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AHHOMayusa

CrtaTbs nocssweHa pa3paboTke 1 aKCnepumMeHTanbHOM BepudUKaLMN MOAYNb-
HOM apPXMTEKTYpPbl MNOJIb30BATENbCKOrO MHTepdenca AnA WUrpoBbiX MNPOEKTOB Ha
AsuxkKe Unreal Engine. B xoae nccnenoBaHWs BbiiBNEHbI TUMOBbIE aHTUNATTEPHbI
npoektTnpoBaHua Ul (MOHONUTHbIE BUAMKET-CTPYKTYPbI, }KECTKME CCbINIKK, NpeHebpe-
¥eHue abcTtpakumen, nnatpopmeHHas 3aBUCMMOCTb) M NPOBEAEH aHAIN3 CYLLLECTBY-
IOWMX apXUTEKTYPHbIX noaxoaos (Data-Driven Ul, MVC, MVVM), nokasaswun ux
orpaHuyeHus. NMpeanoxeHa apxuTeKTypa, UHTerpmpytowan ppermmsopk Common Ul,
MeXaHW3M aCMHXPOHHOWM 3arpy3Kn ¢ MArkMmM ccbinkamm (Soft References), cucremy
TeroB Gameplay Tags v peecTp AaHHbIX ANA AMHAMMWYECKOM reHepauum MeHto
HacTpoeK. ApXMTEeKTypa peanmsoBaHa B Buae nnarmHa AdvancedGameUserInterface.
Ero askcnepnmeHTanbHaA anpobaumsa ¢ ydyactmem 12 pa3paboTyunkos n 5 am3aniHepos
nHtepdencos noaTeepamna 3pGeKTMBHOCTb NPEASIOKEHHOro peleHuMsa No Tpem
KNOYEBbIM METPMKAM: CONPOBOKAAEMOCTb, NPON3BOANTENBHOCTb M MacwTabupye-
MocTb. ChopmynnpoBaHbl NPaKTUYECKME peKOMEHAALNM NO NPUMEHEHUIO pa3pabo-
TAHHOWM apXUTEKTYpPbl B 3aBUCMMOCTN OT MacwTaba nrpoBoro npoekTa. loayyeHHble
pe3ynbTaTbl MOTYT ObiTb MCNOIb30BAHbI Pa3paboTYMKamm ANA NOBbIWEHMS KavecTBa
N CHUXKEHMA 3aTpaT Ha CONPOBOXKAEHME MONb30BaATE/NIbCKUX MHTEP(ENCOB B UTPOBbLIX
npoekTtax Ha Unreal Engine.

Knarouessle cnosa: Unreal Engine, nons3osamesnsckuli uHmepgelic, Common
Ul, modynbHasa apxumekmypa, Gameplay Tags, Data-Driven Ul, aHmunammepHbol, co-
nposoxodaemocms, macwmabupyemocms, npouzsooumesnbHOCMs, U2pP0o8asA pPa3pa-
6omka.
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BBEOEHUE

B coBpemeHHOM NrpoBoN MHAYCTPUN CTPEMUTENBHO PACTET CI0XKHOCTb peanu-
3yeMbIX NPOEKTOB, YTO NOBbIWAET TPeboBaHMA K KayecTBy NPOrpaMMHON apXUTeK-
Typbl Buaeourp. Monb3oBatenscknii nHTepdenc (Ul), aBnsacb CBA3YHOLWMM 3BEHOM
MeXAY UFPOKOM N UTPOBOM MEXAHMKOM, YacTO CTAHOBUTCA MCTOYHMKOM apPXUTEKTYpP-
HbiX Npobnem [1]. AHann3 NpPakTUK pa3paboTKM UrpPoBbIX NPOeKToB B cpeae Unreal
Engine nokasbiBaeT, YTO CTUXUITHOE NpoeKTUpoBaHue Ul npneogmT K BO3SHUKHOBEHMUIO
MOHOJIUTHbIX CTPYKTYP — TaK Ha3blBaeMbIX «K MacTep-BUAXKETOBY. TaKMe CTPYKTYpbl 06-
NafiatoT BbICOKOM cBA3aHHOCTbO (high coupling), 4To KpUTMUYECKK 3aTpyaHSET BHece-
HUE U3MEHEHWI: MoandUKaALMA OAHOrO 3NeMeHTa, Hanpumep cMeHa WpudTa, Tpe-
byeT py4yHOro peaakTMpoBaHUA COTEH BUAMKETOB, a aganTauna nHtepdenca nog pas-
JIMYHbIEe TUNbl BBOAA (KNaBMaTypa M Mbllib UK FeMMnag) 3a4acTyto — co3gaHuma oT-
AenbHbIX cbopok npoekKTa [1, 2].

HecmoTpa Ha Hannuune B akocucteme Unreal Engine MHCTpYMeEHTOB, Npu3BaH-
HbIX PeWnTb 3TN NPobAEeMbI, B YaCTHOCTU NnarnHa-¢penmsopka Common Ul, npeao-
CTaB/IAKOLLEro NOAAEPKKY KpoCcCnAaTGOPMEHHOCTM N HAaBUTaLLMK «M3 KOPOBKM», BO-
NPOCbl NOCTPOEHUA HA UX OCHOBE LLe/IOCTHOM, MaclITabupyemon apXuUTeKkTypbl OcTa-
toTCA ManomsyvyeHHbiMK. CylLecTBYHOLWAA AOKYMEHTauMsa OMMCbIBAeT OTAe/lbHble
KOMMOHEHTbI, HO He Npea/iaraeT CUCTEMHOTO NoAX0Aa K UX MHTerpaumm [3].

Takum 06pa3om, aKTyanbHOCTb HACTOALWEro uccnegoBaHua obycnosieHa
HEeob6X0ANMMOCTbIO Pa3pPabOTKM apXUTEKTYPHOro peweHunsa gna cosganua Ul nrposbix
npoekToB B Unreal Engine, KoTopoe MMHMMM3NPOBANO Hbl CBA3AHHOCTb KOMMOHEH-
TOB, aBTOMaTM3MpoBano bbl ynpasieHue ctunamm n obecrneymsano 6ol apdeKkTnsHoe
MCNONb30BaHME PECYPCOB.

B cBA3M C 3TUM LenaMM nccnenoBaHUA ABNAIOTCA Pa3paboTKka M aKCcnepumeH-
TanbHaa BepudUKaLMa MOAY/bHOM apPXMTEKTYPbl NOb30BaTE/IbCKUX UHTEpPdENCOB
AN UTPOBbIX NPOEKTOB Ha ABMKKe Unreal Engine, obecneunsatoLLeit NoBblWeHME COo-
NPOBOXAAEMOCTU KOAA, NPON3BOANTENBHOCTU M MaclWTabupyemocTtun. ns ux goctm-

KEeHUA NOCTaB/IEHDbI Chedyrolune 3a4a4un.
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1. O630pHO-aHaNNTMYECKAnA 3a4a4a: BbISBUTb TUMOBbIE aPXMUTEKTYPHbIE aH-
TMNaTTepHbl Npu pa3pabotke Ul B Unreal Engine, a TakXe npoaHann3nMposBaTb BO3-
MOXHOCTU ONA MHTErpauMm 1 orpaHMYeHmA CyLLEeCTBYIOWNX apXUTEKTYPHbIX NOAXO-
pos (Data-Driven Ul, MVC, MVVM).

2. KoHCTpyKTOpCKaA 3aga4a: co3aatb MoaynbHyto apxutektypy Ul gna ur-
POBbIX MPOEKTOB Ha ABUXKKe Unreal Engine c ncnonbsosaHnem Common Ul.

3. JKcnepuMMeHTabHaA 3a4a4a: peanm3oBaTb NPOTOTUN UFPOBOTO NPOEKTa
Ha OCHOBE NPeaJIoKEHHOW apXUTEKTYPbl, MPOBECTM ero anpobauunto U BbINONHUTL
CPaBHUTENbHbIN aHA/IN3 C MOHONIUTHLIM NOAXOAOM NO METPUKAM: BpeMs BHECEHMUS
N3MeHeHWI (ConpoBOXKAaeMOCTb), NoTpebneHne onepaTMBHON NamaTK (MponsBoam-
TEeNbHOCTb), TPYA0EMKOCTb A06aBNeHMNs HOBOro ¢yHKUMOHaNa (MacwTabrupyemocTn).

Hay4yHas HOBM3Ha HACTOALLEro MCCNeL0BaHMA COCTOUT B CeAYIOLLEM:

1. MpeanoxeHa MoAyNbHAA apXUTEKTYPa NONb30BaTENbCKOro MHTepdelica
UrpoBbIX NPOoeKToB, MHTerpupytowaa Common Ul, Gameplay Tags 1 mexaHWU3M acuH-
XPOHHO 3arpy3ku (Blueprint Async Action, Soft References). ApxutekTtypa peanmsyet
cnabocBA3aHHYO MHOroc/noMHyto opraHmsaumto Ul, obecneumsatowyto AnHamuye-
CKOe€ ynpaB/ieHne BUAKeTaMmn 6€3 }KeCTKMX CCbIIOK Ha 3K3eMNAAPbl, YTO YMeHbLUAEeT
pacxoa namaTun, oTBOAUMbIN Ha Ul.

2. JKCNepMMeHTaNbHO BePUPULMPOBAH MNOAXOA K LLEHTPanM30BaHHOMY
yNpaBAeHUI0 CTUASIMM HA OCHOBE MEePapPXMM KNACcCoB CTUNEN, AOKA3bIBAOLWMIA CBOO
30 PEKTUBHOCTb B COKPALLEHUN BPEMEHHbIX 3aTpaT Ha r106anbHble USMEHEHUA BU3Y-
anbHOro opopmaeHus.

3. MpepnoxeHa cxema MCMNoab30BaHUA peecTpa AaHHbIX B KayecTBe O3k-
eHga onA AMHAMUYECKON reHepaLmMn MeHI0O HaCTPoeK, NO3BOAAOWAA OTAENUTb NO-
TMKY NpeacTaBAeHUA OT AaHHbIX KOHPUrypauMm 1 ynpoLiaowaa macwtabmpoBaHme
cuctemsbl (AobaBneHMe HOBbIX NapaMeTpoB 6e3 U3MEHEHMA KoAa).

AHA/IN3 MPOBNIEM U OTPAHUYEHUI PASPABOTKM Ul B UNREAL ENGINE

Monb3oBatenbckuii HTepdenc B Unreal Engine umeeT nepapxmyeckyto CTpyk-
TYPY W BKAKOYAET HECKO/IbKO YpOBHEN abcTpakumun. Ero 6a3oBbim cnoem sBnAeTcA
Slate — HU3KoypoBHEBLIN PpperMBOpPK A1a pa3paboTkm MHTepdencos Ha C++, KOTO-
PbIA UCNONb3YETCA, KaK NPaBUIO, A1A CO34aHUA PeAAaKTOPCKUX MHCTPYMEHTOB U cre-
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LUMANN3NPOBAHHbBIX CUCTEM, TPebyloWMX NPAMOro KOHTPOAA Hag, NOTMKON peHae-
puHra. 13-3a BbICOKOro nopora BxoXKaeHua Slate pegKo HanpAMyo NPUMEHSAIOT B UT-
poBom Koge [4].

Mosepx Slate HaacTpoeHa cuctema Unreal Motion Graphics (UMG) — ocHoBHOM
MHCTPYMEHT pa3paboTKM N0Nb30BaTENbCKOrO MHTEpdelica B UrpoBbIX NpoekTax. UMG
npeactasaseT cobon BU3yanbHyt 060104Ky Hag Slate n npepocrtasnseT yaobHbINM pe-
[AKTOpP, NO3BONAIOWMIA CO34aBaTb BUAKETbI HENOCPEACTBEHHO B Cpeae MIPOBOro
ABUXKKa. Bupketbl (Widgets) — 3To Bce aieMeHTbI, M3 KOTOPbIX BU3YaslbHO CTPOUTCS
nHTepdenc. Taknm obpa3om, KHOMKK, TEKCTOBbIE N0, M306parKeHNs, KOHTEMHepbI,
a TaK)Ke Takne 6onee CNOoXKHbIe CTPYKTYPbI, KaK MeHto, okHa U HUD, aBnstoTca Buaxe-

Tamu [4].

No Animation Selected

Puc. 1. Mpumep pabouein obnactu B cpeae Unreal Engine c co3gaHHbIM
MHTEPPEMNCHbIM OKHOM.

Jlornka noBefeHMss KOMMOHEHTOB MOJIb30BaTENbCKOro UHTEpdenca obblvHO
peanunsyetcs yepes cuctemy Blueprints, 4To no3sonaeT gusamHepam u paspaboTun-
KaM CcO034aBaTb MHTEPAKTMBHbIE OKHa 6e3 HeobxoammocTm NucaTb 60sblIOE KonYye-
ctBo C++ Koga. Kpome Toro, UMG noaaeprkuBaeTt aHMmaumio nHtepdeinca, 4to no-
3BONIAET CO34aBaTb NAaBHble NEPEXOAbl MeXAY 3KPaHAMM U Pa3/INYHbIE BU3ya/ibHble
addekTbl (cm. puc. 1).
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Cneayowmm ypoBHEM MEPAPXMYECKON CTPYKTYPbI NO/Ib30BATE/IbCKOTO UHTEpP-
¢denca B Unreal Engine sBnaetca Common Ul — cneumannsnmpoBaHHbIN NAarmH-
bpenmBopK, pacwmparwmin BoamoxHoctn UMG n npegHasHayeHHbIM oA paspa-
H60TKM MacwTabmpyemblix U KpoccnaaThopmeHHbIX MHTepdelicos [5].

Common Ul He 3ameHsieT UMG, a paboTaeT noBepx Hero, npeaocTaBnaa nepe-
[oBble peweHna B chepe pa3paboTkm mHTepdenca Ha Unreal Engine: Hanpumep,
C ero nomou,bto 6bln opraHmM3oBaH MHTeEpdeNnc macwTabHOro AEMOHCTPALMOHHOIO
nrposoro npoekta Lyra ot Epic Games. Kogosaa 6a3a Common Ul akTMBHO pa3BuBa-
eTca n nogaepxmpaetca. O4HOM M3 KOYEBbIX BO3MOXKHOCTEN NaarnHa-GpenmBopKa
ABNAETCA CUCTEMA yNpaBaeHMAa GOKYCOM M HaBUTALMEN MEXKAY S1eMEHTAMM NONb30-
BATEe/bCKOro MHTepdelica. ITo 3HAYMTENIbHO YNPOLLAET ero pa3paboTKy ANA MyNbTu-
NNaTGOPMEHHbIX UTPOBbIX MPOEKTOB (peLwweHna ¢ aBTOMaTUYECKON NoAAEPKKON pas-
JIMYHbIX YCTPOMCTB BBOAA, BKAKOYAA KNaBMaTypy, Mblllb M reimnag). Kpome Toro,
Common Ul BBOAUT KOHUENUUIO aKTMBMpPYyembiXx BuaxKeTos (Activatable Widgets),
NO3BO/IAIOLLYIO CTPOUTb NOIb30BATE/IbCKUIM MHTEPDENC B BUAE MEPAPXNM IKPAHOB U
CNnoeB MeHto. 3To obnervyaeT peannsaumio TUNUYHbBIX CLLEeHapueB nHTepdenca, Taknx
KaK nepexoabl mexay MeHto, 06paboTka KHoNKM «Hasag», akTUBaLMA U OTKAOYEHNE
Pop-Up OKOH 1 ap. Ona ueHTpannM3oBaHHOIO yNpaBAeHUs BU3yaslbHbIM CTUIEM WH-
Tepdeirica Common Ul ncnonb3yet oTAeIbHble K1ACChbl, COAEPrKaLLMe CTuneobpasyto-
LMe AaHHble, YTO NO3BONAET 3a4aBaTb CTUAM KHOMOK U APYITUX 9N1€MEHTOB B O4HOM
MEecCTe, a 3aTeM NPUMEHATb UX KO BCEMY MHTepdEeCy MrpoBOro NpoeKTa.

MpoaHannsnpyem TMNOBble NPO6EMbI M aPXUTEKTYPHbIE aHTUNATTEPHbDI, KOTO-
pble BO3HWKaOT Npu pa3paboTke nonb3oBaTenbCckoro nHTepdenca B Unreal Engine.

B KaxK4OM MrpoBOM MPOEKTE CYLLeCTBYET pAL PacnpoCTpaHeHHbIX npobnem,
CBA3AHHbIX C OpraHu3auMenm W ynpaBAeHUMEM MO/1b30BATENbCKUM UHTEpdencom.
Hanpumep 370 ynpasieHne aKTMBHbIMU U HEAKTUBHbIMM COCTOAHUAMM pa3sHbIX 3/1e-
MEeHTOB MHTepdenca: B CUTyaumn, Koraa Urpoky og4HOBPEMEHHO Ha SKPaHe NOKasbl-
BAETCA HECKONIbKO MEHI0, pa3paboTunKky Heobxoammo obecneynTb B3aMMOAENCTBUE
NTPOKa TO/IbKO C OAHUM U3 HUX.

Apyroin yacton npobnemoi crtaHoBATCA 06paboTKa BCMbIBAOLWMX OKOH W

obecneyeHne nepexoaa Mexay pasHbIMU 3KpaHamu UHTepdelica. Hanpumep, ecan
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Ha 3KpaHe NosABASAETCA MOAaNbHOE OKHO, KOTOPOE 3aKPbIBAETCS MO HAXATUIO Ha Jito-
6yt0 KHOMKY, KaK rapaHTMPOBATb, YTO NOC/AE ero 3aKpbITUA MO/b30BaTe/lb Nepeme-
CTUTCA MMEHHO TyAa, Kyaa HYXXHO? Kak adpdeKTMBHO OTCNEKNBATb BCE OTKPbLITbIE UH-
TepdencHble INeMeHTbl M YyNPaBAsaTb NOPAAKOM UX OTOOParKeHUA?

Kpome TOro, B ntobom mMrpoBom npoekte pas3paboTunmKkm nNosib3oBaTe/IbCKOro
MHTepdenca oTBeYaloT 3a MexaHU3Mbl cbopa U OTCAEKUBAHUA HYXKHbIX 41a 0Tobpa-
YKEeHUA AaHHbIX, COBMpPaemMbIx U3 APYrMX UTPOBbIX CUCTEM. BnocneacTBum sTu gaHHble
MOTYT TaK}Ke COXPaHATLCA B CUCTEMAX YYETHbIX 3anuncei n 061a4uHbIX XpaHuAunLax [6].
Bo3HMKaeT 3aKOHOMEpPHbIN BONPOC: KaKMe CUCTeMbl CO60pa AaHHbIX CYLLLECTBYIOT U Ka-
Kue 13 HUX Hanbonee appeKTUBHO CNPaABAAOTCA CO BCEM CNEKTPOM NOA06HbIX 3a4aY.

OnuncaHHble NPUMEPbI UNNOCTPUPYIOT NLWb YacTb NpobaeM, C KOTOPbIMM CTaN-
KMBalOTCA pa3paboTyMKu Npu co3gaHMKU NOb30BaTENBCKUX MHTEPdENCOB UTPOBbIX
NPOeKToB. [AnA UX yCTPAaHEHUA OHM HepeaKo NPUBeratoT K JIOKaNbHbIM peLleHuam,
KOTOpble XOpoLwo paboTaloT Ha paHHUX 3Tanax, HO NJI0X0 MacwTabupytoTca [7]. Kak
npaBu0, NOA06HbIE pelweHna CBA3aHbl C MPUMEHEHNEM aHTMNATTEPHOB.

AHTUNATTEPHDbI — 3TO HETUMNMYHbIE cnocobbl peleHns 3a4a4, AONYCTUMbIE Ha
aTanax MVP 1 npoTOTUNMPOBAHMA paau CKOPOCTH, HO B A0NTOCPOYHOM NEPCReKTMBe
3aTpygHAILWMe pacluMpeHme 33434 U CONPOBOXKAEHNE UTPOBOTO NpoeKTa [8].

AHTUNATTEPHbI Pa3paboTKM Nonb30BaTENbCKUX MHTEpPdencoB B cpege Unreal
Engine MOXKHO pa3gennTb Ha HECKOIbKO KaTeropmin: OHM UMEKT CBOM NPUYUHBI BHEA-
peHuna n HepoctaTku [9]. B Tabn. 1 gaHO MX onncaHMe M NOKa3aHbl XapaKTEPUCTUKM.

Tabn. 1. AHTMNATTEpPHbI Pa3paboTKM N0Ab30BaTENbCKUX MHTEPPENCOB B cpeae
Unreal Engine.

AHTMNATTEpPH Onuncaxune MpuunHbl BHeape- | HepgoctaTku BHeape-
HUA HKA

Monolithic (God) | KpynHbie, cnoxkHo noaaep- HexBaTKa apxutek- | TpyaHOCTb MaclTa-

Widget (moHo- KMBaeMble BUAXKETbI 6e3 Ae- | TYPHOro nnaHuMpo- | buposaHuA un no-

NIUTHbIE BUAKET- | IEHMA HAa KOMMNOHEHTbI. Becb | BaHUA, bbicTpas BTOPHOIO UCNONb30-

CTPYKTYpbI) nHTepdenc nnm ero 3Haum- pa3paboTKa, OTCYyT- | BAaHWUA, CNOXKHOCTb
Te/IbHasA YacTb cCObpaHbl B O4- | CTBUE AEKOMMNO3U- | COMPOBOXKAEHMA.
HOM BUAXKETE. TV78
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Hard References
(»kecTkune ccbinku)

Mpsmble CCbINIKM Ha Knacchbl
BUAKETOB, YTO MPUHYKOAET
ABUXOK AeprKaTb UX B Na-
MSATU NOCTOAHHO, a TaKXe
CCbIJIKM BHYTPU BMUAKETA Ha
BHelHWe 06beKTbl Ans noay-

YeHnA OaHHbIX.

HexBaTKa nnaHu-
poBaHusA, bbicTpas
paspaboTka, oTcyT-
CTBME NOHUMAHUA
MeXaHW3MOB 3a-

rpy3Ku.

YBenunyeHue no-
TpebneHuns onepa-
TUBHOM NaMATH, Bbl-
COKas CBA3AHHOCTb
KOMMOHEHTOB.

YCTPOWCTB: Hanpumep,

TOJZIbKO KNaBnaTtypa v Mblillb.

AOCTaTOK NAaHUpPO-

BaHUA.

Lack of Abstrac- OTcyTcTBME pasaesieHns oT- CtpemneHue K CNnoKHOCTb conpo-
tion BeTcTBEHHOCTM mexay Ul u 6bICTPOM peannsa- | BOXKAEHWUA, BbICOKaA
(npeHebpexkeHne | reMMmnNenHoM NOrMKomn: UMW, HEMCNONB30- | CBA3AHHOCTb, C/IOXK-
abcTpakumeit) Hanpumep, Ul NOCTOAHHO BaHME apXUTEKTYP- | Hbll pedaKTopUHT,
ONpaLlMBaEeT AaHHbIe Ha KaXK- | HblX NAaTTepPHOB notepsa NpoM3BoOAMU-
Aom Kagpe yepes Tick nnu (MVC/MVVM). TeNbHOCTW.
Property Bindings.
Platform OTcyTcTBME NOALEPKKM pa3- | OTCyTCTBUE apXK- HeBO3MOXKHOCTb Bbl-
Dependency JINYHbIX NNaTGOPM M CUCTEM | TEKTYPbI, Y4UTbIBA- | MYCKa Urpbl Ha He-
(nnatdopmeHHas | BBoaa. MHTepdeic 3aBA3aH IoWelr KpoccnnaTt- | CKONbKMX naaTdop-
3aBUCUMOCTD) Ha KOHKPETHbIN TUM dbopMeHHOCTb, He- | max bes nepepa-

60TkM Ul, notepsa va-

CTW ayguUTOPUM.

MpeacTaBneHHble aHTUNATTEPHbI Pa3paboTkmM uHTepdeincos B cpege Unreal

Engine BNIEKYT 34 coboit He TONIbKO TEXHUYECKME I'IpO6J'I€MbI conpoBoXaeHnAa, HO U

NpPAMbIe HapyLleHUA KayecTBa MHTepdelica C TOYKU 3pEHMA NONb30BaTENS.

UccnepoBaHmAa B obnactu CO34aHNA NO/N1b30BATE/IbCKUX I/IHTGpd)EI?ICOB Bblge-

NAT pag GyHAAMEHTaNbHbIX KpUTEPUEB A1 OLEHKN MX KaYecTBa: COr/lacoOBaHHOCTb

(consistency), obpaTHas cBasb (feedback), npeackaszyemoctb (predictability) n ap.

[10]. B Tabn. 2 NokasaHO COOTBETCTBME MENKAY BbIABMEHHbIMM aHTUNATTEPHAMM W

HapyLWaeMbIMU UMWN KPUTEPUAMMU.
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Tabn. 2. BaMaHMeE apXUTEKTYPHbIX aHTUNATTEPHOB Ha KavecTso Ul.

Hapyliaemblit Kpu- AHTMNATTEpPH MpossneHne Ana nonb3osBaTenen
Tepun Ul
CornacoBaHHOCTb Monolithic (God) rnobanbHoe n3meHeHue cTuns (WpundT, uBeT)

(Consistency)

Widget

NPUMeHAEeTCA Henocae0BaTeIbHO: OAHM 3/1e-
MeHTbI MHTepdelica obHOoBAAKOTCA, ApYrMe — Co-
XPaHAOT CTapbIi CTUND.

ObpaTtHasna cBA3b
(Feedback)

Hard References

OnvtenbHana 3arpyska uHTepderica npu crapre
Urpbl, 3aMeTHble GPU3bl NPU OTKPLITUU MEHIO
M3-3a KOHKYPEHL MU 33 Pecypcbl.

ObpaTtHasna cBA3b

Lack of Abstraction

HeoT3biBUMBOCTb MHTEPdENCA NPU B3aumoaen-

(Feedback) (Tick/Property CTBUMW, 3a[IEPKKN MEXKAY AENCTBUEM UTPOKA U
Bindings) OTK/NIMKOM CUCTEMbI, CHUKEHME YACTOTbl KaZpoB.

MpepckasyemocTtb | Platform Hasurauma no meHto c reimnaga pabortaet

(Predictability) Dependency MHaye, Yem C KNaBMaTypbl, YTO AE30PUEHTUPYET

nosb3oBaTenen n Tpe6yeT NMOBTOPHOIo ocBoe-

HWA ynpaBieHus.

Taknum ob6pa3om, 0CHOBA A5 Pa3paboTKM YCTOMUYMBOrO M pacluMPAEMOro NoJib-
30BaTeNbCKOro MHTepdeinca B UTPOBbIX MPOEKTaxX — 3TO rPaMOTHO CMPOEKTUPOBaHHaA

apxutekTtypa Ul.

APXUTEKTYPHbIE NOAXOAbl K PASPABOTKE Ul B UNREAL ENGINE

[nsa npeofoneHna onNUCaHHbIX Bblle Npobiem U aHTUNATTEPHOB B NMPaKTUKe
pa3paboTkM nonb3oBaTeNbCKMX UHTepdencos Ha Unreal Engine npumeHawoT He-
CKONIbKO apXUTEKTYPHbIX NOAX0A0B, OPUEHTUPOBAHHbLIX HA pasfesieHne OaHHbIX U
npeacrtasneHua. Hanbonee pacnpoctpaHeHHbIMKU U3 HUX aiBnAtoTcsa Data-Driven-noa-
XoZ4, a Takxe natrepHbl MVC n MVVM.

Data-Driven-noaxon, no3sonaeT OoTAeNUTb AaHHble U NIOTUKY OT BMU3YyaNbHOMO
npeactasneHna. OH xopolwo coyeTaetcsa ¢ npuHunnamm SOLID, yto cnocobeTsyeT
CHUXEHUIO CBA3AHHOCTM KOMMOHEHTOB U MOBbIWEHUID PacliMpPAEeMOCTU CUCTEMBI.

CxemaTtunuHo Data-Driven-nogxog npeacraBnieH Ha puc. 2.
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Data-Driven Ul

lpozpamma (Game)

Bupxer 1 (Widget 1) E
=

Provides widget-specific AP|

i

O6Hosnexue
(Update data)

Buayanuaauus
(Visualize data)

Buayanuaauusn

1 McxogHble AaHHbIe (Visualize data) Bupxet 2 (Widget 2) ﬁ

_—

(Data Objects) <
e O6Hosnexve

Provide data interaction API (Updale data) Provides widget-specific API
A

Barpyaka CoxpaHeHue
(Data loading) | | (Data saving)

BHeluHee xpaHunuiie
(Storage)

Puc. 2. Obuwana cxema Data-Driven-noaxoaa.

Naes noaxoaa 3aKNK0MaeTCA B CO34aHUM K1aCCOB ANA MHKANCYNALMM BCEX AaH-
HbIX (MHPOopmaymm o Tom, yto Ul gonxKeH nokasbiBaTb UFPOKY) U NpeaoCcTaBAeHUN
Habopa MeToA0B, PACKPbIBAOLWLMX BaXKHble aCMeKTbl CUCTEMbI U ee COCTosAHMe [6].
B npoekte Ha Unreal Engine 310 nomoraeT nsbexatb ncnonb3oBaHua cobbitnin Tick
B Blueprint n Property Bindings, KoTopble NPpMBOAAT K YacTbiM 3anpocam AaHHbIX U
CO34atl0T OOMONHUTENbHYIO HarpyskKy Ha cuctemy. OTAeneHue XKM3HEHHOro LMKAA
AQHHbIX OT XM3HEHHOro uukna Ul ocobeHHO Ba*KHO, MOCKO/IbKY NpeaMeTbl MHBEH-
TapA, NpPeanoXeHna BHYTPUMUIPOBOro MarasmHa WUAM CTaTUCTUMKA UTpoOKa B onpege-
NIEHHbIM MOMEHT BPEMEHM MOTYT HE COBMAAATb C 0OBbEKTAMM NO/Ib30BATE/IbCKOMO UH-
Tepdenca. B cnyyae c Data-Driven-noaxoaom nporpammmncT MOXKeT UCNo1b30BaTb He-
CKO/IbKO BUAMKETOB, NOMYHAIOLWMX AaHHbIE OT OAHUX U Tex e 0ObeKToB, YTO ynpo-
Laet pa3paboTky.

Data-Driven-nogxon K NpOeKTUPOBAHMIO aPXMUTEKTYPbl MHTEpPdENCA B NPOEKTE
Ha Unreal Engine vawe Bcero peanusyloT ¢ ucnosb3oBaHnem natrepHos MVC um
MVVM.

MatrepH MVC (Model-View-Controller) pasagensetr cuctemy Ha Tpu Komno-
HEeHTa:

1) mogenb (Model) — XxpaHUT AaHHble U BU3HEC-NOTUKY;

2) npeacrasnenmne (View) — oTBeyaeT 3a oTobpaxKeHne AaHHbIX (BUAMKETbI);
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3) koHTponnep (Controller) — ynpaBnser B3anMoAenNcTBUEM MeEXKAY MOJE/bIO
N NpeAcTaBNeHNEM.

Ha puc. 3 nokasaHa cxema natrepHa MVC.

MVC

JHaHHble [aHHble

/Data\ m
Haxartune MpumennTs
MpepcrasneHue Press button KoHTponnep Make changes Moaenb
(View) (Widget Controller) (Model)

Puc. 3. Cxema natrepHa MVC.

Takoe pasgeneHue genaeT Kog MOAY/IbHbIM: 3aMeHa BUAMKETOB HE BAMAET Ha
KOHTPO/NIEep, @ 3aMeHa KOHTPOoAepa — Ha XpaHUULLE AaHHbIX [11].

MattepH MVVM (Model-View-ViewModel) pacwupser MVC, pobasnssa
ViewModel — nocpegHuKa ¢ AgByHanpaB/ieHHOW NPUBA3KOM AaHHbIX 418 aBTOMaTHye-
ckoro ob6HoBneHua Ul [12]. B Unreal Engine MVVM peann3oBaH Yyepe3 opuLmManbHbIi
nnarnH UMG Viewmodel, Bxogawmia B coctas ABuKKa (cm. puc. 4).

MVVM

OBHOBUTL 3HaYeHune
¢ ucnonb3osaHuem Field Notlfy

Update
bound variables
using Field Notify

ﬂaHHble

Data

O6HoBneHne csﬂsaHHow MpumeHuTL
MNMpeacrasneHue Send update Moaens Make changes Mogensb
(View) to bound variable ~ MpeACTaBreHUsi (Model)
(ViewModel)

Puc. 4. Cxema natrepHa MVVM.

PaccmoTtpeHHble nogxoapl Data-Driven Ul, MVC n MVVM npegoctaBaatoT pas-
paboTyMKaM MHCTPYMEHTbI O/1A CHUXKEHWUA CBA3AHHOCTU KOMMOHEHTOB, OTAENEHUA
NOTUKM OT NPeaCTaBAEHNA M NOBbILWEHMA MaclTabrupyemocty nHTepdencHbIX peLle-
HMN. O4HAKO X NPUMEHEHNE B YNCTOM BMAE HE peLlaeT Bcex Npobaem, xapakTepHbIX
Ans pa3paboTKn nonb3oBaTenbCcKoro MHTepdeica B Unreal Engine. B yacTHOCTH, OHM
He npegsaratoT BCTPOEHHbIX MeXaHM3MOB ANA:
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— YNpaB/ieHMA MHOFOCNOMHOM OpraHu3aunen nHTepdenca (CTeEKN BUAKETOB);

— ACUHXPOHHOWM 3arpy3Kn 3KPaHOB C MCNOb30BAHNUEM MATKUX CCbINOK;

rmbKkon agpecaummn sfeMeHToOB MHTEpdENca Yyepes Teru;
— LLEeHTPaNM30BaAHHOIO KOHPUIYpUPOBaHUA MEHIO HAaCTPOEK HA OCHOBE peecTpa
AAHHbIX.

YKa3aHHble OrpaHMYeHMa onpeaenatoT HeobxoanmocTb pa3paboTkm cneuma-
JIN3UPOBAHHOIO APXMTEKTYPHOrO pPeLleHns, MHTErpUpPYLWEro CylecTsyowme nat-
TEepPHbI C AONOAHUTENBbHBIMM MEXaHWU3MAMM, aAaNTUPOBAHHbIMUK K cneunduke Unreal
Engine.

APXUTEKTYPA MOAY/IbHOW CUCTEMbI Ul HA OCHOBE COMMON Ul U C++

AHanM3 TUNUYHbIX aHTUNATTEPHOB, NPOBEAEHHbIA B PAMKaX HACTOALLETO UC-
cnefoBaHMA, NO3BOIUA ONTUMM3NMPOBATL Noaxod n Ha ocHoee Common Ul co3gaTb
APXUTEKTYPY MOAYNbHOM CUCTEMbI NOIb30BATE/IbCKOrO MHTEpdenca. ITa apxmTek-
Typa peanun3oBaHa B BuMAae otaenbHoro nnarnmHa AdvancedGameUserinterface, uto
obecneymBaeT BO3MOXKHOCTb MOBTOPHOTO MCMO/b30BaHMA U paclumpeHns cuctemsl Ul
B PA3/IMYHbIX UTPOBbIX NpoeKTax. Ha puc. 5 npeactasneHa KapTta cBA3eN BHYTPUMUTPO-
BbIX MEH0 B pa3paboTaHHOM cucteme.
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Game Ul

Loading Screen

Play Screen

Main Menu Screen

Advanced Game Ul plugin

Options Controls Tab

Options Audio Tab Options Gameplay Tab

Credits Screen

Options Video Tab

Exit Game Screen Press Any Key Screen

Game Startup Screen

Puc. 5. KapTta cBA3el BHYTPUUTPOBbIX MEHIO B pa3paboTaHHoM cucteme Ul.

Mpepgnaraemas cuctema Ul BKAOYaeT cnegytowime KOMNOHEHTDI:

— cuctema WwabnoHHbIX 6a30BbIX KNACcCOB ANA YHUPUKALMN BU3Yya/IbHbIX S/1EMEH-
TOB;

— MHOrOC/I0MHan opraHmnsaumua nHTepdenca Ha ocHose cTekoB (Widget Stacks);

— MeXaHM3M agpecauum W ynpasneHus WHTepdemcom C MCNONb30BaAHMEM
Gameplay Tags;

— AMHaMM4Yeckan cuMctema KoOHPUrypmpoBaHmMs MeHI0 HacTpoek Ha ocHoBe Data
Registry;

— noacucTema ynpas/ieHUs 3arpy304HbIMU SKPaHaMMU.

Jloruka pabotbl cuctembl Ul cTpontca Ha Mcnonb3oBaHuKM paga 6a3oBbix mexa-
Hu3moBs Unreal Engine, o6ecneunBatowmx moayn1bHOCTb M MaclITabupyemocTb apxu-
TEKTYpbI.

1. Subsystems — Knaccbl, aBTOMaTU4YeCKM co3aaBaemble B Runtime B pamkax
onpeaeneHHoro KoHtekcrta (Gamelnstance, World, LocalPlayer). B pa3paboTaHHO
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cucteme mucnonb3yetca UlLocalPlayerSubsystem, yuto obecneumBaeT npmssasky Ul K
KOHKPETHOMY UTIPOKY.

2. Developer Settings — knaccbl, Hacneayembie oT UDeveloperSettings, koTopble
oTobparkatotca B Project Settings n coxpaHatTca B ini-$paiabl NpoeKTa: 3a4encTBo-
BaHbl, YTOObl XpaHUTb CCbIIKM Ha KNacCbl BUAMKETOB U ApyrMe napameTpbl CUCTEMDI
Ul. 3To no3BonA0 n3berxkaTb KOHCTAHT B KOAE.

3. Blueprint Async Action — acMHXpoHHble pyHKUMK Blueprint: B pa3paboTtaHHOM
CUCTEME NPUMEHEHbI A5 3arPy3KnN U 0TObparKeHns MHTepdeCHbIX SKpaHoB 6e3 610-
KMPOBKW UTPOBOro NOTOKaA.

4. Gameplay Tags — nepapxmyeckme CTPOKOBblIe METKU (APAIbIKK) ANA onMcaHusA
COCTOAHWUM N AaHHbIX: UCMONb30BaHbl ANA agpecaumn U nAeHTUPUKaLMM 31eMEHTOB
No/ib30BaTeNbCKOro MHTepdeinca.

5. Input Processor — mexaHM3m HU3KOYPOBHEBOIO MepexsaTa N0/1b30BaTe/1IbCKOro
BBOAA Ha ypoBHe Slate, no3BoAMBLIMIA peann30BaTb KOPPEKTHYIO CUCTEMY nepe-
Ha3HAYeHMA KNaBMLL.

6. Data Assets — 06beKTbl XpaHEHUA AaHHbIX: MPUMEHEHbI B pa3paboTaHHOM cu-
cTteme ANAa KOHOUTypupoBaHMA MHTEPPENCHbBIX 3N1EMEHTOB.

7. CommonUIl, UMG widgets — 6a30Bble Knaccbl BUAXKETOB, OT KOTOPbIX Hacneay-
IOTCA NONIb30BATE/IbCKUE 3N1EMEHTbI MHTepdelca.

8. Blueprint Function Library — Knaccel gna xpaHeHua nybanMYHbIX CTAaTUYECKUX
YHKUMIN: 3aaencTBOBaHbI Ans obecneyeHna yaobHOro goctyna K AaHHbIM KOHUry-
paumu.

MNpeacTaBUM OCHOBHbIE 31€MEHTbI aPXUTEKTYPbl MOAYAbHOM CUCTEMBI NOb30-
BaTe/NIbCKOro nHtepdeinca, cosgaHHom Ha ocHose Common Ul.
1. lWabnoHM3auma 1 LeHTpan3oBaHHoe ynpasaeHune ctunamm 8 Common Ul.
3TOT MexaHuM3m peanu3oBaH B 6a3oBom LWabnoHe WMHTepdencHOro OKHa
WBP_Template_Layout. LlabnoH ncnonbsyet numeHHble cnotbl — Named Slots, koTo-
pble NO3BOAAIOT ANHAMMYECKN BCTAaBNATb PAa3/INYHbIE 31eMEHTbI MHTepdenca B 3apa-
Hee onpeaeneHHble obnactn (cm. puc. 6).
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Takol noaxoz NO3BOASET Pa3AenUTb CTPYKTYpY MHTepdelica N ero coaepKu-
Mmoe: pa3paboTumK co3aaeT HOBblE OKHA, NCNO/b3yA eAMHbIN WabnoH, yTo obecneymn-
BaeT eAnHOObpa3me pacnosioXKeHUA 31eMeHTOB ynpassieHns, obaacten onmcaHma 1
naHenem MmeHto.

%3 None

Puc. 6. bazoBbIn WabnoH nHtepdericHoro okHa WBP_Template_Layout.

Hapagy ¢ sTum peanm3oBaHO LEeHTPaIM30BaHHOE XPAaHEHME CTUIEBbLIX AAHHbIX
ANS BU3YaNbHbIX KOMMOHEHTOB MHTEpdENCa, TaKUX KaK KHOMKN, TEKCTOBble 610KM U
np. B cucteme Ul BblgeneHbl oTAeNbHbIE KNACCbl CTUNEN, COAEPKALLME NapameTpbl
BM3ya/ibHOro opopmaeHua — ugeTa, WpndTbl, pasmepbl 1 Np. (cm. puc. 7). Takoe pe-
LUeHMe No3BosAeT BHOCUTb rnobanbHblie U3MeHeHUA B opopmaeHune nHtepdeinca, He

MOANDULNPYA KarKObIM BUOMKET NO OTAENbHOCTMU.

Widget Styles

Puc. 7. Knaccbl ctuneit moaynbHom cuctemsl Ul.
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2. MHorocnomnHana opraHM3aumna NoAb30BaTENIbCKOro MHTepdelrca Ha OCHOBe CTe-
KoB BuakeTtoB (Widget Stacks).
MpenmyLLecTtBOm CO34aHHON AapPXMUTEKTYPbI ABAAETCA MHOFOC/I0MHAA CMCTEMA
Ul, ueHTpanbHbIM 3/1EMEHTOM KOTOPOW ABNAETCA KOPHEBOW BUAKeT Primary Layout:
OH pobasnsetca B Viewport npn MHMUMANM3aLMM NOIb30BATENBCKOTO MHTepdeNca.
Primary Layout cogepuUT Habop KOHTEMHEPOB-CTEKOB, KaXKAbI U3 KOTOPbIX OTBe-
yaeT 3a oTobparkeHne onpeaesieHHoro cnoa nHtepdenica. B pazpabortaHHoOM cucteme
MCNONb30BaHbl YETbIPE OCHOBHbIX CNOA:

— GameHUD — cnoit gnsa okoH, oTobparkaembix BO Bpemsa UrpoBoro npouecca. B
3TOT CN0oK BXOZAT anemeHTbl HUD, Takne Kak MHOMKATOPbl COCTOAHUA UTPOKA, MUHU-
KapTa, NOACKA3KU U Apyrme 31eMeHTbl UTPOBOro MHTepdeNCa;

— GameMenu — cnom gnAa oTobpaxkeHnsa BHYTPUUTPOBbLIX MEHIO, AOCTYMHbIX BO
BPEMA UTPbl, HANPUMEP MEHIO MHBEHTApPA;

— Frontend — cnov rnaBHOro MeH Urpbl, 0TOOParKatoLMM SKPAHbI 3aNyCKa Urpbl,
rMaBHOE MEHIO, 3KpPaH HACTPOEK WU Apyrne snemMeHTbl UHTepdelnca, KoTopble He
UMEIOT HeNoOCpPeaCTBEHHONO OTHOLEHMA K UTPOBOMY NpoLeccy;

— Modal — chot moganbHbIX OKOH, KOTOPbIM pacnosaraeTcs NoBepx OCTasbHbIX
CNOEB W NCNONb3YeTCA AN1A 0TOOparKeHWA BCM/bIBAOLLMX AMANOTOB NOATBEPKAEHMUS.

Kaxpgbim chon B cucteme Ul peanm3oBaH  KakK  KOHTEWHep
CommonActivatableWidgetContainerBase, KoTopbiii ynpaBaseTt otobpaxKeHnem Bu-
AXETOB Mo NPUHUMNY cTeKa. Mpn OTKPbITUM HOBOTO MHTEP(ENCHOrO OKHA OHO Nome-
LLLaeTcA B COOTBETCTBYIOLLMNI CTEK, @ NPU 3aKPbITUM — yaansaeTcs u3 Hero (cm. puc. 8).

Widget Stack Fronten Widget e HUD Widget Stack Game Menu Widget Stack Modal

) F Register Widget Stack J Register Widget Stack 7 Register Widget Stack 7 Register Widget Stack
& Event Oninitialized U= v ot is Widg t g v "

»
Target [self

Stack Tag ag n Stacl In Stack Tag
Frontend Widgetstack Frontend X v rontend WidgetStack GameHUD X + Frontend WidgetStack Modal X v

In Stack In Stack In Stac In Stack

Puc. 8. Perncrpauma ctekos npu MHULMANN3aLMM B KOPHEBOM BMAXKeTe Primary
Layout.
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MHorocnoiiHyto apxutekTtypy Ul peanusyet knacc FrontendUISubsystem (nu-
cTmHr header-panna npmsegeH Ha puc. 9). ITOT KNKOYEBOM KNacc, Hacnegyemblii oT
ULocalPlayerSubsystem, obecneunBaeT npuBA3KY cUCTEMbI UHTEPPENCA K KOHKpeT-
HOMY WMIPOKY W OTBEYAET 33 aCMHXPOHHYIO MHULMANMU3ALMIO KOPHEBOTO BUAKETA
Primary Layout, ero xpaHeHue, a TakKe 3a gobaBneHne BUAKETOB B COOTBETCTBYHO-
LLLME CTEKM NO Teram C UCNOJIb30BAHMEM MATKMUX CCbIIOK U aCUHXPOHHOM 3arpy3Ku.

3. Agpecauma n ynpasneHue ¢ nomouibto Gameplay Tags.

B co3pgaHHOM apxutekType Gameplay Tags obecneumBaloT MaeHTUPUKAUMIO
cnoes MHTepdeica, NoNy4YeHUe KNaccoB MHTEPDEMNCHbBIX IKPAHOB, YyNpaBieHne n3ob-
Pa*KEHMAMM M AP. PECYPCAMM.

Ncnonb3oBaHme Gameplay Tags no3BOASIET OTKA3aTbCA OT }KECTKMUX CCbIIOK Ha
KOHKpEeTHble KNacCbl BUAOMKETOB: CMCTEMa onepupyeT MATKMMWU ccblikamu (Soft
References), KoTopble 3arpy»KatoTcA B NAaMATb TO/IbKO B HY*KHbI MOMEHT. Takol noa-
xop4 obecneymBaeT ABa NPEMMYLLECTBA:

— CHUXKeHue noTpebneHna onepaTMBHON NaMATU, NOCKONbKY HEUCNONb3yeMble
NHTEPDENCHBbIE 3INEMEHTbI HE 3arpy»KatoTca 3apaHee;

— MOBbILWEHNE TMOKOCTM apXMUTEKTYPbI, TaK Kak pa3paboTymK MOXKET U3MEHATb UC-
NoNb3yemble BUAXKETbI Yepe3 HAaCTPOMKM UIPOBOro NpPoeKTa 6e3 nsMmeHeHMsa UCxos-

HOro KoAa.
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ANCEDGAMEUSERINTERFACE API UFront

GENERATED BODY ()

PlayerCon

UFUNCTICHN (Blu
IsPrima

PlayerController,

Puc. 9. lnctuur header-danna FrontendUISubsystem.

ACMHXPOHHAsA 3arpy3ka MHTePPENCHbIX 3KPAHOB peann3yeTca C NOMOLLbLO crne-
LManbHbIX Blueprint-y3nos, CO34aHHbIX C MCNONIb30BaHMEM K/lacca
UBlueprintAsyncActionBase (cm. puc. 10). Y3nbl co3a4atoT BUAKET, 3arpyKatoT ero B
NamATb M NOMELLALOT B COOTBETCTBYHOLLNI CTEK.
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R PUsh Soft Widget To Widget Stack.

F Get Frontend Soft Widget Class by Tag

" Widget Tag
Frontend Widget OptionsScreen X v

E° Switch on EConfrmscreenButionType

Puc. 10. AcnHxpoHHasnA 3arpy3ka Ul-akpaHoB ¢ nomoubto Blueprint-ysnos.

BuarkeTtbl 3agatotca B Custom Developer Settings. Ha puc. 11 npoaemoHcTpu-

poBaHa pa3paboTaHHas cekuus Developer Settings, rae Kaxkaomy Tery cooTBeTcTByeT

CBOW BUOMKET.

Game - Frontend Ul Settings

o The d in DefaultGame.ini, which is curren

Widget Reference

Primary Layod

Froi
Frontend Widget.ConfirmScreen X
Frontend Widget.CreditScreen X -~
Frontend Widget.InGamePauseScreen X
Frontend Widget KeyRemapScreen X ~
Frantend Widget MainMenuScreen X ~
Frontend Widget OptionsScreen X
Frontend Widget.PressAnyKeyScreen X
Frontend Widget StoryScreen X

w Options Image Reference

Export... Import...

v EbBG®X

€ b ® X

€Eb® X v
€b O X
€Eb® X v

€ ® X v

Puc. 11. Cekumna Custom Developer Settings c cootBeTctBMEM Gameplay Tags

N BUAXKETOB uHTepdenca.
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4. [QMHamuyecKas cuctema HacTpoek Ha ocHose Data-Driven noaxopaa.

B TpaAuLUMOHHbIX NOAX0AaX CTPYKTYPa MEHIO HAaCTPOEK YKECTKO 3aJaHa B BU-
[PKETax, YTo YC/IOXKHAET MU3MeHeHUe n gobaBneHne HOBbIX NapaMeTpoB. B co3gaHHOM
apXuUTeKType 3Ta Npobaema pelleHa 3a cYeT AMHAMUYECKOro Noaxo/a, OCHOBAHHOTO

Ha AaHHbIX (Data-Driven): cTpyKTypa meHio ¢dopmupyeTca npouesypHO Ha OCHOBe
06BbEKTOB AAHHbIX.

OCHOBY TaKOWM CUCTEMbI COCTAB/IAET MEPaAPXMA KNAaCCOB AaHHbIX, MOKA3aHHAA Ha
puc. 12.

UListDataObject Base (abcTpakTHbiii, 6a30Bbliit)
F—- UListDataoObject Collection — rpynna / Bknagka
L yListDataobject Value (abCTpaKTHbii, COAEPXUT 3HaueHue)
F—— UListDataoObject String — CTpoKoBbl cnucok (enum-like)
| — uListpataobject StringBool
F—— UListDataObject StringEnum<T>
F—— UListDataobject StringInteger
L— yListpataobject StringResolution

L uListpataobject Scalar — yucnoBoe 3HauyeHnue (cnangep)

UListDataObject KeyRemap — pemannuur knaesuuwu (Hacnepyet Base)

Puc. 12. CTpyKTypa KNaccoB AaHHbIX, 0becrneuynBaoLmnx npoueaypHoe
dbopmmMpoBaHME MEHIO HACTPOEK.

Kaxapbih 06beKT AaHHbIX COAEPHKUT MHPOPMALMIO O NapaMeTpPe HACTPOMKM: Te-
Kylyee 3Ha4yeHune, AOCTYNHble BapMaHTbl BbIOOpPa, YCI0BMA peaKTUPOBaHMA, a TaKKe
3aBUCUMOCTM OT APYrMX NapameTpoB. Kpome Toro, cMctema noanepKMBaeT BO3MOXK-
HOCTb cbpoca NnapameTPOB K 3HAYEHUAM NO YMOAYAHUIO.

Bce paHHble HACTpOEK pPerucTpupyrotca B CNeuyanbHOM  peecTpe
OptionsDataRegistry, KOTOpbI GOpPMUPYET CTPYKTYPY BKIAAOK MEHIO HAacTpoeK. Mpwu
OTKPbITUM 3KPaHa HACTPOEK CMCTEMA aBTOMATUYECKM 3anpalunBaeT AaHHble U3 pe-
ecTpa 1 AnHaMmmyeckn GopmMupyeT CNMCOK 31EMEHTOB MHTepdelica. bararogapa atomy
Ao06aBneHne HOBbIX HAaCTPOEK BbiNoiHAETCA 6e3 n3meHeHuma cTpyKTypbl Blueprints.

Ncnonb3oBaHMe peecTpa AaHHbIX NO3BONAET OTAENUTb IOTUKY MEHIO HAaCTPOEK
OT BM3ya/NbHOro nNpeacTaBneHums, Yto coorsetcrTeyeT Data-Driven-noaxoay n 3Haum-
Te/IbHO yNpoLLaeT MmacwTabmnposaHmne CUCTEMBI.
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PaccmoTpum, Kak paspaboTaHHasa moaynbHasa cuctema Ul MHTerpupyeTca B ur-
POBOW NPOEKT.

[ns TecTMpoBaHMA NIOTUKN M NpUMepa UHTerpauum 6oin co3gaH TecToBbI Ur-
POBOM MPOEKT, BKAtoYatowmn yposHn MainMenulevel, Level_1, a TakKe KOHTpOA-
nepbl BP_MainMenuPlayerController n BP_FirstPersonPlayerController. JobasneHue
Blueprint-koga B 3Tn KOHTpOAEepbl 0becneymBaeT UX B3aMMOAenCcTBME C CO34aHHOM
cucremoit Ul (cm. puc. 13 n 14).

ay - register IMCs for remapping

Self

& Event BeginPlay 7 Checked Register IMCs

& Event OnLoadingScreenDeactivated o

= Create Pr \Vmia;ry"UI G’y; ut

"&On Atter Add to Viewport

F Get Primary Layout Soft Widget Class

Return Value @

D A

JA0GaBIIAEMITIEPEBIN SKPAH = BTESSTARY KEY

Self
& OnAfterAddToViewport
f Set Common Input Mode Menu B Push Soft Widget To Widget Stack
» »

Player Controller er Controller

oft Widget Class
I Get Frontend Soft Widget Class by Tag
kTag Pushed Widget
In Widget Tag Return Value @ Bk ROt s v
Frontend Widget PressAnyKeyScreen X

Puc. 13. HacTpolKa KOHTpOo/1/1epa raBHOMO MeHHO.

MpeanoxeHHas moaynbHAA cMCTEMA NONb30BATE/IbCKOro nHTEpdelica, peanu-
30BaHHasA B BuAe nnarmHa AdvancedGameUserInterface, 6asnpyeTtca Ha apXUTEKTYp-
HbIX NPUHUMNaX, obecneynBaoWwmx rMOKOCTb, MaclwTabupyemoctb n 3apdeKkTnBHoe
NCNONb30BaHMeE pecypcoB: WabnoHmM3aumMm MHTEPPENCHbIX OKOH, MHOTOC/IOMHOM Op-

raHM3auuMM Ha OCHOBE CTEKOB, aapecaumm Yyepe3 Gameplay Tags ¢ aCMHXPOHHOM 3a-
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rPY3KOM, a TaKKe ANHAMMUYECKON KOHOUTypaLMmM HACTPOEK Ha OCHOBE AaHHbIX. po-
BeAeHHas MHTerpauma CMCTEMbI B TECTOBbI UIPOBOM NPOEKT NoATBepAuNa ee pabo-
TOCNOCO6HOCTb. OueHKa 3PpPEKTUBHOCTU NPEASIOKEHHOIO pelleHusa npeacTaBaeHa
B C/leAylOLLEM pasaene.

DnBEgBIaySAddIMEsand register
themforremapping;

Puc. 14. HacTpoiika KOHTpO/1/1iepa TECTOBOrO YPOBHA.

3KCNEPUMEHTA/IbHAA ANPOBALUA U OLLEHKA 3OPEKTUBHOCTH
NPEAONOXEHHOIO PELUEHUA

OnAa oueHKM 3pPEeKTUBHOCTU MOAYNBbHOM CUCTEMbI NOJIb30BATENLCKOTO UHTEP-
denca, cosgaHHOM Ha ocHoBe Common Ul, B nabopaTopHbIX ycnoBuAx Ha 6ase Om-
CKOrO rocysapCcTBEHHONO TEXHMYECKOTO YHMBepcHTeTa bHblna NpoBeaeHa ee sKcnepum-
MeHTa/ibHaA anpobauus.

B xoae anpobaunmn Ha ocHoBe nnarnHa AdvancedGameUserlinterface B cpege
Unreal Engine 5.6 6bin peanusoBaH NPOTOTMN MOJIb30BATE/NbCKOrO MHTepdeiica,
BKIHOHAKOLW MM BCE CTaHAAPTHbIE KOMMOHEHTbI, Kak NPaBMa0, 3a4eNCTBOBaHHbIE B pe-
aNlbHOM UTPOBOM MpPOEKTE:

1725



Russian Digital Libraries Journal. 2026. V. 29. No. 5

— rnaBHoe meHto (WBP_MainMenuScreen);

— BHyTpuurposou HUD;

— MHOrOCTPaHUYHOE MEHIO HACTPOEK (rpaduKa, 3BYK, ynpasaeHue);
— 3KpaH nepeHasHavyeHus kKnasumw (WBP_KeyRemapScreen);

— aunanoru noatsep:aeHua (WBP_ConfirmScreen).

[OnAa cpaBHEHUA C NpeasioXeHHbIM pelleHnem bblna peannsoBaHa anbTepHa-
TMBHaA BepcuA Ha 6ase ctaHaapTHoro UMG (6e3 ncnonbsoaHma Common Ul), Hame-
PEHHO BbIMNO/IHEHHAA C MPUMEHEHUEM TUMMUYHbIX aHTMNATTEPHOB: BECb MOJIb30Ba-
TEeNbCKUN NHTepdelic bbin cobpaH B eAMHOM «MAaCTep-BUANKETE» C KECTKMMMU CCbi-
KaMM Ha Knaccbl BUAXKeToB, 6e3 nepapxmm 6a3oBbix K1accoB CTUIEN 1 be3 LeHTpanm-
30BaHHOrO peecTpa HACTPOEK.

Llenbto aKCnepMMeHTanbHOrO UCCNefoBaHUA BblN10 KONMYECTBEHHOE CpaBHe-
HMe NPeasoXEeHHOM apPXUTEKTYPbl MOAY/IbHOW CUCTEMbI NO1b30BATENIbCKOrO MHTEP-
denca c MOHONUTHOM AaPXUTEKTYPOM MO TPEM K/THOYEBBIM METPUKAM:

1) conpoBoXXAaemocTb (Bpems BHECEHUA U3MEHEHUN);
2) npousBoAUTENLHOCTb (NOTpPebAeHNEe onepaTUBHOM NaMATH);
3) macwTabupyemocTb (TpyaoemKocTb obaBneHna HoBOro GpyHKUMOHaNa).

B akcnepumeHTanbHoM anpobaunm bbina 3agencTBoBaHa rpynna obuwen ymc-
NeHHocTbio 17 yenoseK. 910 6akanaspbl 4 Kypca, MarMcTPaHTbl M ACNUPAHTbI, UMeto-
e onbIT 2—-5 neT B peanunsaumnm peasbHbiX UTPOBbIX NPOEKTOB 1 paboTbl c UMG: 12
pa3paboTtumkos Ha Unreal Engine n 5 ansainHepos mHTepdelicos, paboTatowmx He
TONbKO € Figma, HO M C UTPOBbIM ABUXKKOM.

Mepepn ero HayasOM BCe YYAaCTHUKKU OblnM 0O3HAKOMAEHbl ¢ oboumun BapuaH-
TaMK peasin3aumm nNonb3oBaTeNbCKOro MHTepdenca, a NOPAA0K NpeabABAEHMA YCNO-
BUIN B XO4e 3KCNepuMmeHTa 6anaHcMpoBanca Ana UCKA4YeHua sddeKtTa nepeHoca
HaBbIKOB.

MpeacTtaBUM NONYYEHHbIE PE3YNbTaThI.

MeTpuka Ne 1. ConpoBOXKA4aeMOCTb — BPEMSA BHECEHMA TUNOBbLIX U3MEHEHUN B
NoNb30BaTENbCKUN NHTEPDENC.

Kaxgomy n3 17 y4aCTHMKOB Npeanarasocb BbiNOJIHUTL TPM TUNOBbIE 3343a4M B
ABYX BapMaHTax — MOHOJIMTHOM U MOAY/1IbHOM:

1) cmeHa rapHUTypbI WprdTa ANA BCEX TEKCTOBbIX 3/IEMEHTOB;
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2) n3ameHeHume ctnns obopmMIeHNA KHONOK Ha HECKONIbKMX 3KpaHaXx;
3) U3SMeHeHMe LLBETOBOM CXEMbl BCEX 3/IEMEHTOB YMpPaBAEHUS.

Bpems BbINONHEHMA KaXK40ro 3a4aHNA y4aCTHMKAMM SKCNepMMeHTa GUKCMPO-
Ba/IOCb C MOMEHTA ero noay4yeHuMa 40 MOMEHTA BM3YyaJIbHOrO NOATBEPXKAEHUA KOP-
peKkTHOCTM pe3dynbTaTta B Unreal Engine.

CpenHee BpemA BbINOJHEHUA 33434 B MOHOJIMTHOM BapWaHTE COCTABWJIO:
cMeHa wpndTa — 26.4 muH (SD = 4.7), cmeHa cTuna odopMaeHma KHonok — 34.2 MUH
(SD = 3.1), cmeHa uBeToBoM cxembl — 31.8 muH (SD = 5.2). B moagynbHOM BapuaHTe
COOTBETCTBYHOWME NMoKasaTenu Takosbl: 0.9 muH (SD = 0.2), 2.1 muH (SD = 0.4) u
1.3 muH (SD =0.3).

Pa3bpoc pe3yabTaToB B MOHO/IMTHOM BapUaHTe 0ObACHAETCA Pa3/IMYHbIM OMbl-
TOM YYaCTHUKOB B HaBuraumu no Blueprint-rpadam Unreal Engine. B mogynbHOM Ba-
PUaHTEe BbICOKAA BOCMPON3BOAMMOCTb pe3yabTata 06ycnoBAeHa LLeHTPAIM30BaHHbIM
XpaHeHnem cTunemn, WabNoHHOM CTPYKTYPOM MHTepdEnca U UCNONb30BAHNEM MATKUX
CCbINIOK.

[OnA NpoBepPKM CTAaTUCTUYECKOM 3HAYMMOCTM MCNONb30BaH t-Kputepuinn CTbio-
AEHTa ANA 3aBUCUMBIX BbIBOPOK. o Bcem Tpem 3ag3a4am AOCTUTHYTbI CTaTUCTUYECKN
3Hauyumble pas3nmums (p < 0.001). CpeagHee coOKpaLLLEHUE BPEMEHMW BbINOJIHEHMA TUMNO-
BOW 3a4a4m cocTasuno 92.6%, 4To NoATBEPKAAET BbICOKYIO 3P PEKTUBHOCTb Npesso-
YKEHHOM apXUTEKTYPbI C TOYKM 3PEHUA CONPOBOKAAEMOCTH.

MeTtpuka Ne 2. lNpon3BoanTenbHOCTb — NOTpebaeHne onepaTUBHON NamATH.

N3mepeHnA NpoBOAMINCL C MOMOLLbIO BCTPOeHHoro npodannepa Unreal
Engine. [InAa KaX[oro 13 AByx BapMaHTOB BbINOAHANOCL 10 HE3aBMCUMbIX 3aMyCKOB
NpoTOTMNA, B X0A4Ee KOTOPbIX GUKCMPOBANOCL NMMKOBOE NoTpebaeHmne onepaTUBHOM
NamaTU B MOMEHT NOTHOW OTPUCOBKM FNTaBHOro MeHt0. Pe3ynbtathl 10 3anyckoB npu-

BeAeHbl B Tabn. 3.

Tabn. 3. NukoBoe noTpedbaeHne O3Y Npu OTKPLITUN TABHOTO MEHHO.

MOHOANTHbIN BapuaHT, | MoaynbHbIM BapuaHT,
3anyck JKoHomMMA, Mb
Mb Mb
1 438 372 -66
2 432 369 -63
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3 435 370 -65
4 441 373 -68
5 434 368 -66
6 436 371 -65
7 433 369 -64
8 437 372 -65
9 439 370 -69
10 434 368 -66
Cpegtee (SD) 436 (+3) 370 (+2) -66 (-15.1%)

[leTanusauum cTpyKTypbl notTpebaeHns namaTn npeacraBaeHa B Tabn. 4: yKa-
3aHbl 06BbEMbI MAMATU, 3aHATbIE NOCAE OTKPLITUA FAaBHOrO MeHto (B MoAy/IbHOM Ba-

punaHTe Ul-pecypcbl 3arpy»atoTca no TpeboBaHuio).

Tabn. 4. Aetanvsauma CTPYKTYpbl NOTpebAeHUA NamATy.

MOHONUTHBIM BapuaHT,

MoaynbHbIN BapuaHT,

KOoMnNoOHeHT ME ME

basoBble pecypcbl ABUXKKa U UTPbl 350 350

Ul-pecypcbl 36 20
(BMAKeTbI, TEKCTYPLI, WPUPTHI)

UToro (nnkosoe O3Y) 436 370

B MOHONMTHOM BapUWAHTE }KECTKME CCbINIKM HA BCE BUAMKETbI MPUHYKAAIOT ABU-
YKOK 3arpysuTb NOJIHbIN rpad 3aBUCMMOCTEN NPU UHUUManM3auum. CyMMapHbIi

ob6bem Ul-pecypcoB B namaTu npu ctapTe coctaBun 86 Mb — Bce BUAKETbI, TEKCTYPbI

N WpndTbI 3arpyKaroTca eANHOBPEMEHHO.
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B moAynbHOM e BapuaHTe COOTBETCTBME TErOB M KAAaCCOB BUAMKETOB XPAaHUTCA
B Developer Settings ¢ ncnonb3oBaHnem markmx ccbinok (TSoftClassPtr). Mpu oTKpbI-
TUWU TNIABHOIO MEHIO 3arpyKatoTcA TO/IbKO HENOCPeACTBEHHO NUCMONb3yeMble IKPaHbI
(WBP_MainMenuScreen n WBP_PressAnyKeyScreen), 3aHMmas okono 12 Mb. Pe-
CYPCbl 9KPaHOB HACTPOEK U NepeHasHayeHua Knasuw (ewe ~8 Mb) ocTatoTca BbIrpy-
YKEHHbIMM L0 NepBOro obpalLeHna, YTo ob6ecnevymBaEeT OT/IOKEHHYHO 3arpy3Ky.

CpegHee nukosoe noTtpebneHne O3Y B MOHOAMTHOM BapuaHTE COCTAaBWUIO
436 Mb (SD =3 MB), B mogynbHom —370 MbB (SD = 2 MbB). 3koHomMmuA cocTaBmaa 66 Mb
(15.1%). Paznmuma ctatucTMyeckun 3Ha4nMbl (t-KpuTepuii Ans He3aBUCUMBbIX BbIBOPOK:
t(18) =54.2; p < 0.001).

BaXXHO noayepkHyTb, YTO 3PPEKT HAKANAMBAETCA NO Mepe POoCTa UrPoBOro
NnpoeKTa: A06aBNeHME KarKAOoro HOBOrO 3KpaHa MO/b30BaTe/NIbCKOro MHTepdelica
C YKECTKMMMU CCbIZIKAMU YBEIMYMBAET HaYa IbHbI 06 beM 3aHATON NAaMATH, TOrga Kak
B MOZY/IbHON apXUTEKTYpPE HOBblE 3KPaHbl (€C/IN OHM He TPpebyrTcAa HAa MOMEHT UHU-
LManm3aumnm) He BAUAIOT Ha Havya/ibHbI 06bem noTpebnaemoi namaTu.

MeTtpuka Ne 3. MacwTtabupyemoctb — TpygoemKocTb aobaBieHuMa HOBOro
dYHKUMOHANA.

[BeHaguaTb pa3paboTyMKOB M3 rPynnbl SKCNEPUMEHTA BbINOAHANAM 33434y MO
A06aBNEeHNIO HOBOTO pa3aena B MeHto HacTpoeK. Tpebosanock co3aaTb pasaen «Cne-
UuManbHble BO3MOXKHOCTUY» (Accessibility), BKNtouMB B HEro Tpu HOBble HACTPOMKU U
nepeHeca Ase CyL,ecTBYHOLWME HAaCTPOMKM U3 Apyrnx pasgenos. Kaxabin pa3pabor-
YMK BbINOMIHAN 33434y ABa*KAbl C MepPepbiBOM B ABOE CYTOK; B Tabn. 4 npuBeaeHbl
cpeaHue 3Ha4YeHMA No ABYM MOMNbITKAM ANA KaXKA0ro y4acTHUKA.

B MOHONMTHOM BapMaHTe y4aCTHMKAM 3KCNepMMeHTa TpeboBaiocCh:

1) no6aBnTb GYHKUMKM ANA U3IMEHEHMA W NPUMEHEHUS HACTPOEK B KAaacc
UTestGameUserSettings.h;

2) ckonupoBaTb MM BPY4YHYlo co3gaTb Blueprint-BuarkeTtbl ana Kaxkgoro napa-
MeTpa HOBOW BKNALKW;

3) nepenucaTtb IOrMKY OTOBPaXKEHMA N USMEHEHWNA NAPaMETPOB.

CoOTBETCTBEHHO, B MOAY/IbHON apXUTeKType 3a4aya pewanacb 6e3 BHeceHun
N3MeHeHWUI B cywecTeytowme Blueprint. B sTom BapuaHTe y4aCcTHMKam TpeboBaioch:
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1) no6aBuTb GYHKUMM ANA U3IMEHEHMA W NPUMEHEHWA HACTPOeK B Kjacc
UFrontendGameUserSettings.h;

2) po6aBMTb enuM-BapmMaHTbl ANA NPUMEHEHWUA HACTPOEK;

3) o6HoBUTbL OptionsDataRegistry, no6aBMB HOBYIO 3aNUCb ANA NPeAcTaBAEeHUS
[aHHbIX Ha BKNaAKe.

Mocne 3TOro cuctema aBTOMATUYECKU FeHepupoBasia COOTBETCTBYHOLLME BU-
AXKEeTbl NPU cneayowem OTKPbITUM HYXKHOW BKNAAKN 3KPaHA HAaCTPOEK.

Pe3ynbTaTbl U3MePEHUIA BPEMEHM BbINOJIHEHUA 334341 Y4aCTHUKAMK SKCNepu-
MeHTa NpuBeaeHbl B Tab. 5.

CpeaHee Bpema BbINONHEHUS B MOHOJIMTHOM BapuaHTe COCTaBMIO 77 MUH.
(SD =7 muH), B mogynbHoM — 9.8 MuH (SD = 1.5 muH). YcKopeHue coctaBnsaeT 7.9 pasa.
IT0 CoKpaleHune BpemeHu Ha 87.3%. Paznnuma ctTaTUCTUYECKN 3HAUYUMBI (t-KpuTepuii
ANA 3aBUCMMbIX BblibopoK: t(11) = 28.6, p < 0.001).

BarKHO NoauYepKHYTb, YTO HW OAMH U3 Pa3paboTYMKOB B MOAY/IbHOM BapuaHTe
He BHOCWUN U3MEHEeHUI B cylecTBytowme Blueprint-eMaxKeTbl, 4TO NO3BO/INNO MUHMU-
MW3MPOBATb X BPEMEHHbIE 3aTPaTbl U UCKNOUYUTL PUCK BHECEHUA OLUMBOK B yXKe pa-
6oTatowmn PpyHKUMOHAN NpoToTUNa MHTepdeNnca.

0606WnMm pe3ynbTaTbl SKCNEPMMEHTa (CM.B TabA. 6): AaHHbIE, NONYYEeHHbIe NOo
TPEM MEeTPUKaM, EMOHCTPUPYIOT CTaTUCTUYECKN 3HAYMMOE NPEBOCXOACTBO CO34aH-
HOM apPXMUTEKTYPbl MOAYNbHOW CUCTEMbI NONb30BATENbCKOIO MHTEpPEca Hag MOHO-
JINTHOM.

MpoBeaeHHasA aKcnepMmeHTanbHaA anpobauma ¢ yyactmem 17 HauyMHaoWMmX
cneuyanucToB no paspabotke sugeounrp (12 pa3paboTynkoB 1 5 ansanmHepos Urpo-
BbIX MHTEPPENCOB) N TEXHUYECKMMM 3aMepaMm NO3BOINAA NONYYUTb KONMYECTBEH-
Hble NoATBepKAeHMNA 3PPEKTUBHOCTU NPESNOKEHHON MOAY/IbHOM apPXUTEKTYPbI NO

BCemM Tpem 3aABJ/IEHHbIM METPUKaM.

Tabn. 5. Bpems BbINONHEHMA 33434M No Ao6aBAEHWNIO HOBOrO pasaena MeHto
HaCTpoeK (cpeaHee No ABYM NOMbITKAM).

MOHONUTHbIN BapUaHT, YcKopeHue
Pa3paboTtunkm MoaynbHbIN BapuaHT, MUH
MUH (pas)
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1 72 8 9.0x
2 78 10 7.8x
3 90 13 6.9%
4 66 9 7.3%
5 84 10 8.4x
6 75 9 8.3x
7 81 11 7.4%
8 69 8 8.6x
9 87 12 7.3%
10 73 9 8.1x
11 79 10 7.9%
12 70 8 8.8x
CpepHee (SD) 77 (£7) 9.8 (#1,5) ~7.9x

Tabn. 6. CsogHble pe3ynbTaTbl SKCNEPUMEHTA/IbHOIO NCCNen0BaHUA.

MeTpuKa 3agava MoHOMNUTHLIN | MoAay/IbHbIN Ynyywenune | CraTt. 3HAYMMOCTb
BapMaHT BapMaHT

Conpo- CmeHa 26.4 MUH 0.9 muH -96.6% t(16) = 24.8;

BOXKAae- wpudTa (29.3x%) p<0.001

MOCTb

(n=17) CmeHa ctmna | 34.2 MuH 2.1 MuH -93.9% t(16) = 47.8;
odopmneHus (16.3x) p <0.001
KHOMOK
CmeHa upeto-| 31.8 MuH 1.3 MuH -95.9% t(16) = 22.1;
BOW CXeMmbl (24.5x) p <0.001
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MNpounsso- Mukosoe O3Y| 436 Mb 370 Mb 15.1% t(18) = 54.2;
auTtenb- (-66 MB p <0.001
HocTb (10

3anycKos)

MacuwrTa- Jobasnenue | 77 MuH 9.8 MUH -87.3% t(11) = 28.6;
bupye- HOBOrO pas- (7.9%) p <0.001
MOCTb fiena MmeHto

(n=12)

OTHOCUTENIbHO METPUKWU CONPOBOXKAAEMOCTU, LLEeHTPa/ZIM30BaHHOE ynpasie-
HUEe CTUNAMM Yepes nepapxmio 6a3oBbIX KNACCOB COKpaLLAeT Bpems rnobanbHoOro ns-
MEHEHMA, HaNnpMMep 4NA CMeHbl WpndTa — B 29.3 pasza. dPPeKT AOCTUraeTCA MMEHHO
3a cYeT BBeAEeHUA nepapxmm CTUNEBbIX KNACCOB: AaXKe Npu ncnoab3osaHmn Common
Ul, Ho 6e3 LueHTPaNN30BaAHHOIO XpaHEHUA NAapPaMeTPOoB 0GOPMNEHMSA KaKa0e U3me-
HeHue noTpeboBano 6bl py4HOro peaAakTUPOBAHMSA KaXKA0ro BUAKETA.

Y10 KacaeTcA Npon3BOAUTENbHOCTU, NPUMEHEHME MATKNX CCbIIOK M aCUHXPOH-
HOM 3arpy3Kkun yepes mexaHuam Blueprint Async Action cHu»KaeT nnukoBoe noTtpebne-
HMe onepaTUBHOM NaMATM NPU OTKPLITUM FTAaBHOTO MeHto Ha 66 Mb (15.1%). [laHHbI
addeKT HakananBaeTcA NPONOPLUOHANBHO YNCY SKPAHOB B UTPOBOM NPOEKTE U OCO-
6eHHO 3HauYnM A NAaTPopm C OrpaHUYEHHbIMKN pecypcamm (MobUIbHbIE YCTPON-
CTBa, KOHCOIM NPOLUAOrO NOKOJIEHUS).

OTHOCUTENbHO MEeTPUKKN MacwTabupyemocTn, Data-Driven-nogxon cokpalaet
ANA Pa3paboTUMKOB UTPOBbIX MPOEKTOB TPYAOEMKOCTb A06aBNEHMA HOBOTO QYHKLUM-
OHana, B YaCTHOCTM Npu AobaBneHMn pasgena HacTpoeK — B 7.9 pasa. Karouesbim pe-
3y/IbTaTOM MO A3AHHOW METPUKe ABNAETCA NONHOE OTCYTCTBME HEOOBXOAMMOCTU B U3-
MeHeHUU cyuecTeytowmx Blueprint: paclumpeHune cuctembl HACTPOEK CBOAUTCA K KOH-
dUrypnpoBaHuio peectpa AaHHbIX U f06aBNEHUIO HECKOMIbKMX CTPOK KoZa B Kiacc
HacCTpoeK.

Taknm 06pa3om, COBOKYMHOCTb NOJIyYEHHbIX Pe3y/bTaTOB NOATBEPXKAAET UC-
XO4HYO rMnoTe3y UccaefoBaHUA: NpeanoXKeHHaAA MOoAy/bHAA apXMUTEKTypa NO3BO-
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NAET CYLEeCTBEHHO CHU3UTb CBA3aHHOCTb KOMMOHEHTOB NO/1b30BATE/IbCKOrO UHTEp-
demnca n noBbIcUTb 3GPEKTUBHOCTb Pa3paboTKM U CONPOBOXKAEHUA UTPOBbLIX UHTEP-
dencos Ha asuxkke Unreal Engine.

3AKTHOYEHUE

Hactoawee nccnegoBaHMe OCYLLECTBAEHO AN1A YCTPaHEHUA paga npobnem,
BO3HMKAKOLWMX MPU CTUXMIMHOM pa3paboTKe Noab3oBaTeNbCKNX MHTepdeircos B Unreal
Engine, TaKnx KakK BbICOKAA CBA3AHHOCTb KOMMOHEHTOB, TPYAOEMKOCTb BHECEHUA U3-
MeHeHWI, HeadpPeKTUBHOE NCNO/Ib30BAHUE NAMATU U C/IOXKHOCTb MacliTabupoBaHus.
HecmoTpa Ha HanuMumMe B UrpoBOM ABMMKKE TaKMX MOLLHbIX MHCTPYMEHTOB, KaK
Common Ul, Bonpocbl MX MCNONb30BaHUA A1 NOCTPOEHMA LLeNOCTHOM U MacliTabm-
PyEMOMN apXUTEKTYPbl OCTAOTCA MaJIOU3YYEHHbIMM.

MNocTaBneHHan Lenb AOCTUTHYTA — CO34aHa M 3KCNepUMEHTaIbHO anpobupo-
BaHa apxuTeKkTypa moay/ibHon cuctembl Ul, npegHasHavyeHHaa Ana UrpoBbIX NPOeK-
TOB, KOTOpble pa3pabaTbiBatoTca Ha ABuKKe Unreal Engine. OHa peann3soBaHa B BuAe
oTaenbHoro nnarnHa AdvancedGameUserinterface, uto o6ecneymBaeT BO3MOXKHOCTb
NOBTOPHOrO MCMNO/Ib30BAaHUA U pacwmnpeHuna cmctemol Ul B pa3anMyHbIX UTPOBbIX NPO-
eKTax.

Pe3ynbTaTbl 3KCNEPUMMEHTANbHOIO MCCAeA0BaHMA NoAaTeepaunn 3podekTmns-
HOCTb NPEeANOKEHHOrO peleHnA No TPEM K/IHOYEBbIM METPUKAM — COMPOBOXKAAe-
MOCTb, MPOM3BOAMUTENBHOCTb M MacITabupyemocTb. B oTinumne oT rotoBbIX NAArMHOB,
KOTOPbl€ YCKOPAIOT BHEAPEHNE, HO NPU 3TOM C/IOXKHO KaCTOMU3MPYIOTCA Nog, cneum-
dunyeckme TpeboBaHUA NPOEKTa, CO3A4AHHAA APXUTEKTYPA UCMONb3YET NPOBEPEHHbIE
mexaHn3mbl Common Ul n UMG B KauecTBe dyHAAMEHTa, HaacTpamBasa cobCcTBEHHbIe
YPOBHU abCTpaKkumn (Mepapxuto CTUNen, MHOFOCNIOMHbIE CTEKM, aapecaumio yepes
Gameplay Tags, AMHAMUYECKYIO CUCTEMY HACTPOEK Ha OCHOBE AaHHbIX), YTO NO3BO-
nAeT n3bexxaTb OrpaHMYEeHMMN rOTOBbIX peLleHnit 6e3 n3bbITOUYHbIX TPyA03aTparT.

MNpeanoxeHHoe peLlleHne MMeeT HECKOIbKO orpaHnYeHui. MNpexae Bcero, ap-
XUTEKTYpa UMeeT AO0NO/THUTENbHYIO CZIOXKHOCTb Ha HaYa/IbHOM 3Tane NPoeKTa: co3aa-
HME MepapPXnKM KNaccos, HAaCTPOMKA TErOB M PEECTPOB AaHHbIX TPebyloT BpeMeHu u
aPXUTEKTYPHOro MbilWwAeHMA. ITO He Bcerga uenecoobpasHo ansa HebonblMx UTrpo-

BbIX MPOEKTOB. BTopoe orpaHndyeHme — 3To Nopor BXxoxXaeHnAa anAa HOBbIX pa3pa60T—
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YMKOB: Nepexos K MHOTOCNOMHOM apXUTeKType TpebyeT ux obyyeHua. TpeTbe orpa-
HUYEHME — 3TO B/INSSHUE MOAY/IbHOM apPXMTEKTYPbl HAa CKOPOCTb KOMMUASAUUM WM
CcOOpPKM UrPOBOro NPOEKTa B HACTOALLEM MCC/Ie40BAaHMN He OLLEHUBAOCh U TpebyeT
AaNbHENLWero n3yyeHus.

Ha ocHoBe nosy4yeHHbIX pe3ynbTaToB CHGOPMYINPYEM NPAKTUHECKNE PEKOMEH-
Aaunu. Ans kpynHbix npoekTos (AA/AAA) ¢ ANNTENbHBIM LMKNOM pPa3paboTKu BUaeo-
Urpbl MOAYNbHANA aPXUTEKTYPA — 3TO 0OOCHOBAHHbIM BbIOOP, KOTOPbLIN OKYyNaeTca nNpwm
MacwTabupoBaHMM N CHUXKAET 3aTPaTbl HA CONPOBOXKAEHME. [1nA NPOEKTOB CpeaHEro
pasmepa ee CTOUT NPUMEHSATb BbIBOPOYHO: LEeHTPanM30BaHHOE yNpaB/ieHNe CTUAAMMU
— B 06A3aTeNbHOM NOPAAKE, MHOTOC/IOMHbIE CTEKU — NMPU CNOXKHOM MHTepdelice C ne-
PEKPbIBAOWMMUCA 3KPaHaMMK, cucTemy agpecauum yepes Gameplay Tags — npwm
HeobxoammocTn rmbKomr KoHdUrypaunm BuaxKeTos. Ana HebobLMX NPOEKTOB U NPO-
TOTMMNOB AOCTAaTOYHO BbIAENATb CTU/IN B OTAE/NbHbIE Pecypcbl, M36eraTb XeCTKMX CCbl-
JIOK U UCMOb30BaTb MATKME CCbINIKN ANA aCUHXPOHHOW 3arpy3Ku.

Cpeay nepcnekTMBHbIX HanpaBAeHUN gna byaywmx nccnegoBaHMn BblaeUM
ABa. Bo-nepBsbix, 370 pa3paboTka MeTo40B aBTOMATMYECKOro TecTupoBaHma Ul B pam-
KaxX NpeasoXeHHOM apXUTEKTYPbl: MOAYNbHOCTb U C/labad CBA3aHHOCTb KOMMOHEH-
TOB CO34al0T HE06X0AMMblEe YCNOBUA ANA HAaNUCAaHWA Unit- U MHTErPaLMOHHbIX TECTOB.
Bo-BTOpbIX, UcCnegoBaHne NPUMEHMMOCTM NPeasIONKEHHbIX MPUHLMNOB MHOFOCN0M-
HOM opraHu3aumu, agpecaummn yepes tern, Data-Driven-nogxona K CMeEXHbIM UTpPoO-
BbIM MOACUCTEMAM, TAaKMM KaK MHBEHTAPb, AMANIOTOBble CUCTEMbI, BHYTPUUIPOBbLIE
MarasuHbl U ap. 9TO NO3BOAUT YHUPULMPOBATb aPXUTEKTYPHbIE NOAXOAbl HE TONbKO
ANA pa3paboTKU NONb30BATENLCKOrO MHTEpdENca, HO U ANS BCEFO MTPOBOro NPOEeKTa
B LLE/IOM.
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Abstract

The paper is devoted to the development and experimental verification of a
modular user interface architecture for game projects in Unreal Engine. The study
identifies typical Ul design antipatterns (monolithic widget structures, hard refer-
ences, lack of abstraction, platform dependency) and provides an analysis of existing
architectural approaches (Data-Driven Ul, MVC, MVVM), demonstrating their limita-
tions. The authors propose an architecture that integrates the Common Ul frame-
work, an asynchronous loading mechanism with soft references, the Gameplay Tags
system, and a data registry for dynamic settings menu generation. The architecture is
implemented as the AdvancedGameUserinterface plugin. Its experimental evaluation
involving 12 developers and 5 Ul designers confirmed the effectiveness of the pro-
posed solution across three key metrics: maintainability, performance, and scalability.
Based on the research results, practical recommendations are formulated for apply-
ing the developed architecture depending on the scale of the game project. The re-
search findings can be used by developers to improve quality and reduce mainte-
nance costs for user interfaces in game projects on Unreal Engine.
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