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BUKOPUCTAHHS NPUHIUIIIB SOLID ITPU PO3POLBLI BIAEO ITOP HA
OCHOBI IT'POBOTI'O IBUTI'YHA UNITY

Ha cbo200HiwHill Oenb ceimosa iH0ycmpis 8i0eo i2op 3HAX0OUMbCS 3 8 CBOEMY PO3KEImMI. 3 8iOKpummsim
pisHomanimuux naameopm ons peanizayii éioeo icop, maxux sx Steam, Google Play, Apple Store a maxooic
be3xoumosHux izposux osueynie maxux sax Unity ma Unreal Engine nopiz éxo0y 6 2etim-0es 0ns nouamxieyis
ma cmyoenmis NOMIMHO 3HUSUBCS, 0COOIUBO AKUO 20860PUMU NPO PUHOK MOOIIbHUX 120p. 3 MIHIMATbHUMU
8UMPAMAamMU 4acy ma 3yCuib, GUKOPUCINOBYIOUU 8CI NOMYHCHOCMI 8ULe32A0AHUX I2POSUX 08ULYHIE, npoyec
PO3POOKU NOBHOYIHHOI 8I0€0 2pu Modice bymu 36e0eHUM 00 KiIbKoX Micsayie, a mo t mudcuis. [lpome wacmo
PO3POOHUKU NOYAMKIBYI, A 4acmo U npospamicmu 3 00C8i00M, 68 NO2OHI 3a UWEUOKOIO PO3POOKOIO NOMIMHO
YCKIAOHI0I0Mb c00i npoyec nooatbUol NiIOMPUMKU MA PO3BUMKY CBOIX ieposux npoexkmis. OOHUM i3 cnocobis
VHUKHEHHSI MaKo2o po3sumky nooiu € suxopucmanns npunyunis SOLID nio uac npoexmysanns icposoco
dooamky.

B oaniti cmammi ocrosmy yeazy npuoinaemocs 02110y apximexmypu npoepamHux npooyKmie Ha 0CHO8I
ieposoco  Osucyna Unity ma moocaueocmam  enposadicenns npunyunie SOLID ons  onmumizayii
apximekmypu, ma nOAe2ULeHHIO ROOAIbULOL NIOMPUMKU Mma MoOugikayii maxux dodamkie. Posensanymo , ma
810n08iOHicmb 0CHOBHUX Komnonenm iepoeoeo odsucyna UNITY npunyuny eoumnozco 0608'a3ky a marxooic
ocobausocmi nobyoosu Kuaci@ npu KepyeamHi Oanum npunyunom. Busnaueno ocnoeni ocobausocmi
BUKOPUCMAHHS NPUHYUNY GIOKPUMOCIMI/3AKPUMOCIE Ma 1020 8NIUE HA NPOUeC NOOAIbUIOL MOOePHIZayil
NpOSPaAMHUX — apXimekmyp. 3anponoHO8AHO apXiMeKmypHi piuieHHA ONisl  BUKOPUCIMAHHA NPUHYUNY
niocmanoexu Jlickosa ma npunyuny posoirenus inmepeticy. O2naHymo ocHO8HI gumozu 00 abcmapyit npu
pobomi 3 npuHYunoMm ineepcii 3anexicHocmel.

3anpononosano 3azanvuuli ckenem 0jis n06YO008U i2POBUX APXIMEKMYP 3 8PAXYBAHHAM NPOSPAMHO20
npunyuny SOLID ua ochosi izpogoco dodamky 6 swcanpi rPQ, 3 peanizayicio OKpemux icpo8ux MexXaHik.
Aneopummizosaro no6yoosy izpogoi apximexmypu na ocrogi npunyuny SOLID, wo npuzeede 0o cnpowenns
npoyecy mMooepHizayii ma niOMpuMKY i2pogux 000amkie po3podieHux Ha ocHo8i iepogozo dgucyna UNITY.

Knwuoei cnosa: OOIT C#, OOII Java, SOLID., UNITY, pospobka icop, npunyunu npoepamyeanus,
namepHu npocpamy8anHsL.

Dibrivniy O.A., Grebenyuk V.V., Kravchuk P.O., Senkov O.V.
State University of Telecommunications, Kyiv
Kilmeninov O.A. The National Defense University of Ukraine named Ivan Chernyakhovsky, Kyiv

SOLID PRINCIPIES USAGE IN VIDEO GAME DEVELOPMENT BASED ON UNITY
GAME ENGINE

Today, the global video gaming industry is in its prime. With the launch of a variety of video
game platforms such as Steam, Google Play, Apple Store, and free game engines such as Unity and
Unreal Engine, the threshold for gaming devs for beginners and students has dropped significantly,
especially when it comes to the mobile gaming market. With minimal time and effort, using all the
power of the above mentioned game engines, the process of developing a full-fledged video game can
take up to several months or even weeks. However, novice developers, and often programmers with
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experience, in the pursuit of rapid development significantly complicate the process of further support
and development of their game projects. One way of avoiding this development is to use the principles
of SOLID when designing a game application.

This article focuses on reviewing the software architecture of the Unity game engine and the
ability to implement SOLID principles to optimize the architecture, and to facilitate the continued
support and modification of such applications. The correspondence of the main components of the
UNITY game engine with the Single Responsibility Principle is considered, as well as the peculiarities
of class building when managing this principle. The main features of the usage of the open/closed
principle and its influence on the process of further modernization of software architectures are
identified. Architectural solutions for the use of the Liskov substitution principle and the Interface
Segregation Principle are proposed. The basic requirements for abstractions when working with the
principle of dependency inversion are examined.

A general skeleton for the construction of game architectures is proposed, taking into account
the SOLID program principle based on a game application in the rpg genre, with the implementation
of individual game mechanics. Also was suggested the game architecture, based on the SOLID
principle, which will simplify the process of upgrading and supporting game applications developed
on the basis of the UNITY game engine.

Keywords: OOP C#, OOP java, SOLID, UNITY, game development, programing principles,
programing patterns.
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HNCIIOJIb30BAHME IMTPUHOUIIOB SOLID. ITIPU PASPABOTKE BUJIEO UI'P HA
OCHOBE UT'POBOI'O ABUT'ATEJISAA UNITY

Ha cecoonswnuii 0env muposas uHOycmpus 8udeo uep Haxooumcs ¢ 6 ceoem pacyseme. C
OmMKpbIMmuem pa3iudHulX niame@opm onsa peanuzayuu euoeo uep, makux kaxk Steam, Google Play,
Apple Store a maxoce becniamuvix ueposvix osueameneti maxux kaxk Unity u Unreal Engine nopoe
6x00a 8 2eliM-0e8 0Jisl HAUUHAIWUX U CIYOeHMO8 3aMemHO CHUSUIICS, OCOOEHHO eClli 2080pUMb O
poitke MoounoHvix uep. C MUHUMATbHBIMU 3aMPAMAMU 8PEMEHU U YCUTUL, UCNOTIb3YS 8Ce MOUWHOCMU
8bIULEYNOMAHYMBIX USPOBBIX 08Uu2ameliell, npoyecc paspabomKu NOJHOYEHHOL 8UOeO0 USPbl MOXHCEem
ObIMb c8e0eH 00 HECKONbKUX Mecsyes, a mo u Hedelb. OOHAKO Yacmo pazpabomuuxku Ha4uHaouue,
maxk Jice KaK U npocpamMmucmel C ONbIMOM, 6 NO20He 3a ObiCmpol pa3pabomkKou 3amMemHo
VCI0ACHAIOM cebe npoyecc danbHeliulell R000epIHCKU U PA3BUMUSL CBOUX USPOBbIX NPoeKmo8. OOHUM
u3 cnocobos uzbesicamsv mako2o pazsumus coovimuil A61emcs Ucnoab3zosanue npunyunos SOLID
npu NPOEKMUpOBAHUU USPOBO2O NPUTLONCEHUSL.

B oOaunnoti cmamve ocHosHoe euumaHue yoensemcs 0030py apXumeKmypvl NpOCPAMMHbBIX
NPOOYKMO8 Ha 0CHO8e uep08o2o dsudxcka Unity u gozmoxcnocmsam eneoperus npunyunog SOLID ona
ONMUMUZAYUU APXUMEKMYPbl, U 00NlecueHur0 OalbHelueld no00epiHCKU U MOOUDUKAYUU MaKux
npunoxcenui. Paccmompenst u coomseemcmeue 0CHOBHbIX KOMHOHeHm ueposozo osudxcka UNITY
NPUHYUNG eOUHO020 00JI2A d MAKXHCe 0COOEHHOCMU NOCMPOEHUS KIACCO8 NPU YAPAGLeHUU OAHHbIM
npunyunom. OnpedeneHvl OCHOBHblE O0CODEHHOCMU UCHONb308AHUS NPUHYUNA OMKPbIMOCmu/
3aKpLIMOCMU U e20 GIUAHUe HA npoyecc OanlbHeluel MOOEePHU3AYUU NPOCPAMMHBIX APXUTNEKMYD.
IIpeonoowceno apxumexmyphvie peuwieHus 0 UCHOIb308AHUS NPUHYUNA NoOcmanosku Jleckosa u
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npunyuna pazoeieHuul unmepgeticos. Ocmompeno OcCHO8Hble mpebosaHus K abcmapyvlii npu
pabome ¢ NPUHYUNOM UHBEPCUU 3A8UCUMOCTNELL.

IIpeonodwcen obwuti ckerem OJisk NOCMPOEHUSL USPOBLIX APXUMEKMYD C YYemOoM NPOSPAMMHO20
npunyuna SOLID na ocnoge ucp0o60o20 npunodcenus 6 dcanpe rpg, ¢ peaiusayueil. omoenbHblx
USPOBBIX MEXAHUK. AN2opummusupo8anHoi NOCMpoeHue Uucsposol apXumeKmypsvl HA OCHOBe
npunyuna SOLID, umo npusedem K ynpoweHuio npoyecca MoOepHU3ayuu u no00epHCKU UspPOBbIX
NPUNOAHCEHUU PA3PaAbOMAHHBIX HA OCHO8e Uuepo6o2o osuxcka UNITY

Knrouesvle cnosa: OOl C#, OOIl Java, SOLID, UNITY, pospobra uep, npunyuns
NPOCPaAMMUPOBAHUSL, NAMMEPHbL NPOSPAMMUPOBAHUSL.

Beryn

MetooM npo0 1 MOMUIIOK, MPOrPAMICTH 3 IUIMHOM 4Yacy NMPUHIUIM 10 AESIKUX HpPaBHII, SKI
YCHIIIHO BUKOPHUCTOBYIOTHCSI HA TMPAKTUI 1 3aBXAM NPUBOJAATH O XOpOLIUX pe3yabTaTiB. Lli
npuHOMNH Oyiau BUHECEeHI B oAHy 30ipky, Ha3Bany SOLID. ®akrtuyno me Oyno 3pobieHO st
MOJIETIIEHHS 1HTEerpalili HOBUX MPOrpaMicTiB Ha 1ICHYIOYl MPOEKTH a TaKOK IMOJETIIEHHs Mpolecy
MIATPUMKH J1a MOJIEpHI3allii TaKUX MPOEKTIB. B cBolo yepry 1e mij yac po3BUTKY, IPOBOTO IBUTyHA
Unity, HaBKOJIO HBOT'O YTBOPWJIACS BEIUKY OOLIMHY IPOrPaMicTiB, MiJKa3KaMU Ta HaBYAJbHUMH
MarepiajJamMH BiJ SIKHX, KOPUCTYIOTbCS CTYACHTH Ta JIIOJU SKI XOUYyTh BHUBUUTH JAHUU IrpOBUM
JBUTYH 1 OUIBIIICTh TAaKMX HAaBUAJbHUX MaTepilaiiB pO3IJAac JIMIIEe KOMIOHEHTHUH MiAXiJ 10
moOyI0BH IrpOBHX JOAATKIB, 0e3 BukopucTanHs npuHIUy SOLID uu Oyap-sKuX HIIUX MTPUHIUTIIB
Ta TaTepHIB NIporpaMmyBaHHsS. B cBowo uyepry 1e nOpu3BOIUTH [0 YCKJIAJHEHHS MOJANbIIOT
MOJIEpHI3aIlli Ta MIATPUMKH TaKWX ITPOBUX TIPOEKTIB a TaKOX HErOTOBHOCTI MPOTrPamicTiB
MpaIfoBaTH HaJ BETUKHUMH IIPOCKTaMH SIKi 3HAXOJIATHCS B pO3poOIll Ha MPOTA31 KUTBKOX pPOKiB. B
3B’SI3KY 3 IUM BUHUKIIA 171€s PO3TISHYTH OCHOBHI MOXKJIMBOCTI BUKOpHcTaHHs npuHIunie SOLID B
cepenuHi irpoBoro asuryna Unity.

1. 3araapHi migxoam no BukopucTtaHHs npuHoumiB SOLID B koHTeKkcTi CTBOpeHHsI
irpoBux g1oaaTkiB

[Tpunnun SOLID sBnsie coboro abpeBiaTypy A1 Oo3HAYCHHS 00’ € JHAHHS I SITH TIPUHIIMITIB
nporpamyBaHHs (puc. 1.), MpU3HAYCHUI 3pOOUTH POTPAMHHMI AU3alH IMPOTYKTIB YUCTIIINM, OLTBIII
THYYKHM Ta JIETIIUM B MIATPUMII Ta MojaepHizamii. [{i mpuHIMNU — 1e maIMHOXHHA 0araTboX
MPHUHIMUIIB Ta i1eH, 3anpornoHoBanux Pooeprom K. MapTiHOM 1 X04a BOHU BUKOPUCTOBYFOTBCS JUISI
Oyab-sikoro 00’€KTHO OpieHTOBHOTO au3aiiHy, mpuHuunu SOLID moxyts Takox (opmyBaTi
OCHOBHY (hitoco(iro A TAKUX METOJIOJIOTIH, K THy4Ka a0 aJanTUBHA po3poOKa MPOrpaMHOTO
3abe3neyeHHs. Teopis, mo croirk B ocHoBI npuHimny SOLID Oyna 3anpononoana Podeprom K.
Maprinowm B #oro crari «Design Principles and Design Patterns» B 2000 pori [1].

SOLID 3aBxau 3raayloTb B KOHTEKCTI 00’e€KTHO-opieHTOBaHOro mporpamyBanus (OOII),
OCKUTbKM caMe B MOBaX, M0 0a3yroThCs HAa LIbOMY HpPUHIIMII, 3’SBHJIACh 3py4yHa 1 Oe3medHa
HNATPUMKa AMHaMIYHOTO nosiiMopdizmy. dakrtuuno, B koHTekcTi OOII mig SOLID po3ymitoTh
came TMHAMIYHUN MOIIMOPPi3M.

B 3aranpHOMy BHMaaky HojgiMOpdi3M Ja€ HaM MOXIJIMBICTh BUKOPHCTOBYBAaTH OJMH 1 TOM
camuil KOJ I PI3HHUX TUITIB. Y MOBHO MOTIMOP(I3M MOKHA PO3ALUTUTH HA TUHAMIYHUN 1 CTATUYHU:

JIuHaMIYHUI — BU3HAUYEHHS TUIY 00’ €KTIB 3 SKMMH MpaIoe KO/ BiI0OyBa€ThCS Mif] yac poOOTH
nonatky. Cronu MokKHa BiqHeCTH aOCTpaKkTHI Kiacu 1 inTepdeiicu.

CraTu4HMii — BHW3HAUEHHS TUIY O0’€KTIB 3 SKUMHU TpAIIOE KOJA BiIOyBaeThCs Ha eTarli
KOMITUTSIIIT, KOJIM 3 OJHOTO MIAOJOHHOTO KOy T€HEPYEThCSI OKPEMHM KOJI, BITMOBIIHO 10 THITY IO
BUKOPUCTOBYeEThCS. CrOJIM MOYKHA BiZTHECTH JENerics.
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SOLID

Single Responsibility Principle
(MpuHUMN eanHoro o6oB'sA3Ky)

Open/Closed Principle
(MpuyHUMN BIiAKPUTOCTI/3aKpUTOCTI)

Liskov Substitution Principle
(MpuHUMN niacraHosku Jlickosa)

Interface Segregation Principle
(MpuHuMNn po3aineHHs iHTepdencia)

Dependency Inversion Principle
(MpuHUMN iHBepCii 3aneXHoCTen)

Puc.1. Tlpunammmnu SOLID [1]

Kpim 3Buunux mus OOIl moB mporpamyBanus, Takux sk Java, C#, Ruby, JavaScript,
IMHAMIYHAN momiMopdism peanizoBanmii Hampukiaa B Golang (3a momomororo inTepdeiicis),
Clojure (3a 70mOMOT00 MPOTOKOJIIB 1 MYJIBTH-METO/TIB).

o crocyerbess Unity To irpoBwii JBUTYH SIBJISE COOOIO MPOrpaMHy OOOJIOHKY, B SIKii
peanizoBaHO BeJMKA KUIBKICTh MOTPIOHUX It pO3pOOKH Irop MEeXaHiK, TAKUX SIK:

— irpoBa 213 di3uka,

— 213 peHaepuHT,

— TMiATpUMKA aHIMAIIIT,

— TMIATPUMKA ayaio 3amluciB;
— MIATPHKA MYJIBTHILIEEPA.

Jlis 1poro B irpoBOMY JBUTYHI OyJIO CTBOPEHO BeNMKa KUIBKICTH 010J10T€K Ta KIaciB
HACJIYIOUHCh BiJ] AKX KOPUCTYBayl OTPUMYIOTh JOCTYII 10 BHIE3raAaHux (PpyHKIiA. 3a paxyHOK
I[OTO CTBOPEHHS irpOBUX I0JaTKiB B cepeauui UNity 3BoAMTHCSA 10 BUKIMKY METOJIB 3 0a30BHX
KJIaciB ABUryHa. Tako) OJHHMM 3 MiAXOMAIB 10 MporpamyBaHHs B cepemuni UNity e Tak 3BaHa,
KOMIIOHEHTHA apXITEKTypa, J€ KOKEH KJIaC € KOMIIOHEHTOM, IO JIOJA€ThCS Ha IrpoBHil 00’€KT B
CepeNHI IBUT'YHA, 1110 B CBOIO YEPry aHAJIOTIYHO IO CTBOPEHHS €K3eMILISPY KIIacy 1 Binaanse poOoTy
Bin npuHIMIiB abctpakuii sskuM 1€ SOLID. Ie B cBOIO uepry npu3BOIUTH JI0 YCKIAAHEHHS IPOLECIB
HIATPUMKH Ta MOJIEpHi3allii iIrpOBUX MPOAYKTIB.

Hacmpasi, posrisaaroun Unity Ginbin 1eTaqbHO MOKHA MOOAYKTH, 1[0 CaM IrpPOBUM JABHUT'YH
noOynoBaHui 3 BUkopuctanHsM npunuunis SOLID 1 po3paxoBanuii Ha Te, 10 O CTBOPEHI B HBOMY
IrpoB1 JOJATKU KepyBalMCs BIAMOBIAHMM HOpuHIUNOM. OJHMM 3 JIOKa3iB Takoro MiAXOay €
MOXKJIMBICTh MEPENUCY Ta 3MiHH (YHKIIOHATY OCHOBHUX MeToniB Unity. B 3aransHOMYy OibLIiCTD
meroniB Unity peanizoBaHi TakuM YHHOM, L0 O CIPalbOBYBATH HPH BIAMOBITHUX OOCTaBHHAX
BUKOHYIOUH KOJI peai30BaHuil B HUX KOPUCTyBaueM, HAMPUKIA] KOJ HAlMCAaHUN B METOAX:

—  Awake() — BUKOHYETBCsI OJIMH pa3 MicIs 3arpy3Ku BCiX PecypceiB, Ta mepe/ Hiliati3aiiero
CIICHU,

— Start() — BUKOHYETHCS OJIMH TICIIA IHiMiATi3aIlii iIrpOBOT CIIEHH;

— Update() — BUKOHY€ETBCSI B KOYKEH KaJp CHCTEMHU;

— FixedUpdate() — BukoHyeThCS yepe3 3aiaHuii TIPOMDKOK Yacy.
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OnHorwo 3 mepeaymoB BukopuctanHs npuHuunie OOIT ta SOLID B cepenuni Unity — €
MOXIJIMBICTh peali3yBaTu Il METOM 3 mapamerpamu Virtual Ta override mo mo3Boisie 3MiHIOBaTH
peaizalito X METO/IiB B KO)KHOMY 3 JIOUIPHIX KJIaciB.

Takox Benmka vactuHa (yHKIIOHaNy irpoBoro apuryna Unity mocrymHa 3a paxyHOK
BUKOPUCTaHHA IHTEP(EWCiB, M0 BUKIUKAIOTHCS IPH BIAMOBIAHUX OOCTaBHHAX, IO3BOJISTIOUU
npaIfoBaTy 3 BUOIpKOBUMH MeToaMu. [1o cyTi cam mijxix irpoBro asuryna Unity 1o BUKoprcTaHHs
¢dabpuyHNX METOJIB, KiaciB Ta IHTEepQeiciB € peamizalie MPUHIMITY BiJKPUTOCTI/3aKPUTOCTI.
[TpoBiBIK po3poOKy IPOrpaMHOTO IPOAYKTY Ha 0a3i irpoBoro apuryHa Unity, MoskHa pO3IIISHYTH
HACTYIIHI IEPEAYMOBH Ta 0co0MMBOCTI BUKopucTanus npuHnumis SOLID.

2. The Single Responsibility Principle(SRP) — npuHuun exuHoro 0608’ sa3Ky

3riJHO IIbOMY NMPUHIUITY KJIac MOBHUHEH MaTH TUIBKU OJMH OOOB’S30K 1 SIK pPe3yabTaT OJHY
npuunHy s 3MiH. Lo maeThes Ha yBazi? Kosm Mu Maemo Kiiac sikuii peanizye sKUich (PyHKITIOHA,
3MIHM B HbOMY IPHU3BEIYTh /10 3MIH B YCIX MOXIJHUX BiJ HBOTO KjlacaX Ta KOMIIOHEHTaX, fKl
CIUPAIOThCS Ha JaHui ¢yHKiioHan. B cepemuni x Unity, mo3a 3MiHaMu caMoro Kojy, LUIKOM
MOJXKJIMBO, 110 JIOBEAETHCSA 3MIHIOBATH TaKOX mpedadu, aceTu 1 KOMIOHEHTU. SIK pe3yabTaT 4yum
OuTbIIe poJieit Oy/e BimirpaBaTH OKpEeMHM KJac, THM OUTBIIIE 3MIH JOBOJIUTHCS MPOBECTU B MPOIIECi
MOJIEpHI3aIlii 1 THM OUTBII CKJIATHUMH Il 3MIHU MOXYTh BUSBHTHCH.

Tak HanmpukiIax po3riTHEMO MEXaHIKy KepyBaHHsS irpOBUM MEPCOHAKEM, MOXKHA BUJILTATH
OCHOBHI BUMOTH JI0 TaKOTO Kiacy, sikuit Hazsemo PlayerController:

—3YNTYBaHHS HATUCHEHHS KJIAaBIIIN KOHTPOIIIO;

—OTpUMaHHs Ta epeBipKka KOOPAUHATH PYXY;

—PpyX 10 BKa3aHO1 TOYKH;

—TIEpeBIpKa MOKJIMBUX 00’ €KTIB I B3a€MOJIII;

—KOHTPOJIb B3aEMO/IIi 3 00’ EKTOM.

B pesynbrari Takoi apXiTEKTypH MO’KE€ BHHUKHYTH HACTyITHa HHU3Ka MpoOJieM: Kiapilia
KOHTPOJIFO OyJie 3ajie)kaTd Bin miiaTGopMu MM Ky pO3pOOSSIETBCS J0JATOK, K Pe3yJabTaT Mpu
nepexoi Biag oAHiel maThopMu 10 1HINOI, Oy/1e BUHHMKATH MOTpeda MEepenucyBaTH YaCTHHY SKa
BiMOBiIae 3unuTyBaHHs BXigHO1 iH(opmarii. [Ilo % mo camoro pyxy o00’ekta TO BiH He Oyze
3anexaru BiJ crnocoOy OTpPUMAaHHSA HampsMy YU KOOPAMHATH, a OMHPATUMETHCS Ha came IXHE
3HAYEHHS TO X He NmoTpedyBaTHMe 3MiH. Tak caMo Bi coco0y OTpUMaHHS KOOPAWHATH PyXy He
Oyzne 3anexaTu ¥ mpouec B3aemonii. L{to >k caMy JIOTIKY MOXHa BHUKOPHUCTAaTH 1 B 3BOPOTHOMY
HampsIMKYy, OCKUIBKM CIOCIO OTpUMAaHHS KOOPAMHAT PyXy HE 3aleKUTh Bil pealizaiii pyxy, Ta
B3aeMo/ii 3 00’extamu. [IpoananizyBasmu 1e, 0ys0 6 AOLUIBHIIIE PO3AUTUTH MEPHEPUINA BapiaHT
KJIaCy Ha TPHU KOXKEH 3 SIKUX OyJie CIPaBISATUCS 3 OKPEMOIO POJLITIO:

—InputController - 3unTyBaHHS HATHCHEHb KJIABIIIM KOHTPOJIIO T4 OTPUMAHHS KOOPAWHATH
PYXYy;

—PlayerController - nepeBipka oTpuMaHO1 KOOPIMHATH, PYX 0 BKa3aHOI TOUKH;

—Playerinteraction - B3aemoist 3 iHITUMH 00’ €KTaMHU.

Takox BaKJIMBO BIIMITUTH 1[0 KOMIIOHEHTHA CTPYKTypa irpoBoro asuryna Unity e ogxum 3
BapiaHTIB peanizauii npuHiuny SRP: 1e KoXHa okpemMa KOMIIOHEHTa BIIIrpa€e TUIbKU OJHY POJIb 1
3MIHH B Hilf, TaK caMo $K 1 if 3aMiHa OyAyTh BIUTUBATH Ha MIHIMAJIbHY KUIBKICTh I'POBUX MOJTYJIB.

[le ogaMM criocoOOM peastizallii MPUHIMITY €IMHOTO 000B’s13Ky B UNity € cucrema BKJIaieHHX
npedabdiB — 3riIHO SKO1, KOMIIJIEKCHI 00’ €KTH CKJIQJAI0THCS 3 OKPEMUX YaCTHH 3MiHA SKUX Ha PiBHI
KOHCTpyKTOpa mnpedabdiB Oyae MPU3BOIUTH A0 3MIHHM CXOXKUX mpedadiB B yciX IHIIUX THUIAX
KOMIUIEKCHUX 00 ’€KTIB Ta He MOTpeOyBaTMMe OKPEMHUX 3MIH B CAMHMX KOMIUIEKCHHX 00’€KTax.
[IpakTH4yHE BUKOPUCTAHHS LILOTO MPUHIMUITY Oy/ie pO3TJISTHYTO B UETBEPTIil YaCTHHI 1aHOT CTATTI.
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3. Open/Close Principle(OCP) — npuHuun BitkpuTocTi/3aKpuTOCTi

3riiHO 3 UM MPUHIMIIOM, PO3POOHHK MOBHHEH MATH 3MOT'Y PO3IIMPUTH TMOBEAIHKY Kiacy 6e3
fioro 3minu. e mpuHIMI € OCHOBHUM IIpU Oa)kaHHI pO3POOHTH IO CIPAaBKHBOMY THYYKUH KOJI, 3
paxyHOK CTBOpPEHHsSI 00 €KTIB Ta KOMIIOHEHT $IKi MOXYTh BHKOPHCTOBYBAaTHCh Kibka pasiB. lle
JOCATAEThCSl IUISIXOM CTBOPEHHsSI aOCTpakiiifi, Ha MPOTHBAry BHKOPHCTAHHS KOHKPETHHUX
peanizaniii[2]. [IpuHIMT MOXIIMBHIA 32 paXyHOK JOTPUMAHHS HACTYITHUX JIBOX KPOKIB:

1) BigkpuTicTh Ui pO3IIUPEHHS — 3aMIiCTh 3MIHCHHS OCHOBHOT'O KJIACy IIISIXOM JIO/IaBaHHS
HOBOT'O KOJY, MH MO>KEMO 3MYCHTH HaIIaIKiB 00paHOT0 KJIaCy TOBOAUTHUCEH TI0 PISHOMY B 3aJIEKHOCTI
BiJl KOHKPETHHX OOCTaBHH.

2) 3akpuTHii 115t MO QIKaIliif — KJIaC HE TOBHHEH 3MIHIOBATH CBOIO OCHOBHY IMOBEIIHKY, IIPH
BUKOPHUCTAHHI PI3HUMHU YacTUHAMH Kojy. [ 11boro moTpiOHO BUKOPUCTOBYBATH 1HTEpPeiicu abo
aOCTpaKTHI KJIacH SIK 0a30Bi THITH JUII KOHKPETHUX KOMITOHEHT Ta cyTHocTed. Ockinbku B UNity Bei
KJIacH, SIKi KOPHUCTYBa4 XO4Ye€ BHKOPHCTOBYBATH SK KOMITOHEHTH(MAaTH MOXJIMBICTH J0JaBaTH Ha
irpoBi 00’€KTH), MarOTh HaCIiIyBaTHCh BiJ Kiacy MonoBehaviour, mpaBunbauM BapianToM Oyne
HaCJI1yBaTH aOCTPaKIIiio BiJ IOTO KJIacy.

SIk OyI0 3rajaHo BuIlle, MPUHIKMITK poboTn UNity € oHUM 3 HaWKpaIuX MPUKIAIIB peaizarii
bOTO NPUHLHUITY: MM MaeMO Habip (aOpUUHMX KJaciB, SKi MOB’S3aHI 3 KOHKPETHHMHU eTanmamu
poOOTH TpH, OCHOBHY MOBEAIHKY SKUX MU HE MOKEMO 3MIHUTH. HaTtomicTh B KOpHCTYBallbKUX
KJlacax MU MOXEMO J0JaBaTH MOBEAIHKY sIKy OyJe ornpaiboByBaTH KOHKpeTHU# kiac. Tak camo 3
KOMIIOHEHTaMH, MH HE MOYKEMO 3MIHUTH TJI00aJIbHY MOBEAIHKY pabpruHux koMroHeHT Unity mpote
MH MOKE€MO 3MIHUTH OCOOJIMBOCTI MOBEIIHKHA KOMITOHEHTH KOHKPETHOTO 00’ €KTY(HAMPUKIIaa Maca
00’exty B kommoneHTi Rigidbody). [TpakTnyHe BUKOPHUCTAHHS I[LOTO MPHUHIUITY Oy/Ie PO3IIISHYTO B
YETBEPTIN YaCTHHI aHOi CTaTTI.

4. Liskov Substitution Principle (LSP) — npunuun miacranoBku JlickoBa

CyThb 11bOTO MPUHIIMITY TOJISATAE B TOMY, 1110 — KJIACH B MPOTPaMi MOXKYTh OyTH 3aMIHEH1 IXHIMHU
Halagkamu 0Oe3 3MiHM Koay mnporpamu. [lo cyri meld NpUHIMI ONUCYE, IO METOIH, IO
BUKOPHUCTOBYIOTBCSI TIOCWJIaHHS Ha OaThbKIBCHKHI Kiac, IMOBHMHHI MaTH 3MOT'Y BHKOPHCTOBYBATH
HAIIAKIB IIOTo Kjacy, 6e3 3HaHHs mpo ue[3].

Sk mpukiaanm B cepeamui Unity moskna posriasayrn kommonentw tumy Collider — sxi
BIJIMOB11al0Th 3a 0OpPOOKY (hi3MYHMX TpaHUIb 00 €KTY Ta B3aeMOJIM MK 00’ekramu. B nBuryHi
ICHYIOTh HACTYITHI THIIH KOJaHAEpiB, B 3aJICKHOCTI Bifl JOpMH 00’ EKTY:

—BoxCollider;

—CapsuleCollider;

—SphereCollider;

—MeshCollider;

—WheelCollider.

Bei ni kommoneHTH Hachiayrotbest Bin kiacy Collider, B sikomy peanizoBaHO OCHOBHHIA
(byHKIIOHAT 1 TpU pOOOTI B KOPUCTYBAIILKUX KJIacaX MOXKYTh OYTH OTOJIOIIEH] SIK €K3EeMIUIAp KJ1acy
Collider, six pe3ynpTaT mpH 3aMmiHi TUIY KOJaiiepy Ha irpoBOMYy 00’€KTi, pO3pOOHHK HE MaTHME
MOoTpeOH 3MIHIOBATH KOJ KIIacy.

Ha npakTuiii s po3ristHeEMO NPUKIIAJ] peatizanii irpoBoi B3aeEMo/1ii MK IpaBLiEM Ta IrpOBUMHU
o0’extamu. [lpumyctumo, 1o B Hac € 3 THNM IrpOBUX OO’€KTIB 1 BIAMOBITHUX B3a€MOIii, Mpu
HaTHCHEHHI Ha HUX IPaBIIEM Ha IrpoBiif cleHi:

— Item(cnopsykeHHs) — miTiOpaTH CIIOPS/PKEHHS B IHBEHTA;

— Enemy(Bopora) — atakyBaTtu Bopora Ta HAaHECTH HOMY MOLITKOKECHHS ;

— NPC(neirpoBi nepcoHaxi) — mo4aTH JiaJor.

84



ISSN 2412-4338  Tenexomynikamiiini Ta inopmaniiini Texnosorii. 2020. Ne 1 (66)

B pesynbraTi MOXKHA 3aIIpONOHYBATH HACTYITHY apXITEKTYPY METOIY B3aEMOII:

void Interact(Target target)

{
if (target.type == Enemy)
{
Atack();
}
else if (target.type == NPC)
{
StartDialogue();
}
else if (target.type == Item)
{
AddToInventory();
}
}

Ha nepmmii mornsig Mo)ke He BUHMKHYTH 3ayBa)K€Hb, ajie PO3IJISTHEMO II€ 3 OOKY J0JaBaHHS
HOBOTO (DYHKIIIOHATY: MIPH A0JaBaHHI HOBUX THUIIIB IPOBUX 00’€KTIB 3 SKUMHU MOKJIMBA B3a€EMOJIS,
HaM KOKE€H pa3 JOBEACTHhCS 3MIHIOBATH KJAC IO BIAIMOBiJA€ 32 BHYTPIIIHKO ITPOBY B3AEMOJIIO,
TaKMM YMHOM TOPYUIYIOUW MPUHIMIN BIAKpUTOCTI/3akpuTOoCcTi. KpiM Toro, Taka apxitekrypa Oyne
MOPYIIYBaTH MPHUHIMI €IUHOI pOJii, OCKUIBKM BCl1 BapiaHTH B3aeMoJii OyayTh OMHCaHI B JAHOMY
knaci. IlpoGnemMu Takox OyayTh BHHMKATH TNpU BaplaTUBHOCTI IrPOBHX OO’€KTIB BCEpEAMHI
kareropiit Item. Enemy ta NPC, o npu3Bee 10 HarpoMaKeHHs KOy 32 paxyHOK IMOTPEOH OTUCY
KO>KHO1 OKpEMO1 B3a€MOIil.

HaromicTe MOXHa BUKOPUCTATH HACTYITHY apXIiTEKTYypy:

void Interact(Interectable target)

{
target.Interact();

}

Apxitekrypa as kinacy Interectable npeacrasnena na puc. 2.

abstract class Interectable{
virtual void Interact(Playerinteraction player)

abstract class NPC{ abstract class NPC{ abstract class NPC{
override void override void override void
Interact(Playerinteraction player) Interact(Playerinteraction player) Interact(Playerinteraction player)

Puc. 2. ApxiTekTypa KiaciB Juid peajizalii B3aeMoii rpaBIld 3 IrpOBUMHU 00’ €KTaMU

[Ipu 1bOMy, OTpUMaHHs Ta MEpeBipka LIl AN B3aeMoJii Oyzae BigOyBaTHCS BIIMOBIIHO B
knacax InputController Tta PlayerController. B kiaci xx Playerinteraction Mmu moxemo 30epiratu
XapaKTePUCTUKU IpaBLs (BEIUYMHA MOIIKOKEHb, TOCUJIAHHS HA IHBEHTAph) 1 BXE B KOHKPETHOMY
KJaci, mo Haciigyerbes Bi Interectable o0po6msiTu i B3aemonii. Takoxk Taka apXiTeKTypa BUpPILIYE
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mpo0ieMy BapiaTHBHOCTI B TPHhOX BHUIICOMUCAHUX KATETOPisX, 32 PAXyHOK HYOTO MU MOXEMO
J0JaBaTl HOBI OCOONMBOCTI B3aemofii 0e3 MoTpedM mepenucyBaTH KIAaCH 3 OCHOBHUM
(bYHKITIOHATIOM.

5. Interface Segregation Principle(ISP) — npunmun po3ainenns intepgeiiciB

Bararo KIi€HTCHKHX KOHKPETHHX iHTep(eiCciB Kpalne YuM OJIWH 3arajbHuid iHTepdeiic. Llei
MPUHIUT PEKOMEH]Iye pO30MBATH MOHOJITHI iHTEpQEiicH Ha MaJIEHbKI YaCTUHKH, B 3aJI€KHOCTI BijI
ixHbBO1 poui [4].

[Mpukmnagom peanizanii nporo miaxoay B Unity € podora 3 nepemirnenusm Ul enemeHTiB, Tak
B Unity icHye ninmii cimcok iHtepdeiicis, B 6idmioTeni UnityEngine.EventsSystem, kosxeH 3 sikux
BUKIIMKA€ThCA Ha PI3HUX eTamax pyxy Ta neperaryBaHHd Ul eneMeHTIB Hampukiaa: mo4aTtok
MEPeTATYBaHHS, IPOIIEC MEPETATYBAHHS, KIHEIb MEPETATYBAHHS.

Posrnsinaroun rpg 3 HaIow apXITEKTYpOr0, MOKHA IPUITYCTUTH 1110 B HAC ICHYBaTUME TPU TUITU
BOPOT'IB:

—Mage;

—Warrior;

—Rouge.

Taxo MOYKHA TIPUTTYCTUTH, IO KO’KEH 3 HUX MaTUME 3MOTY CaTaKyBaTH I'PaBIls, TOMY MOXKEMO
crBoputu iHnTepdeiic |Attaker — B sskomy Oyae meton — Atack(), ae o Toai poOUTH 3 YHIKATbHUMH
aTakaMH KOXHOTO 3 KiaciB. Hampukman mar — MOBHHEH MaTH 3MOTY HAKJIACTH 3aKJISTTS, BOIH
aTaKyBaTH IIUTOM, a pPO30IMHUK — KHHYTH KHHXal. MM 3BHYAfHO MOXXEMO J0JaTh METOJH
ShieldSlam(), CastSpell(), TrowDagger() B intepdeiic |Attaker, ane Toai BHifme MO B KOXHOTO
Bopora Oyzie MpUCYTHI IBa METO/IM SIKI MM Ma€EMO pealTi3yBaTH 1 K1 i1l HUX HE OyAyTh aKTyaJIlbHUMU.
HaromicTs, 3a paxyHOK MOKJIMBOCTI peajtizailii KIIacoM KUTbKOX IHTEp(EiCIB 0 THOYACHO MU MOKEMO
CTBOPHUTH HACTYIHI iIHTEpElicH 3 METOIaMH:

—lAttaker - Atack();

—ISpellCaster - CastSpell();

—IShieldSlammer - ShieldSlam();

—IDaggerThrower - TrowDagger();

Tak caMo MO>KHa MPAIFOBATH 13 MOJISIMU SIK1 TOTPIOHI OKPEMHM CYTHOCTSIM.

6. Dependency Inversion Principle (DIP) — npunmun inBepcii 3ajexHocreii

Octanniii npunuun SOLID 3By4ynTh HaCTymHUM YHMHOM: OmNUpaiTecs Ha aOCTpakiii, a He Ha
KOHKpeTHKY[5]. TIpuHIUT iHBEpCil 3aIeXKHOCTEH CITUPAETHCS Ha JIBa MPOCTHUX MIPABUIIA:

1. Bucoko-piBHEBI MOJyJi HE TOBHHHI OMUpaTHCSd Ha HU3BKO-PIBHEBi, OOWABa MaloTh
OTnUpaTHCs Ha abCcTpaKirii.

2. AOcTpaxiiii He MTOBUHHI ONMpaTrcs Ha aeTam. JleTani MaroTh onmupaTics Ha abCcTpakirii.

o0 neranbHille pO3TISHYTH AAHUN HMPUHLMIL, MOBEPHEMOCH J0 MOMEPEJHbOrO MPUKIIALY.
Mu BU3HAUMIIM, IO TPU THIM BOPOTIB MOXXYTh aTaKyBaTW I'paBlis, ajie MOTPIOHO 3ayBakKHUTH, ILO
0COOJMBOCTI aTakd KOXKHOTO Bopora OyAyTh 3ajekaTH Bl HOTO THILy, II0O MM peali3yBallid 3a
nonomoroto iHTepdeiicy. Ilo *x cTocyeTrbes rpaBis, TO Horo artaka Oyne oOpoONAThCS caMHUM
BOPOTOM, ajie BiJ 4Oro TOoJi OyAe 3ajexaTH piBeHb MOIIKOKEHb SKHM MOKe HAaHECH TI'paBellb?
3a3Buyail B irpax >kaHpy Ipg, ataka rpasis Oyze 3ajexaT Bijl piBHIO Ta XapaKTepuCTHUK 30poi. Tak
MU MO’KEMO CTBOPHTH Hampukian kiaac SWord(), ek3eMIuisip sSKoro mepeaaBaTUMEMO T'PaBIio 1 B
3aJDKEHOCTI Bifl HBOTO — OyIyTh (popMyBaTHCs BUX1JHI HOLIKOKEHHS. AJle 110 TOJ1 POOUTH, SIKIIIO
MU 3aX04eMO JOJaTH COKHpY, JyK, circ? Toni Ham moTpibeH cnocid o6’eqHaT BCro 30poto. Jlms
IIOTO MU MOKEMO CTBOpHTHU iHTepdeiic IWeapon, sxuii Oyne peanizyBaTH KOXEH 3 BHJIB HaIIOl
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30poi. TakuMm 4rHOM 15 TpaBIst HE Oy/Ie JKOAHOT PI3HUII B TOMY AKY 30p0I0 BiH BUKOPHCTOBYE IS
aTaKy, 110 JI03BOJIUTH PO3PO3POOHHUKAM B MOATBIIOMY 3 JIETKICTIO /T0JIaBaTH HOBI BUAU 30pOi.

BucnoBku

Sk Oyno mokaszano B crarti, npuHmn SOLID 3aiimae BaxxiauBy poiib B MoOYIOBI SKICHOT Ta
THYYKO1 apXITeKTypH IrpOBUX JI0ATKIB. bepyduu 3a 0CHOBY MPHKIIaH 3aIPOTIOHOBAHOT ApXITEKTYPH,
PO3pOOHUKHM ITPOBHUX JIOJATKIB 3MOXYTh IOMITHO CHPOCTUTH TPOLEC MOJANBIIOT MIITPUMKA Ta
MoJiepallii cBOiX JoaarkiB. HaBeaeHi mpukiamy Ta anropuTMH pO3pOOKH apXiTEeKTYpHU MOXKYTh OyTH
BUKOPHCTaHI HE TUIBKH I PO3POOKH BiI€O-1rop, a TAKOXK SK 3arajibHi pEKOMEHaIlii 171 ToOy10BU
AKICHOT apXiTEKTypH MPOTPaMHUX JOJATKIB.
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