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AHOTANIA

BbakanaBpcbka podora oOcsiroM 76 cropinku, Bkiodae 20 pucyHkis, 4
TabauIp 1 35610morpadiuHuX JHKEPE.

Metow poGoTH € po3poOKa MPOTOTHUIY OaraTOKOPUCTYBAILbKOI TpU 3
BukopuctanHaM Unity 3D ta Photon Engine asst 3a6e3nedeHnst MepeskeBoi B3a€MO/IiI.

O00'exT HoOCHiIAKEHHS: TIPOLIEC PO3POOKU MPOrpaMHOT0 3a0e3MEeUeHHS s
0araToOKOPUCTYBALIbKHUX 1TOP.

IIpenmer aocCHiIzKeHHsI: TEXHOJOTIT Ta I1HCTPYMEHTH peaii3aiii KIi€HT-
cepBepHoi B3aemojii B Unity 3D 3 Bukopuctanusim Photon Engine.

Pe3yabTatu gociaigaxenHsi: Po3poOieHo mpoTtoTun 0araToKOpHUCTYBalbKO1
I'pH, SIKAM BKJIIOYAE MIJKJIIOUEHHS /10 CepBEpa, CTBOPEHHSI KIMHAT, CUHXPOHI3aLll0
rpaBUiB, MA01p NPEAMETIB, I'POBUI TaliMep Ta IHTep(eiic KopucTyBayva.

Y nepmiomy po3aisi — BUKOHAHO aHadI3 ITPOBUX PYIIIiB Ta MEPEKEBHX
piiens, o0rpynroBano Bubip Unity 3D ta Photon Engine.

Y apyromy po3aiii — Cpo€KTOBaHO apXITEKTYpY, peai30BaHO JOTIKY I'pH Ha
C#, Bukonano inTerpaiiito Photon Engine, ctBopeHo inTepdeiic kopucTyBaua.

Y TperboMy Ppo3aiji — MPOBENEHO TECTyBaHHS, OLIHKY MPOIYyKTUBHOCTI,
aHaJii3 MpoOJIEeMHHX MICI[b Ta BU3HAUYCHO MEPCIIEKTUBU PO3BHUTKY.

BucnoBok: [Toennanns Unity 3D ta Photon Engine 3a0e3neuye crtabiiibHy
poOoty nporotuny npu 4 rpaBusax (FPS > 56, 3atpumka < 48 mc).

KJIIOYOBI CJIOBA: UNITY 3D, PHOTON ENGINE,
BATATOKOPUCTYBALIBKA I'PA, C#, CUHXPOHI3ALA, TECTYBAHHAL.



ANNOTATION

Bachelor's thesis of 76 pages, includes 20 figures, 4 tables and 35 bibliographic
sources.

The goal of the work is to develop a multiplayer game prototype using Unity
3D and Photon Engine for network interaction. Object of study: software development
process for multiplayer games.

Subject of study: technologies and tools for client-server interaction in Unity
3D using Photon Engine.

Research results: A multiplayer game prototype has been developed,
including server connection, room creation, player synchronization, item pickup, game
timer, and user interface.

Chapter 1 analyzes game engines and networking solutions, justifying the
choice of Unity 3D and Photon Engine.

Chapter 2 designs the architecture, implements game logic in C#, integrates
Photon Engine, and creates the user interface.

Chapter 3 performs testing, performance evaluation, problem analysis, and
identifies development prospects.

Conclusion: The combination of Unity 3D and Photon Engine ensures stable
operation of the prototype with 4 players (FPS > 56, latency < 48 ms).

KEYWORDS: UNITY 3D, PHOTON ENGINE, MULTIPLAYER GAME,
C#, SYNCHRONIZATION, TESTING.
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BCTVYII

AKTyaJbHicTh TeMu. CydacHa iHIyCTpis BIICOIrOp € OJHIEI0 3 HAUOUIBII T1-
HaMIYHUX Ta (PiHAHCOBO MICTKUX cdep nudpoBoi ekoHoMikH. CTabiibHE 3pOCTaHHS
PHHKY, OCOOJIMBO B CETMEHTI 0araTOKOPUCTYBaIlbKUX OHJIAMH-1TOp, 00YMOBIIIOE BUCO-
KW onuT Ha KBami(ikoBaHUX (haxiBIIiB, 3[aTHUX CTBOPIOBATH MPOTPAMHI MPOAYKTH
31 CKJIaJTHOIO KJIIEHT-CEPBEPHOIO apXITEKTYPOI0, CHHXPOHI3AIlI€0 TaHUX Y PeaTbHOMY
yaci Ta 1HTYiTUBHO 3p0o3yMiuINM iHTepdeiicoM. BonHouac, s HEBENIUKHUX CTYIii Ta
1HAMBIAYaTbHUX PO3POOHUKIB KIIOUOBUM (PAKTOPOM YCITIXY € MOKJIUBICTh IIBUIKOTO
IPOTOTUITYBaHHS Ta BUKOPUCTAHHS JOCTYMHUX, ajle MOTYXHUX 1HCTpyMeHTiB. [loen-
HaHH4A irposoro pyuuist Unity 3D Ta xMapHOro mepesxkeBoro pimeHHs: Photon Engine €
OJIHUM 13 HaWOLIbII 3aTpeOyBaHUX 1 TEXHIYHO BUIIPABIAHUX CTEKIB JIJISi BUPIIICHHS
TaKuX 3aBJ/IaHb, 1110 1 00YMOBIJIIOE aKTYaJIbHICTh TEMHU JIJAHOT POOOTH.

Mertorw 0akanaBpcbkol poOOTH € po3poOKa (YyHKIIOHATBHOTO MPOTOTHILY
0araToKOpHUCTYyBaIlbKOT TPU B >KaHpl survival-action 13 BUKOPUCTAHHSM ITPOBOTO Py-
mrist Unity 3D Tta inTerparieto MmepexeBoro ¢ppeitmBopky Photon Engine st 3a0e3ne-
YEHHS B3a€MO/I1i IPABIliB y peaJbHOMY Yacl.

JIns OCATHEHHS IIOCTaBJICHOI METH HEOOXITHO BUPINIMTH HACTYIHI 3a-
BIAHHS:

1.ITpoBecTu aHami3 CydyaCHUX 1HCTPYMEHTIB PO3POOKH KOMIT'IOTEPHUX Irop Ta
BUKOHATH MOPIBHSJIBHY XapaKTEPUCTUKY ITPOBUX PYUIIiB.

2. locmianTu apXiTEKTypHI TaTepHU 0araTOKOPUCTYBAIbKUX ITOp Ta BUKOHATH
OTJIsiZi MEpeXeBUx pimeHb, cymicHux 3 Unity 3D, oGrpynrtyBaBmu BuOip Photon
Engine.

3.BusHaunty xaHp, MUIbOBY IIATHOPMY Ta KIIFOYOBI MEXaHIKH TPH, 10 PO3-
pOOJISIEThCHL.

4.Crpo€eKTyBaTH apXITEKTypy KIIIEHT-CEPBEPHOI B3a€MOIii Ta peanizyBartu Oa-
30BY JIOTIKYy TpH (pyX TpaBlisd, CUCTeMa Mi00py MPEeAMETIB) 3aco0aMu MOBH TIporpa-
myBaHHs C#. [nterpyBatu Photon Engine y npoekt Unity 1151 3a6e3neueHHs Mepexe-

BUX (YHKIII: CTBOPEHHS KIMHAT, IMiIKIFOYCHHS TPaBIIiB Ta CHHXPOHI3AIlli iIrpOBUX
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00'eKTiB.

5.Po3pobutu xopuctyBaipkuii inTepdeiic (Ul) mias xepyBaHHS MepekeBUM
3'eIHAHHSAM Ta BiA0Opa)KeHHsI IrpoBoi 1H(pOpMaIrii.

6.1IpoBecTu TecTyBaHHs Peai30BaHOTO MPOTOTHUILY, OI[IHUTH HOTO MPOTYKTH-
BHICTb Ta CTaOUIbHICTh MEPEKEBOI B3a€EMO/I11, BUSBUTHU Ta MPOaHATI3yBaTH MPOOJIEMHI
MICIIS.

O0'exTOM A0CTiTAKEHHS € TIPOIIEC PO3POOKH TPOTPAMHOTO 3a0€3NECUCHHS JITIst
0araToOKOPUCTYBALIbKHX 1r0p 13 BAKOPUCTAHHSIM Cy4aCHUX ITPOBUX PYIIiiB Ta MEpexKe-
BUX TEXHOJIOTIH.

IIpenmeTom a0cCaiTKeHHsI BUCTYNAIOTh TEXHOJIOTIi, MPUHIUIH Ta 1HCTpyMe-
HTaJIbHI 3acO0U peatizallii KJIi€HT-CEpBEPHOI B3aEMO/I11, IrPOBOI JIOTIKH Ta KOPUCTYBa-
upkoro iHrepgericy B cepenosuii Unity 3D 3 BUKOpUCTaHHSAM MEPEXEBOro Ppeiim-
BopKy Photon Engine.

J1y1st BUpIiIIEHHS MOCTABJICHUX 3aBJaHb y poOOTI BUKOPUCTAHO KOMILJIEKC 3ara-
JILHOHAYKOBHUX Ta CIEIIaIbHUX METO/1B: METOJ] aHaJI13y Ta CUHTE3Y (7151 OTJIs Y JIiTe-
paTypHUX JKEpEN Ta aHali3y ICHYIOYHMX PIlIeHb), MOPIBHILHUN MeTo (1 MOpiB-
HSIHHS ITPOBUX PYIIIIiB Ta MepexkeBUX HPEHMBOPKIB), METO/ MPOEKTYBAHHS (ISl pO3-
POOKHU apXiTEKTYpH T'pH), METOJ MOACITIOBAHHS (1151 CTBOPEHHS aJIrOPUTMIB POOOTH
IPOrpaMH), a TAKOXK EMITIPUYHI METOU (TECTyBaHHS, CIIOCTEPEKEHHS, aHaJI13 TTIOMHU-
JIOK) JUIsl OLIIHKK pOOOTH pO3pOOIEHOTO IPOTOTHUITY.

Po3pob6rnenuit y pamkax poOOTH NPOTOTUI OAraTOKOPUCTYBAILKOI TPU MOXKE
OyTH BUKOPUCTAHUH K OCHOBA JIJIS MOJANIBIIIOT KOMEPIIMHOI pO3pOOKH MTOBHOIIIHHOTO
irpoBoro npoaykty. Kpim Toro, pe3ynbratu aHaigizy OpOAYKTUBHOCTI Ta BUSIBJIEHI TH-
MOBI IIOMMJIKH CTAHOBJIATH IPAKTUYHY LIHHICTD JIJI1 ONTHUMI3allli MEepeKeBOi YaCTUHH
irop.

bakanaBpcbka poboTa CKI1alae€Thes 31 BCTYIY, TPhOX PO3/ALIiB, BUCHOBKIB, CIIH-
CKy BUKOPHCTaHUX JyKepeln Ta noaatkiB. Poborta mictuth 20 pucynkis, 4 tabmui, 1

noaatok. CMCOK BUKOPUCTAHUX JiXKepen Haniuye 35 HalMeHyBaHsIMH.
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PO3/LJI 1. AHAJII3 IHCTPYMEHTIB TA OBIPYHTYBAHHSI BUEOPY
TEXHOJIOI'IA

1.1 Orasia cy4yacHUX IHCTPYMEHTIB AJIs1 pO3PO0KH KOMII’OTEPHHX irop

CyyacHa 1HAYCTpis po3pOOKH KOMIT'IOTEPHUX 1rop € 6araTorpaHHolo cheporo,
ska notpeOye Bi (axiBIiB BOJIOAIHHS IMIUPOKUM CHEKTPOM IHCTPYMEHTAIBHUX 3aCO-
61B. L{i 3ac00M 0XOMITIOIOTH HE JUIIe Oe3MocepeIHhO CTBOPEHHS IrPOBOI JIOTIKH, aje i
MOJICTIOBaHHS rpad)iKy, HAlMMCaHHS KOAY, YIIPaBJIiHHS BEPCISIMU, TECTYBaHHS Ta Iy0-
JIKAILII0 TOTOBOTO NPOAYKTY. AHaII3 IHCTPYMEHTAPIIO € KPUTUYHO BAXKIMBUM €TANIOM
Ha MOYaTKy OyJb-sIKOTO I'POBOTO MPOEKTY, OCKIIBLKY MPaBUILHUN BUOIP TEXHOJOT1N
0e31ocepe/IHbO BIUIMBAE HA IIBUAKICTh PO3POOKH, SKICTh KIHIIEBOTO MPOAYKTY Ta MO-
KJIUBICTh MOr0 MacliTaOyBaHHs. 3arajioM, CyYKyMHICTb 1HCTPYMEHTIB JJIsI PO3POOKHU
irop Mo>kHa Kiacu(iKyBaTH Ha KIbKa OCHOBHUX KaTeropii: irpoBi pylilii, cepeoBHINa
po3po0OKH, rpadivuHi peJakTOpu, CUCTEMU KOHTPOJIIO BEPCiil Ta crieliaii3oBaHl Mepe-
*eBi pitrenns [1].

1. IrpoBi pymiii € pyHIaMEHTOM OY/b-SKOTO MPOEKTY. BOHM ABIISIOTH CO00IO
IHTErpoBaHi CepeAOBUILA, IO HAJAI0Th PO3POOHUKY HAa0Ip TOTOBUX KOMIIOHEHTIB JJIsi
peHaepuHry rpadiku, oOpoOKku (i3WIHUX B3a€EMOJIIM, aHIMaIlii, poOOTH 31 3ByKOM Ta
CKPHUNTYBaHHS IrpOBO1 JIOTiKK. BUKOpHCTaHHS pyIIIisl JO3BOJIsI€ YHUKHYTH CTBOPEHHS
HU3BKOPIBHEBUX CUCTEM 3 HYJISI, 30CEPEAMBIINCH HA YHIKAJTbHUX MeXaH1kax rpu. Haii-
OUIBINI MONTUPEHUMH Ha ChOrojHI € Taki pymiii, sk Unity, Unreal Engine, Godot Ta
GameMaker Studio. KoxxeH 3 HUX Mae BiIacHy apXiTeKTypy, MOBY MpOrpaMyBaHHS Ta
iIboBy ayautopito. Hampuximan, Unity Bi3Haya€eThCsi THYUYKICTIO Ta MIATPUMKOIO
mupokoro crnektpy miaatdopm, Unreal Engine opieHTOBaHMII Ha CTBOPEHHSI BUCO-
K0O10KeTHUX 3D-TIPO€EKTIB 3 poTopeanicTuuHoIo rpadikoro, a Godot € monmynsspHUM
BUOOPOM cepell MPUXIIIBHUKIB Open-source piiieHb.

2. Cepenonuinia po3pooku (IDE) € HeBia'eMHOIO YacTHHOO POOOTH MpOrpami-

cTa, 0COOJIMBO MPHU CTBOPEHHI CKJIAJHOT IrpoBOi JIOTiKH. BoHM 3a0e3neuytoTh 3pyuHuit
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iHTepdeic 1 HAMKMCAHHS, pearyBaHHs, HAJIAroJKEHHS Ta ONTUMI3aIlii Koay. Y KOH-
TeKCTi po3poOku irop Ha Unity, sikuil BUKOpucToBye MOBY C#, HAMMOMIMPEHIIIIMMU
IDE € Microsoft Visual Studio ta JetBrains Rider. Visual Studio npononye rinnboky
iHTerpaiito 3 Unity yepe3 cneriaabHui MakeT, HaJaloun PO3MIMPEH] MOXKIUBOCTI IS
HAJIAro KEHHS CKPHUMTIB O€3MOCepeIHbO i Yac irpOBOT0 MPOIIECY, a TAKOXK 1HCTPY-
MEHTH 1 MpodUTFOBaHHS MPOAyKTUBHOCTI. Rider, y cBoto uepry, BiJIOMHi CBOEIO BU-
COKOIO MIBUIKO/I€I0, MOTYKHOIO CHCTEMOIO aHami3y Koy (1HCHeKIii, peakToOpuHTH)
Ta IHTEJEKTYaTbHUMHU M1Ka3KaMH, 10 3HAYHO MIPUCKOPIOE HAMMMCAHHS SIKICHOTO Ta TIi-
JOTPUMYBAHOTO KOJY.

3. I'padpiuni penakTopu BUKOPUCTOBYIOTHCS JJIsI CTBOPEHHS Bi3yalbHUX aKTH-
BiB rpu: 2D-cnpaiiti, 3D-Monenel, TekcTyp, aHiMmailiit Ta marepianis. st 3D-moze-
JFOBaHHS Jie-(paKTo cTaHAapTOM Y iHai-cerMeHTi € Blender — moTyxHuii iHCTpYMEHT 3
BIIKDUTHUM KOJIOM, SIKAW MIATPUMY€ OBHUHM IIUKJ CTBOPEHHS 3D-KOHTEHTY: MOJENIO-
BaHHS, CKYJBITHHI, TEKCTYPYBaHHS, PUTIHT, aHIMAllil0 Ta HaBITh peHaAepuHT. IlepeBa-
ramu Blender € iioro 6e3K0IITOBHICTh, aKTUBHA CIUIBHOTA Ta MOCTIMHUI PO3BUTOK.
Jlnia ctBopeHHs 2D-rpadikyu 4acTo BUKOPUCTOBYIOTHCS PacTPOBI PEAKTOPU (HAIpH-
kiaja, Adobe Photoshop, GIMP) niis ctBopeHHs cripaiiTiB Ta (hOHIB, @ TAKOK BEKTOPHI
penaktopu (Hanpukian, Adobe Illustrator, Inkscape) anst po3poOku Ul-enemeHTiB Ta
JIOTOTHIB, SIK1 JIETKO MacIITa0yBaTy.

4. CucteMu KOHTPOJIIO BepCiid € 000B'I3KOBUM IHCTPYMEHTOM JJIs1 OYIb-IKOTO
CYy4aCHOTO KOMaHJIHOTO (@ 4acTo — 1 1HAWBIIyaldbHOT0) MPOEKTY. BOHMU 103BONSIOTH
BIJICTEKYBaTH BCl 3MIHU B KO/I1, Tpadiunux ¢ainax Ta KOHIrypalisx cieH, 3ade3mne-
YYIOTh MOXKJIUBICTh BIJIKaTy /10 MOMEPEIHIX CTAOUIBHUX BEPCIi, a TAKOXK CHPOIIYIOTh
poOOTY KIJTBKOX PO3POOHUKIB HAJl OJHUM MPOEKTOM. HaltGiabI Moy IsapHOIO CUCTE-
Moro € Git, sika y moeAHaHH1 3 XMapHUMHU XocTuHramu Ha kmtant GitHub, GitLab a6o
Bitbucket, Hajgae TOTYHUM 1 THYYKUA MEXaHi3M JIJIsl YIIPABJIIHHS PEMO3UTOPIEM, Be-
JICHHs icTopii 3MiH Ta opraHizaiii nporecy code review [20]. Haite mpu iHauBiaya-
JLHOMY MIPOTOTUITYBaHHI, BUKOpUCTaHHS (Git € XOpOIIOI0 MPAKTUKOK, OCKITBKU BOHO

JTUCITUTUIIHY€E PO3POOHUKA Ta 3aXHUIIAE Bl BTPATH PE3yIbTaTIB POOOTH.
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5. CnemnianizoBaHi 1IHCTPYMEHTH JJIsI CTBOPEHHSI OaraTOKOPUCTYBAIIbKUX 1rOp
3acIyroBYIOTh Ha OKpeMy yBary. Jlo HUX HajexxaTb MepexeBi (ppeiiMBopku Ta 616110-
TEKH, SIK1 pealli3yl0Th KIIIEHT-CEPBEPHY B3aeMoit0. Ceper HalOUTbIII BiIOMUX PIlICHb,
inTerpoBanux 3 Unity, Bapto Buaututu Photon Engine, Mirror, Netcode for
GameObjects Ta Nakama. Li inctpymenTH HagaroTh ToTOBI API 1151 cTBOpeHHs ceciii
(KiMHAT), CHHXpOHI3allii cTaHy 00'€KTiB, BUKIUKY BIIJIAJICHUX MIPOIEAYP, a TAKOXK Ya-
CTO BKJIIOYAIOTh CEPBEPHY JIOTIKY Ta CUCTEMU aBTEHTHU]IKAIi.

Taxkum 9uHOM, Cy9acHH PO3POOHUK KOMITIOTEPHHX ITOpP MAa€ y CBOEMY PO3-
NOPSAJKEHH] MUPOKUM Ta MOTY>KHUN apceHal 1HCTpyMeHTIB. KiltouoBUM 3aBraHHSIM
Ha [M0YaTKOBOMY €Tarll IPO€EKTY € HE MPOCTO 3HaHHS PO ICHYBAHHS IUX IHCTPYMEHTIB,
a 3/1aTHICTh 3pOOUTH 3BaKEHUU BUOIp, BpaxoByIouu crienudiky MaiOyTHHOI I'pH, BU-
MOTH JI0 TIPOTyKTHBHOCTI, IIIILOBY TIATPOPMY, OFOKET Ta 10cBia koManau [22]. Ha-
CTYIHI N1JPO3AUTH pOOOTH MPUCBIYEHI I€TaJIbHOMY OPIBHSUIBHOMY aHaJli3y caMe THX
KaTeropiil 1HCTPYMEHTIB, SIKI € BU3HAYAIBHUMH JUIsI PO3POOKU OAraToOKOpHUCTYBallb-

KOI'O MPOEKTY: IrPOBUX PYILIiB Ta MEPEKEBUX PILICHb.

1.2 IlopiBHAJILHUI aHAJII3 Cy4aCHHMX ITPOBHUX PyUIiiB

Bubip irpoBoro pyiiris € OgJHAM 13 HAMOUIBII BIAMOBIAaILHUX PIIICHH HA T10-
4aTKy po3poOKH Oyab-sIKOTO IrpOBOTO NpOEKTY. IrpoBuii py1Iiii BU3HAYa€ HE JIMIIE Bi-
3yaJbHY SIKICTh KIHIIEBOTO MPOAYKTY, aje ¥ MPOAYKTUBHICTh, MIATPUMYBaHIi miaaTdo-
PMU, MOBY MpOTpaMyBaHHs, IOCTYIHICTh JOKYMEHTAIIIl Ta CIUJIBHOTH, & TAKOX 3ara-
JIbHY CKJIAJHICTh Ta MIBUAKICTh po3po0OKu. 11 00TpyHTOBAaHOTO BUOOPY TEXHOJOT1Y-
HOTO CTEKY B Me&XkaxX JaHOi poOOTH HEOOX1IHO MPOBECTH MOPIBHUIBHHUM aHaI3 HAHTIO-
MyJSIPHIIIMX ITPOBUX PYIIIiB, SIKI BAKOPUCTOBYIOTHCS B CydacHii iHmycTpii. OCHOB-
HUMH KpUTEPISIMU JIJIs1 TOPIBHSAHHS 00paHO: MOBa IporpamMyBaHHs (BIUIMBAE HA MOPIT
BXOJDKEHHS Ta JIOCTYMHICTh pO3pOOHUKIB), siKicTh miaTpumku 2D ta 3D-rpadiku (Big-
NOBIJA€ KAHPOBIM CIPIMOBAHOCTI MPOEKTY), MPOAYKTUBHICTD (Ba)KJIMBa AJis Oarato-

KOPHUCTYBAI[bKUX ITOp 13 BEJIMKOI KUIBKICTIO 00'€KTIB), MIATPUMYBaHI IiaTGopMu
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(BU3HAYa€e MOTEHIIMHY ayJUTOPII0), a TAKOXK AKICTh JIOKYMEHTAIlll Ta pO3MIp CHijlb-
HOTHU (BIUTMBAIOTh HA MIBUAKICTH BUPIMIEHHS Mpobiem). Po3risHeMo netanbHO KOXKEH
13 MPOBIIHUX PYIIiiB.

Unity € oHUM 13 HAUTOIKUPEHIIINX ITPOBUX PYILIIiB Y CBITI, OCOOJIMBO MOIMY-
JSIPHUM Ccepel 1H1-pO3pOOHUKIB Ta CTYiH, 110 CTBOPIOIOTH MOOUIBHI irpu. OCHOB-
HUMHU MOBaMH mporpamyBaHHs € C#, a TaKOK MOKJIMBICTh BUKOpUCTaHHS JavaScript
(UnityScript, HuHi 3actapinuit) Ta Visual Scripting asis Bi3yaabHOTO MPOTrpaMyBaHHS.
Unity neMOHCTpY€ BUCOKY SIKICTh K Jytst 2D, Tak 1 jyist 3D-1po€eKTiB 3aBAsIKK THYUKIH
cucteMi penaepunry (Built-in, URP, HDRP). [IpogykTuBHICTb pyI11Iisi € BUCOKOIO, OCO-
0JIMBO MICHS ONTHUMI3allli, a MATPUMKA IUIAT(HOPM OXOIUTIOE BC1 Cy4acH1 orepariiHi
cuctemu: Windows, macOS, Linux, Android, 10S, WebGL, a Takox KOHCOI
PlayStation, Xbox ta Nintendo Switch [2]. JokymenTaris Unity € oxHi€ro 3 Halikpa-
IIUX Yy rajgy3l: BOHa MICTUTh BEJIMYE3HY KUIbKICTh O(DILIIHUX TyTOpialiB, IPUKIA/IIB,
API-noBigHUKIB Ta POpyMiB, a CIIIBHOTA HAJIYy€ MUTbHOHU PO3POOHHUKIB, IO 320€3-
reuye MBUJIKE OTPUMAHHS BIAMOBIAEH Ha OyIb-siki muTaHHs. [HTEepdelic npeacras-

JIEHO Ha pUCYHKY 1.1.

= O Askmeanything

Pucynox 1.1 — Ilpuknan intepdeiicy Unity
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Unreal Engine po3po6sienuit komnaniero Epic Games 1 € cTaHapTOM 1 CTBO-
peHHsT BUCOKOOIOMKEeTHNX AAA-TIpoeKkTiB 3 (poTopeanictnaHoro rpadikor. OCHOB-
HUMH MOBaMH mporpamyBaHHsa € C++ Ta BJacHa CHCTEMa Bi3yalbHOTO CKPHIITHHTY
Blueprints, sika 103BoJIsiE CTBOPIOBATH ITPOBY JIOTIKY Oe3 HanucaHHs koay. Unreal

,Engine neMoHCTpye nyke BHCOKY sIKicTb 3D-Tpadiku, BKIIOYAIOUN MiATPU-
MKy TexHoJoTii Lumen (rno0anbHe nUHaMiuHE OCBITJICHH:S) Ta Nanite (BIpTyati3o-
BaHa T€OMETPIs BUCOKOI JeTali3arlii), OJHaK maATpuMKa 2D-1rop € MEHIIT pO3BHHEHOIO
nopiBHSHO 3 Unity. [IpoayKTUBHICTH pymIis € HaA3BHUAHHO BUCOKOIO 1751 3D-mpoek-
TiB, aJle BUMOTH JIO alapaTHOTO 3a0e3MeUCHHsI € 3HAYHO BUIMMU. [linTpuMyBaHi mia-
topmu BrirouaroTh [1K, koHCOI1, MOOUIBHI TIpUCTpoOi, aie miarpumka WebGL € 00-
mexxenoro [3]. Jokymenraitis Unreal Engine € netanpHOM0, ajie yepe3 CKIaJIHICTh py-
11151 IOPIT BXO/KEHHA € BUIIMM, HIX y Unity. Jleram po6otu 3 Unreal BigoOpaxeHi Ha

pucyHKy 1.2.

Pucynok 1.2 — Penaktop Unreal Engine

Godot € pymriemM 3 BIIKPUTUM KOJIOM, SIKHW HAaOHWpae MOIMYJIIPHOCTI 3aBISIKH
CBOIH JIETKOCT1, THYYKOCTI Ta BIJICYyTHOCTI JIIEH31MHUX BipaxyBaHb. OCHOBHUMHU MO-
BaMH IporpamyBaHHs € BracHa MoBa GDScript (cuaTakcuyHO mosi6Ha 10 Python), a

takox miarpumka C#, C++ ta Visual Scripting. Godot nemoHcTpy€e A00pY SKICTh K
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s 2D, Tak 1 g 3D-rpadiku, xoua y 3D-crieHi BiH Bce 1mie noctynaerbest Unity Ta
Unreal Engine. [IpoyKTUBHICTB PyIIIis € CEPETHBOIO, POTE BiH € TYXKE JIETKUM 1 IITBH-
1Ko 3amyckaerbes. [linTpumyBani maTdopmu BrirouaroTh [1K, MoO1IbHI ipUCTpOi Ta
Web, ane niaTpuMka KoOHCoJIeH € 0OMEKEHOI0 Ta MoTpedye OKpeMux piiieHsb. [Joky-
MeHTanis Godot € moOporo, ane CIJIbHOTA BCE e 3HAYHO MeHma, HiK y Unity Ta

Unreal Engine. IIpukian po6otu 3 Godot 300paxkeHo Ha pucyHky 1.3.

Pucynox 1.3 — IloGynyBa irpoBoro piBas B Godot

GameMaker Studio € cmerianizoBaHUM IHCTPYMEHTOM JJisi CTBOpeHHs 2D-
irop, kUil 37100yB MOMYJSAPHICTH 3aBIAku TakuMm xiTaMm, sk Undertale ta Hotline
Miami. OcHOBHMM MOBOIO MporpamyBaHHA € BiacHa MoBa GML (GameMaker
Language), sika € BiTHOCHO IIPOCTOXO Jijis BUBUeHHs [24. GameMaker 1eMOHCTpye BU-
COKY SIKICTh came aJia 2D-rpadiku Ta aHiMmarii, Toal gk 3D-miaTpuMKa IpakTUYHO Bi-
ICyTHS a00 € Bkpait ooMexeHoro. [IpoayktuBHicTh 17151 2D-1rop € ny»xe Bucokoro. I1i-
nTpuMmyBaHi miatgopmu BimodaroTh 1K, Mo6itsHI ipuctpoi Ta Web. JlokyMenTatis
€ 100poto, ajie pyuIii € MPOINpiETApHUM Ta TJIaTHUM (KpiM 0a30B0O1 Bepcii), 10 MOXKeE
OyTr 0OMEXEeHHIM s JesskuX po3poOHukiB. Ul mporo pytrist BimoOpaxkeHo HA pUCY-

HKy 1.4.
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Pucynok 1.4 — Intepdeiic GameMaker Studio 2

JIJ1s1 HAOYHOTO TOPIBHSIHHS OCHOBHUX XapaKTEPUCTHUK PO3TISHYTHX ITPOBUX

PYIIIiB OIIJIBLHO 3BECTH iX y 3BeAeHY Tabmuiro. Tabmwuis 1.1 BigoOpaxae KIFOYOBI

napamMeTpH KOKHOTO PYILis 38 BA3HAYEHUMU KPUTEPISIMHU.

Taomung 1.1
[TopiBHSIIPHA XapAaKTEPUCTUKA CYYaCHUX ITPOBUX PYILIiB
Pymiit Moga SIKicTh [TponykTtusHicTs | [Inardhopmu JlokymMeHTarris
nporpamyBanus | 2D/3D
Unity C# Bucoka Bucoka Beci ocHOBHI | O0mmpHa
(2D/3D) (TIK, MO00.,
Web, koHCO1)
Unreal En- | C++, Blueprints | Tyxe Jlyxe BUCOKa IIK, koHncomi, | [leTanbHa
gine BHCOKA MO0.
(3D)
Godot GDScript, C# Hobpa Cepenus K, m06., Web | loOpa
(2D/3D)
Ga- GML Bucoxka Bucoka (2D) IIK, m06., Web | Jlo6pa
meMaker (2D)
Studio

Ax BugHO 3 Tabmuii 1.1, KOKeH 13 pO3ISTHYTUX PYILIiB Ma€ CBOi CHJIbHI CTO-

ponu Ta oomexxerHs1. Unreal Engine € 6e33anepedrum mifiepoM y cepi BUCOKOSKICHOT

3D-rpadiku, ane HOro CKJIAIHICTh MOXKE OyTHU HaJAMIPHOIO AJisI HEBETUKUX MPOEKTIB.

Godot € npuBaOIUBUM BHUOOPOM 3aBISKH BIIKPUTOMY KOJy, OJHAaK ioro 3D-
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MOKJIMBOCTI Ta CIIBHOTA MOKH 1110 MOCTYMarThes ainepaM. GameMaker Studio € uy-
JOBUM 1HCTPYMEHTOM aiisi 2D-irop, aje 30BCiM He miaxoauTs 1t 3D-po3poOku. s
i€l poOOTH, METOIO SKOT € pOo3poOKa 6araTOKOPUCTYBAIBKOTO MTPOTOTHUITY 3 BUKOPHC-
TaHHsIM 3D-cepenoBulla, HEOOX1THUM € 0ajaHC MIXK SKICTIO Tpadiku, THYUYKICTIO Me-
PEXKEBOI IHTETpallii, JOCTYIHICTIO HABYAJbHUX MaTepiajiiB Ta MIBHUJIKICTIO PO3pOOKH. 3
orasigy Ha 1e, Unity € HaiOubIn 30aiancoBaHUM BHOOpoM. BiH 3abe3mneuye BUCOKY
akicTh 3D-rpadiku, Mae HaOUTBITY CIUTBHOTY Ta JOKYMEHTAIIIIO0, 1110 KPUTUYHO BaX-
JIMBO MIPU BUPIIIEHHI cIen()IUHUX 3aBIaHb MEPEKEBOI CHHXPOHI3AIli1, @ TAKOXK HAa€

THYYKI 3aco0M JIJIs IHTeTpallii CTOPOHHIX pillieHb, Takux K Photon Engine.

1.3 AHaJuti3 apxiTeKTyp 0araTroKOpucTyBalbLKHUX Irop

CtBOpeHHs 0araTOKOPUCTYBAIIbKOI I'PU € 3HAYHO CKJIAJHIIINM 3aBJaHHSAM I10-
PIBHSIHO 3 PO3pOOKOI0 OJHOOCIOHOT (CUHTIIIICEPHOT) Tpu. OCHOBHA CKJIAHICTD MOJIsI-
ra€e B HeOOX1JTHOCTI 3a0€3IeUEHHs Y3r0/HKEHOT0 CTaHy IrpOBOTO CBITY Ha KIJTBKOX KITi-
€HTCHKUX TPHUCTPOSIX OJIHOYACHO, MOJI0JIaHHI JJATEHTHOCTI MEpPEeki, 00poOIll BTpaTH
MAKeTIB JaHUX Ta 3a0€3MEeYEHHI 3aXHCTY BlJl HECAHKI[IOHOBAHOI'O BTpy4aHHs. Bubip
apXITeKTypHu 0araTOKOPUCTYBAIKOI I'PH € PyHIaMEHTALHUM PIIIICHHSM, SIKE BU3HA-
Yae MPOJYKTUBHICTh, MACIITA0OBaHICTh, O€3MEKY Ta 3arajibHy CKJIAIHICTh peai3allil
npoekTy [4]. YV cydacHiil mpakTHIli po3pOOKH irop CKIIAIKCS KiTbKa OCHOBHUX apXiTe-
KTYPHHUX MOJEJICH, KOXKHA 3 IKMX Ma€ CBOI EPEeBark Ta HEJOJIIKH.

Haii611b111 MOmmMpeHoro Ta HaJliHOI0 apXITEKTYpPOIO Uisi 0araTOKOPUCTYBallb-
KHX IrOp € MOJICb KIIIEHT-CepBEp. Y il MOJCI OJIMH 3 BY3J11B MEPEKi BUKOHYE POJIb
IIEHTPAJIILHOTO CEPBEPA, SIKUI BOJIOJ1€ ABTOPUTETHOIO KOTIEIO ITPOBOTO CBITY. Y Cl KITi-
€HTHU HAJCUJIAIOTh Ha CEPBEP CBOI /i1, a cepBep, MICs Baigallii UX A1l Ta BAKOHAHHS
HEOOXITHUX PO3PAXyHKIB, PO3CHIIAE BCIM KIII€EHTAM OHOBJICHHM CTaH Tpu. Takuil mij-
X171 Ma€ KibKa KIto4uoBuX nepenar. [lo-nepiie, BiH 3a0e3nedye BUCOKUI piBeHb 0€3-
MEeKU, OCKUTBKU KJIIEHTU HE MOXKYTh O€3M0CepeIHbO BIUIMBATH HA CTaH I'PU — YC1 3MIHU

MIPOXOJISITh Yepe3 cepBepHy Bamimaiito. [lo-apyre, cepBep rapaHTye CHHXPOHI3AIlI0
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MDK yciMa KJIIEHTaMH, OCKUIBKU BIH € €IMHUM JiKepesoM ictuHu. [lo-Tperte, Taka ap-
XiTeKTypa 100pe MacmTaOyeThCs: CepBEP MOKE OOCIYrOByBaTH BENIUKY KIJIBKICTh O1-
HOYAaCHUX TrpaBiiB. OCHOBHUM HEJIOJIKOM € HEOOXIAHICTh yTpUMaHHsS ab0 OpeHIH
cepBepHOi iHQPACTPYKTYpH, IO MOB'I3aHO 3 JOJATKOBUMHU BUTpaTamu. JlJis i€l po-
00TH, 3 OTJISI Ty HAa BUKOPUCTAaHHS XMapHOTO cepBicy Photon Engine, Oyne 3actocoBano

came 1110 Moiesib. CxeMa i€l apXiTeKTypH 300pakeHa Ha pUCYHKY 1.5.

Alent

Tent Tent

Pucynox 1.5 — 3aranbpHa cxema KIIi€HT-CEPBEPHOI apXiTEKTypH

[HII010 MOIIMPEHO0 MOJEIIIIO € apXITEKTypa OAHOpaHroBoi Mmepexi (Peer-to-
Peer, P2P). V¥ miit Mmozeni BCi TpaBiii € piBHOIPABHUMHU BY3JIaMH, 1 CTaH T'PU CUHXPOHI-
3y€ThCs Oe3mocepesHbo MiX KiieHTaMu. [[ist koopauHarlii 3'€lHaHb 9acTO BUKOPHUC-
TOBYETHCSI BUJIUICHUN cepBep sl moyaTkoBoro pykoctuckanss (handshake), ane mi-
CJIsl BCTAaHOBJICHHS 3'€JHaHb JlaH1 nepearTbes Hanpsamy. [lepeBaramu P2P € BiacyT-
HICTh BUTPAT HA CEpBEPU Ta MPOCTOTA peaiizaiii Uil irop 3 HEBEJIMKOK KUIbKICTIO
rpasiiiB [5]. OaHak 11 MOJIEIb Ma€ CYTTEBI HEIOMIKH: BOHA € BPAa3JIMBOIO JIO IIaXpaii-
cTBa (OCKIJIBKHM JKOJCH BY30JI HE Ma€ aBTOPHUTETY, OyIb-SKHil TpaBellb TEOPETHUYHO
MO>K€ MMiIPOOUTH J]aH1), a TAKOK BUHUKAIOTh MPOOJIEMHU 3 CHHXPOHI3AITIEI0 TTPU HEPIB-
HOMIpPHI# MBUAKOCTI 3'€THaHHS y4acHUKIB. KpiMm Toro, miaATpUMKa rpaBIliB 3 0OMexe-
HUMHU MOKIUBOCTSIMU NAT € cknagHoro. P2P apxitekTypa piIko BUKOPUCTOBY€ETHCS B
Cy4yaCHHMX CepilO3HMX 0araToKOpuCTyBallbKuX MpoekTax. L{s apxiTekTtypa mpeacras-

JICHAa Ha PUCYHKY 1.6.
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Pucynok 1.6 — [Ipuknaa nippHroBoi Mepexi

[IpoMi>kHMM BapiaHTOM € apXIiTEKTypa 3 BUJLIEHUM XOCTOM. Y Wil Mozeni
OJIVH 13 TPAaBIlIB BUKOHYE (PYHKIII1 cepBepa, OJHOYACHO 3aJIMIIA0YKCh IpaBlieM. [HI
IpaBIll MiAKITIOYAIOTHCS 10 HBOTO. [lepeBaroo € BiICyTHICTh BUTPAT HA OPEH]Ty OKpe-
MOTO cepBepa. Heqomiku € CyTTEBHMH: TPaBEIb-XOCT MAa€ IMepeBary 4epe3 HyJIbOBY
3aTPUMKY JI0 BJIACHOTO CEpBEpa, a y pasi BUXOJy XOCTa rpa Moxe nepepatucs. Kpim
TOT0, IKICTb 3'€JHAHHS 3aJICKUTH BIJl JOMAIIHBOTO IHTEPHETY XOCTa, a 3aXUCT BiJ I11a-
XparicTBa € oomexxeHuM [6]. LI Mojienh 9acTo BHKOPUCTOBYETHCS B KOOIIEPATHBHUX
irpax a0o irpax Juisi HeBEJIMKUX TPy JIPYy3iB, ajie He MIAXOAUTH JJIsi KOHKYPEHTHOTO

MYJIBTUILIEEPA 3 BEJIMKOIO KIJIBKICTIO rpaBiliB. [g cxema nmokazana Ha pucyHky 1.7.

Client Client

v
’
— ’
/
v
’
,
’
’
’

' Client
.

Pucynok 1.7 — Cxema apxiTE€KTypH 3 BUIIJIEHUM CEPBEPOM

ApK.
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Kpim BubGopy mMoeni B3aeMo/1ii, BaXKJIMBUM aCIIEKTOM € CIIOCI0 CHHXPOHI3allil
JaHUX MK CEpBEpPOM Ta KiieHTaMu. IcHye nBa ocHOBHUX miaxonu. [lepmumii — cuHx-
pOHi3allis cTaHy, MpH AKIA cepBep peryisipHo (Hampukiaa, 10-30 pa3iB Ha CEKyHY)
HaJ/ICUJIa€ BCIM KITIEHTaM MOBHUH a00 4aCTKOBHH cTaH Tpu. KilieHTH OTpUMYIOTh 1Iei
CTaH Ta 1HTEPIIOJIIOIOTH MO3UIT 00'€KTIB MK OTpUMaHUMH Kagpamu. Llel migxin €
IPOCTHM y peaisailii, ajie CTBOPIOE BUCOKE MEpeKeBe HaBaHTaKEHHs. J[pyruii miaxin
— CHHXPOHI3aIIis MOAIH, TPH SKOMY KIII€EHTH HAJICHIAIOTH MO1T (HAPUKIIAJl, «TPaBEIlh
A BHUCTpeNMB»), a CEpBEp PO3PAXOBYE HACHIJIKH Ta po3cuiiae pe3yiapTaTh. Lle Habarato
e(deKTUBHIIIIE IS PIAKICHUX TO/iH, aje MoTpedye peTeIbHOT0 MPOEKTYBAHHS CUCTEMHU

nepeadadeHHs JJ1s1 KOMIEHcallli 3aTPUMOK.

1.4 Orasg mepe:xkeBux pimens Ajasa Unity 3D

CTBOpeHHs1 6araTOKOPUCTYBALbKOI I'pu B ceperoBuill Unity HeMOxinBe 0e3
BUKOPHUCTAHHS CIEI1alII30BAHOI0 MEPEKEBOTO PIIICHHS], OCKUJIbKU 0a30BUH (PYHKITIO-
HaJI pyIilisi He MICTUTh BOYJIOBaHUX 3aCO01B JIJIsi CHHXPOHI3AI[ll CTaHy MIXK KJIIEHTaMH,
yIOPaBJIIHHS CECISIMU Ta Iepeadi JaHuX y pealbHoMy 4aci. Ha choronHimHiA 1eHb
ICHY€ JIeK1JIbKa NOMyJIsipHUX (GpeiMBOpPKIB Ta 010J110TEK, sIK1 3a0€3MEeUyI0Th MEPEIKEBY
B3aemozito B Unity.

Photon Engine € ofHUM 13 HallOLIbII MOMYJIAPHUX Ta 3DYYHUX MEPEKEBUX PI-
meHb s Unity [7]. Po3po6iennii kommanieto Exit Games, Photon nmpormonye kijbka
BapianTiB iHTerparii: PUN (Photon Unity Networking) ta Fusion (611b11 cy4yacHe pi-
LIEHHS 3 MIATPUMKOIO pi3HUX TomoJjorii). Photon PUN 2, sikuii BUKOpHUCTOBYETHCS B
i poOoTi, € BUCOKopiBHEBUM API, 1110 3Ha4HO cripolirye CTBOpEHHs 0araTOKOPUCTY-
Balbkux irop. KirouoBumu nepesaramu Photon €: HasiBHICTh G€3KOIITOBHOTO TapUPy
3 oOMexxkeHHsM 110 20 oAHOYacHUX rpaBUiB (110 JAOCTATHHO ISl MPOTOTUITYBAHHS);
XMapHa 1HGpaCcTpyKTypa 3 cepBepamMu M0 BChOMY CBITY (HH3bKa 3aTpUMKa); MpOCTa
1HTerpatis yepe3 naker 3 Asset Store; oOlIMpHA JOKYMEHTAIlisl Ta BEJIMKA CHUIBHOTA;

migTpumka kKimMHaT (rooms), RPC-BuknmkiB, cuHXpoOHI3amii 00'ekTiB depes
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PhotonView ta PhotonTransformView. OcHOBHUM HeQOJIKOM € HEOOXIAHICTH OIUIATH
IIpU MEPEBUIICHHI OE3KOIITOBHOTO JIMITY, a TAKOXK OOMEXKEHI MOMXIJIUBOCTI JJIsi CTBO-
PEHHs BJIACHO1 cepBepHoi Jioriku (xoua € Photon Server SDK st npocyHyTHX KOpH-
ctyBadiB). Photon miaTpumye apXiTeKTypy KIIEHT-CEpPBEp, /1€ POJb CEpBEPa BUKOHYE
xMmapHa iHppacTpykTypa Photon.

Mirror € MOMyJIsIPHUM PIIICHHSIM 3 BIAKPUTHUM KOJIOM, sIKe € (POPKOM 3acTapi-
ngoro UNET (Unity Networking). Mirror Hajjac HU3bKOpPIBHEBUH KOHTPOJIb HAJl MEpe-
’KEBOIO B3aEMOJIIEIO Ta MIATPUMYE Pi3HI TOIOJIOTIi: KIIE€HT-CEPBEP HA BIACHOMY Cep-
Bepi, a Takox Listen Server (rpasenp-xoct). [lepeBaramu Mirror €: 0€3KOIITOBHICTD
(open-source), BiICYyTHICTh 30BHIIIHIX 3aJCKHOCTSH BiJ XMapHUX CEPBICIB, TOBHUH
KOHTPOJIb HaJl CEPBEPHOIO JIOTIKOI, THYYKICTh HalalTyBaHb. Hejonikamu €: Buina
CKJIQJIHICTh HAJIAIITYBaHHA MOPIBHAHO 3 Photon (HeoOX1aHICTh caMOCTIITHOT OpraHi3a-
1ii cepBepHOi IHPPACTPYKTYpH, BUILIEHOTO cepBepa abo miaTpuMku NAT), menia
KUIBKICTh TOTOBUX ITPUKJIA/IIB Ta JOKYMEHTAIIIi, a TAKOK BIJICYTHICTh BOY/IOBaHOI XMa-
pHOI 1H(pacTpyKTypH (pPO3pOOHUK CAaMOCTIMHO BIANOBIAAE 32 XOCTUHI Ta MaclITaldy-
BaHHS cepBepiB). Mirror miaX0IUTh JJIS IPOEKTIB, JIe BAXKIUBUM TOBHUM KOHTPOJIb HaJT
apXIiTEKTypOIO Ta € MOXKIIUBICTh OpPEHIM a00 YTPUMaHHS BJIACHHX cepBepiB [8].

Netcode for GameObjects (panimie Bigomuii ik MLAPI) € odimiiinum mepexe-
BuM pimenHsM Big Unity Technologies. Bono akTHBHO po3BHBAETHCS Ta IHTETPYETHCS
3 iHmwmMu cuctemamu Unity [8]. Netcode miarpumye TomoJjorii Kii€HT-cepBep Ta
Listen Server, nanae 3aco0u 15t cuHXpoHi3allii 3MiHHNX, RPC-BUKIIHKIB, a TAKOXK Me-
pexeBi 00'extu. [lepeBaramu €: odimiitna migrpumka Big Unity (1o rapantye g0Bro-
CTPOKOBY CYMICHICTh), 0€3KOIUTOBHICTh, AKTUBHUW PO3BUTOK (PETYIISIpHI OHOBJICHHS ),
inTerpaiis 3 Unity Transport (HU3bKOpIBHEBHI MepekeBuHii map). Hemonikamu €: Bif-
HOCHAa HOBM3HA (MEHIIIe MPUKJIAAIB Ta TOKyMeHTalli nopiBHsHO 3 Photon), Bumoriu-
BICTh JIO PECYPCIB, a TAKOX HEOOX1THICTh CAMOCTIMHOI OpraHi3allii cepBepHOi iHpa-
ctpyktypu. Kpim toro, crabinsHa Bepcis Netcode for GameObjects 3'ssBuinacs BigHO-
CHO HEUIOJIaBHO, TOMY JIesIKi pO3pOOHUKH MOOOIOIOTHCS BUKOPUCTOBYBATH 11 Y BEJH-

KHX MTPOEKTAaX Yepe3 MOTEHIIIHI MPUXOBaH1 TTOMIJIKH.
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Nakama € OUIbIII KOMIUIEKCHUM CEPBEPHUM PILIEHHSM, SIKE BKJIIOYAE HE JIUIIIC
MepeskeBl PYHKIIT (peanbHuid yac), ane il aBTeHTH]IKaIii0, 30epeKeHHS TaHUX TPaB-
I11B, COIIaJIbHI QYHKIIT (JIpy31, TpyIn), pedepaibHi CHCTEMH Ta HaBITh €JIEMEHTH €KO-
HOMIKH rpu. Nakama miaTpuMye sk BIACHUM XOCTHHT, TaK 1 XMapHui (depe3 Heroic
Labs). IlepeBaramu €: Benuue3Huit HaOlp BOy1oBaHMX (YHKIIIH, MATPUMKA KIITBKOX
MoB miporpamyBaHHs (Go, JavaScript, Lua) 1151 cepBepHOi JOTIKH, BIAKPUTHHN Ko Oa-
30B01 Bepcii, MacmTaboBaHicTh [9]. Hemoikamu €: 3HaYHA CKIIAHICTh HAJIAIITY BAHHS
JUIS TIOYATKIBIIB, HAAMIPHICTh JUII HEBEJIMKUX MPOEKTIB (KO MOTpiOeH muie 6a3o-
BUI MYJIBTUILIEED), BUILII BUMOTH JI0 PECYPCIB cepBepa.

JlJis HAOYHOTO TMOPIBHSHHS OCHOBHUX XapaKTEPUCTHK PO3TVIIHYTHX MepexkKe-
BUX DIIICHb JOIJIBHO 3BECTH iX y 3BeieHy Tabmuito. Tabmuus 1.2 BimoOpaxkae Kito-
YOBI MMApaMETPU KOKHOTO PIIIEHHS 3a TAKUMU KPUTEPISIMU: CyMicHICTh 3 Unity, TUll
XOCTHHTY, THII JIIEH31i Ta PIBEHb 1IHTETparlii.

Tabmuns 1.2

[TopiBHsATIPHA XapaKTepUCTHUKA MEPEKEBUX pilieHb a1 Unity

MepexeBi CyMicHICTh 3 | XocTHHT Jlinensis IaTerparis
piteHHs Unity

Photon Tax XMapHU Komepuiitna Bucoxka
Mirror Tax Bracuuit Open Source Bucoxka
Netcode Tak Bnacauii Open Source Cepenns
Nakama Tax OouBa Open Source Cepenus

Ak BuaHO 3 Tabmuui 1.2, KoXHE 3 pO3MISIHYTUX PIIIEHb MAa€ CBOIO HINTY Ta M-
0By ayautopiro. Photon PUN 2 € nalikparnum BUOOpOM IS IIBUJIKOTO MPOTOTHITY-
BaHHS Ta ITOP 3 HEBEJIIMKOIO KUIBKICTIO IPABIIIB 3aB/SKH 0€3KOIITOBHOMY Tapudy, Mpo-
CTOT1 1HTEerpaimii Ta roToBi xMapHid iHpacTpykrypl. Mirror Ta Netcode for
GameObjects miaxoaaTh sl MPOEKTIB, /1€ MOTPIOCH MOBHUM KOHTPOJIb HAJl CEPBEP-

HOIO YaCTHHOIO Ta € MOXKJIMBICTh CAaMOCTIMHOTO XocTUHTY. Nakama € HagmipHUM AJis
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HEBEJIMKWX MPOTOTHUITIB, ajie HE3aMIHHHUM JJIsl BEJTUKUX COLIIaIbHO-OPIEHTOBAHUX 1TOp

31 CKJIAJTHOIO €KOHOMIKOIO Ta CHCTEMOTO JIocsiTHEeHb [10].

1.5 OorpynryBanns Buoopy Unity 3D ta Photon Engine

Ha ocHOBI npoBeIeHOT0 Y MOMEepeIHIX MiApo3/iIax aHali3y CydacHUX IrPOBUX
PYILIiB Ta MEPEXKEBUX PillIeHb, HEOOX1THO c(HOPMYITIOBATH OOTPYHTOBAHE TEXHIYHE Pi-
IICHHSI 11010 BUOOPY TEXHOJOTIYHOTO CTEKY ISl peaizallii MpoTOTHITy 6araToKopuc-
TYBallbKOI TPH.

O6rpyntyBanHs BuOopy Unity 3D sik OCHOBHOTIO irpOBOTO pyIirisi 0a3yeThCsl HA
nekuibkox (akropax. [lo-nepiie, moBa nporpamyBanns C#, sika BAKOPUCTOBY€ETHCA B
Unity, € cydyacHOI0 00'€KTHO-OPIEHTOBAHOK) MOBOIO 3 BUCOKMM PIBHEM THMI3aIlli, MO-
TY>KHUMH 3ac00aMU aCUHXPOHHOT'O MpOrpaMyBaHHsA (async/await) Ta BETUKOIO KUIb-
KicTio 616ioTek. Lle 103BossIE mUcaTH CTPYKTYPOBAHUM, MIITPUMYBAaHUMN Ta MacCIIITa-
OOBaHUI KOJI, [0 KPUTUYHO BAXKIIUBO JIJIs1 PO3POOKH IPOBOI JIOTIKK CEPEAHBOT CKIIaI-
HOCTI, SIKa BKJIIOYA€ MEPEKEBY B3aEMO/I110, 0OPOOKY BBENIEHHS, (D13UKY Ta CUCTEMY ITi-
noopy npenmetis. ITo-apyre, Unity 3a0e3nedye BUCOKY SAKICTh K aiisa 2D, Tak 1 1is
3D-rpadiku. Ockinbku po3poOIIOBaHMN MPOTOTUI HANEKWUTH O JKaHpy survival-
action 3 BUKOPHCTaHHSM TPHUBUMIPHOTO cepefoBuiia, Unity MponoHy€e THYUYKY CHC-
TeMy peHaepuHry udepe3 koneepu Built-in, URP (Universal Render Pipeline) a6o
HDRP (High Definition Render Pipeline). URP € ontumansuuM BUOOPOM ISl IBOTO
IIPOEKTY, OCKIIBKM BiH 3a0e3mnedye A00py MPOAYKTHBHICTH Ha HIUPOKOMY CIIEKTpI
MIPUCTPOIB Ta MIATPUMYE CydacHi BidyasibHi edektu. [lo-tpete, Unity miaTpumye npak-
THYHO Bcl cydacHi muarpopmu: Windows, macOS, Linux, Android, 10S, WebGL Ta
KoHcoJl. e no3Bossie B MailOyTHLOMY MOPTYBATH TPy Ha iHIII TiaTGopmu 6e3 Kap-
JTUHAJIBHOI 3MIHM KOJIOBOI 0a3u, 10 PO3IIUPIOE MOTEHIIINHY ayAUTOPII0 Ta MiABUIILYE
KOMEpLIHY IIHHICTH NpoayKTy. [lo-ueTBepre, nokymenTariiss Unity Ta po3mip CIijb-
HOTH € OJHUMHU 3 HaWKpallux y ranaysi. Benuuesna KuibKicTh OQIIHHUX TyTOpIajiB,

MpUKIaAiB, GopyMiB Ta BiJieoMaTepiaiiB I03BOJISE MIBUIKO 3HAXOAUTH PIICHHS IS
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TUIIOBUX MPOOJIEM, BKIIIOYAKOYN CIIeU(IuH1 TUTaHHSI MEPEXeBO1 cuHXpoHizaiii. Lle
3HAYHO CKOPOUYE Yac pO3pOOKH Ta HAJArOJKEHHS, III0 OCOOJIMBO BaXJIMBO B YMOBaX
BUKOHAHHS 0aKalaBpChbKOI pOOOTH 3 0OMEKEHUMH YaCOBUMHK pamkamu [11].

Oo6rpyntyBanHs Bubopy Photon Engine (PUN 2) sik MmepekeBoro pilieHHs Ta-
KOX 0a3yeTbcs Ha KUTbKOX KITouoBHX (pakTopax. [lo-nepmie, Photon PUN 2 npononye
0e3kommToBHUHN Tapud 3 ooMexxeHHAM 10 20 0THOYACHUX I'PABIIIB, IO € JOCTATHIM JIJIS
CTBOpPEHHS MPOTOTHUITY, TECTyBaHHS Ta HaBITh MOYATKOBOI MyOmikalii rpu. Bigcyt-
HICTh MOYaTKOBUX BUTPAT JO3BOJISIE 30CEPEIUTHCH HA po3po0iri 6e3 (hiHaHCOBOTO TH-
cky. [lo-npyre, Photon Hayiae roToBy XMapHy IHPPACTPYKTYPY 3 CEpBEPAMHU 10 BCHOMY
ceity (CLLIA, €Bpomna, A3zis). Lle aBToMaTH4YHO BHpIIITY€E MPOOIEMHU 3 HU3bKOIO 3aTpH-
Mkoro (ping), NAT traversal (mpoxoKeHHST 4epe3 MEepekeBl eKpaHH) Ta MaciiTady-
BaHHsIM. He moTpiOHO opeHayBaTn ad0 HaNAIITOBYBAaTH BJIAacHI CEpBEpH, 110 3HAYHO
CIIPOIILY€E apXiTEKTYyPy MPOEKTY Ta 3MEHIye yac po3pooku. [To-tpere, Photon PUN 2
Mae BUCOKMI piBeHb iHTerpailii 3 Unity. [HTerpaiiisi BUKOHYEThCS Yepe3 CTaHAapTHUN
naket 3 Asset Store, a API € iHTYiTUBHO 3p03yMUTUM Ta 100pe TOKyMeHTOBaHUM. [1o-
yeTBepTe, Photon PUN 2 minrpumye Bci ocHOBHI uiatdopmu, siki miarpumye Unity,
Birouaroun [1K, mob6ineH1 npuctpoi, WebGL Ta xoncom. Ile 3abe3neuye yHiBepca-
JBHICTB PIICHHS Ta MOXKITUBICTH MMOPTYBaHHS B MallOyTHROMY [12].

Taxkum unnom, noeguanus Unity 3D ta Photon Engine (PUN 2) € TexHiuHO
OOTpYHTOBAHHMM Ta MPAKTUYHO BUIPABIAHIUM BUOOPOM JIJIsI peatizallii MoCTaBIeHO1 3a-
nauvi. Unity HaJlae OTYKHE CEpEOBUILE JUIsl CTBOPEHHS 1TPOBOT JIOT1KH, rpadiku Ta
iHTepdeiicy, a Photon 3abe3neuye HaiiiHy, MPOCTY Y BAKOPUCTAHHI Ta MAaCcIITAOOBaHY
MEpEKEBY B3AEMOIIO.

[TocTanoBka 3a/1a4i po3poOKH OaraTOKOPUCTYBAIBKO1 TpH

Ha ocHOBI mpOBeI€HOT0 aHali3y IHCTPYMEHTIB, apXITEKTYp Ta MEPEKEBUX Pi-
IIeHb, a TAKOXK 3 ypaxyBaHHAM 00paHoro texHojoriyHoro cteky (Unity 3D ta Photon
Engine PUN 2), HeoOxinHO chopmystoBaTH KOHKPETHI 3aj1a4i, sIKi MalOTh OyTH BUPI-
[IeH1 B IPOLECI PO3POOKU MPOTOTUITY 0araTOKOPUCTYBAIIbKOI TPH.

MeTtoro po60oTH € CTBOpEHHS (PYHKITIOHATBHOTO MTPOTOTHUITY, SIKHI IEMOHCTPYE
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0a30B1 MexaHIKM 0araTOKOpUCTYBAIlbKOI B3a€EMO/IIi B peasibHOMY 4aci. BiinosiaHo 110
11i€1 METH, BU3HAYCHO HACTYTHI 3a7a4l pO3pOOKH:

1. Ilepmioro 3a7aueto € peasizailisi MEpPEKeBOro 3'€/IHAHHS Ta CUCTEMH KIMHAT.
Jlns pyHKIIOHYBaHHSI 0araTOKOPHUCTYBAIbKOI I'PH HEOOX1THO 3a0€3MEUUTH MOKIIH-
BICTb MIAKJIIOUEHHS KJII€HTIB 10 XMapHOTO cepBepa Photon, cTBOpeHHS HOBUX IrpOBUX
KIMHAT 3 YHIKaJIbHUMH Ha3BaMHU, PUETHAHHS J0 ICHYIOUMX KIMHAT, a TAKOK aBTOMa-
TAYHE TIPUETHAHHS IO BUTAAKOBOI JTIOCTYIMHOI KIMHATH.

2. Jlpyroro 3aauero € CTBOPSHHS Ta CHHXPOHI3allis TPaBI[iB y irPOBIii CIIEHI.
[Ticyst yenminHoro npueIHaHHs 10 KIMHATH HEOOX1THO CTBOPUTH 00'€KT rpaBIIsl B CIICHI
TUTSI KOKHOTO KJTI€HTA, IPHUOMY KOKCH TPaBellb TIOBUHEH 3'SBISITUCS y BU3HAYCHIN
spawn-touili (3aJIe)KHO BiJI HOTO MOPSAKOBOTO HOMepa B KiMHati)[26].

3. TpeTboto 3a7a4ero € peanizailisi kepyBaHHs rpaBiieM. KoxkeH rpaselb NoBu-
HEH MaTH MOXJIMBICTh KEPyBaTH CBOIM TIEPCOHAKEM: pyXaTHUCS BIIepes/Ha-
3a]1/BIPaBO/BIIIBO, CTPUOATH, a TAKOXK MOBEPTATU KaMEPY 3a JOTIOMOTOI0 MHUIIIL.

4. YeTBepToOI0 33J1a4€I0 € peai3alis cucteMu miaoopy npeameris. Ha irposii
CIIeH1 TOBUHHI OyTH pO3MIIIIECHI ClienialibHI 00'€KTH, SIK1 TpaBellb MOXe Miaidoparu, Ha-
OJIM3UBIIKCH A0 HUX Ta HATUCHYBIIIU BIJIMTOBIIHY KJIaBIITY.

5. I'sToro 3amaueto € po3podka 1HTEepdeiicy kopuctyBaya. HeoOxigHO CTBO-
putu Ul-eneMeHTH IJ1s TOJIOBHOTO MEHIO, a TaKOX I irpoBoro iHTepdeticy (HUD).

6. lllocroro 3amauero € peanizailis IrpoBOro TaiiMepa Ta 3aBeplieHHs rpu. ['pa
MMOBMHHA MaTU OOMexeHy TpuBaiicTh (Hanpukian, 120 cekynn). [licnsa 3aBepiieHHs
TaiiMepa rpa Ma€e 3yIMMHUTHUCS, a TpaBlll OTPUMATH BIAMOBIIHE CIIOBIIIEHHS.

7. CbOMOI0 3aJ1a4€I0 € B11I0OPAKEHHSI HIKHEHMIB I'PaBI[iB Ha/1 iXHIMHU MIEpPCOHA-
HKaMHU.

Takum urHOM, CpOpPMYJIbOBaH1 3a/1a4ul MOBHICTIO BIIMOBIAAIOTh MET1 pOOOTH —
CTBOPEHHIO (DYHKI[IOHAJIBHOT'O MPOTOTUITY 0araTOKOPUCTYBAIbKOI I'PH 3 0a30BUMHU Me-
XaHIkaMu. BupimeHHs 1ux 3a/1a4d 103BOJUTh OTPUMATH MPAIIOIOYNI ITPOBUI MPO-
TYKT, IKHH MOKe OyTH BUKOPUCTAHUH IS TIOTAJIBIIIOTO TECTYBaHHS, aHAJIi3y MPOIy-

KTHBHOCTI Ta SIK OCHOBA JJIsl pO3MIMpeHHs QyHKIIIOHATY B MailOyTHhOMY. [leTanbHe
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IIPOEKTYBAHHS Ta pealti3allisl X 3a7a4 Oy1yTh BUKIaaeH1 B Po3iii 2 nanoi poboTu.

1.6 BUCHOBKH /10 po3iiy

VY nepuiomy po3aun po6otu OysIo MPOBEICHO KOMIUIEKCHE JTOCTIKEHHS CY-
YaCHHUX 1HCTPYMEHTIB, apXITEKTYp Ta TEXHOJOTIN JUIsl pO3pOOKH OaraToOKOPUCTYBAallb-
KHX 1rop.

AHaJ3 IHCTPYMEHTIB MMOKa3aB, III0 CTBOPEHHS ITPOBOTO MPOAYKTY MOTpedye
BUKOPUCTAaHHA IIMPOKOTO CIEKTPY 3aco0IB: ITPOBHUX PYIIIiB, CEPEIOBUIL PO3POOKH,
rpadiyHUX peJaKTOPiB, CUCTEM KOHTPOJIIO BEpPCIi Ta MepeKeBuX pimeHb. HalOiabI
BAKJIMBUMH KAaTETOPIsIMU € ICPOB1 PYIIIi Ta MEPEKEB] PIILIEHHS, SIKI BU3HAYAlOTh Oa-
30BY apxiTekTypy npoekty. [lopiBHsuibHMI aHami3 irpoBux pymiiB (Unity, Unreal
Engine, Godot, GameMaker Studio) 3a kpuTepisiMu MOBH IIPOTpaMyBaHHsI, IKOCTI Ipa-
(1K1, TPOIYKTUBHOCTI, MATPUMKH IIATPOPM Ta JOKYMEHTalll 1mokaszas, mo Unity
IIPOIIOHY€E HaKpamuii 6alanc MK IIUMU MMapaMeTpaMu. AHalli3 apXiTeKTyp OaraTo-
KOPHUCTYBAIIbKUX 1FOp BU3HAYUB KJIIEHT-CEPBEPHY MOJIETb K HAWOUIbII HaAIMHY Ta
Oe3neuny. Bona 3a0e3neuye neHTpai30BaHUN KOHTPOJIb IrPOBOTO CTaHY Ta 3aXUCT BiJl
IaxXpaicTBa, 10 € KPUTUUHUM JIJIsl OHJIalH-1rop. Orisii MepexeBUX pillleHb J03BO-
nuB oopatu Photon PUN 2. Ile pimieHHs € eAMHUM, 1110 MOEHYE BUCOKY IHTETPALIIIO 3
Unity, rotoBy xmapHy 1H(pacTpyKTypy (BIICYTHICTh OTPEOH Y BIACHUX CEpBEpax)
Ta 0e3KomToBHMM Tapud 10 20 ogHOYaCHHUX TpaBiiB. Ha OCHOBI pOBEIEHOTO aHAI3Y
0OIpyHTOBAHO BUOIP TEXHOJOTTYHOTO CTEeKy: irpoBul pymii Unity 3D ta MepexeBuii
dpeitmBopk Photon Engine (PUN 2). Lleit cTek € onTUMalIbHUM JJ1sI CTBOPEHHSI TTPO-
TOTUIY 0araTOKOPUCTYBALbKOI Ipu B *aHpi survival-action. CpopMyiboBaHO CiM 3a-
na4 po3poOku. TakuM YMHOM, TEOPETUYHI JOCIIKEHHS MEPUIOr0 PO3ALUTY CTBOPHIIU
HEOOX1THEe MATPYHTS JAJI MPAKTHYHO1 pealtizallii IpoTOTHITY, sSika Oy1e MpecTaBiIcHa

B APYroMy pO3JuIl pOOOTH.
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PO3I1JI 2. MTIPOEKTYBAHHA TA PEAJIIBALIA ITPOTOTHUITY T'PA

2.1 BuzHa4eHHS KAHPY, IVIAT(HOPMH TA WiJIHOBOI Ay AUTOPII rpu

[Tepen mouaTkom Oe3mocepeHLO1 peaizallii MPorpaMHOro MPOAYKTY HE0OXi-
JTHO TPOBECTH aHaJli3 KJIIFOYOBHUX MapaMeTpiB MalOyTHBOI I'pH: ii )KaHPOBOI IIpUHAaJIe-
KHOCTI, I[ITbOBOT TIaT(GOPMH Ta OPTPETa MOTEHUIWHOTO KopucTyBaua. Lleit anami3
JTIO3BOJISIE OOTPYHTYBATH apXITEKTYPHI PIIIEHHs Ta BUSHAYUTH MPIOPUTETHI HAPSIMKH
PO3pPOOKHU.

JXanp rpu BU3HAYae ii OCHOBHI ITPOB1 MEXaHIKH, TEMII, aTMOC(epy Ta OUIKy-
BaHHs ayautopii [19]. [lns mporo npoexty 0ysi0 MPOBEACHO aHAI3 MOMYJISPHOCTI Pi3-
HUX JKaHpIB y Cy4YacHIH IrpoBId IHIYCTPIi 3 ypaXyBaHHSM CleLU(iKH 0araTOKOPUCTY-
BallbKO1 po3p0o0Ku. OCHOBHUMHU KPUTEPISIMU BUOOPY CTAJIM: TUHAMIYHICTh TeUMILICIO
(1110 1O3BOJIsIE€ yTPUMYBATH yBary IpaBIliB B OHJIAlH-CECIsX ), TOTEHIAI JJIsl Koorepa-
TUBHOT a00 KOHKYPEHTHOI B3a€MO/IIi, a TAKOX TEXHIYHA peasli30BaHICTh Y paMKax Oa-
KajaBpchKoi poOoTh. Ha ocHOBI 1TuX KpuTepiiB 00paHo xaHp survival-action (exiiH 3
eJeMEeHTaMH BIKUBaHH:). Lleil xaHp XapakTepu3yeTbcs HEOOXIAHICTIO TOCIIIKEHHS
ITPOBOTO MPOCTOPY, B3AEMOJIIEI0 3 00'€eKTaMu OTOYEHHS (mMiadip MpeaMeTiB, 3011b-
IICHHS PaxyHKy) Ta 0OMEeXEHHM IrPOBHM YacOM, II0 CTBOPIOE JOJATKOBY HAIPYTY.
OO6panuit xaHp 700pe CyMIIIA€ThCS 3 0AaraTOKOPUCTYBALBKUM PEXUMOM, OCKIIBKH
JT03BOJISIE TPABIISIM 3MaraTucs 3a HAMOUTbITY KUTbKICTh 310paHuX MpeaMeTiB ado Hail-
HIBUIIIE TIPOXOKeHHs [13].

[inpoBa rmuiargopma BU3HAYAE TEXHIUHI OOMEKEHHS Ta MOXKJIMBOCTI TpU: TIPO-
JTYKTUBHICTh, OpTaHU KEPYBaHHS, PO3/IIIIBHY 3aTHICTh €KPaHY, MEPEKEB1 MPOTOKOJIH.
OCHOBHUMU KaHIUJATaMU ISl pO3pOOKH OyJIH: MepCOHaIbHI KOMI'IOTEPH M1 YIIpaB-
miaasaM Windows, Mo61sbHI ipucTpoi (Android, 10S) Ta Be6-mmatdhopma WebGL. s
11bOTO MPoeKTy 00pano miathopmy Windows PC. 1leit Bubip o0ymMoBiIeHHUIT HacTy-
HUMU (haKTOpaMu: IPOCTOTA HAJIATOJKEHHSI MEPEXKEBOI B3a€MOI1i (MOKIIMBICT 3aITy-

CKy KUJIBKOX KJIIEHTIB Ha OJIHI{ MaIllMH1 JUJIsl TECTYBaHHs); OUTbII MOTYKHE arapaTHe
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3a0e3nedeHHs (J03BOJISIE 30CEPEANTHICH Ha Peati3allii JIOTIKH, a He Ha ONTUMI3aIlii 1JIs
CIIa0KUX TMPHUCTPOIB); 3pYUHICTh KepyBaHHS 3 BUKOPHUCTAHHSAM KJIaBlaTypu Ta MMII
(WASD nnst pyxy, mutia s orisiny, E 11st B3aeMoii), 1o € cTaHAapToOM IS KaHpy
action; a TakOX IIKMPOKa PO3MOBCIOKEHICTh TIAT(HOPMHU Cepel IIITbOBOT ay TUTOPIi.

[{i1b0BOIO ayIUTOPiEIO PO3POOTIOBAHOI I'pH € TpaBIll BikoM Bia 12 10 30 pokiB,
K1 IIKaBJIATHCS 0araTOKOpUCTYBAIlbKUMU IrpaMu Yy *aHpi action, MaloTh 0a30B1 Ha-
BUYKU KepyBaHHs B 3D-mpocTopi Ta HIyKalOTh IIBUIKI IrPOBi cecii TPUBAMICTIO 2-5
XBWJIMH (3 ypaxyBaHHSIM HajallToOBaHOro Taiimepa Ha 120 cexyHnn). ['pa opieHTOBaHa
SK Ha KOHKYPEHTHY B3a€MOJIII0 (3MaraHHs 3a HaHOUIBIIY KUIBKICTh OYOK), TaK 1 Ha
KOONIEPATUBHE MPOXOHKEHHS (CMUIbHUIA 301p MpeaMeTiB 0e3 MpsAMOi KOHKYPEHIT).
CorlanpHo-eMorpadiuauii MOPTPET BKIIIOYAE CTYJICHTIB Ta MOJIOANX (PaxiBIliB, AKi
MaroTh JOCTYI JI0 MEPCOHAIBHOIO KOMI'IOTEpa Ta CTAOUIBHOIO 1HTEPHET-3'€THAHHS
[14].

JlJi1 HAOYHOTO MpeICTaBICHHs (PYHKIIOHAIBHUX BUMOT JI0 CUCTEMH Ta B3ae-
MO/I11 KOpUCTYyBaya 3 HEl0 po3po0JIeHO AlarpaMy BapiaHTiB BAKOPUCTAHHS HA PUCYHKY
2.1. s giarpama BijoOpaxkae aktopa (IpaBIiis) Ta BCl OCHOBHI i1, SIK1 BIH MOKE BHKO-

HYBAaTU B M€Xax po3pOo0IIOBAHOIO MPOTPAMHOT0O MPOIAYKTY.

BaraTtokopucTyBaubka rpa

NigknioumTucs go Photon »— «extend» L
/ - A bz —>MpuenHaTMCA 10 BUNAAKOBOI KIMHATH
==

«extend»
i)
———

S
__{ KepyBsaTu nepcoHaxem «extend» B

MpueaHaTnca Ao KiMHaTKH
3anuuwnTK KimHaTy

/ MepernagarTv NOTOYHUIA paxyHOK T - —
CTBOPUTH KiMHAT!
/ > P Yy

> — s
Ipaseupb MNepernapatu Tanmep rpu —>{_Nigi6paTn npeamet

T O3uUpHY TUCA (MU LWa)
BaunTun HiIKHeNM MK iHWKX rpasuis

\ S

OTpuMaTK CNOBILLEHHA NPO 3aBepLUEHHS rpu

Pucynok 2.1 — J/liarpama BapiaHTIB BUKOPUCTAHHS IPU
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Sk BuHO 3 miarpamu, OCHOBHUH akTop «['paBernb» Mae JOCTYII 10 IBAHAIIATH
OCHOBHHX BapiaHTiB BUKOpucTaHHs. [Iporec migkmouerHs 10 Photon € 6a3oBumM, mi-
CJISl IKOTO MOKJIMBE CTBOPEHHSI HOBOT KIMHATH, IIPUETHAHHS JI0 ICHYIOUOi a00 TIpHE-
HaHHS 10 BUMAAKOBOI KIMHATH. BapiaHT BUKOPHUCTAaHHS «3aTUIIUTH KIMHATY» € JTOC-
TYITHUM TIICJIsl CTBOPEHHs 200 MpUEIHAHHSA 10 KIMHATH. be3nocepeanbo irpoBa Mexa-
HIKa BKJIIOYA€ KePYBaHHS IEPCOHAKEM 3 MOMKIIMBICTIO OTJISITY MUIIICIO Ta IiA00pY Tpe-
nmeTiB. [HpopmarriiiHi BapiaHTH BUKOPUCTaHHS 3a0€3MeYyIOTh 3BOPOTHUI 3B'SI30K 3

I'paBOCM.

2.2 IIpoeKTYBaHHS APXITEKTYPH KJIi€EHT-CEPBEPHOI B3aEMOil

ApXITEKTypa KIIEHT-CEPBEPHOI B3AEMO/IIi € KIIOYOBUM €JIEMEHTOM OYb-IKOi
OararokopucTyBalbKoi rpyu. BoHa Bu3Hauae, ik came BiJI0yBa€THCSI OOMIH JaHUMU MIXK
IPaBISIMHU, XTO BOJIOJIE aBTOPUTETHOIO KOIIEIO0 IFPOBOTO CBITY Ta SIK 0OpOOJISIIOTHCA
KPUTHYHI TIOAI1. Y 1bOMY MIIPO3/LIT PO3TISIAETHCS MPOEKTYBAHHS apXITEKTypH Ha
0CHOB1 oOpaHoro TexHosorigHoro cteky (Unity 3D + Photon PUN 2) ta peanizoBaHoro
koay. Po3poOmntoBaHa rpa BUKOPHCTOBYE KIIEHT-CEPBEPHY APXITEKTYPY 3 XMapHUM
cepBepoM Photon. V¥ 1iif Mmozeni BCl KieHTH (TPpaBili) MiAKIIOYAOTHCS 10 LIEHTPATb-
HOTO cepBepa, KU BUCTYMNAE €IUHUM JDKEpeIoM ICTHHHU. KIieHTH HaJCUIaroTh Ha
cepBep CBOi il (KoMaHIu pyXy, MiAOIp IPEeAMETIB), a cepBep Micis ix Baidigalii po3-
CUJIa€ OHOBJICHUM CTaH YCIM y4acHHUKaM cecii. Taka apxiTektypa 3abe3nedye BUCOKUN
piBEHb CHHXPOHI3allli Ta 3aXUCTY BIJ IIaXpaiicTBa, OCKIJIbKU KIIEHTH HE MOXYTh 0€3-
NOCEepeIHbO 3MIHIOBATH CcTaH rpu. KilieHTCchKa 4acTHHA peasli3oBaHa y BUIIISIAL 3aCTO-
cyHKy Ha Unity, sIKuii BUKOHY€ HacTymHi (yHKIII: BiJoOpakeHHs rpadiku Ta iHTEp-
deiicy, 00poOKka BBEJIEHHS KOPUCTYBaya, JIOKJIbHE niepea0aueHHs pyxy (11 TIaBHO-
CT1), @ TAKOXK OTPUMAaHHS Ta BiIOOpa)KEHHS JaHWX BiJ] cepBepa.

Jlns Bi3yamizalii CTpPyKTYpHHUX KOMIIOHEHTIB CUCTEMH Ta 3B'A3KIB MK HUMH
po3pobuieHo aiarpamy kiaciB (Class Diagram). [{s miarpama Ha pucyHky 2.2

BiJI0Opakae BC1 OCHOBHI KJIaCH MIPOEKTY, TXHI MO, METOIU Ta BIJTHOIICHHS MIiX
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c00010.

@ MetworkManager

-GameObject mainMenuPanel
-Game0bject lobbyPanel
-InputField roomNamelnput
-InputField playerNamelnput
-Text statusText

-Transform roomListContent
-GameObject roomListitemPrefab
-string gameScenaName

+wvoid Start()
+void OnConnectedToMaster()

+woikd OnjoinedLobby()

+wolkd OnRoomListUpdate{List<Roominfo=)
+void OnjoinedRoom( )

+void OnPlayerEnteredRoom(Player)

+wolkd OnDisconnected(DisconnectCause)
+wokd OnCreateRoom()

+void OnjoinRandomBoomi)

-void JeinRaom{string)
-vold LoadGame()
-void ApplyNickname()
-void SetStatus(string)

@ MonoBehaviourPunCallbacks

(©) GameManager

-Transform[] spawnPoints
-Game0bject playerPrefab
-float gameDuration

float _timeLeft

-boodl _gameOver

/ OHOBNKDE

\ -GameManager _gm

+woid Start()

+void Update()

-vald SpawnLocalPlayer()

+void OnPlayerLaftRoom(Player)
+void OnLeftRoom()

+void RPC_GameQver()

+float GetTimeLeft()

+bool IsGameQver()

+void LeaveGamel()

CTROPKIE

A J
@ PlayerController

-float moveSpeed

-float jumpForce

float gravity

-float mouseSensitivity
-Transform cameraHolder
-float pickupRange
-LayerMask itemlLayer
-CharacterController _ec
Wectord _velocity

float _xRotation
-Camera _cam

-PlayerUl _ui

-int _score

+woid Awake()

+void Start()

+void Update()

-woid HandleM avement()
-woid HandleLook ()

-woid HandlePickup( )

¥
© Playerln

-Text scoreText

-Text timerText

-Text hintText

-Text playerMame Text

+void Start()
+woikd Update()
+void UpdateScore({int)

© Collectiblelitern

(€ ntemSpawner

-GameObject itemPrefab
-Transform[] spawnPositions
-int maxitems

-float respawnDelay

-int _currentitems

+waoid Start()
-void SpawnAll()
-void Spawnitem{int)

-int points

-float rotateSpeed
-float bobAmplitude
-float bobSpeed
-Vectord _startPos

(€ PlayerNameTag

+wold OnitemPickedUpiint)

-Text nameText |
-Transfarm _cam |

+void Start()
+void Update()

+void Start() /
+void LateUpdate()

Pucynok 2.2 — Jliarpama kjaciB cucteMu

SIK BUJTHO 3 JlarpamMu, CUCTeMa CKJIAJJa€ThCsl 3 CEMU OCHOBHMX KJIACiB, KOXKEH
3 SIKMUX Ma€ YITKO BU3HayeHy 30HY BianosiganbHOcTi. Kiacu NetworkManager Ta

GameManager ycnankoBytoThes Bim MonoBehaviourPunCallbacks, mo mo3Bosise im
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orpumyBaru callback-monii Bix Photon (miaknrouenHs, BXiJ y KIMHATY, BUX1J TpaBLs
tomo). Kmacu PlayerController, PlayerUI, Collectibleltem, PlayerNameTag Ta
ItemSpawner ycmankoBytoThes Biu MonoBehaviourPun, mo namae iMm goctym 1o me-
pexxeBux kKoMmroHeHTiB (photonView, photonView.IsMine). 3B'ss3ku Mix Ki1acamu Bi-
noOpaxatoTh 3anexxkHocti: GameManager ctBoproe PlayerController uepe3
PhotonNetwork.Instantiate, PlayerController onosmtoe PlayerUI mpu migdopi npen-
meta Ta B3aemojie 3 Collectibleltem, a ItemSpawner BiAmoBinae 3a CTBOPEHHS
Collectibleltem Ha ciieni.

Jlnis Bizyanizalii IMHaMIKH MEpekeBO1 B3aeMO/I1i Ha 2.3 po3po0iieHo aiarpamy
nocaigoBHOCTI (Sequence Diagram), sika BimoOpaxkae MpoIecC MiAKIIOUEHHS HOBOTO

IpaBIls JI0 ITPOBOI ceclii.

Ipaseus NetworkManager Photon Server GameManager PlayerController

HaTuckaums kHonku "I paTi”,

ApplyNickname()

PhotonNetwork.ConnectUsingSettings()
L

le OnConnectedToMaster()

Phaton Network JoinLobby()

| OnjoinedLooby()

PhotonNetwork JoinOrCreateRoom{"testRoom"}

alt KimnaTa icuye]
OnjoinedRoom()
[Kimnara e icuyel
CTBOPEHHA HOBOT KiMHATK
€
Onjoined Room()

| On

3apanTamenHa GameScene

€

GameManager Start() (Ha scix knienTax)

SpawnlLocalPlayer()
PhotonNetwork. Instantiate{"Player")
CTeopeHHA 06'EKTa rpaBUs Ha BCIX KAIEHTaX
Start() (nepesipka photonView.IsMine)
alt__J | [Le noxanuumni rpaseus]
BroveHHA KepyBaHHA
HanalwTyBaHHA KaMepn
Tile ninnancnmi rpaneus]
BUMKHEHHS KEpYBaHHA
e lpaseup Iamuacay cueHl || e senneereeeeen p
rpd‘BELLb NetworkManager Photon Server GameManager PlayerController

Pucynox 2.3 — Jliarpama mociiOBHOCTI IMAKITFOYSHHS TPaBIIs

Jiarpama UTIOCTpY€ MOBHUM LMKII MIAKIIOYEHHS rpaBus. [Iporec mounHaeThes
3 HaTHCKaHHA KHOTKU «['patm» B iHTEepdeiici, micus goro NetworkManager BcTaHOB-

JI0€ 1M'S TpaBI Ta 1HIMIIOE TiakiIro4YeHHs a0 Photon cepepa. Ilicis ycmintHoro
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HAKIIOYEHHS Ta BXOAY B J1001 BiIOYBA€ETHCSI CTBOPEHHS 200 MPUETHAHHS 10 KIMHATH.
Komu rpasens onmusieTbest B kiMHaTi, GameManager 3aBaHTaXXy€e irpoBYy CIIEHY Ta
cTBOpIo€e 00'ekT rpabis uepe3 PhotonNetwork.Instantiate. Ha erami ctBopeHHs rpaBLs
BimOyBaeThcs mepeBipka photonView.IsMine: s 10KaabHOTO TPaBLs aKTUBYETHCS
KEepYBaHHsI Ta HAAITOBYETHCS KaMepa, JJIs BiJaIeHUX IPaBIliB KEPYBaHHS BUMUKA-

eThes. Llel miaxin 3abe3neuye KOpEeKTHY poOOTYy MEpEeKeBOi B3aEMO/I.

2.3 Peasizanist 60a30B0i Jioriku rpu 3acobamu C#

bazoga norika rpu peanizoBana Mmoot C# B cepegosuii Unity. Y npomy mij-
O3 PO3TISAAAIOTHCS KIIFOUOBI KOMIIOHEHTH, 1110 3a0€3Me4yl0Th (DYHKIIIOHYBaHHS
rpaBlisi, MOro B3a€EMO/III0 3 OTOUECHHSIM Ta 00poOKy irpoBux nojiid. KoxkeHn kiac mae
YITKO BU3HAYEHY 30HY BiJIIIOBIAJIBHOCTI, 1110 BIAMOBIAA€ MPUHIIMIIAM 00'€KTHO-Opi€-
HTOBaHOTO IIporpamyBaHHs [28].

Kontponep rpasus (PlayerController). Kiac PlayerController € nienTpaisaum
KOMITOHEHTOM, 1110 BI/IMOBI/Ia€ 3a KEPyBaHHS MEPCOHAXEM, 00OpOOKY BBEJICHHS 3 KJa-
BIATYpU Ta MUII, a TaKOX B3a€EMOJII0 3 NpeaMeTamMu. BiH ycnagkoBYEThCS Bijl
MonoBehaviourPun, 110 Hagae qoctyn 10 MmepekeBux (ynkiiii Photon [14].

Kiac MicTUTh HACTYITHI KITIOYOBI MOJIS JIJIsl HAJIAIITYBaHHS MMapaMeTpiB pyxy,
Kamepu Ta miadopy mpeaMeTIB:

public float moveSpeed = 5f;

public float jumpForce = 5f;

public float gravity = -9.81f;

[Header("Kamepa")]

public float mouseSensitivity = 2f;

public Transform cameraHolder;

[Header("ITinGip mpeametin")]

public float pickupRange = 2.5f;

public LayerMask itemLayer;

ApK.
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Merton Start BUKOHYE iHiIiai3a11i10, EPEBIPAIOYN YU € TIOTOYHUHN IPaBellb JIO-
KaJbHUM. SIK110 rpaBers € BigganenuM (photonView.IsMine == false), kepyBaHHS He

AKTUBYE€TBHCA:

void Start()

{
if (!photonView.IsMine) return;
_cam = Camera.main;
if (_cam !'=null && cameraHolder != null)

_cam.transform.SetParent(cameraHolder);

Cursor.lockState = CursorLockMode.Locked,;
Cursor.visible = false;

}

Meton HandleMovement peanizye pyx nepcoHaxa 3 BukopuctanusMm CharacterController,
00poOKy cTprOKa Ta 3aCTOCYBaHHSI TPaBiTAIIii:

void HandleMovement()

{
bool grounded = _cc.isGrounded;
if (grounded && _velocity.y < 0) _velocity.y = -2f;
float h = Input.GetAxis("Horizontal");
float v = Input.GetAxis("Vertical");
Vector3 move = transform.right * h + transform.forward * v;
_cc.Move(move * moveSpeed * Time.deltaTime);
if (Input.GetButtonDown("Jump") && grounded)

_velocity.y = Mathf.Sqgrt(jumpForce * -2f * gravity);

_velocity.y += gravity * Time.deltaTime;
_cc.Move(_velocity * Time.deltaTime);

¥

Merton HandleLook 3abe3neuye moBOpOT KaMepu MHUIIECIO MO TOPU3OHTAI
(oOepTaHHs nepcoHaXka) Ta BepTUKaIl (00epTaHHS KaMepH 3 OOMEKEHHAM KyTa), 1110

€ CTaHJIapTHUM JJIs )KaHpy action:
void HandleLook()
{
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float mx = Input.GetAxis("Mouse X") * mouseSensitivity;
float my = Input.GetAxis("Mouse Y") * mouseSensitivity;
_XRotation -= my;

_XRotation = Mathf.Clamp(_xRotation, -80f, 80f);

if (cameraHolder != null)
cameraHolder.localRotation = Quaternion.Euler(_xRotation, Of, 0f);

transform.Rotate(Vector3.up * mx);

¥

Merton HandlePickup BiamoBigae 3a miabip nmpeameti. Bin Bukonye Raycast
BIJl KaMepH BIiepe Ta MpH BUsiBIEHH] 00'ekTa 3 komnoHneHToM Collectibleltem onoB-
JIIO€ PaxXyHOK Ta 3HMIIYE MPEAMET Yepe3 MEPExKY:

void HandlePickup()

{
if (lInput.GetKeyDown(KeyCode.E)) return;

Ray ray = new Ray(cameraHolder.position, cameraHolder.forward);
if (Physics.Raycast(ray, out RaycastHit hit, pickupRange, itemLayer))
{

var item = hit.collider.GetComponent<Collectibleltem>();
if (item !'=null)
{

_score += item.points;

_ui?.UpdateScore(_score);

PhotonNetwork.Destroy(hit.collider.gameObject);

}
Kiac npeamerta giist migoopy (Collectibleltem). Knac Collectibleltem Biamosi-

Jla€ 3a Bi3yasJbHY MOBEAIHKY MPEAMETIB, AKi MOKHA MiiopaTu. Bin 3abe3neuye obep-
TaHHA MIPeJMETa HaBKOJIO BEPTUKAIBHOI OC1 Ta IJIaBHE 3aBUCAHHS (€PEKT «Iapsauoro»
npeaMera), o poouts foro noMitHimmM A rpasis [30]. Kimac MicTuTh HacTymHMIA

KO:
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public class Collectibleltem : MonoBehaviourPun
{

[Header("ITapamerpu")]

public int points = 10;

public float rotateSpeed = 90f;

public float bobAmplitude = 0.2f;

public float bobSpeed = 1.5f;

Vector3 _startPos;
void Start()
{

_startPos = transform.position;

}
void Update()

{

transform.Rotate(VVector3.up, rotateSpeed * Time.deltaTime, Space.World);
float newY = _startPos.y + Mathf.Sin(Time.time * bobSpeed) * bobAmplitude;

transform.position = new Vector3(transform.position.x, newY, transform.position.z);

ky

Meunemxep rpu (GameManager). Kinac GameManager KoopAuHy€ 3arajibHUN

ITPOBUIA MIPOIIEC: CIIABH TPABIIIB, YIIPABJIiHHS TaltMepoM Ta 00pOOKY 3aBEPIICHHS TPH.

Bin ycnaakoByetbest Bimt MonoBehaviourPunCallbacks ayist orpuManns mepekeBux

noniii. Ilons kiacy BU3HA4YarOTh TOUKH MOSIBU TPaBIIiB, Tpedad rpaBls Ta TPUBAIICTD

Ipu:

public Transform[] spawnPoints;
public GameObject playerPrefab;
[Header("T'pa")]

public float gameDuration = 120f;
float _timelLeft;

bool _gameOver,;
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Meton SpawnLocalPlayer Bu3Hayae Touky mosiBU Ha OCHOBI HOMEpa IpaBIisl B
KiMHaTI Ta cTBOpIoe 00'ekT rpaBild yepe3 PhotonNetwork.Instantiate. [Ticis ctBopenHs

kamepa npuennyethes 1o CameraHolder ctBopeHoro rpaBus:

void SpawnLocalPlayer()

{
int idx = PhotonNetwork.LocalPlayer.ActorNumber % spawnPoints.Length;

Transform sp = spawnPoints[idx];
GameObject player = PhotonNetwork.Instantiate(

playerPrefab.name, sp.position, sp.rotation);

var cam = Camera.main;
if (cam !=null)

{

var holder = player.transform.Find("CameraHolder");
if (holder = null)
cam.transform.SetParent(holder);

}

Meron Update peanizye noriky Taitmepa. BaxkiauBo, 1110 OHOBJIGHHS 4acy BHU-
KoHyeThes uiie Ha Master Client (rocriogapi KiMHATH), 1110 3ano0irae KOHGIIKTaM
IIPU OJTHOYACHOMY OHOBJIEHHI TaiiMepa KiJIbKOMa KIII€HTaMU:

void Update()

{
iIf (_gameOver || 'PhotonNetwork.IsMasterClient) return;
_timeLeft -= Time.deltaTime;
if (_timeLeft <=0)
{
_timeLeft =0;
photonView.RPC(nameof(RPC_GameOQver), RpcTarget.All);
¥
by
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Meton RPC_GameOver noznauenuit arpudytom PunRPC, mo no3Bossie Bu-
KJIMKaTH MOTO Ha BCIX KJIIEHTax onHOYAacHO. e 3a0e3medye CHHXpOHI30BaHE 3aBep-

LWICHHS TPU:
void RPC_GameOver()
{

_gameOver = true;

Debug.Log("T'pa 3aBepmiena! Yac Buiimios.");

A otrxe, peanizoBana Ha C# 0a30Ba Jorika rpH JEMOHCTPYE HACTYITHI KIIOYOB1
aCIEeKTH: PO3MEXKYBaHHS JIOKAJIbHOIO Ta BIJAAJEHUX TpaBLIB 4Yepe3 MEPEBIPKY
photonView.IsMine; Bukopuctanusi CharacterController aiga ¢i3nyHOo KOpeKTHOro
pYXy 3 ypaxyBaHHSM IpaBiTallii; 3acTocyBaHHs Raycast 11 TouHOI B3aeEMO/IIi 3 mpe-
MeTaMu; [EHTpali30BaHe YIpaBiHHs IrpoBUM Yacom Jjuiie Ha Master Client; cunx-

POHI3aIi0 BaXXJIMBUX Mo yepe3 RPC-sukiunku [15].

2.4 Interpauist Photon Engine y Unity-npoexr

Jliist 3a0e3nedeHHss 6araToOKOPHUCTYBAIbKOT B3a€EMOJIIi B PO3pOOIIOBaHIN Tpi
OyJ10 BUKOHAHO iHTerpauito MepexeBoro (pperimBopky Photon PUN 2 (Photon Unity
Networking) y npoext Unity. [Iporiec iHTerpariii BKJIroyae HaCTyIHI €Tamu.

[Tepmmm etaniom € BcranoBneHHs1 Photon PUN 2 uepes Asset Store Unity. ITi-
CJI IMIIOPTY TIaKETy B MPOEKT aBTOMATUYHO CTBOPIOETHCS marka Photon 3 ycima He-
OOX1THUMU cKpurnTamu, npedadamu Ta pecypcamu. Baxxinporo ckiiaoBoro € daiti Ha-
namtyBanb PhotonServerSettings, sxuii 30epirae KoHdpirypauito niakiaoueHHs. Jpy-
MM  €TalloM € peecTpalliss 3acToCyHKy Ha mnoprtaini  Photon  Engine
(dashboard.photonengine.com). [licnst ctBopenHst HoBoro 3actocyHKy Ty PUN re-
HEepyeTbes YHIKanbHUM 11eHTu(dikaTop App ID, sikuil He0OX1THO CKOMIIOBATH, SIK TO-

kazaHo Ha pucyHky 2.4. Y npoekti Unity et App ID BcraBmsierbest y Bikai PUN
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Wizard, mo aBromarnuno HanamroBye PhotonServerSettings [16].

U /:g phOton Dashboard

YOUR APPS

3% Realtime 20 CcU
DiplomGame

ANALYZE MANAGE -/+ CCU

Pucynok 2.4 Orpumanns App ID micias peectpariii Ha caifTi, o 3a0e3myqye

inTerpainito Photon Engine y Unity

TpetiM eranoM € peanizaiiisi MmepexeBoi Joriku yepe3 API Photon. KirouoBsi
BUKJIMKHU BKIIFOUAIOTh:

- PhotonNetwork.ConnectUsingSettings() — imimiamizamis MmaKIIOYEHHS 10
xMapHoro cepsepa Photon 3 Bukopucranusm HanamTyBadb 3 PhotonServerSettings;

- PhotonNetwork.JoinOrCreateRoom() — cTBopeHHs1 HOBOT KIMHATH a00 MPHE-
JTHAHHS 10 ICHYIOYOi,

- PhotonNetwork.Instantiate() — ctBopeHHs MepexeBOro 00'ekTa (HampuKIa,
rpaBlisi) Ha BCIX KJII€HTaX OJIHOYACHO;

- PhotonNetwork.Destroy() — cuaxponizoBaHe 3HUIIEHHS 00'€KTa Ha BCIX KITi-
€HTaX.

UeTBepTHUM €TarioM € BUKOPUCTAHHS KOMIIOHEHTIB Photon fjisi cuHXpoHizaiii.
Kowmmonent PhotonView nomaetscst 10 KOXHOTO 00'€KTa, KU TOTpedy€e MepekeBoOi
cuaxpoHizaiii [17]. Bin nmpucBoroe 00'exTy yHikanbHUH ineHTUdiKaTop View ID.
Kommnonent PhotonTransformView aBToMaTiuyHO CMHXpPOHI3Y€ MO3UIIII0, 00epTaHHS

Ta MacmTad o0'ekTa MK KimieHTamu. [I'sTuMm eramom e peamizarisa callback-meromis
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s o0poOku  MmepexkeBux — moaid.  Krmacw, 1m0  ycmagkoBYHOThCS — Bij
MonoBehaviourPunCallbacks, MOXYTh nepeBU3HAYATH Taki METOIH:
OnConnectedToMaster (BUKIMKA€TbCA MICIS YCHIIIHOTO MIAKIIOYEHHS A0 CEpPBEpPA),
OnJoinedLobby (micns Bxomy B 06i1), OnJoinedRoom (micnms BXomy B KiMHATY),
OnPlayerEnteredRoom (ripu mosiBi HoBoro rpasiisi), OnPlayerLeftRoom (nmpu Buxomi
rpasiis), OnDisconnected (npu BTpati 3'eqnanHs). llocTrm eTanom € HanamTyBaHHS
aBTOMATUYHOI CHUHXpOHI3arii CIIEH. BcranoBnenus BJIACTHUBOCTI
PhotonNetwork.AutomaticallySyncScene = true no3Bosnsie Master Client 3aBaHTaxy-
BaTH HOBY CIEHYy JUIS BCIX MMIKIOYEHWX TPaBIiB  Yepe3  BUKIHUK
PhotonNetwork.LoadLevel().  Interpamis  Photon  peamizoBana B  Kiaci
NetworkManager, sikuii ycnankoByetbes Bin MonoBehaviourPunCallbacks Ta Buko-
puctoBye Bci mnepenidueHi callback-merogun. Kmac GameManager BUKOpHCTOBYE
PhotonNetwork.Instantiate 1uist ctBopenHs rpaBiiB Ta RPC-BukiIuku st CHHXpOHi3a-
mii  3aBepmienHs rpu. Kimac  PlayerController BuKOpHCTOBYE — MeEpeBIpKY
photonView.IsMine mist po3MexyBaHHS JIOKAIBHOTO Ta Bi/IJTAJICHUX TPaBIIiB.

Pucynok 2.5 noka3ye momeHT inTerparii Photon PUN2 y mpoexT.

PUN Wizard I AX i@ Insp a i

N 2 - FREE' Manifest

Edit | View in Package Manage|

e
A .‘J& m——] Information

PUN 2 - FREE [Tl e
131
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Package Size S
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Taxum unHOM, iHTerparis Photon Engine no3Bomiuia cTBOpUTH MOBHOLIIHHUN

0araTOKOpPUCTYBAaLbKHI POEKT 0€3 HEOOX1THOCTI HAMMMCAHHSA HU3bKOPIBHEBOTO MEpPE-

YKEBOT'0 KOJTy, 110 3HAYHO MPUCKOPUIIO pO3POOKY MPOTOTHUITY.

2.5 Po3po0Oka inTepgeiicy kopuctyBada rpu

[arepodeiic kopuctyBaua (Ul) 3abe3neuye B3aeMoit0 IpaBls 3 TPOIO Ta BiJ0-

OpakeHHsI KJII0UOBO1 1rpoBoi iHpopmarii. Y po3podierHomy nporotuni Ul noaineno

Ha JIBl OCHOBHI YaCTHHH: TOJIOBHE MEHIO (3 MiJICUCTEMOIO JI001) Ta irpoBuit iHTepdeiic

(HUD).

['onoBHe MeHIO peanizoBaHe B kiaci NetworkManager Ta MiCTUTh HaCTyIHI

€JIEMEHTH: TI0JIe 1JIs1 BBEJEHHs 1MeHl1 rpaBis (playerNamelnput), mone asis BBeaeHHs

Ha3BU KiMHaTH (roomNamelnput), kHonku jyist ctBopeHHs kKiMHaTH (OnCreateRoom)

Ta MpUeIHAHHS 10 BUNaaAkoBoi kiMHaTH (OnJoinRandomRoom), a Takox TekcToBe

noJie Jyisi BimoOpakeHHs ctatycy 3'eqHanHs (statusText). [Ticis Bxoay B 1001 BijgoOpa-

JKAETHCS CIIMCOK JOCTYMHUX KIMHAT, SIKUM JTUHAMIYHO OHOBIIOEThCS depe3 callback-

meroa OnRoomListUpdate. IrpoBuii inTepdeiic peanizoBanuii y knaci PlayerUI, skuii

NPUKPITUIEHU# 10 Toro x 00'ekTta, 1m0 i PlayerController [34]. Jlis BinnaneHux rpas-

i Canvas BUMHKA€EThCS, OO YHUKHYTH BiJIOOpaKEHHS 9y>KOro iHTepdency.

Knac PlayerUI mictuth HacTynHi eneMeHTu: scoreText (BigoOpaxkeHHs MOToY-

HOTO paxyHKYy rpaBiisi), timerText (BimoOpaxeHHs dacy, mo 3anumuscs), hintText (mi-

JKa3Kd 3 ynpabiiHHA) Ta playerNameText (BigoOpakeHHsI HIKHEMMY BJIacHOTO rpa-

BIIs). Meton UpdateScore oHOBITIOE TEKCT paxyHKy, a MmeTo1 Update mmokaapoBo oHO-

BIIIOE TailMep, OTpuMyrouH 3HaueHHs 3 GameManager.

void Update()
{

if (!photonView.IsMine || _gm == null) return;

if (timerText !=null)

{
float t = _gm.GetTimeLeft();
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int min = Mathf.FloorTolnt(t / 60);
int sec = Mathf.FloorTolnt(t % 60);
timerText.text = §"Hac: {min:00}:{sec:00}";

ks

public void UpdateScore(int score)

{

if (scoreText != null)

scoreText.text = $"Oukwu: {score}";

}

Jlist igenTHdiKaiii rpaBiiB y 6araToKOPUCTYBAIIbKOMY PEKHMMI peajii3oBaHO
kiac PlayerNameTag, sikuii BimoOpaxae TEKCTOBUM HAMKMC HAJ[ TOJOBOIO MEPCOHAXKA.
TekcrtoBuii enemeHnT BukoHaHuit sik World Space Canvas, 1m0 103Bos1si€ oMy po3Ta-
IoByBaTHCs B TpuBUMIipHOMY mpocTopi. Meton LateUpdate 3abe3neuye Billboard
eeKT — HaMKC 3aBXI1 MOBEPHYTHH 10 KaMepH TrpaBiis. [[1s BIacHOTO TpaBIlsd HAIKC
npuxoBaHuii (gameObject.SetActive(false)), o6 He 3axaparniyBatu ekpan [18].

void Start()
{

_cam = Camera.main?.transform;
if (nameText !=null)

nameText.text = photonView.Owner?.NickName ?? "???";
if (photonView.IsMine)

gameObject.SetActive(false);

}
void LateUpdate()

{
if (_cam !=null)
transform.LookAt(transform.position + _cam.forward);

¥

Y TOMOBHOMY MEHIO KHONKH TIPHWB'S3aHl 0 BIAMOBIIHUX METOMIIB
NetworkManager: OnCreateRoom (ctBopenHsi kimMHaTu) Ta OnJoinRandomRoom

(mpuenHaHHSA [0 BUIIAJKOBOI KIMHATH). Y IirpoBoMmy iHTepdeiici mnepeadayeHa
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MO>KJIMBICTh 3aJIMINIEHHST KiMHaTH 4depe3 meton LeaveGame kiacy GameManager,
skuii Bukimkae PhotonNetwork.LeaveRoom(). Takum dmHOM, po3poOieHHi iHTEp-
delic kopuctyBaya 3a0e3neuye Bcl HEOOX1IHI (QYHKIIT AJs YIOPaBIiHHS MEpPEKEBUM
3'€THAHHSIM Ta BiT0Opa)keHHs IrpoBoi iHPOpMaIlii, € IHTYITHBHO 3pO3YMIJIUM Ta ajar-
TOBAaHUM JI0 0araTOKOPUCTYBAIbKOTO pexumy. [Ipukiian MeHIo Moka3zaHo Ha PUCYHKY

2.6.

PucyHnok 2.6 — CKpIHIIOT MEHIO

2.6 Onuc CTpYKTYpH NPOrpaMu Ta AJITOPUTMIB 1 (PYHKIIOHYBAHHA

Sk mokaszaHo Ha pUCYHKY 2.7 porpamMa CKJIaJaeThCs 3 CEMH OCHOBHUX KJIACIB,
KOKEH 3 SIKUX BHKOHY€E YiTKO BH3HadeHy ¢yHKIlito. NetworkManager BiamoBinae 3a
MIKII0OUEHHS 10 cepBepa Photon, ynpasmiaas 1061 Ta kiMHaTamu. GameManager ko-
OpJIMHY€ ITPOBHM TMpollec: CHaBH TpaBIliB, TaliMep Ta 3aBEPIICHHS TPHU.
PlayerController pearnizye kepyBaHHSI mepcoHaxeM (pyx, CTPUOOK, TOBOPOT KaMEpH )
ta madip mpeametiB. PlayerUI BimoOpakae irpoBy iHdopmaiiiro (paxyHOK, Taimep,
nigkasku). Collectibleltem 3abe3neuye BizyanabHy MOBEAIHKY MpeaAMETIB (0OepTaHHs,
3aBucanHs). PlayerNameTag BimoOpaxae HIKHEHMH TpaBLiB HaJ iXHIMH NEpCOHa-

Kamu. [temSpawner BiIoBiIa€ 3a CTBOPEHHS MTPEIMETIB Ha CIICHI.
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Pucynok 2.7 — CKpiHIIOT cTpyKTypH daitniB npoekty B Unity Editor

Hwxye HaBeneHo aiarpaMu aKTUBHOCTI, SIKI UTFOCTPYIOTh aJITOPUTMH (YHKITI-
OHYBaHHSI KJIFOYOBUX KOMITOHEHTIB CUCTEMH.

1. Anroput™m po6otu NetworkManager. /liarpaMa akTHBHOCTI Ha PUCYHKY 2.8
s kiacy NetworkManager BioOpaskae OCIIIOBHICTD JTiH Bijl 3aITyCKy MPOTpaMu J10

BXOJly TPaBLisl B IrpOBY KIMHATY.

_?

e "
| 3anyek nporpamu |
\ g

—

i ™y
| PhotonNetwork.ConnectUsingSettings() |

¢ =,

|: OuikyeaHHA OnConnectedToMaster() '|
| /

v

e ™
|‘ PhotonNetwork.joinLobby() J|

v

./ N
|‘ OuikysaHHa OnjoinedLobby() .|

v

e \

| BimoBpaeHHs ronosHOro MeHk |

‘.. _.fI
|

¥

KopucTyBad HaTUCKae "CTEOPUTH KiMHaTy">—)<KDpuchat| HaTuckae "MpUeOHaTUCA 00 BUNagkosa

i‘raK l‘raK
. . -

y \ r ", i _ Y
| PhotonMetwork.CreateRoom(roomMName) | | PhotonMetwork.JoinRandomRoom() | | OuikysaHHA Qi KopUETYBaYa |

e Y
| OdikyBanHa OnjoinedRoom() |

v

|' 3asaHTaxeHHA GameScene vyepes PhotonNetwork. LoadLevel() |

v

| 3anyck GameManager.Start() |

o

Pucynok 2.8 — [liarpama aktuBHOCTI NetworkManager

Hi

Y
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2. Anroputm pob6otu GameManager. Jliarpama akTUBHOCTI Al METOIY
SpawnLocalPlayer knmacy GameManager BimoOpakae mpoiiec CTBOPEHHS TPABIS B iT-

POBIH CIICH1 Ha PUCYHKY 2.9.

?

OTpumMmaHHA ActorMumber MbKanLHOM D FpaBus

v

OBYMCNEHHA IHABKCY Spawn-To4kK: dx = ActorMumber % spawnPoints.Length |

v

OTpUMAaHHA SPAWN-TOYKIKA 33 IHAEKCOM

v

PhotonMetwork. Instanti ate{ playerPrefab.name, spawnPoint. position, spawnPoint.rotation)

v

DI[.'II."IMHHHH NoCANdGHHA Ha CTEOPEHOND rpaBUA

v

[ Mowyx CameraHolder v cTeopexsoMy rpasui

ﬂ_ CameraHolder ana# geHo ' Hlﬂ

| MpuenHanHa Camera.main oo CameraHolder | Kamepa 3anWUaETLCR Ha MiCLL

| > o« |
¥

[ Fpagelub 3'ABUBCA ¥ CUEHI

X

@)

Pucynok 2.9 — Jliarpama akTUBHOCTI CIIaBHY TpaBIls

3. Hiarpama aktuBHOCcTi (Ha puc. 2.10). Anroputm pob6orn GameManager
(taitmep). mia metony Update kimacy GameManager BiioOpakae JIoTiky poOOTH 1rpo-

BOT'O TauMepa.
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Nepesipka _gameOver |
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Y l“' -
' Meperipka PhotonMNetwork. lsMasterClient

v

gy i TE "
" NorounwiA knienT He MasterClient? H—(;!I_I

iui

_timeLeft -= Time.deltaTime |

* HI

TR timeLeft <= 0 )L

Y

[ _timeleft =0 Npoaoe ¥eHHA OHOBNEHHA TaRMepa

v

' photornView, RPC("RPC_GameOver®, RpcTargetally |

v

BCi KNIEHTH OTPAMYHITE CHIHAN 338E pLIEHHA

.

_gameDver = true

Y

[ BuBeneHHA NOBIOOMNEHHA B KOHCONb

| >

3

Pucynox 2.10 — [liarpama akTuBHOCTI Taiimepa (GameManager)

4. AnroputMm pobotu PlayerController (pyx Ta kepyBaHHS).

Hiarpama aktuBHOCTI 11 Mmetoay Update kiacy PlayerController BimoGpaskae

OCHOBHUI IMKJI 00pOOKH BBEICHHS I'paBlid HAa pUcyHKyY 2.11.
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Hi
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| Mepesipka PhotonNetwork.IsMasterClient |

v

_ . : TakK
MoToyHWiA KNienT He MasterClient? )@

iHi

| timeleft -= Time.deltaTime |
He -

T3k timeleft <=0 U 1
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| timeleft=10 | | NponosseHHs oHOBNEHHA TaAMepa |
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——

| photonView.RPC("RPC_GameOver", RpcTarget.All) |

v

."". .\.
| Bei KNIEHTU OTPUMYKITL CAFHAN 3ABEPLLIEHHA |

., -

v

' Sy
| gameOver = true |

, Y

| BuBEAEHHA NOBIADMNEHHA B KOHCOMb
Y,

1

Pucynoxk 2.11 — Jliarpama akTuBHOCT1 0OcHOBHOTO 1Ky PlayerController

CtpykTypa B3aemojii KOMIOHEHTIB. [[7s1 pO3yMiHHSI 3arajibHOi CTPYKTypH
MporpamMu HIHKYE HABEJICHO JiarpaMy KOMITOHEHTIB, sika BiJoOpakae OCHOBHI MOTYJI

CHCTEMHU Ta iXHi 3B's13kH (Ha puc. 2.12).
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Pucynok 2.12 — Jliarpama KOMIIOHEHTIB CHCTEMHU

SIx BHIHO 3 HaBEICHMX JiarpamM, CHCTEMa Ma€ YiTKy MOAYJIbHY CTPYKTYpY 3
PO3MOITIOM BIJIMOBIAAIIBHOCTI Mk KoMrnoHeHTamu. NetworkManager BifmoBijnae 3a
30BHINTHIO KoMyHiKaliio 3 Photon Cloud. GameManager koopAuHy€ irpOBHil TIPOIIEC
Ta cTBOpioe rpasiiB. PlayerController peani3ye jokanbHy JIOTIKY KEpYBaHHS Ta B3ae-
mogii 3 npeametamu [23]. PlayerUl BimoOpakae cran rpasus. Collectibleltem mpen-
cTaBJsie irpoBi 00'ekTH, a [temSpawner kepye ix ctBopeHHsiM. PlayerNameTag 3a6e3-
nevye Bi3yallbHy 1AeHTH(IKallio rpaBiiB. Taka apxiTekTypa 3a0e3neuye macirado-

BaHICTh Ta MiITPUMYBAHICTh KOIY.

1.7 BUCHOBKM 10 pO3iy

VY npyromy po3aini 6akanaBpchKoi poOOTH Oyio 3A1HICHEHO TPaKTUYHY pearti-
3aIli0 MPOTOTUITY 0AraTOKOPUCTYBAIbKOT I'PU HAa OCHOBI TEOPETUYHHUX JIOCHIIKEHb,
MPOBEJICHUX Y TiepiioMy po3/iiai. Ha ocHOBI BUKOHaHOI poOOTH MOXHA 3pOOUTH Ha-
CTYIIHI BUCHOBKU. BU3HaUeHHS skaHpy, MIIAT(HOPMH Ta LUIBOBOI ay IUTOPII T03BOJIUIIO
oOrpyHTyBatu BUOIp survival-action sik ocHOBHOTO xaHpy, Windows PC sik minbpoBoi
m1aTOopMHU Ta MOJIOADKHOI ayAUTOPii BIKOM 12-30 poKiB sIK OCHOBHMX KOPUCTYBayiB.
Po3pobnena niarpama BapiantiB BukopuctanHs (Use Case Diagram) HaouHO mipeacTa-

BHJIa JBAaHAMISTh OCHOBHHUX CIICHApPiiB B3a€EMOJII IpaBIs 3 CHUCTEMOIO, BKIIOUYAIOYH
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nigkiIoueHHs 10 Photon, cTBopeHHs Ta npueaHaHHS 0 KIMHAT, KepyBaHHS IMEPCOHA-
&KeM Ta miadip mpeametiB. [IpoexkTyBaHHA apXiTEKTYpH KIIEHT-CEPBEPHOI B3a€MOIl
0azyBasiocst Ha MOAeNi 3 XMapHUM cepBepoMm Photon, 1e cepBep BHCTymHae €IUHUM
JpKepenioM ictuHu. Po3pobiiena giarpama kiaciB BisyasizyBaia CTPYKTYPY CUCTEMHU 3
cemu ocHoBHuUX KkiaciB (NetworkManager, GameManager, PlayerController,
PlayerUI, Collectibleltem, PlayerNameTag, [temSpawner) Ta ixHi 3B's3ku. [iarpamu
nocmiToBHOCTI (Sequence Diagram) aiis mporeciB MiaKIIOUEHHS TPaBIl Ta MiAO0py
npeaMeTa AeTalbHO UTIOCTPYBAIM TUHAMIKY MepekeBoi B3aeMoii. Interpartiist Photon
Engine y Unity-npoekt Birouana BcranoBieHHs PUN 2 uepe3 Asset Store, peectpa-
1110 3aCTOCYHKY Ha nopTaii Photon 3 orpumanusam App ID, BUKopucTaHHSI OCHOBHHMX
API (ConnectUsingSettings, JoinOrCreateRoom, Instantiate, Destroy), 3acTocyBanHs
koMmnoHeHTiB PhotonView Ta PhotonTransformView, a Takox peanizaito callback-
METOJIIB JUIsl 00pOOKHM MepekeBUX Moiiid. Po3poOka iHTepdeiicy koprcTtyBada 3abe3-
neymwia (QyHKIIOHAIBHICT, TOJIOBHOTO MeHIO (migkimtoueHHss 10 Photon, cTBo-
pPEHHS/TIpUEAHAHHS 10 KIMHAT, BIIOOpaKeHHsI CIUCKY KIMHAT), irpoBoro HUD (paxy-
HOK, TaiimMep, MiJIka3Kh) Ta BIIOOpa)KEHHs HIKHEHMIB HaJl TOJOBaMHU TpaBIB 3
Billboard-edexkrom. Onuc cTpykTypu mporpamMu Ta aaropuTMIB ii QyHKIIOHYBaHHS
OyJ10 Bi3yasri30BaHO 3a JIOTIOMOTOFO JliarpamM aKTUBHOCTI JIJIsl KIIFOYOBHUX mporieciB. Jli-
arpaMa KOMITOHEHTIB y3arajibHuJja 3arajibHy apXiTeKTypy CUCTEMHU Ta ii 3B'I3KH 13 30-

BHIIIIHIMHU CE€pBiCaMH.
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PO31J1 3. TECTYBAHHS, OIHKA TA OIITUMI3ALIA ITPOT'PAM-
HOI'O HIPOAYKTY

3.1 MeTox0J10risl TECTYBAHHS irPOBOr0 MPOrpaMHOro 3ade3neYeHHs

TecTyBaHHS € HEBIA'€EMHOIO YAaCTHUHOIO MPOILIECY PO3POOKH MPOrpPaMHOro 3a-
Oe3neueHHs1, 0cOOIMBO I OaraTOKOPUCTYBAIBKUX 1TOP, 1€ KUIBKICTh MOTEHIIIHIX
MTOMUJIOK 3pOCTa€ yepe3 HeOOX1THICTh CHHXPOHI3AIlli CTaHy M1 KIJIbKOMa KJI1€EHTaMH.
Y 1mpoMy TiApO3ALTT PO3TISAAIOTHCS OCHOBHI METOJM TECTYBaHHS, SIKI 3aCTOCOBY-
I0THCSI 10 ITPOBHX MPOEKTIB, TA OOTPYHTOBYETHCSA BUOIp KOHKPETHUX METOMIB JUISl Te-
CTYBaHHS PO3pOOJIEHOr0 MPOTOTUITY. Y CydacHIN MPAKTHIL TECTyBaHHS IPOTrPAMHOIO
3a0€3MeUeHHs BUJIUIAIOTH KiJTbKa OCHOBHUX METO/IIB, SIK1 TOI[IJILHO 3aCTOCOBYBATH J10
ITPOBUX MPOEKTIB!

1. Pyune tecTyBaHHs nependadae 6€3M0CepeIHIO B3aEMO/III0 TECTYBaJIbHUKA 3
rporo. TecTyBaJbHUK BUKOHYE pI3HI IFPOBI CLIEHApIi, IEPEBIPSAIOYN KOPEKTHICTH PO-
00TH MexaHiK, iHTepdelncy Ta MepexeBoi B3aeMoii. Lleit meTo1 € 0coOIMBO IIIHHUM
JUTSL BUSIBIICHHS BI3yallbHUX MOMUJIOK, TOMHJIOK Y JIOTILI B3a€MO/IIi Ta OLIHKH 3arajib-
HOTO IrPOBOT0 J0CBiAY (user experience). OCHOBHUM HEJIOIIKOM € 3Ha4YHA TPYAOMICT-
KICTh Ta 3aJIKHICTbH B1JI JIFOJICBKOTO (haKTOPY.

2. ABTOMaTH30BaHE TECTyBaHHs BUKOPUCTOBYE CIEIiabHI CKPUIITH Ta Qpeii-
MBOPKH I aBTOMaTUYHOT'O BUKOHAHHSA MepeBIpoK. BOHO € eeKTuBHUM Il perpe-
CIMHOTO TeCTyBaHHs (IIEPEBIPKH, III0 HOB1 3MIHU HE 3JIaMalI ICHYIOUUNA (PYHKIIIOHA),
IOHIT-TECTYBaHHSI OKPEMHUX METO/IB Ta HaBaHTa)XyBaJbHOTO TeCTyBaHHA. OmHAK Ha-
JalITyBaHHS aBTOMaTU30BaHUX TECTIB AJIS ITOp € CKIIQJHUM 3aBJIaHHSAM uepe3 HeJeTe-
PMIHOBaHICTh IFPOBUX CLIEHAPIiB.

3. TectyBanns irpoBoi joriku (gameplay logic testing) 3ocepenKyeTbes Ha me-
PEBIpII KOPEKTHOCTI POOOTH OKPEMHUX IrPOBHX MEXaHIK: KOJi31M, CHCTEMH 37I0POB'S,
nigoopy NpeaMeTiB, yMOB IepeMoru Ta nopasku. Lleit meton Bumarae rinmboOKoro po-

3YMIHHSI apXITEKTYPH I'PH Ta YaCTO BUKOHYETHCS PO3POOHUKAMU TI1]] 4ac HAMMCAHHS
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KOAY.

4. MepexeBe TecTyBaHHA (network testing) € KpUTUYHO BaKJIMBUM JIJ1s1 Oara-
TOKOPHUCTYBAIbKKUX irop. BoHO BKIIIOYA€E MepeBipKy CUHXPOHI3AIlli CTaHy MK KJII€H-
TaMU, KOpeKTHOCTI po6oT RPC-BUKINKIB, MOBEIHKY TPU MPHU BTPaATi 3'€IHaHHA a00
BHUCOKIN 3aTpUMIIl (JIar), a TaKoK TECTYBaHHS HAaBAaHTA)XXCHHS 3 BEJIMKOIO KIJIBKICTIO
OJIHOYACHUX I'PABIIIB.

JUist TecTyBaHHSI pO3pOOJIEHOTO MPOTOTUIY OaraTOKOPUCTYBalbKOi Ipu 00-
paHO KOMOIHAIIII0 PYyYHOrO TECTYBAaHHSI Ta MEPEXKEBOro TecTyBaHHsA. PydyHe Tecty-
BaHHS JI03BOJISIE€ TIEPEBIPUTH KOPEKTHICTh poOOTH iHTEpdEiicy KoprucTyBaya (TOJIOBHE
MEHIO, CTBOPEHHS KIMHAT, B1JIOOPa)KEHHS CIIMCKY T'PaBLIiB), 3pYYHICTh KEPYBAHHS I1€-
pcoHaXxkeM (pyX, CTpUOOK, TOBOPOT KaMepH) Ta Bi3yalbHYy MOBEAIHKY 00'€KTiB (00ep-
TaHHS Ta 3aBUCaHHA peamMeTiB) [25]. Kpim Toro, py4He TecTyBaHHS € HaOLIbII ede-
KTUBHUM ISl BUSIBIICHHS CTIeM(pIYHUX 0araTOKOPUCTYBallbKUX OariB, sKi MPOSIBIIS-
I0THCSI JIMIIE TIPU MEeBHIM MOCT1JOBHOCTI JIIA KIIBKOX I'PAaBIIiB.

MepexeBe TeCTyBaHHS B JaHOMY MPOEKTI BKIIIOYAE: MEPEBIPKY CUHXPOHI3AII1
no3ulliid rpaBiiB yepe3 koMrnoHeHT PhotonTransformView; nepeBipky KOpEKTHOCTI
CTBOpEHHsI Ta 3HHUIIEHHA o00'ekTiB uepe3 PhotonNetwork.Instantiate Ta
PhotonNetwork.Destroy; nepeBipky poOOTH TaiiMepa, sIKHii OHOBIIIOETHCS JIUIIIE Ha
Master Client Ta cunxpoHizyeTbes yepe3 RPC; nepeBipky MOBEIIHKH TPU MPU T1IK-
JIIOUEHHI Ta BIAKJIIOUEHHI TpaBIliB. [{Jis mpoBeneHHs TecTyBaHHS B cepeaoBuili Unity
BUKOPUCTOBYIOThCS HACTYITHI IHCTpyMeHTH: BOynoBanuii Profiler ansa anamizy nposy-
ktuBHOCTI (FPS, Bukopuctanus nam'sari, 3apantaxenns CPU); Debug.Log niist BuBe-
JICHHSI I1arHOCTUYHUX TMOBIOMJIEHb Y KOHCOJIb;, Frame Debugger ayist mokaapoBoro
aHaJli3y PeHIEPHUHTY; a TaKOX MOKJIMBICTh 3aIyCKy KUIBKOX KJIIEHTIB Ha OAHIM Ma-
IIMHI 17151 TECTYyBaHHs OaraTokopucTyBalbkux cuieHapiiB. Photon PUN 2 takox Hagae
BJIACHI 3aCO0M HAJAroKEHHs, BKIIOYAIOUM JIETAJIbHE JIOTYBAHHS MEPEXKEBUX MOIIH.
Takum unHOM, OOpaHa METOJI0JIOT1s TECTYBAaHHS MOEAHY€E NEPEBArd PyYHOIO Ta Mepe-
YKEBOT'0 TECTYBAHHSI, 1110 I03BOJISI€ BUSIBUTH SIK Bi3yasbH1 Ta IHTEpEicHI nedeKTu, Tak

1 crieruivHI MOMUJIKK 0araTOKOPUCTYBAIbKOT B3aEMO/IIi. Y HACTYMHHX MIAPO3aiJIax
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OyIyTh MpEACTaBIEH] PE3yJIbTATH MPAKTUYHOTO TECTYBAHHS peali30BaHOl TPH.

3.2 TectyBaHHA (PDyHKIIOHAJIBHOCTI peasii3oBaHOI IPH

TectyBanHs (HYHKIIIOHATBLHOCTI pO3pOOJIEHOTO MPOTOTUIY MPOBOAMIIOCS Me-
TOJIOM PYYHOTO TECTYBaHHS 3 BUKOPUCTAHHSM JIOKaJIHHOTO KIIIEHTA. Y TPOIEC] TeCTY-
BaHHSI MEPEBIPSITUCS BC1 KIIFOUOBI (DYHKIIIT, SIK1 HE 3aJIe3KaTh BiJl MEPEKEBOI B3a€MO/III.

[TepeBipsiocsi, 0 B TOJIOBHOMY MEHIO BiTOOPaKarOThCSI TTOJIS JJIsT BBEIACHHS
IMEHI Ta Ha3BU KIMHATH, KHOTIKH JJII CTBOPEHHS Ta MPUETHAHHS, @ TAKOX CTATYC Mif-
kitoueHHs. [licnsg Bxoay B 71001 epeBipsuiocs BiAOOpaKeHHsI CIIUCKY TOCTYIHHUX KiM-
HaT. B irpoBomy HUD mnepeBipsiiocs BimoOpa>keHHSI paxyHKY, TaiiMepa Ta MiJKa30K.
VYci enemenTu iHTEpQEicy npaioTh KOpeKkTHO. [lepeBipsiocs kepyBaHHS JOKaIb-
HUM TpaBiieM: pyx kiasimamMu WASD, ctpubok mpo01ij10M, MOBOPOT KaMEepU MHUIIIEIO,
a TaKoX OJIOKYBaHHS Kypcopa B IIEHTPI €KpaHy INpH 3amycKy Tpu. Pyx € miaBHUM,
CcTpUOOK pearye HaTUCKAaHHs, KaMmepa MmoBepTaeTbes 0e3 3aTpuMok. DyHkilis OJI0Ky-
BaHHS Kypcopy Ipallo€ KOPEKTHO. SIK moka3aHO Ha pUCYHKY 3.1, BCl €JI€MEHTHU I'pU

[MpanrorTb KOPCKTHO.

Pucynok 3.1 — CkpiHIIOT 3 cecii (PyHKIIOHATBHOTO TECTYBAHHS IPU
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[TepeBipsimocsi, mo mpu HAOTWKEHH] 0 MpeaMeTa Ta HATUCKaHHI KiaBini E
npoMinb (Raycast) Biayuyae B mpeaMeT, paxyHOK TpaBIlsl 30UIBIIYEThCS Ha KIJIBKICTh
OUYOK MpeaMera, TeKCT paxyHKy B Ul OHOBIIO€ThCS, a MpeaMET 3HUKAE 31 CIEHU. YCl
nepeBipKy BUKOHaHO ycmimHo. [lepeBipsuiocs, mo nmpeaMeTyu 00epTaioTbes HaBKOJIO
BEPTUKAJILHOI OC1 31 MBUAKICTIO 90 TpaaycCiB 3a CEKyHAY Ta IUIABHO IiIIMMaIOThCS ¢
omyckaroTbes (eekT 3aBucanHns) 3 ammunityoto 0,2 oguuuii. O6uaBa BizyalbHi ede-
KTHU TPALIOIOTh KOPEKTHO.

VY nporeci TecTyBaHHs 0yJI0 BUSIBICHO JI€KUIbKa MOMMWIOK. OCHOBHI 3 HUX Ha-

BeaeHo B Ta0wmid 3.1.

Taomug 3.1

BusiBneH1 NOMHIKH JIOKaJIbHOT (DyHKI10HATBHOCTI

Ne | Onuc 6ara ITpynuuna Meron | Meron yCyHEHHs
BUSIB-
JIeHHS
1 | IMicasa nigbopy | BincyTHiit BUKIUK | Pyune Honano
npeamera Ul ne | UpdateScore 3 | Tecty- | ui?.UpdateScore(_score) y me-
3MIHIOBaBCS PlayerController BaHHS toj HandlePickup
2 | Kamepa He | HenpaBwibHuii  momyk | Pyune Bunpasneno nusix IOMIyKY
npuennysanacs g0 | CameraHolder tecty- | child-o6'ekra "CameraHolder"
TpaBIls MICIIS CIIABHY BaHHS
3 |Iix wyac crpubka | HexopektHe HamamTy- | Pyuyne | BigkopuroaHo 3HAYCHHS
rpaBellb 1HOJI MpPO- | BaHHS TECTy- | IpajJi€eHTa Ta KPOKY
BamoBaBcsi  kpi3b | CharacterController BaHHS
1JI0Ty

Takum 4MHOM, NpoBeaeHE PYHKIIOHATIBHE TECTYBAaHHS MIATBEPAUIIO TIpare3-
JATHICTh OCHOBHHUX JIOKAJIbHUX MEXaHIK rpy. BusBieH1 moMunku Oysiu yCyHEH1, miclis
YOro MPOBEACHO MOBTOPHE TECTYBAHHS JIJIs MIATBEPKEHHS KOPEKTHOCTI BUTIPABJICHb.

TectyBanHs MepexkeBoi (DyHKIIIOHATBLHOCTI (cuHXpoHizallis, RPC, moBeainka mpu Ki-

JBKOX TpaBIlsx) Oyje mpeacTaBiaeHo B miapo3 i 3.3.
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3.3 Oninka NpoaAyKTUBHOCTI Ta cTA0iJILHOCTI MepekeBOi B3aeMO/iL

MepexxeBa B3a€MOJIisl € KPUTUYHUM KOMIIOHEHTOM 0araToKOpUCTYBaIbKOi
TPH, OCKIJILKH BiJI ii IKOCTI 3aJICKUTh ITPOBUI JOCBIT KOPUCTYBaUiB. Y IIOMY ITiIPO3-
Tl IPOBOJIUTHCA olliHKa npoaykTuBHOCTI (FPS) Ta crabinpHOCTI (3aTpuMKa, BTparta
MaKeTIB) MEPEKEBOI YACTUHU PO3POOJICHOT0 MPOTOTUILY MPH Pi3HIM KiJIBKOCTI OHO-
YaCHHX TpaBliB. TeCcTyBaHHS MPOBOJUIOCS HA TECTOBOMY HOYTI 3 HACTYITHUMH Xapa-
krepuctukami: rporecop Intel Core 15-11400F (2.6 ['T), onepatuHa mam'sits 16 I'b,
Bigeokapta NVIDIA GeForce RTX 3060. 3'ennanns 3 Photon Cloud 3aiiicHioBanocs
yepe3 perioH Europe (HailOnmxunii cepep). it eMyssiii KUIbKOX TpaBIiiB BUKOPHC-
TOBYBABCS 3aITyCK JIEKUIBKOX KJIIEHTIB HA OJHOMY KOMIT'FOTEP1 3 PI3HUMH Spawn-Tou-
kamu. KokeH TecT mpoBOAMBCS TPUUi, pe3yiIbTaTh ycepeantoanucs [29]. TectyBanHs
BKJIFOYAJIO TPH CIIEHapii: 3 2 TpaBIsiMU, 3 5 rpaBusmu Ta 3 10 rpaBusiMu. {7151 KOsKHOTO
creHapito QgikcyBanucs cepenuii FPS (kaapu 3a cexyHay) Ha KITIEHTI Ta cepeaHs 3a-
TpuMKa (ping, Mc) 10 cepBepa Photon. Kpim Toro, sikicHO ouiHioBanacs IJIaBHICTb
pyXy IHIIUX TpaBIliB (HasIBHICTh PUBKIB 200 Tenemnopraiiii). Pe3ynbratu BUMipioBaHb

3B€IE€HO B TA0OIUIIO 3.2.

Tadomurs 3.2

Pe3ynbpTaTu TECTyBaHHS NPOJYKTUBHOCTI Ta 3aTPUMKH

Kinekicts rpaBuiB | Cepenniit FPS (kangp/c) | Cepeans 3atpumMka (Mc) | SIKicTh CHHXpOHI3aLiT
2 60 35 [TnaBHO

4 54 52 ITnaBHO

8 45 78 Hesenuki puBku

Sk BUAHO 3 pe3ynbTaTiB, MPH 301IBIIICHH] KUIBKOCTI TPaBIIIB 3 2 110 8 crocTe-
piraeTbcs oviKyBaHe 3HMKeHHs npoayKTuBHOCTI (FPS 3menmyetses 3 60 1o 45, ToOTO
Ha 25%) Ta 3poCTaHHs MepEeKEBOT 3aTPUMKH (ping 3011bIIy€eThCs 3 35 10 78 Mc, OLIbII

HiX BABIYl). [Ipu 2 Ta 4 rpaBIsgX CHHXPOHI3AIliS 3AJIMIIAETHCS TIABHOKO, PYX 1HIIHMX
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TpaBIliB BUTIIsIa€ mpupoaHo. [Ipu 8 rpaBisx 3'IBISIOTHCS HEBEIHMKI PUBKH, CIIPUIH-
HEH1 30UIbIIEHHSAM 00CSTY JaHUX, 1[0 CHHXPOHI3YIOThCS (TO3HUIIIT BCIX TPaBIIiB).

OcHOBHUMH (paKTOpaMH, 1110 BIUIMBAIOTH HAa MPOAYKTHUBHICTh MEPEKEBOI Yac-
THHU, €:

1. YactoTa oHoBneHHs cuHxpoHizallii. Komnonent PhotonTransformView 3a
3aMOBUYBaHHSM Hajcuiiae oHoBJIeHHs mo3ullii 10-30 pa3iB Ha cekyHuy. [Ipu 3011b-
IICHHI KUJTBKOCTI TPaBIIiB 3pOCTA€ KUTbKICTh MEPEKEBHX MAKETIB, IO MPU3BOAUTH J0
30uTbIIEHHS! HaBaHTakeHH Ha CPU Ta 3pocTaHHs 3aTPUMKHU.

2. KinpKicTh MepexxeBUX 00'€KTIB. Y KOXHiH IrpoBii cecii KpiM TpaBIliB NpH-
CYTHI IIPEAMETH, SIK1 TAKOXK CUHXPOHI3YIOTHCSI YEPE3 MEPEKY.

3. [IpoayKTUBHICTh KJIIEHTCHKOI MAIlIMHU. 3aMyCK 8 KJIIEHTIB HA OJTHOMY KOM-
n'f0Tepi CTBOPIOE T0IATKOBE HABAHTAXEHHSI Ha MIPOIIECOP Ta BiIEOKAPTY, [0 YACTKOBO
nosicHtoe najinusa FPS.

4. T'eorpadiune po3ramryBaHHs cepBepa. Bukopucranns periony Europe 3a-
oesmneuye 3aTpUMKyY 35-78 MC, 110 € MPUUHATHUM JIs1 )KaHPY action (peKOMEHJ0BaHUMA
nopir — 110 100 mc).

J1o1aTKOBO MPOBOJUIIOCS TECTYBaHHS CTA0LILHOCTI IPU HECTAOUIBHOMY 3'€]1-
HaHHI (emynsiis BTpatu makeTiB). [Ipu Brpati 10 10% nakeriB Photon PUN 2 mpoo-
B)KYBaB MPAIFOBATH KOPEKTHO: TTO3MIIIT TPaBIIiB IHTEPITOIIOBATIUCS HA OCHOBI OCTaHHIX
oTpuMaHux naHux. [Ipm moBHOMy 00puBI 3'eqHaHHs crpanboByBaB callback-meron
OnDisconnected, sikuii BUBOJIMB TIOBITIOMJICHHS B KOHCOJIh Ta IIOBEPTAB TPABIIS JI0 I'O-
JIOBHOTO MeHI0. KpUTHYHUX MOMUJIOK (BWJIBOTIB IPOTrpaMu, 3aBUCaHb) 3a(iKCOBAHO
He OyJIo.

[TpoBeneH1 BUMIpIOBAaHHS J03BOJISIIOTH 3pOOUTH HACTYITHI BUCHOBKHU. P03p00-
JIEeHUN TpOTOTHN 3abe3neuye cTabllbHy pOOOTY MpHU KUIBKOCTI rpaBuiB 10 4 ociod
Biuro9HO (FPS > 54, 3arpumka < 52 mc). [Ipu 8 rpaBusx crnocTepiraeTbes 3HMKEHHS
MPOYKTUBHOCTI, OJJHAK Tpa 3aJuIlacThcsl rpabenbHOI0. J[ms 3a0e3meueHHss Kpamioi
MPOYKTUBHOCTI TPU OLIBIIIHN KIJTBKOCTI TPaBIiB PEKOMEHAYETHCS ONTUMI3YBaTH Yac-

TOTY OHOBJICHHS CHHXPOHI3allii IS APYropsaHUX OO0'€KTIB Ta BUKOPUCTOBYBATH
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BUJIUUICHUN CepBEp 3aMICTh 3aIyCKy BCIX KIIIE€HTIB Ha OJHOMY KOMII'IOTEpl. 3arajiom,
MepexeBa yactiuHa Ha 6a3i Photon PUN 2 nemMoHCTpye moCTaTHIO CTA01IBHICTD Ta MPO-

JTYKTUBHICTb JIJISl IPOTOTHUITY OaraTOKOPUCTYBAIbKOI I'PH.

3.4 AHaJi3 npo0JeMHHUX MiCIb Ta CIIOCOOM IX YCYHEHHS

VY mporeci po3poOKK Ta TECTyBaHHS MPOTOTUITY 0AraTOKOPUCTYBALIbKOI TPH
OyJI0 BUSIBJIEHO HU3KY MPOOJIEMHUX MICIb, SIK1 BIUIMBAJIU Ha KOPEKTHICTh POOOTH OK-
peMUX MeXaHiK a00 Ha MPOITyKTUBHICTh CUCTEMH B LIJIOMY. Y IILOMY ITiAPO3ILTi MPO-
BOJUTHCS aHai3 OCHOBHHUX IMPOOJIeM, iX MPHUYMH Ta MPOIMOHYIOTHCS CIIOCOOH YCy-
HEHHSI.

OnHi€ero 3 HANOUIBII MOMMPEHUX MPOOIEM IIPU PO3pOOII OaraTOKOPUCTYBAIlb-
KHX 1TOp € HEKOpEKTHA CHHXPOH13aIlis 00'€KTIB MIXK KJIi€HTaMH. Y po3p00JIEHOMY Mpo-
TOTHII1 OyJIO BUSIBJICHO JIBI OCHOBHI ITpo0siemu 1poro tunyllepina npo6iema nosnsrana
B Tomy, 110 nipeametu (Collectibleltem) miciist minbopy oAHUM rpaBLIEM HE 3HUKAJIN Ha
eKpaHax 1HIMX TpaBiliB. [IpuunHOI0 OYyJ0 BUKOPUCTAHHS CTAHJIAPTHOTO METOIY
Destroy 3amicte PhotonNetwork.Destroy. Crangaptauii Destroy Buganse o0'ekT
JIMIIIE Ha JIOKAJIIbHOMY KJI1€HTI, ToAl sk PhotonNetwork.Destroy Hancunae komanay Ha
cepBep, KU po3cuiae ii BCIM y4acHUKaM KiMHaTH. Bupimenns: 3amina Destroy Ha
PhotonNetwork.Destroy y metoai HandlePickup knacy PlayerController. [Ipyra npo-
OJieMa mostsirana y BiICyTHOCTI CHHXPOHi3allii mo3uiiii rpasiiiB. [Ipu pyci onHoro rpa-
BLIS 1HII1 HE OaumMiii 3MIHM Horo no3uiii. [IpuurHoo Oyiia BIACYTHICTh KOMIIOHEHTA
PhotonTransformView nHa npedadi rpasi [31]. Bupimenns: 1o1aBaHHs KOMIOHEHTA
PhotonTransformView Ta HajamTyBaHHS CHHXPOHI3aIil MO3MIIIT Ta 0OepTaHHS.

[H1I0FO KaTeropiero nMpodsieM Oy MOMMIIKH, MOB'A3aH1 3 YIPaBIIHHAM 1IpoO-
BUM YacoM Ta cTaHoM rpu. OCHOBHOIO TIPOOJIEMOIO CcTaja JeCHHXPOHI3AIls TaiiMepa
MDK pi3HUMU KilieHTaMu. KOoXKeH KITIEHT caMOCTIHHO OHOBITIOBaB 3HaueHHs _timeleft,
10 TPU3BOJIUJIO JIO PI3HUX MOKA3HMKIB Yacy Ha ekpaHax rpabiiB. [IpuunHoro Oyia

BIJICYTHICTh TIEPEBIPKH, XTO CaM€ Ma€ MPaBO OHOBIIOBATU TaiiMmep. Y KIIIEHT-

ApK.

BP.IIT - 23.00.00.000 I13

3wmH. | Apk. Ne dokym. Midonuc |Hdama 55




CEpBEPHIN apXiTEKTypi JOTIKY, 110 3MIHIOE TJIOOATBHUN CTaH TPU, TOBHHEH BUKOHY-
BaTU Juiie Master Client. Bupimenns: JOJTaHO HepeBipKy
PhotonNetwork.IsMasterClient y meton Update kmacy GameManager, 1mo6 OHOB-
JeHHs TailmMepa BHKOHyBajocs Tinmbku Ha Master Client. Ilicna 3aBepiieHHs1 yacy
Master Client Buknukae RPC _GameOver, sikuii CHHXpOHI3Y€ CTaH 3aBEpIICHHS Ha
BCIX KJII€HTaX.

VY mporieci TecTyBaHHS 3 4 TpaBISIMU 0YyJIO BUSIBIICHO He3HAYHE 3HIDKEHHS FPS
3 60 10 54 xanpiB 3a cekyHay. AHami3 3a gornoMoror Unity Profiler mokasas, 1o oc-
HOBHE HaBaHTAXCHHS CTBOPIOIOTH HA/JIMIIIKOBI BUKJIUKK OHOBJICHHs B MeToal Update
nesakux komnoHeHTiB. 3okpeMa, metoa Update kinacy Collectibleltem BukonyBaB 00-
YUCJICHHS. 00€pTaHHS Ta MO3UIIIi ISl KOXKHOTO MpeaMeTa IOKaJIpOBO, HABITh KOJIU
npeMeT 3HAXOIMBCS 11032 MoJieM 30py kamepu [33]. BupimenHss: s ontumizartii pe-
KOMEHIOBAaHO BUKOPHCTOBYBATH MEXaH13MHU OOMEXEHHS YaCTOTH OHOBJICHHSI (HaIpH-
KJIaJl, BAKOHYBATH OOYMCIIEHHS KOXHI 2-3 KaJipu 3aMICTh KOXKHOT0) a00 BUKOPHUCTO-
ByBaTH KoMrioHeHT LOD (Level of Detail) a1st 3MeHIieHHs: 00UMCIIOBAILHOTO HaBaH-
Ta)xxeHHs. JIJis mpOTOTHUITY 11€ TOKPAIICHHS HE € KpUTHYHUM, aJie BAXKIIUBE ISl MaCIII-
Ta0yBaHHS.

VY nporieci TecTyBaHHs 0yJIO BUSIBJICHO MPOOJieMy 3 B1I0OpaKEHHSIM HIKHEUMIB
rpaBiliB. JJig BIacHOTO T'paBIls HIKHENM He BioOpaxascs (10 € MpaBUILHUM PIllIeH-
HSIM), ajie JJIsl 1HIIMX TPpaBliB HIKHEHMHU TaKoK 1HO/1 Oynu BiaACcyTHI. [IpruunHoro Oyio
Te, mo Mmeto Start kiacy PlayerNameTag BukonyBaBcs paniiie, Hixk Photon BcTuras
nepeaatu gaHi npo BaacHuka (Owner). Y pesynbrari photonView.Owner?.NickName
noBepTasio null. BupimieHHs: nepeHeceHHs] TPUCBOEHHS HIKHEWMY 3 MeToay Start y
Merona Start ab0 JomaBaHHS TIEPEBIPKUA HA HASIBHICTh JAHUX TEpe]l BiIOOpaKCHHSIM.
Takox OyJi0 101aHO OHOBJICHHSI TEKCTY IIPH 3MiH1 BJACHUKA Yepe3 MOI0.

Ha ocHoBi anani3y npo0aeMHUX MiCIlb MOKHA C(hOPMYIIFOBATH HACTYITHI PEKO-
MeHaIi TUTST MOTAJTBIIIOTO PO3BUTKY MPOEKTY: BUKOPUCTOBYBATH
PhotonNetwork.Instantize Ta PhotonNetwork.Destroy 3amMicTh cTaHZapTHUX METOJIIB

Ui BCiX O00'€KTiB, MO0 TOTPEOYIOTh CHUHXPOHI3AIlli; 3aBXIW TEPEBIPITH
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PhotonNetwork.IsMasterClient nmepen BUKOHaHHSIM JIOTIKH, IO 3MIHIOE TI00aNbHUN
CTaH Tpu; 3acTocoByBaTH KOMIOHEHT PhotonTransformView mis aBToMaTH4HOT CHUH-
XpOHI13allil O3ullii; ONTUMI3yBaTH 4acTOTy BUKIUKIB Update aiist 00'€KTiB, K1 HE TO-
TpeOYIOTh IIOKAIPOBOTO OHOBJICHHS; BPaXOBYBATH ACUHXPOHHHUH XapakTep OTPH-
MaHHS JaHuX Bij Photon mpwu inimiamizaiii Ul-enemenTiB. TakuM 4uHOM, OUIBIIICTH
BUSBJICHUX TP00JIeM OyJI0 YCYHYTO B MPOIECi po3poOKH, a OTpUMaH1 peKOMEHaallii

JI03BOJISIIOTh YHUKHYTH MOII0HUX MOMHJIOK Y MaOyTHHOMY.

3.5 llepcnieKTHBH PO3BUTKY Ta BAOCKOHAJICHHSI IPOTPAMHOIO NPOAYKTY

Po3po6nenunii npotoTun 6araTOKOPUCTYBALBKOI IPU € MPaLIOI0YUM Iporpam-
HUM [IPOYKTOM, IKUH JEMOHCTpPY€E Oa30B1 MEXaHIKM MepexeBo1 B3aemoiii. OTHAK IS
MEePETBOPEHHS MOTO Ha MOBHOIIHHUNA KOMEPIIHHUN TPOIYKT a00 BIIKPUTUN MPOEKT
HEOOX1JTHO peanizyBaT HU3KY JOJIaTKOBUX (DYHKIIIM Ta MOKpaIIeHb. Y I[bOMY MIIPO3-
T PO3MJISIAAIOTHCSI OCHOBHI HAMPSMKU TMOJATBIIOTO PO3BUTKY Ta BIOCKOHAJICHHS
IPOrPaMHOTO MPOJAYKTY.

Boporu 3i mtyunum iHTenekToM. st CTBOpEHHS peXUMY KOOTIEPATHBHOTO
BIDKMBAHHS JIOIIJILHO JI0JIaTH BOPOTIB, SIK1 IEPECITIIYIOTh TPABIIiB, aTAKYIOTh iX Ta pe-
aryroTh Ha 3BykH a00 cBitio. llITyunuii iHTeneKT MoXxe OyTH peani3oBaHul yepe3 Ki-
Huel aBroMatu (Finite State Machine) abo nmoBeninkosi nepeBa (Behaviour Trees).

[ToTouna peanizartiisi MepexxeBoi B3aeMoii 6a3yerbest Ha Photon PUN 2 3 cuH-
xpoHizaiiero no3unii uepes3 PhotonTransformView. J{ns nokpaiiieHHs IKOCTI T'py MO-
KHa peaiidyBatu HacTymHi onTtumizamii. [IporHo3yBanus pyxy (Client-side
prediction). [ToTouHa cMHXpOHI3aIli MOKE CTBOPIOBATH HEBEJIMKI 3aTPUMKH MIXK JI1€10
rpaBIs Ta il BigoOpakKeHHSIM Ha €KpaHi. BpoBakeHHs MeXaH13My MPOTHO3YyBaHHS
PYXy J03BOJIUTH JIOKAJIHHO TIepen0adaTy MO3UIlII0 TPaBII HA OCHOBI HOTO TTOTOYHOTO
BEKTOpPA PYXY, 10 3pOOUThH KEPYBaHHS OLIbII UyHHUM.

[HTepnonsIis no3uiliil. 3amicTh BiA0OpaXkeHHsI MO3ULIINA THIIMX TPaBLiB Oe31o0-

CEpEeIHbO 3 OTPUMAHMX JIaHUX (1110 MOKE BUKJIUKATH PUBKH ), JOIIIBHO 3aCTOCOBYBATH
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IHTEPIIOJIALIIIO — MJIABHE MEPEeMIIIEHHS 00'€KTa MK OCTAHHBOIO BIZIOMOIO Ta TOTOYHOIO
no3uiiiero. OntuMizaiiist MepexxeBoro Tpadiky. 3amMicTh MOCTIMHOT CHHXPOHI3aIIii BC1X
napaMeTpiB 00'€KTIB MOKHA HaJIAIITYBaTH YaCTOTY OHOBJICHHS 3aJI€’KHO BiJl TUITY 00'-
€KTa Ta WOTO BIAJAICHOCTI BiJ rpaBiid. Hampukian, mpeaMeTH, o 3HaXOSIThCS 1a-
JIEKO, MOKYTh OHOBJTIOBATHCS PiJIlIIE.

[Torounuit iHTEpderic KopucTyBaua 3abe3nedyye 0a30BYy (PyHKIIOHAIBHICTb.
J5ig moKpatieHHs: KOpUCTYBaI[bKOTO JOCBITYy MOXKHA JTOJIaTH HACTYIHI eleMeHTH. Ex-
paH HaamTyBaHb. J{o1aTH MOKIMBICTh 3MIHU Yy TJIMBOCTI MHIII, TYYHOCTI 3BYKY, PO3-
JUTBHOT 3ATHOCTI €KpaHy Ta BUOOPY peKMMY BikHa (MOBHOEKpaHHMM, BiKOHHUN). Le
CTaHJapTHa BUMOTa JuIs Oy/b-sK0i cydacHoi rpu [21]. Cucrema TOCSITHEHB Ta CTATH-
cTukd. Jlonatu BIICTEKEHHSI KIIIOYOBUX METPUK TPaBIIs: 3arajbHa KUIbKICTh Miai0pa-
HUX NPEIMETIB, HAKpalMii yac BH>KMBAHHS, KUIBKICTh 31TpaHuX 1rop. JlocsSrHeHHs
MO>KHa B1JI00pa’kaTu B OKPEMOMY MEHIO Ta HAarOpoI»KyBaTH 3a iX BUKOHaHHs. ['0yioco-
Buii yat. Photon PUN 2 niarpumye nonatkosuii Moayis Photon Voice, sikuii 1o3BoIsI€
JI0JIaTH TOJIOCOBUH YaT MIX T'PaBISIMH 3 MiHIMaJIbHUMU 3ycWUIsIMH. Lle 3HauHO TOK-
palIUTh KOMYHIKaIlil0 B KOMaHTHUX PEeKUMAX.

[ToTounuii nporotun opieHToBanuii Ha margopmy Windows PC. [l po3im-
pPEHHS ayAUTOPIT JOLIBHO PO3TIIIHYTH HAacTynHi HanpsiMku. [Topt Ha WebGL. Unity
n03BOJIsIE KoMITUTIoBaTH MpoekT y WebGL nnst 3anmycky B 6paysepi. Lle no3Bonuts rpa-
BIISIM TpaTy 0€3 BCTAHOBJICHHS J10IATKOBOTO MPOrpaMHOTO 3a0e3nedeHns. OIHaK He-
00x171HO BpaxyBaTtu oomexxeHHss WebGL (Harpukiiajg, HEMOXIUBICT, BUKOPUCTAHHS
coketiB UDP, Tinbku WebSockets). ITopt Ha MoGinbHI miiargopmu. Android ta 10S €
HaWOUTbIII MAaCOBUMU IIaTGopmamu 11 irop. [ mopTyBaHHs He0OXiaHO Oyje aja-
NITYBaTH KEPyBaHHS (CCHCOPHUH €KpaH 3aMiCTh KJIaBiaTypH Ta MUIII) Ta ONTUMI3yBaTh
MPOAYKTHBHICTH IJI1 MOOITFHUX MPUCTPOIB 3 MEHII TOTYKHUM amapaTHUM 3a0e3re-
yeHHsM. MacmtabyBaHHs cepBepHOi yacThHH. [[pu 3011bII€HA] KITBKOCTI TPAaBIIiB MO~
Haj 20 0THOYaCHUX KOpUCTyBadiB Oe3komToBHUM Tapud Photon ctane HegocTaTHIM.
HeoOxigHo Oyne mepedTu Ha miuaTHUM Tapud abo pO3rIsHYTH albTEpHATHUBHI pi-

meHHs, Taki sk Photon Fusion abo opeHa BUIIJICHHX cepBEPIB.
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JIJist ToNeT e s MOAATBIIOT MATPUMKH Ta PO3MIMPEHHS MPOEKTY TOMIITHHO
IIPOBECTU HACTYIHI TEXHIYHI MOKpaieHHs. Pedakropunr xoxy. Bunectu moBTopro-
BaH1 ()parMeHTH KOAYy B OKpeMi MEeToJIu abo0 Kiacu-yTwiTH. Hanmpukiaz, J0TiKy po-
0otu 3 Ul-nmanensimMu Mo>xHa BUHECTH B okpemuii kiac UIManager. JlogaBanHs: KoMe-
HTapiB Ta JoKyMeHTallii. [ mosjermeHHs poOOTH 1HIIMX PO3POOHUKIB HAJ POEKTOM
HeoOXx1Ho moaatu XML-koMeHTapi 10 BCiX MyOJIIYHUX METOIB Ta KJIAciB, a TaKOXK
CTBOPHUTH 3arajbHy JOKYMEHTAIIIO 3 OMUCOM apXITEKTypH Ta KIOYOBUX KOMIIOHCH-
TiB. CTBOpEHHSI CUCTEMHM JIOTyBaHHA. 3amicTh BUKopucTaHHs Debug.lLog mouiuibHo
CTBOPUTH BJAacHY cucTeMy JioryBaHHs 3 piBHAMH (Info, Warning, Error) Ta MoxiuBi-
CTIO 3amucy B (paiin a1 aHalli3y NOMUJIOK MICIs petizy.

Po3pobiiennii mpoOTOTHUIT € MIITHOIO OCHOBOIO JIJIsI CTBOPEHHS TOBHOIIIHHOTO KO-
MepIiHHOTO MPoAYKTY. OCHOBHI HANPSIMKHA TOJATBIIOTO PO3BUTKY BKJIIOYAIOTH PO3-
IIUPEHHS ITPOBUX MEXaHIK, MOKPAIIEHHS MEPEXKEBOI B3a€EMO/I11, pO3IIUPEHHS 1HTEP-
delicy kopucTyBaya (HaJallTyBaHHs, JOCATHEHHS, TOJIOCOBUI 4aT), MOPTYBaHHS Ha
a1 iatrgpopmu (WebGL, Android, 10S) Ta TexHIYHE BIOCKOHAJIEHHS KOJIOBO1 0a3u
(pedakTopuHr, TOKYMEHTAIlls, JJ0TyBaHH:). Peamizaliis ux HanmpsMKiB J103BOJIUTH I1e-
PETBOPUTH IPOTOTHI HAa TOTOBUH JI0 BUITYCKY TTPOYKT, SIKHUI MOKe OYTH OITyOJTiKOBa-

HUM Ha Tuiargopmax Steam, itch.io abo B MarazuHax MOOUTBHUX 3aCTOCYHKIB.

3.6 BuCHOBKH 110 pO3/iiy

VY TpeTthoMy po3aii 0akaaaBpChbkoi poOOTH OyJI0 MPOBEICHO TECTYBaHHS PO3-
poOJIEHOro MPOTOTUITY 0AraTOKOPUCTYBALBKOI I'PU, OLIHKY HOTO MPOAYKTUBHOCTI Ta
aHai3 BUsIBICHUX mpobsieM. Ha ocHOBI BUKOHAHOT poOOTH MOXHA 3pOOUTH HACTYITHI
BUCHOBKH. PO3IJISIHYyTO METO0JIOTII0 TECTYBaHHS IrpPOBOr0 MPOTrpaMHOro 3ade3rme-
YeHHsI, BKJIIOYAl0YHM py4yHE, aBTOMaTHU30BaHe, JIOT1YHE Ta MepekeBe TecTyBaHHs. Jliis
TECTyBaHHS POTOTHUITY OOpaHO KOMOIHAI[II0 PYYHOTO Ta MEPEKEBOT0 TECTYBaHHS, 1110
JI03BOJIMJIO BUSIBUTHU SIK JIOKaJbHI, Tak 1 MepekeBl moMuiku. [Iposenene ¢pyHkIioHa-

JbHE TECTYBaHHS MIATBEPAUIIO MPAINE3JaTHICTh YCIX OCHOBHHX JIOKAJTbHUX MEXaHIK
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IpU: KepyBaHHs MEPCOHaXeEM (pyX, CTpUOOK, MOBOPOT KaMmepH), Miadip MpeaMeTiB 3
OHOBJICHHSIM PaxyHKY, Bi3yaJbHY MOBEAIHKY MPEAMETIB (0OepTaHHS Ta 3aBUCAHHS), a
TaKoXX poOoTy iHTep(deiicy koprucTyBaua. BusiBiaeH1 moMMIKY (BiACYTHICTh OHOBJICHHS
Ul, nenpaBuiibHE NPUETHAHHS KaMepH, MPOOIEMH 3 KOJi31sIMH) Oyiu ycyHeHi. Orinka
MIPOJYKTUBHOCTI Ta CTaO1JILHOCTI MEPEKEBOI B3aEMOJI1 MOKa3aja, 0 MPOTOTHII 3a-
Oe3rnevye cTadlIbHy pOoOOTY MpH KibKOCTI rpaBiiB 10 4 ocid (FPS ne Huxue 56, 3a-
TpuMKa He Oinmbine 48 mc). [Ipu 301IbIIeHH] KITBKOCTI TPaBIIiB CIIOCTEPITaeThesl Oi-
KyBaHE€ 3HM)KEHHS MPOAYKTUBHOCTI, OJJTHAK I'Pa 3aIMIIAETHCS IpadeabHO0. MepekeBa
yactuHa Ha 0a3i Photon PUN 2 mpoaemoHcTpyBasa qoCTaTHIO CTaO1IbHICTh Ta KOPEK-
THY 00pOOKY BTpaTH 3'€IHaHHS. AHAIII3 MPOOJIEMHHUX MICILb JO3BOJIMB BUSBUTH Ta CHU-
CTEeMaTU3yBaTU OCHOBHI KaTeropii MOMUJIOK: MPOOJIeMH CHHXPOHi3allii 00'eKTiB (BU-
kopuctanHs Destroy 3amicte PhotonNetwork.Destroy), npoGiemu kepyBaHHS irpo-
BUM 4acoM (B1ACYTHICTb niepeBipku [sMasterClient), mpo6seMu npoayKTUBHOCTI (HaI-
mumkoBi Bukiuku Update) Ta mpoGiemu iHTepdeiicy KopucTyBada (aCHHXPOHHICTD
oTpuMaHHsa naHux Owner). st K0KHOI MpoOsieMy 3alpONOHOBAHO KOHKPETHI pi-
HIeHHs. Bru3HaueHo NepcrneKTUBY MOAAIBIION0 PO3BUTKY IIPOrPAMHOTO MPOIYKTY, SIKI
BKJIFOYAIOTh PO3LIMPEHHS IrPOBUX MEXaHIK, MOKPAIIEHHS MEepEeKeBO1 B3aeEMO/I1i (Ipo-
THO3YBaHHS PyXYy, IHTEPIOJIALIS), pO3MIMPEeHHs 1HTep(deicy kopucTyBaya (€KpaH Ha-
JAIITYBaHb, TOCATHEHHS, TOJIOCOBHI YaT), mopTyBaHHs Ha iHmi matgopmu (WebGL,
Android, 10S) Ta TexHi4YHE BIOCKOHAJICHHS KOJ0BO1 0a3u (peakTopuHT, T0KyMEHTa-
11151, JJOTYBaHH).

TakuM 4MHOM, MPOBEACHE TECTYBAaHHS MIATBEPAUIIO SAKICTh PO3POOJICHOTO
MPOTPaMHOT0 MPOJYKTY, BUSBIEHI MPOOJIeMH OYJI0 YCYHEHO, a cpopMyIbOBaHI mepc-

IICKTUBHU PO3BHUTKY BU3HAYAIOTh HAIIPAMKHU HOI[aJ'II)IHO'l' pO6OTI/I HaJl IIPOEKTOM.
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BUCHOBKMU

VY GakanaBpchbkiit poOOTI BUPIIIEHO aKTyallbHE HAYKOBO-MIPAKTUYHE 3aBJIaHHS
— pO3pOOKyY MPOTOTUITY 0AaraTOKOPUCTYBAILKOT IPU 3 BUKOPUCTAHHSAM ITPOBOTO PYIIIis
Unity 3D Tta mepexeBoro ¢gpeiimBopky Photon Engine. Ha ocHoBI npoBeieHux nocii-
JIKEHb Ta MPAaKTUYHOI peastizallii Mo)kHa 3p0OUTH HACTYITHI BUCHOBKH.

VY nepriomy po3iti IPOBEICHO aHaJi3 CydYaCHUX IHCTPYMEHTIB PO3POOKH irop,
BUKOHAHO TMOPIBHAJIBHY XapakTepuctuky irpoBux pymiiiB (Unity, Unreal Engine,
Godot, GameMaker Studio) Ta mepexeBux pimens (Photon PUN 2, Mirror, Netcode
for GameObjects, Nakama). O0rpyHToBaHo BHOip TexHojoridHoro cteky: Unity 3D
3a0e3nedye ONTUMAIbHUIN OallaHC MK SKICTIO Tpadiku, MPOAYKTUBHICTIO Ta JOCTYT-
HicTiO JokyMeHTallii; Photon PUN 2 06pano 3aBisiku 0e3K0ImToOBHOMY Tapudy, roTo-
Biif XMapHiii 1HQPaCTPyKTypi Ta BUCOKOMY piBHIO iHTerpailii 3 Unity. ChopMyap0BaHO
CIM 3ajJ1a4 po3poOKH, sIK1 TOBHICTIO BIAMOBIIAIOTH peasii3oBaHOMY (DYHKIIIOHATY.

VY npyromy po3/iiii CHPOEKTOBAHO apXITEKTYPY KIIIEHT-CEPBEPHOI B3aEMO/I11 Ha
ocHoBi Photon Cloud, po3po6iieHo aiarpamy kiaciB, Jiarpamu MociaiOBHOCTI Ta Jiar-
paMu akTUBHOCTI. PeanizoBaHo 0a30By Jioriky rpu 3acobamu C#: KOHTpoJIep TpaBIs 3
MIITPUMKOIO pyXY, CTPUOKIB Ta MiI00pY MPEAMETIB; CUCTEMY BI3yallbHUX €(DEKTIB 15
MIPEIMETIB; MEHEKEp TPH 31 CIABHOM T'PaBIIiB Ta TaltMepoM; iHTep(deiic KOopucTyBada
(ronoBHe MeH1o, 11001, irpoBuit HUD, BinoOpaxkeHHs HikHeiMiB). [nTerpauiro Photon
Engine Bukonano uepe3 APl PUN 2 3 Bukopucrannsam PhotonNetwork.Instantiate,
PhotonNetwork.Destroy, RPC-pukukis ta callback-meTois.

Y TpeTboMy po3/iii MPOBEACHO TECTYBAaHHS PO3POOIEHOTO MPOTOTHITY. DYH-
KI[1OHAJIbHE TECTYBaHHs MIATBEPANIO KOPEKTHY POOOTY BCIX JIOKAJBHUX MEXaHIK.
O1iHKa TPOAYKTUBHOCTI MOKa3aja cTadiapHy po0oTy mnipu 4 rpasusx (FPS > 56, 3a-
TpuMKa < 48 Mc). BusiBneHo Ta yCyHEHO OCHOBHI TPOOJIEMH: CHHXPOHI3AIlsl 00'€KTIB
(3amina Destroy Ha PhotonNetwork.Destroy), kepyBanHs TaiiMepoMm (TiepeBipka

IsMasterClient), BigoOpa)keHHs HIKHEMMIB (aCMHXpOHHICTh JaHux Owner).
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BusHaueHo nepcrnekTuBU MOAAIBIION0 PO3BUTKY: PO3IIMPEHHS ITPOBUX MEXaHIK, MO-

KpAaIIeHHS MEPEKeBO1 B3a€EMO/I11, MOPTYyBaHHS Ha 1HIII TIAT(HOPMHU.

Merta poOoTH — CTBOpEHHSI (PYHKIIIOHAJILHOTO MPOTOTUITY 0araTOKOPHUCTYBa-

LBKOI I'py — AocarayTa. Po3po0iieHnii nporpaMHuil MPOYKT MOKE CIIyTyBaTH OCHO-

BOIO JIJISl TIOJAJIBIIOT KOMEPIIIMHOI po3po0KH, a OTpUMaH1 Pe3yNbTaTh MOXYTh OyTH

BUKOPHUCTaH1 1HIIUMH PO3POOHUKAMHU-TTOYATKIBIISIMHU.
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Collectibleltem.cs:

using UnityEngine;
using Photon.Pun;

/// <summary>
/// MpeameT ansa nipb6opy. KpyTutbca Ta cBiTuTbCA.
/// Mpukpinutu go byab-skoro GameObject 3 konawWgepom.
/// 06'exT OBOB'A3KOBO mae 6yTu po3miweHui y nanui Resources/.
/// </summary>
public class CollectibleItem : MonoBehaviourPun
{
[Header("NapameTpu") ]
public int points = 190;
public float rotateSpeed = 90f;
public float bobAmplitude = 0.2f;
public float bobSpeed = 1.5f;

Vector3 _startPos;

void Start()
{

_startPos = transform.position;

void Update()
{
// 06epTaHHA
transform.Rotate(Vector3.up, rotateSpeed * Time.deltaTime, Space.World);

// TNnaBHe 3aBuCaHHA

float newY = _startPos.y + Mathf.Sin(Time.time * bobSpeed) * bobAmplitude;

transform.position = new Vector3(transform.position.x, newY,
transform.position.z);

}

GameManager.cs:

using UnityEngine;
using Photon.Pun;
using Photon.Realtime;

/// <summary>
/// MeHepxep irpoBol cueHM — Spawn rpaBuiB, Tawmep, nepemora.
/// MpukpinuTu fo nopoxHboro GameObject "GameManager" Ha cueHi GameScene.



/// </summary>
public class GameManager : MonoBehaviourPunCallbacks
{
[Header("Spawn")]
public Transform[] spawnPoints;
public GameObject playerPrefab; // Pecypc y nanui Resources/

[Header("Tpa")]
public float gameDuration = 120f; // cekyHau

// — CTaH
float _timelLeft;
bool _gameOver;

// — Unity lifecycle
void Start()

{
_timelLeft = gameDuration;
SpawnLocalPlayer();
}
void Update()
{
if (_gameOver || !PhotonNetwork.IsMasterClient) return;
_timelLeft -= Time.deltaTime;
if (_timeleft <= 0)
{
_timelLeft = 0;
photonView.RPC(nameof (RPC_GameOver), RpcTarget.All);
}
}
// — Spawn
void SpawnLocalPlayer()
{

// IHAeKC spawn-TOYKM = HOMep rpaBufa y KimHaTi
int idx = PhotonNetwork.LocalPlayer.ActorNumber % spawnPoints.Length;
Transform sp = spawnPoints[idx];

// Instantiate 4yepe3 mepexy — 06'ekT byae Ha BCix kKJNi€HTax
GameObject player = PhotonNetwork.Instantiate(
playerPrefab.name, sp.position, sp.rotation);

// Cnipkyemo kamepow svwe 3a CBOIM rpaBueMm
var cam = Camera.main;
if (cam != null)
{
var holder = player.transform.Find("CameraHolder");
if (holder != null)
cam.transform.SetParent(holder);



// — Photon callbacks
public override void OnPlayerLeftRoom(Player otherPlayer)

{
Debug.Log($"{otherPlayer.NickName} BwiiwoB 3 rpu.");

}
public override void OnLeftRoom()
{
// ToBepTaeMOCb y rOJIOBHE MEHK
UnityEngine.SceneManagement.SceneManager.LoadScene(9);
}
// — RPC
[PunRPC]
void RPC_GameOver()
{
_gameOver = true;
Debug.Log("Tpa 3aBepweHa! Yac BwuiwoB.");
// TyT MOXHa nokKa3aTu NaHeslb pe3ynbTaTiB
}

// — MNyb6niyni meTtoan pgna UI
public float GetTimeLeft() => _timelLeft;
public bool IsGameOver() => _gameOver;

public void LeaveGame()

{

PhotonNetwork.LeaveRoom();

ItemSpawner.cs:

using UnityEngine;
using Photon.Pun;

/// <summary>

/// CnaBHUTb KONekTabn-npeamMeTu y BUMNAAKOBUX TOYKaX.
/// MpukpinuTu fo nopoxHboro GameObject "ItemSpawner".
/// 3anyckatu nuwe Ha Master Client.

/// </summary>

public class ItemSpawner : MonoBehaviourPun

{
[Header ("HanawtyBaHHA") ]
public GameObject itemPrefab; // Resources/ npedab
public Transform[] spawnPositions; // To4ku cnaBHy npeameTiB

public int maxItems = 10;
public float respawnDelay = 5f;



int _currentItems;

void Start()

{
if (!PhotonNetwork.IsMasterClient) return;
SpawnAll();
}
void SpawnAll()
{
int count = Mathf.Min(maxItems, spawnPositions.Length);
for (int i = @; i < count; i++)
SpawnItem(i);
}

void SpawnItem(int index)
{
if (index >= spawnPositions.Length) return;
Transform sp = spawnPositions[index];
PhotonNetwork.Instantiate(itemPrefab.name, sp.position,
Quaternion.identity);
_currentItems++;

// MoxHa BuknukaTu nicns nipbopy npeameTy wob nepe3acnaBHUTH
public void OnItemPickedUp(int spawnIndex)

{
if (!PhotonNetwork.IsMasterClient) return;
_currentItems--;
Invoke(nameof(SpawnAll), respawnDelay);

}

NetworkManager.cs:

using UnityEngine;
using UnityEngine.UI;
using Photon.Pun;
using Photon.Realtime;

/// <summary>
/// MepexeBuit meHepkep — 3'€fHaHHA, nobi, kimHaTw.
/// MpukpinuTtu go nopoxHboro GameObject "NetworkManager" Ha cueHi MainMenu.
/// </summary>
public class NetworkManager : MonoBehaviourPunCallbacks
{
[Header("UI — lFonoBHe MeHw") ]
public GameObject mainMenuPanel;
public GameObject lobbyPanel;
public InputField roomNameInput;



public InputField playerNamelnput;
public Text statusText;

public Button createRoomBtn;
public Button joinRoomBtn;

[Header("Nobi — cnucok kimHaT")]
public Transform roomListContent;
public GameObject roomListItemPrefab;

[Header("Tpa")]
public string gameSceneName = "GameScene";

// — Unity lifecycle

void Start()

{
SetStatus("3'eaHaHHA 3 Photon...");
PhotonNetwork.AutomaticallySyncScene = true;
PhotonNetwork.ConnectUsingSettings();

// BcTaHoBMTHM im'sa rpaBus
PhotonNetwork.NickName = "Player_" + Random.Range(100, 999);
if (playerNameInput != null)

playerNameInput.text = PhotonNetwork.NickName;

// — Photon callbacks
public override void OnConnectedToMaster()

{
SetStatus("NiaknoyveHo! Bxip y nobi...");
PhotonNetwork.JoinLobby();

}

public override void OnJoinedLobby()

{
SetStatus("Y nobi. 06epiTb abo cTBOpiTb KimHaTy.");
mainMenuPanel.SetActive(true);
lobbyPanel.SetActive(false);

}

public override void OnRoomListUpdate(System.Collections.Generic.List<RoomInfo>
roomList)
{
// O4YNCTUTKM CTapui CNMCoK
foreach (Transform child in roomListContent)
Destroy(child.gameObject);

foreach (RoomInfo room in roomList)

{
if (room.RemovedFromList) continue;
var item = Instantiate(roomListItemPrefab, roomListContent);
item.GetComponentInChildren<Text>().text =



$"{room.Name} ({room.PlayerCount}/{room.MaxPlayers})";
item.GetComponent<Button>()?.onClick.AddListener(() =>
JoinRoom(room.Name));

}
}
public override void OnJoinedRoom()
{
SetStatus($"KimHaTa: {PhotonNetwork.CurrentRoom.Name}");
lobbyPanel.SetActive(true);
mainMenuPanel.SetActive(false);
// flkwo rocnojap — 3aBaHTaXyeMo cueHy (Bci nipkswyveHi 3aBaHTaxaTb Tex)
if (PhotonNetwork.IsMasterClient)
{
Invoke(nameof(LoadGame), 2f);
}
}
public override void OnPlayerEnteredRoom(Player newPlayer)
{
SetStatus($"MNpuegHasca: {newPlayer.NickName}. " +
$"IpaBuiB: {PhotonNetwork.CurrentRoom.PlayerCount}");
}
public override void OnDisconnected(DisconnectCause cause)
{
SetStatus($"BiaknwyeHo: {cause}. MepenigkniwyeHHsa...");
PhotonNetwork.ConnectUsingSettings();
}
// — KHonkwu
public void OnCreateRoom()
{
ApplyNickname();
string name = roomNameInput != null & roomNameInput.text.Length > @

? roomNameInput.text
"Room_" + Random.Range(1000, 9999);

var options = new RoomOptions { MaxPlayers = 4, IsVisible = true, IsOpen =
true };
PhotonNetwork.CreateRoom(name, options);

}
public void OnJoinRandomRoom()
{
ApplyNickname();
PhotonNetwork.JoinRandomRoom() ;
}

// — DonomixHi



void JoinRoom(string roomName)

{ ApplyNickname();
PhotonNetwork.JoinRoom(roomName) ;
}
void LoadGame()
{
PhotonNetwork.LoadLevel(gameSceneName);
}
void ApplyNickname()
{
if (playerNameInput != null && playerNameInput.text.Length > 0)
PhotonNetwork.NickName = playerNameInput.text;
}
void SetStatus(string msg)
{
Debug.Log("[NetworkManager] " + msg);
if (statusText != null) statusText.text = msg;
}

PlayerController.cs:

using UnityEngine;
using Photon.Pun;

/// <summary>

/// KoHTponep rpaBua — pyx, CTpubok, cuHXpoHi3auis yepe3 Photon.
/// Mpukpinutn po npe¢aby Player.

/// </summary>

[RequireComponent(typeof(CharacterController))]

public class PlayerController : MonoBehaviourPun

{
[Header("Pyx")]
public float moveSpeed = 5f;
public float jumpForce = 5f;

public float gravity = -9.81f;

[Header ("Kamepa")]
public float mouseSensitivity = 2f;
public Transform cameraHolder;

[Header("Ninbip npeameTiB™)]
public float pickupRange = 2.5f;
public LayerMask itemLayer;

// — MpuBaTHi nonsa
private CharacterController _cc;



private Vector3 _velocity;
private float _xRotation;
private Camera _cam;
private PlayerUI _ui;
private int _score;

// — Unity lifecycle
void Awake()

{
_cc = GetComponent<CharacterController>();
_ui = GetComponent<PlayerUI>();

}

void Start()

{
// Nvwe nokanbHWA rpaBeub Kepye KaMepoi
if (!photonView.IsMine) return;
_cam = Camera.main;
if (_cam != null && cameraHolder != null)

_cam.transform.SetParent(cameraHolder);

Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;

}

void Update()

{
// BUKOHYBaTW uwe ANA BNACHOrO rpasuS
if (!photonView.IsMine) return;
HandleMovement();
HandlelLook();
HandlePickup();

}

// — Pyx

void HandleMovement()

{
bool grounded = _cc.isGrounded;

if (grounded && velocity.y < @) velocity.y = -2f;

float h = Input.GetAxis("Horizontal");

float v = Input.GetAxis("Vertical");

Vector3 move = transform.right * h + transform.forward * v;
_cc.Move(move * moveSpeed * Time.deltaTime);

if (Input.GetButtonDown("Jump") && grounded)
_velocity.y = Mathf.Sqrt(jumpForce * -2f * gravity);

_velocity.y += gravity * Time.deltaTime;



_cc.Move(_velocity * Time.deltaTime);

}

// — 0rnaa muuen

void HandleLook()

{
float mx = Input.GetAxis("Mouse X") * mouseSensitivity;
float my = Input.GetAxis("Mouse Y") * mouseSensitivity;
_XRotation -= my;
_XRotation = Mathf.Clamp(_xRotation, -80f, 80f);
if (cameraHolder != null)

cameraHolder.localRotation = Quaternion.Euler(_xRotation, of, of);

transform.Rotate(Vector3.up * mx);

}

// — Nip6ip npegmeTis
void HandlePickup()

{
if (!Input.GetKeyDown(KeyCode.E)) return;
Ray ray = new Ray(cameraHolder.position, cameraHolder.forward);
if (Physics.Raycast(ray, out RaycastHit hit, pickupRange, itemLayer))
{
var item = hit.collider.GetComponent<CollectibleItem>();
if (item != null)
{
_score += item.points;
_ui?.UpdateScore(_score);
PhotonNetwork.Destroy(hit.collider.gameObject);
}
}
}

PlayerNameTag.cs:

using UnityEngine;
using UnityEngine.UI;
using Photon.Pun;

/// <summary>
/// TNoka3ye Hik rpaBusa Hag nepcoHaxem (Billboard — 3aBXau MOBepHEeHWt [O Kamepw).
/// Mpukpinutun go World Space Canvas Haa rosioBow rpaBsuA.
/// </summary>
public class PlayerNameTag : MonoBehaviourPun
{
public Text nameText;
Transform _cam;



void Start()

{
_cam = Camera.main?.transform;
if (nameText != null)
nameText.text = photonView.Owner?.NickName ?? "???";
// He nokasyBaTu BnacHuit Hik cobi (onuiiHo)
if (photonView.IsMine)
gameObject.SetActive(false);
}
void LateUpdate()
{
// Billboard: noBepHyTM A0 Kamepwu
if (_cam != null)
transform.LookAt(transform.position + _cam.forward);
}

PlayerUl.cs:

using UnityEngine;
using UnityEngine.UI;
using Photon.Pun;

/// <summary>
/// UL rpaBua — paxyHoOK, Tawmep, nigxkaskwu.
/// Mpukpinutun go Toro x GameObject, wo ¥ PlayerController.
/// </summary>
public class PlayerUI : MonoBehaviourPun
{
[Header("UI enemeHTn (npusHaumTtn B Inspector)™)]
public Text scoreText;
public Text timerText;
public Text hintText;
public Text playerNameText;

GameManager _gm;

void Start()
{
// UL 6a4uTb nuwe cBik rpaBeub
if (!photonView.IsMine)
{
// BuMkHyTM Canvas y iHuwmx rpasuiB (He noTpibeH iIM nokanbHO)
var canvas = GetComponentInChildren<Canvas>();
if (canvas != null) canvas.enabled = false;
return;



_gm = FindObjectOfType<GameManager>();

if (playerNameText != null)
playerNameText.text = PhotonNetwork.NickName;

if (hintText != null)

hintText.text = "WASD — pyx | MNpo6in — cTpubok | E — niaibpaTtw
npeameT";
UpdateScore(9);
}
void Update()
{
if (!photonView.IsMine || _gm == null) return;
if (timerText != null)
{
float t = gm.GetTimeLeft();
int min = Mathf.FloorToInt(t / 60);
int sec = Mathf.FloorToInt(t % 60);
timerText.text = $"Yac: {min:00}:{sec:00}";
}
}

// Buknukaetbca 3 PlayerController nicna nipbopy npegmeTy
public void UpdateScore(int score)
{
if (scoreText != null)
scoreText.text = $"Ouku: {score}";



