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AHOTALIS

KBanidikauiina poboTa npucBsiu€Ha BUPILICHHIO MPAKTHUYHOI 3a]adl 1HXKeHepii
MIPOrpaMHOro 3a0e3MeUYeHHs, a caMe po3poOIll 6araTOKOPUCTYBAIBLKOT I'PH 3@ JOTIOMOTOI0
irpoBoro asuryHa Unity Ta MmepexeBoro ¢ppeiimBopky Photon Fusion.

B xBamidikaniiinii po6oti Oyna po3pobiieHa rpa, ska Mae 2 MiHi-irpu. ['pa mae
MOKJIMBICTh BMIlllyBaTH 10 4 rpaBuiB B oAHii cecii. KoxkHa MiHI-Tpa Mae yHIKaabHI
MEXaHIK{ Ta HABKOJHIITHE CEPEIOBHUIIIE.

O6’extoM poOOTH s JaHOi KBamidikamiiiHoi poOoTH € Tmpolec po3poOKu
MepexeBoi OararoxopuctyBarpkoi rpu Ha Unity 3 BukopuctanHsMm Photon Fusion.
PoGora Bkitouae B cebe: omwc Ta aHadi3 MPEAMETHOI Taly3l MepexeBoi
OaratokopuctyBaibkoi rpu Ha Unity, OOIpyHTYBaHHS  HEOOXITHOCTI PO3POOKH
IPOrpaMHOTO 3a0e3MeyYeHHs, MOCTAHOBKY 3ajayl, IMPOEKT, PE3ylIbTaTd TECTYBaHHS,
pe3yabTaT po3poOKU, PO3ALT 3 OXOPOHH Mpalli Ta JOJATKH.

B po6oTi BUKOPHUCTOBYBAJIUCh Pi3HI apXiTEKTYpHI NMPUHIUINH, (PpeHMBOpPKH Ta
010110TeKH I JOCATHEHHS KIHIIEBOTO pe3ynbTrary. byma po3pobieHa cuiibHa MepeKeBa
apXITEKTypa, siKa JI03BOJIMJIA JIETKO MacIITa0yBaTH MPOEKT Ta CTBOPIOBATH HOB1 MiHi-iTpH.
[Tpo€eKT BUHIIIOB ONTUMI30BAaHUM 1 MIBUJIKUM Y BUKOHAHHI, 1110 JO3BOJIMIIO 30UpaTH TPy
Ha MOOUTHHUX IPUCTPOsiX. ONTUMI3AIlIS MIHI-ITOP JO3BOJISIE BUKOHYBATH BaXKi IrpOBi il
Ta BI3yasi3yBaTu rapHi ClieHd. TecTyBaHHS BCIX MEPEKEeB\MX KOMIIOHEHTIB OYyJI0 BIAJIAM,
MOBHUH ITPOBUI IUKII MPAITIOE€ TOBHOIIHHO 0€3 TTOMUJIOK.

BucnoBkom pobotu € ycmimue iHTerpyBanHs ¢peiimBopky Photon Fusion 3
irpoBuM gBuryHoMm Unity. OCHOBHI apXITEKTypHI TPUHIUNN Ta (HPEHMBOPKHU
J03BOJISIIOTH CTBOPUTH BUCOKOE(DEKTUBHUI Ta JIETKO PO3IINPIOBATIBHUNA MPOEKT/KOI.

KBamiikamiitna po6ora BukimageHa Ha 107 cTopiHKax IPYKOBAHOTO TEKCTY,
MICTUTD 42 pUCyHKH, 4 TaOJIHIII, CITUCOK BUKOPUCTAHUX Jykepen 3 10 HaiimeHyBaHb Ta 5

OIATKIB.



ABSTRACT

The qualification work is devoted to solving a practical software engineering
problem, namely the development of a multiplayer game using the Unity game engine
and the Photon Fusion networking framework.

In the qualification work, a game was developed that has 2 mini-games. The game
has the ability to accommodate up to 4 players in one session. Each mini-game is unique
in terms of mechanics and environment.

The object of research for this qualification work is the process of developing a
networked multiplayer game on Unity using Photon Fusion. A practical task was analysed
and existing analogues and methods for developing networked multiplayer games were
analysed.

Various architectural principles, frameworks, and libraries were used to achieve the
final result. A strong network architecture was developed, which made it easy to scale the
project and create new mini-games. The project turned out to be optimised and fast in
execution, which allowed the game to be launched on mobile devices. The optimisation
of mini-games allows you to perform heavy game actions and visualise beautiful scenes.
The testing of all network components was successful, and the full game cycle works
properly without errors.

The work includes: description and analysis of the subject area of a networked
multiplayer game on Unity, justification of the need for software development, problem
statement, design, test results, development results, labour protection section and
applications.

The conclusion of the work is the successful integration of the Photon Fusion
framework with the Unity game engine. The basic architectural principles and
frameworks allow creating a highly efficient and easily extensible project/code.

The qualification work is presented on 107 pages of printed text, contains 42

figures, 4 tables, a list of 10 references and 5 appendices.



3MICT

1 AHAJII3 TIPAKTUYHOI 3AZTAYI IHXKEHEPII ITIPOTPAMHOI'O
3ABE3IEYEHHS TA IIOCTAHOBKA 3AJIAUYI HA PO3POBKY MEPEXEBOI
BATATOKOPUCTYBALIBKOI TPY HA UNITY ...oooviviiiciiicieeeeeeeeee e 10

1.1 AHAMI3 TPAKTUYHOT BAIAUL . ..vvvvereeinireeeeesssrreeeeesasnneeeessannnrreessasnnneeeeesannnneeeesannes 10
1.2 Onuc icHyr04YHMX aHaJIoriB 0araTOKOPUCTYBALbKHUX 1rop, cTBOpeHux Ha Unity .... 11
1.3 TlocTaHoBKa 3a7ja4i HA CTBOPEHHS 0AraTOKOPHUCTYBALBKOT TPH ..vvvveernirvreeeeninnie 15

2 CTBOPEHHS MEPEXXEBOI BATATOKOPUCTYBALILKOI 'PU HA UNITY .... 17

2.1 Anani3 BUMOT 10 6araToKOpuCTYBaBKOT IPH HA UNILY .....ovvveieiiiiiiieeiiiiiieee e 17

2.1.1 ITobynoBa Mojei BapiaHTIB BUKOPUCTAHHS MEPEKEBO1

0araToKOPUCTYBAITBKOT TPH HA UNILY ..vvvviiiiiiiiiiiiiiiiiiiiiiiee et 17

2.1.2 Cnenudikarrii BapiaHTiB BUKOPUCTAHHS MEPEKEBOI 0araTOKOPHUCTYBAI[bKOT

1y o) 700 T 0133 L 2R U PP PPPPPRPPPP 19
2.2 Po3po0Oka apXiTeKTypH MepekeBOi OaraTokopucTyBalbkoi rpu Ha Unity............ 22
2.2.1 P0o3p00Ka aPXITEKTYPHOTO SIIIPA +vvvvvrrereesssssssssrsnrereeessessssssnssssssereessesssnsnnssssnnes 24
2.2.2 Po3po0OKa apXiTEKTYPH ITPOBOT TOTOBHOT CIICHH .vvvvveeersssiirrrirrereeesensssssssnnsenns 26
2.3 [IpoekT MepexeBoi 6araToKOPUCTYBABKOT TPU HA UNILY ..oovvvvviiiiieeiiiiiiieeeeee 28
2.3.1 Ecki3Huii mpo€eKT MEepekeBOi OaraToKopucTyBambKkoi rpu Ha Unity .............. 28
2.3.2 TexHI4HMI POEKT MEPEKEBOI OaraTokopucTyBarbkoi rpu Ha Unity ............ 33
2.3.3 PoGounii MpO€EKT MEpPEKEBOI OAraTOKOpPUCTyBarbKoi Tpu Ha Unity ............... 38

3 PE3VJIbTATU PO3POBKU MEPEXXEBOI BATATOKOPUCTYBALIBKOI I'PU . 75
4 OXOPOHA TTPATLLL.....coiiiiiiiiiiiii e 77

4.1 IlinroToBKa pOoOOYOro MicCIs Mepe; POOOTOIO 3 KOMIT FOTEPOM.....uvvvrrrreeeeeraaannne 77



4.2 PexxuM mpatii Ta PO IaKTUKA MPOPECIAHOT BTOMMU .....vvvvvvreeeinirreeeessnnnreeeessnns 78
4.3 Enextpobe3meka Ta noxexHa 0e3neka npu podoTi 3 KOMI' IOTEPHOIO TEXHIKOIO. /8

BUCHOBK ... 80
CIIMCOK BUKOPUCTAHUMX JIZKEPEIL ......ooiiiiiiiiiiiiicceeee e 81
JNOJATOK A — TEXHIYHE 3ABJIAHHA HA PO3POBKY
BATATOKOPUCTYBAILILKOI 'PY HA UNITY 3 BUKOPUCTAHHSIM PHOTON
FUSTON L.ttt e e e e e e e e bbb r e e e e e e e e e e e naanabneeees 83
JIOJJATOK B — [IPOTPAMA TA METOJMKA BUITPOFOBYBAHbL MEPEXEBOI
BATATOKOPUCTYBAILILKOI 'PY HA UNITY 3 BUKOPUCTAHHSIM PHOTON
FUSTON Lttt e e e e e e e e ettt e et e e e e e e e e e e aababeeeees 87
JJOJATOK B — IHCTPYKIIII KOPUCTYBAUA MEPEXXEBOI
BATATOKOPUCTYBAILILKOI 'PY HA UNITY 3 BUKOPUCTAHHSIM PHOTON

FUSION ..ot e et eee et e e s e ee s e e e e ee e e eeeeeereee e e eeeeneee 90
JIOJATOK T — OITUC MEPEXEBOI BATATOKOPUCTYBAIILKOT TPU HA
UNITY 3 BUKOPUCTAHHIM PHOTON FUSION ......ovoveeeeeeeeeeeeeeeeeeeseeeeeeenenn. 93

JIOJIATOK ]I — TEKCT MEPEXXEBOI BATATOKOPHUCTYBAIILKOI I'PU HA
UNITY 3 BUKOPUCTAHHAM PHOTON FUSION .......ccccviiiiiiiiiiiiiiicceireeee 96



7

HEPEJIIK YMOBHHUX IO3BHAYEHb, CUMBOJIIB, OAUHHULb I TEPMIHIB

A

Accetu — 3arajibHa Ha3Ba J10 (ailiniB, TEKCTYp, 3BYKIB, MOJICIICH.

b

binn 3anexxHocTelt — CTBOPEHHS MPUB’ A3KKW KOHKPETHOTO TUITY 00’ €KTa JI0 1HILIOTO THITY,
a00 abcTpaxiii.

K

Komnaitnep — ¢izuuna dirypa, sika Hajgae 00’ €KTY MOXKIIUBICTh B3aEMOJIATH 3 (GI3UYHUM
CBITOM ITPOBOTO JIBUTYHA.

P

Pennepunr — nporec Bizyasizailii IpUCTPOEM KaPTUHKHU IPOTrpaMH Ha eKpaHi.

()]

OpeiiMBOpKk — 301pKa, CTPYKTypa 010710TeK, 5IKi MOBHICTIO/a00 YaCTKOBO MPOMOHYIOThH
CBOIO apXITEKTYpPY MPOEKTY.

X

XocT — KepywuHMil Cceci€lo TpH, TOHW XTO CTBOPIOE CcepBepa, KIMHAaTH B
0araroKOpUCTyBallbKUX ITpax.



BCTYII

CyuacHuit IrpoBUi PUHOK JEMOHCTPYE CTPIMKHIA PO3BUTOK
0araroKOpUCTyBallbKUX 1rop, sKI 3a0e3Me4YyrTh TPAaBIKIM MOXJIUBICTh CHIJIBHOI
B3a€EMOJIIl Y BIPTyaJbHOMY cepenoBHIlil. Bucoka NOMyISIPHICT, TaKUX TMPOEKTIB
3YMOBITIOETHCS SIK 3pOCTAOUOI0 JIOCTYITHICTIO MEPEKEBUX TEXHOJIOTIN, TaK 1 OaKaHHSIM
IpaBIliB OpaTH y4acTh y COIIaJIbHUX Ta KOOTICPAaTUBHUX ITPOBUX aKTUBHOCTSIX.

Unity € ogHuM 13 HAWNOMYNSPHIMIMX IrPOBUX JBUTYHIB 3aBISKH CBOId
6arato(pyHKIIIOHAJILHOCTI, KpPOCILIaT(OPMEHOCTI Ta MPOCTOTI Yy BHUKOpUCTaHHI. B
peanizailii 0araTOKOpPHUCTYBAIlbKHX Irop Ba)XXJIMBY pPOJIb BiAIrparOTh CHEliai30BaHi
MepexeBl (peiimMBopku, Taki sk Photon Fusion, 1mo HamamTh MHUPOKHA CHEKTP
THCTPYMEHTIB /11 CTBOPEHHS CTa0UTbHUX, MAaCIITA0OBAHUX Ta €(hEKTUBHUX MEPEKEBUX
ITPOBHX MPOEKTIB.

Buxopucranns Photon Fusion mo3Bosisie BupimryBaTH 3aBIaHHS CHUHXpOHI3AIlii
TPaBIliB Y PEXKUMI PEaJTbHOrO 4Yacy, MIATPUMKHA HHU3bKOI 3aTpPUMKH Ta 3a0e3MedeHHs
CTaOLILHOCTI 3'€THAHHSI, III0 POOUTH HOTO MEPCIIEKTUBHUM IHCTPYMEHTOM JIJIs CTBOPECHHS
0araroKOpUcTyBallbKUX 1rop. TakuM YHMHOM, JOCHIIKEHHS METOIIB PO3POOKHU
OaraTokopucTyBalbkuX irop 3 BukopuctanusMm Unity Ta Photon Fusion € aktyansHuM y
KOHTEKCTI Cy9aCHUX BUMOT J0 IrPOBUX MPOJYKTIB.

Metoro xBamiikaiiiHoi poOOTH € PO3B’sA3aHHS MPAKTUYHOI 3a1a4i 1HXKeHepii
nporpaMHOro 3abe3leueHHs, a caMe po3poOKa OaraTOKOpPHCTYBalbKOi TpH 3
BUKOpPHCTAaHHM irpoBoro asuryHa Unity Ta ¢ppeiimBopky Photon Fusion, sika 3a0e3mneuye
CTaOUTbHY MEPEKEBY B3aEMOJIIF0 MK KOPHCTYBa4aMH, BUCOKUH PiBEHb MPOJYKTUBHOCTI
Ta SAKICHUH IrpoBH MOCBiA. JIJIS TOCSATHEHHS TMOCTABICHOI METH HEOOX1THO BUPIIIUTH
HACTYIIHI 3a/1a4i:

- AHaJi3 IpaKTUYHOI 3a/1a41 JIJ1s1 PO3POOKH OaraToOKOpUCTYBAIlbKO1 TPH.
- AHani3 ICHYIOUUX MIAXOMIB 10 pO3pOoOKH 0araTOKOPHCTYBAIIbKMX IrOop Ha 0asi

Unity.
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- Po3po0Oxa TexHIYHOro AM3aiiHy Ta apXITEKTypH IFPOBOTO MPOEKTY, SIKUW BKIIIOYAE
MEXaHI13MHU MEPEXKEBOI B3a€MO/III.
- Peamizanis 6araTokopucTyBaIbKOi I'PH.
- TecryBaHHs rpu Ha BIANOBIIHICT BUMOTaM CTaOUIbHOCTI, MPOJYKTUBHOCTI Ta
3pY4HOCTI.
O06’exToM 11 naHoi kBamiikauiiHoi poOOTH € mpouec po3poOKH MEpPEKEBOi
OararokopuctyBalbkoi rpu Ha Unity 3 Bukopuctanasim Photon Fusion.
IIpakTH4yHa 3HAYYIIICTH MOJATA€ Y CTBOPEHHI MPOTOTUITY OAraToOKOpHCTYBalLIbKOT
I'py, SIKUA MOke OyTH BUKOPUCTAHUM SIK OCHOBA JJ11 KOMEPLIHHUX MMPOEKTIB, HABYAJIbHUX
MmatepiaigiB  ab0  BJOCKOHAJIGHHS  ICHYIOUHX pIIIeHb Yy rainy3l  po3poOKu

0araToKOpHCTyBallbKUX 1rop.
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1 AHAJII3 MTPAKTUYHOI 3AJTAYI IHKEHEPII IPOTPAMHOI'O
3ABE3INEYEHHSA TA IOCTAHOBKA 3AJIAUI HA PO3POBKY MEPEJKEBOI
BATATOKOPUCTYBAIIBKOI I'PU HA UNITY

1.1 AHaJjii3 npakTU4HOI 3a1a4i

Po3pobka OaraTokopHCTyBallbKUX irop € CKJIQJHOI 33340 MPOrpaMHOTO
3a0e3MeueHHs, 0 BKJIOYae OOpOOKYy MAaHMX, CHUHXPOHI3AIll0 CTaHIB TIpaBlLiIB Ta
ontuMizaiio Mepexxeroro Tpadiky. Kpamidikamiiina podoTa mpucBsiyeHa CTBOPEHHIO
OararokopucrtyBaibpkoi rpu Ha Unity 3 Bukopuctanasim Photon Fusion, mo € cygacaum
¢dpeiimBopkoM Bin kommanii Photon st peanizaiii BUCOKONPOAYKTUBHUX MEPEKEBUX
pilieHb. 3ajadya JOMOMOXKE 3PO3YMITH IUTIOCH 1 MIHYCH BHOPaHOTO MEpPEKEBOIro
dbperimBopky st nBuryHa Unity. PosmisitHeMo Taki OCHOBHI 0araTOKOPHCTYBAllbKi
MmepexeBi pperimBopku 1yt Unity:

- Photon PUN - ogun 3 mepexeBux (peiimBopkiB kommadii Photon. Bin e
MOJICTIIICHHOIO 1 B TOM 4Yac craporo Bepciero Photon Fusion. JloOpe mimidime ais
O3HAHOMJICHHS 3 0araTOKOPUCTYBAIIBKICTIO Ta JIETKUMH MPOEKTAMU. AJie HE € TAPHUM
BapiaHTOM JIJI1 KOHKYPEHTOCIIPOMOXXHHUX IPOEKTIB, AKI XOUYyTh CTBOPUTH MIIIHY Ta
PO3BHHEHY 0araToOKOpUCTYBallbKY apXiTEKTYpY.

- Photon Quantum — mepesxeBuii pperiMBopk komnanii Photon. € nalicunpHimoro,
BHUCOKOE€(EKTUBHOIO BepCi€ro OaraTokopucTyBalbkux (peiitMmBopkiB Bin Photon. Bin
BUKOPHCTOBYE 1HII apXITEKTypHI MA0JIOHU MPOEKTYBAHHS 1 3p00JICHUH 3 yIIOPOM Ha
¢izuxy. [ligxXonuTh 1715 CHIBHUX 1 BEJIMKUX MPOEKTIB, SAKI PO3PAXOBYIOThH OTPUMATH
ONTHUMI30BaHUH, BHCOKOC(HEKTHBHUN OaraTOKOPUCTyBAIlbKU TPOAYKT. Bumarae
OUThIIMX 3HAHbB, HK 1HII Bepcii Photon-a, He mimiiae ais HoBaukiB. Takox IiaTa 3a
KOJKHOTO F03epa 1 MITPUMKA TaKOTO MPOEKTY Oyjie Ha MOPSIOK JTOPOXKYIE.

- Photon Fusion — me ogun ¢peitmBopk xommanii Photon. Bin € HOBOIO 1 OuIbII

cunbHOIO Bepcieto craporo Photon PUN. He Takuii cunbHui, sk Quantum, ane
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171eanbHO MIAXOAUTD JUIsl MAJIUX, CEPENHIX MPOEKTIB 3 HEBEJIUKUM OIOIKETOM 1 4aCOM
Ha CTBOPEHHA rpu. € KpaluM BUOOPOM ISl OUTBIIOCT] BapiaHTIB.

- Mirror — open source Oe3KOIITOBHMI (PpeldMBOpK. € Takok €PEKTUBHUM 1
CWJIbHUM 0aratoKOpHCTYBallbKUM 1IHCTPYMEHTOM. AJie OUIble MAXOAUTh AJI MaauX
MIPOEKTIB, a00 M1JIs1 po3po0KHu 63 HeoOXITHOCTI B CTOPOHHIX cepBepax. Photon Fusion
Kpallle TIAXOAUTh JJIS OUTBIINX MPOEKTIB, € MOTPiOHA BUCOKA MACIITa0OBaHICTh 1
MPOAYKTUBHICTh. Mirror Mae MeHIe (yHKIIH, sIKI MOIJIM O TOMOMOI'TH B po3po0iii i
KEpPYBaHHI MPOEKTOM.

- Netcode - 1ue odimiinuii ¢peiimBopk Binm  Unity 118 CTBOpEHHS
OararokopucTyBallbKUX 1rop. bimHuii Ha (QyHIIOHANI, Ma€ MEHIIE MOXXJIUBOCTECH B
nopiBHsiHHI 3 Photon 1 Mirror. TlinxoauTh 1y HEBEMUKHUX MPOEKTIB, SKI XOUYTh

MaKCUMaJbHO B3aemMoiaTh 3 Unity eKOCHCTEMOTO.

1.2 Onuc icCHYHOYMX aHAJIOTIB 0AraTOKOPHUCTYBAallLKHUX irop, CTBOPEHUX HA

Unity

I'pa VRChat (Jlorotumn rpu npencraBieHuid Ha pucyHky 1.1)
MepexeBuii ppeiimpopk: Photon PUN

VIZICHAT

Pucynoxk 1.1 — Jlororun rpu VRChat [1]
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VRChat — e 6ararokopuctyBaiibka kpocmiargopmua rpa (PC i VR), ne rpasenb Moxe

CHUIKYBAaTHUCh, B3AEMOJISITH 3 IHILIUMH JIFOABMU, TAPHO MPOBOJUTH YaC 1 BIAMOYUBATH.

I'pa Stumble Guys (JIorotun rpu npeacTaBieHuil Ha pucyHKy 1.2)

Mepe:xeBuii ppeiimBopk: Photon Quantum

Pucynoxk 1.2 — Jlorotun rpu Stumble Guys [2]

Stumble Guys — 1ie ananor Fall Guys, ane skuii JOCTynHUHN K Ha KOMIIT 10Tepi,
gk 1 Ha Tenedoni. ['paBers Moxke 6iraT 3 IHITMMU TpaBUAMHE (0 32 B Maryi) Ta

IMPpOXOAUTH IICPCIIKOOIH, K1 3’ SIBJITIOTHCS Ha HOT0 HUJIAXY.

I'pa Liar's Bar (Jlorotun rpu npeacraBieHuil Ha pUCyHKY 1.3)

MepexeBuii ppeiimpopk: Mirror
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< —

LIAR’S DECK 2 HAS ARRIVED!

Pucynok 1.3 — Jlorotun rpu Liar's Bar [3]

Liar's Bar — 11e Becena Ta 1ikaBa rpa 710 4 rpaslliB, sSKa BKJIIOYa€ B ceOe HACTUIBHI
ITpU: KapTH, PYJIETKY, KUIaHHs KyOuka. XTO Mporpae MiHi-rpy — TOl KpyTUTh OapabaH 1

cTpinse. ['paiite 3a pi3HUX TBapHH, B PI3HUX JIOKAITISX.

I'pa Lethal Company (Jlorotun rpu npeacTaBieHuil Ha PUCYHKY 1.4)

Mepe:xeBuii ppeiimBopk: Unity Netcode

Pucynoxk 1.4 — Jlororun rpu Lethal Company [4]

Lethal Company — rpa ae Baima 3ajjadya BKpPacTd sIKOMOra OLIbIIE JeTalie 3
1HO3EMHOI TIJITAHETH, SKa HaceJeHa MOHCTpaMu. 30upaiTe aeTanl 1 BiIHOCITH Ha

Kopabeb, MOTIM 3/1aBaliTe 1 BUKOHYWTE 3aBIaHHS.
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Takum ynHOM € moTpeda B cTBOpeHHI BiaacHOi rpu Ha Photon Fusion. Tak sk B
MOPIBHSAHHI 3 IHIIMMU KOHKYPEHTaMH, BIH € OJHMM 3 HallKpalux BaplaHTIB I
CTBOPEHHS HEBEIHMKOI OaraTokopucTyBalbkoi rpu Ha Unity. 3 TpOXHU BUILIUM OPOTOM HIXK
B Photon Pun, mu Oynemo Matu kpammii pyHuionan i pesyaprar. Hama rpa ne Oyne matu
BEJIMKOI apXITEKTYpH 1 11l 00pobssAT 6arato Qi3MUYHUX KOMIIOHEHTIB 1 00’ €KTiB, TOMY
Photon Quantum Ham Tex He noTpidben. Unity Netcode He moTpiOHuUl B Mipy TOro, 10 HE
JOCTaTHbO PpO3BUHEHHH. Takok, HaM g TecTy 1 poOo4oro (QyHKIIIOBAHHS TpU
NOTPIOHUHN HEBEIUKUM poOouunii cepBep, kUil Oyne cuHXpoHi3yBaru rpy. Ha BinMiHy Bif
Mirror, Photon mae craptoBy uacTtuHkKy cepBepy (Ha 20 nromeid), mo JacTh 3MOTY

3aIyCTUTH 1 IPOTECTYBATHU TPY.

Reference
I'pa, sxa Oyne HaTXHEHHSIM 1 MPUKIIAJIOM s i€l podoTH, e — Pummel Party

(JIoroTun rpu npeacTaBieHu Ha pUCYHKY 1.5).

Pucynok 1.5 — Jlorotun rpu Pummel Party [5]

Pummel Party moOymoBaHa Ha OCHOBI MiHI-MOHOIIOJI{, e TPaBeIlb 3 APYy3sIMH (10
8 Jromeit) MoXKeTe 3irpatu i mpoBecTH rapHo 4ac. KokeH payH rpaBels rpaeTe MiHI-Tpy
1 3apo0isieTe OYKH, XTO OLTbIIe HAOpaB — TOW MEPEMIT 1 OTPUMYE Kpalli MPU3U IS
MoHomoii. [licns MiHI-Tpu TpaBii KuaaoTh Kyouk 1 xomarts. 11[o6 mepemorTu rpasiio
noTpiOHO MPOUTH KapTy 1 3HaWTH KyOku. Tol, xTo 3Halae 3 KyOka, — nepemarae. B et
yac Jpy3l TpaBlsl MOXKYTh 3aBakKaTH MOMY 1 BUOMBATH PI3HI pedl, skl BIH 3HAXOJIUTUME

MICTSl MIHI-TPH.
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B naniii rpi He Oyzie MOHOMOJIT, TaK SIK JIJIsl IbOTrO MOTPiOHO Ouiblle yacy. bynyTh
MIHI-ITpU. AJie, MalOY HaBITh 2 MIHI-I'PU, MOYKHA BIOCTaJIb MIOBECEIUTUCH 3 APY3SIMU 1

rapHo poBecTH yac. MiHi-irpu OylyTh MaTH pi3Hi L1KaBi JOKAI[li 1 MEXaHIKH.

1.3 IlocTanoBKa 3a1a4i HA CTBOPEHHA 0AraTOKOPHCTYBALbKOIL I'PH

Ha ocHoBI aHanizy 3a/1a4i NpOEKTY Ta aHaIOriB PpelMBOPKIB, siKi OyiH 3a3HaYeH1
B MyHKT1 1.2, Oyna BU3HaueHa HEOOXIAHICTH CTBOPEHHS I'pU 3 BUKOpUCTaHHSAM Photon
Fusion, mo 3a6e3neuye epexkTUBHY MepekeBy B3a€MOJIII0, BUCOKY MPOAYKTHUBHICTh Ta
O€3KOIITOBHUH JOCTYII 10 YACTUHKH CEPBEPY IS MiAKITFOUSHHS TPABIIiB.
[IpakTHYHOIO 3a/a4€r0 € CTBOPCHHS BUCOKOE(EKTHBHOI 0ararOKOpHCTYBAIbKOi
rpu Ha Unity 10 4 rpasuis. [lorpi6Ho po3pobuTu 6ararokopucTyBaibKy rpy Ha Unity 3
BUKOpUCTaHHSIM Photon Fusion, sika 3a710BOJIbHSIE HACTYITHUM BHMOTaM:
- Jlerko MacmraboBaHa, ONTHMI30BaHA apXiTEKTypa MPOEKTa 1 TOJOBHOI
I'pOBOI CIICHH.
- OnrTruMi3oBaHe BUKOPUCTAHHS MEPEKEBUX PECYPCIB.
- Hapiiina cuHXpOHI3aIlig MK TPABISIMU B YCIX MOMKIJIMBUX BUTTQIKAX.
- IrpoBe 1061 Ta neKiIbKA ITPOBUX PIBHIB.
- IlixaBi 1 3aXOIUIIOOY1 MiHI-ITPH.
- 3pyd4HE KepyBaHHS rpaBLisl.

- 3po3yMinuii KOpUCTYBallbKUl iHTEpdeiic.

Bumoru 10 ckiaay BUKOHYBAaHUX (YHKITIH
I'pa noBMHHA MaTH MOXJIMBICTh BUKOHAHHS HACTYIHUX (PYHKIIIH:
e [limkmroueHHS 10 cecii: J03BOJISE€ TPABISAM ITiJ €HATUCA 1O ICHYIOUOIi
irpoBoOi cecii.
e CTBOpEHHS HOBOI cecii: J03BOJISE TPABIIO CTBOPUTH HOBY IrPOBY CECIIO.
e HanmamryBaHHs cecii: J03BOJIS€E TPaBIIO HANAMITYBaTH HOBOCTBOPCHY

I'pOBY CeCito MiJ] BIacHI MOTPeOu.
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e [louaTok rpu: A03BOJSE MOYATH T'PY Ul BCIX TPABIiB, Kl 3HAXOAATHCA B
CHUIBHIN I'POBIH cecii.

e CuHXpOHI3allisd CTaHIB: J03BOJISIE CEPBEPY CUHXPOHIZOBYBaTH JaHI MIX
IpaBISIMU.

e HananHs crnucKy aKTUBHUX CECIi: HaJla€ MOXIIUBICTh CUCTEMI OTPUMYBATH

1HOpMAaLLi0 PO aKTHUBHI CECli Ha cepBepl.

Bumorn 1o iHdopmariiiiHoi Ta mporpaMHOi CyMiCHOCTI

- [Iporpama noBuHHa nparoBaTy Ha Bcix Bepcisix Android mounHarouu 3 27 Bepcii.

Bumoru 10 ckiaay Ta napameTpiB TEXHIYHHUX 3aC001B
- RAM: 2 GB
- 1o 150 Mb nam’sri.

Jleramizallis TOCTAaHOBKHU 3adadi Ha po3poOky rpu Ha Unity 3 BHKOPHUCTAHHSIM
dpeirimBopky Photon Fusion 3HaxomuThesl B TEXHIYHOMY 3aBJIaHHI, SIKE MPECTABICHE Y

0aTKy A.
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2 CTBOPEHHS MEPEXXEBOI BATATOKOPUCTYBAIILKOI I'PU HA
UNITY

2.1 Anaui3 Bumor 0 0ararokopuctyBanbkoi rpu Ha Unity

Y upomy miapo3aiii  Oyl0 BHUKOHAHO aHalli3 BUMOT JO MEpPEKeBOi
OararokopuctyBalbkoi rpu Ha Unity 3 BukopuctanusiM (perimBopky Photon Fusion 3a

JI0TIOMOT010 TTOOY/I0BH MOJI€JI1 BapiaHTIB BUKOPUCTAHHS Ta PO3POOKH iX crieluQiKailii.

2.1.1 TIloGynoBa  momeai  BapiaHTIB  BHKOPHCTAHHS  MepeKeBOI

O0araTokopuctyBanbkoi rpu Ha Unity

Monens BapiaHTIB BHUKOPHUCTaHHS € KIIOYOBUM €TalloM Yy MPOEKTYBaHHI
0araroKOpHUCTYBAIbKOi I'PH, OCKUIHKH BOHA BU3HAYA€E B3a€EMOJIIF0 MK KOPUCTYBadaMH Ta
cucTeMor0. Y KOHTeKCTi po3poOku rpu Ha Unity 3 Bukopuctandsm Photon Fusion,
OCHOBHHMH aKTOPAMH €:

o IpaBenrb — KOpHUCTyBau, SKUH B3a€MOMIE 3 TPOIO, 3MIMCHIOOUM BXIJ,
IPUETHAHHS IO CEClif, KEpyBaHHS MEPCOHAXKEM Ta y4acTh Y Ipi.
o Cepaep rpu — 00po0OIIsIE JIOTIKY I'PH, CHHXPOHI3YE CTaH MDK KIIIEHTaMU Ta

3abe3neuye MUTiICHICTh TPH.

OcCHOBHI BapiaHTH BUKOPUCTAHHS BKJIIOYAIOTh:
e [ligkmroueHHS 10 cecii: J03BOJISE€ TPaBISIM ITiJ €THATUCA 1O ICHYIOUOIi
irpoBoOi cecii.
e CTBOpEHHS HOBOI cecii: J03BOJISE TPABIIO CTBOPUTH HOBY IrPOBY CECIIO.
e HamamryBaHHs cecii: J03BOJISI€ TPABIIO HAJAMITYBaTH HOBOCTBOPEHY

I'pPOBY CecCito MiJ] BIacHI MOTpeOu.
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e [louaTok rpu: A03BOJSE MOYATH TPy IS BCIX IPABLIB, SIKI 3HAXOIATHCS B
CHUIBHIN I'POBIH cecii.
e CuHXpoHI3allisid CTaHIB: JO3BOJISIE CEpBEPY CHUHXPOHIZOBYBaTH JaHi MIX
IpaBISIMU.
e HananHs cnucKy akKTUBHUX CEClid: HaJa€ MOXKJIUBICTh CUCTEM1 OTPUMYBATU
1HOpMAaLIi0 TPO aKTUBHI CeCli Ha cepBepl.
s Monmenb 103BOJISIE YITKO BU3HAYUTH (PYHKI[IOHAJIBbHI BUMOTH JO CHUCTEMHU Ta
3a0e3neunTy e(EeKTUBHY B3a€EMOJII0 MK ii KoMImOHeHTaMu. PucyHok 2.1 nemoHcTpye

JiarpaMy BapiaHTIB BUKOPHUCTAHHS OaraToKopUCTyBalbkoi MepexeBoi rpu Ha Unity.

MAaxknoyeHHs 4o
cecli

CrBOpeHHs
HOBOI cecli

X

lpaBeub

CepBep<

Pucynoxk 2.1 — Jliarpama BapiaHTiB BUKOPUCTAHHS

HanawTyBaHHSA
cecli

MouaTok rpwu

CrHXpOHI3aLIsa
CTaHIB

HazaHHA cnucky
aKTUBHUX Cecl

Hactynuum kpokoM Oynie po3podka crienndikaiii BAKOPUCTAHHS.
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2.1.2 Crneumgikanii BapiaHTIB BUKOPHCTAHHA MepesKeBol

O0ararokopuctryBaubkoi rpu Ha Unity

Hasga: [ligkmouenns ao cecii
Axtopu: I'paBenb
ITepenymoBu:
1) I'paBenib Mae MIAKITIOYEHHS 10 MEPEKI.
2) IcnyroTh HOCTYMHI ITPOBI cecil sl IPUETHAHHS.
OcHOBHMIT TOTIK NOA1H:
1) I'paBers BIMcye Ha3By iIrpoBOi cecii.
2) I'paserib BUOMpAE OMIII0 IPUETHAHHS JI0 CECii.
3) Cuctema nepeBips€ Yu € Taka KIMHATa.
4) CucreMa rnepeBipsie HasIBHICTb BUIBHUX MICIIb Y CECIi.
5) V pasi HasBHOCTI Miclisl, TpPaBelb IPUETHYETHCS J0 CECIi.
6) Cucrema iHiliai3ye CTaH TPU JJIE HOBOTO I'paBlsd Ta CHHXPOHI3YE HOTo 3
IHIIUMHU YYaCHUKAMHU.
AJNBTEpHATHBHI ITOTOKU:
o JSxmo cecis 3amoBHEHa, CHCTEMa IOBIJOMIISIE TPABIIO Ta TPOIOHYE
BUOpAaTH 1HITY ceCcito a00 CTBOPUTHU HOBY.
[TicnsymoBu:

o I'paBerns ycninrHo mpueIHAHUN 10 00paHOi cecii Ta TOTOBUM 0 y4acTi B Ipi.

Hassa: CtBopeHHs HOBOI cecii
Axropu: ['paBenp
[TepenymoBu:
1) I'paBers Ma€e MiAKIIOYCHHS 10 MEPEXKI.
2) Hemae cx00i 1o Ha3B1 IrPOBOI cecii.
OcCHOBHMI TIOTIK MOJ1M:
1) I'paBens BIKCye Ha3By IrpoBOi cecii.

2) I'paBeup BUOMpae OMIIII0 CTBOPEHHS IrPOBOT cecii.
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3) Cuctema nepeBipsi€ UM € Taka KIMHATa.
4) Cucrema CTBOPIOE IrpOBY KiMHATY.
5) Cucrema Haziae TpaBIIO CTaTyC XOCTa.
AnbTepHaTHBHI IOTOKHU:
e Skmo Ha3Ba Takoi KIMHATH BXKE iCHY€E, TpaBellb OTPUMAE MOTEPEKCHHS B

iHTEpPENcCI.

[TicnssymoBu:

e ['paBellb yCHIIIHO CTBOPIOE ITPOBY CECIIO.

Haspa: HanamryBanus cecii
Axtopu: I'paBenib
ITepenymoBu:
1) HasBHICTP MIIKIIOYCHHS 0 MEPEXKI.
OCHOBHUI NOTIK HOMII:
1) I'paBers BIKCye Ha3By Cecii.
2) I'paBerns BUOUpae OMITIFO CTBOPEHHS CecCii.
3) Cucrema HaJaIITOBYE CECIIO i MOTPeOU rpaBIis.
[TicnsymoBu:

e [’paBers OTpUMy€E HAJIAIITOBAHY CECiIO, SIKA € TOTOBOIO ISl TPH.

Hasga: [louarok rpu
Axropu: ['paBenp
[TepenymoBu:
1) I'paBentb Mae craryc XocTa 1 MIIKIIOYEHUNA JO cecii 3 OMHUM 1 OiibIie
TPaBISIMHU.
OcHOBHUH TIOTIK TOIN:
1) I'paBens BUOUpae OMIliI0 MOYATKY TPU.
2) Cuctema nourHae animanito Fade in Ha ekpaHax rpaBIiB.

3) Cucrema noyMHaE 3aBaHTAXKEHHS I'POBOI CLIEHH HAa MPUCTPOSAX I'PABIIIB.
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4) CucreMa 3aKiHUY€ 3aBaHTaXEHHsI IrPOBOI CLICHH.

5) Cuctema miK/IIOYae TpaBliiB Ha IrPOBY CLIEHY.
AnbrepHaTHBHI IOTOKHU:

e JSIKI10 XOCT 3aJIMIIUTHCSA OJMH B KIMHATI, Ipa HE 3MOKE NOYaTUCh.
[TicnssymoBu:

e ['paBili yCHiNIHO MiAKITIOYAIOTHCS HAa ITPOBY CIIEHY.

Hazga: CunxpoHi3aiiisi CTaHiB

Axtopu: Cepsep

ITepenymoBu:
1) HasBHICTB NMIIKIFOUCHHS 10 MEPEXKi.

OcCHOBHMIT TOTIK OIH:
1) OHOBNEHHS TOKAJIBHUX JAHUX Y TPABLS.
2) Cucrema po3mi3Hae 3MIHHM 1 BIIIIpaBJIsi€e OHOBJICHI JaH1 HA CepBep.
3) Cepsep (ikcye 3MiHHU 1 po3cHiiae iX 10 BCIX MIAKIIOYEHUX TPABIIIB.
4) Cuctema npuiiMae HOB1 3MIHH 1HIIIOTO TPaBIIS.

[TicnsymoBu:

e JlaHi yCITIIIIHO CHHXPOHI30BaHi.

Hasga: HamanHs criicKy akTUBHHUX cecii
Axtopu: Cepsep
[TepenymoBu:
2) HasBHICTP MIIKITIOYCHHS 10 MEPEKI.
OCHOBHHMI TIOTIK TTOJTIM:
4) Cuctema 3ampoInye ClIMCOK aKTUBHUX CECil 3 MEBHUMH (PLIBTPaMH.
5) CepBep oTpumye 3amuT, (UIBTpyE aKTHUBHI cecii 3riIHO HaJaAITyBaHb Ta
HaJla€ CUCTEMI JaHl.

6) Cucrema npuiimMae CIUCOK.
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[TicnssymoBu:

e Cucrema oTpUMYy€ Bii(PLIBTPOBAHUI CIMCOK aKTUBHUX CECIil.

2.2 Po3po0ka apxiTeKTypHu MepexeBoi 0ararokopuctyBanbkoi rpu Ha Unity

ApXiTeKTypa mporpaMu — I1¢ TOJIOBHA KOHCTPYKIIis, CKEeJIET Ha SIKid TPUMAIOThCS
MEXaHIKH, eJIEMEHTHU MporpamMu. ['apHa apXiTeKTypa — KITF0U JI0 JIETKO1 MacITaboBaHOCTI,
PO3BUTKY 1 BUCOKOE(EKTUBHOCTI mporpamu. be3 Hel BenuKi MPOEKTHU 3aKpUIIUCh OU B
HEpIii POKHU MICHs BIAKPUTTS 1 MU O He moOauniu Takux rirantis sk Google, Microsoft 1
T.JI., CEpPBICAMH SIKUX MU TaK JTFOOMMO KOPUCTYBaTHCh.

B irpax tak camo moTpiOHO MPOAYMyBaTH 1 BUKOPHUCTOBYBATH PO3YMHY, CHIIbHY
apxitektypy. Oco0iamBO B 0ararokOpucTyBallbKHUX Irpax, J€ OKpiM iHTepdeicy,
KepyBaHHs, 0a30BUX MEXaHIK T'pU, MOTPIOHO MaTH B3a€EMOJII0 3 CEPBEPOM 1 CTAOLIBHY
POOOTY MEpEKEBUX KOMITOHECHTIB.

Jlana rpa Oyjie MaTH Taki apXITEKTYpHI IPUHIIUITH:

e DI (Dependency Injection) — 1mabsoH TPOEKTYBaHHS IIPOTrPaMHOIO
3a0e3reueHHs, 10 Iepeadavyae HaJdaHHS 30BHINIHBOI 3aJIEKHOCTI IPOTPaMHOMY
KOMITOHEHTY, BUKOPHCTOBYIOUH «iHBepciro kepyBaHHs» (aHmI. Inversion of control,
[0C) nnst po3B'si3aHHs (OTPUMaHHS) 3aJIEKHOCTEN [6].

e SOLID - mne n'aTh OCHOBHUX THPUHIHMIIB 0O0'€KTHO—OPIEHTOBAHOTO
MpPOrpaMyBaHHs: TPHUHIMI €IMHOI BIAMOBIAATBHOCTI, TPHUHIUI «BIAKPUTHH—
3aKpUTHIY, TPUHIIMI IMiCTaHOBKHU JIiCKOBa, MPUHIIUI PO3AUICHHS IHTEpdENCiB Ta
MIPUHIIAI 1HBEPCii 3aJIeKHOCTEH.

e PeakTuBHE MporpamMyBaHHS — 1€ MapaJurMa MporpaMmyBaHHS, MOOyIOBaHA
Ha TOTOKaxX OaHux 1 3MiH. lle o3Hauae, MO y MoBax MHporpaMmyBaHHSI Ma€ OyTH
MOXKJIMBICTD JISTKO BUPA3UTH CTAaTHYHI UM JWHAMIYHI ITOTOKH JAaHUX, a peajli3oBaHa

MOJIeJIb BUKOHaHHs Oy/ie aBTOMAaTUYHO PO3CUJIATU 3MIHU Y€pe3 MOTIK JaHuX [7].
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e MVP — mabnoH npoekryBanHs, noxigauii Bix MVC, 110 Biaauise Bi3yalbHe
BimoOpaxkeHHst (iHTepdeiic) Ta moBeAiHKY OOpoOKHM MOl y pPi3HI KJacu, a came:

Monens (Model), Ilpencrasnenns (View), llpen'asuuk (Presenter).

JUJ1st BEIMKUX 1 CUJIBHUX MPOEKTIB BUKOPUCTOBYIOTH OUIbIIE CEPHO3HUX MATTEPHIB,
aJjie 1Sl TPY CePeHBOTO PiBHSI BUCTAYUTh 1 IIHOTO MEPEUUCIICHHS. Y IbOMY MEPEUNCIICHHI
NpOTHCaHi MpaBua, sIK BBECTH apXiTeKTypy, aje s DI i peakTuBHOTO iporpamMyBaHHS
HaM NOTPIOH1 A0AATKOBI 016110TeKH 1 GpEeHMBOPKH, 11100 BUKOHYBATH 111 ITpaBuUIIA.

Hns DI Mu BizbMemMo Oe3koIITOBHUM opensource (peiiMBopk Zenject. Bin
NPOTIOHYE BEJIHMKY KUTBKICTh KOPHUCHUX METOMIB, MOXIIMBOCTEH MO0 KEpyBaHHIO
3aJIe)KHOCTSMU B MPOeKTi. [loTpedye HeBENMMKUX HaNAIITyBaHb B MPOEKTI. Zenject Oye
caM BIPOBA/DKYBATH 3aJIC)KHOCTI /ISl KOAY, SIKUH 1X TOTpeOye.

[Tin peakTuBHE MporpaMmyBaHHs Oyna BUOpaHa opensource 0i6miorexa UniRx, ska
€ JOCTaTHhO CWJIBHUM 1 PO3BMHEHHM IHCTPYMEHTOM. BOHa J03BOJIUTH BiJCTEKYBaTH
3MIHU JJaHUX 1 poOuTH TOTPiOHI 1ii mpu oHOBIeHI. KoprcHa 6ibmioreka, Kou MOTpiOHO
3pOOUTH MIBUJKY 1 0araTopiBHEBY (QLIBTPAIlIIO TaHUX.

JlonaTkoBi TOJI0BHI 010JTI0TEKH 1151 pOOOTH:

e UniTask — opensource 0i0mioTeka, sKka JJOMOMOXE ONTHUMI3yBaTH
acuaxpoHHe mnporpamyBaHHs C# 1 Unity. Takoxx Hagae MOXJIMBICTH CTBOPEHHS
napaJjienbHOT1 3a71a4l i1 PO3BAHTAXKEHHS T'PU B MKOBUX MOMEHTAX.

e DoTween — 06i0mioTeka sika CHeEIiami3yeTbcsi HAa CTBOPEHHI aHIMAIIii,
BiJIKJTQICHUX BUKIIMKIB 3 KOy, 03 aHIMyBaHHS 00’ €KTIB Uepe3 peaKTop.

e Addressables — Unity 6i0mioTeka, sika ONTUMI3y€e BUKOPUCTAHHS ITaM’sITi
BUKOHABYOTO MpPHUCTpor0. BoHa Hajgae MOXIIMBICTD 3aBaHTAXyBaTW B IaM STh
MOTPiOHI HA JAaHWH MOMEHT TEKCTYpH, PUCYHKH, JaH1 JIJIsl TPU 1 BUBAHTA)XKYBaTH KOJIU

BOHU He MOTpiOHI. be3 Hei, mpu 3amycky rpu BCi JaHi 3aBaHTAXYIOTHCSA B TaMSITh

ofpasy.
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2.2.1 Po3po0Oka apXiTeKTypHOro sigpa

ApXITeKTypHE s11po — 11€ (PyHIaMEHT BCIET apXITEKTypU T'pU. S apo BKItOYae B cede
TOJIOBHI CEpBICH, KJIacH, QYHKIIli, [0 KEPYIOTh OCHOBHUMU MPOIECAMH MPOEKTY/TPH Ta
€ OIOPOIO JJIsl BHYTPILIHBOTO SApPa MPOEKTY/TPH.

Mo>kHa BUUTMTH TaKi TOJIOBHI cepBicH 1HQPACTPYKTYpH:

o AssetsLoader — kimac, sfKuil 3aBaHTaxXy€ B MaM’ sTh JdaHl, TEKCTYpH,
monenbku. [ € dacagom/obroprroro 6i6miotekn Addressables ommcanoro Buiie B
po3aimi 2.2.

e ObjectsFactory — kiac, kUil CTBOPIOE 3 MOTPIOHMMH HAJIANITYBAaHHSIMHU
00’€KTH Ha CIIEH1 OKPEMO BiJ Mepexi (SIKII0 HE MOTpiOHAa CUHXPOHI3allisi KOHKPETHO
IUISL IBOTO 00’ €KTA).

e Network (NetworkConnector, NetworkObjectProvider,
NetworkSceneLoader, T.1) — MepexeBi KJ1acu.

e Zenject Bindings — ky1acu, siki BOpOBKYIOTh 3aJICKHOCTI, TOTPEOU 1HIITUM
KJlacaMm B TPi.

e GameDataSaver — cepBic /s 30epeKeHHs TaHUX TpaBIld. B ganHii rpi nei
cepBic 30epirae HIKHEWM TpaBIls, IKUH TOW BBOIUTH MPH 3aXO0/1 B TPY.

e Application Input — cucrema BBOmy rpaBlid. JMHAMIYHO MATPUMYE BBiA
rpaBii, 3 TenedoHa, abo KOMIT F0Tepa.

e Update System — cucrema KaJgpOBHX OHOBJICHB. BBl ONTHMi30BaHA i
3pydHa, HIX cTaHaapTHa cuctema Big Unity.

Huxde, Ha pucyHky 2.2, MOXHa TOOa4WTH JIEPEBO 3aJICKHOCTEH 1 peanizallito
cepaiciB ObjectsFactory 1 AssetsLoader. SIkmo morpibHO cTBOpUTH 00’ €KTH Ha CIICHI —
BukopuctoByeMo ObjectsFactory, SKIo 3aBaHTaXUTH B TIaM SiTh TEKCTYPKY —
AssetsLoader. Ha pucynky 2.2 BumHo, mo AssetsLoader € oOropTkor 3 g01aTKOBOIO
JoTiKor0 Haja 6a3oBoro Oibmiorexkoro Unity — Addressables. AssetsLoader peadnizye
iaTepdetic [AssetsLoader, sxuii € B 3anexnoctax ObjectsFactory. Zenject (ppeitmBopk

3aJIe)KHOCTE) aBToMaTM4HO Hajgacth kiacy ObjectsFactory #oro 3aliekHOCTi
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(IAssetsLoader, DIContainer) npu ctBopenni. DIContainer no3Bomsie ¢hadpuiii 00’ €KTiB
IpU CTBOPEHI HOBUX OO’€KTIB HaJaBaTU iM 3aJIeXXHOCTI, 0e3 MpsAMOi ydacTi BIJ

BHCOKOPIBHEBUX Zenject KIIaciB.

© ObjectsFactory

o lAssetsLoader assetsLoader
o DIContainer

@ IAssetslLoader \A—

©DIConta|ner

o LoadAssetAsync<T>(AssetReference assetReference) :
o InstantiateGameObjectAsync(...)

H

© AssetsLoader

o Addressables

o LoadAsset<T=(string key) : T

v
©Addressables

Pucynok 2.2 — Iepapxiune nepeBo cepnicy Objects Factory

Jlami po3bepemo cepBic HamaHHS BBoAy TpaBis — ApplicationlnputProvider,

MEepenISTHEMO PUCYHOK 2.3.

@IAp plicationinputBlocker @ IApplicationinputProvider @!Pfatformmputpmvider
: 3:?&';2;32:%2&” o PlayerNetworkInput GetPlayerinputForNetwork() o Getlinput()

S :

© ApplicationinputProvider

@ BasePlatforminputProvider

7%
4 ~
/ N
# Al

£ N
4 Ry

© StandalonelnputProvider © Mobilel nputProvider

o IPlatforminputProvider _platforminputProvider

Pucynoxk 2.3 — Iepapxiune nepeBo cepsicy ApplicationInputProvider

Ha pucynky 2.3 moxHna nobauutu cepsic ApplicationlnputProvider, sikuii mae

3anexHicTs Ha [PlatformInputProvider — inTepdetic kiacy no6oi miargopmu (Tenedon,
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KOMIT FOTep 1 T.1), 1110 Ja€ MOXKJIMBICTh TECTYBATU I'Py Ha KOMII toTepi. I B Toil yac Matu
KepyBaHHs  uepe3  Tenepon 3 oaHiel  peamzamii.  Peamizamis  kiaciB
StandalonelnputProvider 1 MobilelnputProvider niaTBepaxye GpakTt 1erkocTi MOXIUBUX
3MiH 1 PO3LIMPEHHS II€T CHCTEMH.

[lepeiineMo 10 MepeXEBUX TOJIOBHUX CEPBICIB HA PUCYHKY 2.4.

@ INetworkConnector

® L — ® INetworkConnectorCallbacksObserver

o ConnectToRoom(string roomName) o INetworkCallbacksEvents NetworkCallbacksEvents { get; }
o CreateRoom(string roomName) e ShutdownConnection() + OnSetNewRoomConnection
o CanCreateNewConnection()
v
- !
~ - . | B _ - -
. | -
© NetworkConnector @ INetworkCallbacksEvents

o INetworkSceneloader sceneloader s Action OnNetworkShutdown

o INetworkSceneManager _sceneManager « Action<PlayerRef> OnNetworkPlayerjoined

o INetworkObjectProvider _objectProvider « Action=<PlayerRef= OnNetworkPlayerLeft

N

®IN etworkSceneloader ®IN etworkSceneManager ® INetworkObjectProvider

s

©Netw0rk5ceneLoader ©Netw0ﬂ<5ceneMa nager © NetworkObjectProvider

Pucynok 2.4 — IepapxiuHe JiepeBO MEPEKEBHUX CEPBICIB IMIIKITIOYCHHS

Ha nanomy pucyHky nokasasi 3anexxHocti kiacy NetworkConnector, sikuii Moxe
CTBOPUTH TIAKIIOUEHHS, ITAKIIOYUTUCH 10 001, BIIKIIOYHTHCh. BiH mepenae
MITKJIIOUCHHIO MepekeBl kiacu 3aBaHTaxkeHHs creH (NetworkSceneLoader +
NetworkSceneManager), 3aBanTaxkxyBau MepexeBux 00’ ekTiB (NetworkObjectProvider).
PrcyHOK HEe Mae MOBHY MaByTHHY 3aJ€KHOCTEH 13-32 0OMEKEHBb B PO3MIpI, aJie TTOKa3ye

OCHOBH1 KOMITIOHEHTH MEPEKEBOT O0OIOHKH.

2.2.2 Po3po0Oka apxXiTeKTypH irpoBoi roJ10BHOI CIIEHH

B pozaini 2.2.1 Oyno onucaHe rojloBHE apXITEKTYpHE SIAPO, SIKE 1a€ 3MOT'Y: 3alTH

B JIOO1, CTBOPUTH JIOO1, MIIKIIOYUTHUCH JI0 TPU, OTPUMATU BB1J I'PaBIsl, CTBOPUTH 00’ €KT
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Ha CIleHl. Y 1bOMY PO3AUTl Oyle onmucaHa apXiTeKTypa IrpoBOi CIIEHH ISl B3a€MOJIIT 3
IpaBIsIMU Ta MiHi-irpaMu. Takox € 1001 CIieHa, ajie BOHA MalKe MOBTOPIOE apXITEKTYPy
TOJIOBHOT I'POBOI CLIEHH, TOMY PO3IIIsIAATH i HE OyIeMo.

Po3rsiHeMO KOMIOHEHTH MiJKJIIOYEHHS TPaBLiB 1 HAJAIITYBaHHS MOYATKy MiHi-

I'PHU Ha PUCYHKY 2.5.

© NetworkMiniGameSceneHandler

o NetworkMiniGameStarter _networkMiniGameStarter
o event Action OnSceneFadelnTransitionCompleted

SN

©SceneNetworkPla yersSpawner © NetworkMiniGameStarter ©PIayersLevelLoa dingStateChecker

o SpawnPlayers() o IMiniGameStarter _miniGameStarter o event Action OnAllPlayersLoaded

®IMiniGame5tarter @ ISceneTransition

— o StartFadelnTransition(Action onTransitionCompleted)
M o StartFadeOutTransition(Action onTransitionCompleted)

b

©SceneTransitionPanel

Pucynok 2.5 — Iepapxiune 1epeBo MepekeBOro 0OpoOHHUKa MiHI-TPU

Ha 1mpomMy pHCYHKY € TOJIOBHMI MEpEKEBHHl OOpPOOHHUK IrpoBOi CIIEHH —
NetworkMiniGameHandler. Bin uekae komanau Bix PlayersLevelLoadingStateChecker,
SK TUTBKH BCI1 TPaBIIi 3aBaHTAXaThCs, 0OPOOHUK 3aIyCTUTh aHIMAIIIIO TIOYAaTKy TPU Yepe3
SceneTransitionPanel, ctBoputsh rpasiiB 3a nonomoro SceneNetworkPlayersSpawner
1 BUKIMKA€ y MIHI-TPU IOYAaTOK 13 3BOPOTHIM BUWTIKOM. TakuM 4YHHOM, MOXKHA
CTBOPIOBATH OKPEMO MiHI-IFpH HE 3MIHIOIOUH OCHOBHY apXITEKTYpy FOJIOBHOI CIIEHH, 1110
Binmosimae npuaounam SOLID. KommoHeHTH MiHI-irop MPOCTO peai3yroTh iHTEpdeic

IMiniGameStarter i miICTaBISIOTH 100y MEXaHIKY.
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2.3 IIpoexT Mepe:keBoi 0ararokopucTyBaubKoi rpu Ha Unity

B xoni mpoekTyBaHHSI MepekeBOi OaraTrokopucTyBaibkoi rpu Ha Unity Oyno

PO3pOOJIEHO ECKI3HUM, TEXHIYHUNA Ta pOOOUYU TPOEKTH.

2.3.1 Ecki3Huii NIpO€EKT MepexeBoi OaratokopuctyBaubkoi rpu Ha Unity

CTBOpEHHS €CKI3HOTO MPOEKTY JI03BOJIUTH 3pO3YMITH 3 UOTO MOYATH Ta SIK1 ICHYIOTh

OCHOBHI IIUT1 JIJIsl TOCATHEHHSI METH MpoekTy. B Tabnuii 2.1 HaBeneHi 1aHi miti.

Tabnuis 2.1 — Ecki3zHi MepekeBi 11111 MPOEKTY.

Hassa Omnuc
CrBopenHs cecii I'paBers MOXKe CTBOPUTH CECIIO 13 YHIKAJIIBHUM KOJIOM
[Tpuennanus 1o cecii I'paBerib BBOAUTH HA3BY 1 MPUEAHYETHCS 0 ICHYHOUOI
cecii
[Toyarox rpu XOCT MOXK€ 3aIlyCTUTHU TPy, KOJIM TOTOB1 IpaBIli
HanamryBanus rpu XOCT MOKE HajallTOByBaTH 0a30BO Ipy, MHICIsA 4Oro

CHCTEMa JIOTIOBHIOE 111 HaJIAIITyBaHHS.

CuHXpoHI3aIlis JaHUX Bci MepexeBi aHi TPU CUHXPOHI3YIOTHCSI KOPEKTHO

MIX CEpBEpPOM Ta T'PABISIMH.

Bino6paxxenHus [Tokaz paxyHKy BCIX TpaBIliB MICIsi 3aKiHUCHHS

aigepoopmy payHzy

B tabmumi 2.2 MokHa 1OOQUMTH BCl CIGHM, SIKI MOTPIOHI I 3py4dHOI Ta

MOBHOI[IHHOT pOOOTH TpH.
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Tabnuis 2.2 — [rpoBi clieHU TPOEKTY

Hassa cuenu Onuc
Bootstrap Cuena nepen3aBaHTaXeHHS IPU
I'onoBHE MeHIO CueHna Jie rpaBelb MOXe Mo4aTu Ipy
JIo61-04iKyBaHHS CueHa Jie rpaBlll O4IKYIOTh Ha MOYATOK MiHI-TPH
IrpoBa cuiena MiHi-irop Cuena MiHi-rpH

Tabnums 2.3 mokasye, sIKI XapaKTEpUCTUKH TMOTPIOHO HA3HAUYUTU IrpOBId

KiMHaTi/cecli AJig HalliHOTrOo (PYHKIIOHYBAHHS TeMMMIIIEIO.

Tabnuns 2.3 — HanamryBaHnHs irpoBoi cecii

HanamryBanus Onuc
KinpkicTh rpaBIiiB Jlo 4 rpasiiiB
HasBHicTh maposmto € mapoib

MOXXIUBICTh IMIAKIIOUYUTHCH 11 | Hemae

qac rpu

Uu mepenmaerbes XocT, Ko BiH | Hi

IIOKUHE TPy

Micus, ie B rpi Oyze iHTepdeiic:
e [0OJ0BHE MEHIO.
o [lanenpka paxyHKy rpaBIliB, siKa € B JIOO1 OYIKyBaHHS Ta HA MIHI-Irpax.
e [laHenbka HaNaITYyBaHb.

e [uTepdeiicHi eneMeHTH Mmia Yyac TPy B MIHI-TPY.

Hiarpama misIbHOCTI IJIi BapiaHTy BUKOpUCTaHHS «CTBOPUTH IFPOBY CECIIO»

MPEJCTABIEHA HA PUCYHKY 2.6.
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Bnncatu Ha3By
irpoBoi cecii

Bu6patn onujito
CTBOpPEHHSA irpoBol
cecii

Hemae Takori cecii € TaKa cecia

N

BuBectn nomunky
CTBOpEeHHA irpoBol
cecii

CreopuTH irpoBy
cecito

Pucynok 2.6 — [liarpama IismibHOCTI AJ1s BaplaHTy BUKOpUCTaHHSI «CTBOPUTH

I'pOBY cecio»

Jliarpama JisIbHOCTI JIs BapiaHTy BUKOpHCcTaHHs «[lodaru rpy» npencraBieHa Ha

pUCyHKy 2.7.
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s ™
3ibpaTu BinbL, Hix
OAHOro rpaBus
OKpiM XocTa

.

4 n

HaxaTwh Ha KHoNKy

no4aTky rpu

XOCT 3aNULLKMBCA OAUH Bci rpaBui Ha micui

Mpa He ( i
L
NOUUHAETLCS J Y L ouatu rpy

Pucynoxk 2.7 — Jliarpama JisiibHOCTI 71 BapiaHTy BuKopuctanHs «Ilogatu rpy»

Hactynuum eTarnom pO3poOKHU €CKI3HOTO MPOEKTY MepeKeBOL
OaratokopuctyBaibkoi rpu Ha Unity sBisieTbest po3poOka inTepdeiicy. Huxde, Ha

pucyHkax 2.8 — 2.9, npecTaBieHi ecKizu iHTepdeiicy.



Menu

Nickname...

Room name...

Create
Room

Pucynok 2.8 — Ecki3 iHTepdeiicy irpoBoro MeHio

JoseflllI JosefllIIII JosefIIII JosefIIII
222 222 222 222
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Pucynoxk 2.9 — Ecki3 inTepdeiicy min gyac rpu

Hactynuum kpokoM Oyzie CTBOPEHHSI TEXHIYHOTO MPOEKTY.
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2.3.2 TexHiuyHMH NPOEKT MepekeBol OaratrokopucTyBaubkoi rpu Ha Unity

[IpoBiBUIM aHA3 €CKIZHOTO MPOEKTY, OyJI0 pPO3pOOIEHO TEXHIYHUWA MPOEKT
OaratokopucTyBalbkoi MepexeBoi rpu Ha Unity 3 BukopuctanHsam Photon Fusion.

Jliarpama OCHOBHUX KJIACIB 1 IHTEp(EICIB MpeacTaBlieHa Ha pUCYHKY 2. 10.

(© NetworkMiniGameSceneHandler

o ter inid
o event Action OnSceneFadelnTransitionCompleted

(©)sceneNetworkPlayersSpawner (© NetworkMiniGamestarter (©) PlayersLevelloadingStateChecker

o SoamnPlayers) o IMiniGameStarter _miniGameStarter o event Action OnAllPlayersLoaded

(© objectsFactory \

IAssetsLoader _assetsLoader
o DiContainer ~ (@ MiniGamestarter

- o StartFadelnTr ction onTransitionC
/ \ o SAitMiniGamel) o StartFadeOutT! tion onTransitionC

@ mssetsLoader )

@) IsceneTransition

©D(Con(ainer
o L ync<T: e e):T ©SceneTransinonPanel
o InstantiateGameObjectAsync(...)
@ ivetworkConnector @ Wetworkisconnecter @ NetworkConnectorCallbacksObserver
(© AssetsLoader © ConnectToRoom(string roomName) o INetworkCallbacksEvents NetworkCallbacksEvents { get; }
o CreateRoom(string roomName) ° ) * O
o Addressables. © CanCreateNewConnection() A S v
o LoadAsset<T>(string key) : T : i
|
~ ' -
© NetworkConnector @ INetworkCallbacksEvents
©‘\f’d'9555b'es o INetworkSceneloader _sceneLoader » Action OnNetworkShutdown
o ger _sc 9 o Acti yerRef> O yerjoined
o INetworkObjectProvider _objectProvider « Action<PlayerRef> OnNetworkPlayerLeft

() oader () @ rovider

© oader © © tProvider

@’AP"”‘ ationinputBlocker ® IApplicationinputProvider @lﬂadamlnpud’mvider

o BlockUserinput()
© UnblockUserinput()

o PlayerNetworkinput GetPlayerinputForNetwork| {1} o Getinput()

!
- ! /
© ApplicationinputProvider @Basepla"o,mlnpu[pmw’der

/ﬂ v\

© i (© Movi rovider

Pucynok 2.10 — Jliarpama kiaciB 1 iHTep¢erciB

Crnemumdikarii knaciB 1151 6aratokopuctyBaipkoi rpu Ha Unity IpuBeIeHO HIDKYE:

Knac: NetworkConnector

HazBa: NetworkConnector



34

Kopotkuit onuc: Kiac € cepBicoM CTBOPEHHS/PO3PUBY MiIKIIOUEHbD.
ITons:
e scenelLoader — mpusHaueHe nansi 30epiraHHsA EK3EMIUISIPY MEPEXEBOIro
KJIaCy 3aBaHTaXCHHSI CIICH.
e sceneManager — mpu3HauYeHEe AJis 30€epiraHHsl €K3EMIUIPY MEPEKEBOro
KJIaCy KepyBaHHS CLIEHAMHU.
e objectProvider — mpusHaueHe st 30epiraHHs €K3EMIUIIPY MEPEKEBOIO
KJIacy KepyBaHHS 00’ €KTaMH CLICHH.
Metonu:
e ConnectToRoom — MeTon miAKIIOYEHHS 10 ICHYIOYO1 KIMHATH.
e CreateRoom — MeTon cTBOpEHHSI HOBOT KIMHATH.
e ShutdownConnection — MeTOIl pO3PUBY MIAKIIOUECHHS.
e C(CreateConnection — OCHOBHHMH METOJ CTBOPCHHS IIIKIIOYCHHS, SKUI

BUKOpUCTOBYeThcs MeTonamu ConnectToRoom Ta CreateRoom.

Knac: NetworkMiniGameStarter
Hazpa: NetworkMiniGameStarter
Kopotkwuit onuc: kinac, SKui MoYMHAE MIHI-TPY.
[Tons:
e applicationlnputBlocker — cepBic 6oKyBaHHS KepyBaHHS TPaBIIiB, TOKU HE
MOYHETHCS Tpa.
o miniGameStarter — iHTepdeiic, KU 3amyckae MiHI-TPY I Oyab-sSKOTO
KJIacy, SIKHi MOT0 peati3ye.
e countdownTimer — TaliMep 3BOPOTHBOTO BHKJIHKY, SIKHH BKa3y€ CKIIbKH
4acy 3aJUIINIOCH 10 MOYATKy MIHI-TPH.
Meronn:
e StartMiniGame — MeTOA CTapTy MiHI-TPH.

e RPC StartMiniGame — meTo/ cTapTy MiHI-I'PH Y BC1X MEPEKEBUX IPaBIIiB
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e OnCountdownEnded — xonbek MeTon, sSIKMii BUKIIMKAETHCS MIPU 3aKIHYEHHI1

TaiiMepy 1 po30JOKOBY€E KEpyBaHHS ISl TPaBLs.

Knac: NetworkSceneloader
Hazsa: NetworkSceneLoader
KopoTtkuii onuc: kjaac MepekeBOro 3aBaHTaKEHHS 1IrPOBO1 CLIEHU.
Ilons:
e sceneSettingsChanger — cepBic 3MiHM HaJIAIITYyBaHb CIICHHU.
Metonu:
e LoadScene — MeTonm MepeXEBOr0O 3aBaHTAXKEHHS IrPOBOiI CLIEHHM IS BCIX
IpaBIIiB.

e GetScenePathKey — meTon oTprMaHHs NUISAXY CIHEHU 1O 11 KITIOUY.

Knac: NetworkObjectProvider
Hazga: NetworkObjectProvider
Koporkuii omwuc: kmac, gkuil mnepeBuU3Hadae 0a30By MOBEAIHKY CTBOPEHHS
MepeKEeBUX 00’ EKTIB.
[Tons:
e dependenciesInjector — exk3eMILISAp KJacy, SIKUM BBOJUTH 3aJICKHOCTI J10
HIIHI KJTaciB.
Meronu:
e AcquirePrefablnstance — nepeBu3Ha4eHM1 0a30BHI1 METO/, KU TOAATKOBO

BBOJUTH HOBUM MEPEKEBUM 00’ €KTaM 3aJIC)KHOCTI JI0 iX KJIacCiB.

Knac: NetworkMiniGameStarter
Hasga: NetworkMiniGameStarter

Kopotkuii onuc: kiac, sKuii IOYMHAE MiHI-TPY.
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Iosns:
e applicationlnputBlocker — cepBic 6;0KyBaHHSsI KepyBaHHS I'paBIiB, IOKU HE
MIOYHETHCS Tpa.
e miniGameStarter — iHTepdeiic, KUl 3anmyckae MiHI-Tpy Mg OyAb-sKOro
KJI1acy, sSIKMi oro peaisye.
e countdownTimer — TaliMep 3BOPOTHBOIO BHUKJIHMKY, KM BKa3ye CKLIbKU
qacy 3aJIMIIUIOCH IO MOYaTKy MiHI-T'PH.
Metonu:
e StartMiniGame — MeTOA CTapTy MiHI-TPH.
e RPC_StartMiniGame — MeTO/ cTapTy MiHI-TPH Y BCIX MEPEKEBUX I'PABIIIB
e OnCountdownEnded — xonbex mMeTon, sSikhii BUKIIMKAETHCS MPU 3aKIHYEHH1

TaiiMepy 1 po30JIOKOBY€E KepyBaHHS ISl TPaBIIsL.

Kiac: PlayerMovement
Ha3zga: PlayerMovement
Kopotkuit onuic: kiac, sskuid BiIMOBIA€ 3a MEPEMIIIICHHS TPaBIIs.
[Tons:
e characterController — HH3bKOpiIBHEBA peadii3allii CTaHy MepCcOoHaXka, sKa
e 3 gppeitmBopkom PhotonFusion.
e lastlumpTime — octranHiil yac cTpruOKa rpaBIIs.
e teleportPos — mo3wuitis 115 TeaenopTy mepcoHaxka.
Meronu:
e Teleport — meTos Tenenopraiii Ha 1HIITY TO3HUIIIIO.
e Move — MeTon pyxy.
e Jump — meToJ cTpuOKa.
e SetMoveVectorsRelativeToCamera — meTof, SKUii BCTAHOBIIOE BEKTOP PyXy

MepCcoHa)ka BIJIHOCHO MOBOPOTY KaMEPH.
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Hiarpama nociaigoBHOCTI 11 npeueaeHTy «IliIKiroueHHs 10 cecli» npeacTaBieHa

Ha pucyHKy 2.11.

A,

Player RoomConnectionPresenter‘ l NetworkConnector‘ | NetworkRunner ‘ l Server ‘

| ConnectToRoom({roomMName) ‘:

F il

ConnectToRoom({roomName)

—
>

create instance

k.
F

connect

Plﬁr l RoomConnectionPresenter] l NetworkConnector] | NetworkRunner ‘ l Server ‘
r/ \-\

Pucynok 2.11 — Jliarpama nociniioBHOCTI i nipeneieHTy «IligkimrodeHas 1o

ceciin

Jliarpama mociigoBHOCTI isl TipeniefieHTy «CTBOpEeHHS cecii» mpecTaBieHa Ha

pUcCyHKy 2.12.

A,

Player RoomConnectionPresenter‘ ‘ NetworkConnector‘ ‘ NetworkRunner‘ | Serverl

| CreateRoom(string roomMame) ‘:

ol

CreateRoom(string roomMame)

—
o

create instance

—
o

create room

Player | RoomConnectionPresenter] ‘ NetworkConnectorl ‘ NetworkRunner] | Serverl

Pucynoxk 2.12 — Jliarpama mociiioBHOCTI 1181 ipetnieieHTy «CTBOPEHHS ceciin

[Ticast cTBOpEHHS €CKi3y 1 TEXHIYHOTO MPOEKTY, HACTYITHUM eTaroM Oyzie po3pooka

MIPOEKTY.



38

2.3.3 PoGoumnii npoekT MepexkeBoi 0aratokopuctyBanbkoi rpu Ha Unity

Peauizanis
OO0rpyHTyBaHHs BUOOPY 3aCc00iB PO3p00KHN 0araroKOpPUCTYBalbKOI TPU HA

Unity

Unity € ogHuM 13 HAWNOMYNIAPHIMIUX IrPOBUX JBUTYHIB 3aBISKH CBOId
6arato(pyHKIIIOHAJILHOCTI, KpPOCILIaTOPMEHOCTI Ta MPOCTOTI y BHUKOpUCTaHHI. B
peanizailii 0araTOKOpPUCTYBAI[bKMX Irop BaXKJIMUBY pPOJIb BiIIrparTh CHEliai30BaHi
MepexeBl (peiimMBopku, Taki sk Photon Fusion, 1mo HamamTh MHUPOKHA CHEKTP
THCTPYMEHTIB JJII CTBOPEHHS CTaOUIbHUX, MAcIITA00BaHUX Ta €(HEKTUBHUX MEPEKEBUX
ITPOBHX MPOEKTIB.

Buxopucranns Photon Fusion mno3Bosisie BupimryBaTH 3aBAaHHS CHHXpOHI3AIlIl
TPaBIliB Y PEXKUMI PEaJbHOrO 4Yacy, MIATPUMKHA HHU3bKOI 3aTPUMKH Ta 3a0e3MedeHHs
CTabLILHOCTI 3'€THAHHS, III0 POOUTH HOTO MEPCIICKTUBHUM IHCTPYMEHTOM JIJIsS CTBOPECHHS
0araroKOpUCTyBallbKUX 1rop. TakuM YHMHOM, JOCHIIKEHHS METOIIB PO3POOKHU
OaraTtokopucTyBalbkuX irop 3 BukopuctanusMm Unity Ta Photon Fusion € aktyansHuM y

KOHTEKCTI Cy9aCHUX BUMOT J0 IrPOBUX MPOYKTIB.

ITiaroroBka
ITounemMo 3 MIATOTOBKM MPOEKTY 1 MOro CepBICIB 10 ITOBHOI PO3POOKH.
CrBoproBatuce rpa Oyme Ha 2022.3.54fl Bepcii Unity. Iliciasi cTBOpeHHS HPOEKTY,
noTpidHO Jomatu 010Mi0TeKH, PPEeUMBOPKHU Il poOOTH, a TaKOX BIACHUN 0a30BHIA
1a0JIoH.
ImmopTyemo Taki 6i06mioTexn i GpeMBOPKH:
- Zenject (peanizaiisa DI npunuumny).
- UniTask (kpaia po6oTa mOoTOKiB 1 aACHHXPOHHICTB).

- UniRx (peakTuBHE nporpaMmyBaHHS).
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- Photon Fusion (MepexeBuit hpeliMBOpK).

- ParallelSync (open source 610;ioTeka, sika JOTIOMOKE CTBOPIOBATU TECTOBI
BIKHA peJaKkTopa, U0 IMITYIOTh MEPEKEBUX I'PABLIB).

BrnacHo Hanurcanuii ma0ia0H BKIItOYae B cede:

- ba3oBy irpoBy clieny, sika OyAe clIyryBaTH I1a0JI0HOM JJIs IHIIUX CLIEH.

- bazoBy peanizaitiro mpuB’ 30K 3ajekHOCTEN hperiMBopka Zenject.

- Peamizairo cepicy AssetsLoader (onucanuii B po3aini 2.2.1, kox B A0JaTKy
A (1))

- Peamizamito cepricy ObjectsFactory (onmucanuit B posnini 2.2.1, xox B
nonatky /1 (2)).

- Peamizamiro cepricy ApplicationlnputProvider (onucanuii B posaini 2.2.1,
koj B nonatky /1 (3)).

- Peamizamiro cepBicy GameDataSaver (onucanuit B posaiai 2.2.1, kom B
nonatky /1 (4)).

- Peamizamiro cepsicy UpdateSystem (ornmcanuii B po3aiii 2.2.1).

CrBOpHMO CIIeHY Tepe/3aBaHTAXXEHHS CIIEHH MEHIO0 MiAKiItoueHHs. Bona Oyne
3alMaTHCh 3aBaHTAXCHHSIM CIIEHM MEHIO IMAKIIOUEHHS 3 IaM gTl, [o00 MEHIIIE
HAaBaHTAXXYBAaTH TeeOH 1 HE 3aIUIIaTH CICHY B IaM’sTi. B MaliOyTHROMY, KOJIM TpaBellb
MOKUJATUME MEHIO — HOTO clieHa Oyle BHBAaHTaXXYBaTHCh 3 IMaM sTi. Takok, BaKJIMBO
3poOuTH 6a30Bi HAJAIITYBaHHS B CAMOMY IPOEKTI 1 IPUB’sa3aTH KiItod kabiHeTy Photon

710 TIPOEKTY, 00 MepexeBuid PppeimBopk Photon Fusion mpaitoBaB npaBmiibHO.

CTBOpPEeHHSI MEHIO MiAKJII0YEeHHS
MeH10 TIAKITIOYEHHST — II€ MOYaTKOBa CIieHa Tpu 3 iHTepdericom. Jle rpasenb
3MOXeE:
- Bmucaru cBiif HikHENM (iM’51).
- CrBopuTH IrpoBY KIMHATY.
- IliAKIFOYUTHCH 10 ICHYIOYO1 KIMHATH.
- 3anoTpeOu NOKUHYTU KIMHATY, 00 BUTHATH YYACHUKIB (SIKIO BiH € J1AEPOM

KIMHATH).
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- 3MIHUTH CBIM o1Ar (CKIH).
- IlouyaTu rpy (SKIIO BIH € JiI€pOM KIMHATH).

IMnopTyemMo GE3KOIITOBHI acCeTU MOJIETBOK TpaBIliB 1 iHTepdeiicy. CTBoproemo 4
nojiyma njist rpasiiB. Jlanai poOMMO OCHOBHY MaHENbKYy MEHIO, iHTep(deiic skoi Oyne
3MIHIOBATHCh B 3aJI€KHOCTI BiJl CTaHy, ajie (DOH 1 paMKa 3aJIMIIAEThCS TAKOI CaMoIo.

Ha eran “He nminxmrouenuit” nogamo asa nossi. OUH A1 BBOLY HIKHEMMY, SIKUN
30epiratume cTpoky HikHelMy B GameDataSaver. B HacTymH1 3ax0au B Ipy I'paBlis, 1oJie
BCTaBJISITUME HIKHEWM aBTOMAaTHUYHO 3 30epekeHux AaHux. Jpyre mose Oyae ciyryBaTu
MiJ] HAa3BYy IrpoBOi cecii, abo JJIs MITKIIOUCHHS B ICHYIOUY, a00 sl CTBOpEeHHS. Takox
nonpamo 181 kHonku Ha “Ilinkmountrck” Ta “CtBopuTH KiMHATY . Pe3ynbTaT Ha pUCYHKY

2.13.

Menu

Nickname...

Room name...

Pucynok 2.13 — MeHro nigkiroueHHs, etan “He miakimrodeHuii”

Ha eran “IlinkmroueHuit”, TtekcT “Menu” 3MIHEMO Ha TEKCT Ha3BM KIMHATH.
ITpuGepemo 1o BBOAY HIKHEHWMY 1 Ha3BW KiMHaATH. HaromicTh, omamo J1Ba TEKCTH,
MEepIIniA — 1Ie KUTBKICTh TpaBIliB B KiMHaTi B BUrsiAi “Players n/4” (me n — KiTbKIiCTh
rpaBIliB), APYyTHil — HIKHEHM TpaBiigd. Takox 3amiHemMo kHomku Ha “Ilouarm rpy” Ta

“IlokuHyTH KiMHaTy . 4 m’sjaecTaia, sSKi MM TOCTaBWJIM Ha CII€HI, MalTh TOYKH
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NPUB’SI3KU JUIsl CIIaBHA rpaBUiB. TakMM YMHOM, KOXKEH HOBHUU I'paBellb CIIABHUTHCS Ha
CBOEMY I’ SIZIECTAJII.

Huxdye HaBeaeHMi! kojJ criaBHa TpaBIiB HA I’ sjecTajaX NpHU MIAKIOYEHH] A0
KIMHATH 1 JIeCIIaBHA — SIKIIO XTOCh BUXOAUTH 3 KIMHATH.

public void SpawnPlayer(NetworkRunner runner, PlayerRef playerRef)
{
Pedestal pedestal =
_playersPodium.GetPedestalByNumber(runner.ActivePlayers.Count());
NetworkObject player = runner.Spawn(_networkPodiumPlayerPrb,
pedestal.PlayerSpawnPos, pedestal.PlayerSpawnRotation, playerRef);
_playersPodium.ReservePedestalForPlayer(pedestal.Number, player);
_playersDict.Add(playerRef, player);

}

public void DespawnPlayer(NetworkRunner runner, PlayerRef playerRef)

{

NetworkObject player = _playersDict[playerRef];
_playersPodium.FreePedestalFromPlayer(playerRef);
_playersDict.Remove(playerRef);
runner.Despawn(player);

B meToni SpawnPlayer mu oTpuMyeMo HaCTYITHHIA BUTKHUH T’ I1€CTAT IS TPABIIS
1 CnaBHUMO HOro, MOTIM 3allUCYe€MO HOTO B CIIOBHUK. Y BHUIAJAKY, SKIIO OYIb-SKHIA
rpaBellb MOKUAAE KIMHATY, BUKIHKAeThest DespawnPlayer, skuii Bugaise 06’ €Kt rpaBIis
1 3BUIBHSE IT'simecTall. SIKIo BCl CIOTHM 3aMHATI 1 KIMHATa CTAa€ MOBHICTIO 3a0uTa, 1
HaIpUKJIIaJ, 2-i TpaBellb MOKUIA€e KiIMHATY, TOa1 3-i TpaBels 3aiiMae Mo3uIlio 2-10, a 4-
i rpaBenp Mo3uIli0 3-ro m’saecrany. ToOTo COpTUPYIOTHCS 3HOBY, 3alIOBHIOIOUYH ITYCTI
MicIis. Y BUMAAKYy BUXOMY Jiijiepa 1001 3 KIMHATH, BCS KIMHATa TIOBHICTIO PO3MYCKAETHCHA.

B inTepdeiici 3anumunock 101aTH KHOMIKK KKy (BUTOHY ) TPaBIIS i1 MOJEIbKaAMHU.
Ta manenbKy 3MiHHM OfSITy (CKiHA) TPABIIs, 3MiHA AKOTO MPUUMAETHCA TIIHKUA HA MOJIEIbIII
rpaBisi. OmsIr CHHXPOHI3YETHCS MK TPaBISIMH, TOMY Ha BCIX MPUCTPOSIX Y TPABIIIB Oyie

OJTHAKOBHH OJIAT, IKUH BOHW BHOpanu. JlogaMo CTpUIOYKH 1 MIUKIIYHY TIPOKPYTKY, SIKIIIO
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FpaBGHBlﬂﬁﬂe a0 KﬁHDICHHCKY'OHHF% CIIMCOK ITOYHC JaBaTHU O 3 CAMOI'0 ITOYATKY.

Hwxue maneHbka 4acTHHA KOy 3MIHH OASTY MEPCOHAXKA:

private async UniTask<Transform> SpawnNewModelSkin(byte id)

{

AssetReference skinRef = _playersSkinsStorage.GetSkinReferenceById(id);

GameObject modelSkin = await _objectsFactory.Create(skinRef, new
Vector3(0,1000,0));

Transform modelSkinTrm = modelSkin.transform;

modelSkinTrm.parent = transform;

modelSkinTrm.localPosition = Vector3.zero;

modelSkinTrm.localRotation = Quaternion.identity;

return modelSkinTrm;

Ha npomy (hparmMeHTi Komy MU OTpUMYEMO TTOCHJIAHHS Ha acceT oasry. lam gepes
_objectsFactory (ObjectsFactory onucanuit B 2.2.1) nepemaemo mnocusjiaHHs Ha accet. B
HACTYMHUX PAIKAX MU TEPEMINIyeMO, TIOBEPTAEMO Iel 00 €KT omsary i (hakTHaHO
“onmsraemMo” Hamoro rpaBug B HoBuil ckiH. Tak sk Bcepenuni ObjectsFactory e
AssetLoader, To npu cTBOpeH1 HOBOTO CKiHA — CTApPHUM CKIH OYMINAETHCS 3 TIaM’ SIT1, IPU
YMOBI, 1110 1HIII IPaBIli HE OJATHYIU HOTO. 3py4HO 1 €(hEeKTUBHO.

Ocb sik BUMIs1a€ (hiHAIbHA KAPTUHKA MEHIO MIKIIOUEHHS, TIEPETTITHEMO PUCYHOK

2.14:

SMTHI2

Players: 1/4 George

Name: George '
N

{

Leave Room

Pucynok 2.14 — Mento nigknrodeHHs, etan “IligkmroueHuin”
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HactynHum eramnom, XOTi10Ch OM J0AATH TPILIKHM KUATTA BC1d KapTuHLI. [{omamo
BUITQ/IKOBI ITIKaB1 aHIMallil 10 TPaBIIiB, IKi KOXKHI N CEKyH1 OyyTh MIPOTrpaBaTi aHIMAIi0
(mmacTst, rpu Ha ritapi i T.1.). s nporo noTpiOHO ckayaTu OE3KOIITOBHI aHIMAII11, T0/1aTh
iX B MPOEKT 1 HAJIAIITYBATH MiJl MoAeNbkU. B animaropi Unity Ha3HaYMMO BCl aHIMAaIIii 1
CTBOPIOEMO TMEPEXOAU 3 YMOBaMHU, HOMEpaMHU IuX aHiMailiil. Jlam moTrpiGHO CTBOPUTH

CKPHUIT 3 CUHXpOHI3a1i€ro aHiMaliid. CHHXpOHI30BaH1 1aHl OynyTh BUIVISAATH TAK:

[Networked, OnChangedRender(nameof(OnIdleAnimNumberChanged)) ]
private int _idleAnimNumber { get; set; }

[Networked, OnChangedRender(nameof(OnEmotionReactionAnimNumberChanged)) ]
private int _emotionReactionAnimNumber { get; set; }

ne idleAnimNumber — 1e HomMep aHiMaimii B CTaHl CHOKOWO. A
_emotionReactionAnimNumber — HoMep aHiMaiii peakiii. Konu mo taiimepy y rpaBus
noTpiOHO MpOrpaBaTH aHIMaIlil0, CTABUTHCS JOAATKOBE BUITQJKOBE YHCJIO Ha PEaKIIIo,
SIK€ CUHXPOHI3YEThCS Ha cepBepl MK ycima rpaBisiMu. [licis 4oro i y iHIIMX TpaBIliB
nouynHae mporpaBaTuck aHimalig. CmoBo Networked B komi Bule o3Haudae
cuHxpoHizaiiro 3MiHHOI, a OnChangedRender orpuMye MeTon, SIKMi1 BUKITUKAETHCS TIPU
3MiHI [I€1 3MIHHOI.

OcranHiM eTanoM Tpeba MiTKIIOYUTA CTBOPEHHS KIMHAT, MIAKIIOYEHHS 1 B3araii
MEpEeKEBY YaCTHHY JI0 MEHIO. APXITEKTypa OMHUCAHOTO MEPEKEBOTO MiIKIIOUCHHS Oyiia
MpomucaHa Ta mpeacTasieHa B po3aim 2.2.1, pucyHok 2.4. [ToBHHIT Kox MepekeBOro
MITKJIIOUCHHS Tpu  MoXHa moOauutu B gomarky J[ (5). Jauuii xom Oyme
BUKOPHCTOBYBATHUCH SIK TOJIOBHUHM CEPBIC MEPEKEBOTO MiNKIIOUeHHS. binbiie Hi oguH 3
KJIaciB HE MTOBTOPIOE HOTO pOOOTY.

Taxox 3B’ sDKEMO MEXaHIKy MiKIFOYEHHS /10 HAITUX KHOTIOK, TYT BUKOPUCTOBYIOUH
npuHiun MVP (onucanuii B po3mim 2.2), MH CTBOPIOEMO CKPHIITH ISl HAIIOTO
iHTEpdeiicy, po3aiisaroun poOOTy 3 BI3yaIbHOIO 1 JIOTTYHOIO YacTHHOI0. Ha mpukiasi komy

HUKYE TTOKa3aHa YaCTHUHA KJIacy, SKa BIAMOBIIAE 3a Bi3yaJIbHE OHOBJICHHS.



public void UpdatePlayersCountInRoom(int playersInRoom, int maxPlayersRoomSize)

{
}

_playersCountInRoomText.text = $"Players: {playersInRoom}/{maxPlayersRoomSize}";

public void SetNewRoomSessionSettings(string roomName, string nickname, bool isHost)

{
_startGameButton.gameObject.SetActive(isHost);

_roomNameText.text roomName;
_hicknameText.text = nickname;

}

private void SubscribeButtons()

{

_startGameButton.onClick.AddListener(_presenter.StartGame);
_leaveRoomButton.onClick.AddListener(_presenter.LeaveRoom);

Sx BugHo, meronu kiacy RoomlnfoPanelView oHOBIIOIOTH TUIBKH Bi3yajibHY

yactuHy. A Meron SubscribeButtons mianucye kHonku iHTEpdeEcy MEeToaaMu JOT1YHOT

YaCTHUHH KJIaCy RoomInfoPanelPresenter, JaCTHHa AKOI'O ITOKa3aHa HHKYC.

public void StartGame()
{

if (_networkRunner.SessionInfo.PlayerCount == 1)

{

_errorDisplay.Display(“Need more than one player");
return;

}

_networkRunner.SessionInfo.IsOpen = false;
_networkScenelLoader.LoadScene(_networkRunner, lobbySettingsData);

}

public void LeaveRoom()

{

_networkRunner.Shutdown();

}

private void UpdatePlayersInSession()

{

_view.UpdatePlayersCountInRoom(_networkRunner.ActivePlayers.Count(),
_networkRunner.SessionInfo.MaxPlayers);

}
SAx BugHO, B MeTozi LeaveRoom miis migkiI0oueHb 1 BIIKITIOYEHb BUKOPUCTOBYEThCS
kiac NetworkConnector 3 nomarky Jl (5). [Ipunuun MVP Hanae MoXIUBICTh JETKOTO

KEepyBaHHs BI3yaJIbHOI 1 JIOT1YHOT YaCTUH 1HTEp(EIiCy.
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CrBOpeHHs J100i 04iKyBaHHA TA irPOBOIo MEPCOHAKA

Cuena 51001 odiKyBaHHS NOTpiOHA ISl MIATOTOBKHM YCIiX TpaBIiB 10 MIHI-TPHU 1
MOJIMBOTO BIITOUMHKY M1 MiHI-ITpaMH.

[Inoma 1001 moBUHHA OyTH CEPEAHBOIO MO PO3MipaM 1 MOMIIIATUCH B KaMepy 3
FOV (Field Of View) 3nauennsam — 60. 11]o6 Ha tenedoHax mepcoHaxi HE BUIVISAIAIU
3aHA/ITO MaJEHbKUMHU 1 OAHOYACHO BEJUKUMHU. Jlani moTpiOHO pO3CTAaBUTH J€peBa, Kyl
1 TpaBy, 1100 BOHU HAMOJOBHHY 3aKpuBajid (OH ClieHU. Pe3ynbrar MoXkHa M0OaYuTH Ha

pucyHky 2.15.

Pucynok 2.15 — JIo6i odikyBaHHS (MPOMDKHHMA eTam)

Hactymuum etamom Tpeba gomatu aetaiedd no cueHu. KamiHin, mapkaH, MiHi-
PUHOK. A TakoXX 30HY Tpirepy (mopTan) Ajs Mepexoay Ha MiHI-TPY, CTOSIYH B SIKOMY, BCI
TPaBIli MOXYTh ITOYATH HACTYITHY TPY.

Jlo pedi, pu OCBITIICHI TpH B peaibHOMY 4aci, Unity Oyze CHIbHO HaBaHTAXyBaTH
[EHTpaNTbHUKA Ta TpadiuHMii Tporecopu mpucTporo. Tomy, mis ontumizailii TOTPiOHO
“samexTr’”’ ocBiTeHHs cienn. [ poro y Unity € dynkiis Lighting Baking. 3po6usmm
TaKl HaJIallITyBaHHS 3alliKaHHS, SIK HA PUCYHKY 2.16, MU 3MOKEMO JEHIEBO PEHACPUTH

CLEHY HE NepeiiMarourch 32 HABAHTAKEHHSI OCBITJIICHHS! HA MPUCTPIi.
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® LightningSettings

Directional

Pucynok 2.16 — HanamryBanus Light Baking

KinneBwuii pe3yabTaT ClieHr Ha pucyHky 2.17.

Pucynoxk 2.17 — JIo61 ouikyBaHHS
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B rpi ta 1001 moBHUHHA OyTM MOXJIMBICTH pyXy A rpaBuiB. Tomy moTpiOHO
3poOUTH 00’€KT TpaBIlsl Ta HABICUTH HA HHOTO MEPEKEBI KOMIIOHEHTH, BKJIIOYHO 3
MexaHikolo pyxy. PlayerMovement (CKpunt pyxy) CKIQZa€ThCA 3 TaKMX OCHOBHHX

METOIIB:

public override void FixedUpdateNetwork()

{
if (_ifNeedTeleport)

{
_characterController.Teleport(_teleportPos, _teleportRotation);
_ifNeedTeleport = false;

}

if (GetInput(out PlayerNetworkInput input))
{

Move (input.MovementVector);

if (input.IsJumpPressed && Time.time - _lastJumpTime >= _jumpBlockTimeDelay &&
_characterController.Grounded)
{
Jump () ;
}

}

private void Move(Vector2 movementInputVector)
{

Vector3 movementVector = (_forwardMoveVectorRelativeToCamera *
movementInputVector.y + _rightMoveVectorRelativeToCamera *
movementInputVector.x).normalized;

_characterController.Move(movementVector);

}

private void Jump()

{

_characterController.Jump();
_playerAnimations.AnimateJump();
_lastJumpTime = Time.time;

Ha mpomy dparmenti kony € meton FixedUpdateNetwork, sikuii mpeacTasisie Tik
(MepexxeBuii Kanap) 1 poOUTH CHUHXPOHI3AIiID CTaHy Ha cepBepi. BcecepeamHi HBOTO
KOMITOHEHT OTPHUMY€ BBiJ] TPaBIlI 1 HA HOTO OCHOBI POOMTH BIAMOBIMHI Aii: pyXae, SKIIO
OyB pyx (Metom Move), abo ctpubae, ko 0y cTpuOok (MeTon Jump).

[Ticnsa HanamTyBaHb, OCHOBHI KOMIIOHEHTH 1 CKPUIITH HA IPaBlll BUIIIAIAIOTh TaK,

K Ha pUCYHKY 2.18.
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+ Character Controller
Network Object
Network Mecanim Animator

v
+ Network Cha >ontroller (Script)
~ Player Movement (Script)

W

L)
#
#
#

Player Despawner (Script)

PLAYER DESPAWNER

~T¢ LN TN O A

Pucynox 2.18 — KomnoneHnTu rpaBiis

BoHu 03Ha4arOTh:

- CharacterController — xomaiinep (o6osioHka) st B3aeMoaii 3 (Hi3UUYHUM

CBITOM.

- NetworkObject — mepexkeBuii KOMIIOHEHT 00’€KTY, IJIsi CHHXpOHI3alii 3
CEPBEPOM.

- NetworkMecanimAnimator — MepekeBUil KOMIIOHEHT JUIsl CHHXPOHI3alii
a”IMaIlu.

- NetworkCharacterController — HU3bKOPiBHEBU KOMIIOHEHT MEPEMIIICHHS
MEPCOHAKY.

- PlayerMovement — KOMIIOHEHT KEpyBaHHS MEPCOHAXKEM, OTPUMYE BBiJ 1
nepenae gani NetworkCharacterController—y.

- PlayerDespawner — Binkiatodae MepeXeBHM 00’ €KT T'paBllsd MPH BUXOMAI 3
KIMHATH.

Hactymaum etanmom Oyne CTBOPEHHsI 30HUM BXOMY B MOPTaJ, SIKUW MEPEKIIOYUTH
ClieHy 71001 Ha BUIIAAKOBY MIHI-Tpy. Aje TyT Oyna 3HaijieHa HeBenuka mpobiema.
3a3Buyaii, mo6 3po3ymitu B Unity 4M € IIOCK/XTOCh B 30HI Tpirepa, Kojaiaepa —
BUKOPHUCTOBY€EThCA TriggerSystem, sika BKa3ye KO 00’ €KT BXOIUTH 1 BUXOIUTH 13 30HHU.
Ane 3 MepeXeBUM KepyBaHHSM IIsl CHCTEMa TepecTalia MpaloBaTu npaBwibHO. BoHa
JIEKiTbKa pa3iB BKa3yBaja, 110 TPaBellb BUXOAUTH/BXOAUTH 13 30HU B 30HY. AJie BiH CTOSB
Ha Miciri. byno mpuifHATO pileHHs 3aMIHUTH IF0 MEXaHIKy Ha “TMHAMIYHUN Tpurep”, abo
OverlapSphere, 3 HUM MOXHa JUHAMIYHO CTBOPIOBATH TPUTEP 1 BU3HAYATH YU € TPABIII B

3oH1. Kog B momarky /I (6). Konu Bci rpaBiui 3aiiiyTh B 30Hy — BMUKA€THCSI 3BOPOTHIM
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BIJIJTIK Ha BCIX MPUCTPOSIX 1 [0 Or0 3aKIHYEHHIO MOUYUHAETHCA Ipa. KO XTOCh BUiizE 3

30HU JI0 3aKIHYEHHS TalilMepy, TaliMep CKUIA€ThCs 1 30Ha Oyzie YeKaTu BCIX I'PaBIIiB 3HOBY.

IIpouec po3podKky OCHOBHMX KOMIIOHEHTIB J100i Ta MiHi-irop

Y upomy po3auii Oyne HTH po3poO0Ka OCHOBHUX MEPEKEBUX 1 JIOKAJbHUX
KOMIIOHEHTIB I'pH, SKI BUKOPUCTOBYIOTbCSI B MIHI-IIpax, a Je-sKi TakoXX B CLEHI J001
O4iKyBaHHs. Pe3ynbTaroM KOMIIOHYBaHHSI OCHOBHOI CLEHHM OyAyThb pUCYHOK 2.19 1

pucyHok 2.20.

Pucynok 2.19 — lepapxis 0CHOBHO1 CIieHU

=

Pucynok 2.20 — I'oToBuli BU]1 3 KaMEpHU HA MYCTY CLEHY
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T'oToBi MiHI-iIrpy OynyTh CTBOPIOBATHCH IiJ] YaC BUKOHAHHS T'PU HAa OCHOBHIN
CLIEH1, TOMY Ha pUCYHKY 2.20 TUIbKU ()OHOBUM TOIYOHIt KOIIp 1 €JIEMEHTH 1HTepdeiicy.

Kamepa

Kamepa nnst 1001 odikyBaHHS 1 MiHI-irop Oyne BUKOPUCTOBYBATUCH 3 OJTHAKOBUMU
HaJalITyBaHHSAMU. AlJle, 10 LOrO HEe OyJ0 CKa3aHO, K PYXaeThCs KaMmepa Ta fKl €
npoOeMHu 3 KepYBaHHIM MEPCOHAXkaA IO CIEHI.

[ITo6 xamepa ciigyBaja 3a rpaBlieM, MaJia aKTUBHI TOUKH CTIOCTEPIraHHs (TpaHUIll
BiJl IKUX KaMepa MOYMHAE CIIJKYBaTH 3a 00’ €KTOM) Ta III€ COTHI PI3HUX HaJIAIlITyBaHb,
BuKopucToByioth Unity naker — Cinemachine. loro morpiGHo BCTAaHOBHTH B PeIaKTopi,
AKII0 He OyB BCTaHOBIIGHMM aBTOMaruyHo. BiH He € @peliMBOpKOM, a MPOCTO
nonoBHeHHsAM Unity 3 cuinbHUM (QyHKIIOHAJIOM 10 Kamep. HamamrtyBanHs Ha

KOMITOHEHTI BUIVISAAI0Th TPUOIU3HO Tak (CKOpOUEHa BepcCis), SIK Ha pUCYHKy 2.21:

v CinemachineVirtualCamera

Solo

World Space

Do nothing

none

(select)

Pucynok 2.21 — Cinemachine KOMITOHEHT Kamepu

Ha pucynky 2.21 300pakeHi HamamTyBaHHS, $KI BKa3ylOTh, IO MOTPIOHO
CITIIKyBaTH 3a TpaBIeM B CBITOBHX KOOpAHWHAraxX, OyTH Ha BiJCTaHI BiJ TpaBI B
koopauHatax (x:0, y:20, z:—20), matu FOV (Field Of View) 60, 3 3HaueHHSIM TIJIaBHOCTI

3 mo BCIM oOcsiM, 0€3 MOBOPOTY B CTOPOHY OO’€KTy 3a SKUM CIIJKYEMO, a TUIbKHU
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nepemimieHHs. | me 3 gecAaTkoM ApiOHMX HaJalITyBaHb, K1 3aKpUTI B BUIAJAI0UOMY
CITUCKY.

lono mpobnemu, sika ICHYe 3 KamMeporw 1 KepyBaHHSM rpaBus. IIpu cTBOpeHi
IpaBlisl, KAMepa MPUB’SI3ye€ThCA A0 HHOTO. SIKIIO KepyBaTH rpaBLEM BIEpe-Ha3ad, TO B
3aJIEKHOCTI BiJl MOBOPOTY KamMepHu 1 K BOHA MPUB’SDKETHCS, T'paBellb, HATUCKAIOYU
BIIEpE/l, MOXKE XOAUTH Ha3aj 4d BIiBO, a00 BIIpaBo. ToMy, mOTpiOHO AJisi BBOAY BEKTOPY
PYXy MaTu MHOKHUK Ha HanmpsAMKU BUAY kamepu. ToOTo, SIKIIO Kamepa MOBEpHYyTa Ha X
BICh BiJ MI0OAJBHOI OC1 KOOPAMHAT, IEPCOHAX MOBUHEH PYXaTHCh MO X BEKTOPY IMpHU
x0/1b01 Briepea. AOO SIKIO MOBEPHYTA HA Y BICh, TO MEPCOHAXK MPHU XOb01 BIEpe e 1o

y BekTopy. [Ipukian kony Hux4e:

private void Move(Vector2 movementInputVector)

{

Vector3 movementVector = (_forwardMoveVectorRelativeToCamera *
movementInputVector.y + _rightMoveVectorRelativeToCamera *
movementInputVector.x).normalized;

_characterController.Move(movementVector);

}

private void SetMoveVectorsRelativeToCamera()

{

Transform cameraTrm = Camera.main.transform;

Vector3 forward = cameraTrm.forward;
Vector3 right = cameraTrm.right;

forward.y = 0;

right.y = 0;

_forwardMoveVectorRelativeToCamera = forward.normalized;
_rightMoveVectorRelativeToCamera= right.normalized;

B nanomy dparmenti kogy meton SetMoveVectorsRelativeToCamera BcranoBmioe
MepeHii 1 mpaBWil BEKTOp TOMISAAY Kamepu. ToMmy, Tpu pyci TpaBhs Il 3HAYCHHS
MOTPiIOHO TIEPEMHOKHUTH.

InTepdeiic

[aTepdetic rpu po30UBaeThCs Ha JIB1 YACTUHU: ITPOBY Ta MEHIO. IrpoBa — akTHBHA

MiJ] Yac TPy, MEHIO — KOJIM TPABI[I0 MOTPIOHI HAJAIITYBaHHSA, a00 BUUTH 3 TPHU.
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IrpoBa yacTuHa Ma€ Taki €JIEMEHTH:
- Ilanenbka BBOAY. J>KOMCTHK Ta KHOMIKA cTpuOKa (11 TenedoHa).
- [Ilanenbka OUKiB KOXKHOTO TPaBIIS.
- Taiimepu. 3Bu4aitHU#l Ta Yac rpu B MiHI-TDY.
- Knomnka akruBarii MeHo.
B MeHr0 BXOOUTH:
- OcHoBHa naHemnbka iHTEpdecy.
- Knonka “IloBepHyTHCH B Ipy’.
- Kuomnka “Ilokunytu rpy”.

[Tanenpka BBOAy mnepenae nani B ApplicationlnputProvider, sxmo mnorodna
miargopma € tenedorom. Taiimepu mOTpiOHI AJIsI MIATOTOBKY TPABIlIB 10 CTapTy MiH1
I'pU, PO3YMIHHS KOJIM 3aKIHYUTHCS MiHI I'pa, B KiHII1 Tepe/] TOBEPHEHHSM B JIO01.

[TaHenbka OYKIB HA MOYATKy I'PU aKTUBYE MIH1 YACTUHHU JISI KOXKHOTO TPaBIIs, e

BITMCaHI iX IMEHa 1 KIJIbKICTh OUKiB, HAOpaHMX B MOTOYHUM MOMEHT. Burisae me tak:

private void ActivatePlayerScores(Func<PlayerRef, int> scoreReturnerStorageMethod =
null)

{

IEnumerable<PlayerRef> activePlayersInSession =
_activeRunnerInfoProvider.ActiveSessionPlayers;

int playersPanelsIndex = 0;

foreach (PlayerRef playerRef in activePlayersInSession)

{

int playerScore = scoreReturnerStorageMethod != null ?
scoreReturnerStorageMethod(playerRef) : 0;
ActivatePlayerScoreMiniPanel(playerRef, playerScore, playersPanelsIndex);

playersPanelsIndex++;

}

private void ActivatePlayerScoreMiniPanel(PlayerRef playerRef, int score, int
activatedIndex)
{
PlayerScorePanelPresenter panel = playersScores[activatedIndex];
string playerNickname = playersNicknamesStorage.GetPlayerNickname(playerRef);
panel.Activate(playerNickname, score);
_playersPanelsDict.Add(playerRef, panel);

Merton ActivatePlayerScores oTpuMye ClIMCOK aKTUBHUX I'PaBI[iB B KIMHATI 1

MPOXOAUTHCA LIUKIOM 1o MeToay ActivatePlayerScoreMiniPanel, nepenarouun
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1HAeHTU(]IKaTOpH TPaBIIiB, iX KUIbKICTh OUKIB Ha JaHUN MOMEHT 1 T.1. KinueBuit

pe3yJIbTaT TaKui, K Ha PUCYHKY 2.22:

 David | N  Lusi | [ Josef T [ Bem |—
(LLJ;J \ 0 _\-"' M\“ llii:]

Pucynok 2.22 — [Tanenbka MOTOYHUX OYKIB I'PABI(IB

B Menro He Tak 6araro komoBoi Jioriku. Knomka “IloBepHyTHCh B TPy’ MPOCTO
3aKpHUBA€ MAaHENbKy 3 JeaKuMHU JisMH. A kHomnka “IIoKMHYTH Tpy” BHUKJIMKAE METOJ
ShutdownConnection y Bxe ooroopenomy kiaci NetworkConnector (po3ain 2.2.1).

Zenject. binam 3anexxkHocTeit

Bxe Oyno onucano, 0 y I[bOMY MPOEKTI BUKOPUCTOBYETHCS (PpeMBOpPK Zenject i
BIH € OCHOBHOIO CKJIaJI0BOIO JJ1sl mpuHLKITy DI Ta BipoBakeHHs 3aj1e)KHOCTEN. Asle He

OyJ10 TOKa3aHo sIK 11e pOOUTHCS, 1 CKa3aHo, sK 11e npaitoe. [loquBuMoch Ha pucyHok 2.23.

id InstallBindings()

BindApplicationInputProv

BindDependenciesInjec
BindActiveSce
BindGameDataSave
BindObjectsFac

BindAssetslLoade

BindN nnector();

BindNetworkRunnerInfoProvider();

BindPlayers
BindPlayersSkinss
BindGameLevelsRandomi;

eateAndBindSystemUIDependencies();

Pucynok 2.23 — Metonu cTBOpEHHs 3aJIeKHOCTEN B KOHTeHep1 Zenject
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Ha pucyHnky 2.23 noka3aHi METOJ 3 MPOEKTHOTO TOJIOBHOTO KJIACy 3aJI€KHOCTEH.
[Ile € cLeHOBI KJacu CTBOPEHHS 3aJIeKHOCTEH, TaM CHUCOK Tpiku MeHuui. Koxen

METOJ] p030UBAETHCA MPUOIIU3HO HA TAKYy CXEMY:

Container
.Bind<IType>()
.To<Type>()

.AsSingle()
.NonLazy();

Ha xoni BuIIie CTBOPIOETHCS 3aJI€KHICTh B Zenject. Kox BpoBaKye B Tak 3BaHHIA
Container 3aJeXHICTb, € MU MpU3HaYaeMo Tumy (dacrime iHTepdeiicy) IType 06’ ekt
tuny Type.

YuraeTbcs Tak:

- Bind<IType>() — npuznauutu tuny IType.

- To<Type>() — HoBOCcTBOpeHU# 00’ ekT TUMy Type.
- AsSingle() — sik €TUHUNI CTBOPEHUM EK3EMILISP.

- NonLazy() — Heraiino.

I Tak B kokHOMY MeTofl. Jlech MOXKHA J10aBaTHU JTOAATKOBI (DYHKIIII, eTanu Jist
OUTBIII THYYKOTO CTBOPEHHS 3ajie)KHOCTel B KoHTelHepi. 1100 oTpumaru 3 1HIIOTO KiHIIS
KOJly 3aJIKHICTh, HAM IMOTPiOHO MOCTaBUTH aTpuOyT [Inject] Oinst mosst, METOY, SKIIO
e kiac MonoBehaviour (Bim Unity). AG0 B KOHCTpYKTOp Zenject, KMl caM Hanaae
3ae)KHOCTI 0e3 arpubyTa, sKIOO Iie 3BHYaiHWN kiac. [Ipukiiam BHpoBaKeHHS

3aJIeKHOCTEN B METOJ] KJ1aCy Ha PUCYHKY 2.24:

= playersS e, IP iniG ge miniGameScoresStorage,

: playersNicknamesStorage, I tiv rIn r activeRunnerInfoProvider,

er activeSceneComparer)

playersScoresStorage;
playersNicknamesStorage;
= activeRunnerInfoProvider;
ctiveSceneComparer;

ts = networkConnectorCallbacksObserver.

Pucynok 2.24 — Inject meton
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Sk BUIHO 3 pUCYHKY Bulle, Zenject aBTOMaTuyHO Hajae iHTepdeicu, Kl Ham
NOTpiOHI, 1 Jajal MM MOXKEMO MpaloBaTH 3 HUMHU SIK 3aMaHeTbcsa. | He moTpiOHO
MPOKUYBATH TMOCUJIAHHS Ha Ili KJIACH 10 BCbOMY KON, JOCTaTHBO JIUIIE 3aKUHYTH X B
Zenject B OJHOMY MICIII.

MepexeBa Jiorika

Hapiiina apxiTekTypa Mepexi — K04 J0 yCIiXy 0araToKOpuCcTyBallbKOTO IIPOEKTY.
P0316’eMo niporiec 3axoay rpaBIliB Ha PiBEHb, IX CHHXPOHI3AIIII0 aX JI0 CTapTy CaMOi MiHi-
rpu. Bcima eranamu kepye kinac NetworkSceneHandler, wacTkoBo a0 MOBHICTIO.
Po3ninnmo nepen3aBaHTaXeHHsI TPABIlIB HA STAIIH:

- OuikyBaHHS MIJIKIIOYCHHS BC1X IPABIIIB 10 CIICHHU.

- CmnaBH rpasiiis.

- BBiIMKHEHHS Mepexofy BiJl eKpaHa 3aBaHTAKEHHS J0 TPH.
- Imimiamizairis rpaBIis.

3a  OuiKyBaHHA IMIJKJIIOYCHHS TPaBI[iB JO CIEHH BIAMNOBiZaE  Kiac
PlayersLevelLoadingStateChecker. Knac 1 onuc MoxkHa moGauntu B momatrky I (7).
CnaBH 00’ €KTiB TpaBIliB BiIOYyBa€ETHCS 0/Ipasy, SIK TUTLKH XOCT 3aX0OIMTh Ha CIICHY, HAaBITh
HE YeKarouM Bcix rpabiliB. Koiu Bci 3aiiayTh, iM aBToMatnuHo Photon Bumae kepyBaHHS

Haj 00’ extamu. [1lo Bursgae mpubIU3HO TaK:

public void SpawnPlayers()
{

IEnumerable<PlayerRef> players = Runner.ActivePlayers;

foreach (PlayerRef playerRef in players)
{
NetworkObject spawnedPlayer = SpawnPlayer(playerRef);
_activePlayersObjectsList.Add(spawnedPlayer);
}
}

private NetworkObject SpawnPlayer(PlayerRef playerRef)
{
Transform spawnPoint = GetRandomPlayerSpawnPoint().transform;
return Runner.Spawn(_playerPrb, spawnPoint.position, spawnPoint.rotation, playerRef);

}

ne SpawnPlayers mpoxoauThbCsi HHUKIOM 1 BUKJIMKA€E OCHOBHHUM METON CIIABHY

rpaBis — SpawnPlayer.
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[Ticnsa Toro, sik NetworkSceneHandler orpumye iHdopmaliito Bix iBEHTY, IO BCI
IpaBIll 3aBaHTAXUIUCH, BIH BUKJIUKAE 1HII1aT13a1[il0 KOMIIOHEHTIB Ta BMUKA€E MEPEXif 3
€KpaHy 3aBaHTA)KEHHS 10 Tpv. B 0CHOBHOMY, B IHILIaJI13a1[li IIYKAETHCS 00’ €KT rpaBls,
AKUM KepylOTh, 1 O HOTO IPHUB’SA3YEThCS Kamepa, 1100 BOHA MOCTIMHO AMBUIMCH HA
JIOKaJIbHOTO TPaBIIs, a HE HA 1HIIHX.

3 exkpanoM nepexofay Aemio 1ikaime. [lepexin Bukopuctoye Fade In/Out edekr.
To6to, kpyroBuit edekt MosiBU/3HUKHEHHS clieHH. Takoro ¢yHkiionany B Unity HeMae.
Tomy Oynemo mucaru menaep (koa st Bigeompoiiecopa). llleinep na moBi GLSL —
OpenGL Shading Language. Takox, mo0 HUM KepyBaTH, MOTpiOeH oauH kiac Ha C#.
efinep 3 onucom 3HaxonuThes B onatky [ (8). 30BHILIHIN KO, IKUIi KEpye MEHIepoM,

€ xnac SceneTransitionPanel, sikuit oHOBITIOE KOJTM MOTPIOHO AaH1 HIeHAepa UM KOJIOM:

private Material _imageMat;

private Action _onTransitionCompleted;
private float _targetCircleRadius;
private float _circleRadius;

private bool _ifNeedDeactivatePanel;

private static readonly int _radius = Shader.PropertyTolD("_Radius");

public void OnSystemUpdate(float deltaTime)
{

_circleRadius = Mathf.MoveTowards(_circleRadius, _targetCircleRadius, deltaTime * _transitionSpeed);
UpdateMaterialData();

if (_circleRadius == _targetCircleRadius)

{

if (_ifNeedDeactivatePanel)
{

_image.gameObject.SetActive(false);
_ifNeedDeactivatePanel = false;

}

_onTransitionCompleted?.Invoke();
this.StopUpdate();
}
}

private void UpdateMaterialData()
{

_imageMat.SetFloat(_radius, _circleRadius);

}

OnSystemUpdate meton (3 616;mioTexkn UpdateSystems) OHOBITIOE KOKEH Kaap JaHi

menaepa 1 poOUTh aHIMaIlli MOSABICHHS/3HUKHEHHS CLICHU. /[[MBUTHCH pUCYHOK 2.25.
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Pucynok 2.25 — Expan nepexoay Ha CleH1

IlnargopmMa BUMKHEHHMX NIEPCOHAKIB Ta MOALYM pe3yJibTaTiB

[Ticns Toro, stk TpaBelb MPOrpae B MiHI-I'pi, HOTO MEPCOHAXK CTA€ HE MOTPIOHUM Ha
cueni. IIlo6 3amo6irtu He MOTPIOHMM MepexeBUM 1 GI3UIHUM TTpobIeMam, 3HATOOUTHCS
miargopMa AeaKTUBOBAHUX MEPCOHaXIB. | 3aMicTh TOTO, 1100 BUMHUKATH iX, MU Oyl1eMo
TEJIENOPTYBAaTH HEAKTUBHUX TPaBIiB Ha 110 Margopmy. Ase TyT Bce HE Tak IPOCTO.
Uepes Te, MmO TMO3MINS TMEPCOHAXIB y HAC CHHXPOHI3YETHCS 3 CEPBEPOM, IPOCTO
MEPEMICTUTH TIepCOHAXka, BKAa3aBIIM BEKTOP IMO3MUIIIi, Yy Hac He Buiae. s nporo, Ham
MOTpiOHO 30eperTy HOBY TMO3UIIIIO T'paBIld HAa MalOyTHIH CHHXpOHI30BaHMH TiK. Kon

BUITIA A€ TakK:

if (_ifNeedTeleport)

{
_characterController.Teleport(_teleportPos, _teleportRotation);
_ifNeedTeleport = false;

}
}

public void Teleport(Vector3 teleportPos, Quaternion? rotation = null)
{

_ifNeedTeleport = true;

_teleportPos = teleportPos;

_characterController.Velocity = Vector3.zero;

_teleportRotation = rotation ?? Quaternion.identity;

}
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[Ipu notpebd1 BUKIMKAaEMO Ha epcoHaxi Metof Teleport, sikuii 30epirae no3uiiro
1 MOBOpPOT HOBUX AaHuX. Tak sk Photon cam mepenucye naHi mepexeBUX 00’ €KTIB, TO
Brrcyemo B MeTo1 FixedUpdateNetwork Tenenopt Ha HOBY MO3HUILIIO.

Pe3ynbpTaT rpu — OJIMH 3 HAWTOJIOBHILIMX METO/1B 320X04€HHS I'paBliB. B nanomy
MPOEKTI Michs Tpu ab0 MIHI-TPU TpaBLl 3’ SBISIIOTHCA HA CTYMIHYACTOMY MOJIyMI 3
HOMEpaMHM 3alHATHX Micub 1 HaOpaHux oukiB. IlosiBa rpaBUIB Ha MOAlyMI

CYIIPOBOKYETHCA e(i)eKTaMI/I, TaKMMU K KOH(i)eTTi. YactuHa KOOy BUIIIAOA€ TAK:

public void PlacePlayerOnScorePedestal(PlayerMovement playerMovement, int playerPlace)
{
ScorePlayerPedestal scorePedestal = _playersPodiumsByNumberPlacesDict[playerPlace];
playerMovement.Teleport(scorePedestal.PlayerSpawnPoint.position + _yOffset,
scorePedestal.PlayerSpawnPoint.rotation);

}

public void SetPlayerScoreToPedestal(int playerPlace, int playerScore)

{

_playersPodiumsByNumberPlacesDict[playerPlace].SetScore(playerScore);

}

ne meron PlacePlayerOnScorePedestal Tenemoprye rpaBus Ha oro m’sjecrad,
BUKOPUCTOBYIOUM MEXaHIKy OIMCaHy BUIINE Ha TUIAaTGOpMi BUMKHEHHX IEPCOHAXKIB.
Merton SetPlayerScoreToPedestal nHasnawae m’sjmecTtany KUIbKICTh HaOpaHUX OYKIB
MIEPCOHAKEM.

lonmoBHul koI, SIKMM COPTYyE TPABIIB 1 PO3CTABISIE iX IO T'eaecTaliam,

MPEJICTABIICHUIN HUKYE:

protected virtual void SetUpPodiumAndPlayers()

{
ReadOnlyDictionary<PlayerRef, int> playersScores = GetPlayersScores();
List<PlayerRef> sortedPlayersByScore = SortPlayersByScore(playersScores);
SetScoresForPlayersPlaces(sortedPlayersByScore, playersScores);
_scorePodiumCamera.StartAnimationLookTransferToPlayersScorePodium(OnScorePodiumLookTransferCompleted);

if (Runner.IsServer)

{

PlacePlayersOnScorePodium(sortedPlayersByScore);
PlayPlayersStateEmotions(sortedPlayersByScore);

}

[eii MmeTon copTye rpaBiiiB IO HAOPAHUM OYKAM 1 PO3CTABIISE iX, BUKOPUCTOBYIOUU
KO/l BUIIIE.

Kinuesuii Bumsn n'egecrainy pe3ylibrariB Ha pUCYHKY 2.26.
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Return to lobby in 2 Bem 0
ECOFYE

Pucynok 2.26 — [I’sinectan pe3ynbTaTiB

Po3poOxa mini-irop

Panimie B po3auti po3noBiianoch, SK IMICHs 3aXOAy BCIX T'paBIiB, MiATOTOBKU
CIICHH, 3aITyCKAEThCS aHIMaIlisl BXoy Ha ciieHy edektoMm Fade out. [lami Bxe e mporec
3ammycky MiHi-rpu. Ilicist Toro, sik aHiMarlis BXOAy BUKOHAJACh, BOHA MOBIIOMJISIE KJIacy

NetworkMiniGameStarter, 1o Tpe6a mounHaTu MiHI-TpY y TpaBiliB. Burisiaae e tak:

[Rpc(RpcSources.StateAuthority, RpcTargets.All)]
private void RPC_StartMiniGame()
{

_countdownTimer.StartCountdown(_countdownTimerTimesData.TimeToStartMiniGame, OnCountdownEnded);

}

private void OnCountdownEnded()

{

if (Runner.IsServer)

{

_miniGameStarter.StartMiniGame();

}

_applicationInputBlocker.UnblockUserlnput();
}

VY upoMy koai xoct Bukinkae y Bcix Meroa RPC StartMiniGame, mjo 3amyckae
3BOPOTHIA TaiiMep IMOYaTKy MIHI-TpU Yy BCIX TpaBIiB 3 BIAKIAJECHUM METOAOM

OnCountdownEnded. Komu Ttaiimep 3akinuuBcs, OnCountdownEnded BuKIMKa€eThCS.
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Le#t meTox s BC1X po30JIOKOBYE KEPYBaHHS, 110 J1a€ 3MOTY IPaBLsIM PYXaTHCh, & TAKOK
MOYMHAE MiHI-TpY y xocTta. ToOTo, MiHI-rpa XocTta Oyne KepyBarH CBOIMHM KOMNISIMU Y
iHImMX rpaBuiB. Iligmivy, mo e Bce 3amyckaeThes no iHtepdeiicy IMiniGameStarter.
ToOTo, 1100 CTBOPUTH HOBY MIHI-TPY, JOCTaTHRO CTBOPUTH HOBUH KJac SIKMM peasizye
e iHtepdeiic 1 HagaTu oro B MOTPIOHUM Kjlac, IO BIAMOBIAAE OJHOMY 3 MPUHIIUIIIB
SOLID — Open/Closed principle.

[ToTpiOHO MOCTaBUTH YMOBH Ha CTBOPEHHS MiHI-irop. Tak K B i Ipi IUIAHY€ETHCA
3irparu 2+ MIHI-TpU 32 TPy, @ OJJHA rpa HE MOBUHHA HTH Olibine 10 XBUIUH, TOAI OJHA
MiHI-Tpa He MOXe TpuBaTH Oulble 3xB. Takox € moTpeda CTBOPUTH I[IKaBi, HEBEJIHUKI,
oOMEKeH1 KoaiiepamMu CiieHH, 1mo0 c(OKyCcyBaTH TpaBIlsl B HEBEIUKIN 30HI Ta HaJaTU

OUTBII 3aXOTUTIOI0YOT0 TeUMILIEIO 3 MPOTUBHUKAMH.

AnoHchKI Ja3epu

Inest MiHi-rpu Oylia B CTBOPEHI apeHM Ha SAMOHCHKIN KapTi. Ha MiHI-Tpy gaeThes
xBuiMHA. Yac Bil Yacy BWITYCKalOThCS Jiazepu. Ha mouaTKy HalmoOBIIE OYiKyBaHHS
HACTYMHUX JIa3epiB 1 MEHIIUNA IIAaHC 3aIyCKy BEJIWKOI KUTbKOCTI jazepiB miapsa. Ilig
KiHeIb HAyTh HaBa)K41 XBHUJIL.

JIJiss mo4yaTrKy CTBOPIOEMO IIUIOTY 30BHINIHBOI CIIEHW 3a apeHoro. byme BoHa
po3Mmipom 12 Ha 16 mummTok. Beepenauni 3anumiaeMo Miclie i apeHy po3mipom 6 Ha 6.
Kamepa noBuHHA TUBUTHUCH TIapajieIbHO HAHOUTBININA CTOPOHI IrPOBOI CIICHH.

Hacrtymaum etanom Oyze nonaBanHs OymiBenb Ha ClIeHY. byaeMo BUKOpUCTOBYBAaTH
ONTUMI30BaH1 HU3bKOMOJIIrOHAIbHI MOACITBKH. Po3cTaBisemo Tak, moo OyaiBil 3aKpuiIn
OuThIIICT, ()OHY KaMepu, sSKa HE BHKOPHUCTOBYeThcH. lle HamacTe edekT MOBHOTH

KapTUHKH. Pe3ynbraTr Ha pucyHky 2.27.
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Pucynok 2.27 — [loyaTkoBHii €Tan CTBOPEHHS SMOHCHKOI CLIEHU

[Ticns Toro sk 0Oa3oBa crieHa 3poOJeHa, HAcCTaB dac IS Jekopy. bymemo
PO3CTaBIIATH CTIHH, JAepeBa, POCIUHM Ta iHIIe. [locTaBuMO CTiHM Ha 3aaH1N (oH, 1100
3aKpUTH BEJIMKI MpoOiIM MK OyauHkamu. Po3cTtaBUMO jgepeBa Ta POCIMHHU I10
nepuMeTpy. 3 JEKOpY y Hac € CTaryi, SIUUKA Ta MIMIKKA 3 DKEI0, 1[0 CUMBOIIBYIOThH
JIOKAIli0 SK MiHI-puHOK. Po3cTaBuMoO iX mo Jokarii 1 moOunbiine mepea kameporo. Ha
cakypu mocTaBUMO e(dekT mamaroumx JUCTKIB. Takok He 3alyaemo, o Tpeda
HaJIAIITYBaTH JHKEPENo CBITJIa Ha TEIUll ToHM, 100 OyB edexT Bedopa. B kiHmi y Hac

BUI{JIC Taka IliKaBa JOKaIlis, JUBUTUCH PUCYHOK 2.28.

Pucynoxk 2.28 — Maifke 3akiHU€HE 30BHIIIHE KUIbIE CLIEHU
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Tak camo sk 1 B 7001 OUIKYBAaHHS, Ha LI CLeHl I8 onTumizauii OynyTh
BUKOPHCTOBYBAaTHCh 3amedeHi/e TiHi/cBiTio. Llg cuctema HajgacTe He TUIbKU
ONTHUMI3allil0, a W Kpally KapTUHKY, TaK $K OCBITJIEHHS B peajbHOMY Yaci He
BUKOPHMCTOBY€E BIIOUTTS CBITJIA BiJl MOBEPXOHB. 3 LII€I0 CUCTEMOIO CTBOPSTHCS CBITIIOBI

TEKCTYypH, 5Kl OynyTh BUKOPUCTOBYBaTHCs 00’ ekTaMu. HanamryBanHs Ha pUCyHKY 2.29.

® | ighting

Scene Environment Realtime Lightmaps Baked Lightmaps

Lightmapping Settings

Progressive GPU (Preview)

Auto A

20 texels per unit

Directional

Default-Medium View

Pucynok 2.29 — HanamryBaHHs 3amikaHHs CBIiT/Ia HA CIICH1

OctanHiM eTanoM poOOTH HaJl MOJIEIbKaMU CIIEHU € CTBOPEHHS irpoBoi apeHu. Ak
1 Oymo ckazaHo, apeHa Oynae 6 Ha 6 muuToK. KokHa TiMTKa MOBMHHA MaTd KOJazep.
ApeHa 3 KOKHOT CTOPOHH OTOYEHA HEBEIIMKOIO CTIHOIO 3 KOJIa1epoM, sika Oyzie CIyryBaTu
(I3MYHOIO CTIHOO JIJISi CTPUMYBAHHS TPABI(IB, TaK 1 OPIEHTHUPOM MICIIS TTOSIBU HACTYITHOT
xBwiIl nasepiB. DiHanmbHa KapTWHKa HAa pUCyHKY 2.30 Hmxue. ClieHa BUWIUIA TyKe
HACHUYECHOIO 1 TapHO10. KOKEeH eeMeHT CTOITh Ha CBOIX MICIX. B rpi mepcoHaxiB BUIHO,
MOJIETIbKA HE 3JIMBAIOTHhCS OFHA 3 OMHOI0. BewipHs clieHa Hajgae MPUEMHHUX EMOIIH 1

BIIYYTTIB BiJ TPH.
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Pucynok 2.30 — ®iHanbHUN BUTIISAT ATTOHCHKOT CIICHU

[Io », HacTaB yac O>XMUBUTH CIIEHY 1 TIEPETBOPUTH ii HA TOBHOIIIHHY MiHI-TpY. K
1 OMHUCYBAJIOCh HA TOYATKY PO3ILTY, Ui TOTO 100 CTBOPUTH MIHI-TpYy, HAM MOTpiOeH
KJac, ycragkoBanuii Bin MiniGameStarter. BiH HagacTh 103B1JI TOJJOBHUM MEPEKEBUM
KJIacaM ToYaTu MiHI-TpY.

[Tounemo 3 HanMCaHHS [IAHCY CTBOPEHHS PI3HOT KIJTLKOCTI JIa3epiB B KOXKHINA XBHITI.
[Ilo6 BmmcaTty AaHi KOKHOI XBWJIi, HaM MOTpiOHA Oyne cTpykrypa nanux. Hassemo ii
AncientLasersCountThrowChance, BoHa MaTuMe TaKUi BUIVISA:

[Serializable]

public struct AncientLasersCountThrowChance

{
[field: SerializeField, Unit(Units.Percent), MinValue(0), MaxValue(100)]
public int ChanceThrowlasers { get; private set; }

[field: SerializeField, MinValue(1), MaxValue(3)]
public int ThrowLasersCount{ get; private set; }

ne ChanceThrowLasers — MiHIMambHHMI IIAHC B BUNAAKOBIH pyneTii, 1100
orpuMmarn 1m0 XxBwiro. ThrowLasersCount — KimbKicTh Ja3zepiB B ik xBuii. Lli

HaJAIITyBaHHS B PEIAaKTOP1 BUTIISAAIOTH TaK, AK Ha pUCyHKY 2.31.
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v Ancient Arena Lasers Thrower (Script)

ANCIENT ARENA LASERS THROWER

Time To Spawn New Lasers F 3.5

Ancient Lasers Count Throw Chances
Chance 0 1 60
Throw Lasers Count 1
Chance Throw La:
I'hrow La oLnt
Chance Throw La:
Throw La Count

Pucynok 2.31 — HanamryBaHHs MIAHCIB JJa3€pPHUX XBUJIb

Konu HacTymae yac myckaHHs JIa3epHOI XBHJIi, HaM 3HaJ00UThCS KJlac, SKUi Oy/e
BUJIaBaTU HaM BHUIMAJKOBY KUIBKICTB Jla3epiB 3 MOTPiOHOT HamM KaibKyssiii. s 11500
cteopumo kiac AncientLasersThrowCountRandomizer, ocHOBHHMII MeTOf SIKOTO Oyfe

TaKHUM:

public int GetRandomLasersCountToThrow()

{

int randomPercentage = Random.Range(0, 100);

for (inti=0; i< _ancientLasersCountThrowChances.Count; i++)

{

AncientLasersCountThrowChance ancientLasersCountThrowChance = _ancientLasersCountThrowChances[i];
int previousChance =i==0? 0: _ancientLasersCountThrowChances|i - 1].ChanceThrowLasers;

if (randomPercentage > previousChance && randomPercentage <=
ancientLasersCountThrowChance.ChanceThrowLasers)
{
return ancientLasersCountThrowChance.ThrowLasersCount;
}
}

return 0;

}

Meton  GetRandomLasersCountToThrow pobute mepebipky mIaHCIB B
BijicopToBaHOMY MacuBi. Pannomizye Bumnaakoe yucio Bifg 0 mo 100, mo npeacTaBuTh
BiJICOTOK. | mIykae 1ei BiACOTOK MDK IOINEPEIHIM 3HAYCHHSM IIAHCY 1 HACTYITHHUM.

Hanpukinan, na pucynky 2.27 € 2-it enement Ha 90% 1 3-ii enement Ha 100%, Komau nuKI
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aiiie 10 3-0ro eIeMeHTy BiH MEpeBIpUTh HACTYNHY (opmyiy. SIKII0 BUMAIKOBE YUCIIO
(manpuknag 96) OuIblle HIXK IIAHC MOMEPEIHBOrO (2-0T0) €JIEMEHTY 1 MEHIIE 3a IIaHC
MOTOYHOTO (3-0r0) €IEeMEHTY — TOJ1 BUAATH KUTBKICTH Jia3zepiB 1iei xBuii. [llo 3HauuThH
90 <= 96 <= 100 Bumacts 3 nazepu.

Bce 1ne Oyme  BUKOPUCTOBYBaTHM  TOJIOBHMM  CKpUIT  MIHI-TpH  —
AncientArenalasersThrower, sikuii 1gae KOMaHIy BHIIYCTUTh JIa3epH. Horo xox
npencrasineHuid B noaarky [l (9). [lounrtatu neranbpHilie Ipo HbOTO MOXHA B JOAATKY.
Jlanuii kjac 3amyckae Jiazepu BiJ OOpTIB apeHH MO TallMepy, BUKIMKAIOUH aKTHUBALIII0
nasepiB y kinaca AncientLasersArenaBorder.

AncientLasersArenaBorder mae cucreMy momnepemkeHHsl TpaBls MPO HAMPSIMOK
aktuBalii xBwii JjazepiB. [lpu axTuBaIi cTopoHa MOYMHAE OJUMATH YEPBOHUM

KOJIbOPOM. B KO}]i HHKYC BMHUKACTHCA CUCTCMA MOMNCPCIKCHHA 3 3BOpOTHiM BUKJIIMKOM.

public void ActivateLasers(int lasersCountToSpawn)

{

_lasersCountToSpawnRemainder = lasersCountToSpawn;
_warnActivator.ActivateWarnState(OnLasersSpawningWarnEnded);

}

Konu monepekeHHs 3aKiHIY€ThCSI — aKTHUBYETHCS J1azep. SIKIIO MIaHyeThes 3amyCcKaTH
I1e Jla3ep, TOJI TaMep CTIHW OHOBIIOETHCS 1 IO 3aKIHYCHHIO BUITYCKAETHCS IIIE Ja3ep, i

Tak jaaii. Burismae e HaCTyITHUM YHMHOM:

private void ActivateLaser()

{

_lasersCountToSpawnRemainder--;
_timeRemainderToSpawnNextLaser = _arenaSettings.SpawnTimeDelayBetweenMultiplyLasers;
float borderWidth = Vector3.Distance(_leftCornerPoint.position, _rightCornerPoint.position);

Ancientlaser ancientLaser = _lasersSpawner.SpawnLaser();

Vector3 startLaserPos = transform.position + transform.forward * _laserStartForwardOffset + _laserStartYOffset;
ancientLaser.ActivatelLaserInDirection(borderWidth, startLaserPos, transform.rotation, _oppositeWallTrm.position);

if (_lasersCountToSpawnRemainder == 0)

{
this.StopUpdate();

}
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VY 1poMy KOJI € CHaBHEp Ja3epiB, SKUWA HA MEPEXKEBY OOOJOHKY J0Ja€ PI3HI
edpeKkTH JazepiB 1 TaKMM YMHOM HE MOTPiOHO mepecTBoproBaTH 00’ekTu. Jlazep

TEJIENOPTYETHCS 10 CTIHU 1 PO3BEPTAETHCA B IOTPIOHOMY HAINPSIMKY.

public void ActivateLaserInDirection(float borderWidth, Vector3 startPoint, Quaternion forwardRotation, Vector3
endPoint)
{
endPoint.y = startPoint.y;
_movement.Teleport(startPoint, forwardRotation, () =>
{
Activate(borderWidth);
_playersTrigger.SetXSize(borderWidth);
_movement.MoveTo(endPoint, Deactivate);
1;
}

private void Activate(float borderWidth)

{
_leftPlate.transform.localPosition = new Vector3(-borderWidth / 2, 0, 0);
_rightPlate.transform.localPosition = new Vector3(borderWidth / 2, 0, 0);
SwitchLaserComponents(true);

if (Runner.lsServer)

{
RPC_ActivateSelfOnProxies(borderWidth);

}

Tak sax mazep — 1me MepexeBUH 00 €KT 3 CHHXPOHI3AIIEI0 TMO3MIlii, BIH
BUKOPHCTOBYE CXO0XKY MEXaHIKy TeJernopra, SK Yy TIepCOHa)xa, KOJIW MHUTTEBE
MEPEeMIIICHHsS] BUKOPHCTOBYETHCS dYepe3 MepekeBwid CKpunt. [lo 3akiHUCHHIO Pyxy
Jazepa JI0 HaCTYIHOI CTiHM — BIH BUMHUKAETHCS 1 TOBEPTAETHCS Ha3a ] B ITyJI Jla3epiB.

{06 3HaiiTH TpaBlid, J1a3ep KOXKHOTO (DI3SUYHOTO Kaapy BMHUKAE TpIrep 1 MIyKae

MOJICIbKH T'PaBIIiB.

private void FindPlayers()
{

int resultsCount = Physics.OverlapBoxNonAlloc(transform.position, _boxOverlapSize, _overlapResults,
_transform.rotation, _playersLayerMask);

for (inti=0; i< resultsCount; i++)
{
CatchPlayer(_overlapResults[i]);

}

Ski1o rpaBels NOMAAAEThCS, TOJI B HbOTO BIAHIMAEThCS KUTTS. [Ipu oTpumanHi

MEBHOI KUJIBKOCTI IIKOAY TPaBellb MPOrpae 1 MOMUPAE.
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MiHi-rpa BuiillIJa Ay’Ke IIKaBOIO 1 AMHAMIYHOW. Pe3ynbTar 4ynoBuii, BiJ KapTu

JI0 MEXaHIK.

JlaBoBa yuieauHa

Jlana MiHI-rpa BUMarae BiJi IpaBIliB IIBHJIKO1 peaKIlii 1 BeJaukoi ynayi. [aes nomnsrae
B CTBOPEHI IUIUTOK HAJ JIABOIO, YAaCTMHA SKUX Yac BIJ 4Yacy OyayTh MajaTd BHU3.
CityacTuit po3mip iIrpoBoi 30HH Oy/ie 7 IIIUTOK B TOBXKUHY, 5 B npuHy. Kamepa noBunHa
JUBUTHUCH B CTOPOHY JIOBILIOTO HAMPSAMKY. SIKIIIO rpaBellb HE BTPUMYETHCS 1 11a/1a€ BHU3 —
BIH Iporpae. SIKIo rpaBelb/TpaBlli 10CATAI0Th OCTAHHIX IJIUTOK, SIK1 BXKE HE BINAAYTh —
BOHM € mepeMoXIsMU. [loTpiOHO pO3pOOMTH ONTHMI30BaHY MO OCBITJIEHHIO KapTy,
CTBOPUTHU MEXaHIKY IUTMTOK Ta HaKUHYTHU Post Processing edexru.

[Tounemo, Ak 1 B MUHYJINA MIHI-TPi, 3 HABKOJHUIIHHOTO CE€peloBUIIa. Tak sK Halla
Kapra Mo IUIaHy Mae€ BKIIOYaTH JIaBy, TO HaM 3HAJOOMSATHCS MIHI-BYJKaHH, SKI
JONOMOXKYTh HaM 3aKpUTH He NOTpiOHMHM KkamepHuil (oH. BuxopucroByroun
OE3KOLITOBHI ~acCeTH, IIOYHEMO pO3CTABIATH BYIKaHU. TakoX HaJalITyeEMO
BJIACHOCTBOPEHUI Marepiasl, KM Ha3Ha4YMMO Ha JIaBy BYJKaHIB 1 IOCTaBUMO (OH
KaMepH CBITJIO-TIOMapaHYeBUM, 1100 BiAMOBIAAB jJokallii. [louaTok Oyne MaTu BUTIISA, K

Ha PUCYHKY 2.32.

Pucynok 2.32 — Eran HanamtyBaHHs BYJIKaHIB
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be3 naBu noku He Tak 1ikaBo. CTBOPUMO 00’ €KT MaHEIbKU Ha CLEHI 1 PO3TATHEMO
ii o Bciif JTokanii mij BylkaHamu. [{ani cTBOprMo HOBUI MaTepia Ha JIaBy, HaM OTPi1OEH
IHITUHM BiJ JIaBH, 110 Ha ByakaHaX. [locraBumo Ha HoBuUM matepian Emissive Color, 1o
JacTh Marepiaily eekT MmiIcBIuyBaHHs MpU eTari 3amikaHHs cBitia. [licist yoro mrogamo

HOBUI Marepiall Ha MaHeNbKy. Pe3ynpTar Ha pucyHky 2.33.

Pucynok 2.33 — Eran HayiamtyBaHHs JIaBU

Kaprunka 1 10Kaiiist BUIVISAat0Th 10BOII TapHo. [lycTe miciie BcepenrHi 3aJuIImMo
st irpoBoi 30HU. Jlomamo Ha MaiiOyTHE 00’ €KT BUIIPOMIHEHHS CBITJIa, 3p0OUMO HOTO
MMOMapaH4YeBOTO KOJIHOpY 1 mocTtaBuMo pexuMm — Baked (ans 3amikanns cBimia). Bin
notpibeH Oyae as epexTy BiICBiUyBaHHS CBITJIa JIAaBH HA HAIIll TUTUTKU.

Takox onpa3dy wnHamamrtyemo Post Processing edextn. Ile edexkru, sxki
HAKJIAJAI0THCS 3BEPXY Ha KAPTUHKY TpH (€(eKT BIHBETKH, BIICBITYBaHHS, PUITIHHSA 1 T.1).
Ham motpiben edexr Bloom, sikuii mpomoBKye CBITIOBI MPOMEHI 1 pOOUTH OLIbII
peamicTuuHnid €(DEKT CBITIHHS 3BHYAHUX 00’ €kTiB. HamamryBanHs 1boro edekry Ha

pUCyHKy 2.34.
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Pucynok 2.34 — HanamryBanus Bloom edexry

Jlami erart 3 po3po0OKH caMoi iIrpoBoi 30HU 1 nepiioro Oyae rminuTka. KoxHa rminTka
NMOBMHHA MaTH Kojaijep, ¢i3M4He TUIO Ta CKPUIT MEPEKeBOI CHHXpOHI3AIll —
NetworkObject. Konu rmuntka BuOpana Ha pyiHyBaHHs, BOHA ITOYMHAE aHIMAIIIIO TPSCKH,
ITICJIS1 YOTO Y BCIX TPABIliB BUMHUKAE CBii Komaiaep 1 majgae BHU3. KoxkHa TTUTKA Ma€e CBii
iHAeHTH(]IKaTOp IJIA KpaIloro KepyBaHHS HUMHU. AHIMallisl pyidHyBaHHS 3poOjieHa 3a

nonomororo 6i6miorekn DoTween onucanoi B po3aini 2.2. Kox HacTymHwMiA:

public void StartShakeRotation(float destructionTime, TweenCallback onCompleted)

{

transform

.DOShakeRotation(destructionTime, _shakeVector * _shakeStrength, _vibratoPower, 90, false)
.OnCompleted(onCompleted);

Meton DoShakeRotation mpuitmae HanamTyBaHHS 1 Tpsice 00’ €KT IEBHUUN Yac, 0
3aKIHUCHHIO YOTO BUKIHKAEeThCs jaenerar onCompleted, mepenanuii 10 »OT0 B METOJ
OnCompleted.

JInst Kpamioro TECTyBaHHS TeiiM Iu3aiiHy Tpeba mpoOyBaTw pIi3HUM PO3MIp
cityactoi kaptu mnutok. He Tinbku 5 Ha 7. 11]o0 mIBHUIKO TeCTyBaTU pO3MIpH IrpOBOL

3o, Oyno ctBopeHo kiac FallingFloorsGridEditorGenerator. Skuii mpu mneBHUX
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HaJIAIITYBaHHSAX T€HEPYE CITKY 3 IUIUTOK 3 NOTPIOHUM BiICTYNIOM, KUIBKICTIO, PO3MIPOM
wuToK 1 T.1. Kon renepartii moxkna 3Haiitu B qogatky /1 (10).

Hactynuum eranmom Oyne nHanucanHs kinacy FallingFloorDestructor, sikmii
BIJIMOBIZAE 3a pyHHYBaHHS MIMTOK. Llell kiac KOKHOro Kaapy BIACHIIKOBY€E KUIBKICTb
KUBUX TPaBLIB 1 paxye yac A0 HACTYMHOI 1Tepaiii pylHyBaHHS MIUTOK. KiTbKICTBH
3pyMHOBAaHUX IUIMTOK KOXEH pa3 BHIAJKoBa. B Hamomy Bumanky, Big 1-3 miauTok 3a
iTepallito MOXXyTh OyTH 3namani. Konu npuxone yac pyiHyBaHHS, K1ac BUKIUKAE METO]
DestructFloor:

private void DestructFloor()
{

_timeToNextDestructionlterationRemainder = _timeToNextDestructionlteration;

float percentageOfDestructedFloorCells = (float)(_floorCells.Length - _activeFloorCells.Count) / _floorCells.Length *
100;

int floorCellsCountToDestruction = _fallingFloorCellsCountToDestructionCalculator

.GetCellsCountToDestruction(percentageOfDestructedFloorCells, _activeFloorCells.Count,

_blockedFloorCellsCountToDestruction);

if (floorCellsCountToDestruction == 0)

{
EndMiniGame();
return;

byte[] floorCellsldToDestruction = GetRandomFloorCellsldToDestruction(floorCellsCountToDestruction);
RPC_DestructFloorCells(floorCellsldToDestruction);

B HBOMY 0/1pa3y nepeBipsA€eThCA UM HE OTPIOHO 3aKiHYUTH TPY 1 AKIIO € IIIe BUIbHI

TUTUTKH Ha pyWHYBaHHS, TOMI BiH BHUKJIMKAE METO]T

GetRandomFloorCellsIdToDestruction,

private byte[] GetRandomFloorCellsldToDestruction(int floorCellsCountToDestruction)

{

byte[] floorCellsToDestruction = new byte[floorCellsCountToDestruction];

for (inti=0; i< floorCellsCountToDestruction; i++)

{

FallingFloorCell floorCell = _activeFloorCells[Random.Range(0, _activeFloorCells.Count)];

floorCellsToDestruction[i] = floorCell.ld;
_activeFloorCells.Remove(floorCell);

}

return floorCellsToDestruction;

KWW MOBepTae OAUTOBUI MACHB 3 1HACHTU(IKaTOpaMH TUIMTOK JI pyHHYBaHHS.
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Komu xoct 3reHepyBaB 1HAEHTU(DIKATOPHU IUIMTOK, BIH MEPEAE MO BiIJAJIECHOMY
mepexxeBoMy BUKIHMKY (RPC_DestructFloorCells) iHmumM rpaBusgMm nei macus, 1100

aHiMalis pyWHYBaHHA 3allyCTUJIACh HA BCIX IPUCTPOSIX IPABIIIB.

[Rpc(RpcSources.StateAuthority, RpcTargets.All)]
private void RPC_DestructFloorCells(byte[] floorCellsldToDestruction)
{

for (inti = 0; i < floorCellsldToDestruction.Length; i++)

{

DestructFloorCell(floorCellsldToDestructionli]);

}
}

private void DestructFloorCell(byte cellld)

{
FallingFloorCell floorCell = _floorCellsldDict[cellld];
_floorCellsldDict.Remove(cellld);

if (_activeFloorCells.Contains(floorCell))
{
_activeFloorCells.Remove(floorCell);

}

floorCell.StartDestructionProcess();

}

KinneBwuii pe3ynasTaT MiHI-I'pH Ha PUCYHKY 2.35.

Pucynok 2.35 — Kinneswuit Bug Mini-rpu “JlaBopa Ymenuna”
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HanamryBaHHs 1714 3aiKaHHS CBITJ1a Taki cami, SIK B IEpIIid MiHI-Tpl. Jpyra miHi-
rpa BUMIILIA TaK CaMO I[IKaBOIO 1 TAPHOIO, SIK 1 nmepiia. Xod TyT OPUCYTHS BUMAJKOBICTB 1

yaada, aji€ 1e HC 3aBaaAUTh I'PaBIsAM HACOJIOAUTUCH MEXaHIKOIO Ta KapToOrO.

TecTtyBaHHsA

TectyBanns m000i MporpaMud — 1€ BIEBHEHICTH B TOMY, IO Tporpama He
3aKpUETHCS/3aBEPIINTHCS 3 TIOMIIIKOIO UM Oyie MpaIfoBaTH KOPEKTHO KOJIM KOPHUCTyBau
B3a€MOJII€ 3 HEIO.

TectyBaHHS IpH TPINIKKA BiAPI3HIETHCS BiJl TECTYBaHHS 3BHYAHHUX TPOTpaM, YH
cepBepiB. Irpu MaroTh epeKTH HECIOIBAHOCTI, a caMe poOOoTy (PI3UKH, KaJPiB Ta IHIINX
PI3HUX KOMIIOHEHTIB IrpoBOro JABUTYHAa. B ocHOBHOMY @i3uka irpoBOro JBHI'yHA
NPUBHOCUTHL O0arv Ta MOMMJIKH B TPy, 00 il HiK He MOKPUTH TecTamMu. Koa rpu MoxkHa
TIOKPUTHU TECTaAMHU, aJIe B OCHOBHOMY, SIKIIIO 1€ MPOCTUH PyHITiOHa. BibI cKmaiHuit Ko
BaXk4ue TecTyBaTH. Tomy B irpoBoMy cerMeHTi € Taki jonu sk QA (Quality Assurance,
JIOAMHA, sKa 3a0e3neduye sSKicTh, a00 Tectepu). BOHHM BIIacCHOpPYY MPOXOMATH IrpoBi
MOMEHTH, TECTYIOTh MEXaHIKH, B3aEMOJIIIOTH 3 Pi3UKOI0 Ta iHTepdeiicoM. Tak, 1e qoBiie,
Habarato JMOBINE, HIK TECTyBaHHS Koay mokputuMm Unit-TecToM. AJe MO-1HIIOMY
nporecTyBaru PyHKIIOHAT (DI3UKU HE BUIJIE.

Tak camo 1oBeeThCS 1 B 111 I'pl TECTYBATH BJIACHOPYY Ta IITyKaTH Oaru, mpooIeMH.
AJe s Tpa Mae po3Mip KIMHATH 10 4 TPaBIliB, HEBXKE JOBEACTHCS IIYKATH 3 APY3iB JJIs
1p0ro? Mu OyaemMo BUKOPHUCTOBYBATH Open source IHCTPYMEHT i Ha3Boto ParrelSync.
Bin Hamae MoxuBICcTh cTBOproBaTy Komii Unity MPOEKTIB Ta 3amycKaTd OKpeMi BiKHA
MpoeKTy. TakuM YUHOM MU 3MOKEMO IMITYBAaTH CIIPaBKHBOTO T'PABI, A€ MAOUU MPH
[IOMY TUTBKH OMH MPUCTPiil. JlaHnii makeT MokHa ckadatn Ha GitHub.

st Toro, mo0 TecTyBatu Tpy Ha 4 TpaBIX, HAM MOTPIOHO CTBOPUTH 3 KIIOHA
npoekty uepe3 meHio ParrelSync. ITicist Toro SK KJIOHU CTBOPWIIMCH, MOJKHA 3aITyCKaTH

rpy 13axoauTy B KiMHaTy/MiHI-Tpy. [Iporiec TecTyBanHs 4 TpaBiiB HA PUCYHKY 2.36:



Pucynok 2.36 — TectyBaHHs rpu Ha 4-X BIKHaX peJakToOpy

TectyBanHs Oyzie MPOXOAUTH B 3 eTarnu:

- TecryBaHHS MEHIO MIAKIIOYCHHS 1 HOTO MEXaHIK.
- TecryBaHHs 1001 O4IKyBaHHS.
- TecrtyBaHHS IBOX MIHI-rop.

ITounemo 3 TecTyBaHHsS MEHIO MifKItoueHHs. [loTpiOHO mpoTecTyBaTH MEpeKeBi
KOMIIOHCHTH, IMAKIIOYEHHS JO KIMHAaTH, CTBOPEHHS KiMHatu. Ilpum momuiakax
MEpEKEBOTO TIAKIIOYEHHS BHUBOAUTH Ha iHTepderc 11 moMuiku. [licis ycmimHmx
TECTyBaHb MIJKIIOYEHB B PI3HUX BUIAJIKAX, € IOTpeOa MPOTECTYBATH 1HII MEXaHIKU. A
caMme: KIK TpaBlis, 3aMiHa CKiHY, TOYaTOK TpH 1 BUXia 3 KiMHaTH. [lichs Kiky rpaBIis, BCi
MOJIETIbKA TIOBMHHI COpPTYBAaTHUCh IMO-HOBOMY 3HOBY, 3MiHAa CKiHa Ma€ BiqOyBaTHCh B
[UKIIIYHOMY BapiaHTi 1 CHHXPOHI3yBaTUCh 3 IHITUMHU TPaBIsIMU. Bike micist movarky rpu,
3aBaHTAXKYETHCS HOBA CIIEHA CHHXPOHHO 3 THIIMMHU TPABISIMH.

Jlo6i-ouikyBaHHS HE Ma€ OaraTto MexaHik, ajie MU 3000B’s13aH1 IPOTECTYBATH HOTO,
o0 TpaBIli HE MOTJIM BUWTH YW MEPECTPUOHYTH 3a MEXKI irpoBoi 30HH. Takox Tpirep
30HA I'PABI[IB MOYATKY MiHI-TPY TOBUHHA MPALIOBATH CIPABHO Ta MOYUHATH I'PY, KOJIHU BCi

rpaBIli B 30H1 1 TaliMep 3aKIHUUBCSL.
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TectyBaHHSA ABOX MiHI-Irop 3aiiMae OuiblIicTh Yacy. OKpiM OCHOBHHMX (PYHKI[IH
MEpEKEeBUX KOMIIOHEHTIB, IEPEXO/I1B, NOTPIOHO 1Ie TecTyBaTH 1 MexaHiku. [Ipu 3axoxi B
MiHI-TpYy, eddexT mnepexomy Ha CIEHY IOBUHEH BIIOyBaTHCh KOJW BCl TIpaBlli
npueIHaIUCh 10 cecli. [licng yoro Taitmep BiipaxoBye MEBHUH Yac Ta 3allyCKa€e MiHI-TpY.
Tectyemo MexaHiku Jla3epiB Ta NaJiHHA IUIMT Ha JIaBOBiM kapTi. B pesynbrari,
CUHXpOHI3allisl TPaBLIB, MOYATOK MIHI-TPH, 1HIII MEXaHIKM MPALIOIOTH CIPAaBHO Ta HE
BUKJIMKAIOTh OariB 4 mpoosiem.

I'pa mpairoe mBHAKO Ta HE MOTPeOye CHUIBHOTO MEPEKEBOro 3’ €IHAHHS IS
pobotu. Bci cuctemu, KOMIOHEHTH, cepBicH Oylld MPOTECTOBaHI Ha 4-X IPaBIsX Ta HE

BUKJIMKAJIA HISIKUX TpoOsieM B poOoti. [lo mipkaM 1i€i rpu TecTyBaHHS BUKOHAHO

YCITIIIHO.



75

3 PE3YJIBTATH PO3POBKU MEPEXKEBOI BATATOKOPUCTYBAIIBKOI
I'PAU

PesynbratoM po3poOku MepexeBoi OararokopucTyBaubkoi rpu Ha Unity 3
BukopuctaHHsM Photon Fusion € moBHe BHUKOHaHHS BCiX MYHKTIB IUIaHY MPOEKTY Ta ii
Metd. OCHOBHI MEXaHIKM Tpu Oyl MPOTECTOBaHI Ta peaji3oBaHl 3riHO 3 TUIAHOM.
baratokopucTyBalibka YacTHHA MPAIIO€ CIPABHO Ta HE BUKJIMKAE TTOMHIIOK/3aBEPIICHb
poOoTH Npu BUKOHaHHI Iporpamu. I'pa mMae moTpiOHY KuIbKICTh iHTepdeicy. [Ipoekt
MICTUTHh 2 MIHI-TPH, SIKI TPAIIOIOTh HE3aJIeKHO BiJi OCHOBHOI CIICHU Ta CTPYKTYpPHO
BianoBinaroTe npuHiunmam SOLID. Tomy npu gomaBaHHI HOBHUX MIiHI-ITOP JIOCTaTHBO
3poOUTH MIHIMAJIbHY KUIBKICTB J1{, 100 THTErpyBaTH iX y OCHOBHY IrpOBY ClLIEHY. Takox,
rpaBellb Ma€ MOXKJIUBICTh CTBOPUTH O€3MEUHE MIAKIIOYCHHS 1 KIMHATY 110 4 Jofed Ta
KepyBaTH IrpoBOI0 KIMHATOIO, SIKIO BiH € 11 BIacHUKOM. Taki ¢ypeiMBOpKH, 5K Zenject,
UniRxX 103BONUIN CTBOPUTHU CUIIBHY, MACIITA0OBAaHY apXITEKTYPY IMPOEKTY.

bararoxopucrtyBanpka rpa BumyinieHa B Google Play Market Ha aBropchkuii

akkayHT 1 Mae Ha3By “Happy Party: Stickman Games”. Ctopinka rpu Ha pucyHKy 3.1.

Happy Party: Stickman Games

Lauuun [pospos
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YcTaHoBuTH « Hapcunarw  [}] Mopait s ciucok Gaxans
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& KoponiscTteo Aypenis F2P
f 4 Absolutist Ltd
I

Pucynok 3.1 — ['010BHHUI €KpaH BUITYIIEHOI I'pH
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[Ipoexkt wmictuth Outbmie 5000 cTpodok aBTOpchbKOro konay. HammcanHs Ta
CTBOPEHHSI rpu 3aiiHs10 0:113bKo 200 roguH yacy. OnTuMizallis Koy 103BOJISIE 3aTyCKaTH
Ipy Ha MOOUIBHUX MPUCTPOSIX 0€3 BIAUYTHUX KaJIpOBUX MpocagoK. MepexxeBa yacTHHA
He oTpeOye CUIIBLHOTO 3’ € JHAHHS JUIs TpaBIIiB. AJle, 3BICHO, JIsl XOCTa MOTPIOHUMN OUIBII
cTtabuipHul 1HTEpHET. CepenHii MOKa3HUK BUTPAT MPoIlecopa Ha KOMII I0Tepi JOPIBHIOE

6mu3bko 3 Mc (110 exkBiBasieHTHO 300 ¢ric). Ha Tenedoni nokasznuk 12 Mc, 110 10piBHIOE

80 dric.
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4 OXOPOHA ITPAILLI

Oxopona mpalll BKJIIOYa€ BCl HEOOXIAHI METOAM 1 3aXONU, SIKI MPHU3HAYECHI IS
3MEHILEHHS PpU3MKYy TpPaBMaTU3My Ta 3JI0pPOB'A, IO MOXYTb BUHUKHYTU CeEpel
pPOOITHHUKIB, y MEKax MIANPUEMCTB a00 B OKPEMHX rady3siX.

OCHOBHMUMHM  3aKOHOAABYMMHM Ta  HOPMAaTUBHUMHU  JOKYMEHTaMH,  SIKl
perIaMeHTyI0Th OXOPOHY Ipalll B Halllli KpaiHi € Hu3ka 3akoHiB Ykpainu «IIpo oxopony
npaiti», «IIpo noxexny 6e3nexy» ta «IIpo oXopoHy 370pOB’s1».

Hedinimis moustrs «OXopoHa mpaill» MpeAcTaBieHa B MEpHIiil cTarTi 3aKkoHY
Vkpainu «IIpo oxopony mpaiii». OXopoHa mpalli — 11e¢ CUCTeMa MPaBOBUX, COIIAJIbHO—
E€KOHOMIYHUX, OpraHi3aliiHO-TEeXHIYHUX, CAHITAPHO-TIMEHIYHUX 1 JIKYBaJIbHO-
npo(dTaKTUYHUX 3aXO[IB Ta 3aco0iB, CIPSMOBAaHUX Ha 30€peKeHHsS 3I0pOB'S 1
Ipale3aTHOCTI JIIOAUHU B mpoueci npati. el 3akoH BU3Hauae OCHOBHI MOJIOKEHHS
1010 peajti3allii KOHCTUTYLIHHOIO MpaBa rpoMajisiH Ha OXOPOHY X JKMUTTS 1 3710pOB'A B
polieci TPYAOBO1 JISIBHOCTI, PETYIIOE€ 3a y4acTHO BIJMOBIIHUX JEp>KaBHUX OpPTraHiB
BITHOCHHHM MDXK BJJACHUKOM IIiJIMTPUEMCTBA, YCTAHOBH 1 OpraHi3allii abo ymoBHOBa)KEHUM
HUM OpraHOM 1 TpAI[iBHUKOM 3 IIMTaHb OE3MEeKH, TIriEHW Tpalli Ta BUPOOHHYOTO

cepeoBHINa 1 BCTAHOBIIIOE €IMHUI TIOPSIOK OpraHizallii oxopoHu mpartii B Ykpaini [9].

4.1 IlinroToBKa PO0040ro mMicus nepea pod0TOI0 3 KOMII’I0TEPOM

Y po60Ti 3 KOMIT'FOTEPOM OJTHI€I0 3 KIIFOUOBUX YMOB 0€3MEUHO1 Mpalli € MpaBUIbHA
oprasizairis pododoro micis. Bif mporo 3aiexuTh He JUIIe MPOAYKTUBHICTD, & i CTaH
3I0pPOB’S mpaiiBHUKa. PoOoye Miclie MOBHMHHO BIJIIOBIIaTH CaHITAPHO-TITI€EHIYHUM Ta
€PrOHOMIYHUM BHMOTaM.

30kpema, BHcOTa cTtoiry Mae craHoBUTH 70-80 cMm, a CTLICIL MOBHHEH OYTH
pPErylnbOBaHUM 3a BUCOTOIO 31 CIIMHKOIO, 1110 HaXWisieThes mig KyToM 90-110°. Monitop

KOMIT’10Te€pa HeoOX1IHO BCTaHOBIIOBAaTU Ha BiacTaHi 50—70 cM Bi o4yel KOpUCTyBada
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(a00 Ha MOBXMHY BUTATHYTOI PYKH), IPY IbOMY BEPXHS MEKa €KpaHa MOBUHHA OyTH Ha
piBHI ouel a00 TPOXU HUXKYE.

Kinagpiatypa moBuHHa OyTH po3MillleHa Ha MOBEPXHI1 CTOJy ab0 Ha chemiaibHIN
MaHedal TaKuM YMHOM, MO0 3am’sCTKM KOPHCTyBaua 3aJIMIIAIUCA Y MPUPOTHOMY
noJyio’keHH1. OCBITIEHHS poO0YOT 30HU OBUHHO OYyTH IOCTATHIM, IPU LILOMY HEOOXI1HO

YHUKATH NMPSMUX BIIOJIMCKIB HA €KpaHi MOHITOpA.

4.2 PesxuMm npaui Ta npodisiakTuka npodeciitHoi BToMHu

TpuBana poOoTa 3a KOMII FOTEPOM NPH3BOAMTH JO ITIJBUIICHOTO 30pPOBOI0 Ta
NICUXOCMOIIITHOTO HAaBaHTA)KCHHS, [0 MOXXE BHKIMKATH IIEPEBTOMY, 3HIKCHHS
NPOAYKTHUBHOCTI Ta PO3BUTOK MPOPECIHHUX 3aXBOPIOBAHb.

3rifHO 3 HOpPMaMH OXOpPOHHW TIpalll, TPHUBAJICTh Oe3mepepBHOT PoOOOTH 3a
KOMIT'FOTEpOM HE TIOBHHHA TepeBUIIyBaTH 2 TomuH. [licisi 1{bOrO0 peKOMEHIYEThCS
3poOuTH mepepBy TpuBamicTIO 10—15 xBwimH. 3araJbHUN 4yac poOOTH 3 MOHITOPOM
IPOTSATOM JHsI HE TOBUHEH MEPEBUIYBATH 6 TOIUH.

Koxxni 45—60 XBWIMH TPaIliBHUKY CIIJT pPOOUTH KOPOTKI IEpEPBU JJIsI BAKOHAHHS
BITpaB 3arajbHOi (DI3UYHOT aKTUBHOCTI Ta TIMHACTHKH JJIs1 odei. Taki BIpaBu CIIPUSIOTH
po3ciabiIeHHIO M SI31B Ta 3HATTIO BTOMU 3 OpraHiB 30py. Hanpukiasa, pekoMeH10BaHO Ha
20-30 cexyH TepeBOAUTH MOMIAA Ha BigmaineHi o0’ ekt (Biactanb 20—30 MeTpiB), 110

CYTTE€BO 3HHIKYE HABAHTAKCHH:A Ha oui.

4.3 EnekTpobe3neka Ta nos;xe;xHa 0e3nexka npu poodori 3 KOMII’I0TepHOI0

TEXHIKOI0

VY nomariHiX yMOBax MUATAHHS €IEKTPOOE3MEeKH YacTO ITHOPYIOTHCS, IO CTBOPIOE
nonatkoBi pusuku. Jis 3a0e3nedeHds 6e3MnedHoi poOoTH KOMIT toTepa BIoMa He0OX1THO
JTOTPUMYBATHCH 0a30BHX MPABUJI KOPUCTYBAHHS €ICKTPOTPHIIATAMHU.

[Tepenycim, yci mpucTpoi MOBUHHI OyTH MIAKIIOUEHI 0 CIIPABHOI €IEKTPOMEPEKi

13 3a3emyeHHsAM. Koo B OyIMHKY 3a3€MJICHHS BIJICYTHE, PEKOMEHIYEThCS
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BUKOPHCTOBYBATH MEpPEkeBl (QUIbTpH 3 BOYJOBaHUM 3aXHUCTOM Bin mepeHanpyru. Lle
J03BOJIUTHh YHUKHYTH BUXONY 3 JaAy TEXHIKHU MIJ] 4ac MepenajiB Haupyru.

Heb6axxaHo BUKOpHUCTOBYBATHM MOAOBXKYBaul 3 MEPEBAHTAKEHHSAM — KUIBKICTb
OJJHOYACHO MIAKIIOYEHUX MPHUCTPOIiB HE MOBUHHA IEPEBULIYBaTH JOIMYCTUMY JUJISt
KOHKpeTHOro ¢inbrpa abo poszetku. OcoOnauBy yBary MOTpPIOHO 3BEepTaTH Ha CTaH
Ka0eiB: He JIONYCKAEThCS BUKOPUCTAHHS MPOBOMIB 3 TPILIMHAMHU, HAJIOMaMU YU
OTOJIEHUMU AUITHKaAMHU.

VY pa3si neperpiBy OJ0Ky >KUBJICHHS, MMOSIBU 3araxy rapy a00o HE3BUYHUX 3BYKiB
KOMIT FOTEp CJ1/1 HeraitHo BAMKHYTH 3 Mepexi. B mpuMiteHHi 0a’kaHo MaTH BOTHETACHUK
HEBEJIMKOTO pO3Mipy (HaIpHUKIIaJl, TOPOIIKOBUI), a TAKOXK 3HATH 0a30BUH aJIrOPUTM A1
IPU TTOXKEKI.

He pexomeHnayeTbes 3aiuilaTé KOMIT IOTEp YBIMKHEHMM Ha Hid a0o0 0e3 Harsmy
Ha TPUBAJIUN Yac, 0COOJMBO SIKIIO BIH 3HAXOAMTHCS B Oe3mocepedHii OJIM3BKOCTI J0

MeOiB, ¢ipaHOK ab0 IHITUX JIETKO3aMUCTUX TIpeaMeTiB [10]
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BUCHOBKH

VY pe3ynbTari BUKOHaHHS KBasli(ikanidHOi poOOTH OYylIO OCATHYTO MOCTaBIECHY
METy Ta YCHIIIHO BHPIMIEHO BCi BU3HAu€H1 3aBlaaHHs. [IpoBeneHO aHali3 Cy4yacHHX
METO/[IB PO3pOOKH OararokopucTyBalbkuXx irop Ha 6a31t Unity, 3aBasku domy Oyiau
BUSIBJIEHI CWJIbHI M clIabKi CTOPOHM PI3HMX pilleHb Ta 0OpaHO Hale(peKTUBHIII
npakTUKA. bymu po3pobieHi apXiTeKTypH MEpPEeKeBOi YaCTHHH MPOEKTY Ta OCHOBHOI
I'pOBOI CIICHH, SIKa MiJIB’SI3y€ 0 ceOe MiHI-ITpH .

ITin vac TectyBaHHS MiATBEp/KEHO, IO cucTemMa Photon Fusion 3abesmneuye
CTaOUIbHY Ta HAAlMHY MEpeKeBy B3aeMOIID. A apXiTeKTypa NPOEKTY € Jerko—
MacIITabOBaHOIO Ta ONTHUMI30BAHOO, IO A€ MOXKIIUBICTh B JIOAATKOBOMY PO3BUTKY I'PH
1 11 moKpaIleHHs: B MaiOyTHHOMY.

TakuMm YWHOM, TMOCTaBIeHa MeTa KBalidikamiiiHoi poOOTH JOCATHYTa, BCl
3aBJaHHS YCITIIIHO BUKOHAHI, a OTpUMaHI Pe3ylIbTaTH MOXYTh OyTH BHKOPUCTAHI IS
MOJAJILIIIOTO  PO3BHUTKY OararokopuctyBambkux irop Ha 1wiargopmi  Unity 3

3actocyBaHHsM Photon Fusion.
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JOJATOK A — TEXHIYHE 3ABJIAHHSA HA PO3POBKY
BATATOKOPUCTYBAIILKOI I'PA HA UNITY 3 BUKOPUCTAHHSIM
PHOTON FUSION

Beryn
IToBHa Ha3Ba po3poOIOBAHOrO MPOEKTY: “ Po3poOka OGaraTokopucTyBalbKOi Py Ha
Unity 3 Bukopuctanasim Photon Fusion”.

["any3b 3acTocyBaHHS: KOMIT IOTepH, Teae(OHHU Ta Pi3HI MPUCTPOT I'PaBIIIB.

1 [TigcTaBu a5t po3poOKU
[TincraBoro i po3poOKM MHporpamMHOro 3a0e3ledeHHs € 3aBIaHHS Ha

kBasipikamiiHy po6OTy Ha 3100yTTs CTYIEHS BHILOI OCBITH «OaKajaaBpy.

2 IlpuzHayeHHsT pO3pOOKHU

2.1 ®dyHKIiOHATBHE TPU3HAYSHHS

@OyHKI[IOHATBHUM MTPU3HAYCHHSIM ITPOTPAMHOT0 3a0€3MEeUeHHS € CTBOPEHHS TP HA
CWIBHOMY  MEpPEKEBOMY  0araroKOpuCTyBallbKOMY  (pEMMBOpKY, MOKpaIICHHS

POAYKTUBHOCTI MEPEKEBOT B3aEMO/I1i Ta TOCUIICHHS MOKJIMBOCTEH MPOEKTY.

2.2 Excrutyarariiiine mpu3HaueHHs
ExcruryaTamiiHuM TpH3HAYEHHSAM MPOTPAMHOTO 3a0€3MEYCHHS € TMOJeTIICHHS

PO3pOOKH OaraTOKOPUCTYBAIBKOI IpH Ta ii MaitOyTHHOTO MacIITaOyBaHHS.

3 Bumoru 10 nporpaMHOro 3a0e3neuyeHHs
Bumorn 1o ckiaay BUKOHYBaHUX (YHKITIH
I'pa moBMHHA MaTH MOXJTMBICTh BUKOHAHHS HACTYIMHUX (DyHKITIH:
e [ligkirodeHHs 0 ceclii: T03BOJISE TPABISIM I €IHATHCS 1O ICHYKOYOi

IrpoBOi cecli.
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e CTBOpEHHS HOBOI CECli: JO3BOJISE IPABII0 CTBOPUTH HOBY IrpOBY CECIIO.

e HanamryBaHHs cecii: J03BOJIA€ TPaBLIO HAJALITYBaTH HOBOCTBOPEHY
I'POBY CECIIO MiJ] BIACHI MOTPEOH.

e [louaTok rpu: JA03BOJSE MOYATH T'PY IS BCIX IPABLIB, SIKI 3HAXOIATHCS B
CHUIBHIN I'pOBIH cecii.

e CuHXpOHI3allisl CTaHIB: JO03BOJISIE CEPBEPY CHUHXPOHI30BYBATU AaHI MIK
IpaBIsIMU.

e HananHs crnucKy akKTUBHUX CECli: HaJla€ MOXIIUBICTh CUCTEM1 OTPUMYBATH

1HOpMaILliIO IPO aKTHUBHI CECli Ha cepBepi.

3.2 Bumoru 10 HaJa1iMHOCTI

[Tporpamue 3a0e3nedcHHs Mae (QYHKI[IOHYBaTH HENEPEPBHO Ha IEPCOHATBHHX
OOYHCITIOBAIBHMX CHCTEMaX. Y BWIAJKy BUHUKHCHHS IOMHJIOK Y poOOTi KOMII'toTepa,
BITHOBJIEHHS  HOpMaJIbHOTO  (YHKIIOHYBaHHS  TIOBUHHO  BIgOyBaTthucs  TICHsA

nepe3aBaHTaKEHHS TPOrPaMHOTO MPOIYKTY.

3.3 Bumoru 10 yMOB eKcILTyararii

3.3.1 KnimMaTtu4Hi yMOBH eKCILTyaTaIii

YMOBU ekcruTyarailii mporpamu 30iraloTbCsi 3 YMOBaMHU €KCIUTyaTaiii TeXHIYHUX
3aco0iB, Ha SIKUX Oy/e 3aBaHTa)K€HA Ta BUKOPUCTOBYBATHUCH MPOTpaMa ISl MOAAIBIIIOTO

BHKOPHUCTAHHA.

3.3.2 Bumoru 10 4ncenbHOCTI Ta KBamidikailii KOpUCTyBadiB
HeoOxigamii piBeHb MIATOTOBKM KOPHUCTYBadiB: MIiHIMAQJIbHI HAaBUYKH B

KOPUCTYBaHH1 KOMIT FOTEPOM.

3.4 Bumoru 110 iHpopMaIliiHOI Ta TPOrpaMHOi CyMICHOCTI

[Iporpama noBuHHAa mpairoBaTH Ha BCixX Bepcisix Android mounHarouu 3 27 Bepcii.
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3.5 Bumoru 110 ckiiaay Ta mapameTpiB TEXHIYHUX 3aCO01B
— RAM: 2 GB
— 1o 150 Mb mam’ri.

4 Bumoru 710 mporpamMHoi JOKyMeHTaIlii
[Iporpamna nokyMeHTaIlisi MIOBUHHA MICTUTH:
— TEXHIYHE 3aBJIaHHS;
— OMHC TIPOTpaMu;
— TIporpamy Ta METOIMKY BUIIPOOYBaHb;
— IHCTPYKIIiIO0 KOPUCTYBaya;

— TCKCTHU IIPOIrpaMHUX MO)IYJIiB.

5 TexHIKO—€KOHOMIYH1 ITOKa3HUKHU
VY it kBamidikamiiHii poOOTI HE TPOBOIUBCS PO3PAXYHOK TEXHIKO—CKOHOMIUHHUX

MOKa3HUKIB.
6 Crazii Ta erarnu po3pooKu
Cranii Ta etanu po3poOku O6aratokopucTyBaipkoi rpu Ha Unity 3 BUKOPUCTaHHSIM

Photon Fusion npencrarneni B Tadmuii A.1.

Tabmuis A.1 — Crazii Ta eTanu po3poOKH MPOTPaMHOTO 3a0€3MeUeHHS

Cranuii po3po0Oku Eramnu po3po6ku [ara mouyarky | /lata 3aBeprieHHs
1 2 3 4
1 Texuiune 3aBmanns | 1.1 OOrpyHTyBaHHS HEOOXiTHOCTI 20.03.2025 21.03.2025

pO3poOKHU IporpamMu

1.2 Po3poOka TexHiunoro 3apaanas | 20.03.2025 21.03.2025

1.3 3aTBepKeHHS TEXHIYHOTO 22.03.2025 23.03.2025

3aBJaHHA

2 Ecki3Huil IpoeKT 2.1 Po3po0ka ecKi3HOTO MPOEKTY 25.03.2025 25.03.2025




Kinens tabaum A.1
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1 2 3 4

2 Ecki3Huil MPOEKT 2.2 3aTBepKEHHS €CKIZHOTO 26.03.2025 26.03.2025
IPOEKTY

3 Texuiuanii npoekt | 3.1 Po3poOka texniunoro npoekry | 02.04.2025 06.04.2025
3.2 3aTBep/KEHHS TEXHIYHOTO 07.04.2025 07.04.2025
MIPOEKTY

4 Po6ounii mpoexT 4.1 Po3pobxa nporpamu 10.04.2025 22.05.2025
4.2 Po3pobka mporpamMHoi 23.05.2025 26.05.2025
JTOKyMEHTaITli
4.3 BunpoOyBaHHS porpaMu 26.05.2025 29.05.2025

5 IopsimOK KOHTPOIIIO Ta NPUHMMAaHHS

JIJ1st KOHTpOJIIO IpUiMaHHs Mae OyTHU HaJlaHO OMKC IPOTPaMH, a TAKOXK MPOrpamy

1 METOAMKY BHUMIPOOyBaHb. SIKIIO Mporpama He MpoWiia BUIPOOYBaHHS, BUKOHABEIlb

3000B’3aHUM BUIIPABUTH IMOMUJIKH 1 HEIOJIKH B CTPOK, HE OUTBIIT HIXK 2 THOKHI BiJ JHS

BUTIPOOYBaHHS.
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NOJATOK b — TIPOT'PAMA TA METOJIUKA BUIIPOEOBYBAHBb
MEPEKEBOI BATATOKOPUCTYBAIILKOI I'PU HA UNITY 3
BUKOPUCTAHHSIM PHOTON FUSION

1 O0’ ekt BUNpoOyBaHHS

O06’exToM BUIIpOOYBaHb € MepexeBa OaratokopuctyBalbka rpu Ha Unity.

2 Mera BunpoOyBaHb
MeToro mpoBeeHHs] BUNPOOYBaHb € MepeBipKa Mpale3qaTHOCTI TpH, MepeBipKa
BIJIMOBIHOCT1 XapaKTEPUCTUK PO3POOJIEHOI IpU Ta BUMOT BUKIIAJECHUX B TEXHIYHOMY

3aBJIaHHI.

3 Bumorwu 10 porpamu
[Ipu npoBeneHHI BUMNPOOYBaHb (PYHKIIIOHAIBHMX XapaKTEPUCTHUK, MeEpeKeBa
OararokopucTyBallbKa rpa Mmijiarae nepeBipiii Ha BiAMOBITHICTh BUMOTaM, BUKJIQJICHUM

y MyHKTI «Bumoru 10 yHKIIOHAIPHUX XapaKTePUCTHUK)» TEXHIYHOTO 3aB/IaHHS.

4 BuMoru 70 mporpamMHoi JOKyMeHTaIlii
Jlo cknaay mporpaMHoi TOKyMEHTAIlli TOBUHHI BXOAUTH HACTYIHI JJOKYMEHTH
- TexuiuHe 3aBIaHHS.
- IIporpama Ta meToaunka BUIIPOOYBaHb.
- IncTpykis kopucTtyBava.
- Omnwuc mporpamu.

- Texkct nmporpamu.

5 3aco0u 1 mopsAI0K BUMIPOOYBaHb
5.1 Cxnajg TexHiuHHX 3aC001B
Jlo ckianmy TEeXHIYHMX 3aco01B, SIKi BUKOPHCTOBYBAJIHMCS IIiJ] 4ac BUMNPOOYBAHb

BIJHOCATHCS:
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- IIpouecop: 4 sanpa, 2.2 ['Tw.
- OnmneparuBHa nmam’ats: 4 I'b.
- Kopcrknii nuck: 64 I'b.

- Inrepuer 3’ennanns 31 mBHaKicTI0 10 MOit/c.

5.2 Cknajg mporpaMHUX 3ac001B
Jlo ckiany mnporpaMHuX 3acoOiB, fKI BHUKOPHUCTOBYBAJIHUCH IpPHU NPOBEIACHHI
BUIIPOOYBAHb BITHOCSTHCS

- Omneparriiina cucrema Android 11.

5.3 Tlopsimok poBeIeHHS! BUTIPOOYBaHb

- [TepeBipka BUMOT 10 QYHKITIOHATBHUX XapaKTEPUCTHK.

- BukoHaHHS TeCTiB B JJOBUIBHOMY TOPSIIKY.

- AHali3 OTpUMaHUX Pe3yJabTaTiB TECTyBaHHS.

- BianoBigHICTh IPOTrPaMHOTO MPOAYKTY BUMOTAM.

[Ticnsa BUSBICHHS HENOMIKIB Y (PYHKIIIOHYBaHHI CUCTEMH, CTBOPIOETHCS CITMCOK
IIUX TpoOJieM, SKH OOTOBOPIOETHCS 3 PO3POOHUKOM JJIi BH3HAYCHHS TEPMIHY iX
ButpasieHHs. [1icis 1boro 3aMOBHUK MPOBOIUTH MOBTOPHE TECTYBAHHS, OXOILTIOIOYH BC1

ACIIeKTH CUCTEMH, MOKJIMBO HABITh 3aCTOCOBYIOYHM HOBI 200 JI01aTKOB1 TECTH.

6 Metoau BUIpoOyBaHb

MetogoMm  BUNpoOyBaHb JUIE  TECTYBaHHS  PO3POOJIEHOTO  MPOTPAMHOTO
3a0e3nedeHHs Oylo oOpaHO METON PYYHOTO TEeCTyBaHHA. Tak sIK Trpa Mae Oarato
Herepe0adyBaHUX MOMCHTIB, TaKUX SK: HeCTaOUIbHE 3’ €IHAHHS, BUITQIKOBA IMOBEIIHKA
¢bi3uku, Aii TpaBI, TO TaKi MOMEHTH MOTPIOHO MEpPEeBIpATH BPYYHY 1 TECTyBaTH Pi3HI
Bapiarii mii. B tabmumi b.1 mpemcraBneHo owikyBaHi pe3yibTaTd BUIPOOYBAaHb JIJIS

neskux QyHKITIH.



Tabnuis b.1 — OuikyBaH1 pe3ynbTaTy BUIPOOYBaHb AJIs JEIKUX (DYHKLIHN.

Tlis

OuikyBaHM pe3yabTaT

CtBOpeHHs cecii

Yeniniae CTBOPEHHS CECii 3 MepPex010M B JIOOI.

[TigxmroueHHs 10 iCHYI04OT1 cecil

Yeniniae migKIFoYeH s 10 ICHYI0401 cecii 3 mepexoaoM B

J1001.

[Touarox rpu

YemimHui oYaToK TPH JIIs BCIX TPABIIIB 3 TIEPEXOJIOM Ha

CLIEHY J10001-04iIKyBaHHSI.

CuHXpOHI3aIlis CTaHIB TPaBIIIB

CuHHXpOHI30BaH1 MapaMeTpH, CTaHU, JIaH1 'PaBLiB Ha BCIX

HPUCTPOSIX.

HanamryBanns cecii

I'paBerib Mae MOKITMBICTH HAJIAIIITOBYBATH IrPOBY CECIIO

ITiJT BJIaCHI OTPeOH.

OTpuMaHHS CIIUCKY aKTUBHUX CECIi

Cucrema yCHilIHO OTPUMY€E CIIUCOK aKTUBHHUX IMPOBUX

cecii IS TpaBIIsl.

KepyBanns rpaBuem

[1naBHe, Oe3 mepepuBaHb KEpyBaHHS IPaBLEM HA

MOOUIbHUX MPUCTPOSIX.

3aBepIleHHs TPU

PoGoue 3aBeprieHHs Tpu TSI TPABIIIB 3 BiOOpaKeHHSIM

pe3ynbTaTiB Ta MePeXoI0M B TOJIOBHE MEHIO.

89
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JIOJATOK B — IHCTPYKIIISI KOPUCTYBAYA MEPEKEBOI
BATATOKOPUCTYBAIILKOI I'PA HA UNITY 3 BUKOPUCTAHHSIM
PHOTON FUSION

st poOOTH 3 MEpPEXKEeBOI OaraTOKOpHCTyBalbkolo rpor Ha Unity moTrpiOHO
nepedT 10 crtopinku rpu Ha Play Market 1 3aBanTaxutu i Ha MoOUTLHUN Android
MPUCTPIH.

Cropinka rpu B Play Market naBenena na pucynky B.1.

Happy Party: Stickman Games

Nawumn ipospos

5+ B3

MNipTpumka popatka v

Cxoxi irpm =

P N =

= L Prize Kingdoms
» ] PG T INK Games
.?g " 45%
1@ Similo: The Card Game
@il Horrible Guild

Pucynok B.1 — l'onmoBHa cropinka rpu B Play Market

[Ticns 3amycKky Tpu, TpaBelb IMOMAJa€e B TOJOBHE MEHIO, J€ TMOTPIOHO BBECTU
HikHelM. Takoxx rpasenb Mae nBi omirii: “Connect” — miIKII0OYEHHS 10 ICHYIOYO1 cecii Ta
“Create Room” — cTBopeHHsI BnacHOi cecii. 111 kHomku mokaszani Ha pucyHky B.2.

[Ilo6 cTBOpUTH cecito, TOTPIOHO BBECTH HA3By cecii, sikoi me He icHye. [Ipm
YCHINTHOMY CTBOPEHHI TPaBellb MOXE OY1KYBaTH IHIITUX KOPUCTYBAYiB 1 MOTIM ITOYATH TPY.

JIns migKITroYeHHS 10 cecii, rpaBIio Tpeba BBECTH Ha3By cecii, ska icHye. Ilicms

YCHIIIHOTO MIJKJIFOYEHHS], TPaBI[IO MOTPIOHO YeKaTH HAa MOYATOK I'PU BiJ XOCTA.



91

Menu

Nickname...

Room name...

Pucynok B.2 — T'oioBHE MEHIO rpu

Konm mouamack Trpa 3 TOJOBHOTO MEHIO, TpaBlli TOMAJAal0Th HAa CIEHY J00i
ouikyBaHHs. 11[00 mouaTu MiHI-Tpy, yCIM I'paBIAM MOTPIOHO BCTATH B MOPTAJ 1 MOYEKATH

5 cexynn. [lopran, sikuii BUKOPUCTOBYETHCS B I'Pi, MOKa3aHUI Ha PUCYHKY B.3.

e
Y &
& . =
2 : _:} e -
C - (- > \\-3._. \V e
3 - Vl‘h}" -
— P .\'
V.

Pucynok B.3 — [lopran B MiHI-TpY
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Konu nounetscs Oynb-gKa MiHI-Ipa, 3a7a4a KopuctyBadya — rparu. [licns ne-skoro
yacy Ipu, MIHI-Tpa 3aKIHUY€TbCA 1 Y BCIX KOPHCTYBauiB 3 ABIISETHCA CLIEHA IMOKa3y
3apobnenux oukiB. Yepe3 10 cexkyHa BciX rpaBliB 3HOBY IE€pEHANpaBIsiOTh B J1001
OYiKyBaHH, /i€ iM MOTPIOHO MPOUTH B MOPTAJ JJIs OYATKY HOBO1 MiHI-TpH. | Tak 10 TOrO

MOMEHTY, IOKH XTOCh 3 TPaBIIiB HE IEPEMOKE.
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JIOJATOK I’ — OITUC MEPEKEBOI BATATOKOPUCTYBAIIBKOI I'PH HA
UNITY 3 BUKOPUCTAHHAM PHOTON FUSION

1 3araapHi BiZIOMOCTI

1.1 Ilo3HaueHHs 1 HaiMEHYBaHHS IPOrPaMHU
HaiimenyBannsi: MepexeBa OararokopucTtyBalbka rpa Ha Unity 3 BUKOPUCTaHHSIM

Photon Fusion.

1.2 TlporpamHue 3abe3nedeHHs, HeoOXiaHe At PyHKIIOHYBaHHS MIPOrpPaMHu
Jlnst pob6oTH mporpamMHoro 3abe3neueHHs HeoOxiaHa HasiBHICT, Android nmpuctporo

K MiHIMyM 6 Bepcli.

1.3 MoBu niporpamyBaHHs
Jnist po3poOku MepexeBoi 0araToKOpUCTyBallbkoi Tpu  OylI0 BHUKOPHCTAHO
¢peiimBopk Photon Fusion, mMoBy mnporpamyBanHs C#. IHTerpoBaHe cepenoBHIIe

po3poOKH, 1110 OyI10 BUKOPUCTAHO i 9ac po3pooku — Jebrains Rider 2024.3.

2 OyHKIIOHATBHE TPU3HAYCHHS

2.1 Knacu po3B’si3yBaHHX 3aBAaHb Ta MPU3HAUYCHHS IPOrpaMu
baratokopucTtyBalibka MepexeBa rpa MoBUHHA 3a0e3MedyBaTH BUKOHAHHS HUXKYE
nepepaxoBaHuX (YHKIIIH:
- TligkaroueHHs 10 cecii.
- CTBOpEHHS HOBOI cecii.
- Ilowatok rpu.
- CunxpoHi3aIlis cCTaHIB TPABIIIB.

- DyHKIIOHATBHI MIHI-ITPH.
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2.2 OyHKIIOHATBHI 0OMEXKEHHS
OnauM 3 (yHKIIOHATBHUX OOMEXEHb MEPEKEBOi 0ararOKOpPUCTYBaLbKOi I'pU €

HEOOX1THICTb MIIKIIOUEHHS 10 MEPEKI IHTEPHETY.

3 Onuc J0r14HOI CTPYKTYpH

3.1 BukopucTtoBYBaHHI METO/IU
IIpu po3poOui MepexeBoi OaraTokopucTyBalbkoi rpu Ha Unity Ta mpoBeaeHHs
fioro anamizy OyJl0 BUKOPUCTAHO 00’ €KTHO-OPIEHTOBAHY METOJOJIOTiI0 Ta 00’ €KTHO-

OpIEHTOBAaHY MOBY nporpamyBaHHs C#.

3.2 Aaroputm nporpamu
[Iporpamue 3abe3neueHHsi rpu peanizoBaHo 3 BuUKopuctaHHsM Photon Fusion -
bperiMBOpKY 17151 pO3pOOKH MEpexKeBUX OararokopucTyBalbkux irop. Huwxkde HaBegeHO
OIKC AJITOPUTMY 3aXOJly KOPHCTYyBaya B Ipy:
1) KopucrtyBad 3aXouTh B Ipy.
2) SIKmo € MiIKIFUYeHHs 0 MEPEeXKi, CUCTeMa HaJCHJIa€ 3aIlUT IMiIKIFOYCHHS
Ha cepBepa Photon Fusion.
3) CepBepa Photon Fusion o0poOisitoTh 3amuT 1 HaIalOTh JaHI MPHUCTPOIO
KOpUCTYyBaya.
4) Tlpu ycminrHOMY 3aluTi CHCTEMa 3allyCKae MEpIry CIIEHY B TPl — rOJOBHE

MCHIO.

4 BUKJIUK 1 3aBaHTa)KCHHS
[Ticns posropranns rpu B Play Market, rpy mMokHa 3aBaHTaXWUTH 3 CTOPIHKH
miomanku. Ilicms BcraHoBineHHs 3 Play Market-y, € MOXIUBICTH 3allyCTHTH TPy 3

Tenedona.
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5 BxigHi 1 BUXIIHI JaH1
BBenenns iH(opMalii 311HCHIOETHCS 32 IOMIOMOIOI0 €KpaHHO1 Ki1aBlaTypH. BxinHi
JlaH1 MOBUHH1 BBOIUTHUCS Y CIEL1aJIbHI MTOJIsl B MEeHIO. BUXiiH1 AaH1 Bi1oOpaXarThCsl Ha

€KpaH1 IPUCTPOIO
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JIOJATOK JI - TEKCT MEPEKEBOI BATATOKOPUCTYBAIIBKOI T'PU HA
UNITY 3 BUKOPUCTAHHAM PHOTON FUSION

1 Peamizanis AssetsLoader (3aBaHTakyBau pecypciB)

public class AssetslLoader : IAssetslLoader

{

public async UniTask<T> LoadAssetAsync<T>(AssetReference assetReference)

{
AsyncOperationHandle<T> operationHandle =
Addressables.LoadAssetAsync<T>(assetReference);

return await ProcessAssetlLoad(operationHandle, assetReference);

}

public async UniTask<GameObject> InstantiateGameObjectAsync(AssetReference
assetReference, Vector3 position, Quaternion rotation)

{
AsyncOperationHandle<GameObject> operationHandle =
Addressables.InstantiateAsync(assetReference, position, rotation);

return await ProcessAssetlLoad(operationHandle, assetReference);

}

private async UniTask<T> ProcessAssetlLoad<T>(AsyncOperationHandle<T>
operationHandle, AssetReference assetReference)

{

await operationHandle.Task;

CheckOnFailedStatus (operationHandle, assetReference);

return operationHandle.Result;

}

private void CheckOnFailedStatus(AsyncOperationHandle operationHandle,
AssetReference assetReference)

{
if (operationHandle.Status == AsyncOperationStatus.Failed)

{

throw new Exception("Asset load failed. Reference: + assetReference);

B maHomy koxi € 1Ba OCHOBHMX aCHHXpPOHHHUX MeTona. LoadAssetAsync — 3aBaHTaxye
ACMHXPOHHO B IaM’AThb JIIOOUI aceT (TEeKCTypy, 3BYK 1 T.1). InstantiateGameObjectAsync
— 3aBaHTaXXy€ B MaM’SIThb O0’€KT 1 CMABHUTHh MOro Ha cueHi. I Oa3oBuidl Meron, sSIKUil

BHUKOHYE Tipoiiec — ProcessAssetLoad, CheckOnFailedStatus — nepeBipsie moMusnku.
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2 Peanizariisi ObjectsFactory (haOpuku 00’ €KTiB)

public class ObjectsFactory : IObjectsFactory
{

private IDependenciesInjector _dependenciesInjector;
private readonly IAssetsLoader _assetsLoader;

public ObjectsFactory(IAssetsLoader assetsLoader, IDependenciesInjector
dependenciesInjector)

{

_assetslLoader = assetslLoader;
_dependenciesInjector = dependenciesInjector;

}

public async UniTask<GameObject> Create(AssetReference assetReference)

{

return await Create(assetReference, VectorConstants.Zero, Quaternion.identity);

}

public async UniTask<GameObject> Create(AssetReference assetReference, Vector3 pos)

{

return await Create(assetReference, pos, Quaternion.identity);

}

public async UniTask<GameObject> Create(AssetReference assetReference, Vector3 pos,
Quaternion rotation)

{

GameObject instantiatedObj = await
_assetslLoader.InstantiateGameObjectAsync(assetReference, pos, rotation);

instantiatedObj.AddComponent<SelfResourceReleaser>();

_dependenciesInjector.InjectGameObject(instantiatedObj);

return instantiatedObj;

VY 1poMy Kilaci € KOHCTPYKTOp, KU 3aloBHIOE Zenject 3aIeKHOCTAMU. A came
[AssetsLoader (inTepdetic kimacy 3 gomarky /I (1)) i IDependenciesInjector (inTepdetic
BIIPOBAJKEHHS 3aJIe)KHOCTEN). € 3 meperpyKeHuxX MeToAa, OIMH 3 SIKUX 116 OCHOBHUM B
camomy Hm3y. [lana pabpuka cTBOpioe 00’ €KT 3 MOTPIOHUM MICIIEM 1 TOBOPOTOM, JTOJIA€

KOMITOHEHT 1 1HIIaJi3y€ BCl CKPUIITH 3aJICKHOCTIMH, 110 BUCSATH HA 00’ €KTI.



3 Peamizanis ApplicationlnputProvider (cepBic BBomy rpaBiis)

public class ApplicationlnputProvider : IApplicationlnputProvider, |ApplicationinputBlocker

{

private readonly IPlatformInputProvider _platformInputProvider;
private bool _isInputBlocked;

public ApplicationInputProvider()
{

if (Application.platform == RuntimePlatform.WindowsEditor)

{

_platformInputProvider = new StandalonelnputProvider();

}

else

{

_platformInputProvider = new MobilelnputProvider();

}
}

public bool IsinputBlocked() => _isInputBlocked;

public PlayerNetworkinput GetPlayerlnputForNetwork()

{
if (_isInputBlocked)

{

return new PlayerNetworklinput();

}

return _platforminputProvider.Getlnput();

}

public void BlockUserlnput()
{

_islnputBlocked = true;

}

public void UnblockUserlnput()
{

_islnputBlocked = false;

}

Y mpomMy Kimaci MOXHA TMOOAYUTH KOHCTPYKTOp, SIKHHA JIUBUTHCS MOTOYHY

miarhopMy, Ha SKii 3amycTuiach Tpa, 1 BiA pe3ylnbrary Ha3HA4Ya€ 3MIHHIN

_platformInputProvider  intepdeiicy I[PlatformInputProvider o00’ekr  1uIBOBOT

miatpopMu, IO POOUTH KOJ JyK€ THOKUM 1 JISTKUM [0 PO3LIMPEHHS Ha HOBUX

margopmax.




4 Yactuna peam3anii GameDataSaver (30epiray JaHUX I'pH)

private void LoadData()

{
if (!File.Exists(FullPath))

{
_data = new GameSaveData();
return;

}

FileStream fs = null;

try

{
fs = new FileStream(FullPath, FileMode.Open);

_data = (GameSaveData)Bf.Deserialize(fs);

}
finally

{

_data ??= new GameSaveData();

try
{

fs?.Close();

private void SaveData()

{

if (SavedThisFrame) return;

Directory.CreateDirectory(DirPath);
FileStream fs = null;

try
{

fs = new FileStream(FullPath, FileMode.Create);
Bf.Serialize(fs, _data);

}
finally

{
try

{

fs?.Close();
}
}

_lastSavedFrame = Time.frameCount;

}

LoadData — meTon 3aBaHTa)keHHS JaHuX, SaveData — Metona 30epiraHHs JaHUX.
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5 Peanizanis NetworkConnector (cepBic MiAKIIOUEHHS O MEPEKEBUX KOMIIOHEHTIB)

public class NetworkConnector : INetworkConnector, INetworkConnectorCallbacksObserver, INetworkDisconnecter
{
private readonly IObjectsFactory _objectsFactory;
private readonly IDependenciesinjector _dependenciesinjector;
private readonly INetworkActiveRunnerinfoProviderNewRunnerSetter _activeRunnerinfoProviderNewRunnerSetter;
private readonly AssetReference _networkRunnerRef;
private readonly NetworkRoomSettings _networkRoomSettings;

private NetworkRunner _curNetworkRunner;

public INetworkCallbacksEvents NetworkCallbacksEvents { get; private set; }
public event Action<NetworkRunner> OnSetNewRoomConnection;

public NetworkConnector(IObjectsFactory objectsFactory, IDependenciesinjector dependenciesinjector,
INetworkActiveRunnerlnfoProviderNewRunnerSetter activeRunnerinfoProviderNewRunnerSetter, AssetReference
networkRunnerRef, NetworkRoomSettings networkRoomSettings)

{
_objectsFactory = objectsFactory;
_dependenciesInjector = dependenciesinjector;
_activeRunnerinfoProviderNewRunnerSetter = activeRunnerinfoProviderNewRunnerSetter;
_networkRunnerRef = networkRunnerRef;
_networkRoomSettings = networkRoomSettings;

}
public bool CanCreateNewConnection() => _curNetworkRunner == null;

public async UniTask<StartGameResult> ConnectToRoom(string roomName = null)

{

return await CreateConnection(GameMode.Client, roomName);

}

public async UniTask<StartGameResult> CreateRoom(string roomName)

{

return await CreateConnection(GameMode.Host, roomName);

}

public void ShutdownConnection()

{

if (_curNetworkRunner == null) return;

_curNetworkRunner.Shutdown();

}

private void SetNewRunnerinDatalfResultlsOk(bool isConnectionResultOk)
{

if (isConnectionResultOk)

{

_activeRunnerInfoProviderNewRunnerSetter.SetNewRunner(_curNetworkRunner);

}
}
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private async UniTask<StartGameResult> CreateConnection(GameMode gameMode, string roomName = null)
{
await CreateNetworkRunner();
INetworkSceneManager networkSceneManager =
_curNetworkRunner.GetComponent<INetworkSceneManager>();
NetworkObjectProvider objectProvider = _curNetworkRunner.GetComponent<NetworkObjectProvider>();
objectProvider.SetDependencies(_dependenciesinjector);

StartGameResult startGameResult = await _curNetworkRunner.StartGame(new StartGameArgs()
{

GameMode = gameMode,

SessionName = roomName,

ObjectProvider = objectProvider,

SceneManager = networkSceneManager,

PlayerCount = _networkRoomSettings.MaxPlayers,

OnGameStarted = (runner) => OnSetNewRoomConnection?.Invoke(runner)

1;
SetNewRunnerlnDatalfResultlsOk(startGameResult.Ok);

return startGameResult;

private async UniTask CreateNetworkRunner()

{
GameObject runner = await _objectsFactory.Create(_networkRunnerRef);
_curNetworkRunner = runner.GetComponent<NetworkRunner>();
NetworkCallbacksEvents = _curNetworkRunner.GetComponent<INetworkCallbacksEvents>();

}

private void SetNewRunnerinDatalfResultlsOk(bool isConnectionResultOk)

{
if (isConnectionResultOk)

{

_activeRunnerInfoProviderNewRunnerSetter.SetNewRunner(_curNetworkRunner);

Ile#i xmac crTBOproe miakmoueHHs (cTBopeHHs kimHatm — CreateRoom,
MIIKITFOUeHHS 110 icHytouoi kiMHaTH — ConnectToRoom). BukopucToBye criiibHHI METO/
— CreateConnection, B KM TIEpEIalOThCS HAJIAIITYBAHHS B 3aJI€KHOCTI BiJl BHOPAHOTO
migkaroueHHs.  J[mg  BIAKIIOYEHHS  Big  cecii  BHKOPHUCTOBYETBCS ~ METON  —
ShutdownConnection. KoHcTpykTOp mpuiiMae pi3Hi MEpeKeBi 1 MPOEKTHI HATAIITYBaHHS

JUTSI YCTIIITHOT pOOOTH MiAKITIOYCHD.



102

6 YactkoBa peanizamis StartGameLobbyPortalTrigger (moptan B 1001 o4iKyBaHHS IS
CTapTy I'pH)

public void OnSystemFixedUpdate(float deltaTime) // physics tick every 0.02ms

{
FindPlayers();
ChecklfPlayersinZoneListChanged();

}

private void ChecklIfPlayersinZoneListChanged()
{

if (_playersinZone.Count != _lastPlayersinZoneCount)

{

OnPlayersCountinZoneUpdated?.Invoke(_playersinZone.Count);
_lastPlayersinZoneCount = _playersinZone.Count;

}
}

private void FindPlayers() // find players in trigger zone

{
FillListWithPlayersOnLastlteration();

int foundColliders = Physics.OverlapSphereNonAlloc(_transform.position, _triggerRadius,
_sphereOverlapPlayersResult, _playerLayerMask);

for (inti = 0; i < foundColliders; i++)
{
Collider player = _sphereOverlapPlayersResult[i];

if (I_playersinZone.Contains(player))

{
_playersinZone.Add(player);

}

else

{

_playersinZoneOnLastlteration.Remove(player);
}
}

for (inti=0;i< _playersinZoneOnLastlteration.Count; i++)

{

_playersinZone.Remove(_playersinZoneOnLastlteration([il);

}

private void FillListWithPlayersOnLastlteration()
{

_playersinZoneOnLastlteration.Clear();

foreach (Collider player in _playersinZone)

{
_playersinZoneOnLastlteration.Add(player);

}




7 Peanizamis kinacy PlayersLevelLoadingStateChecker

public class PlayersLevelLoadingStateChecker : NetworkBehaviour

{

private List<int> _playersld = new (4);
public event Action OnAllPlayersLoaded;

public override void Spawned()

{
RPC_OnLoadedInScene(Runner.LocalPlayer.Playerld);

}

#region Network RPCs

[Rpc(RpcSources.All, RpcTargets.StateAuthority)]
private void RPC_OnLoadedInScene(int playerld)

{
_playersld.Add(playerld);

CheckOnServerlfAllPlayersLoaded();
}

#endregion

private void CheckOnServerlfAllPlayersLoaded()
{

IEnumerable<PlayerRef> activePlayersList = Runner.ActivePlayers;
if (activePlayersList.Count() != _playersld.Count) return;
bool hasBrokenPlayerld = false;

foreach (PlayerRef playerRef in activePlayersList)

{
if (!_playersld.Contains(playerRef.Playerld))

{

hasBrokenPlayerld = true;
}
}

if (lhasBrokenPlayerld)

{
OnAlIPlayersLoaded?.Invoke();

Jlanuit x1ac iCHye y KOXKHOTO TpaBis. SIK TUTHKM TpaBelb IMiIKIIOYAETHCS, BiH

Bukiankae Mmerox Spawned —> RPC OnLoadedInScene, mio mnepenaerbcsi XOCTY.
CheckOnServerlfAllPlayersLoaded nepeBipsie un Bci IpaBili y XOCTa 3aBAaHTAKUIINChH HA

cepBep. Sk TUIbKH 1151 yMOBa Oyzle BUKOHaHa, koa Bukinye iBeHT OnAllPlayersLoaded.
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8 Peamnizawis meiigepa (4acTkoBa) ekpaHa nepexony Mooro GLSL.

Shader "Ul/SceneTransitionShader"
{

Pass

{
CGPROGRAM
#pragma vertex vert
#pragma fragment frag

sampler2D _MainTex;

float4 _MainTex_ST;

half4 _Color;

fixed4 _TransparentColor = fixed4(1,1,1,0);
float _Radius;

v2f vert (appdata v)

{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
return o;

fixed4 frag (v2f i) : SV_Target
{
fixed4 col = tex2D(_MainTex, i.uv) * _Color; // 1
float3 pixelVectorFromCenter = float3(i.uv.x - 0.5f, i.uv.y - 0.5f, 0); // 2
return length(pixelVectorFromCenter) > Radius / 100 ? col : _TransparentColor; // 3

}
ENDCG

[ToBHICTBIO pO3MUCATH, IO TYT 1 5K II€ MPAIIO€ Ha OJHY CTOPIHKY HE Buiae. Tak
K II¢ OOImHMpHA 1 BelMKa Tema. Ajie Hac IikaBuThb frag merom. Bin BimmoBimae 3a
MaJIFOBaHHS MIKCEII0 Ha eKpaHi. Marouu TEeKCTypy 1 JOAATKOBUN KOJIP, MU OTPUMYEMO
0a30Bu KOIip miKcenro Ha KomeHTapi 1 B komi. HactymHa ctpoka 3 komeHTapeM 2 paxye
muctaHiito mikcens B UV koopamHarax. 3 CTpoOKa, BUKOPUCTOBYIOUH TEPHAPHY
orepartito, MiAPaxoBye CKAISPHY BEIIMUYMHY BEKTOpa MIKCENsS 10 HMEHTPY 1 MOPIBHIOE 3
paziycoM Kojia 3 30BHIITHBOTO Koxay. | sikio, Hampukias, auctanilis 0.6 Oyme Oinbiie 3a
0.55 (paniyc xona), To 1ei nikcenb Oyae 3agapOOBaHUM >KOBTUM (B HAILIOMY BUMAJKY)

KOJIbOpOM. [Hak1ie, e Oyae npo30puil miKCeb.



9 Peanizamis kinacy AncientArenal.asersThrower (kugau j1a3epiB)

public class AncientArenalasersThrower : MiniGameStarter, I[Updatable

{
[SerializeField, MinValue(0)]
private float _timeToSpawnNewlLasersPair;

[SerializeField, Space(15)]
private AncientLasersCountThrowChance[] _ancientLasersCountThrowChances;

[SerializeField, Sirenix.Odinlnspector.ReadOnly, Space(15)]
private AncientLasersArenaBorder[] _arenaBorders;

private AncientLasersThrowCountRandomizer _lasersThrowCountRandomizer;
private AncientLasersArenaSettings _ancientLasersArenaSettings;

private IMiniGamePlayersStorage _playersStorage;

private IMiniGameDurationCountdownTimer _miniGameDurationCountdownTimer;
private float _timeToSpawnNewLasersPairRemainder;

private void Awake()

{

_lasersThrowCountRandomizer = new
AncientLasersThrowCountRandomizer(_ancientLasersCountThrowChances);
_timeToSpawnNewLasersPairRemainder = _timeToSpawnNewLasersPair;

}

public void Inject(AncientLasersArenaSettings ancientLasersArenaSettings, IMiniGamePlayersStorage
playersStorage,
IMiniGameDurationCountdownTimer miniGameDurationCountdownTimer)

_ancientlLasersArenaSettings = ancientLasersArenaSettings;
_miniGameDurationCountdownTimer = miniGameDurationCountdownTimer;
_playersStorage = playersStorage;

}

public void OnSystemUpdate(float deltaTime)

{
if (_playersStorage.ActivelivePlayers.Count == 0)

{
EndMiniGame();
return;

CountToNextLaserThrow(deltaTime);

}

public override void StartMiniGame()

{
base.StartMiniGame();

this.StartUpdate();

RPC_StartMiniGameDurationTimer();




protected override void EndMiniGame()

{
base.EndMiniGame();

this.StopUpdate();

_miniGameDurationCountdownTimer.BreakCountdown();

}

private void CountToNextLaserThrow(float deltaTime)

{

_timeToSpawnNewLasersPairRemainder -= deltaTime;

if (_timeToSpawnNewLasersPairRemainder <= 0)
{
ThrowLasers();
}
}

private void ThrowLasers()
{
_timeToSpawnNewLasersPairRemainder = _timeToSpawnNewLasersPair;
int randomBorderindex = Random.Range(0, _arenaBorders.Length);
int lasersCount = _lasersThrowCountRandomizer.GetRandomLasersCountToThrow();
_arenaBorders[randomBorderindex].ActivateLasers(lasersCount);

}

[Rpc(RpcSources.StateAuthority, RpcTargets.All)]
private void RPC_StartMiniGameDurationTimer()
{

Action endTimerAction = Runner.IsServer ? EndMiniGame : null;

if (Runner.IsClient)

{

OnMiniGameEnded += _miniGameDurationCountdownTimer.BreakCountdown;

}

_miniGameDurationCountdownTimer.StartCountdown(_ancientLasersArenaSettings.MiniGamePlayingTime,
endTimerAction);
}
}

Jlanuii kjac Mae METOIM TodYarKy/3akiHdeHHs MiHi-Tpu — Start/EndMiniGame.

Meton CountToNextLaserThrow € Taiimepom 10 HACTYITHOT XBHJT JIa3€PiB, IKUI B METO]

OnSystemUpdate B ko’kHOMY KaJpi BipaxoBye yac Taiimepa. Komu Taitmep 1oXoauThb 10
HYJs yac 3amyckard XBWIIO JaszepiB  mertomoM  ThrowLasers. Meron
RPC_StartMiniGameDurationTimer BUKJIMKaeTbCS Ha CTapTi MiHI TpuU 1 3amyckae
3BOPOTHIN TaliMep Ha XBUJIMHY, TI0 3aKIHUCHHIO SKOTO, SKIIO XTOCh BUKUB 3aKIHUUTHCS

rpa.




10 YactrkoBa peanizaiis kiacy FallingFloorsGridEditorGenerator (renepariiis MminTOK
IrpOBOT 30HM)

private void GenerateFloorsGrid()

{
DeleteOldGrid();

for (int column = 1; column <= _columnsCount; column++)

{

for (int row = 1; row <= _rowsCount; row++)
{
CreateFloorCell(column, row);
}
}

_floorDestructor.SetNewFloorCells(GetComponentsinChildren<FallingFloorCell>());

}

private void CreateFloorCell(int column, int row)
{
Vector3 floorCellPos = GetFloorCellPosition(column, row);
Vector3 floorSize = new Vector3(_xFloorCellSize, _yFloorCellSize, _zFloorCellSize);

GameObiject floorCell = PrefabUtility.InstantiatePrefab(_floorCellPrefab, transform) as GameObject;
int floorCellld = (column - 1) * _rowsCount + row;

FallingFloorCell fallingFloorCell = floorCell.GetComponent<FallingFloorCell>();
fallingFloorCell.Setld(floorCellld);

fallingFloorCell.SetSize(floorSize);

floorCell.name = "Cell " + column + + row;
floorCell.transform.localPosition = floorCellPos;

private Vector3 GetFloorCellPosition(int column, int row)
{
float totalXOffset = (row - 1) * _xOffsetBetweenCells;
float totalZOffset = (column - 1) * _zOffsetBetweenCells;
float cellsSizeX = (row - 1) * _xFloorCellSize + _xFloorCellSize / 2;
float cellsSizeZ = (column - 1) * _zFloorCellSize + _zFloorCellSize / 2;

return new Vector3(cellsSizeX + totalXOffset, 0, cellsSizeZ + totalZOffset);

Meton GenerateFloorsGrid mpoxXoauTh ITUKIOM TO KOXHINM KOMIpII CITKH 1

ctBoproe TaM 1IuTKy metomom CreateFloorCell. Meton GetFloorCellPosition Hamae
CBITOBY MO3UI1Ii10, TPUIMaIOYX KOOPJUHATHA KOMIPKH B CITIIL.
CkpunT caMOCTIHHO BCTAHOBIIIOE PO3MIPH IJIUTOK, 1X MO3UII1, BIACTYIN M)XK HUMHU

Ha OCHOBI paHillle 3aMIOBHEHUX JaHUX PO3POOHUKOM.
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