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PEDEPAT

O06’exT po3pobku: TpuBuMIpHa rpa Ha Android Ta Windows 3 MynbTUILIIEEPOM Ta
BUKOpcTaHHsM Photon.

Merta kBamidikariiinoi poOOTH: CTBOpPEHHsS TpUBHUMIpHOiI rpu Ha Android Ta
Windows, ska Oyme BHKOPHCTOBYBaTH TexHoJjorii Photon mis mepexuBoi rpu B
pealbHOMY 4Yacl.

Y BCTymi pO3TIsiIa€ThCs aHAMI3 Ta Cy4acHUN CTaH MPOOIeMH, KOHKPETU3YEThCS
MeTa KBamidikamiiHoi poOOTH Ta raiy3b ii 3aCTOCYBaHHS, HABEIEHO OOTPYHTYBaHHS
aKTyaJIbHOCTI TEMU Ta YTOYHIOETHCS IIOCTAHOBKA 3aBJaHHS.

Y mepmioMy po3auli  MPOAHATI30BAHO MPEAMETHY Tally3b, BH3HAYCHO
aKTyaJIbHICTh 3aBJIaHHS Ta NpPU3HAUEHHS PO3POOKH, CPOPMYIHOBAHO MOCTAHOBKY
3aBJIaHHS, 3a3HAYEHO BUMOTH JI0 ITPOrpamMHoOi peasti3allii, TEXHOJIOT1 Ta IPOrpaMHHUX
3ac00iB.

VY npyromy po3ain ImpoaHaii3oBaHI HasBHI pillIeHHS, 00paHO MIaTGOPMH IS
pO3poOKH, BUKOHAaHO IPOEKTYBaHHSA 1 po3poOKa mporpamu, oOmucaHa poOoTa
IporpamMu, aiIroput™M 1 CTpyKTypa ii (PYHKIIOHYBaHHS, a TaKOX BHUKJIUK Ta
3aBaHTAKCHHS MPOrpaMu, BU3HAYEHO BX1AHI 1 BUXIHI JaH1, 0XapaKTEPU30BaHO CKIIa/l
napameTpiB TEXHIYHUX 3aCO01B.

B exkoHOMIYHOMY  pO3[UIi  BU3HAYEHO  TPYJIOMICTKICTH  PO3POOJIEHOI
1H(pOpMaIIiHOT CUCTEMH, TPOBEACHUI MIAPAXyHOK BapTOCTI POOOTH MO CTBOPEHHIO
porpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

[TpakTiuHe 3HAYEHHSI MOJISITa€ Y CTBOPEH1 KPOCTIATPOPMEHOTO 3aCTOCYHKY Ha
Unity 3 Bukopuctanuasm Photon.

AKTYaJTbHICTh JAaHOTO TIPOTPAMHOTO MPOAYKTY BU3HAYAETHCS BETMKUM MTOTTUTOM
Ha MOJ10H1 pO3pOOKH, IO 3aBXKAU IPAIOTh B ITPU Ta HE YSBISIOTH CBOE XKUTTS 0€3
HUX.

Crmcox  wmouoBux  cmiB:  MOBUIBHUM, JOJATOK, WINDOWS,
ANDOROID, TEJIE®OH, MEHIO. UNITY, PHOTON, KPOCIIVIAT®OPMA.



ABSTRACT

Object of development: a three-dimensional game on Android and Windows with
multiplayer and the use of Photon.

The purpose of the qualification work: to create a three-dimensional game on
Android and Windows, which will use Photon technology for real-time online gaming.

The introduction considers the analysis and current state of the problem, specifies
the purpose of the qualification work and the field of its application provides a
justification for the relevance of the topic and clarifies the problem.

In the first section the subject area is analyzed, the urgency of the task and the
purpose of development are determined, the statement of the task is formulated, the
requirements to the software implementation, technologies and software are specified.

The second section analyzes the available solutions, selected platforms for
development, designed and developed the program, describes the program, algorithm
and structure of its operation, as well as calling and loading the program, determines
the input and output data, describes the parameters of hardware.

The economic section determines the complexity of the developed information
system, calculates the cost of work to create a program and calculates the time for its
creation.

The practical value is to create a cross-platform application on Unity using
Photon.

The relevance of this software product is determined by the high demand for such
developments, people always play games and cannot imagine their lives without them.

List of keywords: MOBILE, APP, WINDOWS, ANDOROID, PHONE, MENU.
UNITY, PHOTON, CROSSPLATFORM
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CIIMCOK YMOBHHUX IIO3HAYEHbD

3D — tpuBumipHuii npoctip (auri. three-dimensional);
2D — nBoBUMIpHUI MPOCTIP;

APK — Android Package;

Pun — Photon Unity Networking;

SDK — Software Development Kit;

[IK — nepcoHaIbHUM KOMITIOTED.



BCTVYII

Temoro paHoi kBamidikamiiiHoi poOOTH € Po3poOKa 3aCTOCYHKY, SIKMM Oyje
npamoBatd Ha Windows Ta Android 3 BUKOPUCTaHHSIM TEXHOJIOT1i MEPEKUBOTO KOIY
Photon.

Mertoro ganoi kBami(ikaiiifHOT poOOTH € BUBYEHHS 1HCTPYMEHTAJIbHUX 3aCO01B
Unity, BUBYEHHS 1 BU3HAYCHHSA PI3HUX METOAIB MOOYIOBU 3aCTOCYHKIB Ha 0a3i
mwiargopmu  Android 1 Windows. JlocniipkeHHST Kpaimoro crnocody po3poOKu
pOrpaMu, a TAaKOK BUBUCHHS PI3HUX alITOPUTMIB 32 BU3HAUECHHSM 00’ €KTIB.

Unity — 1ie nporieciiiauii 6ararormiatGopMHUI IHCTPYMEHT JIJIst pO3pOOKH 1rop Ta
3acTocyHKiB sik 3D, tak i 2D. Photon Unity Networking (PUN) — e maket Unity st
IIBUIKOTO CTBOPEHHS MepekuBux irop. llIBuake cromyueHHS B Mepexki MPUBOAUTH
BalllUX I'PaBIIiB JI0 KIMHAT, Jie 00 €KTU MOXXYTb OyTH CHHXpOH130BaH1 Mepexero. RPC,
BJIACTUBOCTI a00 «HU3BKOPIBHEBI» MOmli ()OTOHIB — 1€ JUIIe JesAKl 3 (PyHKIIi.
[IBuakmii Ta HAIIHHUHN 3B’ 130K 3A1HCHIOETHCS Yepe3 BiaieHi cepBepu Photon, Tomy
KJIIEHTaM He MOTPIOHO MiAKII0YaTHCS OJUH 110 ojHoro [17].

InTepec no irop 3axau €. JIronu Bxe qyke TaBHO CTBOPIOIOTH IrPOB1 3aCTOCYHKH.
B Bixkinenii nepima 3rajka mpo Bifeo irpu Oyna y 1947 portii, konu Bxe OyB HalMCaHHMA
Nepinii IrpoBUi 3acTOCYHOK. JI¥oau, rparoud B IFPOBI JOAATKH, HaMararoTbCs
BIIMOYUTU. AJie BCl JIOOMATH pI3HI JKaHPU, 4Yepe3 LEe IrPOBUX 3aCTOCYHKIB
HaJ3BUYaAHO Oararo.

Komepiiiiinuii 3picT 3aCTOCYHKY, IO PO3pOOJsSe€Thesl B XOA1 KBamiikaliiHol
poOOTH — HAABEIUKUN, TOMY III0 BiH KpocriargopMeHuid, ToOTo Horo MoxkHa Oyze
3armyctutd Ha Windows ta Android. Ha choromHi prHOK 3aCTOCYHKIB Ta irOp € OJTHUM
3 HAUMPUOYTKOBIIIMX.

Haii6inp11010 nepeBaroro y KOMEpIiifHOMY IUIaHl TPH € Te, 110 BOHA MEPEKUBA.
[Ile 30BCiM HEAABHO BEIMKOIO MOMYJSPHICTIO KOpUCTyBajiacs rpa « Bomberman 2» Ha
npucrasui Dendy.

3Bakaroun Ha Te, Mo rpa «Bomberman 2» 3acrapina, BBaXKAEThCS 3a TOIIBHE
HAJMXHYTHUCH IIUM 3aCTOCYHKOM Ta JaTH HOBE JKUTTS T'Pi, IKa KOPUCTYBAIACS ITUPOKUM

MOTIMTOM CepeJl 0ararb0X KOPUCTYBaUiB.



PO31LT 1
AHAJII3 IPEAMETHOI T'AJTY3I TA TOCTAHOBKA 3ABJIAHHS

1.1. 3araabHi BiIOMOCTI 3 IpeAMETHOI rajysi

Bci mu mobumo irpu. Bei mu rpaemo y Hux. HaauxHyBIIMCH yXe 1CHYIOYOIO
rpoio «Boomberman 2», BinOyBaeTbcs po3poOka 3aCTOCYHKY Ui KBamiikariiHoi
pobotu. «Boomberman 2» — 1e Bigeorpa, sika Oyna ctBopeHa y 1991 pomi. Ls rpa €
POIOBKEHHSAM MepIioi yacTuHu rpu « Boombermany. XKanp 1poro 3acTocyHky — 1€
apkaJHuil J1a0ipuHT. [paBenb Kepye MEPCOHAKEM, SKHM 3HAXOAUTHCS B JAOIPHUHTI,
3po0JIecHHMM 3 OJIOKIB, SIKI MOJKHA 3JIaMaTh Ta OJIOKIB, 5Kl € He3JaMHHMHU. KoxkeH
rpaBelb MOXKE 3aJIUIIATH i c00010 O0MOY, sika BUOyXa€ 4epes3 IKUICh MPOMIKOK Yacy
1 pyHHY€ CTIHHU, IO 3HAXOAAThCSA O Hei. Takok y rpi € creuiajiibHi OOHYCH, SIKi
JO3BOJISIFOTH 301IBIINTH KIJIBKICTh OAHOYACHO cTBOpeHuX 00MO. L{11b rpu — nepemora
HaJl 1HIIUM TPaBIIEM.

3actocyHOoK KBaiikaiiiHoi podotu Oyne cTBoproBaTuch 3a mpuniunamu OOIl.
O06’exTHO-0pieHTOBaHE TporpamyBaHHs (OOII) — onHa 3 mapaaurM NporpaMmyBaHHs,
sKa PO3TISAa€E MPOrpaMy SIK MHOXKHUHY «00’€KTIBY», IO B3aEMOIIIOTH Mik coboro. B
HIi BHUKOPHUCTAaHO JEKUIbKAa TEXHOJIOT1M BiJ MOMEpPEIHIX MapaaurM, 30KpeMa
yCHaJKyBaHHs, MOJIYJIbHICTh, OMIMOP(}I3M Ta iHKancysuio. He3paxarouu Ha Te, 110
1 napagurma 3’ssuniack B 1960-Tux pokax, BOHa HE Maja IHPOKOTO 3aCTOCYBaHHS
10 1990-tux. CroroHi 6arato MoB nporpamyBaHHs (30kpema, Java, C#, C++, Python,
PHP, Ruby Ta Objective-C, ActionScript 3) miarpumytots OOIT [35].

OO0’ eKTHO-OPIEHTOBAHE MTPOTPaMyBaHHS CSTAE€ CBOIM KOPIHHSM JI0 CTBOPEHHS MOBH
nporpamyBaHHsi Cumyna B 1960-tux pokax. Pazom i3 TuM, SIK YCKJIaJHIOBAIOCh
amapaTtHe Ta mporpamHe 3a0e3nedeHHsl, OyJI0 Ty»,e BaXKKO 30€perT sIKICTh MPOTpaM.
OO0’ €KTHO-OpIEHTOBAHE MPOTrpaMyBaHHsI YACTKOBO PO3B’SI3y€ L0 MPOOJIEMY HIISTXOM
HATOJIONICHHS Ha MOJTyJIbHOCTI MPOTPAMH.

Ha BigMiHy BiJ] TpaauIliiHUX TOTJISIB, KOJU MPOrpaMy pO3TIIsiAad SK HaOlp
nignporpaM, abo sIK mepenik 1HCTpykuik komm’torepy, OOIl mporpamu MokHa

BBAYKAaTH CYKYMHICTIO 00’ €KTiB. BiqnmoBigHO 10 mapagurMu 00’ €KTHO-OPIEHTOBAHOTO



porpamMyBaHHs, KOXHUH 00 €KT 37aTHUH OTPUMYBATH MOBIIOMJICHHS, 00pOOJIATH
JlaHl, Ta HAJCUJIATH MOBIAOMIICHHS IHIIMM 00’ ekTaM. KoxkeH 00’€KT — CBO€pITHUN

HE3aJIe)KHUN aBTOMAT 3 OKPEMHUM MPU3HAYCHHSIM Ta BIIOBIIATBHICTIO.

1.2. lIpu3HayeHHs PO3POOKH Ta rajy3b 3aCTOCYBAHHA

Po3poOka irpoBoro 3actocynky Ha Unity st Android 1 Windows Photon 3
MEpEXUBUM KOZIoM. Tak irpu 11e ogHa 3 HAMOUTBIITUX Trady3eil CTBOPEHHS 3aCTOCYHKIB.
[ pyHTYIOUKCH Ha TOCBiIi, OTPUMAHOMY B PE3Y/ILTaTi pOOOTH Ha BEJHMKY KOMIIAHIIO, 110
CTBOpIO€E nofaTky Ha Unity, MPUXOAUMO 0 BUCHOBKIB, 1110 came irpoBuit pymriit Unity
Mae 0e3fiu mepeBar: mpocTuil iHTepdeiic, BUKOpUCTaHs AJisl HanmucaHHs ckpinTiB C#
Ta, 3BUYANHO, Kpocruiar@opMeHHICTh. € 0arato JOMOMDKHUX IUIAriHIB Ta IHIIUX
3aCTOCYHKIB, SIK1 MOJErmytoTh poooty B Unity. Hanpukian, Takuii ruiaris sik Zendject
3a IOIOMOTOIO0 SIKOTO JIETKO BUpUCTOBYBath DI koHTelHepHU. Ajie HIYOTO HE 3aBa)ae

CTBOPUTHU CBOI IJIAT1HU Ta PO3UIUPEHHS, SIK1 OYIyTh MOJIETIIYBaTH POOOTY.

1.3. IiacTaBa ajist po3podoku

BianoBiHO 0 OCBITHBOI MPOrpaMHM, 3TiIHO HABYAJIBHOIO IJIaHy Ta TpadikiB
HABYAJIBHOTO TIPOILIECY, B KIHII HABYAHHSA CTYJACHT BUKOHYE KBal(ikaiiiHy pooory.

Tema poOOTH y3rOmKy€ETHCS 3 KEPIBHUKOM MPOEKTY, BUITYCKaOUu0I0 Kadeaporo, Ta
3aTBEPIKYETHCS 3 HAKA30M PEKTOpa.

Takum 4uHOM, TTiICTaBaMU JIJIsI pO3pOOKH (BUKOHAHHSM KBaTI(hiKAIIIHOT pOOOTH) €:

— OCBITH  mporpama  cremiansHocTi 121 «lHXeHepis  mporpamMHOTO
3a0€3MCUCHHS;

— HaBYaJIbHUH IUIAH Ta rpadik HABYAIBHOTO MPOLIECY;

— Haka3 pekropa HalioHanbHOTO TEXHIYHOTO YHIBEpCUTETY «JIHIMpOBChKa
nomiTexHika» Ne 268-c Bix 07.06.2022 p;

—3aBAaHHsA Ha KBamiikaiiiiHy poOOTYy Ha TeMy «CTBOpEHHSI TpH

Kkpocriargopmenoi mepexkuBoi rpu Ha Unity 3 BukopuctanusM Photon ».
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1.4. IlocTaHOBKA 3aBAAHHSA

3aBnaHHsAM JaHOl pPOOOTH € HamMCAaHHS KPOCIIaT(GOPMEHOTO MEPEKHBOIO
nonarky. OCHOBHUMU XapaKTEpUCTUKaMU pO3pOOKH ITOBUHHI OyTH:

— (PYHKII1OHAJI MEHIO;

— (pyHKII1OHAJI KIMHAT;

— (yHKII10HAJI OOHYCIB;

— MOXKJIMBICTB KepyBaHHsI mepcoHaxkeM sik Ha Andoroid, Tak 1 Ha Windows;

— aJJaNTUBHUN Ta 3p03yMUIH 1HTEp(ENC.

[TocTaBneHna 3a1aua Moxke OyTH JOCSITHYTa TP BUKOHAHHI HACTYITHUX BUMOT:

— BUBYEHHS IPEAMETHOI 00JIaCTl 3aBAaHHS;

— MPOBEJCHHS MOPIBHSUIBHOI XapaKTEPUCTUKHA MOKIMBOCTEH CXOXKHUX 1rop;

— BUOIp MmIaTGpopMu po3poOKy;

— HaIMCaHHs MPOTPaMHOTO KOAY;

— po3poOKa TOBIAHMKA [l IOSICHEHHSI KOPUCTYBAHHSI TOJATKOM.

KiHmeBuM pesynsraroM Mae OyTu K MOOLITBHUI J0JATOK, Tak 1 Widnows

3aCTOCYHOK, SIKUM Ma€ MOKJIMBICTh I1JIKJIFOUCHHS 0 1HIINX T'PaBIIIB.

11



1.5. Bumoru 10 nporpamMu a0 NporpaMHoro BUpooy

1.5.1. Bumoru 10 GpyHKIiOHAJIbHUX XapaKTePUCTUK

Kinmesuit mpoayKT MOBHHEH JOTPUMYBATUCS HACTYMHUX (DyHKITIOHATEHUX
BHUMOT:

— IHTYITUBHO 3pO3yMUIMI iHTEpdEiic KopHUCTyBaya;

— MOXJIMBICTB TAKITIOYATHCH JI0 1HIIIAX TPABIIIB;

— MOXKJIMBICTBh KepyBaTH IEPCOHAKEM Ta B3AEMOJIISITH 3 OTOYCHHSM Ta 1HITUMHU

IPaBILSIMU B MEPEXKI;

1.5.2. Bumoru g0 indopmaniiinoi 6e3nexn

Jlogarok 3amakoBaHO B OAMH (hailia, KpiM I[BOIO Yy KOpPHUCTyBaya HEMAae
HEOOX1THOCTI PEECTPYBATUCS 1 CTBOPIOBATUM AaKKAyHT BCEPEIWHI MpPOrpaMu. 3 Li€i

MPUYUHU HISIKUX BUMOT 10 1HGOPpMAIIiifHOT Oe31eKH HEMAE.

1.5.3. Bumoru 0 ckJiaay Ta napameTpiB TeXHiYHUX 32c00iB

Jli1st 3amycKy rpu MOTPiOHI TakKi XapaKTEepPUCTUKHU Ha TesleoHi:
— oneparriiina cuctema Android 7.1.1 abo Buie;
— noctynHo He MeHiie 100 Mb BuibHOTO MicIs;

— noctynHo He MeHuie 100 Mb onepatuBHOT mam’sITi.

Jlist 3amycKy rpu mOTpiOH1 Taki xapakTepucTuku Ha Windows:
— omeparriiina cuctema Windows 7 abo BHIIIE;
— noctymnHo He MeHie 100 Mb BuibHOTO MicIs;

— noctynHo He MeHie 200 Mb onepaTuBHOI 1am’sITi.
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1.5.4. Bumoru 0 indopmaniiiHoi Ta mporpamMHoi cymicHOCTi

3actocyHok Oyne cymicHuii 3 yciMa Andoroid tTa Windows cuctemamu, siki
JTOTPUMYIOThCS ITyHKTY 1.5.3. BuMoru 70 ckiaay Ta mapamMeTpiB TEXHIYHUX 3aCO0iB.
Sk ocHOBHa MOBa POrpaMyBaHHs BUKOpUcCTOByBajacs C#.

Honarox 6yno nanucano B Unity2021.3.2111.
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PO3/11 2
MPOCKTYBAHHSI TA PO3POBKA ITPOTPAMHOI'O MPOJAYKTY

2.1. ®yHKUioHAJIbHE NPU3HAYEHHSI IPOrPaMHu

Pesynbratom nanoi kBamidikariiitnoi po6otm mae Oytu mgomatok Android i
Windows 3 Mepex’UBUM KOJIOM Ta MOXJIMBICTIO IPAaTH B peajbHOMY 4Yaci 3 APyTHUMHU
TPABISIMHU.

OcHoBHUUM  (yHKIIIOHAN JofaTKa IIOJSArae B IIBUAKOCTI Ta B J00pe
CKOHCTPYHOBAHOMY 3aCTOCYHKY, SIKHI B MOAQIBIIOMY OyJi€ JIETKO PO3IIUPHUTH.

Kpim 1poro, 17151 Kpamoi 1 aKicHOT poOOTH NpOorpaMu, MOBUHEH OyTH MPUCYTHIM
HACTYIHHM JTI0IaTKOBUH (DYHKITIOHAT:

— MOXJIMBICTB TpaTu OyIb-Ae Ta 3 Oynb-skoro npuctporo Windows ta Android
AK1 TMIXOASATh 3T1IHO TEXHIYHUX XapaKTEPUCTHK;

— 00T, KMl OyJile BMUKATHUCS, KO HIXTO HE MIAKIIOUUTHCS J0 TPH 3a MEBHUM

MIPOMIXKOK 4acy.
2.2. Onmc 3aCTOCOBAHUX MATEMAaTUYHUX METO/AiIB
[lin dYac mpoexTyBaHHS Ta pO3pOOKM JaHOi 1HQOpPMALIWHOI CUCTEMHU
BUKOPUCTOBYBAJIMCS JIMIIIE TPOCTI apudmeTruyHi aii. MarematuyHi METOAM HE
BUKOPHCTOBYBAJIHCS.
2.3. Onuc BUKOPHUCTAHOI apXiTEKTYpH TA A0J0HIB MPOEKTYBAHHS
[TpoexTyBaHHS 3aCTOCYHKY BiJOyBaeTbcs Ha 0a3l BJIACHOTO JOCBiAYy poOOTH 3
Unity. Unity - e irpoBwii pyuriii Ha 6a3i C++, 1e kopuctyBay nuiie koj Ha C#.

[Ipoektnn Unity He momi6Hi no mpoektiB Visual Studio. Bu Bkaszyere Unity Ha

CTPYKTypy TaroK 1 BOHA BIIKPUBAE MAMNKy K MPO€EKT. [IpoexTn mMicTsaTh manku Assets,

14



Library, ProjectSettings 1 Temp, ane equHuid, SKuil BiioOpakaeThes B IHTepPEiic, 11e

I1ariKa ASSGtS, SAKY B MOXKCTC H06a‘-II/ITI/I Ha MAJIIOHKY Puc.2.1.
I Project
+ -

O avwiLeGs

B Animation

warning C 8 f ] f ete; 'prefs etPath has been deprecated. Use assetPs

Puc.2.1. Ctpykrypa npoekty B Unity

[Tanka Assets MICTUTB yCi Ballll peCypCH - MUCTELTBO, KO/, ay/110; KOXeH (aii,
KM BH MIPUBHOCHUTE JI0 CBOTO MPOEKTY, ine croau [7]. Lle 3aBxkau mamnka BEpXHbOTO
piBHs penakropa Unity. Ilanka ASSetS — e JOKaJbHMIM Kem sl IMIOOPTOBAaHUX
pecypciB; BiH MICTUTh yci MeramaHi it pecypciB [3]. ¥V mammi ProjectSettings
30epiratoTbes napamerpu. [lanka Temp BUKOPUCTOBYETHCS JI1 TAMYACOBUX (haiIiB 3
Mono ta Unity B nporieci 30upanHs. BaxJIMBO HarojloCUTH Ha BaXXJIMBOCTI BHECEHHS
3MiH TUTbKH uepes inTepdeiic Unity, a He Oe3mocepennbo uepe3 daiinoBy cucremy [8].
Ile BKJIFOYa€E HABITH MPOCTE KOMIIOBAaHHS 1 BCTaBKy. Unity BiACTeXKye MeTajgaHi AJis
BaIllMX 00’ €KTIB Yepe3 PeIakTop, TOMYy BUKOPUCTOBYHTE PEAKTOP JJIsl BHECEHHS 3MiH
(3a BUHSITKOM JICSIKMX BHIIAKIB).

Maiixe Bci y Baiii ciieHi € GameObject. [Togymaiite mpo System.Object B .NET
Framework [11]. Maiixke Bci BUOM MOXOASTH Bim HBOro. Taka K KOHICIIISN
BiHOCUTHKCS 1 10 GameObject. I{e 6a3oBuit kiac s Bcix 00’ ekTiB y ciieHi Unity Puc

2.2.
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Components Textures

N/

GameObjects

Scene / Virtual
Environment

h 4

Mesh Materials Scripts

Puc.2.2. Bizyam3auis GameObject

Haiikpaie B Unity — e KpocmiaT(popMeHICTb, 110 MOJIETITY€E poOOTY B IEKLIbKa Pa3iB.

CrBopuTH O Maiike M7 Oyab-sKy TUIarGopMy Ha CHOTOMHINIHIN JeHb Puc.2.3.

Platform

|;| PC, Mac & Linux Standalone
i0s io:

Jo 108

Universal Windows Platform

Xbox One

Puc.2.3. Ilnatdopmu, Ha IKMX MOXHA cTBOpUTH 0L B UNity

Takox s TigBaHTaXXEHHs pecypciB Oyae BukopuctaHo Resources. Kiac
Resources mo3Bossie 3HAXOAUTH 00’ €KTH, BKJIIOYAIOYH PECYpPCH, Ta OTPUMYBATH
noctyn g0 Hux [14]. Pemaktop Resources.FindObjectsOfTypeAll moxna
BUKOPHUCTOBYBATHU JJIsI MOLTYKY pecypciB Ta 00’ ekTiB Scene. JlocTyI 10 BCiX pecypciB,

110 3HAXOAAThCs B manil «Pecypcu» B Oynb-sxomy Micii nanku «Pecypcu», MoxxkHa
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oTpumatu 3a jaomnomMoroto ¢yHkIii Resources.Load. Moxke iCHyBaTH KiJIbKa Marok
Resources, 1 mi1 yac 3aBaHTak€HHs 00’ €KTIB KOXKHA 3 HUX OyJie IepeBipeHa.

Y Unity Bu 3a3BHuaii He BUKOPHUCTOBYETE IMEHA WUISAXIB JUIS JOCTYIY [0
pecypciB, HATOMICTh BU Ha/Ia€T€ MOCUJIAHHS Ha PECYPC, OTOJIONIYIOUM 3MIHHY TOJIA, a
NoTiM Npu3HaudaeTe 1 B iHcmekropi [6]. YV pa3i BukopucranHs i€l TexHiku, Unity
MOKE€ aBTOMATHYHO pO3paxyBaTH, SKI aKTHBU BHKOPUCTOBYIOTHCA IMpHU MOOYAOBI
mieepa. Lle pangukaabHO MiHIMI3yE PO3MiIp TPaBIiB JI0 aKTHBIB, sIKI BU (DaKTUUHO
BUKOPHCTOBY€ETE B OOy 10BaHi# rpi. [Ipu po3MiliieHHI pecypciB y mankax «Resources»
1€ 3p0OUTH HEMOKJIIMBO, TOMY BC1 pECypcH B Mamkax « Resourcesy» 0ymyTh BKJIIOYEHI
1o 3oupanss [9].

[HIIMM HEJOJIKOM BHUKOPUCTAaHHS IMEH LUISIXIB € T€, M0 LEe MPU3BOAMUTH 0
MEHIIOI KIJIbKOCT1 IOBTOPHO BUKOPUCTOBYBAHOT'O KOy, OCKIJIbKHU CIIEHapli MaTUMYTh
KOHKPETH1 >KOPCTKO 3aKOJI0BaHI BUMOTH JI0 MICIISl PO3MIIIEHHSI pecypciB. 3 1HIIIOTO
00Ky, BUKOPUCTaHHS IOCUJIaHb, III0 HAJJAIOTHCS B IHCTIIEKTOPI, € CAMOJIOKYMEHTOBAaHUM
1 BiJIpa3y OYEBUJIHUM JUIsl KOPUCTYyBaya Ballloro CKpUMTa.

Opnak, OyBarOTh CUTYyallli, KOJIM 3py4Hillle OTpUMAaTH aKTUB Ha MOro iM’s, a He
MOCHJIATUCS Ha HBbOTO B 1HCTIeKTOpi. [1o cyTi, 1iopasy, KoJiv HE3py4YHO MPUBJIACHIOBATH
NOCWJIaHHS Ha 00’€eKT B iHcniekTopi. Hanpukian, noTpiOHO CTBOPUTH IrpOBUiA 00’ €KT
MPOLIETYPHO 31 CLIEHAPIIO 1 MPU3HAYUTH TEKCTYPY IPOLETYPHO CTBOPEHO] citii. Jleski
3aBaHTAXXEHI pPecypcu, OCOOJMBO TEKCTYpHU, MOXKYThb BHKOPHUCTOBYBATHU IIaM’sTb,
HaBITh SIKIIO B ClIEHI Hemae npumMipHuKa. [1{o0 3BUIBHUTH 1110 MaM’siTh, KOJIU PECypc
HE MOTpiOHMH, MOkHA BuKopucToByBaTH Resources.UnloadUnusedAssets [15].

Component system — 1ie oOcHOBHHI TTATEPH MPOEKTYBaHHs MpoekTiB B Unity [28].
Tomy Oyno BHpIIIEHO IOTPUMYBATHUCA ILBOTO TMATEPHY, CYTh SKOTO TOJSITae B
HACTyITHOMY:

— OJIVH «IIPEeIMET» - 1€ OuH npedao;

— JIOTIKa JIJIsI OJHOTO «IIpeaMeTa - Ie oauH kirac MonoBehaviour;

— JIOIATOK - 1Ie CIIEHA 13 B3aEMOTIOB’sI3aHUMU TIpedhadamu.

ITomin Benukux kiacie MonoBehavior.
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Axbu ne Oyna crpaBXHs rpa, TO MU CIOCTEpirajd O IMOCTYNOBE 3POCTaHHS
obcsry kmaciB MonoBehavior. JlaBaiite po3risHemMo, SK MOAUIMTH iX Ha OCHOBI
NPUHLIUITY OAMHOYHOI BIAMOBIIAIBHOCTI, SKUH mepeadavae, Mo OAUH KJIac MOBUHEH
BIJINOBIJIATH 32 OJIUH €JIEMEHT. SIKI0 3acTOCyBaTH HOT0 MPaBUIIBHO, TO Y BaC Mae OyTH
MOJXKJIMBICTh JaTH KOPOTKY BIJAIMOBIIb Ha 3alMUTaHHS HAa KINTAIT «3a IO BIANOBLIAE
KOHKPETHUH Ki1ac?» abo «3a 110 BiH He BIAMOBinae?». 3aBISKH [IbOMY CTAa€ 3pO3YMIIUM,
0 poOUTH OKpeMuid kiac. Lle mpuHIm, SKUii MOKHA 3aCTOCYBATH JI0 KOJIOBOI 0asu
OyJIb-SIKOTO MacITady.

Tyt MokHa pO30UTU CKIAAHY CHUCTEMY Ha HEBEJIMKI eleMeHTU. € Oe3miu pi3HuX
THUITIB BIJITOBITAJIGHOCTI JUISl KJIaciB — irpoBa JIoTiKa, 00poOKa BBEICHHS, MOJICITIOBAHHS
¢b13uKu, npencraBieHHs iHGopmarii Ta 6araTo 1HIIOTO.

Ocp criocoOu Takoro po30OUTTH:

— 3arajibHa irpoBa JiOrika, oOpoOka BBEJCHHS, MOJEIIOBaHHS (I3UKU Ta
MPEACTABICHHS JAaHUX MOXYTh OyTH mpuszHaueHi MonoBehavior, 00’ekTam
ScriptableObject abo 6a3oBuM kiacam C#;

— AKIIO0 TOTPIOHO 3pOOUTH TMapaMeTpu JoCTynmHMMU B Inspector, MoxHa
BUKopucToByBatd MonoBehavior abo ScriptableObject;

— 00pOOHUKM TOAIN IrpoBOTO pymniss abo yMNpaBliHHS ICHYBaHHSM 00’ €KTa

GameObject 000B’s13k0B0O MOBUHHI TIepedyBaTn B MonoBehavior [10].
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MonoBehaviour

Presentation

Input Simulation

Puc.2.4. Bizyamizariis MonoBehaviour kiacis

Kinacam MonoBehaviour notpioHo MaTi 10CTyn J10 BCi€i iHPopMmallii, TOMy 1110
BOHU € OOTOPTKOIO JJIs BCIET JIOTIKH, ajle CUMYJISILIi B Ipl HE 000B’SI3KOBO IMOBHHHI
3HATH, SIK TpaIoe JIoTika. BoHM MarOTh MPOCTO BUKOHYBAaTH CBOE 3aBaaHHs. [HOmI
JIOTIKa TepeIa€ CUTHAIA CUMYJIALT 1 BOHA 00YMCIIIOE BIAMOBIIHY peakitito [1].

OO6poO1i BBeACHHS HAWBHTIJIHIIIE BIJIBECTH BJacHE, 130JboBaHe Micie. TyT
Bi/I0yBaTUMETHCA TeHEpallis MO/i BBEJICHHS Ta iX Mepeaaya JIOTIYHUM aJIrOpUTMaM.
Bce, 1m0 Bin0yBa€eThCs michs, O0yae CUMYJISITIELO.

[leit migxiy moOpe Mpairoe 3 BBEICHHSAM Ta CHUMYJIIIEI0. AJie 1€ 3arpoxye
npo0iemMaMu 3 YCIiM, IO CTOCY€EThCS MPEACTABICHHS JaHUX, HATPUKIIAM, JOTIKH, 110
BI/IMOBIAa€ 3a crienie)eKTH, OHOBJICHHS PaXyHKY 1 TaK JaJi.

CratuyHUN METOJ| XOPOIIHMM THUM, IO SKIIO BIH HE TOPKAETHCS TJIOOATBHHX
3MIHHHUX, TO HaM JIETKO BU3HAYUTH 30HY BIJAMOBIIAIBHOCTI IIOTO METOIY, MPOCTO
TJISSHYBIIIM Ha apTyMEHTH, 10 BUKOPUCTOBYIOTHCSA MPU BUKIUKY MeToay. Ham He
noTpiOHO aHaIi3yBaTH HOTro pearizaiito [2].

[eit migxiag MepeTUHAEThCA 13 00MacTi0 (YHKLIOHATIBHOTO MPOrpaMyBaHHS.
bazoBa omuHuIlg TyT Taka: BM HajcwiaeTe AaHl (QyHKIi, a (yHKIs ToBepTae

pe3ysbTaT ab0 3MIHIOE OJIUH 13 30BHIMIHIX TapamerpiB. CrnpoOyiiTe neu miaxin i,
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MOXJIMBO, BY Jili/IeTe BUCHOBKY, IO BiH Ja€ MEHIIE O0ariB y MOpPiBHSIHHI 3 KJIACUYHUM
00’€KTHO-OpPI€EHTOBAaHUM IIpOorpamMyBaHHSAM. TaKO)X CTaTHYHI METOJIH JIy)KE CHIBHO
JOTIOMAaraloTh 3 PO3MIMPEHHIMH ab0 MpopaxyHKamMu, 00 iX MOXHA BUHECTH OKPEMO

B1JI OCHOBHOT JIOTIKH.

2.4. Onuc BUKOPUCTAHUX TE€XHOJIOTiI Ta MOB MPOrpaMyBaHHS

Mosa mnporpamyBanns C#. VY mpoueci po3poOKH BHKOPHCTOBYBaJIM Taki
TEXHOJIOT'I, SIK:

— JetBrains Rider Editor;

— TextMeshPro;

— Unity U,

— Unity physics;

— Photon PUN;

— Quick Search;

— 2D Sprite;

— Assets Bundle;

— Device Simulator;

— ImageConversion;

— Memory Profiler;

— Nice Vibration;

— Animator.

JetBrains Rider Editor 3abe3meuye iHTerpaitito aas BUKOpUCTaHHs JetBrains
Rider IDE sk penaktopa koay uis Unity. Bin nogae miaTpuMKy st CTBOpEHHS (paiisiB
.CSproj IS 3aBEpIICHHS KOJYy Ta aBTOMATUYHOTO BUSBJIICHHS IHCTAJAMINW. Takoxk
JI03BOJISIE 1E0AKUTH KOJI.

TextMeshPro — 1ie ineanpHe TexkcroBe pitnenns s Unity. Ile ineanpHa 3amina
TekcTy iHTepdeiicy Unity i 3actapinoi TekctoBoi citku [20]. [ToTyxHul i mpoctuii y

BukopucrtanHi, TextMeshPro (Ttakox Bimomuii sk TMP) BUKOPHCTOBY€E pO3IIMPEHI
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METOJM PEHACPUHIY TEKCTy pa3oM 3 HabopoM IelaepiB KopucryBada [21].
3abe3neuyround 3Ha4HI TOKpAIIEHHS BI3yallbHOI $IKOCTI, HAJal0Yd KOPHUCTyBauaM
HEHMOBIPHY THYYKICTh, KOJIM CIIpaBa JOXOAUTH JI0 CTHIIIO TEKCTY Ta TEKCTYPYBaHHS.
Mae wuyynoBy mnpoaykTuBHICTE. OCKUIbKM TreomeTpis, cTBopeHa TextMeshPro,
BUKOPHUCTOBYE JIBa TPUKYTHUKHU HAa CHMBOJI TaK Camo, sK 1 TeKCToB1 kommoneHTu Unity,
1€ TIOKpalleHa Bi3yalibHa SKICTh 1 THYUKICTb, 110 HE MOTPEOYIOTh TOAATKOBUX BUTpPAT
Ha MPOJYyKTUBHICTH [29].

Unity Ul — tie HaOip iHCTpyMEHTIB [Tt po3poOKu iHTepdeiCiB KopucTyBada s
irop 1 nporpam. lle cucrema iuTepdeiicy kopuctyBaua Ha ocHoBI GameObject, sixa
BHUKOPHCTOBY€E KOMIIOHEHTH Ta Game View JiIs opraHizaiii, po3TaulyBaHHs Ta CTHIIIO
1HTEepdeiicy kopuctyBaya. Bu He Mmoxete BukopuctoByBaTu Unity Ul nnst ctBopeHHs
a00 3minM iHTep(ericiB kopuctyBada B peaaktopi Unity [22].

Unity physics — peaunizye tpuBumipHy ¢izuky B Unity [22].

Photon PUN (Photon Unity Networking) € kJIOHOM OpUTIHATIBHOTO MEPEKUBOTO
API Unity, mo npairoe Ha HaaidHii iHPpacTpykTypi Photon [16]. KpiM noBHOTO
ninoopy rpasuis, ocHoBHUMU PUN e:

- cepiaiizailis CTaHiB IrpoBUX 00’ €KTIB (3 BOYIOBAaHOIO MiATPUMKOIO MTEPETBOPEHD
TOIIO);
- BugaieHi iBeHTu npoueayp (RPC).

PUN nae po3poOHUKY TpsIMUil Ta TOBHUM KOHTPOJIb HAJl TUM, 11O BiIPABISIOThH
Ta OTPUMYIOTh y TIO€HAHHI 3 HOTO THYYKOIO 0araToaapecHO0 MOACIUTIO PETPAHCIIALIT
npumiriens [11].

Quick Search — ngns mBuAKOrO MOINIYKY 00’ €KTIB CIICHU, ITYHKTH MEHIO, TAKETH,
API, nanamryBanus Tomio [26].

2D Sprite — BikHO pemakTopa crpaiitiB Unity asi CTBOPSHHS Ta peaaryBaHHsS
BJIACTUBOCTEMN 00’ €KTIB Sprite, TAKUX K ONOPHA TOYKa, MEXI1 Ta (PpizuyHa dhopma.

Mopayne AssetBundle peamizye knac AssetBundle 1 mor’s3ani APl nmns

3aBaHTaXeHHS n1aHux 3 AssetBundles.
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Device Simulator € anbTepHaTHUBOIO TPAAMUIIIHHOMY BikHY rpu pegaktopa Unity.
ImiTyroun noBeAiHkKy kiacy Screen 1 SystemInfo, Device Simulator nparse natu Toune
YSBJICHHSI ITPO Te, SIK Tporpama Oyjie BUIIISIIaTH Ha mpucTpoi [27].

Monyns ImageConversion peanizye kiac ImageConversion, skuii Hajae
JIOTIOM1KHI METO/IM I IiepeTBOpeHHs 300pakenb y popmatu PNG, JPEG a6o EXR.

Memory Profiler npononye yHiikoBaHe pimieHHS, K€ JO3BOJISIE CTBOPIOBATU
podib K HEBEIMKUX MPOCKTIB HA MOOUIBHUX MPUCTPOSX, TaK 1 BEIUKHUX ITPOCKTIB
AAA Ha BUCOKOSIKICHUX MallvHaxX. BiH Hajlae KOpUCHY 1H(POPMAIIIO PO BUIIICHHS
nam’siTi B pylni, MO0 O3BOJUTH pPO3POOHMKAM KEpyBaTH Ta 3MEHIIYBaTH
BUKOpHUCTaHHs nam’siti [31].

Nice Vibrations — e mpocre, ajie HOTy>KHE PillIeHHS /I J10JaBaHHs BiOparlii ta
TaKTHJIBHUX 3BOPOTHHX 3B's3KiB y Bamii irpu [4]. [ToOymoBaHuii Ha OCHOBI BJIaCHUX
API 10S Ta Android, BiH mpomnoHye YyHIBepcalbHUW 1HTEp(dEC AJid OJHOYACHOT
B3aeMo/ii 3 reiimnagamu, 10S ta Android, a Takox crmocoOu OTpUMaHHS MPABUIIBHO1
BiOpaIlii Ha KOXHiM tatdopmi [5].

Animator Haiae BC1 HEOOX1/IHI IHCTPYMEHTHU Ta KOMIOHEHTH 4acy JiJIsl BAKOHAHHS
CKEJIETHOI aHIMallii 3a JOIOMOTO0 CIIpaiTiB [24].

Takox XOTiJIOCh PO3MOBICTH PO oTIHMMI3aio B Unity.

Jlns BigoOpakeHHsI 00'eKTa Ha €KpaHi ABUTYH Biampasisie komanay (draw call)
rpadiunomy API (mampukian, OpenGL a6o Direct3D). I'padiunuit API pobuts
3HaYHy poOoTYy s KoskHOoro DC, 1o myske BriuBae Ha npoayktuBHicts CPU [33].

Unity BUKOPUCTOBYE JIBI METOJAMKH JJIsI BUPIIICHHS I11€1 MPOOJIEMHU.

Dynamic batching: ams 10cuTh MajMX CITOK Iie TIepeTBOpPro€ ix Bepiuuau B L1,
rpynye 6arato moAiOHMX BEPIIMH Pa3oM 1 MAJIOE iX yci 3a OJIUH pa3.

Static batching: 06’ennye cratuuHi (He pyXxomi) 00’€KTH IPU Y BEIIMKI CITKH Ta
IIBU/IIIE BIATBOPIOE 1X.

batdatbcst TUIBKK 00'€KTH, 10 MalOTh OJUWH 1 TOW camuii maTtepian. BiamosigHo,
uisi eeKTUBHOTO OAaTYMHTY BaM HEOOXIAHO POOUTH MaTepiaiau 3araibHUMH IS

0e3i1141 00'€KTIB, SIKIIO I1€ MOYKIIHBO.
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Skio y Bac € JBa OJIHAKOBI MaTepiaiu, 110 BIAPIZHAIOTHCA JIMIIE TEKCTypaMH,
MOXHa 00'€THATH IIi TEKCTYPH B OAHY BCIMKY — TPOIEC, KM YacTO Ha3UBAIOThH
CTBOPCHHSIM TEKCTYpHOTO aTiacy. Tak BH 3MOXETe BUKOPHCTATH OIWH MaTepial
3aMICTh JIBOX.

Ha pucynkax Puc.2.5., Puc.2.6., Puc.2.7., Puc.2.8. 6aunMo CTaTHUCTUKY Ha ClIeHa

JIO Ta MIC OTIMMI3aliil CIlEH.

Graphics:
iain 12.7ms

Statistics
Audio:

: (MUTED)

Graphics:

CPU: main 51.6ms

n casters: 0

Puc.2.6. B moka3HMKH IrpoBIi CLIEH] 10 ONTUMI3allii
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Statistics

Graphics:

iain 11.6ms
12

Statistics

 (MUTED)

Puc.2.8. Tloka3Huku B irpoBii CIIEHI MIiC/ISA ONTHUMI3aIli

2.5. Onmc CTPYKTYpH NPOrpaMu Ta ajJiropuTMu ii pyHKIioHyBaHHSA

I'pa moxinena Ha 2 ocHOBHi ciend. CIIEHH MiCTATh 00 €KTU IpU. IX MOKHa
BUKOPUCTOBYBATH JJIi CTBOPEHHS TOJIOBHOTO MEHIO, OKPEMHX pIBHIB Ta BCHOTO
1HIIoro. Y KOXHIM CIIeHI BU OyzieTe pO3MIIllyBaTH CBOi OTOYEHHS, MEPENTKOAN Ta
NPUKpPACH, TIO CYTi, MPOCKTYIOUH Ta OyIylud CBOIO Tpy dYacTHHAMHU. Y ITaHOMY
3aCTOCYHKY BCE PO3JUICHO YK€ MPOCTO: Meplia CleHa — 1€ MEHIO Ta Mpenoaep.
Hpyra — 11e Bce irpoBa CIlieHa.

To >, B mepIiiii ClieHI BUKOPUCTOBYETHCS JIOT1Ka 1HiI1ami3amii Ha Photon. [Toku y
HAC TpUBAE IHIMiami3aIs, MU O0aunMMoO eKpaH 3aBaHTakeHHs Puc.2.9 3 aniMmariero

3aBaAHTaXCHH:I.
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Loadind ¢«

Puc.2.9. ExpaHn 3aBaHTaXCHHS

Jami micns iHimiagizanii Ta niakmodeHds 10 Photon, My morparisieMo /10 ToJIOBHOTO

meHro Puc.2.10.

Puc.2.10. I"'ostoBHE MEHIO

VY roj0BHOMY MEHIO MU 0a4UMO JIBi KHOTIKH: OJTHA 3 HUX — I1€ IIIBUIKHUHA ITOITYK TPH,
a Jpyra KHOIKA BiJIKpUBA€ TMaHEIbKY 3 KIMHATaMHM, 0 SKUX MOXKHA MpUETHATHCS. B
CIUCKY BHOOpY KIMHAT y HAC € TOIIYK KIMHATH Ta 3py4YHE NMPHEIHAHHS 10 KIMHATH

JIMIIIe HATUCKAHHSM 10 Hi. KHOMKa mIBUAKOTO MOILIYKY TPy Ma€ Takui (yHIIIOHAT SIK
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MIPUETHATUCH 0 Oy/b-5KO1 YK€ CTBOPEHOI KIMHATH, SIKILIO K KIMHATa BIJICYTHS, TO MU

CTBOPIOEMO HOBY KiMHaTy. Bapiantu po3BUTKY MoJili B roJJoBHOMY MeHIo Puc2.11.

3aBaHTaXeHHs
nepLuoi cueHu

MigknoyeHHs Ao
macTep cepBepy

lMpwuxoBaHH:A
npenoagepy

KHonka naHeni KHonka wemnakoro
MOLUYKY KiMHaT noLuyKy rpu

r_J (

Mowyk KiMHaTK

KimMHaTi ’ )
3a Ha3BoKW Bubip 3 yxe ) ‘ MNepeBipka Ha HagABHICTb
. = AKI 3a40BINHAKOTb i
CTBOpeHMx KIMHaT ﬂ, y>Xe CTBOPeHWX KIMHaT
BCi yMOBW

KimHaTtin
A0 AKX MOXHa
nigegHaTUCL
BiACYTHI

- CTBOpEHHA HOBOI
KiMHaTKH

3aBaHTa)xeHHs irpoBoi
cLeHn

Puc.2.11. Bapiantu po3BUTKY IO/i1 B TOJIOBHOMY MEHIO

[lin yac mnpuenHaHHs a00 CTBOPEHHS HOBOI KIMHATH, MU 0Oa4MMoO €KpaH
3aBaHTaXEeHHS Puc.2.9, TOKKM y HAac BaHTAKUTHCS IrpOBa ClieHa. IrpoBa Xk ClieHa Mae

TaK caMO SIK 1 TOJIOBHE MEHIO MICJs €KpaH 3aBaHTaxxeHHsA. Ha oMy ekpaHi Mu
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OUYIKYEMO TIJIKJIIOUEHHs 1HIIOTO TpaBis. SIKIO 3a MEBHUU MPOMDKOK 4acy MU HE
Ma€eMO IIE OJIHOTO TpaBIlsl, TO MU CTBOPIOEMO 0O0Ta, sSKui Oyne rpaTd 3 MEpIIUM
rpaBiieM. Ha irpoBiii ciieHi MU MaeMo irpoBe 1osie. IrpoBe mone CKiIaxaeTbest 3 CITKH.

['paBers MOKe pyXaTUCh JIMIIIE 10 KIITUHKAX 1€l citku Puc.2.12.

Puc.2.12. Citka irpoBoro momus

KepyBanns Ha cmapTdoH1 Bi1OyBa€ThCS Uepes JHKONCTUK Ta KHOIIKY CTBOPEHHS O00MOU

Puc.2.13.
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Puc.2.13. CkpiHIIIOT 3 irpOBOi CIIEHU

Smuky, K1 MOXHA 3pyHHYBaTH Ta CTIHM CaMOTO IrPOBOTO TOJS, SIKIi HEMOKIIBO
3pyiHYBaTH, 3HaXOJAThCS Ha irpoBoMy noii. KoxeH rpaBenp HanoyaTKy I'py Mae 1o
2 60M0H, sika Moke BUOyXxHyTH. BuOyx mae meBHuil aianma3oH pyHHyBaHHs. Bin
LHEHTPAJIbHOI TOYKH — 1€ 4 KIITUHKHU BIIBO, YOTUPHU KJIITHHKU BIIPABO, 1O YOTUPH

KJIITUHKH Bropy Ta BHU3 Bl O0MOU Ta KIIITUHKA, B SIK1 3HAX0MuThcsa Oomba Puc.2.14.

Puc.2.14. BuGyxoBa xBuis Aii 6oMOou

Sxu10 BUOyX MOTparuisie B KIITHHKY, 1€ 3HaXOIUThCS a00 OJIOK, 1110 HE pyHHYETHCH,

abo skl MOXxe OyTu 3pyHHOBaHUH, TO BUOYXOBA XBUJISl 3yTUHUTHCS B LIbOMY OJIOLI.
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Jlnst mpopaxyHKy BUOYXOBO1 XBUJII BUKOPUCTOBYIOThCS KoJlaiepu. 3 JesKuX OJIOKIB

MOKe BUIAcTU OycTep, sikuid Oyze 30UIbIIyBaTH KUIBKICTH OJHOYACHO CTBOPEHHX

60oM0 rpaBrem Puc.2.15.

'7;"

Puc.2.15. Byctep, sikuii 3011bIIy€ KUTBKICTH O0MO, sIKI MOKHA CTBOPUTHU

Jlami Tpoxu OunbIie iHGopMaIii BaxkanBo Hagatu po Photon Puc.2.16, Ha 11iii 6510k
cxeMi npeacTaBieHa Maibke Best cucrema Photon. Ctucno — Photon 1ie qy»e notyxHa,
HajliiHa Ta THyuyka cucreMa. OmaHyBaTH L0 CHUCTEMY JIy>K€ IPOCTO 3aBISKU
3pO3yMLTIH JOKYMEHTAIlii 1 mpuKiIagax Bukopuctanus [11].

Bci kmientn miakmouaroTees a0 Photon Cloud, Tak sk cepBepa 3HaXOIATHCS B
pisHux kyToukax cBiTy [18]. Lle mae MOXIJIMBICTH PO3MOMIIUTH HaBaHTAKCHHS Ha
cepBepu Ta MIATPUMYBATH HU3bKY 3aTPUMKY. 3HAXOJDKEHHS HAMKpalloro cepsepa
3nicHIoeThess AuHamiuHo. [lami B camiit Unity depe3 komnoneHT PhotonView mu

MOJIETIITYEMO POOOTI irpoBux 00 ‘exTiB [13].

29



aameList GameState

‘ : LoadBalancer

‘ | Peerstate

‘ | Tepclient ‘ : LobbwOperationHandler

AppLobby ‘ |

‘ : MasterClientPeer

1: CreateGame(}

3 :

erationCode, Createdame

SendOperationRequssti

B

4 : OnoOperationRiEgquesti)

5 : EngueueCperatioh(s

& ExecubeOpsrationt)

. 7 HandliﬁCrEateGamE()

& : ContainsGarheId()

] T;inreateGallpe()

i |10 : TryGetServei()

< <create=i :
12 : — i
13 : TrySetProperties() ;
14 AddGamestate() :
At this stage the game is NOT available = :
&= It must Firsk be set as IsCreatedOnGameServer — brue '
during the GameState.Update which is called by a5 by N e '

GameList. UpdateGameList 15 : gatnestate :

] 16 : AddiFesr() Sl
H J o Lt 17
18 : operationResponss 1 H
‘ . Game ‘ ‘ | OukqoingMasterServerPesr ‘ : IncominaGamneServerPesr
+ ! AQELUbbg‘ ‘ : GameList ‘ ; GameState

9 : UpdateGamestately
20 : ServerEventCode. UpdateGamesState

E 21 : OnEwvent)

2z : HandleUpdateGamestated}
23 : UpdateGamesState()

‘will update the gamestate properties, ‘ﬁ

24 : HandleUpdatsGamestate() 25 : Updstesamestate) | -
26 g

Updake:

27 : PublishGameChanges()

i

25 : onGamestateChanged()

GameCache : RoomCacheBase

29 1 HaridleJoinOperationg}

JHandleJoindperation()

Dictionary <gameld, roomInstance:=

ePeerFromCurrentRoomd;

b2 : GetRoomReference)

33 : GetRodmRsfersncel)

34 : GetRosmReferende()

35 @ TryGetvalus()

B6 [IF oo nok Found] : CfsatsRoom(} <=creste s>

4’[] =<create >

1 : AddReference()

40 : Addi)

R |

P
e 42 : RoomReference
fetmmmmm - 5

43 : RoomReferehce

44 { RbomReference

45 : EnqueOperation()

: ExecuteOperation(}

RoomReference :

: HandleJoinOperation(y

49 ¢ TryAddPeerToGame(}

1 i set game properties For join from the First ackor H

Puc.2.16. biok cxema podotu Photon
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Jlns cuHXpoHi3alii mo3uiliii rpasi Bukopuctopyemo PhotonTransformView [12].
[1e 6a30Buii K1ac, sIKUM T0Ty4a€ThCs A0 MPOEKTY MpH MiakmoueHHi Photon.

Takox PhotonNetwork mae Ham 3MOry BUKOPHUCTOBYBATH 3BOPOTHI BUKJIHMKH, K1
Oy BUKOPUCTAHO JJIi CHHXPOHI3AIll irpoBOro mojisi. My MepeTBOPIOEMO CIIHUCOK 3
AIUKaMU, SKI MOXXHa 3pydHyBaTH B BitArray, nam koHBeptyemo byte[] Ta
BIIMPABIISIEMO BIJl MAacTep KIIIEHTA 10 KOPUCTYBaya, SKUN MiAKIOYUBCS 10 KIMHATH.

Hapasi, HeoOxigH0 HagaTH OibIe iHGOpMaIlii CTOCOBHO 00Ta Ta Horo podotu. bot
CTBOPIOETBCS il Yac OYIKYBaHHS MIAKIIOUEHHS IPYroro TpaBis. SIKmo apyruii
rpaBelb HE MIIKIIOYAETHCS, TO Yepe3 ACSIKUI MPOMIKOK 4acy CTBOPIOETHCS 00T, KUl
POPAXOBY€ KIITHHKU Ta MAa€ MOXJIMBICTh 3HAXOIUTH HAMKPAII MO3UIIIT pyXaTHCh 110
HUX Ta CTBOPIOBATH OOMOMU.

[Tpuknaam poboTr 60Ta MOKHA TOOAYNTH HA HACTYITHUX PUCYHKAX.

Puc.2.17. 3naxomkeHHs 60TOM HaWKpaIloi KJIITUHKY JIJI1 CTBOPEHHS] O0MOU
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Puc.2.19. Ilepemimiennst 60ToM 10 0€3meyHOT MO3UIIIT
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Puc.2.20. 3raxomKeHHS 00TOM Ta TIEpeMilIeHHS Ha HeOe3MeUHY MO3HUIIII0 IS

rpaBLs

2.6. OOrpyHTYBaHHS Ta OpPraHi3auisi BXiTHUX Ta BUXiAHMX JaHUX NPOrPaMu

AHanizyroun Te, o rpa Oyae KpocriatGopMeHo, MU Majld 3MOTY ITiai0opaTu
3po3yMinuil iHTepdeic, KUl MOBHICTIO 3a0e3redye 3pydyHe BUKOPUCTAHHS TPHU Y
KopucTyBaua. /[ kepyBaHHS IpH Ha KOMITIOTEP1 JOIIBHO OyJie BUKOPUCTOBYBATH
MUIIKY Ta KiaBiaTypy. Ha cmaptdoni, 3Buuaiino, cencopuuii tam. Il{omo nesaiicy
IHTYITUBHE YIIPaBIiHHA IrpOI0 3a JONMOMOTOI0 TamiB Ta iHTepdeicy, skuii Oyne
M1JIAIITOBYBATUCS JIJIsl TPaBILIsl B iFPOBIiH CIIEHI JIJIsi KEPYBaHHS MIEPCOHAXKEM.

Bxigni paHi, siKki 3aCTOCYHOK OTpPHUMY€ BiJi KOPHUCTyBada, TOOTO BBOJISTHCS
3aBISIKM CEHCOPHOMY ekpaHy Ha cmaprdoni Ha [IK, BianmoBimHO yepe3 MUIIKY Ta
KJIaBlaTypy.

Buxigni gasi, siki reHEepyOThCs MiJl yac poOOTH T'pH, Mpu 00poOIl JaHUX, SIKi
OTPUMYE I'paBellb — 1Ie peakiis 1HTepdeiicy Ha HaTUCKAHHSA KHOIOK Ta KJaBill abo
Taly 1o ekpaHy. B irpoBiii ciieHi — 1ie nmepeMilieHHs MO3UIlil rpaBiisi a00 CTBOPEHHS

OoMmO.
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2.7. Onuc po3po6/1eHOro NPOrpaMHoOro NpoOaAyKTY

Bei momarkum wa Android BcranoBmiothesi uepe3 APK abo AAB. AAB
BUKOPHCTOBYEThCS Ui BcraHoBieHHs 3 PlayMarket. B xomi TectyBanHS, Oyiio
BcTaHoByeHO Tpy uepe3 APK. Jlng uporo He moTpiOHO OyJO HIYOrO, OKpPIM CaMoro
nesaiicy Ha Android.

Y xomi TecTyBaHHS MOOUIBHOTO JOAATKy OyJI0 BHSIBICHO, IO T'pa MPAIFOE
KOpekTHO. Asie Ha Samsung J5, sikuii OyB mpunbanuit y 2015 porii, rpa 3amycTuiach
Ta MpalroBaja KOPEeKTHO, poTe nmokasHuku FPS Oymu nyske Husbki Big 5 go 10. Ha
BCIX 1HIIUX JieBaiicax HisIKUX MPOoOJIeM 3 MiAKIIOUCHHSIM, 00 K 1HIITMMHU MOKa3HUKAMHU
BUSIBJICHO HE OYJI0.

Ha Windows micnst po3poOku 0ina mpoekTy, Oyia CTBOpeHA Tanka, B SKid MH
MICTUMO HacTymHi ¢aitnu, mokasani Ha Puc.2.21. Y Hac € gexinbpka manok Tta ¢aiimis.
Jlns moyaTKy poOOTH 3aCTOCYHKY MM BHKOpPHCTOByeMo “Bomb.exe”. 3aranpHa Bara

Bcix (aiiniB ckinamgae 100MO.

@8 Bomb_Data 7.05.20 3 Manka c gainamn
B MonoBleedingEdge 7.02.20 :08 Manka c painamn
@8 ProjectB_Data 01.04.2022 21:14 Manka c painamn
< Bomnb.exe 23.11.2021 4:09 Mpunoxedne 639 Kb

9 UnityCrashHandlerfd.exe 23.11.2021 4:10 Mpunoxedne 1204 Kb

H UnityPlayer.dll 23.11.2021 4:10 Pacwimperne npu... 27 539 Kb

Puc.2.21.Pesynbrar Oinmy npoekty mig Windows.

2.7.1. BukopucTaHi TexHi4Hi 3acoomn

[Ipu po3poOui mporpamu Oyna Buxkopuctana OEM 3  HacTynHUMH
XapaKTePUCTUKAMHU:

— IIpouecop Intel Core 15-7300HQ;
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— Bigeonporecop Nvidia GeForce GTX 1050 (4 I'b GDDRY);
— OmnepatuBHa nam’sith 16 I'b;

— SSD Samsung EVVO 970.

TecTyBaHHS TPOBOAMIIOCA HAa TAKMX CMApPT(OHAX:
— Meizu 16 X;

— Samsung S8;

— Huawei P Smart Plus;

— Samsung G5;

— Lenovo Y520;

— Lenovo Y530;

— Lenovo ideapad gaming 3;

— Xiaomi 11Pro.

2.7.2. BukopucTaHi nporpamsi 3acoou

— Unity;

— JetBrains Rider;

— Gimp;

— Fork Git;

— Blender;

— Git.

I'pa ctBopena B Unity. ¥ mporieci TecTyBaHHS TaKOX OyJI0 BUKPOCTaHO OaraTo
cmaptdoniB. 11 TecTyBaHHA Ha PI3HMX BEPCIIX BUKOPHUCTOBYBABCS TAaKOX 1
cmaptdon i3 cuctemoro |0S Iphone 12 mini uepe3 emymsitop Unity Remote 5.

JetBrains Rider — xkpocruiatdopmMeHe iHTEpOBaHE CEPEIOBHIIEC PO3POOKH
nporpamHoro 3abesneuenHs s 1iatopmu  NET. IlinTpumytorbes MoBH
nporpamyBants C#, VB.NET ta F# [32].

GIMP — pacrtpoBuii rpadiuHuil pemaKTop, IO BUIBHO PO3MOBCIOKYETHCS,

nporpama Jjisi CTBOPEHHSI Ta OOpoOKM pacTpoBoi Tpadiku Ta 13 YACTKOBOIO
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MIITPUMKOIO pOOOTH 3 BEKTOPHOIO rpadikoro. € O€3KOIMTOBHUM aHAJIOTOM BiJOMOTO
BciMm Photoshop.

Fork — BisyampHUMil TiT, Ayke 3py4YHHId Ta 3 MOMJIHMBICTIO CBTOPIOBATH CBOI
MIOTKATH JJIS1 IBUAKOI pOOOTH 3 TITOM.

Blender — mnporpamMHmii mMakeT JJIT CTBOPCHHS TPHUBHMIPHOI KOMIT'FOTEPHOI
rpadiku, 1Mo BKIOYAE 3aCO0M MOJENIOBaHHS, aHIMallii, peHAEPIHTY, MiclII-00poOKH
Bijico. SIk Ha MeHe HalKpaliii 3aci0 MoJIeIIOBaHHS Ha ChOTOAHINIHIT yac.

Git — Bpakaroya cUCTeMa KOHTPOJIIO BEpCii, 32 JIOIIOMOTOI0 SIKOi HE MOXKIIUBO
cTBOproBaTy mpoekTu. Cruparoyuch Ha J0cBi podoTtu 3 Git, MOXXKEeMO MPUNTH 10

BHCHOBKY TIPO BIJICYTHICTh HEJOIKIB 11i€l cuctemu [30].
2.7.3. BUKJIMK Ta 3aBaHTAKEHHSI POrpamMu

[Ticns 3arpy3ku ¢aiiny APK, HeoOXiTHO MPOWTH eTanu BCTAHOBJIEHHS JOJATKY
Ha cMapThoH 3a pexomenaamisiMu Bin Android. Hactymaum eramom Oyne 3amyck
JIOAATKy Ha JeBaiicCi.

Ha Windows 3aBaHTakeHHs porpaMu Bif0yaeThes yepes Kiik mo “Bomb.exe”,

2.7.4. Onuc inTep@eiicy kopucTtyBaya
[HTepdeiic rpu OyB CTBOPEHUH 3pYUYHUM Ta 3pO3YMIIUM JIJIsl TPaBLiB. [HTYITUBHO

3po3yMinuil 1HTepdeiic He 3aBakae Ta € MiHIManmicTUYHUM. Jlanmi mpeacTaBieHi

npuKIaau iHTepdency 3aCTOCYHKY KBai(ikaiiitHoi poOoTH.
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Puc.2.22. T'os10BHE MEHIO

No rooms visible, but you can create
room.

Enter name room...

Puc.2.23. Ilanens nouryky irop 3 BiICYyTHIMU KIMHATaMH
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3ff2829a-048f-4a36-81ef-d1fabb51fac3

Enter name room c8f082d3-04ce-40b0-8776-
W dfe7fle6a3a3
[ ] 61813299-8c36-45b6-af95-

f113b66473c7

Puc.2.24. I1anens nouryky irop 3 CTBOpEHUMH KIMHATaMu

YOU WIN :)

% BACK TO LEVEL SELECTION ‘

Puc.2.25. Expan Burpaiiy
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YOU DIED :(

} BACK TO LEVEL SELECTION i

Puc.2.26.Expan nporpamry

Puc.2.27. IrpoBa cuiena va Android

JI>KOWCTHK Ta KHOTKA criayHa 6oM0 Ha WindOws BiacyTHi.

[arepdeiic B Unity cTBoproeThes 3a qomomMoroto enemenTy Canvas.
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Canvas — 1ie 06Js1acTh, BCepeuHI AKOT MalOTh OYTH BCl €JIeMEHTH iHTepdeicy
kopuctyBada [23]. Canvas — 1ie irpoBuii 00’exT i3 kKommoHeHToM Canvas, i Bci
eJleMeHTH 1HTepdelicy MatoTh OyTH JouipHIMH [ Tak. CTBOPEHHS HOBOTO €JI€MEHTa
iHTEepdeiicy KopucTyBaya, Hampukiaa, 300pakeHHS 3a JOMOMOIOK  MEHIO
GameObject > Ul > Image, aBTomatiaao ctBOproe Canvas, SIKIIO B CIICHI I[¢ HEMae
Canvas. Enxement intepdeiicy KopucTyBada CTBOPIOETHCSA SK JOYIPHIN TSI I[HOTO
Canvas. O6mnactp Canvas BioOpakaeTbCsl y BHUTJISAAI NPSIMOKYTHHUKAa B PEXUMI
neperysiny cueHd. lle m03BoJsie Jerko po3TalIOBYBaTH €JIEMEHTH 1HTepdeiicy
KOpUCTyBauya 0e3 HEOOXIMHOCTI TOCTiiiHO BigoOpaxkatu Game View. Canvas
BUKOpUCTOBYe 00’ekT EventSystem, 1006 gomomMortd cucrteMi  OOMIHY
MOBIJIOMJICHHSIMU — 1I€¢ 00JIacTh, BCEpPEAMHI SKOi MaloTh OyTH BCI €JIEMEHTH
iHTepdeicy KopucTyBaya.

Enementu inTepdeiicy kopuctyBadya Ha Canvas MaJIIOIOThCSl B TOMY K TOPSIIIKY,

B SIKOMY BOHH 3 SIBIISIIOTHCS B iepapxii Puc.2.28.

] LeaveButton

chievementsyertic

ader
sh

‘anelWaitConect

Puc.2.28. Ilpuxknan Buxkopuctanns Canvas
[Tepioro mMamtoeTbesl mepiia JUTHHA, HACTYMHOK — Jpyra 1 Tak gam. SKmo aBa
eJIEMEHTH 1HTep(eicy NepeKpUBaIOTHCS, OCTAHHIHN 3 SIBUTHCS MOBEPX MONEPEIHBOTO.
{06 3MIHUTH, STKUI €IEMEHT BiJOOpaKaTUMETHCS TTOBEPX 1HIIMX €JIEMEHTIB, MPOCTO
3MIHITh IOPSAJIOK €JIEMEHTIB B 1€papXii, MEPETATHYBILH iX.
Apanmuauii Ul B Unity 3aBasku Anchored Position [25]. Anchored Position —

e TOJOXKEHHs omopHoi Touku RectTransform 3 ypaxyBaHHSM OMOpHOI TOYKH
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npuB’si3KU. OPIEHTHUPHOIO TOYKOIO SKOPS € TOJIOKEHHS SKOpiB. SKIO sIKOpsl He
po3ramioBani pa3om, Unity oIiHIOE YOTHPHU MO3MINI MPUB’SI3KH, BHKOPHUCTOBYIOUH

pO3TaITyBaHHS OMOPH SIK JOBITHUK.
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PO3/ILI 3
EKOHOMIYHI PO3/ILI

3.1. Po3paxyHok TPyaOMIiCTKOCTi Ta BAPTOCTi pO3p00OKH MPOrPaAaMHOI0 MPOAYKTY

[TouaTkoBi maHi:

1. mepenbadyBaHe YHUCIIO ONEpaToOpiB Mporpamu — 2566;

2. Koe(IIieHT CKIIAIHOCTI Mporpamu — 1,5;

3. Koe]IIieHT KOPEeKIIli mporpamu B Xo/i ii po3pooku — 0,09;

4. roavHHa 3apo0iTHA 1U1aTa nporpamicra — 160 rpa/rox;

['ompuuHa 3apo6itHa tiata Unity 3D po3poOHuka Oyiia BUpaxyBaHa BUXOSYH 3
naHux «Ykpaincekoi cniuipHOTH mporpamictiB  (DOU)». CepenHboykpaiHCbka
3apo0iTHA IJ1aTa TAKOTO PO3pOOHUKA 3 TOCBIIOM poOOTH OM3bK0 poKy nopiBHIOE 800
nonapiB CIIIA y micsais [34]. [Ipu kypci Bamor HBY Ha mouatok uepBHst 2022 poky
OJIMH aMEpPUKAHCHKUI JoJ1ap OpiBHIOE 29,25 rpH, TOMY cepeHs 3apIuiaTa B TPUBHSIX
nopiBHioe 23400 rpH. [Ipu Bocbmuroguanomy podouomy asi (176 pobounx roauH B
MICSIIb B CEPEAHBOMY) CEpeIHs 3apo0iTHA Tu1aTa 3a ToAnHy Oyae ctaHoBuTH 160 rpH.

5. KoeiuleHT 30LIbIIEHHS BUTpAT Mpall BHACIIIOK HEIOCTATHHOTO OMHUCY

3amaul — 1,2;
6. xoedimieHT kBamiikarii mporpamicrta, 0OyMOBIEHHI BiJ] CTaxXy poOOTH 3
nanoi creraibHocTi — 0,9;

7. KinpKicTh BUKOHABIIB — 1

8. Bapricts mammno-roguau EOM — 10 rpna/rog.

HopmyBannus mpami B mporieci ctBopeHHs [13 1CTOTHO yCKilaHEHO B CHITY
TBOPUYOTO XapakTepy mpaili nporpamicra. Tomy TpyaomicTKicTh po3pobku [13 moxe
OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIeJIeH 3 P13HOI TOYHICTIO OLIIHKHU.

TpynomicTtkicth po3poOku [13 MokHa po3paxyBaTH 3a (HOPMYJIOH0:
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t=t, +t, +t, +t, +1 , +1,  momumo-
(3.1)
TOJIUH,
7€ t, — BUTPATH IIpalll Ha MIATOTOBKY ¥ OIKC MOCTaBIEHOT 3a1a4l (IpUHMaEeThCs
50);

t, — BATpaTH Mpalli Ha JOCIIHKECHHS aTOPUTMY PIIIICHHS 3a/1a4i;
t, — BUTPATH Mpalli Ha po3poOKy OJIOK-CXEMH alTOPUTMY;
t, — BUTPATH Mpalll Ha MPOTrpaMyBaHHS MO TOTOBIN OJIOK-CXeMi;
t,, — BUTPATH pall Ha HaJIaroJKeHHs nporpamu Ha EOM;
t, — BUTpATH Mpalll HA MIJATOTOBKY JOKYMEHTAIII.
CkI1aioBl BUTpATH Mpalll BU3HAYAIOTHCS YEPE3 YMOBHE YUCIO ornepaTopiB y 113,

SKE pO3pOOIIAETHCA.

YMOBHE 4HuCII0 oniepaTopiB (MiAIpOrpam):
Q=q-C-(1+p) (3.2)

e q — nepeadadyBaHe YUCIIO oniepaTopiB (2566);
C — xoediIieHT cKIIagHOCTI porpamu (1,5);

p — KoedIlieHT KOpeJsIiii mporpaMu B xoi ii po3po0kwu (0,09).

Q = 2566-1,3-(1+ 0,09) = 3636;
Butpatu mpani Ha BUBYEHHSI ONMKCY 3a7adl td BU3HAYAETHCSA 3 ypaxXyBaHHAM

YTOYHEHHS ONUCY 1 KBadi(ikalii mporpamicra:

B
t, = —2

= m, JJFOAUHO-TOAH (3 . 3)

ne B — xoedirieHT 301IbIICHHS] BUTPAT Tpalll BHACTIIOK HEIOCTATHHOTO OMHUCY
3anaui (1,2);
K —koedimienT kBamidikairii mporpamicta, 00yMOBJICHHM CTaKeM POOOTH 3 IaHOT

crnemianbrocTi (0,9);
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2566 1,2
t, = ot 09 = 40,3, TFOOUHO-TOAH.

Butpatu npaiii Ha po3poOKy aaroputMy pillieHHs 3aaadi:

P o= Q.
a (20..25)-K '

2566

a = = 142,5, 1100uno-200uH.
20-0,9

Butpatu Ha ckiiagaHHs IPOrpaMHu 1O TOTOBIN OJIOK-CXEMi:

__ o .
n (20...25)K’

2566
n = = 114, 1100uro-200uHn.
25-0,9

Burtpatu npaiii Ha Hanaro/pkeHHs nporpamu Ha EOM:

34 YMOBHU aBTOHOMHOI'O HAJIaroJ’KCHHA OAHOI'O 3aBJAaHHA:

_ Q
Lorn = (4..5) - K’

2566
torn = To0 = 570,2, 1100uno-200umn,

34 YMOBHU KOMIIJICKCHOI'O HAJIAIOAKCHH:A 3aBJIaHHA:

thJl = 1,2 * Lot

too, = 1,2 -570,2 = 684,26, 1100uro-2o0un,

Butpatu npaiii Ha mAroOTOBKY TOKYMEHTAITIi:

tyg = tap + €50,

ne ty, — TPyAOMICTKICTb MIJTOTOBKU MaTepiaiiB 1 pyKONHCY;
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Q

ty = (15200 K’

(3.9)

2566
ty = = 142,5, 1100uno-200uH,
20-0,9

ne ty, — TPyTOMICTKICTh pearyBaHHs, Ie9aTKu i opopMIICHHS TOKYMEHTAIII1;

too=0,75"top ; (3.10)

tso = 0,75 -142,5 = 106,91, moouro-200ut.

ts = 142,5+ 106.91 = 249,41, nr00uro-200un.

OTpumMaeMo TPYJIOMICTKICTh PO3POOKH MPOrPaMHOIO 3a0€3MeYeHHS:

t =50+ 40,3+ 142,5 + 114 + 570,2 +249,41 = 1166,11, nroouno-2o0u.

VY pe3yabTaTi MH pO3paxyBaHd, 110 B 3araibHIA CKIaAHOCTI HeoOxigHo 1166,11

JJIOAUHO-TOOUH AJIA pO3pO6KI/I AaHOI'o IIporpaMHOro 3a0e3IeYeHHS.

3.2. PaxyHOK BUTpPAT HA CTBOPEHHS IPOrpaMu

Butpatu Ha ctBOopenHs [13 Kno BKIOYalOTh BUTpPATH Ha 3apoOITHY ILJIaTy
BUKOHABIIS ITPOTPaMHU 3377 1 BUTPAT MAITMHHOTO Yacy, He0OX1THOrO Ha HaJaro KeHHS

nporpamu Ha EOM.
Ko = 331+ 3us , rpH, (3.11)
3317 — 3apo0iTHA TJIaTa BUKOHABIIIB, sIKa BUBHAYAETHCS 32 POPMYJIOIO:
3sm=1t-Cnp , pH, (3.12)

ne t — 3arajgpHa TPYAOMICTKICTb, JIFOAUHO-TOJIUH;

Czp — cepeHs TOIMHHA 3apo0iTHA TUIaTa Mporpamicra, TpH/TOIUHA.

3 ypaxyBaHHSIM TOTO, IO CEpeAHs TOAMHHA 3apIuiaTa MporpaMicTa CTaHOBHUTH
150 rpu/roa, TO OTPUMAEMO:

33y = 1166,11-150 = 170916,5, rpH.
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BapricTh MalmHHOTO 4acy 33 HEOOXIJHOTO JJIsS HaJaroJKeHHs MporpamMu Ha

EOM, Bu3HauaeTbcs 3a GopMyIioro:
3uB = tom:- Cm , TpH, (3.13)

ne ty, — TPYIOMICTKICTh HajaroxeHHs nmporpamu Ha EOM, rog;
Cyy — BapTicTh MammHo-roguan EOM, rpa/To.

3y = 570,2-10 = 5702 rpH.

3BiZICH BUTpATH HA CTBOPEHHS MIPOTPAMHOTO MPOAYKTY:

Kqo = 170916,5 + 5702 = 176618,5 rph.

OuikyBaHuii niepios crBopeHHs 113:

t

T=
B,-F,’

Mec. (3.14)

ne By — 4uciio BUKOHABIIIB;
Fo — micsunuil ¢poHn pobodoro yacy (npu 40 roguHHOMY poOOYOMY THIKHI
Fp=176 roaun).

Butpatu Ha CTBOPEHHS IPOrPaAMMHOTO MPOAYKTY:

1166,11 )
= = 6,6 mic.
1-176

BucHoBkn. Jlonatok Mae BapTicts 176618,5 rpH. MiMoBipHuit ouikyBanwuii uac
po3po0ku — 6,6 Micsul npu cranaapTHoMy 40-roguHHOMY poOodYoMy THXkHI 1 176-
TOJIMHHOMY poOodoMy wmicsiil. Lleit TepMiH moB’si3aHU 3 KUTBKICTIO OIEpPaTopiB i
BKJIIOYA€ B ceOe yac sl JOCHIKEHHS Ta pO3pOOKYy aaropuTMy pO3B’si3aHHS 3ajadl,
pO3pOOKY Mr3aitHy 1 cTBOpeHHS qoKyMeHTallli. Ha po3poOky momgatky Oy/e BUTpaueHo

1166,11 nroqnMHO-TOIUH.
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BUCHOBKHA

[1ix yac BUKOHAHHS KBaJidiKariiHoi poO0oTH OyB pO3pOoOIeHUN TPAKTUUYHUMA Ta
HAJIMHUIA 3aCTOCYHOK, BHUKOPHUCTOBYIOUM CydYacHI MIAXOAW Ta I1HCTPYMEHTH s
KkpocrutatopmeHoi rpu Ha Unity.

[lepeBaramMmu BUKOpPUCTaHHS Cy4YaCHUX MIAXOMAIB JIO CTBOPEHHSI MPOTpaMu €
MOIaJIbIA JIETKICTh BIPOBAPKCHHS, 32 HEOOXIMHOCTI, JOJATKOBHX (YHKIIH, 3a
PaxyHOK MOJYJIbHOI apXITEKTYpH.

JloaTok Mae Cy4acHi TEXHOJIOT11, 3p03yMUINNA Ta 3py4YHHI 1HTepdeiic, MBUAKUN
3amyck Ta migkiaodeHHs. CydacHa rpadika Ta NMpUEMHE YIpaBiIiHHSA B JOJATKY €
OJTHMM 13 HaWOUIbIIKMX TUIFOCiB. PhOtON B CBOIO Yepry 3a paxyHOK CBO€I apXiTeKTypu
HaJa€e CTaOLIbHUI MIHT Ta FapHE MiAKIIOYSHHS.

3aCTOCYHOK Ma€ JIBa peKUMH poOOTH, OHJIAH Ta odIaiiH 3a paxyHOK 00Ta KU,
M1KII0YAETHCS TIPU BIJICYTHOCTI CyTIEpHUKA OHJIANH.

B pe3ynbTati 0TpUMaHO 3aCTOCYHOK, IKUH Ma€ MPaKTUYHY LIHHICTb, TOMY, IO B
Ipi MOKHA TapHO MPOBECTH Yac 31 CBoiMH Jipy3smu. [logaii 3acTOCYHOK JIETKO MOYKHA
MOHETHU3YBATU Uepe3 peKiaMy, BBEJICHHs KacTOMI3allll Ta MiJCUIIOBAYUB sIKi, OYyTh
3MIHIOBATHU ITPOBY JIOTIKY.

Yepes Te, mo pomatok mpairoe Ha mardpopmax Windows ta Android ichye
MOXJIMBICTh TOTO, IO JOAATOK OyJe MOMYJSPHIIIUM CEepel IIJIbOBOI ayJIuTOpii.
Honarox po3poOnenuit Ha MoBi C#, sika 3apexkomeHayBasia ce0e Be JaBHO. 3a
paxyHOK TOro, IO A0JaTOK cTBopeHHO Ha Unity, moxani po3mmpenHs miatdopm, Ha
K1, MOXHa OyJi€ BCTAHOBUTH 3aCTOCYHOK MOX€ OYTH PO3IIUPEHO.

[Tin bac BUKOHAHHS JAHOTO AWIUIOMHOTO TPOEKTYy OyiM BHKOHAHI HACTYIHI
eTary CTBOPEHHS MPOrPaMHOTO MPOIYKTY:

— aHaJi3 mpeIMEeTHOI 00JIacTi 3aa4i, 1Mo PO3B’ I3YETHCS;

— oOpaHHS paIlioHaILHOT ApXITEKTYPH Ta TEXHOJIOT1i CTBOPEHHS JIO/IaTKY;

—  HaIlMCaHHS MPOTPaAMHOTO KOy J0JIaTKY;

[lim wac BukoHaHHS KBamiikaiiHOT pPOOOTH TakoX OyJI0 BH3HAYEHO

TPYAOMICTKICTh PO3p00JeHOT0 TporpamMHoro npoaykry (1166,11 mroauHo-romuH),
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MPOBEJICHUMN TTIIPaXyHOK BAPTOCTI pOOOTH MO CTBOpeHHIO nporpamu (176618,5 rpH)

Ta PO3paxoBaHO Yac Ha Horo cTBOpeHHs (6.6 mic).
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KO ITPOI'PAMUA

using System.Collections.Generic;
using AnimationEvent;

using Extential;

using Photon.Pun;

using Photon.Realtime;

using TMPro;

using UnityEngine;

using UnityEngine.EventSystems;

using UnityEngine.Ul,;

namespace Lobby

{

public class LobbyController : MonoBehaviourPunCallbacks

{
[SerializeField]

private TMP_InputField _tmplnputField;

[SerializeField]
private Button m_Battle;

[SerializeField]

private Button m_CreateRoom;

[SerializeField]

private Button m_JoinRandomRoom;

[SerializeField]

private EventSystem m_EventSystem;

[SerializeField]

private WaitPanel Anim m_LoadingPanel;

[SerializeField]
private GameObject m_LobbyPanel;

[SerializeField]

private RoomPanel m_RoomsPanelPrefab;

o1
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[SerializeField]

private Transform m_Content;

private List<RoomInfo>m_Rooms = new List<RoomInfo>();

private const string GameScene = "GameScene";

private void Start()

{
m_EventSystem.enabled = false;
m_LoadingPanel.gameObject.SetActive(true);
m_LobbyPanel.gameObject.SetActive(false);
PhotonNetworkSetup();
SubscribeButton();

private void SubscribeButton()

{
LoadWaitPanel();
m_CreateRoom.onClick.AddListener(CreateRoom);
m_JoinRandomRoom.onClick.AddListener(JoinGame);
m_Battle.onClick.AddL.istener(JoinGame);

private void LoadWaitPanel()
{

m_EventSystem.enabled = false;
m_LoadingPanel.SetUp();
m_LoadingPanel.gameObject.SetActive(true);

m_LobbyPanel.gameObject.SetActive(false);

private void UpdateRooms()

{

m_Content.transform.Clear();

foreach (var roomiInfo in m_Rooms)

{

var prefab = Instantiate(m_RoomsPanelPrefab, m_Content);

prefab.SetUp(roominfo, this);

52



if (m_Rooms.Count = 0)

{

return;

var prefab = Instantiate(m_RoomsPanelPrefab, m_Content);

prefab.SetUpInfo(LobbyConstants.NoRoom);

private void AnimComplete()

{
m_LoadingPanel.StartAnim();

m_EventSystem.enabled = true;

private void CreateRoom()

{
LoadWaitPanel();
string nameRoom = _tmplnputField.text.Length == 0 ? _tmplnputField.text : PhotonNetwork.NickName;
PhotonNetwork.CreateRoom(nameRoom, new RoomOptions
{
IsVisible = true,
MaxPlayers = 2,
b
}

private void JoinGame()

{
LoadWaitPanel();

PhotonNetwork.JoinRandomRoom();

private static void PhotonNetworkSetup()

{
PhotonNetwork.NickName = "Player" + Random.Range(1, 500);
PhotonNetwork.AutomaticallySyncScene = true;
PhotonNetwork.GameVersion = "1.0.0";

PhotonNetwork.ConnectUsingSettings();
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public override void OnRoomListUpdate(List<RoomInfo> roomList)

{

m_Rooms = roomList;

UpdateRooms();

public void JoinRoom(string nameRoom)

{

PhotonNetwork.JoinRoom(nameRoom);

public override void OnConnectedToMaster()

{
m_LobbyPanel.SetActive(true);

AnimComplete();
PhotonNetwork.JoinLobby();

public override void OnJoinedRoom()

{

PhotonNetwork.LoadLevel(GameScene);

public override void OnJoinRandomFailed(short returnCode, string message)

{

CreateRoom();

}

using Photon.Realtime;
using TMPro;

using UnityEngine;
using UnityEngine.Ul,;

namespace Lobby

{

public class RoomPanel : MonoBehaviour

{
[SerializeField]

private Button m_Button;
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[SerializeField]

private TMP_Text m_RoomName;

private LobbyController m_LobbyController;

private string m_NameRoom;

public void SetUp(RoomInfo roominfo, LobbyController lobbyController)
{

m_NameRoom = roomInfo.Name;

m_LobbyController = lobbyController;

m_RoomName.SetText(m_NameRoom);

m_Button.onClick.AddListener(JoinRoom);

public void SetUpInfo(string text)
{

m_RoomName.SetText(text);

private void JoinRoom()

{

m_LobbyController.JoinRoom(m_NameRoom);

¥

using System.Collections;

using ExitGames.Client.Photon;

using MoreMountains. TopDownEngine;
using Photon.Pun;

using Photon.Realtime;

using UnityEngine;

namespace GameManager

{

public class MapController : MonoBehaviour, IOnEventCallback

{
[SerializeField]

private ExplodudesCrate[] m_ExplodudesCrates;

private void Awake()

{
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PhotonPeer.RegisterType(typeof(MapDate), 244, MapDate.Serialize, MapDate.DeSerialize);

private void OnEnable()

{
PhotonNetwork.NetworkingClient.EventReceived += OnEvent;

private void OnDisable()

{
PhotonNetwork.NetworkingClient.EventReceived -= OnEvent;

private void Start()

{
if (PhotonNetwork.IsMasterClient)

SetUpMap();

public void SendSyncDate(Player player)

{
MapDate date = new MapDate();

RaiseEventOptions options = new RaiseEventOptions

{
TargetActors = new[] { player.ActorNumber }

j2

SendOptions sendOptions = new SendOptions

{
Reliability = true
I3
date.CratesDate = new BitArray(m_ExplodudesCrates.Length);
for (inti=0; i <m_ExplodudesCrates.Length; i++)

{
date.CratesDate.Set(i, m_ExplodudesCrates[i].IsEnable);

PhotonNetwork.RaiseEvent(43, date, options, sendOptions);
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public void OnEvent(EventData eventData)
{
switch (eventData.Code)
{
case 43:
var date = (MapDate)eventData.CustomData;
OnSendDateRecursive(date);
break;

private async void OnSendDateRecursive(MapDate eventData)
{
for (inti =0; i < m_ExplodudesCrates.Length; i++)
{
var active = eventData.CratesDate.Get(i);

m_ExplodudesCrates[i].SetActive(active);

private void SetUpMap()
{
for (inti=0; i < m_ExplodudesCrates.Length; i++)

{

var random = Random.Range(0, 3);

if (random == 0)
{
m_ExplodudesCrates[i].SetActive(false);

¥

using System.Collections.Generic;
using Photon.Pun;

using Photon.Realtime;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;
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namespace GameManager

{

public class PhotoGameManager : MonoBehaviourPunCallbacks

{
[SerializeField]

private Button m_LeaveRoomButton;

[SerializeField]
private List<Transform> m_ListSpawnPosition;

[SerializeField]

private GameObject m_LoadingPanel;

[SerializeField]

private MapController m_MapController;

private List<Player> m_Characters = new List<Player>();
private object invoke;

private GameObject player;

private AiBomber bot;

private void Start()

{
m_LeaveRoomButton.onClick.AddListener(OnLeftRoom);

SpawnPlayers();

private void SpawnBot()

{

m_LoadingPanel.SetActive(false);

bot = PhotonNetwork.Instantiate("AiMinimalGridCharacter”,  m_ListSpawnPosition[1].position,
Quaternion.identity).GetComponent<AiBomber>();

bot. Target = player;

private void SpawnPlayers()

{
if (PhotonNetwork.CurrentRoom.PlayerCount == 1)

{
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player = PhotonNetwork.Instantiate("MinimalGridCharacter",

Quaternion.identity);
Invoke(nameof(SpawnBot), 6f);
m_LoadingPanel.SetActive(true);

}

else

{

PhotonNetwork.Instantiate("MinimalGridCharacterSecond",
Quaternion.identity);
m_LoadingPanel.SetActive(false);

Cancellnvoke(nameof(SpawnBot));

if (bot != null)
{
Destroy(bot.gameObiject);
}
}

public override void OnPlayerEnteredRoom(Player newPlayer)

{
AddPlayer(newPlayer);

if (PhotonNetwork.IsMasterClient)

{
m_MapController.SendSyncDate(newPlayer);

if (PhotonNetwork.CurrentRoom.PlayerCount == 2)

{

m_LoadingPanel.SetActive(false);

Cancellnvoke(nameof(SpawnBot));
if (bot !=null)

{
Destroy(bot.gameObiject);

public override void OnPlayerLeftRoom(Player player)
{
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Debug.LogFormat("Player{0} entered room", player.NickName);

public override void OnLeftRoom()

{

SceneManager.LoadScene(0);

private void AddPlayer(Player character)
{

m_Characters.Add(character);

}

using Photon.Pun;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,;

namespace Lobby

{

public class LeaveRoomButton : MonoBehaviour

{

private Button _button;

private void Start()
{

_button = GetComponent<Button>();
if (_button == null)

{

return;

_button.onClick.AddListener(LeaveRoomButtonClick);

private void Leave()

{

PhotonNetwork.LeaveRoom();
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public void LeaveRoomButtonClick()
{

SceneManager.LoadScene(0);

Leave();
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JTONATOK B
BIII'YK KEPIBHUKA EKOHOMIYHOT'O PO3ILTY
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JTOJNATOK B

IlepeJik ¢aiijiB Ha MAarHiTHOMY HOCII

Im’s aitny

\ Omnuc

[TosicHIOBAJIBHI TOKYMEHTHU

KBamigikariitna po6ora Caso
CTSIHEHKO.00CX

[TosicHroBasibHA 3amucka 70 KBasidikaiiiHoi
pobotu. Jlokyment Word.

Kgamiikamiitna po6ora CaBo
ctsiHeHKo. pdf

[losicHroBanbHA 3amucka 70 KBami(ikamiiHOl
pobotu B hopmari PDF

[Iporpama

CaBoCcTgHEHEKO.rar

ApxiB.  Micturh  KOIM ~ OporpamMM 1
CKOMITIJIbOBaHY nporpamy mia Windows

CaBoctsiHeHKo.apk

CkomminiboBaHa mporpama mig Android

[Ipe3enTartis

CaBocTsiHeHKO.ppt

‘ [Tpesenraiist kBasiikaiiiHoi poOoTH
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BIAT'YK

Ha kBajdidikauiiiny podory 0akagaBpa
HA TeMYy:
"Po3podka kpocmiaTgopMeHoi
Mepe:xuBHi rpu Ha Unity 3 Bukopucranaam Photon™
cryaenta rpynu 121-18-1 CaBocranenko Bosiogumup IBoHOBUY
Po3pobnena B kBamidikaiiHiii poOOTI mporpamMa Ipu3HAYeHA IS
PO3MOBCIOIKEHHS TPH 3 METOIO 3allIKaBJICHHS HEIO ayAUTOpIii.

S THCTPYMEHT JJisi MPOEKTYBaHHA 1 peaiizailii 0yJi0 BUKOPUCTAHE CEPEOBUIIIC
po3poOku Unity 3a mormmomororo MoBu niporpamyBanHs CH#.

[IpakTHyHa 3HAYKMMICTH CTBOPEHHS NAaHOI 1HQOPMALIMHOI CUCTEMH IOJSATA€E B
MOKJIMBOCTI T'paTH B TPy Ha PI3HUX IUIaTQopMax Ta MOJAJBIIOMY 3alliKaBJICHHI
ayJIuTopIi.

[IpanesnatHicTe mnpeacTaBieHoi 1HGOpPMAIIHOT CUCTEMHU  MIATBEPKEHA
HaJIaro/)KyBaJIbHUMU BUIIPOOYBaHHSIMU Ta TECTYBaHHSIM IIPOTPaMH.

B exkoHOMIYHOMY  pO3[UIi  BU3HAYEHO  TPYJIOMICTKICTb  PO3POOJIEHOI
1H(DOopMaIiiHOT cUCTEeMH, MPOBEACHHUIN MiAPaxXyHOK BAPTOCTI pOOOTHU MO CTBOPEHHIO
porpaMu Ta po3paxoBaHO Yac Ha HOTO CTBOPEHHH.

Tema kBamidikaiiiHoi po6oTH 6e3MmocepeIHbO MOB'sI3aHa 3 00'€KTOM JISTILHOCTI
OakaaBpa 3a OCBITHROIO TIporpamoro 121 Inxkenepis mporpaMHoro 3abe3neyeHHs .

OdopmileHHsT MOSCHIOBAJIBHOI 3aMUCKU O POOOTHM BUKOHAHO BIANOBIAHO 0
CTaH/IapTIB HA MPOTPaMHY TIOKYMEHTAIIIIO.

KBanigikaiiitHy po60Ty BUKOHAHO CaMOCTiifHO Ta 3aciyroBye omiHku 80 Oana
«mobpe», a ctyneHT CaBocTssHeHKO Bomomumup [BaHOBHY 3aciayroBy€e MPUCBOEHHS

oMy kBamidikalli 6akagaBpa 3 IHXEHEepil IpOorpaMHOTo 3a0e3MeYeHHS.

KepiBauk kBasgigikaniitnoi podorn
noueHt kag. II3KC, k.T.H. C.A. IIpuxogueHko
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PEINEH3IA

Ha kBajdidikauiiiny podory 0akaaaBpa
HA TeMYy:
"Po3polka kpocniaaTgopmMeHol
MepexxkuBoi rpu Ha Unity 3 Bukopucranusam Photon "
cryaenta rpynu 121-18-1 CaBocrsanenko Bosiogumupa IBanoBuy

Ksamidikamiitny po6oty Ha Temy "Po3pobka kpoCcriaTdhopmMeHoi

MepexxnBoi rpu Ha Unity 3 BukopuctanasM Photon" BukoHaHo B TOBHOMY 00Cs3i,
BIIIIOBITHO 10 TEXHIYHOTO 3aBJAaHHA.

Merta kBamni(ikaniiHoi poOOTH: METOIO TUIIJIOMHOIO IPOEKTY € po3poOka 3D rpu
3a goromororo Unity cuctemu y cepenosuiii Jetbrains Rider .

VY nosCHIOBaJIBbHIM 3amucCIll PO3TISHYTO HEOOXIMHICTh CTBOpPEHHS 1 cdepa
3aCTOCYBaHHs PO3pO0JICHOI, BUKOHAHO IIOCTAHOBKY 3aBIaHHSA, OIHUC BXIAHUX 1
BUXIJTHUX JaHUX, PO3poOsieHO iHdopMmalliiiHe 3a0e3nedeHHs] CHCTEMH, HaBeJeHI
3arajibHi BIJOMOCTI IIPO JI0AATOK, BU3HAUYEHI JKEpena, BUKOPUCTAHI IIPH pO3POOIIi.

BBakato 3aBaaHHs 1 3MICT KBaJl(iKa1iHOT pOOOTH BIATIOBIAHUM JJIsl IEPEBIPKU
ctynens miarorosieHocTi CaBoctsHeHka Bonogumupa IBanoBuua 3a Hampsimom 121
[mxenepist mporpaMHOro 3a0e3neyeHHs.

Crincox sitepaTypH, HaBeJeH!H B poOO0Ti, Hamidye 35 JpKeper, Mo CBiAYUTh PO
BMIHHS aBTOpa MPAIIOBATH 3 JIITEPATYPOIO Ta IHITUMU JKepenaMmu iHdopmartii. SAkicTb
opopmiieHHsT KBami(ikaiiifHoi poOOTH MOKHA BHU3HATH «JI00pe», 3 HE3HAYHUMU
HEJI0JIIKaMHU.

Kpamidikaiiitny poOOTYy BHKOHAHO CaMOCTIMHHO Ta 3aClIyrOBYE OILIHKHU
«BIIMIHHOY, a cTyIeHT CaBocTssHeHKO Bomoanmup [BaHOBUY 3acIyroBy€e MPUCBOECHHS

romy kBamidikarii OakangaBpa 3 iIHXEHEPil IpOrpaMHOTo 3a0e3neYeHHS.

PenensenT kBasigikauiiiHoi podoTH
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