 20);
//Notes
/I Make sure the prefab is inactive, or else it will run update before first use
}
void Update()
{
if(Input.GetButton("Firel"))
{
Vector3 pos = new Vector3(Input.mousePosition.x, Input.mousePosition.y, 10f);
FireBullet(Camera.main.ScreenToWorldPoint(pos), Quaternion.identity);
}
}

/ISpawn pooled objects
void FireBullet(\Vector3 position, Quaternion rotation)

{
var bullet = PoolManager.SpawnObject(bulletPrefab, position,
rotation).GetComponent<Bullet>();

/INotes:

/I bullet.gameObject.SetActive(true) is automatically called on spawn

/I When done with the instance, you MUST release it!

/I'If the number of objects in use exceeds the pool size, new objects will be created

¥

//Monyns PlayerShooting

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using DG.Tweening;

/lguns objects in 'Player's' hierarchy
[System.Serializable]
public class Guns
{
public GameObject rightGun, leftGun, centralGun;
[HidelnInspector] public ParticleSystem leftGunVFEX, rightGunVFX, centralGunVFX;

¥

[System.Serializable]
public class Rockets

{

112
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public GameObject leftRocket, rightRocket;
[HidelnInspector] public ParticleSystem leftRocketVFX, rightRocketVFX;

¥

public class PlayerShooting : MonoBehaviour {

[Tooltip("shooting frequency. the higher the more frequent")]
public float fireRate;

[Tooltip("projectile prefab™)]

public GameObject projectileObject;
[Tooltip("current Lazer power™)]
[Range(1,4)]  //change it if you wish
public int weaponPower = 1;
[Range(0.2f, 1f)]

private float resetLazerTime;

public Guns guns;

[Space]

public GameObject projectileObjectRocket;
[Tooltip("current Rocket power™)]
[Range(1, 2)]

public int RocketState = 1;
[SerializeField, Range(0.2f, 1f)]

private float resetRocketTime;

private float time;

private bool canRocketShooting = true;
public Rockets rockets;

/[time for a new shot

[HidelnInspector] public float nextFire;

[HidelnInspector] public int AttackSpeed:;
[HidelnInspector] public int AttackDamage;

[SerializeField] bool AutoShooting = true;

[HidelnInspector] public int maxweaponPower = 4;
public static PlayerShooting instance;

private void Awake()

{
if (instance == null)
instance = this;

}

private void Start()
SpawnPoolObjects();

guns.leftGunVFX = guns.leftGun.GetComponent<ParticleSystem>();
guns.rightGunVFX = guns.rightGun.GetComponent<ParticleSystem>();
guns.centralGunVFX = guns.centralGun.GetComponent<ParticleSystem>();

ChangeRocketSate(RocketState);
}

private void SpawnPoolObjects()

{
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PoolManager.WarmPool(projectileObject, 50);
PoolManager.WarmPool(projectileObjectRocket, 50);

¥

private void Update()

if (AutoShooting)
{

if (Time.time > nextFire)

MakeAShot();
nextFire = Time.time + 1/ fireRate;

}
}
else
{
if (Input.GetMouseButton(0))
MakeAShot();

}

MakeAShotRocket();
}

/Imethod for a shot
public void MakeAShot()

{
switch (weaponPower) // according to weapon power ‘pooling' the defined anount of projectiles, on the
defined position, in the defined rotation
{

case 1:
CreateLazerShot(projectileObject, guns.centralGun.transform.position, Vector3.zero);
guns.centralGunVFX.Play();
break;

case 2:
CreateLazerShot(projectileObject, guns.rightGun.transform.position, Vector3.zero);
guns.leftGunVFX.Play();
CreateLazerShot(projectileObject, guns.leftGun.transform.position, Vector3.zero);
guns.rightGunVFX.Play();
break;

case 3:
CreateLazerShot(projectileObject, guns.centralGun.transform.position, Vector3.zero);
CreateLazerShot(projectileObject, guns.rightGun.transform.position, new Vector3(0, 0, -5));
guns.leftGunVFX.Play();
CreateLazerShot(projectileObject, guns.leftGun.transform.position, new Vector3(0, 0, 5));
guns.rightGunVFX.Play();
break;

case 4:
CreateLazerShot(projectileObject, guns.centralGun.transform.position, Vector3.zero);
CreateLazerShot(projectileObject, guns.rightGun.transform.position, new Vector3(0, 0, -5));
guns.leftGunVFX.Play();
CreateLazerShot(projectileObject, guns.leftGun.transform.position, new Vector3(0, 0, 5));
guns.rightGunVFX.Play();
CreateLazerShot(projectileObject, guns.leftGun.transform.position, new Vector3(0, 0, 15));
CreateLazerShot(projectileObject, guns.rightGun.transform.position, new Vector3(0, 0, -15));
break;
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public void MakeAShotRocket()
{
if ('canRocketShooting)
return;

switch (RocketState)
{
case 1:
return;
case 2:
CreateRocketShot(projectileObjectRocket, rockets.rightRocket.transform.position, Vector3.zero);
CreateRocketShot(projectileObjectRocket, rockets.leftRocket.transform.position, Vector3.zero);
break;

}

time = resetRocketTime;
canRocketShooting = false;

}
public void ChangeRocketSate(int i)
{
if(i==1)
{
rockets.leftRocket.SetActive(false);
rockets.rightRocket.SetActive(false);
return;
}
if (i>2)
i=2;

rockets.leftRocket.SetActive(!rockets.leftRocket.activeSelf);
rockets.rightRocket.SetActive(Irockets.rightRocket.activeSelf);

RocketState = i;
}

void CreateLazerShot(GameObiject lazer, Vector3 pos, Vector3 rot) //translating 'pooled' lazer shot to the
defined position in the defined rotation
{
GameObiject Lazer = SpawnShot(lazer);
Lazer.transform.position = pos;
Lazer.transform.rotation = Quaternion.Euler(rot);
/Nnstantiate(lazer, pos, ); //; //PoolManager.SpawnObject(lazer, pos, Quaternion.Euler(rot))
SetParams(Lazer);

¥

void CreateRocketShot(GameObject rocket, Vector3 pos, Vector3 rot) //translating 'pooled' lazer shot to the
defined position in the defined rotation
{
GameObject Rocket = SpawnShot(rocket);

Rocket.transform.position = pos;
Rocket.transform.rotation = Quaternion.Euler(rot);
/Mnstantiate(rocket, pos, Quaternion.Euler(rot));
SetParams(Rocket);
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void SetParams(GameObiject obj)
{

DirectMoving directMoving = obj.GetComponent<DirectMoving>();
Projectile projectile = obj.GetComponent<Projectile>();

if(directMoving !'= null)
{

¥

if(projectile = null)

directMoving.speed = AttackSpeed;

projectile.damage = AttackDamage;

¥
¥

private GameObject SpawnShot(GameObject obyj)

{
return PoolManager.SpawnQObject(obj);

¥
¥

//Monyne Wave

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

/Il <summary>
/Il This script generates an enemy wave. It defines how many enemies will be emerging, their speed and
emerging interval.
/I1 1t also defines their shooting mode. It defines their moving path.
/Il </[summary>
[System.Serializable]
public class Shooting
{
[Range(0,100)]
[Tooltip("probability with which the ship of this wave will make a shot")]
public int shotChance;

[Tooltip("min and max time from the beginning of the path when the enemy can make a shot")]
public float shotTimeMin, shotTimeMax;

}

public class Wave : MonoBehaviour {

#region FIELDS
[Tooltip("Enemy's prefab™)]
public GameObject enemy;

[Tooltip(*a number of enemies in the wave™)]
public int count;

[Tooltip("path passage speed”)]
public float speed;
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[Tooltip("time between emerging of the enemies in the wave")]
public float timeBetween;

[Tooltip("points of the path. delete or add elements to the list if you want to change the number of the
points™)]
public Transform[] pathPoints;

[Tooltip("whether 'Enemy' rotates in path passage direction™)]
public bool rotationByPath;

[Tooltip("if loop is activated, after completing the path 'Enemy" will return to the starting point™)]
public bool Loop;

[Tooltip("color of the path in the Editor™)]
public Color pathColor = Color.yellow;
public Shooting shooting;

[Tooltip("if testMode is marked the wave will be re-generated after 3 sec')]
public bool testMode;

public int OneEnemyCoins = 10;
#endregion

private void Start()

{
PoolManager.WarmPool(enemy, 50);
StartCoroutine(CreateEnemyWave());

}

IEnumerator CreateEnemyWave() //depending on chosed parameters generating enemies and defining their
parameters
{
for (inti=0; i <count; i++)
{
GameObject newEnemy;
newEnemy = PoolManager.SpawnObject(enemy, enemy.transform.position, Quaternion.identity);
FollowThePath followComponent = newEnemy.GetComponent<FollowThePath>();
followComponent.path = pathPoints;
followComponent.speed = speed;
followComponent.rotationByPath = rotationByPath;
followComponent.loop = Loop;
followComponent.SetPath();
Enemy enemyComponent = newEnemy.GetComponent<Enemy>();
enemyComponent.shotChance = shooting.shotChance;
enemyComponent.shotTimeMin = shooting.shotTimeMin;
enemyComponent.shotTimeMax = shooting.shotTimeMax;
newEnemy.SetActive(true);
yield return new WaitForSeconds(timeBetween);

¥

if (testMode)  //if testMode is activated, waiting for 3 sec and re-generating the wave

{

yield return new WaitForSeconds(3);
StartCoroutine(CreateEnemyWave());

else if ('Loop)
Destroy(gameObiject);
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void OnDrawGizmos()

DrawPath(pathPoints);
}

void DrawPath(Transform[] path) //drawing the path in the Editor
{

Vector3[] pathPositions = new Vector3[path.Length];

for (inti = 0; i < path.Length; i++)

pathPositions[i] = path[i].position;
}
Vector3[] newPathPositions = CreatePoints(pathPositions);
Vector3 previosPositions = Interpolate(newPathPositions, 0);
Gizmaos.color = pathColor;
int SmoothAmount = path.Length * 20;
for (inti=1; i <= SmoothAmount; i++)

float t = (float)i / SmoothAmount;

Vector3 currentPositions = Interpolate(newPathPositions, t);
Gizmos.DrawL.ine(currentPositions, previosPositions);
previosPositions = currentPositions;

by
by

Vector3 Interpolate(Vector3[] path, float t)
{
int numSections = path.Length - 3;
int currPt = Mathf.Min(Mathf.FloorTolnt(t * numSections), numSections - 1);
float u =t * numSections - currPt;
Vector3 a = path[currPt];
Vector3 b = path[currPt + 1];
Vector3 ¢ = path[currPt + 2];
Vector3 d = path[currPt + 3];
return 0.5f* ((ra+3f*b-3f*c+d)*(u*u*u)+(2f*a-5f*b+4f*c-d)*(u*u)+(-a+c)*u+
2f * b);
}

Vector3[] CreatePoints(Vector3[] path) //using interpolation method calculating the path along the path
points
{
Vector3[] pathPositions;
Vector3[] newPathPos;
int dist = 2;
pathPositions = path;
newPathPos = new Vector3[pathPositions.Length + dist];
Array.Copy(pathPositions, 0, newPathPos, 1, pathPositions.Length);
newPathPos[0] = newPathPos[1] + (newPathPos[1] - newPathPos[2]);
newPathPos[newPathPos.Length - 1] = newPathPos[newPathPos.Length - 2] +
(newPathPos[newPathPos.Length - 2] - newPathPos[newPathPos.Length - 3]);
if (newPathPos[1] == newPathPos[newPathPos.Length - 2])

Vector3[] LoopSpline = new Vector3[newPathPos.Length];
Array.Copy(newPathPos, LoopSpline, newPathPos.Length);
LoopSpline[0] = LoopSpline[LoopSpline.Length - 3];
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LoopSpline[LoopSpline.Length - 1] = LoopSpline[2];

newPathPos = new Vector3[LoopSpline.Length];
Array.Copy(LoopSpline, newPathPos, LoopSpline.Length);

return (newPathPos);
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Honatok /]

(000B’s3KOBHIT)

I'TIOCTPATUBHA YACTHUHA

JOCIIDKEHHSI METO/IIB OIITUMIBALIIL I'POBUX PYILIIB ACTION ITOP
MOBUIBHUX NOIATKIB
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MIHICTEPCTBO OCBITH I HAVKU YKPATHU
BiHHHIBKHI HAITIOHAIBHHI TEXHIYHHI YHIBEPCHTET

JIOCJIJKEHHS METO/(IB
OITUMIBALI I'POBUX PYIIIB
ACTION IT'OP MOBLIbHUX JOJIATKIB

PoboTy BUKOHaB:
CryaeHT rpynu 2M1-22m
Camapacinrxe [.C.B.

HaykoBWi1 KepiBHUK:
K.T.H., goueHT kadeapu I13
Peniga O.M

Pucynok /[.1 — TutyneHumii cnaiin

3AaraAbHAQ XAPAKTEPUCTUKA

Merta Mpegmer

Mertoio poboTtu
[ocnigKeHi metozis
OnNTUMI3aLi irpoBmx 06'eKTOM AOCAIAKEHHS € MpeameTom
pyLwiis action irop npouec onTumisauji irposux [OCNIAKEHHA € MeTOAjB

MOoGinbHUX AoAaTKIB ANnA pyLwwiis action irop mobinbHUx onTUmisauji irposux

niABULLEHHA L0AATKIB 3 BpaxyBaHHAM piBHA pywiis action irop
NPOAYKTUBHOCTI Ta aganTauji. mobinbHUX J0AATKIB.
onTumisauifa
BMKOPMCTaHHA pecypcis

Pucynok /[.2 — Merta, 00’€KT 1 mpeaMeT poboTu
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. 3araAbHa XapakTepUCcTUKa .

OcHOBHI 3aaavi AoCNiAKEeHHA

- NPOBECTU aHani3n iCHylUMX MeToAis Ta 3acobiB CTBOpeHHA 06 eKTiB Ans
NiABULEHHA NPOAYKTUBHOCTI Ta ONTUMI3aLLl;
- moandiKyBaTU Taki MeTogu:

—  MeToA NigBULLEHHA NPOAYKTUBHOCTI BUKOPUCTaHHA NamM ATi NPUCTPOIO;

- MmeTog onTumisauii BUKOPUCTaHHA pecypcis 3a paxyHoK
6araTonoTo4HOCT;
- CTBOPUTH YHiBepcanbHuii PoolManager Ha ocHOBI natTepHa nyn o6'eKTis;
- po3pobuTU NporpamHi KOMMOHEHTW Ta CMCTeMy Bidyanisauii Ha OCHOBI
3anponoHOBaHUX MeTOAiB;
- NPOBECTU EeKCNnepuMeHTanbHi  AocniAeHHA pospobneHux 3acobis
TeCTyBaHHSA NPOEKTY Ta NPOAEMOHCTPYBaTU OTPUMaHI pesynbTaTtu.

Pucynox /1.3 — OcHOBHI 3a7a4i TOCTIIKEHHS

. 3araAbHO XaApaKTepPUCTUKA .-

HayKoBa HOBM3Ha OflepXKaHMX pe3ynbTaTie

1. Mopanbloro po3BUTKY AicTaB mogudiKkalia meTody irpoBoro nyny, Ha BigMiHy Big
iCHYIO4YMX, BUKOPMCTAHO CTaTU4HI METOAM Ta NAaTEPHM, WO A03BONMAO 3MEHLLMTH KiNbKICTb
BMKOPUCTaHHA Nam'ATi B poboTi goaatky.

2. Moganbworo po3BUTKY AicTae MogudikyBaHHA METOAY Nyny KEPYHYMX NOTOKIB, Ha

BiAMIHY Big, icHytouMX, moaudikoBaHa peanisauia BKAOYaE B cebe iHHOBaUiHI cTpaTerii
AWHaMiYHOro posnoginy 3asaaHb MiX NOTOKaMM, WO A03BOMAE aBTOMaTUYHO afanTyBaTH KiNbKicTb
po60o4YMX NOTOKIB 40 NOTOYHOrO HAaBAHTAXKEHHA CMCTEMU. TaKUI NigxXig, NOKNMKAHWI ONTUMI3yBaTH
BUKOPUCTaHHA NPOLLECOPHOro Yacy Ta NigBULLMTK 3arasibHy NPOAYKTUBHICTb CUCTEMM.

Pucynok /[.4 — HaykoBa HOBH3Ha OfIepaHUX Pe3yJIbTaTiB
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+ 3AraAbHa XApPAKTEPUCTUKA -

MpakTUyHe 3HaYeHHA

MpakTMyHa UiHHICTD OoAepMaHWX pe3ynbTaTiB MOAAraE B TOMY, WO Ha
OCHOBI OTPUMaHWX B MaricTepcbKiit KeanidikauiiHin poboTi TeopeTUYHMUX

NoNo¥eHb 3anponoHOBaHO METoAM ONTMMI3alii irpoBux pywiis action
irop mobinbHMX foAAaTKIB 3@ paxyHOK 6araTonoTo4HOCTI.

Pucynok /1.5 — IlpakruanHe 3HaueHHS

+ ICHyI04i iIHCTPYMEHTHU peaaisauii Pool -

POOLING
FAST

Pooling Toolkit; 13Pixels Pooling

13Pixels Pooling;
Pure Pool;

Pooling Manager.

Pooling Toolkit

Pooling Manager |

Tools

2.2.2. 0.2 4

Buy $100
HERG

.. -
A

&
et 2
?;v

Pucynok /1.6 — Ichnyroui iHcTpyMeHTH peanizanii Pool
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3aAQ04i AOCAIAXKEHHSA -

- TUNIOOE3MEYHICTD ITyJla Ha eTari KOMITUIALIT;
- pobota myna 3 Oyab-SIKUMH KJlacaMHd, B TOMY YHCII
1HO3eMHHUMH;
- MpocTe BUKOPUCTAHHS B KOJI;
— aBTOMaTHYHE CTBOPEHHS HOBMX OO'€KTIB IPU HEXBATIII,
iX 1HIIiaxi3alis KOpUCTyBaya;
— oOMeXeHHs KiJTbKOCTI 3arajlbHUX BUJUIEHUX 00'€KTIB;

- aBTOOYHIIICHHS 00'€KTa MpU HOTO TIOBEpHEHHI B ITYJI;

— NOTOKO0Oe3neyHIicTh (0a)kaHo, 3 ypaxyBaHHSIM BHTpaT
Ha CHHXPOHI3aIlil0);

- HiATPUMKa TONIMPEHHS eK3eMIUIApIB Iyny (3BLACH
BUIUTMBAE X04a O HaWMpPOCTIMIUK KOHTPOJIb TOTO, 00 00'€KTH
MIOBEpTAJIUCS caMe B ITYJIH).

Pucynox /1.7 — 3amaui gociaimKeHHs

— ETanu po3pobku -

[Ticnst aHami3y aKTyaJbHOCTI CTaHy IUTaHHA ONTHUMIi3awii
IrpOBHX PyILIiiB action irop MOOUIBHUX J1O/IaTKIB Ta MOPIBHSHHS
ICHYIOUMX aHaJIOTiB 3a IeBHUM IIEpeiKOM KpuTepiiB OyIiio
BH3HAYEHO TaKi 3aB/IaHHA:

cTBOpeHHs Kiacy Pool<T>;

CTBOpEHHS cTaTHYHOro kiacy PoolManager;
po3poOka irpoBUX pyIIiiB 3 BUKopucTaHHsM Pool;
po3pobka accety PoolManager;

ctBopenHs Unity Package.

Pucynok /1.8 — Etanu po3po6ku
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@ Releaseltem (+1 nepesanTaxeHuii)

@y Warm
.

[iarpama knacy Pool<T>

*# Singleton<PoolManager>

4 Nona
@ diny
€ instancelookup
@ logStatus
€ prefablookup
@ root
Metoamn
Awake
InstantiatePrefab
) PrintStatus
D releaseObject
7 ReleaseObject
) spawnObject (+ 1 nepesantamenwii)
7 SpawnObject (+ 1 nepesanTamenmit)
Update
) warmPool
) WarmPool

Singleton<T>
Yhisepcanoumii knac
# MonoBehaviour
4 Nona

€ instance
4 Bnacrwsocri

A Instance

Aiarpama knacy PoolManager

Pucynox /1.10 — [liarpamMu cTBOpEeHUX KJIaciB
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TecTtyBaHHA acceTy Pool Manager —

Anokauisa nam’ati 4o BuKopuctaHHa Pool

Anokaujis nam’aTti Npu BUKOPUCTaHHI
Pool Manager

Pucynok /I.11 — TectyBanus accety Pool Manager

- 3MmicT cTBopeHoro Unity Package -

Import Unity Package n
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Pucynox J1.12 — 3mict ctBopenoro Unity Package
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PesyAbTaT pobotu .

MpoaHanizoBaHo icHyOYi MmeToAiB onTUMI3aLii irpoBMX pywiiB action irop mobinbHMUX goaaTkie.
PO3rnaHyTO icHYIOUi IHCTPYMeHTH peanisauii Pool, BuABneHo ix Hefoniku Ta nepesarm.
MpoaHanizoBaHO NUTaHHA NPO pauioHanbHe BUKOPUCTAHHA Nam’ATi NpM poboTH NPOrpamu 3 BEIMKOIO
KinbKicTio cTeoploBaHmx 06’eKTiB.

CKNnafeHo BUMOIM [0 OCHOBHOI yHKLiOHanbHOCTI Nnatpopmmu ANA NPOBEAEHHA EKCNEPUMEHTIB.
3anpoeKTOBaHO apXiTEKTYPy A0AATKY.

Po3rnAHyTO MOBM NpOrpamyBaHHA Ta OCHOBHI NAaThopmu.

BukoHaHo po3pobky accety PoolManager.

BHeceHHs peanisauii nyny y irposuii 4OAATOK.

3pilicHeHO aBToMaTU30BaHe Ta PyyHe TeCTyBaHHA acceTy.

BMKOHaHO eKOHOMIYHWMIA aHanNi3 Ta Po3paxyHKK, PesynbTaTh AKKX NIATBEPAUNN AOLINBHICTE PO3POBKM.

Pucynox J1.13 — Pe3ynbratu podoTu

AsKyito 3a yeary!

Pucynox J1.14 — ®inansHUM ciain



