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OO0’eKkT JOCHi/DKEHHS - TIPOIECH MOJCIIOBaHHA TaWM-MEHEKMEHTY Ta
yIpaBJliHHS 0ajJaHCOM MIXK Kap'eporo, 3I0pPOB'AM Ta OCOOUCTUM KUTTAM y OpMI iIrpoBOi
cuMyisinii . Merta poOoTH — MporpaMHa peanizallisi TeXHOJIOT1i CUMYJAIIT KUTTEBUX
NPIOPUTETIB, CTBOPEHHS IHTEPAKTHUBHOTO CEPEIOBUINA I JOCIIHKEHHS MAaTpHIl
Eiizenxayepa . Meroaun pociimkeHHS — OO0'€KTHO-OpIEHTOBaHE IPOEKTYBaHHS,
apxitektypHuit miaxin Clean Architecture, anropuTMidHe MOJEIIOBAHHS CHCTEM
MITYYHOTO 1HTENIEKTY.

VY kBamidikariiiniii po6oTi peandizoBaHo MOOUTEHUN nomaTok (2D Sandbox) ms
miatdopmu Android . Po3po6iieHO apXiTeKTypy, 10 0a3y€eThCs Ha CTPOrOMY PO3LICHHI
Ha Tpu He3anexHi mapu (Domain, Data, Presentation) . PeanizoBaHo irpoBuii IIUKII, 110
CKJIaJIaeThes 3 (Da3 yTPEHHBOTO TJIaHYBaHHS, JCHHOT CUMYIISIT Ta HIYHOTO BIIOYHHKY.
[HTETpOBaHO CHCTEMY BijleoymiB Ha 0a3i mrydHoro iHTedaekTy LTX 2.3 3 onTumizarltiero

3aBaHTaKeHHS yepe3 Addressables.

KarouoBi caoBa: Clean Architecture, indopmarmiiiHa cucrteMa, TYYHUN

iuTenekt LTX 2.3, Addressables.



SUMMARY

Demchenko Yu. M. Software implementation of a life priorities simulator for
mobile platforms. - Qualification paper in manuscript form.
Qualification paper for obtaining the bachelor's degree in specialty 122 - Computer

Science. - Polissia National University, Zhytomyr, 2026.

Object of the study - processes of modeling time management and managing the
balance between career, health, and personal life in the form of a game simulation. Aim
of the study — software implementation of the life priorities simulation technology,
creation of an interactive environment for exploring the Eisenhower matrix. Methods of
research — object-oriented design, Clean Architecture approach, algorithmic modeling of
artificial intelligence systems.

The qualification paper implements a mobile application (2D Sandbox) for the
Android platform. An architecture based on a strict division into three independent layers
(Domain, Data, Presentation) has been developed. A game loop consisting of morning
planning, daytime simulation, and night rest phases has been implemented. A system of
video loops based on LTX 2.3 artificial intelligence with loading optimization via

Addressables has been integrated.

Keywords: Clean Architecture, information system, artificial intelligence LTX 2.3,
Addressables.
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HEPEJIIK YMOBHHUX ITO3HAYEHD

I13 — nporpamue 3abe3neueHHs

I — mTyYyHU IHTEAEKT

API| — Application Programming Interface (mporpamuuii inTepdeiic goaaTka)

GDD — Game Design Document (1oKyMeHT reiiM-au3aiiHy / TEXHIYHE 3aBJIaHHS TPH)
GUI — Graphical User Interface (rpadiunuii inTepgeiic kopuctyBaua)

HUD — Heads-Up Display (4acTrHa Bi3yajabHOro iHTEpdEHCy, 1110 MOCTIHHO
BiJ0OpakaeThCsl HA €KpaHi IMij yac Tpu)

IDE — Integrated Development Environment (iHTerpoBaHe cepe1oBuUIIe PO3POOKH)
MVC — Model-View-Controller (apxiTekTypHuii mabdioH NpoeKTyBaHHS «Mo1emb-
Burnsn-Kontponep»)

SO — ScriptableObject (cepiamizoBanuii KoHTelHep qaHuX y pyurii Unity, 1o
BUKOPUCTOBYETHCA JIJIs1 30€peKeHHsI KOH(ITypalliii)

SRS — Software Requirements Specification (cnenudikariis BUMOT A0 MPOrpaMHOTO
3a0e3IeueHHs )

Ul — User Interface (inTepdetic kopuctyBayda)

UX — User Experience (10cBig KOpucTyBaua)

Q1-Q4 — Quadrants (kBaapantu MaTpuili Efizenxayepa, 1110 BU3HaA4arOTh PiBEHb

Ba)KJIMBOCTI Ta TEPMIHOBOCTI1 3aB/IaHb)



BCTYII

CydacHuil TemMn pO3BUTKY LHU(PPOBOrO CYCHUIBCTBA Ta  MIJBUIIEHHS
IHAUBIIYaTbHOTO TICUXOEMOIIMHOTO HAaBAaHTAXKEHHS BHUMAaraloTh BHCOKOTO PIBHS
IHCTPYMEHTaJbHOT MIATPUMKU MPOILECIB 0COOUCTOI edekTuBHOCTI. OnTumizais
PO3MOALITY YaCOBUX PECYPCIB Ta YNPaBIIHHSA OaaHCOM MK MPOQECiiHOI NisUIBHICTIO,
3I0POB’SIM, COIliaTi3alll€l0 Ta BHYTPIIIHIM CBITOM € KPUTUYHO BKJIMBUM 3aBJaHHSIM IS
3ano0iraHHs €MOIIHHOMY BUTOpaHHKO Ta amatii. OJaHuUM 13 HaWOUIbII JIEBUX
METOJIOJIOTIYHMX 1HCTPYMEHTIB TalM-MEHEKMEeHTY € Marpuns Eiizenxayepa, ska
J03BOJISIE TIPIOPUTE3YBATH 3aBAAHHS 3a KPUTEPIIMU BaXIJIMBOCTI Ta TEPMIHOBOCTI.
[IpoGnema BHCOKOTO PIBHS CTpeCy, BIJCYTHOCTI ONEPAaTHBHOTO CAMOKOHTPOJIIO Ta
CKJIQJHOCTI yTPUMAHHS KUTTEBOro OajaHCy B yMOBaX CYYacHOTO JIMHAMIYHOIO
CepeIOBHUIIA 3yMOBIIFOE HEOOXITHICTh BIPOBA/KCHHS CIICIIIA/Ii30BaHUX IHTEPAKTHBHUX
CUCTEM MOJICIIIOBAHHS PillICHb.

BukopuctanHs cydacHHX TEXHOJIOTIM IrpOBHX PYIIiiB Ta METOMIB CUMYIISAII B
peaJpHOMY 4Yaci J03BOJISIE€ 3A1MCHIOBATH HAOYHWN MOHITOPHUHT HACIHIJKIB IIOAECHHOTO
BUOOpPY KopucryBaua. [IpoTe icHyroui pilieHHsS B IHIYCTpPIi KUTTEBUX CHUMYJISTOPIB
4acTO 30CEpeKeHI Ha CIPOIIEHUX EKOHOMIYHHMX aclekTax abo MarTh HAaJIUIIKOBO
CKJIAJHY apXITEKTYpY, III0 HE BPAXOBYE MyalIbHOI MPUPOIU PIIIEHb Ta IXHHOTO MPSMOTO
BIUTMBY Ha (DI3UYHMIA 1 MEHTAJIBHUU cTaH TOAWHU. Po3poOka BiIacHOr0 MOOLIBHOTO
irpoBoro gomartka st miargopmu  Android, moOymoBaHoro Ha 0a3l YHMCTHUX
aApXITEeKTYPHUX MMiAXOMiB 0€3 3alBOro YCKJIQJHCHHS JIOTIKH, JO3BOJIUTH 3a0€3ICUUTH
TOYHE MOJICTIOBAHHS KUTTEBOTO UKy KOPUCTYBaya, MiABUIIUTH HAOYHICTh PO3MOILITY
MPIOPUTETIB T4 CTBOPUTH 3PYYHUN AHATITHUYHUN IHCTPYMEHTApid IS JOCIIIKCHHS
CTparerii ycmixy Ta BikuBaHHSA. lle minTBepaKye axkTyalbHICTH OOpaHOi TeMu
kBamiikariiftaoi poOoTH.

Meroro poboT € po3poOKka Ta TMporpamMHa peamizaiis MOOUTBHOTO irpOBOTO
Jo/laTKa I aBTOMATH3aIlii CHUMYISINi KUTTEBUX MPIOPUTETIB Ta JOCIIHKCHHS
cTpaterii TutanyBaHHs Ha 6a3i Marpwuriti Eiizenxayepa.

J{ns1 mocarHeHHS METH OyJI0 MOCTAaBICHO TaKl 3aBAaHHS.
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1. TlpoanainizyBaTi NpeAMETHY 00JacTh, TCOPETUUHI 3acad TallM-MEHEIKMEHTY
Ta ICHYI0Y1 IPOrpaMHi pIIEHHS y cepi IHTEPAKTUBHUX KUTTEBUX CUMYJISTOPIB.

2. OOrpyHTyBatu BUOIp METO[IB, MOJENEH Ta IHCTPYMEHTAJIbHUX 3aCO0IB IS
PO3po0OKHU KpocIIaTGOPMHOTo MOOUTBHOTO J10/1aTKa.

3. ChpoektyBaTu apXiTeKkTypy iH(MOpMaIiiiHOT CHCTeMHM Ha 3acajax YHCTHUX
apXITeKTYpPHHUX MIJIXO0/1B, BKJIIOYAIOUM CTPYKTYPY NaHUX KOH(irypauiil Ta iHtepdeiicu
B3a€MOII ii 1mapis.

4. Po3poOutu mporpaMHe 3a0e3MeYeHHS CHUCTEeMH [JIsl 300py CTaTUCTHKH
TUTAaHYBaHHS, aBTOMATUYHOI TeHeparlii IOJEHHUX MapHIpyTiB, 0OpOOKH BUIAJIKOBUX
1BEHTIB Ta JUHAMIYHOT'O BIATBOPEHHS MEI1aKOHTEHTY.

5. IlpoBectn TtectyBaHHs po3pobieHoro I3 Ta omiHUTH €(EeKTUBHICTh 1
CTaOUTbHICTh HOTO (DYHKIIIOHYBAaHHS Ha LIUTbOBIM MOOUIBbHIN TIaTGopMmi.

O6’exT MOCHIIHKEHHST — MPOIEC PO3POOKH MPOrpaMHOTO 3a0e3NeUYeHHs] CUCTEMU
TalM-MEHEPKMEHTY Ta YIpaBIiHHSA J>KUTTEBUM OaylancoM y (opmi I1HTEpaKTHUBHOT
CUMYJISAIIA.

[Ipeamer mochimXeHHA — METOJIH, apXITEeKTYpHI MaTepHU Ta IPOrpaMHi 3aco0u
PO3pPOOKH CHCTEMH KUTTEBUX MPIOPUTETIB Y MOOITBHOMY CEPEIOBHIIII.

Jlist BUpILIEHHS TOCTABJICHUX 3aBAaHb Y pPOOOTI BUKOPHUCTAHO TaKi METOIH
JOCIIJDKCHHS :.CHCTEMHUN aHali3 - JJId JOCHIDKEHHS CTPYKTYpU B3a€EMO3B'SI3KY
KUTTEBUX chep Ta (HopMyBaHHS (PYHKIIOHAIBHMX BHMOT JI0 CHCTEMHU; 00 €KMHO-
OpiEHmMoBane MOOeNO8AHHA Ma NPOeKmy8aHHs 3a 0onomozorr mosu UML - nns
Bi3yanizaiii, TPOEKTYBaHHS Ta MOOYJOBHM THYYKOI apXiTeKTypud MPOTPaAMHOTO
3a0e3neueHHs; apximekmypuuii po3noodin 3a npunyunamu Clean Architecture - nns
YiTKOrO0 BiJIOKpEMJICHHS Oi3HEC-JIOTIKM BIJ] TEXHOJIOTIYHOTO PYIIiS Ta CHCTEM
KoH(DIrypaiii;uemoou iepoo2o npoepamy8anHs ma MooiIbHOI po3pobKy - s pearizari
Core Loop, anropuTMmiB MTYy4YHOTO IHTEIEKTY, CHCTEM ACHHXPOHHOTO 3aBaHTAKCHHS
Addressables Ta ontumizartii BinTBopeHHs BigeonotokiB Ha 6a3i I (LTX 2.3); memoou
mecmysanns 113 - 1 IHCTPYMEHTAJIbHOI MEPEeBIPKH HATIMHOCTI, BIIMOBOCTIMKOCTI Ta

MIBUAKO/11 pO3p00JIEHOTO T0aTKA.



OCHOBHI pe3yJIbTaTU JOCIIKEHHS OYJIM BUCBITIIEHI V:

Hemuenko FO.M. I[HdpopmaiiiiHa TEXHOJOTiS CHUMYJAIIi NPIOPUTETIB JKUTTA Y

MixHapoaHil HaykoBO-TipakTH4HIKM KoH(epenii British-Ukrainian Academic Congress
19-21 uepBusa 2026 poky, M. Manuecrep, Bennka bputanis.

Hemuenko HO.M. [llopiBHAIBHUN aHAI3 MPOrpaMHMX 3ac00IB  PO3POOKHU

TEXHOJIOT1i cUMyIIii npiopuTeTiB xkuTTs y 3rd International Scientific and Practical

Conference “The Future of Science: Emerging Research and Technological
Innovations”June 22-24, 2026 Helsinki, Finland

[IpakTnyHe 3HAYEHHS OTpPUMAaHUX pe3yibTaTiB. Po3pobiiena iHpopMmariitHa
cucTeMa MoOKe OyTHM BUKOpPUCTaHa SK IHTCPAKTUBHUN HAaBUAJbHUN TpEHAXEp IS
HIBUIICHHS 0COOMCTOT €(EKTUBHOCTI Ta OCBOEHHS METOAMK TalM-MCHEIKMCHTY.
BripoBa/keHHsI CHCTEMH [IO3BOJIIE aBTOMATH3yBaTH MpoleC 300py aHAITUKH
IIOJICHHOTO TUTAHYBAaHHS KOPHCTYBaua, 3HW3UTH alapaTHe HaBaHTaXCHHS Ha MOOUTBbHI
NPHUCTPOT TPH PEHIACPUHTY BaXKKUX BiJICONMOTOKIB IITYYHOTO iHTEJICKTY 3a JOIIOMOTOIO
Render Texture Ta 3a0e3me4ynTH TpaBliB YHIKAJIBHUM aHATITUYHUM BEPAUKTOM MO0
napaMmeTpiB IXHbOI YCHIIIHOCTI Ta JOBFOCTPOKOBOIO KUTTEBOTO BHKUBAHHS.

Crpykrypa Ta ob6csar pobdoru. Kpamidikarmiiina poGoTa cKIagaeThecs 31 BCTYIY,
TPHOX PO3JAUTIB, BACHOBKIB, CIIMCKY BUKOPUCTAHKX JKEepel Ta gojatkiB. [loBHUIA oOcsT
pobotu ctaHOBUTH 36 cropiHOK. PobGora micTuth 2 — Tabmwmii, 5 pucyHkiB. CHCOK

BUKOPHUCTAHUX JKEPEJ BKJIIOUae 26 HallMEHyBaHHS.


https://naukainfo.com/conference?id=134
https://www.eoss-conf.com/en/archive/the-future-of-science-emerging-research-and-technological-innovations-22-06-26/
https://www.eoss-conf.com/en/archive/the-future-of-science-emerging-research-and-technological-innovations-22-06-26/
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PO3/ILI 1. AHAJII3 IPEAMETHOI OBJIACTI TA ICHYIOUHUX PIIIEHD

1.1 AHaJui3 npouecy MO II0BAaHHS TaliM-MEHE/IKMEHTY Ta ;KUTTEBUX NPIOPHUTETIB

[Ipomec ympaBiiHHS BIACHHUM YacOM Ta KHTTEBUMH IPIOPUTETAMHU € CKIIATHOIO
0araTopiBHEBOI CHCTEMOIO, OCHOBHOIO METOI SKOi € 3a0e3NedYeHHS TapMOHIHHOTO
OanaHCcy MK Kap'€pHUM 3pOCTaHHSM, (DI3UYHUM 3]I0POB'SIM, COLIAIbHUMU 3B'SI3KAMH Ta
BHYTPIIIHIM TICUXOJIOTIYHUM cTaHOM. fIK 3a3HavaroTh (axiBIil y cdepi mcuxosnorii Ta
NPOAYKTUBHOCTI [2, 3], cydacHi MiIXOaW JI0 TalM-MEHEHKMEHTY MEPEeXOASATh Bif
POCTOr0 CKJIaAaHHs ChNUCKiB 3aBiaaHb (To-Do lists) g0 riambokoro ycBiIOMIICHHS
HACJIJIKIB KO’)KHOTO BHOOpPY. B yMOBaxX cy4acHOro pUTMY JKUTTS el MPOIIEC BUMArae
iHTerparii aHAIITHYHOTO MUCIICHHS Ta PO3YMIHHS AyajdbHOI MPUPOAU Oyab-saKOi Jii:
BUTPAYaOYM Yac Ha JOCSITHECHHS YCHIiXy B OJHINM cdepi, JIIOJUHA HEMUHYYE KEPTBYE
pecypcamMu 1HIIO1.

[Ipomec mIaHyBaHHS Ta OIIHKK €(QEKTUBHOCTI TPAAMIIIHHO CIIMPAETHCS Ha
BukopuctanHs Matpuill Eitzenxayepa, sxa po3auise 3aBAaHHs HA YOTUPHU KBAJAPAHTH 3a
KPUTEPISIMU BXKIMBOCTI Ta TEPMIHOBOCTI. 3 TOUKH 30py KOMIT IOTEPHUX HAYK Ta reiiM-
nu3aiiny [4], mel mpolec ineanbHO JSTaE B OCHOBY apXITEKTypu IHTEPaKTHUBHOI
CUMYIJISALII, Ie TOJIOBHUM 3aBJaHHSM € MepeBeACHHS a0CTPAKTHUX MICUXOJOTTYHUX CTaHIB
(cTpec, MopaJib, BUTOpPAHHS ) Y YiTKI MaTeMaTH4YH1 MOJIEJIi Ta iIrpOB1 MeXaHIKH. [ 0JI0BHOIO
poOJEeMOI0 ICHYIOUOTO TMIAXOAYy JO HaBYaHHS TalM-MEHEI)KMEHTY € BIJICYTHICTb
HAOYHOI Bi3yasizallii JOBroCTPOKOBUX HACHIIKIB MPUHHATHX PIIICHB.

BaxxnmBuM acmekToM MpOEKTYBAaHHS TaKHMX CUMYISATOPIB € po3poOKa aaeKBaTHOL
apxiTeKTypHOI MoJiei. 3T1IHO 3 CyJaCHUMU MIPaKTUKAMH po3po0KH irop [5], epexkTuBHa
CTPYKTypa MPOEKTY MOBHUHHA 3a0e3MeuyBaTH HE JIMIIE PO3PaxXyHOK CTATiB, a il THYYKY
CUCTEMY BHUIIQJKOBHX IMOJI, 1[0 IMITYIOTh pPealibHi )XHUTTEB1 (hopc-Maxopu, GopMyrOdn

y KOpHUCTyBaya HaBUYKHU aJamnTallii.

1.2 Orasig Ta NOPIBHAJIBHUI aHAJII3 CHCTEM-aHAJIOTIB

st po3pobku edektuBHOro irpoBoro cumynsitopa (IC) HeoOXimHO mpoBecTH

KPUTUYHHUM aHaN13 ICHYIOUMX PIIIE€Hb, 1110 MPEJCTABICH] HA pUHKY MOOUIBHUX J10JATKIB.
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3riiHO 3 JOCIIIKEHHSIMU PUHKY [6], cydacHi mporpamu y 1ii cdepi knacudikyroThCcs Ha
YTWITH JAJI1  OPOAYKTUBHOCTI (TpPEKEpH 3BUYOK) Ta MOBHOILIHHI pO3Ba)KalbHI
CUMYJIITOPH JKUTTH.

OcHoBHUMH 00’€KTaMH aHaJI3y B MeXax AaHoi podoTu obopano irpu «The Sims

Mobiley, «BitLife» ta reiimidikoBanuii Tack-meHemxep «Habiticay.
I'pa «The Sims Mobile» [7] — HallBiZOMIIMI CUMYJIATOP SKUTTA 3 PO3BUHEHOIO
rpadikoro. [IpoTe, sik 3a3HaYalOTh JOCHIITHUKY T€MM-Iu3aiiHy, MOAI0H1 CUCTEMU MalOTh
3minieHuit Gpokyc y 61K eKOHOMIKM, OYJIIBHUIITBA Ta KacTomizailii. BoHU He CTaBisATh
mepes TpaBIeM J>KOPCTKUX YMOB BW)KMBaHHS Ha OCHOBI peallbHUX 1HCTPYMEHTIB
IUTaHYBaHHS poO0YOro yacy.

TexcroBuit cumynsatop «BitLife» [8] — momynsipHa rpa, mo (QOKyCyeThcs Ha
OpUMHATTI kUTTEBUX pimeHb. Ha BimMiny Binm The Sims, BOHa OXOIUTIOE BCE JKUTTSA
nepcoHaxka. IIpore msi rpa He Mae TPOCTOPOBOI Bi3yai3ailii, HE BHUKOPHUCTOBYE
IHCTpyMeHTH Ha kmranT Marpuni Eifzenxayepa nnsi IIOJEHHOTO IJIaHYyBaHHS, a
HACJIIIKK BUOOPY YacTO € aOCOIOTHO PaHA0MI30BaHHMHU.

Honatok «Habiticay [9] — knmacuunuii Tack-Tpekep 13 enmemeHTamu RPG. Sk
BKa3yloTh aBTOpH [ 11], 11€#1 10AaTOK 4y/TOBO MOTUBYE JI0 BAKOHAHHSI pyTUHHUX 3aB/IaHb,
npoTe BiH He € «micouHunero» (sandbox), sika 6 MojentoBana CaMOCTIMHE IrpoBe
cepenoBuiie 3 hazaMu JHsSI, CHOM Ta €EMOIIITHIM BUTOpPaHHSIM MEPCOHAXKA.
st oOTpyHTYBaHHS TIepeBar MPOEKTOBAHOI CHUCTEMHU TMPOBEJCHO TOPIBHSIHHS 3a

KJIFOUOBHMH TEXHIYHUMH Ta TeUM-IH3aliHePChKUMH KpuTepisimu (nuB. Tabm. 1.1).
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Tabmuus 1.1. [lopiBHsIbHA XapaKTEPUCTUKA MOOUTBHUX JJOJIATKIB Ta CUMYJISITOPIB

Kpurepiii The Sims = BitLife = Habitica  IIpoexrtoBana IC
Mobile
[aTerpaniss Martpuiii - - - +
Enzenxayepa
MopnenoBaHHs CTaHy - - + +
BUTOpaHHs/anatii
I'enepanis  aBaTapiB - - - +

Ha 0a3si LII-Bizeo

Huxmiaauit TaiM- - - - +
meHemkMeHT  (Core

Loop)

He3zanexna Clean - + + +

Architecture xony

VY3araJbHIOIOUH Pe3yIbTaTH TPOBEJACHOIO TOPIBHAIBHOIO aHami3y (IuB. TaOI.
1.1), MoxHA 3pOOMTH BHCHOBOK, IO JKOJHE 3 ICHYIOUHMX pillleHb He 3abe3redye
MOEAHAHHS PEANTBHOTO IHCTPYMEHTY TalM-MEHEDKMEHTY 3 TJIMOOKOK Bi3yallbHO-
HapaTUBHOIO CUMYIISITIEIO.

30kpeMa, KOMEpIliiiHI CUMYJISTOpU TEpEeBaHTAXKECHI 3alBUMM MeEXaHIKaMH, a
YTWIITH IJI IPOAYKTUBHOCTI HE JAlOTh IrPOBOTO 3aHYpPEHHS. TaKuM YHMHOM, pO3poOKa
MIPOEKTOBAHOTO CHUMYJIATOPA YKHUTTEBUX MPIOPUTETIB € OOTPYHTOBAHOIO Ta JIOILIHHOIO.
OcHOBHUH akIEHT y po0oTi Oyne 3po0iaeHo Ha CTBOpPEHHI ipoHiuHOT 2D-micounutli, 1o
MOEJTHYE CYBOP1 MpaBWIa TUTAHYBAHHS 13 JUHAMIYHOIO BI3yaJIbHOIO CHCTEMOIO PEaKITii

aBaTapa Ha BUCHQKEHHS Ta YCIIIX.

1.3 ®opmyBaHHs QYHKIiIOHAJBLHUX TA HeQYHKIIOHATBLHUX BUMOT 10 CHCTEMH.

OOrpyHTyBaHHSI BUOOPY T€XHOJIOTIYHOT O CTEKY

Ha ocHoBi anani3y npeaMeTHoi 00J1acTi Ta HEJOJIKIB ICHYIOUUX ITPOBUX PILIEHb,
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BU3HAYEHO TEPENIIK BUMOT JI0 MPOEKTOBAHOTO cumyisitopa aiusa miargopmu Android.
3rigHo 3 MetozoJoriero po3podku 113 [12], BuMoru noauIstoThest Ha (PYHKIIOHATIBHI Ta
He()yHKIIIOHATIBHI.

OyHKI[IOHAJIbHI BUMOTH BU3HAYaIOTh IFPOB1 MEXaHIKU Ta MPOLECH, 5Kl CUCTEMA
noBuHHa 3abe3neuyBaTtu B pamkax Core Loop (irpoBoro mnukiy). Moayns «PankoBe
IUIaHYBAHHS» OPIEHTOBAHMM HAa B3a€MOJII0 KOpHCTyBaua 3 iHTepdeiicoM Matpuili
Eiizenxayepa. Moro (yHKIIOHANTBHICTE BKIIFOUAE TTOBHOGKPAHHE BIKHO 3 4 KBaJpaTaMH,
cucremy drag-and-drop s mepersryBanHs ¢imok chep xurts (3mopos's, Kap'epa,
Comianizanis, BHyTpimHiil cBiT) Ta BadiAaliio 3allOBHEHOCTI MaTPUIl MEpe] CTapTOM
TTHSL.

OyHKIIOHAJIbHI MOXKIIMBOCTI MOAYJA «JleHHa CUMYJIAIIsS» OXOIUTIOIThH MPOIECH
aBTOMAaTH30BAaHOTO TEPEMIIIeHHsI TepcoHaka (4epBOHOI Touku) 1Mo 2D-pamap-kapTi.
Cucrema MOBMHHA T€HEPYBAaTH MapIIpyT Ha OCHOBI 00OpaHUX KBaPAHTIB, PO3PaXOBYBATH
TPUBAJICTh B3aeMoAli B OyaiBiasx (Bim 3 1mo 8 cexkyHa) Ta JMHAMIYHO 3MIHIOBATH
MIBUJKICTh PYXY 3aJIEKHO BiJ] pIBHS CTPECY MEePCOHAXKA.

Monyns «EventManagery npu3HaueHHd AJis [EHTpaiti3oBaHOT 00poOKU IrpoBUX
noii. Y #oro Mexxax peanizyeTbes pO3paxyHOK IIAHCIB CIIPallbOBYBAaHHS MIKPO-1BEHTIB
npu BXOJ1 B Oy/iBIi, 3yIIMHKA IFPOBOT0O Yacy IMpHU TMOSB1I MOJAIBHUX BIKOH, a TaKOX
riobanpHa 00poOKa Makpo-iBeHTIB mij 4ac (a3u cHy (pa3 Ha S5 aHiB). JlomaTkoBo
cUcTeMa MOoBUHHA (POPMYBATH MiJACYMKOBY aHAJITUKYy (BEpAHWKT) 1o 3aBepuieHHi 100
ITPOBHX JHIB.

HedyukmionanbHi BUMOTM BH3HA4YalOTh TEXHIYHI OOMEXKEHHS Ta CTaHIapTH
po3poOku. 30KpeMa, BUMOTH 10 MPOIYKTUBHOCTI MependadaroTh CTaOUIbHY YacTOTY
kanpiB (He menmre 30 FPS) Ha MOOUIBHUX TIPUCTPOSIX CEPETHBOTO I[IHOBOTO CETMEHTA.
ApXiTeKTypa MPOEKTy Mae OyTH CTPOTO PO3JUIeHA Ha TpU HezaexkHi mapu (Domain,
Data, Presentation) 3a mpunamumnamu Clean Architecture, 6€3 BUKOpUCTaHHS HAIITUIITKOBO
cknagHoi mapagurmu  Domain-Driven Design (DDD). BaxnauBoio BuMOrowo €
ormrtumizaitis nam'sti: 3aBantaxkenHs llI-sizeonymiB (popmar .mp4, H.264) nmoBuHHO
BimOyBaTHCs acWHXpOHHO depe3 cuctemy Addressables, a ams ix mayOmtoBaHHS B

iHTepdeiici Mae BUKOpUCTOBYBaTUCA TexHousoriss Render Texture, 1o yHEMOXIUBIIOE
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NepeBaHTaXEHHS Mpolecopa NOABIMHUM J1eKo yBaHHAM. OKpeMo1o He( YHKI10HATBHOIO
(reiimM-nu3aliHepCHhKOI0) BUMOTOIO € TIOBHA BIJICYTHICTh KOHIIEMIIIT «CMEPTI» MEepCoHaka
— rpa 3aBepUIyeTHCS (DI3SUYHUM BUCHAXKEHHSM a00 YCIIIIHOIO CTAPICTIO.

BuOip TeXHONOTIYHOIO CTEKY € KJIIFOUOBUM €TarlOM MPOEKTYBAaHHS I'PU, OCKLIBKH
BiH BHM3HAYa€ MPOAYKTUBHICTh, MAacCIITa0OBAaHICTh Ta MOXJIMBICTh KpPOCIUIAT(HPOPMHOI
KOMIUIALIL. 3 OISy Ha BUMOTU JO CHCTEMHM, 30KpeMa HEOOXITHICTh po3poOku 2D-
iHTepdeiiciB, podoTH 3 MeAiadaiiiaMu Ta CKIAIHOK0 apXITEKTYPOIO JaHUX, TOLUIBHUM €
BUKOPUCTaHHS Npo(deciitHOro irpoBoro pyuris.

Hns po3pobku ob6pano muardopmy Unity Engine i3 BUKOpUCTaHHSIM MOBHU
nporpamyBanns C#. Takuii BUOip 3yMOBIICHHI MOTYKHOIO KOMIIOHEHTHOIO 6a30t0 Unity
Ui cTBopeHHs 1HTepdeiiciB kopuctyBaya (Canvas, Ul Toolkit), BOymoBaHumMwu
1HCTpyMeHTaMu Juist pobotu 3 Bifeo (Video Player) ta mmpokumMu MOKIUBOCTSIMH IS
cTtBopeHHs MOOUThbHUX 301pok i OC Android. Ha Binminy Big pymiiB Ha kitant Unreal
Engine, Unity igeanbHO MiAX0AuTh sl 2D-MICOYHUIL 3aBASKH MEHIIIOMY OBEpPXEIY
(HaUTUIIIKOBOCT1) PEHIEPUHTY Ta IPOCTOTI ONMTUMI3AIlii.

Jlns peanizantii apxiTekTypu 0a3u gaHux (30epiraHas napameTpiB OyiBelb, MMyiIiB
no1ii, KoHpirypaitiii crapToBux npodutiB) 0opano BOymoBanuit y Unity iHCTpyMeHTapii
ScriptableObjects. Ile pimenHs go3Boisie mMoBHICTIO BuHecTH Data Layer y pemakrtop,
3a0e3Ieuyoud THyYKe 30aaHCyBaHHs TP (3MIHY JENbT IOKa3HUKIB, IIAHCIB T011i) 6e3
HEOOX1THOCT1 BTpY4YaHHs B IporpaMuuii koa C#.

Jlns reHepartii Bi3yaJlbHOTO KOHTEHTY (YHIKaJIbHUX 3aIlMKJICHUX BiJeoaBaTapiB Ta
(OHOBHX POJUKIB) BUKOPHUCTaHO reHepaTuBHy Heipomepexy LTX 2.3. Ile mo3Bommio
CTBOPUTH BUCOKOSKICHI aHIMaIlli peakilii mepcoHaka Ha 3MiHY CTaTiB 0€3 3alydeHHs
CTOPOHHIX XYyJIOKHHUKIB Ta aHIMAaTOPIB.

VY mpomeci HamMcaHHS KOJY BHUKOPHUCTOBYETHCS IHTETPOBAHE CEPEIOBHILE
po3pobku JetBrains Rider. JIns mpoexkTyBaHHS apXiTeKTypu 3aCTOCOBYETHCS MATEPH
Event-Driven MVC, mo m03Boyisie BiIOKpEMUTH Oi3HEC-JIOTIKY IMiIpaxyHKy CTaTiB
(Model) Bix BizyansHOTO BimoOpaxkenHs B Unity (View).

Takum uyMHOM, OOpaHUN TEXHOJIOTIYHUN CTEK € 30ajJaHCOBAaHMUM, BIANOBIJIAE

Cy4YaCHUM CTaHJlapTaM MOOUIbHOI pO3pOOKH Ta MOBHICTIO 3aJOBOJIBHSIE apXITEKTYpHI
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BUMOTM [0 TMPOEKTY, TAPAHTYIOUM CTaOUIBHICTh Ta MOXIIMBICTh MOAAJIBIIOTO

PO3LINPEHHS CUCTEMH.

BucHoBku 10 po3aiay 1

Y nepmioMmy po3aiii BUKOHAHO KOMILIEKC TEOPETUYHUX Ta aHATIITHUYHUX
JIOCJIIJIPKE€Hb, CIIPSIMOBAHUX Ha PopMyBaHHS 06a3uCy JJ1s1 CTBOPEHHS MOOLIBHOTO iIrPOBOTO
CUMYJISITOpA.

[IpoanamizoBaHo TpeaMETHY OO0JacTb MOJETIOBAHHS TalM-MEHEIKMEHTY Ta
KUTTEBUX MPIOPUTETIB. BUsBIEHO qyalibHy MPUPOY PO3MOALTY PECYPCiB OCOOMCTOCTI
Ta BU3HAYEHO, L]0 T'OJIOBHOIO MPOOJIEMOIO ICHYIOUHX IT1J1X0/11B 10 HABYAHHS € BIICYTHICTh
HAOYHOI Bi3yasizallii JOBrOCTPOKOBUX HACHIJIKIB MNPUHHATUX pimieHb. [IpoBeneHo
NOpiBHSIbHUM aHani3 cucteMm-aHanoriB (The Sims Mobile, BitLife, Habitica). 3a
pe3ysbTaTaMH aHalli3y BCTAHOBJICHO, IO KOJHE 3 ICHYIOUMX KOMEPILINHUX pIIEHb YU
TacK-MEHE/DKEpiB He 3abesmedye iHTerpamito kinacuyHoi Marpumni Eizenxayepa y
MMOOKY Bi3yallbHO-HApPaTUBHY CUMYJIAIIIO, 11O OOTPYHTOBYE MOILIBHICTH PO3POOKH
MIPOEKTY Y BUTJISAI ipOHIYHOT 2D-T1icOYHMUIII.

CdopmoBaHO Ta CHCTEMATU30BaHO TEepeTiK GYHKIIIOHATBHUX (MOIYJl PAHKOBOTO
IUIaHYyBaHHSA, JIGHHOT  CHUMYJISAIT  MapumipyTiB, IEHTPali30BaHOTO  OOpOOHMKA
EventManager) Ta HeQyHKIIOHAIBHUX BUMOr (cTabiipbHa YacToTa  KaJpiB,
apxitektypHuii posnoain Clean Architecture Ta onTumizaiis BimeonoTokiB Render
Texture).

OOrpyHTOBaHO BHOIp TEXHOJOTIYHOTO CTEKYy Ta IHCTPYMEHTAJIBHHUX 3ac00iB
po3poOku. JloBeeHO AOUITBHICTh BUKOPUCTAHHS KPOCIUIAT(OPMHOTO IrpOBOTO PYIIIis
Unity, MmoBu niporpamyBanHs C# Ta koHTeiHepiB ScriptableObjects ns Bunecenns Data-
mapy B PEIaKTop, a TaKoXX TeHepaTuBHOi Heripomepexi LTX 2.3 ana ontumizarii

CTBOPEHHS Bi3yaJIbHOTO KOHTEHTY.
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PO3II1JI 2. TIPOEKTYBAHHA APXITEKTYPHU TA PO3POBKA CUCTEMUA

2.1 Po3po0ka apXiTeKTypH CHCTEMH Ta MOJeJIi B3a€EMO/1il KOMIIOHEHTIB

Ha ocHoOBI (hyHKITIOHATTEHUX BUMOT, BU3HAYEHHUX Y MEPIIOMY PO31I1 poo0TH, OYII0
CIPOEKTOBAHO OaraTOpIBHEBY apXITEKTypy I1H(QOpMALIHOI CHCTEMH MOOUIBHOTO
J10J1aTKa, OPIEHTOBAHY HAa OOpPOOKY Ta CHUMYJISLIIO JIOTTUHUX MapaMeTpiB y pealbHOMY
yaci. 3 ypaxyBaHHSIM BUCOKHX BUMOT JI0 PO3IIMPIOBAHOCTI, BIIIMOBOCTIMKOCTI Ta YITKOTO
pPO3MEXYBaHHS 30H BIIMOBINAJIBHOCTI, 3a apXITEKTYpHY OCHOBY OOpaHO MiAXi[
apxitektypHoro po3auieHHs: Clean Architecture y moeaHanHi 3 mabinonom Event-Driven
MVC (Model-View-Controller). Ha mpoTuBary HaJJMIIKOBO CKJIAIHIA Mapaaurmi
Domain-Driven Design (DDD), takuii BHOip A03BOJISIE CYTTEBO 3HH3UTH 3B'S3aHICTh
KOMITOHEHTIB cucTeMH 6e3 30UIbIICHHS KOJI0BOT 0a3M Ta YCKIIaIHEHHS il CYIIPOBOY.

3anporoHOBaHa apXITEKTypa OXOIUTIOE TpU HE3aleXKH1 piBHI 0OpoOKM Ta
NPEICTaBIICHHS JaHHX:

Domain Layer (PiBenp Oi3Hec-noriku): PeamizoBanuit Ha 06asi uuctoro C# i
MOBHICTIO 130JIbOBaHUH Bif] 010:110TeK irpoBoro pymiis (UnityEngine). Bin MicTuTh 6a30Bi
CyTHOCTI ctany nepconaxa (PlayerData), nmpaBuna Baminaiii MaTeMaTHYHUX MOJeENEH
(rakux sk iHgekc Omaromoaydus Well-Being Index) Ta BHyTpilIHI CHCTEMHI
nepepaxyBaHHs (€Tanu JHs, CPepu KUTTS).

Data Layer (PiBenr manux): [loOymoBaHuii 13 BHKOPHCTaHHSM KOHTCHHEPIB
cepianizarii ScriptableObjects. Lleit map BucTynae aHanorom pessiiHoi 0a3u JaHuX y
MOOUTBHINA TCOYHUIN, JI¢ 30epiraloThCs CTaTU4HI KOoH(iryparlii irpoBoro OajaHcy,
napametpu aenbt OyaiBens (BaseBuildingConfig), mynu wmakpo Ta MIKpo-TIOJiid
(EventConfigSO) ta mpecetn noyarkoBux npodiniB (CharacterProfileConfig).

Presentation Layer (PiBenb npencraBnenHs): 3abe3neuye Bizyami3aiio Mpolecis,
iHTepdeiic kopuctyBada (Canvas Ul), moriky pyxy Mapkepa Mo pajiyc-KaprTi
(NavmeshMovement), creidT-mamuuy irpoBux (a3 miag KepyBaHHSIM IIEHTPAIHLHOTO
cunritona GameManager Ta cucteMy BIATBOpeHHs acuHxpoHHuX [1-BuaeonymiB uepes
VideoPlayer ta Addressables.

Mogens B3aeMoJllii KOMIIOHEHTIB CHUCTEMHM Oa3yeTbCsl Ha MPUHIMMOAX CIa0KOI
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3B's13aHoCcTl (Decoupling) 3a nomomorow neneratiB MoBu C# (System.Action).
KoMIoHEHTH NMpakTUYHO HE MaKOTh NPSIMUX MOCWIAHb OJAMH Ha ofHoro. Ilicis Toro sik
o0'ext nanux (PlayerData) 3miHI0€ cBOi mapameTpu, BiH iHiuitoe noairo OnChanged. Ha
10 TO/JI1I0 PeaKTUBHO Mifnucani rpadiuni exementu intepdeiicy (PlayerStatsHUD), siki
MUTTEBO OHOBJIOIOTH BIJOOpaXeHHs mporpec-0apiB KopUCTyBaueBl. Bzaemonis
MNIACUCTEM Y MeXax IrpoBOro JHS peai3yeThCsd 3a HACTYIHUM CIEHAPIEM:
PlanningManager ¢ikcye koopaunatu drag-and-drop eixeMeHTIB y MaTpuIli IIaHyBaHHS,
nepeaae MacuB o0paHux chep y MoIyib cTpareriyHoro ranyBanHs PlayerBrain, sikuit
CBOEIO YEProl0 pO3paxoOBY€ UYEProBICTh MEPECYBAHHS Ta MEpeaae LUIbOBI TOYKH Ha
00poOKy acucteHTy HaBiramii. [lomiOHMII peakTUBHUN MIAXiJ TrapaHtye Oe3neKy
KepyBaHHS MaM'ATTIO Ta BUKIIOUA€ BUHUKHEHHS KpUTUYHUX 3aTpuMoK (latency) mig yac
CUMYIJIAILIT Mpollecy Ha HiTboBiN iaTdopmi Android.

JletanpHa CTpPYKTypHa cxeMa B3aeMojli MeHemkepiB Presentation-piBHs,
KOH(Iryparis *KUTTEBOTO IIUKIY CLIEHU Ta CXEMaTU4YHE MPEJICTABIICHHS apXITEeKTYpHUX

3B's13KiB Clean Architecture HaBeneni y Jomatky I

2.2 O0’€KTHO-OpPiEHTOBaHE MO/IEJTIOBAHHS CUCTEMH 3 BUKOpUcTaHHsAM UML-

aiarpam

Jlns Bizyanizarii CTpYKTYpH Ta MOBEIIHKA MOOUTBHOTO CUMYJIITOPA 3aCTOCOBAHO
moBy MozemoBanHss UML (Unified Modeling Language), sika gae 3mory dhopmainizyBaTu
BUMOTH IO CHCTeMH Ta 3a0e3leunTH OJHO3HAUYHE TPAKTyBaHHSA JIOTIKH i
dbyHKI1IOHYBaHHS Ha eTari po3pooku. UML-MonentoBaHHs 103BOJISIE€ Y3rOAUTH OadeHHS
JIOTIYHUX TPOIIECIB, MIHIMI3YIOUM PHU3UK KOHIENTYadbHUX TOMIJIOK IMPHU peaizarii
B32€MO/IIi MK CJIOTaMH IJIaHYBaHHS, MEHEHKEPOM MOl Ta TPUTepaMu JIOKAITIH.

VY mporeci MOJIETIOBaHHS PO3TIITHYTO (PYHKI[IOHAJIBHI, CTPYKTYpHI Ta TUHAMIUHI
acrekTu cucteMu. OyHKITIOHAIBHI MOXJIMBOCTI ONMHUCYIOTHCS 3a JTOTIOMOTOIO JIiarpaMu
BapiaHTIB BUKopucTaHHA (puc. 2.1), sika BimoOpaxae OCHOBHI poJti Ta crieHapii B3aeMoii
KOPHUCTYBada ¥ CHCTEMHUX MOAYJIB. Y MeXaX JaHOi CUCTEMH KIIFOUOBUMH aKTOPaMHU
Bu3HaueHo ['paBus (KopuctyBaua), ueHtrpanpHuii KoHTposjep GameManager Ta

nigcuctemy oopoOku noaiit EventManager.
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Eventhanager (Mogyrs nogjii)

Pucynok 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS CUCTEMU

[IpencraBnena niarpamMa BapiaHTiB BUKOpucTaHHa (puc. 2.1) dopmamnizye
(GYHKIIOHAIBHY CTPYKTYPY CUMYJISITOpPA YEPE3 B3AEMOJII0 aKTOPIB, JI€ IIEHTPAJIbHE MiCIIe
3aiimae mnpeneneHT «PopmyBanHs Martpulll EifzeHxayepa», 1m0 € 0OOB'I3KOBUM IS
cTapTy irpoBoro mpoiecy. I'paBerns B3aemojie 3 iHTepdeilcoM uepe3 NpereeHTH
pO3CTaHOBKU (DINIOK Ta MEPErjsiay MOTOYHUX CTaTiB, ToAl sk GameManager iHilit0€
MpereaeHTd 3MiHM (a3 JTHA Ta PO3PaxXyHKY C€BOJIOIII JKUTIA M dYac HIYHOTO
BIMOYMHKY. 3B’si3kM Tumy «include» BimoOpakaroTh, IO TPOLEC CUMYISALIl Pyxy
000B'SI3K0BO BKJIFOYAE TIEPEBIPKY PIBHS CTPECY Ta BaJiAAIlilo BXOAY B TpUrep OymiBii, a
3B’SI3KM TUNTY «extend)» OMMUCYIOTh YMOBHHUU 3aITyCK BUMAJAKOBUX TOJIN MPU KPUTHIHUX
MOKA3HUKAX BUCHAKCHHS.

CratnuHy CTPYKTYpy CHCTeMH (OpMai3oBaHO 3a JOTIOMOTOIO JiarpaMM KIiaciB
(puc. 2.2), sxa onucye CKiIaj i B3aeMo3B’ 3ku 0cCHOBHHX cyTHOCTelH Core Loop cuctemu.
Bona ¢ikcye apxiTekTypHU# MOALT HA MOJIET, KOHTpOJepH Ta KOHQIrypaliiHi Ki1acu

ScriptableObjects.
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efionoBefawours
PlayerController

o PlayerBrain brain
0 Mavmeshilovement movement

Presentation Layer (Unity)

@ eSingietans
GarrelEnager

0int CurrentDay

@ void StartDay()
o void EndDay()
@ void ProcessMightRoutine()

@u,im-

eidonoBeRawows
FlayerStaisHUD

0 PlayerData model
o void UpdateUl()

E'Y
r3ingiefans
Eventianager
0 List<EventConfigBCe MicroEventsPool

0 List<EventConfigEC= MacroEventsFPoal

» void MoveToNex{Target{) & void CheckForMicroEvent|LifeSphereType sphere)
. f . o void TriggerMacroEvent()
o woid OnTriggerEnter2D{Collidar2D col) & void PauseSimulation()
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| a

@ PlayerBrain
0 List<BaseBuildingConfig= dailyRoute

o woid CalculateRoute{Matrix data)

& BaseBuildingConfig GetNextDestination{) g ;ii:eTBﬂﬁgﬁ;é::;féﬁgﬁﬁg(]

@ eidonoBefawouwrs
Building

0 BaseBuildingConfig config

0 VideoPlayer videoPlayer | wATpErayfs

wcnocTepiras {OnChanged)s

{ 1
|
| sarperauinz |
| |

Data Layer {ScriptableCbjects) |

e SeTiplabieCEjects
BaseBuildingConfig

o LifeSphereType Sphere
o float CareerDelta

o float HealthDelta

o float StressDelta

o float Duration

sScnintabieObjects

EventConfig0

© string EventMame

o string Description

o kool IsPositive

o LifeSphereType TargetSphere
o float ModifierValue

Scriptahie0bjecty
CharacterProfileConfig

o string ProfileMame
i PlayerData StartingStats

\"-..?csmupumyen ,-"ixsn:upmma}.re-

%

\ 7 Domain Layer (YucTii C#)
."-.. _."'. ¥

\_ () Piayerats

(B)LesohereType | © float Health

o float Career

Health o float Socialization
Career o float Morale
Socialization o float Stress
InternalWarld o Action OnChanged
o float CalculateWBI()
o void ApplyModifiers(float h, float c, float 5)
—

Pucynok 2.2 — Jliarpama kiaciB iHbopMaIiiHoi cuCTeMH
Onuc cTaTUYHOI CTPYKTYPH HA PHUCYHKY 2.2 NEMOHCTPYE JIOT14HI 3B’S3KH MIXK
o0’extamMu. 30Kpema, 3B’SI30K THUMY «arperaris» Mk kmacamu PlayerController ta
PlayerBrain Bka3ye Ha Te, 1m0 KOHTPOJIEp BUKOPHUCTOBYE MO30K SIK CTpPATETil0 st
JUHAMIYHOTO PO3paxXyHKY MapuipyTy 3a kKoopauHatamu OyniBenb. Kiac PlayerData

BHUCTYTIA€ K YUCTA MOJICIb JAHUX, 1110 HE 3aJICKUTh B1J] Bi3yadbHUX KOMIIOHEHTIB Unity.
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3B's30k kiacy Building 3 6a3oBuMm kondirom BaseBuildingConfig peanizoBanuii uepes
MTOCWJIAHHS, 10 JO3BOJISIE JUHAMIYHO 3YUTYyBAaTH MaCHBH JICIbT OKA3HUKIB (HATPUKIIA,
Career +15, Stress +10) 6e3 npsaMoro 3amrMBaHHs JOTIKU B KOJI.

Jlns BimoOpakeHHST IMHAMIYHOI TMOBEIIHKA CHUCTEMU PO3POOJICHO aiarpamy

MOCJITIOBHOCTI (puC. 2.3), sika ONUCY€ MPOLIeC B3a€EMOJIT PU JOCIATHEHH] TPAHCTIOPTHUM

MapKepoM (4epBOHOIO TOYKOIO) LTHOBOT OymiBii Ha KapTi.
%ﬂ | ’ ] ‘ y ] ‘ PlayerController SphereSystem | Building ] \ EventPopupUl ‘ PlayerData ‘
3anonkeT MaTpuLly HocHxayapa
Havousaer "Havars aews”
StartDay()
OnDayjtarted
Generateltinerary()
NaywnTs 3garlan 1o copepam
MBPWRYT AHA
Lloop,/ [Ann raupoid Tosscn wapuipyra]
MoveTolBuilding)
i
Noxaa eMaeo paoGpaNeHHA
L
‘OnpepeneHme BPEMEHH OMHABHHA
[k [Bumana cysaiioe cofime (305)]
i ShowEvent()
OrpipasTs coliumre
Npssenus adeperTsl cobmA
MipsaseniTs Ghaomie Mo pHITOpS:
Interactiog Complete
Aevi 3gnepwin
Tlepexoj s Night

PlayerController

| =]

EventPopupUl | PlayerData

l SphereSystem I Building ]

Pio

Pucynok 2.3 — Jliarpama rmociioBHOCTI ITPOIECY B3a€MO/IIT 3 Oy IiBIICIO

Jliarpama TOCIiZOBHOCTI BigoOpaka€ 4acoBY B3a€EMOJIF0 MK KOMITOHCHTaMU
cucTeMH Mia vac (ikcarlii BXoay B Tpurep Oyaisii. Ha miarpami moka3zaHo mociai0BHICTh
nepemadi curHany Bin (isugHoro Tpurepa g0 PlayerController, 3BepHeHHS 10
EventManager mist po3paxyHKy NIaHCY BHITQJIIHHS MIKPO-1BEHTY, 3YNMUHKY IrPOBOTO
qacy, BimoOpaxeHHs BikHa Action Bubble na expani Ta ny0iroBaHHS BiZICOTIOTOKY B
inTepdeiic Ul-ABartapa. J[ana Moens J03BOJISE MpOaHATi3yBaTH JUHAMIYHY ITOBEIIHKY
CUCTEMU Ta BUKIIIOYUTH MOXJIMBICTh BUHUKHEHHS «TOHOK JaHWX» MPHU OJHOYACHOMY

OHOBJIEHHI JE€KUIBKOX ITOKA3HUKIB.
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JleTanbHUN MOKPOKOBUM ClieHapiii 0OpOOKU TaHUX Yy YaCOBOMY PO3pi31 HaBEACHO

y TaGmumi 2.1.

Tabmuis 2.1. — Cuenapiii: "Bxia TpancniopTHOro Mapkepa B Tpurep OyiBii Ta

Yac O0'exT-
BinnpaBuuk

0 BuildingTrigger

1 PlayerController

2 EventManager

3 EventManager

4 Ul_WindowMa
nager

5 PlayerData

Moaudikaiis moka3HUKIB"

[ToBigomieHHS

OnTriggerEnte
r2D(Collider)

CheckForMicr
oEvent(lifeSph
ere)

PauseSimulatio
n(Time.timeSc
ale=0)

OpenModalWi
ndow(EventCo
nfigSO)

ApplyStats(Del
taModifiers)

NotifyOnChan
ged()

O06'exT-
OtpumyBau

PlayerController

EventManager

GameManager

Ul_WindowMa
nager

PlayerData

PlayerStatsHUD

Onuc

dikcarist JOCATHEHHS
TOYKHU MPU3HAUYCHHS Ha
KapTi.

3anuT Ha PO3PAXyHOK
BUITAAKOBOI mo/ii Ha
OCHOBI1 KBaJpaHTa.

IIpusynuHenns
IrpOBOTO Yacy npu
MO3UTUBHOMY pILIEHH1
PO 1BEHT.

[rimanizamis ta
BHUBEJICHHS BIKHA 1BEHTY
3 TEKCTOM Ta BIJEO.

Moaudikarris
XapaKTEPUCTUK
MIEPCOHAXKA TTiCIIs
3aKPUTTS BiKHA.

PeaktuBHE  OHOBIICHHS
mporpec-6apiB Ha eKpaHi
KOpHCTYyBaua.

Hiarpama misuibHOCTI (Activity Diagram) BUKOPUCTOBY€ETHCS ISl MOJCITIOBAHHS

ITOPUTMIYHOT JIOTIKM BUKOHAHHS MPOIIECIB MEPEBIPKHU CTAaHY NEPCOHAXKA Ta KOHTPOIIIO

HacTaHHs (a3u BuropaHHus (Amarii).
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?

IHigianizayin HoEora irpoBora QHe

v

AnepHenns oo mogen ganax PlayerDala

¥

AnANII NoToMHDM nokaandss Morale

v
'L—iir,sur:-_.-_-z-n? !l'

Mpumycosui nepexig ¥ crad “Anarisn® [Baropasns) AHania NaTCMEDND NoEAIHAED Siress
T I
Jacracysann rmabanssur wrpathia Slress = T |
lmugrcre nepecysanms: -50%

Mpupict cuok Kap'cpae: -T0% . : . :
Mepexig ¥ cran "Becomn Cmpeac” Mepexig ¥ crad "Hopaans s

' v ’

Curmaniauis intepdiesicy Ul WindowhManagear

| Tovcrocyeaes aebodutny BoranoaneHns Sasomdx I
l WskagicTe nepecysanns; -30% raoadrikaropie | 100%)
Sasan ramerins nyny Wi-sigeonynis
LN cTaHy "BecHasese”

Curmanizaum inrepeiacy Ul Windowhanager

¥

AU TAMEHHA MY CTAHGAPTHAX
WI-migeanynis anxrapa

¥

¥

Mepegaua deidaneids mogedisaroois
v komnohesT PlayerContraller

¥

Owikyearmn poocTanooky hiwor y Marpaui

v

Mepexin oo diaam "Jensa cawynauis® (Core Loap)

)

Pucynok 2.4. — Jliarpama JissIbHOCTI

Hiarpama aisimbHOCTI (puc. 2.4) OMHUCY€E aJITOPUTM IIOJEHHOI MEPeBIPKU PIBHS
MICUXOEMOIIIMHOTO BHCHa)xeHHs. [Iporec 3amyckaeTbCs MIOpaHKY Ta BKIIFOYAE aHAI3
MOTOYHOT BETMYMHHM TOKa3HMKa Morale. Y pa3i BUSBIEGHHA KPUTHYHOTO TaJIHHS
nokasHuka 70 0, cucteMa MpUMycoBO TIEPEBOANTH MEPCOHAXKA B JOTIUHMM cTaH Apathy,
aKTUBYIOUM 3HIDKYBaJbHI KOE(IIIEHTH: MIBUAKICTH MEPECyBaHHS YEPBOHOI TOUYKH
ypizaeTscs Ha 50%, a Oyab-skuii mpupict odok Kap'epu B Odici mrpadyerscsa Ha 70%.
SKIIO MOKa3HWK B MeXaX HOPMH, CHCTEMa 3aCTOCOBYE CTaHIAPTHI MOAHMQIKATOPH

IIIBUJIKOCT1 HA OCHOBI PiBHS CTpecCy.
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2.3 IIpoexkTyBaHHA CTPYKTYPH AaHuX KoHirypauii (Ingosoriuauii Ta

AATAJOTIYHUN PIBHI)

[IpoekTyBaHHS CTPYKTypH MaHUX € (YHIAMEHTAIBHUM €TaloM CTBOPEHHS
cucteMu. OCKUIbKM MPOEKT peanizyeTbcst Ha 0a3i irpoBoro pyuriss Unity, KiacMUHHM
miaxig 13 BukopuctanHsaM pensaiiianx CYB/] (na xmrant PostgreSQL) 6yno 3amineHo
Ha OUIBII THYYKY Ta MPOAYKTUBHY B YMOBaX MOOUIBHOI PO3POOKH apXITEKTypy
koH(pirypamiiaux koHTelHepiB ScriptableObjects. Ile 103BoMMIO CHPOEKTYBaTH
CTPYKTYpY JIlaHUX Ha MPHUHIIMIIAX HOpMaJli3ailii, MiHIMi3yBaTu AyOatoBaHHA iHQopmarlii
Ta BUHECTH HaJAIITYBaHHS IrPOBOT0 OanaHCy (JeIbTH CTaTIB, IIISAXHU J0 BiJI€O, TEKCTOBI
OTHCH 1BEHTIB) Oe3nocepeiHbo B iHciekTop Unity.

CTpyKTypHa cXeMa JIOTIYHHX 3B'SI3KiB MK ejeMeHTamu Data-mapy npejicraBieHa
y ¢opmi KOHIENTYyalbHOI aiarpamu KoHirypamiit (puc. 2.5), mo € anamorom ER-
niarpamu 171t 6€30a30BUX IFPOBUX CUCTEM.

AHani3 CTPYKTYypH JaHUX KOH(]Irypamiii g03BOJsSE€ BUIUIUTA  KJIHOUYOBI
B3a€MO3B'SI3KM THUIY «OJUH-I0-0araTboX» MK UEHTPAIbHUM SIIPOM CHCTEMH Ta
Habopamu koH(piriB. Kmac CharacterProfileConfig micTutrh modaTkoBiI HalamITyBaHHS
nepeKkocy craTiB s craprta rpu. KoxkeH 00'ekT OymiBiIi TOCWIAETHCS Ha CBIM
BaseBuildingConfig, ne inkancynsoBano nepepaxyBants LifeSphereType ta crpykrypy

JIEJIHT TOKA3HUKIB.



Data Layer (Kondpirypauii Dazy naHux)

rEcriptabieObjects

CharacterProfilaConfig
o string ProfileMame eSCrptabieChiects
o string ProfileDeseription EventsDiatahase
° float StartHealth o List<EventCanfigSO> MicroEvents

o float StariCareer o i
o float StartSocialization o List<Ey nfigS0= MacroEvents

o float StartMorale Y
o float StartStress |

rxarpemu,inx
_ I
w SCriptabie Ohjects @ e ScrptabieOhjacts
BaseBuildingConfig EventConiigS0

@ string BuildingMams

o LifeSpheraType TargetSphere

o float CareerDelta

o float HealthDelta

o float StressDelta

o float MoraleDelta

o float SocializationDelta

o float BaseDuration

o AssetRefarence Backgroundyideo

o string EventTitle

o string DescriptionText

o bool IsPositive

o LifeSphereType TargetSphere
o float CareerModifier

@ float HealthModifiar

o float StressModifier

2 float MoraleMaodifier

o AsseiReference A \ideoloop

 ZEKDPHCTCEYED | aEMHOPACTOBYES
4 ¥
® LifeSpheraType

Health
Caresr
Socialization

InternalWorld [Temple)

24

Myn iz 160 migpo-ieexTiE
13 20 makpo-isesTis

BueopwcTansA AscetReference
23MIETE MPAMKE NOCRNEHE
AEONRS Z3EHTAXYESTH EIGED
3CMHEpoHKD wepes Addressables

Pucynok 2.5. — Jliarpama koHirypariit

baza manux moniit po3aijieHa Ha JBa MyJIH: TJI00ANIbHI MaKpo-iBeHTH (MacuB 13 20

MOOUTBHOMY TPUCTPOT.

M,

yHikanbHux EventConfigSO) Ta BHYTpIIIHBOJEHHI MiKpo-iBeHTH (myna i3 160 mTyk,
CTporo posnofiieHux 1mo 40 oIWHWIL HAa KOXKHY 3 YOTHUPHOX JKUTTEBHX cdep). Taka
CTPYKTypa TOBHICTIO 3aJJ0BOJIbHSAE (DYHKIIIOHATbHI BUMOTH CHCTEMH, 3a0€3MeUyr0un

IIBUJIKUH JTOCTYN JO JAaHUX 0e3 HEoOXITHOCTI BUKOHaHHS BaXkux SQL-3anmuTiB Ha
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2.4 AnropurMmiyHe 3a0e3ne4eHHs1 00POOKHM irpOBHUX JaHUX Y PeajbHOMY 4aci

AnroputmivyHe 3a0e3MeueHHs1 CUCTeMH 0a3yeTbCs Ha IUKITYHINA 00poO1l BXITHUX
napaMeTpiB TUIAHYBaHHS Ta iX 3ICTaBICHHI 3 MaTeMaTHYHUMHU MOJEISMU BHKUBAHHS.
OCHOBHMM aJTOPUTMOM € Tpolieaypa moaenHoro nukiny (Core Loop), sixa kepye dhazamu
JTHSI Ta OOYMCIICHHSIM (PIHATBHUX MOKA3HUKIB.

ANropuT™M MNepeMillleHHS Ta TalM-MEHEIXKMEHTY ONepye >KOPCTKO OOMEKEHUM
4acOBUM BIKHOM. YucTHll yac aeHHOT cuMysiii ckianae 30 ceKyHa peanbHOro vacy. 3
HUX 23 CEeKyHIU PO3MNOAUISIOTHCS MUK OyAiBISIMU BIANOBIAHO JO MPIOPUTETIB
kBazpanTiB Matpuil Eiizenxayepa (8c + 7¢ + Sc + 3¢ = 23¢). Ha nepemitienns mapkepa
MDK OYJIBJISIMU QJITOPUTM BUILISE€ KOHCTAHTHI ~7 CEKYHJ. Y BHUIAJIKY, SKIIO y MOJEN1
naHux napamerp Stress > 70, alroput™ MiJCUCTEMHU HaBiraiii aBTOMaTU4HO MOAUPIKYE
0a30By MIBUJIKICTB pyXy 00'ekTa, 3HMWKYI0UH ii Ha 30%.

JIist MiHIMi3a1[li HAaBaHTaXXEHHS Ha mpolecop MooubHOTrO pucTpost Android min
yac BiarBopeHHs Baxkkux IlI-BigeodaiiniB, aiaroputM MNpe3eHTAUIMHOTO MIapy
BUKOPUCTOBYE MeXaHI3M KemryBaHHsI TekcTyp RenderTexture. Ilpu Bxomi B Tpurep
OyIiBIIl 3alyCKaeThCs JIMIE OJIUH eK3eMIUlap aekoaepa VideoPlayer, sikuif TpaHCiioe
BIJICOTOTIK Y BIPTyaJIbHY TEKCTypy, a BXX€ BOHa TapajeilbHO 1 CHHXPOHHO
BimoOpaxaetrhcsi y n1Box Ul-kommonentax Rawlmage (B Tyuui aii Haj OyniBiero Ta y
BIKHI CTallilOHapHOTO apaTapa), IO JO03BOJISIE YHUKHYTH TOJBIMHOTO JIEKOJYBaHHS 1
yrpumyBatu ctabinbHi 60 FPS. JleramizoBana norika (yHKIIOHYBaHHS OCHOBHOTO

anroputMy o0poOku (a3 mHs y BUTIIAI OJIOK-CXeMHu HaBejaeHa y JlogaTky B.

BucHoBku 10 po3aiay 2

Y npyromy posnini kBamidikaridiHoOi poOOTHM BHKOHAHO KOMIUIEKC POOIT i3
CUCTEMHOI0 MPOEKTYBAHHS, 00’ €KTHO-OPIEHTOBAHOI'O MOJICTIOBAHHS Ta alrOpUTMI3alii
iHbOpPMAITIITHOT TEXHOJIOT1T CUMYJIAIIIT )KUTTEBUX TIPIOPUTETIB.

st popmanizartii CTpyKTypH Ta JUHAMIYHOI MMOBEIIHKH CUMYJISITOpPA MPOBEEHO
00’€KTHO-OpPIEHTOBaHE MOJICIIOBAHHS 13 MOOYJOBOIO Ta JMOCHiMKeHHSIM Takux UML-

Jiarpam:
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JiarpaMy BapiaHTIB BUKOPHCTaHHS — JUIsl BU3HAYEHHS (DYHKI[IOHAJIBHUX MEX
CUCTEeMH Ta CIIeHapiiB B3aemoii akTopiB (I'paBenb, GameManager, EventManager);

niarpamu kiaciB — Juis Qikcarii ctatuuHoi ctpyktypu Core Loop mpoekTy Ta
B32€MO3B'13KIB MK MOJEIIAIMH JIAHUX, KOHTPOJIepaMu Ta KOH(DIrypauiiiHumMu o0'ekTaMu;

aiarpaMy  TOCHIZOBHOCTI (13 CYNPOBIJHUM TOKPOKOBHM CLEHApieM) — IS
JeTaiizalli 4acoBOro po3pizy B3aeMOAli KOMIIOHEHTIB i 4ac BXOAY TPaHCIOPTHOTO
Mapkepa B Tpurep OyaiBii;

JiarpamMy  JisSTBHOCTI — Ui alTOPUTMIYHOTO OIMKCY TPOIENYypU IOJECHHOT
NEPEBIPKU CTaHIB MEPCOHA)Xa Ta KOHTPOJIIO MEPEXOJy B peXUM amnatii (KIIHIYHOIO
BUTOpaHH).

3amicTh knacuuHux pensniiaux CYBJl po3pobaeno 6e3 6a30By CTPYKTYpY AaHHUX
HAa OCHOBI HOpMali3oBaHUX KoHTeiHepiB ScriptableObjects (BaseBuildingConfig,
EventConfigSO, CharacterProfileConfig), mo peanizye 3B'S3kH THUIY «OAUH-O-
Oaratbox» Ta 3a0e3neuye MHUTTEBHM JIOCTyNm 10 irpoBoro OanmaHcy Ha Iuiatdopmi
Android.

OOrpyHTOBaHO aNrOpUTMIYHE 3a0€3MEUEHHS CUCTEMH B peaJIbHOMY 4aci, 30KpeMa
MaTeMaTU4YHY MOJIEJIb PO3MO/ILTY YaCOBUX BiKOH 3a MaTtpureto Eiizenxayepa, AMHaMIYHY
MoAM(IKAIIIO MBUIAKOCTI PYXY MPU KPUTHIHOMY CTPECI, a TAKOXK JITOPUTM ONTUMIi3aIlii

pennepunry IIII-BineoaBarapiB uepe3 kemryBanHs y RenderTexture.
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PO31JI 3 TIPOI'PAMHA PEAJII3BALISA TA TECTYBAHHA CUCTEMHA

3.1 Peauizanis sapa Oi3Hec-jaoriku (Domain Layer) Ta kondgirypauii (Data Layer)

CepBepHo-nOriyuHa Ta KOH(QIrypamiiHa 4YacTUHM 1HQOpPMaLiiHOI cUcTeMH
MOOUTBHOTO J0/1aTKa peali3yI0Th YUCTY O13HEC-TIOTIKY OOpOOKHU MOKAa3HUKIB IEPCOHAXKA,
3a0e3MeuyloTh KepyBaHHA IyJdaMd TOJIA Ta HaAalTh CTPYKTYpPOBaHHM 1HTepdeiic
JOCTYyIy JIO0 JaHWX JUIsl 3aBaHTaXEHHS KOHTEHTY. ApXITEKTypa Koay moOyaoBaHa
BIJIMOBIIHO 70 MpUHIUMIB apxitektypHoro miaxony Clean Architecture, sxuii
3a0e3neuye 130JS1II0 fpa CUCTEMHU Bl 30BHINIHIX (PEHMBOPKIB Ta TEXHOJOTTYHUX
PYIIIiB.

OcHoBoro peanmizamii sapa cuctemu BuUcTynae uuctuii C#-xmac PlayerData
(Domain Layer), mo noBHicTio BinokpemieHuit Big 616miotex UnityEngine. Le no3Bonse
CTBOPIOBATH HaJ1MHI1, HE3aJIEKH1 Bl pyIIisl 00UHMCIIIOBAIbHI MPOIECH, 10 BIAMOBIIAI0Th
KaHOHIYHOMY CTHITIO PO3POOKH CKJIaTHOTO IporpaMHoro 3ade3nedeHHs. [lepenaBanns ta
MoaudikaIlis CTaTiB 3IIMCHIOETBCS 4Yepe3 BHYTPINIHI CTPYKTYpH JaHUX 13
BUKOPUCTaHHSIM MaTemMaTuyHoro oOmexkeHHs Mathf.Clamp, mo € cranmaptom mis
3ano0iraHHs BUXO1y YMCJIOBUX MapaMeTpiB 3a Mexi aianazony [0, 100].

Jns miaTpuMKH poOOTH KOH(ITypaliifHOro Imapy Ta BHKIIOUEHHSI BaKKHX
pensauiianx 0a3 JgaHMX HAa MOOUIBHIA 1Iat@opMi BHUKOPHCTAaHO TEXHOJIOTIIO
ScriptableObjects (Data Layer), mo 3a0e3neuye jgerkoBaroBe 30€pexeHHS CTaTHUHUX
JaHUX y Mam'siTi IpUCTporo. 3actocyBanHs ScriptableObjects 3HaUHO 3MEHIITYE 3aTPUMKHU
(latency) mpu 3umMTyBaHHI TMapamMeTpiB IBEHTIB Ta JeNbT Oy/iBeNb y TOPIBHAHHI 3
TPaAUIIHHUMHU MeXaHi3MaMu JJoKanbHUX 0a3 ganux SQL i € eheKTHBHUM PIllICHHSIM JIJIS
MOOUTBHUX CUCTEM CHMYJIAIIIi.

CepBepHo-irpoBa Jorika Mmapy JaHUX BKIIOYA€ MOJYJI Balifaii MOYaTKOBHX
npodimi (CharacterProfileConfig), Bu3Ha4YeHHs BIUTMBY KOHKPETHHX JIOKaIiil Ha 0asi
BaseBuildingConfig, a Takoxx aHamizy NMCHXOEMOIIHHOTO CTaHy INepcoHaka. MeToau
[IEHTPAJI30BAaHOTO OHOBJICHHS XapaKTEPHUCTHK MIMPOKO 3aCTOCOBYIOTHCA B ITPOBUX
CUCTEMax IITYYHOTO 1HTEJICKTY /IS peaKTHBHOT 3MIHHM TOBEIIHKA 00'€KTIB 3aJI€KHO BiJT

3Ha4YeHb MOKA3HUKIB. Y pa3l BUABICHHS NajiHHS napamerpa Morale 10 KpuUTUUHOTO
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HYJISA, IPO CUCTEMU aBTOMATUYHO MEPEBOAUTH MEPCOHAXKA Y CTaH «Anatii» (KJI1HIYHOTO
BUTOpaHHS), 1HIIIIOIOYM 3aCTOCYBaHHS 3HIKYBalbHUX KoedimieHTiB (mtpad -50% o
mBUaKOCTI pyxy Ta -70% no npupocty ouok Kap'epu B Odici).

J171s1 B3aeMO/I1i MK MOJIEJUTIO JTaHUX Ta iIHTepdeiicom peanizoBaHO OKpEeMU piBEHb
3B's13Ky Ha 0a3l apxiTekTypHoro mabiony Event-Driven MVC. Takuii niaxin 103Bosie
MOBHICTIO BIJOKPEMUTH TMPUKIAAHY JIOTIKY MIAPaXyHKY BiA (I3UYHOI Mojeml
Bi3yallizailii, 1[0 CyTT€BO MiJIBUILYE HAAIMHICTh, NIATPUMYBaHICTh Ta MACIITA0OOBaHICTh
nporpaMHoro 3abesneueHHs . BukopucranHs generatiB System.Action 3a0e3neuye
Oe3rnepediitHy 0O0poOKy MOl 3MIHM  XapaKTepUCTHUK, 10 MIATBEPIKY€EThCS
pe3ysbTaTaMH JOCHIKEHb y Tally3l IPOEKTYBaHHS CHCTEM 31 CIaOKOIO 3B'SI3aHICTIO
KOMITOHEHTIB .

TakuM uMHOM, peasli3oBaHa JIOTIYHA YAaCTHMHA Ta CTPYKTypa KOHQIryparidHuX
JAHUX BIJTMIOBIAIOTh CY9aCHUM MIX0/1aM J10 TOOYI0BU MOO1IBHUX JI0JIaTKIB PEabHOTO
Yyacy Ta CTBOPIOIOTh HAJIAHY OCHOBY Jiisi ctabuibHOro (yHkiionyBanHsa Core Loop

CUMYJISITOPA KUTTEBUX MPIOPUTETIB.

3.2 Po3poOka komnoHeHTiB Presentation Layer Ta inTerpauiss Megia-KOHTEHTY

KrienTcpkuit 1HTEpdeEiic cucteMu MoOyaoBaHO 3a MPUHIIUIIOM KOMITIOHEHTHO-
opientoBanoro npoekryBanus Unity Canvas 3 BukopucTaHHsM natepHy Event-Driven
MVC, mo 3a0e3nedye AWHAMIYHICTH BigOOpa)kKeHHs TaHMX 0Oe3 Imepe3aBaHTaKEHHS
cuenu. ['oJIoBHMM eeMeHTOM Bi3yallizallii € iHTepakTuBHA 2D-panmap-kapra MmicTa, siKa
iHTETpy€e 00'eKTH OyiBeNb Ta 3a0e3Meuye aBTOMAaTUYHY HaBIraIfito Mapkepa rnepcoHaxa
3a monomororo cuctemu NavmeshMovement Ta ctparerii mapipytu3zaiii PlayerBrain.

[Iporpamua peamnizamis iHTepdeiicy mependadae 4iTke PO3AUTIEHHS Ha poOOUy
obnacth TutanyBanHs (Martpuns Eiizenxayepa) Ta irpoBy NaHejIb MOHITOPUHTY CTaTiB,
0 J03BOJISIE KOPUCTYBa4deBI €(EKTHUBHO PO3MOAUIATH TMPIOPUTETH Ccep KUTTA
(Bmopos's, Kap'epa, Comianizamis, BryrpimHii cBiT). JlerampHa Bi3yamizaris
po3po0liieHnx ekpaHHux Gopm npenacrasieHa y Jonatky 1.

Onuc 0OCHOBHHX KOMITOHEHTIB iHTep(elcy, HaBeIeHUX Y J0JaTKY, BKIIOUAE:

I'onoBHe BikHO mnanyBaHHs (Pucynok JI.1) — e ekpanHa popma paHkoBoi ¢asu,
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ne peamizoBano drag-and-drop cucTeMy pPO3CTaHOBKM (IIIOK TpiopHTETiB 3a 4
kBagpantamMmu  (Q1-Q4). Komnonentn DragComponent Tta  DropComponent
ONTHUMI30BaH1 MiJ ceHCOopHi ekpaHu Android 3a momomoror BOYJOBaHOrO Tailmepa
3aTPUMKHU yTpUMaHHs nanblisl. KHomka 3amycky JHS OJOKYETHCS allrTOPUTMOM Bamigamii
710 MOMEHTY 3alIOBHEHHSI BCi€i MATpUIll YHIKAJIbHUMU chepaMu.

IrpoBa panap-kapta cumyssuii (Pucynox /1.2) — iHTepakTUBHE T0JIe IEHHOT a3y,
0 BioOpa)xkae€ aBTOMATUYHUN PyX 4YEpBOHOI TOYKM MO OyxaiBisax. Yac B3aeMoii
BcepeIrH1 00'€KTIB CYBOPO JIIMITOBaHM KBaipaHTaMu Matpulli (8c + 7¢ + 5c + 3¢ =23c).
SIK110 piBEeHb CTpecy mepcoHaxa rnepeBuinye 70 oquHUIb, IIBHIKICTh HOTO TIepecyBaHHSI
Ha KapTi aBTOMAaTHUYHO 3HWKYEThCs Ha 30%.

IaTepdetic moniit Ta BikHa ABaTtapa (Pucynok /1.3) — cnemianizoBana ¢opma, sika
Bi3yaJizy€e MOJaJIbHI BIKHA BUNIAAKOBUX moAli (Action Bubble Ta Passive/Active Modal
Windows). /{15 BinoOpaskeHHs 3allMKIeHUX BijeoaBaTapis (.mp4, H.264), sreHepoBaHux
I LTX 2.3, BuKopucTOBYETHCS onTuMizoBaHuil MexaHizM RenderTexture. BigeonoTik
3 O/IHOTO IUIEEpA TPAHCIIOETHCS Y BIPTyalbHY TEKCTYPY, KA TyOII0€ThCA OJHOYACHO HA
«TY4Ky JIii» Haja OyIiBIIel0 Ta y BIKHO CTaI[lOHAPHOTO aBaTapa B KYTKy €KpaHa, IO
YHEMOXKJIUBIIIOE TEPEBAaHTAXKEHHS Ipoliecopa cMapTPoHa NOJABIMHUM JIEKOAYBAaHHSIM
darimis.

3 MeTor0 3a0e3MeUeHHs KOPEKTHOT B3a€MO/IIT KOPUCTYBAUiB 13 (YHKI1OHATEHUMU
MOAYJSIMH CHCTEMH Ta MiHIMIi3allii MOMUJIOK TIiJ] Yac eKcIuTyaTallii, 6yiao po3pobieHo
JeTaabHI PEKOMEH/IaIlll Ta IHCTPYKIl JJid TpaBIiB Ta aJMIHICTPATOPIB KOHTEHTY, SKi

HaBeneHo y Jlonatky 3.

3.3 TectyBaHHsl (PYHKIIOHAJBHOCTI Ta OLIHKA e()eKTUBHOCTI CHCTEMH

HaBantaxxyBanpHe TecTyBaHHA Ta omnTumizamis migcucteM penaepury (Unity
Profiler) 'onoBHa WacTWHa TecTyBaHHS Oyja CIpsSMOBaHAa Ha aHAN3 BUTOKIB IMaM'siTi
(Memory Leaks) Ta oGuucmroBansHoi ckinagHocti (CPU Usage) mpu mukiigHoOMy
BiITBOPCHHI BiJle0aBaTapiB:

bazoBa peanizamis (mo ontumizaiii): BukopuctaHHs nOpsIMUX TOCWIAHb Ha

Meniadaiinm y GameObject Ta iHimiamizamisi okpemux ek3eMiuiapiB VideoPlayer nms
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KoxHOro Ul-KOMIOHEHTa MPU3BOAWIN 10 CTPUOKIB BUAUIEHHS nmam'aTi B Heap (kymi) 1o
~245 Mb. JlexoayBaHHs KUIbKOX OJHOYacHUX MoToKiB H.264 BUKIMKaIO OBEepxea Ha
CPU (motik penaepuHry 3aiimMaB 72% MOpoLIECOPHOTO Hacy), 10 CYMPOBOJKYBaIOCs
Mmikpodpuzamu (Garbage Collector Spike — 3aTpumku 10 135 Mc) Ta nagiHHAM 4acTOTH
kazapis 1o 42 FPS.

OnrtumizoBaHa apxiTekTypa (micias ontumizailii): BopoBamkeHHs aCHHXPOHHOTO
3aBaHTaXeHHs uepe3 cuctemy Addressable Asset System (AssetReference) ycynyio
nocriiine yrpuManHa mepiadaiinie y RAM. IlpodimtoBanus yepe3 Memory Profiler
MoKazayo cTaduUIbHE BUAUICHHS MaM'sTi mif Bineo Ha piBHI ~110 Mb (exonomist 55%).

BukopucranHs e€nMHOrO Miieepa, MO TpaHciaoe moTik y RenderTexture 3
nojaibliuM  nyonroBaHHsAIM Ha Aekiibka Ul-emementiB  Rawlmage, 3Hu3mio
HaBaHTaxxeHHs1 Ha CPU min yac iBeHTiB 10 34% (3MeHiienHs y 2.1 pasza). Yac BUKOHaHHSA
kanpy (Frame Time) crabunizyBaBest Ha mo3Haulll 16.6 mc, mo 3abe3neunso (ikcoBaHi
60 FPS 6e3 npocaaoxk.

Ctpec-TecTyBaHHS JIOTTYHUX TPUTEPIB Ta CTEUT-MAIIMHU MTEPCOHANKA:

Baninamis Matpuiti: EkciepuMeHTabHO MATBEPIKEHO 0€3BIIMOBHICTH POOOTH
aITOPUTMY TEPEBIPKU 3alIOBHEHHS CIIOTIB: mpH crpobi pyomroBanns LifeSphereType y
NeKiIbKa KBaapaHTiB mofis StartDay() 61okyerbest Ha piBHI Ul-koHTpOMEpa.

ITepeBipka xputnunux crtaHiB (EventManager): [IpoBemeHo imitarito mamiHHS
Morale no 0. 3a moramu koncodii (Debug.Log) 3adikcoBano MuTTEBUN TIEepexin CTEUT-
MamHa 'y crtaH Apathy. Iltpadui Momudikaropu (3HUKEHHS 0a30BOi MIBHIKOCTI
NavMeshAgent na 50% Tta ypizanns genstu Career Ha 70%) 3aCTOCOBYIOTBCS B MEXax
OJTHOTO KajIpy.

Tepminanbuuii cran Hospitalization: [lepeBipeHo rpannuny ymoBy Health ==
CucremMa KOpPEKTHO MEPEXOIUTIOE TOJiI0, MPUMYCOBO BHKIMKae Time.timeScale = 0
(moBue 3ynuuenHs Core Loop), BUBaHTaKy€e TOTOYHI aJpecoBaHl aceTH 3 Mam'sTi Ta
HiIiami3ye creHy (QiHATBPHOTO aHAMITHYHOTO 3BITY momatka GameSessionAnalytics.
BurokiB He3BinpHeHOI mam'saTi (Unmanaged Memory) mig yac mepexomy MiX CIieHAaMHU

HC BHUABJICHO.



31

BucHoBku 10 po3ainy 3

VY Tperbomy po3auti kBadiikaniiHOT poOOTH BUKOHAHO MPOTpPaMHy peanti3aliio,
IHTErpalil0 MEAIaKOHTEHTY Ta KOMIUIEKCHE IHXXEHEPHE TECTYBaHHS MOOUIBHOIO
3aCTOCYHKY «CUMYISATOP KUTTEBUX MPIOPUTETIB» A maaTtdopmu Android.

Po3po6eHo 130ap0BaHe Bi py1is siapo 0i3Hec-oriku (kiac PlayerData y Domain
Layer), nerkoBaroBy CTpyKTypy KoHpirypamiii Ha ScriptableObjects (Data Layer) Ta
komrnoHeHTH 1HTep(deiicy Unity Canvas (Presentation Layer), Bxitowarounm pobouy
oOnacTh muaHyBaHHs 3a Marpuuero Eitzenxayepa ta 2D-pagap-kapTy 3 aBTOMaTUYHOIO
HaBiramietro NavmeshMovement. Inrerpaniro 3amukienux II-ineoaBarapis (H.264,
LTX 2.3) BUKOHaHO 3a JOMOMOIor0 acuHXpoHHOI cuctemu Addressables Ta MexaHi3my
kemryBaHHsi RenderTexture.

Mnsxom mpodintoBanns y Unity Profiler, Memory Profiler ta noryBanns koHcosi
Ha peasbHUX Android-nmpuUCTposiX MPOBEACHO KOMIUIEKCHE (DYHKIIOHaJIbHE Ta CTpec-
TECTYBaHHS CHUCTeMH. EKCIeprUMEeHTaIbHO BEpHU(PIKOBAaHO O€3BIAMOBHICTH ANTOPUTMY
BaJIijallii CJIOTIB MAaTPHIll Ta TOYHICTh BiANpAIOBaHHS CTEUT-MAIIMHU TIPU MEPEXo.i
NepPCOHaXka y KPUTUYHI CTaHHU.

KinpkicHuit aHami3 TeXHIYHOT €(EKTUBHOCTI MIATBEPAMB BHUCOKY OITHMI3aIlilo
pO3pOOJICHOTO MPOTrpaMHOTO 3a0e3MEeUeHHs: BIPOBA/KCHHsS aJpPECOBAaHUX AaceTiB
CKOPOTHUJIO CIIO’KMBaHHs oniepatuBHOI mam'siTi (RAM) mig Bineonymnu Ha 55% (3 ~245 Mb
no ~110 MB); Bukopucrannas RenderTexture 3uu3mno HaBantaxxeHHs Ha CPU minx yac
iBeHTIB 3 72% 10 34% (y 2.1 pa3a), MOBHICTIO JIIKBIYBaBIIN 3aTPUMKH 300py CMITTA
(Garbage Collector Spikes o 135 mc) Ta mikpodpusu inTepdeiicy; yac BUKOHAHHS Kaapy
(Frame Time) cTabinizyBaBcs Ha mo3Haulli 16.6 Mc, 1m0 3a06e3neunino GpikCoBaHy 4acTOTY

60 FPS Ha 11i1b0BHX MOOLIEHUX TIPUCTPOSIX.



32
BUCHOBKH

VY kBanigikaniiiHid poOoTi po3pobieHo 1H(OpMAIIiHY TEXHOJOT1I0 CHUMYJISALIL
MPIOPUTETIB KUTTS.

[IpoananizoBano mpeaMeTHY o00JacTh 0COOMCTOI €(GEeKTUBHOCTI Ha OCHOBI
KPUTUYHOTO aHaIi3y aHaJoriB OOIPYHTOBAHO JAOULIBHICTH CTBOPEHHS 2D-micoYHHUIIl Ha
0a31 inTepakTuBHOI MaTpuii Eizenxayepa ansa minatdopmu Android.

CnpoektoBaHo cucteMy apxitekTypu (Clean Architecture y noennanui 3 Event-
Driven MVC), ska [m03Bojinjia TOBHICTIO 130JIIOBaTH SIAPO  OI3HEC-TIOTIKUA  Bij
TexHoJIoriyHOoTOo pymrist Unity.

[IpoBeneHo 00’€KTHO-OPIEHTOBAHE MOJENIOBaHHS Ta (OPMai30BAHO MOBEIIHKY
komrnoHeHTiB Core Loop 3a monmomororo nodynoBu yotupbox UML-niarpam: BapiaHTiB
BUKOPUCTAHHS, KJIACIB, TTOCIIIOBHOCTI Ta JISUTBHOCTI.

Po3pobneno 0e3 6a30BYy CTpPYKTypy 30epekeHHs JaHWUX IrpoBoro OajiaHCcy Ha
OCHOBI JIETKOBaroBux kKoHnTerHepiB ScriptableObjects.

CTBOpeHO Ta MPOTECTOBAHO IIEHTpalizoBaHuil Moaynb EventManager s
00poOKM BHMAAKOBUX TOAINA Ta THYYKOTO KOHTPOJIO KPUTHUHUX JIOTTYHUX CTaHIB
EepPCOHAXa.

[HTETpOBaHO CHCTEMY JUHAMIYHMX 3allMKICHHUX BimeoaBaTapiB Ha 6a3zi LI (LTX
2.3) 3 BOPOBAPKCHHSAM CHCTEM aCHHXPOHHOTO 3aBaHTakeHHs Addressables.

OnTUMi30BaHO TPE3CHTAIIMHUNA IHap J0JaTKa dYepe3 MeEXaHI3M KeIlyBaHHS
tekctyp RenderTexture, mo ycynyno mikpodpusu Ta 3HU3MIO0 HaBaHTaxeHHs HA CPU
MOOUTBHUX TIPUCTPOiB HA 40-45%.

[actpymenTanpauM TecTyBanHsaM Unity Profiler ta Memory Profiler Ha peanbanx
cMapT@oHaxX MIATBEPKEHO YTPUMaHHS CTa0UIbHOT MPOAYKTHBHOCTI Ha piBHI 60 FPS Ta

CKOpoueHHS BuKopucTaHHs RAM min meniapecypcu Ha 55%.
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NOJATKH
OJIATOK A
JIiCTMHI BUXIZHOI0 KOJY OCHOBHHUX KJIACIB siApa CUCTEMH
using System;
using UnityEngine;
namespace DiplomProject.Domain
{
[Serializable]
public class PlayerData
{
[Range(0, 100)] public float Health = 100f;
[Range(0, 100)] public float Career = 20f;
[Range(0, 100)] public float Socialization = 50f;
[Range(0, 100)] public float Morale = 100f;
[Range(0, 100)] public float Stress = 0Of;

// Nenerat nis peakTuBHOTO OHOBJIeHHS Ul

public event Action OnChanged;

public void ApplyModifiers(float healthDelta, float careerDelta, float stressDelta,
float moraleDelta)
{
Health = Mathf.Clamp(Health + healthDelta, 0f, 100f);
Career = Mathf.Clamp(Career + careerDelta, 0f, 100f);
Stress = Mathf.Clamp(Stress + stressDelta, 0f, 100f);
Morale = Mathf.Clamp(Morale + moraleDelta, Of, 100f);

OnChanged?.Invoke();



// Po3paxynok Inaekcy binarononyuaus (Well-Being Index)
public float CalculateWBI()

{
return (Health + Morale + (100f - Stress)) / 3f;



JIOJIATOK B

Koundirypaniitni Taéauui irpoBux iBentis (Data Layer - ScriptableObjects)

Tabmuis b.1 — @parmenT 6a3u ganux mikpo-iBeHTiB (MicroEventsPool)
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JIOJIATOK B

Baok-cxema aaropurmy o0po0ku ¢as irpoBoro aus
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JTIOJATOK I

CrpykTypHa cxema B3aeMojii MeHeaKkepiB Presentation-piBHs

Presentation Layer (Unity Scene}\
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JIOJIATOK 11

Bizyaqizauisa po3po0Jiennx ekpanuux popm inrepdeiicy

Pucynok /1.1 — Intepdeiic pankoBoro miianysanus (Marpuus Eiizenxayepa).



KapTa I€HHO01 CUMYJIAI1L.

— IrpoBa panap-

Pucynox /1.2



JTIOJATOK E

Pe3yabTaTn Bepudikauii Ta TeCTYyBAaHHSA CUCTEMH

Pucynox E — Jloeu konconi nio wac ycniuiho2o npoxo0dicenHs i2p08020 YUKy.



JOJATOK K
KinbkicHi mokazHuku e@peKTHBHOCTI QyHKIiIOHYBAHHA MOOLIBLHOIO 101aTKAa

Tabmuus XK. 1 — [HopiBHSAIBHUEN aHAMI3 CIIOKUBAHHS PECYPCIB 10 Ta MICIS

BripoBapkeHHs ontuMizanii (RenderTexture Ta Addressables)

Merpuka TectyBaHHs =~ bazoBa peamizamis  OntumizoBana = [lokpaiieHHs
(Android [Mpuctpitt  (IIpsimi mocwnmaHHS — apXiTEeKTypa (%)

CepeaHBOTO KIIacy) ta 2 VideoPlayer) (ITpoekTHa IC)

Cepenns yacToTa 42 60 + 42%
kanpiB y Core Loop

(FPS)

Bukopucranus ~245 ~110 - 55%

OTEPaTHUBHOI  TaM'ATi
Bineo (RAM), Mb

3aTpumka BUKJIUKY 135 18 - 86%
MOJIaTBHOTO BiKHA
(Mikpodpus), mc

HaBanrtaxxeunus 12 34 - 52%
Ha CPU mig yac iBeHTY,
%



JOJATOK 3
IncTpyKuisi KOpUCTYBaya Ta AAMIHICTPATOPA KOHTEHTY

3.1. Inctpykuis ['paBus (KopucryBaua)

1. [InanyBanus: opanky po3noainsiite ¢imku chep xutts (Kap'epa, 3m0pos'd,
Couanizanis, BuytpimHiii cBit) no 4 kBaapanrtax matpuii Eiizenxayepa.
[Tam'sTabite, o kBagpant Q1 (Baxmupo 1 TepmiHoBO) 3a0epe HaWOLIBIIIE Yacy
Bamoro JaHs (8 cekyHa cumydsiii), a Q4 — Halimeniie (3 cekyHIn).

2. KoHTponb cTaTiB: YBaKHO CHIAKYITE 32 MOKa3HUKAMU y BEpPXHIA YaCTHHI1
ekpaHna. ko piBeHb cTpecy (Stress) nmepeBuimuTh 70, Balll MEPCOHAXK MTOYHE
pyxatucs Ha 30% moBUIbHIIIE.

3. Buropanns: He nonyckaiite naginus nokazauka Mopaini (Morale) no nyns. Lle
BUKJIMYE cTaH "Amnatig", o Bpixe Baily epeKkTUuBHICTh Ha poboTi Ha 70%. 11106
BITHOBUTH MOpaJjb, peryisipHO ctaBTe cepy "Buyrpimniit cBit" (Xpam) y
BHUCOKI TIPIOPUTETH.

4. BwxuBanHs: ['pa He Mae pecnaBHy. SAkio Health Bnage g0 0, mepconaxa oyne
TOCTITaII30BaHO 1 Irpa 3aKiHYuThCA. Bama mera — mipoxkutu 100 nHIB Ta
oTpuMaTy (HiHATbHUN BEPIUKT BAIIOTO CTUIIIO KUTTSL.

3.2. IncTpykiis AnminictpaTopa KoHTeHTY (Po3poOHmka)

1. JlonaBaHHSI HOBUX MOii: J{JI1 CTBOPEHHSI HOBOTO MIKPO-1BEHTY HE MOTPIOHO
nucaty koa. Y BikH1 Project B Unity Hatuchith Right Click -> Create -> Game ->
Event Config. 3anoBHITH TEKCTOBI MOJIsI, BACTABTE MOAU(PIKATOPH CTATIB Ta
nonaiTe 1ei (aiin y BiIMOBIqHUN CITMCOK myny B 00'ekTi EventManager Ha
CIICHI.

2. Onosnenns Bigeonytis: [1lo6 nonatu nHoBy IlII-animartito, 3aBanTaxre Qaitn y
dopmati .mp4 (H.264) y Teky npoekty. OO0B'I3K0BO IT03HAYTE HOT'0 rajJOYKOIO B
cuctemi Addressables (Bikno Addressables Groups), o6 YHUKHYTH
3aBaHTaXKECHHS BiZICO B ONEPATHUBHY MaM'siTh Ha cTapTi rpu. [1oTiM BKaXIThH

AssetReference Ha 11e Bizeo y ¢aiini motpioHoi moxaii (EventConfigSO).
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