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AHHOTanusi. B Bek akTUBHOTO pa3BUTHSI MH(POPMALMOHHBIX TEXHOJIOTHH OOJNBLIYIO POJIb UIpaeT
ONTHMU3AIIMS U YCKOPEHUE pa3pabOTKH MPUIIOKeHUH Oe3 morepu kadecTsa. [IporpamMmupoBanne —
HeJIeTEepPMUHHUPOBAHHBIN NPOLIECC M JUIsl OHOM 3aa4M CYLIECTBYET OIPOMHOE KOJIMYECTBO PELICHUMH,
U3-32 4eTOo y MPOrpaMMUCTa BO3HUKAET CIOKHOCTH C BBIOOPOM TOr0 WM MHOTrO pereHus. OcoOeHHO
B Takol cepe, Kak pa3paboTKa HIPOBBIX HPHIOKEHUIH, T1€ HAZO CO3aTh BHICOKOIPOM3BOIUTEIILHOS
NPHIOKEHNUE B KOPOTKHE CPOKU. B pamkax crateu OyIeT paccMOTpeHa pa3paboTKa WIphl B cpere
Unity ¢ HCHOJB30BaHUEM IIOBEJCHUCCKUX IA0IOHOB (maTrepHoB) u 0Oe3 Hux. IllaGmoHs
NPOCKTUPOBAHUSI — 3TO JHMIIb OOIlee peleHHe 3ala4yd, KOTOPOe MOXKET OBITH JONOJHEHO H
HOJIBENICHO IOJI HEOOXOAUMBIe TpeOoBaHUs. IlaTTepH NPOEKTHPOBAHUS HMEHYeT, abCcTparupyer H
UICHTUHULIMPYET KIIOYEBbIE AaCHEeKThl CTPYKTYPbl OOLIEro peleHHUs, BhIYICHSET Y4acTBYIOLIHE
KJIacChl M DK3eMIULIPBI, UX pPOJib, & TaK )K€ OTHOIIEHHMS M (YHKIUM — 4YTO, B KOHIIE KOHIIOB,
M03BOJISIET TIPUMEHSITh €r0 JUIsl CO3JaHUS TIOBTOPHO MCIIOJIb3yEMOro JTu3aiiHa.

KiawueBble ca0Ba: MaTTEpPHbI MPOCKTHPOBaHus, maTrepH «Crpaterus», marrepH «CocTosHue»,
paspaborka urp B Unity

B Hacrosiee BpeMsi pa3pad0TKa UIPOBBIX MPUIIOKEHUN CBOIUTCS K JTOCTHXKCHHIO HAUOOJIBIINX
MPOJaX MPU MUHUMH3AIMH (UHAHCOBHIX M BPEMEHHBIX 3aTpar. B 1ernom, 3To jJocTUTaeTcs 3a CuUeT
pa3IMYHBIX HWHCTPYMEHTOB, B UHCIO KOTOPBIX BXOJAT TMATTEPHbI MPOEKTHpOBaHUs. llaTTepHbI
MPEJOCTABIIAIOT BO3MOXHOCTh OJIMHAKOBOI'O IMOHMMAHUS JW3ailHa pelieHus] 3aJadyd y BCEX UJICHOB
KOMaH/Ibl, KaK MPOEKTUPOBIIMKOB, TaK U y CaMUX IMPOTPaMMHUCTOB-pa3pabOTUYMKOB. Vcmonb30BaHus
MaTTEPHOB B IPOIIECCE CO3JIaHUS KOJa COKpalaeT BpeMs, KOTOPOE 3aTpayMBaeTCs Ha OOCYXICHHE U
MPUHATHE TOTO WJIM UHOTO PEIICHUS.

[lepBsIii MaTTEpH, C TOMOIIBI0 KOTOPOTO pa3pabaThiBajiach Urpa — 3T0 maTTepH «COCTOSHUE»
[1] — mrabnon, MO3BOJSIIONIUA OOBEKTY HM3MEHITH CBOE MOBEICHHE B 3aBHCHMOCTH OT BHYTPEHHETO
cocrosiHus. UML nuarpamma kjiaccoB I11a0JIoHa MPeICTaBIeHa Ha pUCYHKE 1.

VYyacTHUKaMH IaTTepHA SIBJISAIOTCS:

— Context — KOHTEKcT, ompenenstomuil uHTepdeic, KOTOPBIA NpeACTaBIsIeT HMHTEpEC A
KIueHToB. Tak ke XpaHUT sk3eMIuidp noakiacca ConcreteState, KOTOPbIM OIpeaenseTcs
TEKyIlee COCTOSIHHE.
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— State — cocrosHHe, KOTOpOoe ompeneiser HHTepdEHC IS HHKANCYJISLIUUA IOBEACHUS,
aCCOITMUPOBAHHOTO C KOHKPETHBIM COCTOSTHHEM KOHTeKcTa Context.

— Tlomkmaccer ConcreteState — KOHKPETHOE COCTOSHHE, KaXIIblii KJIAaCC KOTOPOTO pean3yeT
NOBEJICHHE, aCCOLIMMPOBAHHOE C HEKOTOPBIM COCTOsSTHUEM KOoHTekcTa Context.

Context |‘

+request()

«interface»
State

+handle()

/\

ConcreteState1 ConcreteState2

+handle() +handle()

Puc. 1. JIluarpamma kitaccoB narrepHa «CocTossHUE)

[I1a610H peKOMEHI0BaH JJIsl UCIIOIB30BaHUS B YCIOBHSIX, KOT/A:

- HOBGI[GHI/IC 00BEKTAa 3aBUCHUT OT €ro COCTOSHHS M AOJDKHO HU3MCHATHCA BO BpPEMA
BBITIOJTHCHU .

- B KOI€ onepaunﬁ BCTPCHAIOTCA COCTOSAINE M3 MHOI'MX BETBEH YCJIOBHBIC OIICpaTOPhLI, B
KOTOPBIX BLI60p BC€TBHU 3aBHCHUT OT COCTOSAHMUA.

Bropoii nartepH, ¢ MOMOIIBIO KOTOPOTO pa3padarhiBajiach Urpa — 310 nmartepH «Crpaterus» [1]
— mabJIOH, KOTOPBIN MO3BOJISIET BHIOMPATH AITOPUTM ITyTEM ONpeeIeHNs COOTBETCTBYIOIIETO Kiacca.
[laTTepH MO3BOJIIET MEHSTH BHIOPAHHBIM AITOPUTM HE3aBUCHMO OT OOBEKTOB-KJIHUEHTOB, KOTOPBIE €rO
UCIIOJIB3YIOT. 3afaya malioHa — M0 TUITy KJIMEHTa (WIM IO TUIy 00padaThiBaeMbIX JaHHBIX) BBIOPATH
MOJXOMSAIIMK  allTOPUTM, KOTOpBI cieayer mnpuMeHuTh. UML-nuarpamma  kiaccoB  mabiioHa

NpecTaBiIeHa Ha PUCYHKE 2.

«interface»
Strategy

+execute()

/N

Context

[

I

ConcreteStrategyA

+execute()

+execute()

Puc. 2. lnarpamma xinaccoB narrepHa «CtpaTerus»
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YyacTHUKaMU NnaTrTepHa ABJIAOTCA:

— Strategy — crparerusi, oOBsABISET OOIIUI JUIS BCEX MOJUICPKUBACMBIX alTOPUTMOB
uaTepgeiic. Kmacc Context momp3yercs 3TuM uHTEpdEiicoM s BBI30BA KOHKPETHOTO
anropuTMa, onpeaeneHHoro B kiacce ConcreteStrategy.

— ConcreteStrategy — KOHKpeTHasi CTpaTerus, peaju3yeT airOpUTM, HCHONb3YIOMNH
uHTepdeiic, oObIBICHHBIN B Kilacce Strategy.

— Context — KoOHTeKcT, KOTOpBI KOHHUTypHupyeTca oObekToM kiacca ConcreteStrategy u
XpaHUT CCBUIKY Ha OOBEKT Kiacca Strategy. Tak >ke MOXET omnpenensTts HHTepgeiic,
KOTOPBIi O3BOJISET 00BEKTY Strategy HONyYHTh TOCTYI K JaHHBIM KOHTEKCTA.

JocTonHCcTBaMU MaTTepHa SBISETCS TO, YTO OH BBICTYNACT AalbTEPHATUBOW MOPOKICHUS
MOJKJIACCOB, C €r0 MOMOIIBI0 MOXXHO H30aBUTBHCS OT YCIOBHBIX ONEPAaTOPOB U BBHIACIUTH CEMEHCTBO
POACTBEHHBIX AITOPUTMOB. Tak ’k€ MPeNoCTaB/IECT KIHUEHTY BO3MOXKHOCTh BBIOOpa peanu3aluyd B
3aBUCUMOCTH OT CBOMX TpeOOBaHMH K OBICTPOIECHCTBHIO M HaMsiTH. B KauecTBe MHMHYCOB MOXHO
OTMETHUTh TO, YTO KJIMEHTHI JOJDKHBI 3HATh O PA3JIMYHBIX CTPATETUAX M MOHUMATh YeM OHM OTJIMYAIOTCH,
U TO, YTO IIPU UCIIOJIb30BAaHUH JAaHHOTO LI1a0JIOHA YBEIUIMBACTCS KOJIMYECTBO OOBEKTOB B IPUIIOKEHHH.

HaTTepH PEKOMEHOOBAH IJIA UCIIOJIb30BaHMS B YCJIIOBUAX, KOTAA:
— HmeeTcss MHOXKECTBO POACTBCHHLIX KJIIACCOB, KOTOPBIC OTINYAIOTCA TOJIBKO ITIOBSICHUCM.

— HeoOxomumMo MMeTh HECKOJNBKO pa3HBIX BapuaHTOB anroputma. lllaGiioH paspemiaeTcs
MIPUMEHSTH, KOT/Ia BAPHAHTHI aJITOPUTMOB PEAIM30BAHbI B BUJIC UEPAPXUH KIIACCOB.

— Heo0xoauMo CKpBITh OT KIIMEHTa CIOXHBIE W CHENU(UYHBIC U alrOPHTMa CTPYKTYpPHI
JIAHHBIX.

— B kmacce ompemeneHo OoNbIIOE  KOJMYECTBO  TOBEAEHHWH, YTO  MPEICTABICHO
pa3BeTBICHHBIMH YCJIOBHBEIMH oOIlleparopamMu. B Takom ciydae OyneT 1enecoodpa3Ho
MIEPEHECTH KOJ U3 BETBEW B OTJEIbHBIE KJIACCHI CTPATErUil.

HUrpoBoe mNpuiIOKEHHE, O KOTOPOM pAaCCKa3bIBa€TCs B OTOM CTaTbe, PpEAJM30BBIBAET
2 IOBEAICHYECKUX MaTTepHa mnpoekTtupoBaHus: «CocrossHue» u «CrTparerus», a Tak e Hmpumep 0e3
UCIIOJIb30BaHMs 11aboHoB (puc. 3). [y BO3MOXXKHOCTH OBICTPOIO HEPEKIIIOYEHUS! U OLIEHKH KaXKAOTO
npuMepa, KaXaas 4acTh MpeJCTaBleHa B BHJE OTAEIBHOTO WIPOBOIO YPOBHS B paMKax €IMHOTO
UTPOBOTO TIpWIIOKeHHWsA. Ha kakIoM ypoBHe pa3pa0OTaHbl WJICHTUYHBIE HIPOBBIE OOBEKTHI C
OJIMHAKOBBIM NOBEACHUEM, BU3yallbHO HUYEM HE OTJIMYAIOIIUECS, HO UMEIOIINE pa3indus B CTPYKType
KOZa.

Bes3 ucnonb3oBaHusa naTTepHoB

MarttepH "Ctparerna”

MatTepH "CocTosiHMe"

BbiATn

Puc. 3. UrpoBoe MeHi0
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J1a HarSAHOCTH B MPHIIOKEHUHU pa3paboTaHbl MEPCOHAXKH, Y KOTOPHIX M3MEHSIETCA COCTOSHHE
(nBrwxenue oObekTa). BrijeneHo 8 BUIOB MOBECHUS: aTaka, OTCTYIICHHUE, IBUKCHHUE BBEPX, JBUKCHUC
BHM3, JIBIDKCHHE BJICBO, JBMKCHHUE BIIPABO, CTOMKA Ha MECTE M OTIEIbHOE MOBEICHUE IJII UTPOBOIO
00BeKTa, YIPaBIsSIEMOT0 OJIH30BATEIIEM.

I[I/Ial"paMMa IMOCJICAOBATCIIbHOCTH UT'POBOTO MPUJIOKCHUSA, IPCACTABIICHA HAa PUCYHKEC 4,

8 O (% s
) %

| Player | | Mercanary | | Magic Ball | | et | | CocToAHue

Hrpa

Monesoearens (wTepdeiic)

H HausTe wrpy) H
=

Oz wsssne,

Ozwszsmns

HEMWUME CTOMKHOBEHNR

FEEHIE
j CMEHS COCTORHMA

Hanwume

j j CMEH3 COCTORHNR

Hosoe cocToRsmME!

.

CMEHS COCTORKMA
Hosoe cocTomsme!

3aee T)
... SODSPUMTE WRY)

Puc. 4. [luarpamma nociieIoBaTeIbHOCTH CLIEHAPUS IPUIIOKCHUS

Peanuzanus narrepra «Ctparerus» mpeacTaBieHa B BUAE aOCTPaKTHOTO Kiacca, SBISIOIIET0Cs
POIMTENBCKAM KJIACCOM BCEX CO3/IaBAEMbIX MIPOBBIX OOBEKTOB ypoBHs. Kitacc cOmepkuT 3K3eMIUIsip
uHTepdeiica, KOTOPBIH COAEPKUT B ceOe (QYHKUMIO IBHKEHHMS, @ TaK K€ BO3MOXKHOCTDH IMEPEKIIFOUEHUS
crpaterun. CaMO M3MEHEHHE MOBEICHHUS BBINOJHAETCS C MOMOUIbIO (PYHKIMH, KOTOpas B KadecTBE
napamMeTpa NpUHHMAET Kiacc-mioBeneHne. s KakJoro KOHKPETHOTO IMOBEJEHHS HIPOBOIO OOBEKTa
pa3paboTaH Kjacc, pealu3yIoLMi KOHKPETHYIO cTpaTeruto. Bce Takue Kiacchl yHacieAOBaHbl OT
eanHoro uHTepdeiica, cogepkamero (GyHkuuioo nBmwkeHus. Ha pucynke 5 mpeacraBieHa numarpamma
KJIACCOB Ul UTPOBOIO YPOBHSI, PEANIU3YIOILEro NaTTepH «CTpaTerus».

ATaka

= Wrpoeoi obbekT + [lgvekeHne()

- CTparerns koHkpeTHarRCTpaTerns

— OTCTYNneHne

+ YeTaHoeuTe CTpaTerMk(CTpaTervA) . ]
+ McnonHume CTparemnio() [OeuxeHue()

CroaTe

+ OevieHnel)

==Inferface== <]

CTparterus

NeuxeHneBuuz
+ [ekeHne()

+ [eveHne()

— leuxenweBnpaso

+ OevieHnel)

NeuxenneBeepx

+ [evikeHuel)

DeunxeHneBneso

+ [evkeHne()

Puc. 5. /I[narpamma xiraccoB narrepHa «CTpaTterusn»

Kynbsrypa u Texnomorun, Tom 5, Ne 1
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Peanuzamus marrepHa «CocTosiHEE» TMPEJACTaBICHAa B BHJE aOCTPaKTHOTO Kiacca. DTOT Kiacc
SBIISIETCSl POAWUTENHCKUM JUISI BCEX CO3/IaBAEMBIX HIPOBBIX OOBEKTOB B paMKaX TEKYIIETO WTPOBOTO
ypoBHs. Kimace comepxut B cebe dK3eMITISPhI KJIacCOB-COCTOSHUH, ()YHKIIMIO ABYDKEHUS U BOZMOKHOCTD
MIEPEKIIIOUEHUS COCTOSIHUS. BCe Kilacchl COCTOSIHMI yHACIEIOBAHBI OT €IMHOTO HHTEpdeiica U pean3yIoT
KOHKpeTHOe moBeneHue. Ha pucynke 6 mpeacraBiieHa auarpaMma KJIacCoB MJii UTPOBOTO YPOBHA,
peanmytoriero natrepH «CocTosHUEY.

Ataka

Wrpoeoi obbekT + [einreHme()

+ COCTORHME KOHEPETHO2COCTORHKHE

— OTcTynneHue

+ M3MeHnTE COCTORHWE(COCTORHNE) . .
+ OeweHne() Aewkerme()

CTOATL

+ [einkeHne()

==/ntefface== <|

CocToAHMe

OenxeHueBHms

+ OeuxeHne()

+ OewxeHune()

- NewsxeHweBnpaeo

+ OewweHwe()

NewxedneBeepx

+ [Oeimxenune()

OewxenueBneso

+ OewkeHune()

Puc. 6. Ilnarpamma ximaccoB narrepHa «COCTOSTHHE»

Peanuzaruss ypoBHs 03 NpUMEHEHHWs IIa0JIOHOB NPOCKTHPOBAHMS IOAPA3yMEBAaET CaMoOe
00BIYHOE MPOrpaMMUpOBaHue. B pamkax pa3paOOTKH 3TOTO YPOBHSI pealn30BaH €IMHBINA aOCTpPaKTHBIN
KJIACC, KOTOPBIA COAEPIKHUT B ce0Oe pean3aIiiio ABMKEHUS I KaKJ0ro KOHKPETHOTO cocTosHus. HaGop
COCTOSTHHI IPEJICTaBJICH B BUJC IMEPEUMCICHHS, KOTOPBIA COJEPKUT B ceOE BECh BBINICONMCAHHBIN
CIHICOK cocTOsIHUA. TakuM 00pa3oMm, Kiacc JIOJDKEH coJlepKaTh B cebe IK3EMIUISIP COCTOSHHS, a TaK XKe
BO3MOXKHOCTh M3MEHEHHUSI COCTOSHHSI, OT KOTOPOTO 3aBUCUT THI JBIkeHus. [lepeximouenne cocTosHus
pealn30BaHO B BHJIE MAIIUMHBI COCTOSHHWH, KOTOpas NpEJCTaBlIieHA B BHUAE KOHCTPYKIHH Switch,
CPaBHMBAOIIEH COCTOSHUS. B 3aBHCHMMOCTH OT HCIIOJIHSIEMOTO OJIOKA, BBIMOJHACTCS TO WM WHOE
JIBUKEHHE, COOTBETCTBYIOIIEE COCTOSTHUIO.

B penakrope Unity [2] cMoxmenupoBaHbl clieayromniie urpoBeie o0bekThl: Magic Ball (puc. 7),
Mercenary (puc. 8), Player (puc. 9), Yety (puc. 10).

Bce oHM HMEIOT CBOM KOMIIOHEHTHI U TIPEJICTABIICHBI B KauecTBe MpedadoB, U UX JabHEHIero
ucnosb3oBanus. [Ipuuém s Kaxaoro ypoBHA-peann3alil — CBOU MIa0JOHBI, BHEITHE HACHTHYHBIE, HO
MMEIOIINE Pa3IN4yusl TONBKO B YNPABISIONMIEM CKPHIITE, KOTOPHI OTHOCHUTCS K TOMY WJIH WHOMY
BapHaHTy, ONPEeIEHHOMY Ha 3Tarle POeKTUPOBAHHUS.

U3 OCHOBHBIX HacTpoeK OOBEKTa HCIOJNB30BAINCh TAIM — TaKUEe MapKephl, KOTOpHIC
UCTIONIB3YIOTCA Uil UACHTHQHUKauuu oO0bekToB. CyIECTBYIOT Kak CTaHIAPTHBIE MapKephl, Tak
MOJIb30BATENIbCKHE, KOTOPBIE MOXKHO J00aBIIATH C TIOMOINBIO MEHemKkepa TeroB crnoeB (puc. 11). B
NPUIOKEHUH OBUIM MCIOJIB30BaHbl cienyoume taru: Player (cranmaptaeiid Tar), Wall, Enemy, NPC u
Mercenary.

Obparum BHuManue Ha Takod kommoHeHT kak Circle Collider 2D [3] — kommaiinep,
UCIOJB3YyeMbIH ¢ 2D-(hU3MKOM, SBISIOUIUICS KPYTOM C 3alaHHOM MO3UIIMEH U PaguycoM B KOOPIUHATAX
JIOKAJILHOTO TPOCTPAaHCTBA O0BekTa. Kak MOXHO 3aMETHTh, y KaXJIOT0 OOBEKTa €CTh 2 TaKHX
komaiaepa. OOWH W3 HHUX SBISIETCS TPOCTHIM KOJUTAWAEpOM, KOTOPBIN TMPH CTOJKHOBEHHH C
KOJUTAHAepOM JIPyroro o0ObeKTa UCHOIb3yeT (Gu3uky 2D, npyroil — SIBISETCS TPUITEPOM, KOTOPBIA HE

International Culture & Technology Studies, Vol. 5, No. 1
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pabotaer ¢ ¢usukoil (ycraHaBiuBaeTcs Tpu aktuBammu nons «Is Trigger»). B manHom cinydae oH
SBJSIETCSL  TPaHHMLCH 00JacTM BHUAMMOCTH KOHKPETHOro 00BekTa. [IpuMepbl mpeacTaBiieHBI
Ha pucyHkax 12, 13.

8 Inspector

[« Magic Ball | [] Static =

Tag |[Enemy | layer [Defaur ]

Sprites-Default
Shader | Sprites/Default

Add Component

Puc. 7. O6wexT Magic Ball u ero koMmoHeHTHI

8 Inspector

W Mercenary | [] static =

Tag | Mercenary & |Llayer |Default 4]

Sprites-Default
Shader | Sprites/Default

&dd Component

Puc. 8. O0nexT Mercenary u ero KOMIOHEHTBI

Kynbrypa u Texnonoruu, Tom 5, Ne 1
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8 Inspector

[« Player | [] static =

Tag t|Layer |Defaulr ¢

Sprites-Default
Shader | Sprites/Default

Add Component

Puc. 9. O6nexT Player u ero KOMIOHEHTHI

Inspector

[ reti | [] static =

Tag [MPC 4| Layer [Defaur ]

Sprites-Default #*,
> Shader | Sprites/Default -]

Add Component

Puc. 10. O6nexT Yeti 1 ero KOMIIOHEHTHI

International Culture & Technology Studies, Vol. 5, No. 1



27

B.B. Onn, U.C. ITapumn

& Inspector Services -

o)

. Tags & Layers 5! &,

¥ Tags
Tag O Enemy
Tag 1 Wwall
Tag 2 MPC
Tag 3 Mercenary

b Sorting Layers
b Layers

Puc. 11. Menemxep TIroB U CIIOEB

|| Shaded [20[| @ ||t -|o50| |3 |mi-|Gizmos -| @Al I

¥ Mercenary [ ] static ¥
scenes | iy Mercenary Walsy Tag [Mercenary +] Layer [Defaul |
» .~ Transform @ =t =
b [= ¥ Sprite Renderer [mIEES
» <+ Rigidbody 2D [
v @ M circle Collider 2D [
- Edit Collider
Material Mone (Physics Material 2D) ]
Is Trigger m]
Used By Effector (m]
Offset X 0.0345141- Y 0.0043134¢
Radius 0.7541221
» Info
v @ M circle Collider 2D FE
Edit Collider
Material Mone (Physics Material 2D) ]
Is Trigger
Used By Effector [}
= offset x[0 Y [0
35 » Pattern State Radius 5
» Info
> 35 # Ani @ = %
» = [¥Mercenary Controller (Script) FE
Sprites-Default %,
> Shader [ Sprites/Default -
Mercenary Player Yeti
Add Component ]
Puc. 12. PenaktupoBanue kosaiaepa
€ Game % Animator | Scene == ©Inspector | Serwices
Shaded =l 20 ") | ®o A | B~ G MECN
| shade [0 | @ |w| 2 [=o] [%] m:]sciemes S | & [eremmary o
scenes | kg Mercenary e save | T S
¥~ Transform
» 5l ¥ Sprite Renderer
»~*  Rigidbody 2D
v @ [/ cCircle Collider 2D
Edit Collider
Material None (Physics Material 2D)
Is Trigger d
Used By Effector O
Offset X |0.0345141° ¥ 0.0043134¢
Radius 0.7541221
¥ Info
¥ @ [circle Collider 2D
[ et colider
Material None (Physics Material 2D)
Is Trigger 4
Used By Effector -
2 Offset %[0 ¥ [0
bs > Pattern State Radius s
¥ Info

+£ ¥ Animator

» o [¥ Mercenary Controller (Script)

Mercenary Player Veti

Sprites-Default
» Shader | Sprites/Default

Add Component

Puc. 13. PenaktupoBanue Koiaiiaepa-Tpurrepa
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Ha ocHOBe TpuUTTEpPOB CTPOUTCS CHCTEMa W3MCHCHUI TMOBEICHUS WIPOBHIX OOBEKTOB B
paspabotanHoM mpritokeHuu. [lpu momagarnu B 3Ty 00JaCTh TOTO WIIM WHOTO MHOPOIHOTO OOBEKTa,
MIPOUCXOANT CMEHA COCTOSHUS 00BEKTa, NCTIOIB3YIOIIEro ATOT KoJutainep. Ha pucynke 14 mpencrasiiena
CXeMa CMeHa COCTOSIHUH, TJIe:

— Ecmm B mone Buammoctu Mercenary momnanaer Magic Ball, To o0bekT mepexoaut B
COCTOSIHUE aTaKHU.

— Ecm B mome Buammoctun Magic Ball momamaer Mercenary, To OOBEKT TEpeXOguT B
cocTosHue moodera.

— Ecnmn B mone Buaumoctu Magic Ball nonanmaer Player unu Yeti, To 00BbeKT mepexoauT B
COCTOSIHUE aTaKH.

— Ecmu B mone Buaumoctu Yeti monamaer Magic Ball, To 00bekT mepexoautT B COCTOSIHHE
mobera.

— Ilo ymomuaHmio y KaXgoro oOBeKTa NpH CTapTe YCTAHABIMBAETCS CBOE COCTOSHHUE
nBmwkenus. [Ipu morepe W3 MO BUAMMOCTH OOBEKTOB, HA KOTOPHIE MOYKET MPOHM30HUTH
peakiyst, 00beKT MEePEeXOAUT B OOBIYHOE COCTOSHHUE IBIKCHUS, KOTOPOE yCTaHABINBACTCS
CHeNUaNbHON (QYHKITUCH.

HrpoBoe mpuitoskeHne, KoTopoe ObUIO pa3pabdoTaHO Ul MCCIIEAOBAHUS MPUMEHEHHUS MTaTTEPHOB
IpH pa3paboTKe Urp UMeeT 36 KIIaccoB, U3 KOTOPBIX TPHU Kilacca sIBIsieTCsl aOCTPaKTHBIMH, H JIBa Kiacca
— kiaccamu uHTepdetica. M3-3a cneunpuku Unity, Bce CKPHUITHI MO YMOJYAHHIO HACICIYIOTCS OT
0azoBoro kiacca MonoBehaviour, KOTOpBIH COAEPKUT B cede HAOOp MEepeMEHHBIX, OTKPHITHIX (QYHKIUH
1 GYHKIHUNA COOBITHH.

B xoze pa3paboTku UTPOBOTO MPUIIOKEHHUS ObLIO MPUHATO PEIICHUE JTOKAJTU30BaTh U BHIHECTH B
OTJICJIBHBIN KJIACC OOIIME TOJIS ¥ METOJIbI, IPUYMHON 3TOMY CTajlo OOMJIME pa3pabaThiBaEMBbIX KJIaCCOB.
Takum 00pa3oM, y BCEX HIPOBBIX OOBEKTOB €CTh OJUH OOIIMIA POJUTENLCKHIA aOCTPaKTHBINA Kiacc
BaseUnit.

Mercenary Ataka

Magic Ball

[loGer

Araka

Beerna:

YIIPaBICHHE
Player HIPOKOM

[Tober

Yeti

Puc. 14. CxeMa cMeHBI COCTOSIHHAN
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s peanuzanuu narrepHa «CocTosiHME» OblIa peann30BaHa Hepapxus KIaccoB, IpeIcTaBlICHHAs
Ha pucyHke 15. AOcrpaktabiii kimacc UnitState, KOTOpBIH HacieqyeTcs OT paHee PacCMOTPEHHOTO
BaseUnit, sBiseTcs poauTeneM KOHKPETHBIX KaccoB HMIrpoBbix 00bekToB: MagicBallController,
MercenaryController, PlayerController u YetiController.

-’ Abstract Kn
MercenaryController 3 Ea::el.'n'rtac’c
Knaoc
= UnitState
j 4 Mo i PlayerController )
4 Metoges [ ﬂg currentstate Knacc
e s & Uri
@, OnTriggerExitzD : isCollideWithwall UnitState
G’, OnTriggerStayzD a rzndom -
[Sr— @, statefttack <) biETELE
& e @ .
@, Update + stateEscape s Start
‘. stateldle Q‘, Updste
#  ctzteMoveDown
“‘ statehd oveleft
(" VetiController @, stateMoveRight  MagicBallController
¥aaoc @ stateMovelp Knacc
—+ UnitState . ‘. statePlayer —+ UnitState
4 Metoges
4 MeToge © getstat 4 MeToges
getatats -
gi DnC:fIIi;i:}nEl.'lter2D ® Movement z, DnE:?IIisinnEl-'lter2D
s OnTriggerExit2D '-'D* RandMovemeant s OnTriggerExitzD
. OnTriggerStzyzD @ setSiste B OnTriggerStzyzD
@, Start B Start
Qn Update c'n Update

| Baselnit
Abstract Knacc
{ + MaonoBehaviour

" UnitState

Puc. 15. Uepapxus kiaccoB Ipy UCTOIb30BaHUU NaTTepHa «COCTOSTHUE»
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Puc. 16. UuTtepdeiic 1 HacieIyeMble KIIacChl
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Peanu3zarus moBegeHYECKUX MIa0I0HOB MPOSKTUPOBAHUS
Ha IPUMEPE UTPOBOTO MPHUIIOKECHUS 30

Knacc-ponutens comepskur B cebe cruedyromme MOJs: 3K3eMIULsip uHTepdeiica [State nu
9K3EMILISAPBI BCEX BO3MOXKHBIX KIIACCOB-COCTOSIHUM, OTIPEICIICHHBIX HA JTare MPOSKTUPOBAHUS, KOTOPbIE
HaCJIeTyI0TCa OT 3Toro uHTepdeiica (puc. 16). Kpome Toro, oH cogep kUt mapameTp, KOTOPBIHA SBISIETCS
«BHYTPCHHUM)» TMEPEKIIIOYATENIEM COCTOSIHMN, TPUCYIIUA JAaHHOMY MarTepHy. W3 pealn30BaHHBIX
METOJIOB CTOMT OTMETUTHh (yHKIHMIO Movement(), KOTOpas BBIMOJIHSAET JBMKCHUE B 3aBHCHUMOCTH OT
TEKYIIEro COCTOSHUS UTpoBoro oobekra. C momotpio MeToioB setState(IState state) u getState() MoxHO
YCTaHOBUTh M MOJYYHTh TEKyllee cocTosiHue o0bekTa.Kakaplii Kilacc-HacleTHHK COACPKUT B cebe
Ha0O0p QPYHKIMH COOBITHIA:

— Start() — BeI3BIBaeTCS IPH CTApPTE PAOOTHI CKPHUIITA.

— Update() — BeI3BIBaeTCS KaKOBIA pa3 Iepel OTPUCOBKOM Kaapa M IEPEd pacuéToM
AQHUMAaIHH.
— OnCollisionEnter2D(Collision2D collision) — BbI3bIBaeTCSI NP KOHTAKTE BXOJISIIETO

KoJUTaiziepa ¢ KoJIaiiiepoM TeKyIero o0beKTa.

— OnTriggerStay2D(Collider2D collision) — BeI3bIBacTCsA, KOrma OOBEKT HAXOIAWTCS B
npezeaax TPUITEPHOTO KoJTakepa, MPUKPEIIIEHHOTO K TEKYIIEMY 00BEKTY.

— OnTriggerExit2D(Collider2D collision) — BbI3bIBaeTCS NpH  BBIXOJE OOBEKTAa U3
TPUITEPHOM 30HBI KOJUIalIepa, IIPUKPEIUIEHHOTO K TEKYIIEMY OOBEKTY.

Paccmorpum Qynkumio B o0bekTe Magic Ball, Ha mpumepe KOTOpOH MOXHO TIPOCIEIUTH
W3MEHEHHUE COCTOSIHUSI:
private void OnTriggerStay2D(Collider2D collision)

{

if (collision.gameObject.tag == "Player" ||
collision.gameObject.tag == "NPC")

{
targetObject = collision.gameObject;
currentSpeed = baseSpeed * 1.5f;
setState (stateAttack);

}

if (collision.gameObject.tag == "Mercenary")

{
targetObject = collision.gameObject;
currentSpeed = baseSpeed * 1.1f;
setState (statekscape) ;

}

Ecnu B mpenenax tpurrepa oowvekra Magic Ball maxomurcs o6bektT ¢ Tarom «Player» wmim
«NPCp», T0 ycranaBnuBaercsi coctosiuue StateAttack ¢ momomsio Merona setState(IState state), koropsrit
B KauecTBe MapameTpa MpUHUMAET SK3eMIUIIp Kiacca moBeAeHnd. Eciu ke HaxoauTcs 0OBEKT C TIroM
«Mercenary» — ycTaHaBIHMBaeTCs cocTostHue stateEscape ¢ momoripio Toro ke merona setState(IState
state).

Crnenyroumii GparMeHT Kozia IEMOHCTPUPYET CMEHY MOBEICHHS Ha OCHOBE CBOETO BHYTPEHHEIO
napamerpa:

private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.tag == "Wall")

{
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isCollideWithWall = true;

}
if (collision.gameObject.tag == "Player" ||
collision.gameObject.tag == "Mercenary")
{
Destroy (gameObject) ;

}

Ecmm Magic Ball compukacaercs ¢ o0pekToM, umerommmM T13r «Wally, TO mpomcxomut
NPUCBOCHUE TIEPEMEHHON OyJeBOro 3HaueHHs, HA OCHOBE KOTOpPOW MPOM3OWIET CMEHa COCTOSHHSA
[Mpeamonoxum, uto Magic Ball umen cocrossune MoveRightState, To ecTb gBUrascst B IpaByro CTOPOHY,
T/Ie CTONKHYJICS CO CTeHOH, nMeromieil 1ar «Wall» n y Hero uamenmnocs none isCollideWithWall. Tlpu
OYEPEAHOM BBIIIOJHEHUH METOJa CBOErO MOBEICHUS, NPOMU30MAET IpoBEpKa 3TOTO CaMoro o,
KOTOPBI B JaHHOM CcIy4ae BBICTyNaeT B KauecTBE BHYTPEHHETO (aKTopa, BIHSIOMIETO HA CMEHY
coctosiHU. B pesynmpTare mpom3oinér cmeHa coctosHusa Ha MoveLleftState mpsmo u3HYTpH
BBITOJTHSIOILErOCsl METO/a TEKyIIEero noseneHus. Ilpumep npencrapieH HIKe:

public class MoveRightState : IState

{

public Vector?2 Movement (UnitState unit, float speed,
GameObject currentObject, GameObject targetObject)

{
if (unit.isCollideWithWall)
{
unit.setState (new MovelLeftState());
unit.isCollideWithWall = false;
}
Vector?2 direction = new Vector2(1lf, 0);
return direction.normalized * speed * Time.deltaTime;
}
}
Peanuzanuu mnarrepHa «CocTosHUE» TNpEICTaBlicHa Ha pHUCYHKe 17. AOCTpaKTHBIM Kiace
UnitState, KoTOpBIi HacIeayeTCs OT paHee paccMoTpeHHoro BaseUnit, siBjisseTCsl pOAUTENIEM KOHKPETHBIX

KjJaccoB urpoBbix o0wbekToB: MagicBallController, MercenaryController, PlayerController u
YetiController. Kimacc-poaurens coaepXuT B cede CIIEAYIONIUE OIS SK3eMILIsp unTepderica [Strategy.

Bce kitacchl-coCTOSIHMS MPEACTABICHBI B BUEC HACACIHUKOB UHTEepderica IStrategy M UCTIOIHSIIOT
KOHKpeTHble moBeAcHus (puc. 18). U3 peann3oBaHHBIX METOJOB CTOUT OTMETHTHh (DYHKIHIO
PerformMove(), koTOopasi BBIMONHSET IBMKCHHE B 3aBUCHMOCTH OT TEKYIIETO COCTOSHUS UTPOBOTO
obbvekTa. C momomipio MeTona setStrategy(IStrategy strategy), MpUHUMAIOINIETO B KadeCcTBE IMapameTpa
HOBBIN KJIacC MOBEJICHUS, YCTAHABINBACTCS HOBOE COCTOSIHAE OOBEKTa.

Knaccel, Hacnmemyempie or UnitStrategy, Tak e Kak M pPacCMOTPEHHBIE paHee KJacChl-
Hacnennuky UnitState, uMeroT QyHKIIMK COOBITHH.
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ITepexmtoueHus COCTOSIHUM TPOUCXOJAT IO TEM K€ YCIOBHUAM, UYTO W B MpeIbIAyIIeH
mojxcuctemMe. Tak ke paccMoTpuMm ¢parmMeHT koma u3 kiacca MagicBallController, xoTopsrit
JIEMOHCTPUPYET CMEHY TIOBEICHHUS:

private void OnTriggerStay2D(Collider2D collision)

{

if (collision.gameObject.tag == "Player" ||
collision.gameObject.tag == "NPC")

{
targetObject = collision.gameObject;
currentSpeed = baseSpeed * 1.5f;
SetStrategy (new AttackStrategy()):

if (collision.gameObject.tag == "Mercenary")

{

targetObject collision.gameObject;
baseSpeed * 1.1f;

SetStrategy(new EscapeStrategy()):

currentSpeed

}

Ecmu B mpemenax Tpurrepa oonexta Magic Ball maxomutcs o6bekt ¢ morom «Player» wnmm
«NPC», TO ycraHaBiuBaercst HOBoe cocrossuue new AttackStrategy() c¢ momomipio  MeToma
setStrategy(IStrategy strategy), koTopblii B KadecTBe MapaMeTpa MNPUHUMAET HOBBIA 9SK3EMILISP
MOBEJICHUSI  OTpeJieieHHoro kiacca. Ecim ke Haxoautcss oO0BeKT ¢ Torom «Mercenaryy —
yCTaHaBIUBaeTCs cocTosiHue new EscapeStrategy() ¢ moMompio Toro ke Metona setStrategy(IStrategy
strategy).

JlmarpamMma KJ1accoB WIPOBOTO YpPOBHsS 0€3 WCIOJIb30BAHUSI ITOBEIEHYECKUX IaTTEPHOB
MIPOEKTUPOBAHUS TpeACcTaBIeHa Ha pUcyHKe 19.

Abcrpakthbiii k1acc NoPatternUnit, Haciegyemslii oT BbllIeonucaHHoro kiacca BaseUnit,
ABISIETC POAUTENIEM BCEX KJIACCOB IIEPCOHAXKEH, UCIONIB3yeMbIX Ha 3TOM YpoBHE. Bce cocrosHus
OTHMCAaHBI B BUJIE MEPEUNCICHUS:

enum StateEnum { Idle, WalkLeft, WalkRight, WalkUp,
WalkDown, Attack, Escape, Player }

Kinacc NoPatternUnit comepxut B ceOe 3K3eMIUISp MepeUnciieHus, 1 MeTo bl setState(StateEnum
state) n getState(), MO3BONSIOIINE YCTAaHABIMBATH U IOJNyYaTh TEKyllee MoBelaeHHEe oO0BbekTa. MeTon
Movement() coaepkuT B cebe pealM3aldi0 JBHKCHUS BCEX TMOBEICHHUH, BBIOOP KOTOPBIX
OCYIIECTBJISICTCSI HA OCHOBE KOHCTPYKIIMU Switch, KOTOpast BHIMOIHSET OJI0K, COBMAAIOIIMNA C TEKYIIIUM
COCTOSIHUEM.

AolctpaktHbiii kiacc NoPatternUnit, HacieqyeMblii OT BhlleonucaHHoro kiacca BaseUnit,
SIBJISIETCSI POJUTEIIEM BCEX KIIACCOB IEPCOHAXKEH, WMCIOIB3YEMBIX Ha ATOM YpoBHE. Bce coctosHus
OTIMCaHBI B BUJIC TIEPEUUCIICHUS:

enum StateEnum { Idle, WalkLeft, WalkRight, WalkUp,
WalkDown, Attack, Escape, Player }

Kinacc NoPatternUnit comepxuT B ceOe 3K3eMIUIAp MepeurciieHus, 1 MeTo bl setState(StateEnum
state) u getState(), MO3BONSIOIINE YCTaHABIUBATh U IOJy4aTh TEKyllee MoBelaeHHEe oO0BbekTa. MeToj
Movement() comepkut B cebe peamu3anuio JBHKEHUS BCEX IOBEICHUHN, BHEIOOP KOTOPHIX
OCYIIECTBJISICTCS. HA OCHOBE KOHCTPYKIIMU Switch, KOTOpast BHIMOIHSET OJI0K, COBMAJAIOIIMNA C TEKYIIUM
COCTOSIHUEM.
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Puc. 19. [lnarpamMma kiaccoB 6€3 MCIIOIb30BaHuUS 1a0JI0HOB

s onpenencHus HanOosnee 3PQPEKTUBHOrO I1aldoHA JUTsl CO3JaHUS WIPOBBIX IMPHIIOKEHHI,

B kxadgectBe nmapaMeTpoB OLCHKHA BBI6paHBI CJICAYIOIHNE ITOKAa3aTCIIN:

NpoaHaIM3UPOBaHa pealn3alysi BEIOPAaHHBIX B 3TOW paboTe marTepHOB. B mensx cokpaieHus o0bema
3aHUMAaEeMOro KOJOM, W3 (parMeHTOB ObUI yZajieH KOJ CaMOM pealu3alud, NP 3TOM COXpaHeHa
OCHOBHAasi CTPYKTypa MeTo10B. DaKTUYECKU, B IPUMEPE, TIE HE UCIOJB3YIOTCS NATTEPHBI, B METOJE
Movement() peann3oBaHbI cpa3y BCe MOBEASHUS, YTO 3HAYUTEIHHO YBEIIMYUBAET pa3Mep Kiiacca U 00beM
KO/Ia ¥ CHIDKAET ero MOHUMaHHue ¥ YUTabeabHOCTh. [Ipn HeoOXxoaumMocT 100aBIeHNsI HOBBIX ITOBEICHUH,
BO3HHMKHYT CJIOHOCTH C IIOHHUMaHHEM M 4MTaOeNbHOCTBIO KOJA, YTO BJIEUET 3a cO0OW MpoOieMbl C
KOPPEKTHBIM HAaITMCaHWEM TpedyeMoro kojaa. B mpumepax peanuzanuii ¢ MOMOIIbIO MTOBEJCHUECKHX
MATTEPHOB TaKas MPOOJieMa OTCYTCTBYET, TaK KaK KaXKI0e KOHKPETHOE MOBEJIEHHE — OTJIEbHBIN Kilacc.
Ecnu notpeOyercst 100aBUTh AOTIONHUTEIbHBIE TOBEACHHUS, TO JOCTATOYHO OYIET NPOCTO CO3/1aTh HOBBIN
KJIacC C €ro OIMCAaHUEM 3TOr0 CaMOI'o IOBEJCHHUS.

- 0611[66 KOJIMYECTBO CTPOK UCIOJIHAEMOT'O KOJ1a (MGHLHICC 3HA4YCHHC Hpe,I[HO‘{TI/ITeJ'IBHee).

FJ'IY6I/IHa ACPCBa HACJICAOBAHUA — HauOOJBIINN OyTb IO HCpAPXUHU KJIIACCOB K JAHHOMY
KJ1accy (MGHBIHCC 3HA4YCHUC HpeI[HOLITI/ITeJ'IBHee).

OGH.[GC KOJIMYECTBO PCAJIM30BaHHBIX KJIACCOB.

B3anMo03aBUCHMOCTh KJIACCOB — OMPEJIEIIIeT YHUCIO0 KIacCOB, Ha KOTOPBIE €CTh CCHUIKH. B
pacuer OepyTcs VYHHUKQJIbHBIE KJIacChl W3 TapaMeTpOB, JIOKAIBHBIX IEPEMEHHBIX,
BO3BpAaIlaeMoOro  THIA, ©0a30BOro KkKijacca W aTpuOyToB  (MEHBIIEE  3HAYCHHE
MPEIMOYTUTEIBHEE).
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— CJO0XHOCTh OpraHu3alMy IUKJIOB — OIpEIeNseT YUCIO BETBeH (MEHbIlee 3HAUCHHE
MIPEATIOYTUTEIIBHEE).
— MHWHpekc ymoOcTBa MOANEPXKKA — OICHUBACT IMPOCTOTY OOCIYXKHMBaHUs Koja (Oosbliee

3HA4YCHHC HpCHHO‘ITI/ITCHBHCe).

MeTtprka WHAEKC YOOOCTBa MOAMEpKKH pa3paboraHa crnenmanuctamMu u3 Carnegie Mellon
Software Engineering Institute u paccauTsiBaeTCs 10 cieayromiei hopmyie:

MI = max (0, (171—-52 * InHV —0.23 = CC—

16.2 =Iln LoC =100

)

171 , TIe:

— HV — Halstead Volume, BbruucimrensHas CI0OXKHOCTh. Uem OonbIlle OmepaTropoB, TEM
OoJTpIIie 3HAYCHHUE 3TON METPUKH;

— CC — Cyclomatic Complexity — ci10kHOCTS OpraHH3aIMH IIUKIIOB, OIMCAHA BHIIIIE;
— LoC — konmudecTBO CTpPOK KOAA.

OTa MeTpuka MOXeT HpuHMMarth 3HadeHuss oT 0 po 100 M moka3plBaeT OTHOCHUTEIBHYIO
CJIO’KHOCTB MOAICPKKH Koia. YeM Oomiblie 3HAYCHUE STONH METPUKHU, TEM JIerde MOJICPKUBATH KO/I.

Jannpie mokazareneit 1, 2, 4-6 ObuH OmpeaeNeHbl aBTOMAaTHYECKH C TOMOIIBI0 BCTPOSHHOTO B
Visual Studio mHCTpyMeHTa aHanm3a — BBIUMCICHHE METPUKU KoAa. Bce pe3ynbTaThl mpecTaBiIeHBl B
Tabaure 1.

Ta6auna 1. CpaBHuTeNnbHAS TabIMIIAa TOKa3aTenei

Ne Kpurepuii Eél;;zl;:rm» EI(?(T)E?());IHHe» EziTepHa Bec
1 OO611ee KOJIMYECTBO CTPOK UCIIOIHAEMOTO KOJIa 118 130 116 1
2 I'myOuna nepeBa HacIIeJOBaHUS 7 7 7 3
3 KonudecTBo kiaccoB 14 14 6 2
4 B3anM03aBUCHMOCTD KJIACCOB 23 23 15 2
5 CH0XHOCTh OpraHU3aI[UH [TUKJIOB 68 68 62 2
6 Wupekc ynoOcTBa moaep KKu 82 80 80 1
Pesynbrart: 431 441 383

B cpaBuuTenpHOM Tabnuile, KpOME paHee PacCMOTPEHHBIX MapaMEeTPOB OLIEHKH, TaK K€ €CTb
Beca, ONpeAeISIIONe NPHOPUTET TOTO MM MHOTO napamerpa. VHTerpaloHHas OLeHKa BEICUUTHIBAETCS
o cienyomei Gopmyie:

[}

Z(SHEHEHH& KPHTEpDHHA; * BeC;)

i=1

I/IB CpaBHI/ITCJ'ILHOf/i Ta6J'II/IL[LI MOXHO CIA€JaTb BbIBOJ, 4YTO HMCIIOJIB30BAaHHC IIOBCIACHYCCKHX
MNaTTCPHOB NPOCKTUPOBAHUA B TCKYIICM IMPUIOKCHUN HE UMCCT HHKaKOﬁ I10JIB3H6I. XOTSI Ha CaMOM JI€Jie€
3TO HEC Tak. CpaBHI/IBaH HapaMeTpI)I 10 OTACIBHOCTH BHIHO, YTO paanua HeCymeCTBCHHa, a rae-To u
BOBCC 3CpKaJIbHasd. Tax K€ CTOUT B34Tb BO BHHMAHHUC pPAHCEC PACCMOTPCHHBLIC (1)paFMCHTBI KoJa,
ACMOHCTPUPYIOIIUEC TMPCUMYIICCTBA MCIIOJIB30BaHNd MOBCICHYCCKUX H_Ia6J'IOHOB. PaCCManI/IBaeMLIe
HIaG.HOHBI ITIO3BOJJISIOT MAaKCHUMAJIBHO HpOCTO szaHHTB nu JIO63BH$ITI) HOBBIC ITOBCIACHUSA I/IFPOBI)IM
oOnekTam. [Ipumeps! peanu3aiiy MoBeIeHYECKNX Ia0JI0HOB MPEICTABIEHBI B BUJeOMaTeprae.

[Ta6non «CoctosiHue» otnuuaercs oT «CTpaTeruw» TeM, YTO B IMEPBOM CIIy4ae COCTOSHHE
o0BeKTa MEHSeTCs 32 CUET KaKOro-TO 33/IaHHOTO BHYTPEHHEIO IMOKa3aTells, BO BTOPOM — OT BHEUTHHUX
ycnoBuil. B pabote B kadecTBe yCIIOBUS Iepexoaa ObUIH TPUTTEPHI MePCOHAXKEN, KOTOPhIE pearupoBalin
HAa HAXOXJCHUE WM OTCYTCTBUE BHYTPH Ce0s APYruX OOBEKTOB, MO3TOMY B paMkax paboThl Hanbolee
s dexktuBHBEIM Okazaiics martepH «Crparerus». [lladomon «CocTosHHE» MOXKET MOAOWUTH s Oosee

Kynbsrypa u Texnomorun, Tom 5, Ne 1



Peanu3zarus moBegeHYECKUX MIa0I0HOB MPOSKTUPOBAHUS
Ha IPUMEPE UTPOBOTO MPHUIIOKECHUS 36

Y3KOCHICIIHATU3UPOBAHHBIX UTPOBBIX MPUIOKEHUH, B KOTOPBIX COCTOSHUS OOBEKTOB MOTYT M3MCHSTHCS,
HaIprUMep, B 3aBHCUMOCTH OT BPEMEHH.
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Implementation of Behavioral Design Patterns
on The Example of a Game Application

V.V. Epp, I.S. Parshin
Penza State University, Russia

Abstract. In the age of active development of information technologies, optimization and acceleration
of application development without loss of quality plays an important role. Programming is a non-
deterministic process and there are a huge number of solutions for one task, which makes it difficult
for the programmer to choose a particular solution. Especially in the field of game application
development, where you need to create a high-performance application in a short time. This article
will cover the development of the game in the Unity environment using behavioral templates
(patterns) and without them. Design templates are only a General solution to a problem that can be
supplemented and adjusted to the necessary requirements. The design pattern names, abstracts, and
identifies key aspects of the overall solution structure, identifies participating classes and instances,
their roles, and relationships and functions — which ultimately allows you to use it to create a reusable
design.

Keywords: design patterns, Strategy pattern, State pattern, game development in Unity
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