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BrnpoBagykeHHA 610KYENHIB A51a KOHTPOSIO LinicHOCTi 6a3 gaHux 3abesneyye
HaMBULLMW PiBEHb 3aXUCTYy MNpU MiHIManbHUX pecypcHux BuTpaTtax. daHun nigxig,
Aa€e 3MOry BUABMAATWM CNpobu BTPyYaHHA OaHUX Yy peasibHOMY 4aci Ta CTBOpPHOE
HaginHy OCHOBY ANA nobyaoBu [OO0BIPEHMX UMMPPOBUX CUCTEM. 3aCTOCyBaHHA
Takoro MeTody € 3HayHuUM y chepax, Oe KPUTUYHO BaXKSIMBUM € 30epekeHHA
aBTEHTUYHOCTI 3anuciB, Hanpukag 6aHKIBCbKOI, OPUAVNYHOI, METOOUYHOI cdoep.
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ornAag EBONIOUII APXITEKTYPU IFPOBUX PYLLIIB

TonokHoB AHaTonin

acuCcTeHT Kagheapu iHghopmaLliiHUX TEXHOIOrIN
HauioHaneHoro yHiBepcutety «OgecbKa ropuanyHa akagemis »

IrpoBi pyLwii CTaHOBNATL TEXHONOMYHY OCHOBY Cy4acHOI iHOYCTpii Bigeoirop,
Hagarun pPo3pobHMKAM KOMMMAEKCHI iIHCTPYMEHTU onA nobynoBu iHTEPaKTUBHUX
BipTyasnibHMX npocTopiB. [MpOTAroM OCTaHHIX POKIB apXiTeKTypHa opradi3auifA
irpoBMX pyLWiiB 3a3Hana CyTTEBUX MNEPETBOPEHb, MEPEXo4AYn Big MOHOMITHUX
CTPYKTYP 40 MOOYNbHUX, BUCOKOE(EeKTUBHUX cuctem [1]. MNpoBigHi npencTtaBHUKU
ranysi, Unity Ta Unreal Engine, npoOoBXylTb BCTaHOB/IOBATU iHOYCTPiasbHI
cTaHgapTW, npoTe napanenbHO 3’ABMAKTLCA  creuianisoBaHi  nnaTdgopmMu,
po3pobieHi 4NA cneumngivyHnX >XaHpiB Ta TEXHIYHUX BUMOT.

ApXITEKTYPHUN PO3BUTOK irpoOBUX PYyLiiB NPOWLWOB TpUBanuUM WNAX Bif
efleMeHTapHUX [OBOBUMIPHUX CUCTEM [0 KOMMIEKCHUX 6araTOKOMMOHEHTHUX
nnatopm. TpaguuinHa O6’€KTHO-OpiEHTOBaHa apxiTekTypa, WO TpuBanivin 4ac
OOMiHyBana B ranysi, NoCTynoBO 3aMiHIOETLCA 6inbw ePekTUBHUMN Nigxogamu,
3okpema Entity Component System (ECS) [2]. ApxiTekTypa ECS npenctasnsae
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doyHOameHTanbHy 3MiHY napaaurmMu B opradisauji irposoi noriku. Ha BigmiHy Big
KNacu4Hoi iepapxii ycnagkysaHHA, ECS po3ainAe naHi (KoMnoHEHTUN) Ta NOBEAiIHKY
(cuctemun), WO 3HAYHO nMOKpawye MNPOAYKTUBHICTbL 3aBOAKU OMTUMI30BaHIN
nokanbHOCTi gaHmx y nam’AaTi [2]. CyTHOCTI BMCTynalTb NuUWe AK YHiKasbHi
ineHTugikaTopu, AKi 06’eQHYIOTb KOMMOHEHTU, TOAI AK cuctemMn obpobnAtTb Ui
KOMMOHEHTN MacoBO, 3abes3nedyoun napanenbHy o06pobky Ta edekTuBHe
BUKOPUCTaHHA NPOLECOPHOro KeLly.

Unity BnpoBagus BnacHumn nigxig oo ECS yepes Data-Oriented Technology
Stack (DOTS), akuin Bkntovae Job System ana 6aratonoto4HocTi Ta Burst Compiler
anAa ontumisadii kogy. Unreal Engine TakoX pyxaeTbCA B LbOMY HanpAMKY 3
cuctemoro Mass onAa o6pobku BenmkomMacwTabHnx cumynauin [2]. Li apXiTekTypHi
TpaHcdopMauii BigobpaxkatoTb 3arasnibHy TeHOEHU o iHAYyCTpii OO NigBULLEHHA
NPOAYKTUBHOCTI Ta MaclTaboBaHOCTiI CUCTEM.

pachiyHMin  KOHBeep 3anuwaeTbCcA OOHUM 3  HaWbiNbw  KPUTUYHUX
KOMMOHEHTIB irpoBoro pyuwiA. [Npouec nepeTBOpPeHHA TPUBUMIPHUX MOOenen y
OBOBUMIPHI 306pa>keHHA BKIIOYaE OeKifbKa KI1lo4oBUX eTanis: 06pobky reomeTpii,
pacTepu3saLito, 3aTiHEHHA Ta OCBIT/IEHHA, NOCT-00P06KY Ta KOMMOo3uuito kaapy [3].
Unreal Engine TpaauuinvHO BWKOPUCTOBYE BigknageHnn peHgepuHr (deferred
rendering), Wo Ao03BonAe 06pobnATU CKNagHi CLEeHU 3 BEJIMKOK KiNbKICTIO aXXepen
ceiTna [3]. PesontouintHi TexHonorii Unreal Engine 5, Nanite Ta Lumen, Bu3Ha4atoTb
HOBMW cTaHOapT AKOCTi rpadikn. Nanite 3abesneyye BipTyanizoBaHy reoMeTpito 3
MinbApAamMu nNosiroHiB 6e3 HeobXiAHOCTI PYYHOro CTBOPEHHA PiBHIB AeTanisadii. Lu-
men NPONOHY€E NOBHICTIO AMHAaMiIYHe rnobasbHe OCBITNIEHHA B peasibHOMY 4Yaci, Wwo
ycyBae notpeby B nonepenHboMy 3arnikaHHi cBiTna.

Unity Hapae po3pobHukam 6Biniblly rHYyYKiCTb 4Yepes3 TpU OKpPeMi KOHBeepu
peHoepuHry: BbyposaHuin (Built-In), Universal Render Pipeline (URP) gana
mobinbHUX nnatgopm Ta VR, i High Definition Render Pipeline (HDRP) ana
BUCOKOAKICHOI rpadikm AAA-piBHA [3]. URP BMKOpUCTOBYE MNpAMUA pPeHOEPUHT
(forward rendering), wo 3abea3nedvye Kpally NMPOAYKTUBHICTb HA MEHLU MOTY>XHOMY
obnapgHaHHi, Toai AK HDRP nponoHye (i3an4HO-KOPEKTHUIN PEHOEPUHT, 06’€EMHE
OCBIT/IEHHA Ta TpacyBaHHA MPOMEHIB Yy peanbHOMYy Yaci [3].

Mpouec peHOepuHry BKOYAE [OeKinbka KPUTUYHUX CcTadin onTuMmisauii.
BigcikaHHA (culling) BnoanAe o6’ekTn nos3a rnosiem 30py Kamepu, cMctema piBHIB
petanizadii (LOD) aBTOMaTUYHO 3HUMXKYE CKNAOHICTb BiggoaneHux o6’ekTiB, a
6atumHr o6’egHye pekinbka O06’eKTiB OiA 3MEeHWEeHHA KiNbKOCTi BUKUKIB
Bigpncoskn [4]. Cy4dacHi pyuwii TakoX akTMBHO BUKOPUCTOBYIOTb ACUHXPOHHI
ob4ncneHHA, 0o3BONAKYN NapanesibHy 00pobKy pi3HUX CTadil KOHBEEPY.

Di3nyHi pyLwii BignosigatoTh 3a CUMYNALUII0 peaniCTUYHOI NoBediHKK 06’eKTIB
y BipTyansHomy cBiTi. Unity Bukopuctosye NVIDIA PhysX, Toai Ak Unreal Engine
Ma€ BiacHy iHTerpoBaHy hisnyHy cucTemy 3 PO3WUPEHUMU MOXIMBOCTAMU ANA



130 VI MikHapoaHa HayKoBO-NpaKTUYHa KOHepeHLIist

cknapHoi 6anicTukn Ta B3aemogin [5]. OnTumisauia gisukn € KpUTUHHO BaXKSIMBOIO
AnAa nigTpuMky ctabinibHOi YacToTU Kaapis.

Krno4oBi TEXHIKKM BKIOYAKOTb NPOCTOpoBe po3buTTA (spatial partitioning) anA
3MEHLUEHHA KiNbKOCTI MepeBipoK KOmi3i, BUKOPUCTAHHA NPOCTUX Konanaepis
3aMiCTb CKagHuUX MewiB, Ta cuUcTeMy «CHy» 06’ekTiB (object sleeping) ana
neakTmBauii PiSNKU cTaTUYHUX TiN. ACUHXPOHHI Qoi8NYHI 064YMCNeHHA 003BOMAOTL
BUKOHYBaTU CUMYNALUIIO B OKPEMOMY MOTOLUi, 3BiJIbHAIOYN OCHOBHUM MNOTIK ANA
iHWKX 3aBaaHb. Cy4vacHi pyLwii TakoXX BNPOBaAXKYOTh LLApPOBY CUCTEMY KONI3in Ta
MacCOK [OJ1A TOYHOr0 KOHTPOJIO Hagd TUM, AKi 06’EKTU MOXXYTb B3aEMOLIATN OOMH 3
OOHMM, WO 3HAYHO 3MeHWYye obymcnioBasibHe HaBaHTaXeHHA. [0nAa MobinbHuX
nnatgopM 0COB/IMBO BaXXMBOK € oOnNTuMisauia isnyHOro Tamm-cTeny Ta
BUKOPUCTAHHA (PiKkCOBAHOro OHOBMEHHA pOnAa 3abes3nedyeHHA nepenbdadyBaHoil
noBeLaiHKN.

MapanenbHO 3 pO3BUTKOM YHiBEpCaNbHUX PYLUIiB CNOCTEPIracTbCcA 3pOCTaHHA
cneuianisoBaHUX pilleHb, OPIEHTOBAHUX Ha KOHKPETHI >aHpwu abo nnatdopmu.
CryEngine 3apekomeHgyBaB cebe AK onTuManbHMin BUGIp OnA  qi3nyHo-
OpiEHTOBaHMX WYTepiB Big nepwoi ocobu 3 peanicTuiHowo 6anictukoto [5]. Godot
3aBOIOBaB MOMyJIAPHICTb cepepn, iHAi-pO3pOOHMKIB 3aBOAKN BIOKPUTOMY BUXIGHOMY
Kooy Ta epeKTUBHIN pobOTi 3 4BOBUMIPHUMUY irpamu [5].

Bevy Engine npenctasniAe HOBE MOKOMIHHA pywiiB, NobygoBaHUX Ha MOBI
Rust 3 noBHoto iHTerpauieto ECS 3 camoro nouyatky. Mloro apxitekTypa 3abeaneuye
MAcMBHO napasiefnibHy Ta Kew-gpy>XH O00pobKy p[aHux, Wo pobutb MOro
npueabnuemM OnA NPOEKTIB, Oe NPOAYKTUBHICTb € KpuTuyHow. Flax Engine
NPONOHYE BUCOKOAKICHY TPUBUMIPHY rpadpiky 3 NiATPMMKOK YNCNEHHUX NAaTdopm
i BOyoOBaHMMWN OHNanH-cepsicamm.

Cneuianisauia Takox BigbyBaeTbCA HaA PIiBHIi CTBOPEHHA KOHTEHTY.
3’ABNAIOTLCA BepTUKasnbHi  NAatopMn 079 KOHKPETHUX >KaHpiB, Taki AK
IHCTPyMeHTU pnAa cTBopeHHA Battle Royale a6o ARPG-irop. Ui piweHHA
3abeanedytoTb Ginbw rNMOOKY iHTerpauio cneundivyHMx A >XKaHpy MexaHik Ta
onTuMmi3auin, 403BONAKYM PO3POOHMKAM WBKUALIE CTBOPHOBATU AKICHUA KOHTEHT.

IHTerpauiAa WTy4yHOro iHTEeNEeKTY CTa€e HEBIO'EMHOK YACTUHOK apXiTEKTypu
cydacHuXx irposux pyuiis. Al BUKOpUcTOBYETbHCA He nuwe ona nosefiHkm NPC, ane
N onAa npouenypHoi reHepadii kKoHTeHTy (PCG), aBTOMaTM30BaHOro TECTYBaHHA Ta
onTuMmi3auii nNpoaykTuUBHOCTI. [lpouenypHa reHepauiAn [O03BONIAE CTBOPKOBATU
BENIMYE3Hi irpoBi CBITW, PIBHI Ta HaBiTb MEPCOHaXiB aBTOMATUYHO, 3HA4YHO
3MEHLLYIOYN PYYHY pO60TY PO3POBHUKIB.

Unity ML-Agents Toolkit Hapae iIHCTpyMEeHTU O1A HaBYaHHA IHTeNeKTyaslbHUX
areHTiB Yyepes3 MalnHHe HaBYaHHA, a Unreal Engine iHTerpye Behavior Trees Ta Al
Perception ona ctBopeHHA peanicTndHoi nosediHku NPC. ManbyTHi pyLwii o6iuaoTb
XMapHY po3pobKy 3 NOBHO iHTerpauieto Al-iHCTPYyMEHTIB A/1A CTBOPEHHA KOHTEHTY
B peasibHOMYy 4aci. Lle BiokpmnBae HOBi MOXXNMBOCTI A1 OUHAMIYHOrO CTOPITENiHry,
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0e HapaTuB afanTyeTbCA OO AiN rpaBLuA, CTBOPKOKOYN YHIKaNbHUW O0CBIO, KOXHOro
NPOXOAXKEHHA.

ApxiTekTypa irpoBux pyLiiB nepexxmBae nepion iHTEHCMBHOI TpaHcdopmadii,
pyxaro4nchb Bif, MOHONITHUX 06’€EKTHO-OPIEHTOBAHUX CUCTEM OO0 MOAYJSIbHUX, data-
oriented pilweHb 3 aKUEHTOM Ha NPOAYKTMBHICTb Ta MacwTabosaHicTb [1]. Unity Ta
Unreal Engine npogoB>xyoTb NigupysaTu, BNPOBaaXYH4YM PeBOSIOLIMHI TEXHOOTI,
Taki Ak DOTS, Nanite Ta Lumen, ane cneuianizoBaHi pyLuii 3Haxo4ATb CBOIO Hilly,
NPOMOHYKOYN ONMTUMI30BaHI pPilLUEHHA OJ1A KOHKPETHUX 3aBaaHsb [5].

ManbyTHe irpoBuX pyLiiB NIEXXUTb Y NAOWWHI rIMBLWOI iHTerpauii WTy4yHOoro
IHTENeKTy, PO3BUTKY XMapHMUX TEXHONOorin Ta noganblioi cneuianisauii nig
KOHKpPETHI »aHpu Ta nnatgopmu [1]. ApxitTektypa ECS cTtae ctaHpapTom ne-
dhakTo O/19 BUCOKONPOOYKTUBHUX CUCTEM [2], a npouenypHa reHepauia Bigkpvsae
HOBi FOPU30OHTU ON1A CTBOPEHHA YHIKasnbHOro KOHTEeHTY. Lli TpeHan Bn3HavyatumyThb
PO3BUTOK iHOYCTPii Hanbnm>x4mmm pokamn, pobnAaYm po3pobky irop OinbLu
OOCTYMHOK Ta ePEKTUBHOIO.
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