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PEOEPAT

Po3poOka mynbrumiargopmensoro agantuBHoro FPS  mytepa 3
BukopucTanHsaM TexHosorii Unity // Kpamidikamiitna po6oTa OCBITHROTO PIBHS
«bakanaBp» // Mipomnnyenko Onexcanap MuxonaiioBuy // TepHONUIbCHKUI
HAI[lOHAJbHUM TeXHIYHUW yHiBepcuTeT imeHi [Bana Ilymios, dakynbrer
KOMIT' FOTepHO 1H(GOpPMAIIHHUX CHUCTeM 1 TIporpaMHOi 1HXKEHepii, Kademapa
nporpamHoi iHxenepii, rpyna CI1-42 // Tepnonuis, 2024 // C. — 76, puc. — 33,
tabn. — 1, kpecia. — 0, moxgat. — 2, 6i6morp. — 16.

KimrodoBi cnoBa: irpoBuii jgomarok, Unity, FPS, top-down, mrytep,
mynbTUIIaTGOpMeHHnil, anantuBHuit, C#, Zenject, Fusion, New Input System,
GIT, JetBrains Rider.

OCHOBHOIO METOKW JaHOi KBaiikamiiiHoi poOOTH € JOCIHIIKCHHS
IIPOIIECIB aHaIli3y, MPOEKTYBaHHS, PO3POOKH Ta TECTYBAHHS ITPOBOTO JOJATKY,
BUKOPHCTOBYIOUH TIEPEIOBI TEXHOJIOTIT Ta IHCTpPYMEHTH B c(hepi po3pOoOKH irop.

B nepuioMy po3ainy nNpuaijieHo yBary IOCTIHKEHHIO MpeIMEeTHOI 00JacTi
Ta aHATI3y HAUTOMYJISIPHIIINUX PYIIiB PO3POOKH.

Jpyruii po3ain NMpUCBAYEHUN OINMUCY MPOEKTYBAHHS ITPOBOTO JOAATKY,
apXITEKTYPHOT'O PIILIEHHS, MIATOTOBKH Ta HAJAIITYBAHHS CEPEIOBUIIA PO3POOKH.

Tperiit po3nil omucye TECTyBaHHS Ha pI3HUX IIarGopmax Ta HaAae

BapiaHTH NEPCIEKTUB PO3BUTKY ITPOBOTO JIOAATKY.



ANNOTATION

Development of a multi-platform adaptive FPS shooter using Unity
technology // Qualification work for the educational level "Bachelor" /
Miroshnichenko Oleksandr Mykolayovych // Ternopil National Technical
University named after Ivan Pulyj, Faculty of Computer Information Systems and
Software Engineering, Department of Software Engineering, group SP-42 //
Ternopil, 2024 // P. - 76, Fig. - 33, Table - 0, Drawings - 0, Supplement - 2,
Bibliog - 16.

Keywords: game application, Unity, FPS, top-down, shooter,
multiplatform, adaptive, C#, Zenject, Fusion, New Input System, GIT, JetBrains
Rider.

The main purpose of this qualification work is to study the processes of
analyzing, designing, developing and testing a game application using advanced
technologies and tools in the field of game development.

The first chapter focuses on the study of the subject area and analysis of the
most popular development engines.

The second section describes the design of the game application, the
architectural solution, and the preparation and configuration of the development
environment.

The third section describes testing on different platforms and provides

options for the future development of the game application.



[NHEPEJIIK YMOBHUX ITO3HAYEHDL, CUMBOJIIB, OANHHALIb,
CKOPOYEHD I TEPMIHIB

['elimaeB — e ramxy3b po3poOKH KOMIT'IOTEPHHUX 1rop, fIKa OXOIUIIOE CTBOPEHHS
1rop AJis pi3HUX ITIaTPOpPM, BUKOPUCTOBYIOUH MEPEOBI TEXHOJOTII 1 MporpamHi
THCTPYMEHTH.

lyTtep — me >xaHp BiAeOIrop, Jie¢ TpaBellb YMpaBIsi€ MEpPCOHAKEM aldo
TPAaHCHOPTHUM 3ac000M, 030pOE€HMM BOTHENAJIBbHOIO a00 1HIIOW 30po€ro, 3
METOI0 YpaXK€HHS BOPOTiB.

Unity — ne OaratomiarpopMOBHUI IrpOBUM pyIIiii, po3poOJICHUI KOMITaHIEO
Unity Technologies, sikuii no3Bossie ctBoproBatu 2D ta 3D irpu.

C# — me moBa mporpamyBaHHS 3 00'€KTHO-OPIEHTOBAHOK) IMApaJUTrMOI0, SKa €
OCHOBHOIO MOBOIO sl po3po0ku Ha tuiatdopmi Unity.

Zenject — 1ie ¢peiimBopk mist iaBepcii ynpasimiaas (IoC) ta 3anexuocteit (DI) y
Unity, sikuii qormomMarae opraHizyBaTi KO,

Fusion — ne TexHosorist Ay peanizaiii 6aratTokopuctyBanpkux irop y Unity, sxa
3a0e3mnedy€e CHHXPOHI3aIli0 IrPOBOTO MPOIECY MK PI3HUMH MPUCTPOsSMHA. New
Input System — 11e HOBa cuctema BBoay B Unity, sika 3a0e3mnedye OUTbIT THYUKE 1
MaciTaboOBaHEe YIIPaBIIHHS IPUCTPOSIMU BBOJTY.

JetBrains Rider — 1ie inTerpoBane cepenosuiie po3pooku (IDE), npuznauene mis
pob6otu 3 npoektamu Ha ocHOBI .NET 1 Unity. Git — 11e po3noaiieHa cucTema
KEepPYBaHHS BEPCISIMH, sIKa JJO3BOJISIE PO3POOHUKAM BIJCHIIKOBYBAaTH 3MIHU B KOJI
Ta CIIBIPAIOBATH HAJl IPOCKTaMHU.

GitHub — ne BeO-miargopma st 30€pexeHHsl Ta YIPaBJIiHHS PEMNO3UTOPISIMU
Git, ska J03BOJISIE CIIJIBHO TPAIIOBAaTH HAJ TIPOCKTaMH Ta 3a0e3mnedye

THCTPYMEHTH JJIs1 KEpYBaHHS BEPCIsSIMHU.
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Unit TecTyBaHHS — Li€ MPOLIEC MEPEBIPKH OKPEMHUX YACTUH KOOy (MOAYJiB) Ha
kopekTHicTh iX BukoHaHHia. UML (Unified Modeling Language) — e moBa
MOJIETIIOBaHHS JJI1 CTBOPEHHS BI3yallbHO1 JOKYMEHTAIlll MPOTPAMHUX CUCTEM.
Accer — ue Oyab-sKHW pecypc, IO BHKOPUCTOBYETHCS B TIpl, BKIKOYAIOYU
TEKCTYpH, MOJIEJ1, 3BYKH Ta CKPUIITH.
[Ipedad (Prefab) — e mabnon o6'exkra B Unity, sikuii Mmoxke OyTu GaraTopa3zoBo
BUKOPHUCTAHUH Y TPI.
Xoct-knieHnT (Host-Client) — 1e MepexkeBa apxiTeKkTypa, J€ OJUH 3 TPaBIIiB
BHUCTYIIA€ XOCTOM (CEpBEPOM), a 1HIII MiAKIIOYAIOTHCS O HHOTO SIK KIIEHTH IS
CIILJIBHOI TPH.
SDK (Software Development Kit) - 1e #Habip iHCTpyMeHTIB, O10JIOTEK,
JOKYMEHTallli, 3pa3KiB KOy Ta IHIIUX PECYpCIB, SIK1 JOIIOMAaraloTh po3pOOHHKaM

CTBOPIOBATH JOJIATKH JIJIsl IEBHOT TUIaTGopMu 200 OmepariiitHoi CUCTEMH.
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BCTVII

Bigeoirpu cranu BaXXJIMBUM aCIEKTOM pPO3BAXKAIBHOI 1HAYCTpii, 110
NPUHOCUTH 3HAYHI MPUOYTKHU Ta 3a0e3rmedye MUTbHOHU JIIOJIEH 10 BCbOMY CBITY
3aco0amu Uil BIATIOYMHKY Ta B3aeMo/iii. OJJHUM 3 MOMYJISIPHUX KaHPIB BIIEOITOP
€ IIyTepu, fAKI 3adydyaloTh TpPaBIB CBOIM JUHAMIYHUM TeHMIUICEM Ta
3aXOIUTIOIOUYMMU CIOKETaMH.

Mertoro i€l OakanaBpcbkoi poOOTH € po3poOKa MYJIbTUILIAT(HOPMEHHOTO
aganTuBHOTO top-down mrytepa 3 BuKopucTaHHsM TexHoisorii Unity. Kpim Toro
JOTIOMIXHI 1HCTPYMEHTH [JIi PO3POOKH JOMOMOXYTh PO3POOUTH TOTYXHY Ta
¢yHKUIOHANBHY MIaTGopMy, MO 3a0€3MeUnTh 3PYUHICTh JUIsl TpaBLiB Ta
MOJICTIINTH YIIPABJIiHHS ITPOBUMH MEXaHIKaMU JJI PO3POOHUKIB.

[InaHyeTbcst BUKOPUCTATH 1HTEPAKTUBHUN IU3aliH Ta 3py4YHUI 1HTEepdeiic,
1106 3a0e3neUnTy KOPUCTYBayaM MPOCTOTY Ta 3pYUHICTh B3aeMOAII 3 rpoto. Kpim
TOTO, po3poOka Oyne BKIOYATH (YHKIIIOHAN Jisi KEepyBaHHS MEPCOHAXKaMHU,
30po€r0, pIBHAMH, a TaKOXX MOMJIMBOCTAMHU JJisi 0araTOKOPHUCTYBAI[bKOI T'pH 3
BUKopucTtanusM Fusion.

[lepenOayaeThcs, MO AAHUM TMPOEKT CHPUATUME MIABUIICHHIO SKOCTI
IFPOBOTO TMpOLIECY Ta 3aJy4eHHIO OUIBIIOI KUIBKOCTI TpaBuiB. KpiMm ToroO,
pPO3po0OKa TAaKOro LIyTepa MOXKE CTaTU BaXKJIMBUM KPOKOM y Kap'epl po3poOHUKa,
JEMOHCTPYIOYM BMIHHSI BUKOPHUCTOBYBAaTH Cy4acH1 1HCTPYMEHTH Ta TEXHOJOTIi
JUIS CTBOPEHHS CKJIAJHUX 1rop.

OuikyeThCs, 0 BUCHOBKM Ta 11€i, OTpMMaHiI B PE3yJIbTaTi BUKOHAHHS
[bOT'O JOCJIKEHHS, OyyTh I[IHHUM BHECKOM y cdepy po3poOKu Bieoirop Ta
COPUATUMYTH TOJANBIIOMY PO3BUTKY TEXHOJIOTIM JJIs1 CTBOPEHHS CKJIAIHHUX

ITPOBUX PIIIEHbB.
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PO3/JILJI 1. PO3IJIA ] ITPEAMETHOI OBJIACTI TA AHAJII3 PYIIIIB
PO3POBKH

1.1 IcTopist 3apoaKeHHS B1I€OIrop Ta IMIyTepiB

3apokeHHs Bijeoirop Oepe cBi mowyaTok Hampukinii 1940-x Tta Ha
noyatky 1950-x pokis. Lli irpu Oynu cienndiuHuMU U1 CUCTEMH, 1110 O3HAYaO,
110 X MO>KHa OyJI0 TpaTH JUIIIe Ha KOMIT'IOTEP1, IJIs IKOT0 BOHM OYJIM CTBOPEHI, 1
BOHU MPEACTABIIUIA COOOK0 AyXe IpocTi cumydsauii, Taki sik Tic-Tac-Toe abo
NIM. 3nanobunocst AECATHIITTS, 00 BIACOITPH CTAIA JOCTYITHUMU IS TPH Ha
IHIIUX KOMIT'IOTepax.

Opniero 3 Takux irop Oyna "Spacewar!" — kocmiuHa 0OoifoBa Bimeorpa,
po3pobnena s MenH(pperiM-komm'iotepa PDP-1 B MIT. ¥V rpi Oyno nBa
KOCMIYHUX KOpaOii, KOXKEH 3 SKHUX KOHTPOJIOBABCS TpaBIEM, 1 BOHU Opanu
y4acTh y 6orioBux misx. Komu crymentu MIT 3akinuniv HaB4aHHS, BOHH B3SUIA 3
cobor BuXigHUN koA Juis rpu. "Spacewar!" cTama omHIEO 3 MEPIIUX 1rop, sSKa
OTpUMaJia IIMPOKE PO3MOBCIOHKECHHS.

Y 1970-x pokax po3pOOHMKH BIJICOIrOp IOYAIH YCBIJIOMIIIOBATH
CITpaB>KHIM MOTEHITial BIJICOIrOp, 3pO3YMIBIIIH, III0 BOHM MOXYTb IMpaIIOBaTH Ha
MEHIIIUX MalIMHax 1 OyTH JOCTYMHUMH 3a JOMOMOTO0 MOHET. Lle ycBimomeHHs
MIPU3BEIIO JI0 CTBOPEHHS apKaIHUX BIJCOITrOp.

[lepmoro ayke ycmimHOK0 apkagHoro rporo Oy "Pong", BumyieHuit y
muctonaal 1972 poxy xommaniero Atari Inc. Llga rpa BusBHiacs Haa3BUYaitHO
pUOYTKOBOIO, MPUHOCSYN KOXKHIM MaruHi 10 40 1oy1apiB Ha ICHb Y CBOEMY ITIKY
Ta MEPEBUILYIOUN NOMYJSPHICTh Oyb-sKOI 1HIIOI apKaJHOI IpH TOro Yacy. [Hm

PO3pPOOHUKH TOYaId KOMIIOBAaTH IF0 TPy, CTBOPIOIOYU CXOXI Irpu 3 M'siueM 1
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AKETKOIO, 1 3aCTOCOBYIOUH 3arajiibH1 GyHKIII "Pong" mo 1HIIMX 1rop, TaKUX SIK
2 2

6ackeT60m Ta X0KeH [1].

Pucynok 1.1 — Apkangna rpa “Pong”

[Ticna ycmixy "Pong" BigOysiocss BHOPOBAaPKEHHS MPOrpaMOBaHUX
MIKPOIIPOIECOPIB, 1110 MPU3BENO J0 HOBOT XBUJII IHHOBAIIIM y po3poOlil apKaJHUX
Bijieoirop. Po3poOHukM Oyiu BpakeHI HOBOIO TEXHOJOTI€I0, IO JA03BOJIAJIA
CTBOpUTH Taki irpu, sk "Space Invaders", sixka ctana emMOIeMaTHYHOIO HA3BOIO
TOTO, 110 Ti3Hime 0y/1e BiIoMO K "30JI0TUH BIK apKaJHUX irop".

Kanp mryrepiB 3'asBuBca Ha oyatky 1970-x pokiB. OJHI€IO 3 EPUIUX 1TOP
y 1iboMYy >kaHpi Oyna "Space Invaders", Bunyniena B 1978 poui komnanieto Taito.
I'pa crana Haa3BUYAHO MOMYJISIPHOIO 1 3aMI0YATKyBajla XBUJIIO 1HIINX IIyTepiB. Y
"Space Invaders" rpaBli KepyBaJiM TrapMarow, sKa CTpUIsiIa T0 psliaMm
HaOIMKAIOUMXCS 1HOIUIAHETSIH, 1110 PyXaJlUCs MO eKpaHy.

[TomynsipHiCTh 1IyTepiB 3HAUHO 3pocia y 1990-x pokax 3 MOsSBOIO IIyTEPiB
Bi miepiioi ocoou (FPS). OnHiero 3 HaWBIUIMBOBILIKUX ITOP I[LOTO XKaHPYy Oyia

"Wolfenstein 3D" (1992), po3pobiena id Software.
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Pucynox 1.2 — I'pa "Wolfenstein 3D"

"Wolfenstein 3D" 3ampomoHyBama TrpaBIsIM HOBHUH JOCBIJ 3aBISKH
TPUBHUMIpPHiH rpadilli Ta IHTEHCUBHOMY TeimILIeto. HacTynmHUM BETMKUM KPOKOM
y PO3BUTKY *aHpy ctaB Buiyck rpu "Doom" (1993), takox Bix id Software.
"Doom" cTasia KyJabTOBOIO TPOIO 3aBMASIKM CBOIM Tpadiii, MyJIbTHIUIEEPY Ta
MoAu(IKaIisIM, 1110 JO3BOJWIIN CIIUTBHOTI CTBOPIOBATH BJIACHI PiBHI Ta MO/IH.

Y 2000-x pokax MOMYyJSPHICTh IIyTEPiB TMPOJOBXKYBajla 3pOCTaTH,
3'sIBUJIMCS Taki 3HaKoBi cepii, sik "Halo", "Call of Duty" Ta "Battlefield". Lli irpu
MiTHSIM TUIAHKY JUIST BCHOTO JKaHPY, NPOIMOHYIOYHM TPaBIsSIM BHCOKOSIKICHY
rpadiky, 3aXOIUTIOI0Ul CIOKETH Ta 0araTOKOPUCTYBAIbKI PEXXUMH. 3 PO3BUTKOM
OHJIAMH-1TOp IIYyTepU CTANU 1€ OUTBIN MOMYJISPHUMH, OCKUIBKH T'paBIll 3 YChOTO
CBITY MOTJIM 3MaraTHUCsl OJIMH 3 OJHUM Yy peaTbHOMY Yaci.

Ha croroani myTepu 3amuiiaroTbCs OJHUM 3 HAUMOMYJISIPHIIINUX JKaHPIB y
BIJICOITpax, 3ajlydaroyd MUIBMOHM TpaBLIB 1 TEHEPYIOUHM MUIBSIPAU AO0JapiB
JOXOAY IIOPOKY. 3aBASKH TOCTIHHOMY PO3BHUTKY TEXHOJOTIA 1 TBOPYOCTI
pPO3pOOHUKIB, 1€ JKaHp TPOJIOBXKYE EBOJIOIIOHYBATH, IPOMOHYIOYH HOBI
Bpa)XCHHS Ta BUKIIUKH JIJIS1 TPABIIIB.

CydacHi mIyTepu dYacTO BHPI3HSIOTBCS BHCOKOIO SIKICTIO Tpadiku,
pealiCTUYHUMHM  epeKTaMd Ta CKIAQJHUMHU CIOKETHUMHU JiHiAsMU. BoHu

OPOINOHYIOTh PI3HOMAHITHI PEXUMHU TP, BKIIOYAIOYM KOONEPaTHBHI Micii,
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3MarajbHi 0araTOKOPUCTYBAallbKi PEXXUMHU Ta PO3Trally’KeHl OJAMHOYHI KammaHii.
[HHOBAIIIT B TEXHOJIOTISX, Takl K BipTyanbHa peanbHicTh (VR) Ta posmupena
peanbHICTh (AR), TakoX MOYMHAIOTH IHTETPYBATUCS Y JKaHP IIYTEpiB, HAAAIOUU
IPaBIsIM 11l OLIbIIE 3aHYPEHHS B IPOBUI ITPOLIEC.

Po3poOHMKY TIPOJIOBKYIOTH €KCIIEPUMEHTYBATH 3 HOBUMH MEXaHIKaMU Ta
CTWJISIMA TPH, IO CHOPUsIE TMOCTIMHINA eBOMIONIi kaHpy. Bix 1HIU-TIPOEKTIB 10
BEIUKHUX OJOKOacTepiB, HIYTEPH 3AJIHUINAIOTHCS BAKIMBOIO YACTUHOK IrPOBOI
IHIYCTpii, 3aJydar0oydl HOBHMX TPaBIliB Ta YTPUMYIOUM 3aIliKaBJICHHS BETECpPaHIB
xaHpy. Lle 3abe3neuye MOCTIMHUM PO3BUTOK Ta POMIMPEHHS MOXIUBOCTEH ISt

TPaBIliB y BChOMY CBITI.

1.2 Ananiz obpaHoro pyrist 11t poO3poOKH

[lepen moyaTkoM po3pOOKHU I'py HEOOXITHO BUBHAUUTHUCH 3 IBHXKKOM, 00 1€
€ OJTHIEIO 3 BAXJIMBUX ACIICKTIB, BiJl HEl Oy/ie 3ayiexaTu sk came Oyje Oy yBaTHCh
rpa, Ha sIKI MOB1 TIporpaMyBaHHsI BOHa Oyje HamucaHa, MiJAXOAH J0 peaiizailii,
AK1 JOTIOMIXKHI pecypcu OyyTh BUKOPUCTOBYBATHCH 1 T.[I.

Jnst po3poOku s BukopuctaB Unity, sSkuil Hajae HHU3KY TIepeBar, ki
poOJATH HOTO ONTUMAIBHUM BUOOPOM JIJIsl peastizallii JaHOTO MPOEKTY.

Jlauuii TBUKOK BUPUBAETHCS BIEPE] CBOIMH YUCICHHUMU NIepeBaramMu, a came:

MynbTumnaTGopMeHHICTh: JBIKOK HaJa€ IMIMPOKUN CIEKTP Iuiatdopm,
BrIrouaroun Windows, macOS, Linux, Android, 10S, xoncom ta WebGL. Lle
JI03BOJISIE PO3POOHHMKAM JIETKO aJaNnTyBaTH CBOi ITPU JO Pi3HUX MPUCTPOIB 1

oTepaIiifHuX CUCTEM, 10 € BAXKJIUBUM JIJIS IOCATHEHHSI IIUPOKOT ay IUTOPii.
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[HcTpyMeHTH po3poOku: Unity MponoHye MOAYIBHICTh 1 pO3IIMPIOBAHICTD,
IO JI03BOJISIE 1HTErpyBaTH JAOAATKOBI IHCTPYMEHTH, Taki SK Zenject s
YIPaBIIiHHS 3aJ1€KHOCTIMHU, Fusion /1 MyJIbTUIIIIEEPHUX MOKIIUBOCTEH.

I'pacdiuni moxuBocTi: Unity miaTpumye cydyacHl rpadidHi TEXHOJIOTI,
BKJIFOUAIOYH PEHJIEPUHT B peaIbHOMY Yaci, OCBITIIEHHS, TI1HI Ta MOCTOOPOOKY, 1110
n03BoJIsIE cTBOpIoBaTH sk 2D, Tak 1 3D rpadiky BUCOKOI SKOCTI.

Oizuynmii pymrii: BOyaoBanuit pizuunuii pymriii Unity 3abe3neuye peanicTUIHy
($13MKy, 110 € Ba)XJMBUM JJIsi CTBOPEHHS IHTEPAKTUBHUX Ta 3aXOIUIIOIOYHUX
ITPOBUX CEPEJIOBHIIL.

Kom'toniTi Tta miarpumka: Unity Mae BelMKy Ta aKTUBHY CHUIBHOTY
PO3pOOHUKIB, IO JIO3BOJISIE IIBUAKO 3HAXOJIWTHU BIJAMOBIII HA MHUTAaHHA Ta
OTPUMYBATU JOMOMOTrY. PeryisipHi OHOBIEHHS pyIlis 3a0€3MeUyOTh MIITPUMKY
HOBUX TEXHOJIOT1H Ta BIOCKOHAJICHHS ICHYIOYUX (PYHKITIH.

HapuanbHi pecypcu: Unity NponoHye BENHMKY KUIBKICTh JOKYMEHTAIlli,
TyTOpiaJiB Ta OHJANMH-KYpCiB, M0 POOUTH HWOTO JOCTYHMHHUM JJisi HOBAYKIB Ta

JOCBITYEHUX PO3POOHHUKIB [2].

Pucynox 1.3 — Iarepdetic irpoBoro asmxkka Unity
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Cepen 1HIIUX pyuniB s po3poOku Moxy Buauutu: Unreal Engine [3],
Godot [4] Ta CryEngine [5].

Unreal Engine, po3po6sienuit Epic Games, BiJloMuli CBO€I0 BUCOKOSKICHOIO
rpadikoro Ta NOTYKHUMHU IHCTpyMEHTaMH po3poOku. Cepes OCHOBHUX MepeBar -
MOTYXHUHW pelakTop MaTepialiiB Ta menaepis, miarpumka C++ ta Blueprint, mo
JI03BOJISIE BHUIKO CTBOPIOBATH MIPOTOTHUIIN Ta HANIATOKYBATH IrPOBY JIOTIKY.
Le# pymiif igeanbHO TIAXOIUTH A po3poOKku AAA-ITrop 3 peasiCTUYHOO
rpadikoro. OaHaK HOro BUCOKHI MOPIT BXOHKEHHS, BACOKI CUCTEMHI BUMOTH Ta
MEHIIa KIJTbKICTh HABYAJIbHUX pecypciB, HIX y Unity, MOXKYyTb CTaTH

MIEPETIKO 100 /ISl IOYATKIBIIIB Ta HEBEIUKUX CTYiH [3].

D9 09000290

Pucynox 1.3 — Inrepdetic irpoBoro nemxkka Unreal Engine

Godot - 1e OE3KOMTOBHUU PYIIid 3 BIAKPUTHM BUXITHUM KOJOM, IIIO
poOUTH HOTO JOCTYIHUM JIJIsl BCIX pO3pOOHHKIB. BiH BIJOMHI1 CBOEIO MPOCTOTOIO
BUKOPHUCTAHHS Ta MATPUMKOIO K 2D, Tak 1 3D rpadiku. [loTyxHuii BOy10BaHUMN

peIaKkTOp CKpHNTIB pPOOWTH HOTro iAeaJbHUM JUIA 1HJI-pO3POOHHUKIB Ta
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noyatkiBUiB. OHaK 1€l pymIiii MEHII MOTY>XKHUM IJi1 BEJIMKUX MPOEKTIB, Mae

oOMeXeHy MIATPUMKY 1 MEHIIe TMiIXOAUTh s po3podku VR-irop [4].

Pucynok 1.4 — Inrepdetic irposoro asuxka Godot

CryEngine cnaBUTbCSI CBO€IO BHCOKOIO SIKICTIO Tpadiku Ta MOTY>KHUM
¢13uuHUM  pymiieM. BiH  IIMPOKO  BUKOPUCTOBYETHCS  JJII  CTBOPEHHS
dotopeanictuunux irop i miarpumye VR. Omnak, sk 1 Unreal Engine, CryEngine
Ma€ BHUCOKHMM TMOpPIT BXOAY, BHUCOKI CHCTEMHI BHMOTHM Ta MEHINY KUIBKICTh
HaBYAJIHUX PECYPCIB, 1[0 MOXKE YCKJIATHUTH MPOLIEC HABYAHHS 1 BUKOPUCTAHHS

JUTSI HOBUX PO3POOHUKIB [5].



Pucynok 1.5 — Inrepdeiic irpoBoro aeuxka CryEngine

Takum ymHOM, Unity € onTUMambHUM BUOOpPOM Il pO3POOKH 3aBISKH
CBOIM IIMPOKUM MOKIIMBOCTSIM, JIETKOCTI BUKOPHUCTAHHS Ta MIATPUMII 3 OOKYy
cuinpHOTH. Unity T03BOJISIE CTBOPIOBATH BUCOKOSKICHI, JHHAMIYHI Ta aJalTHBHI

1rpH, 110 BIJIMOBIIAIOTh CYYaCHUM CTaHAApTaM 1 BUMOTraM I'paBiliB [2].
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PO3IJI 2. TPOEKTYBAHHA ITTPOBOI'O JOHJATKY

2.1 Anani3 xaHpy IrpoOBOTO TOJATKY

Konu Oyno oOpaHO 3araibHy KOHIICIIIIO, a TAKOXX CTOPOHY B Ky OyJe
PYyXaTuCh MPOEKT, TAKOK MOTPIOHO BUSHAYUTHUCH 3 HOTO JKAHPOM.

[Tpu BUOOP1 XaHpy AJIA CBOTO MPOEKTY s BUpimUB obpatu Shoot 'em up [6]
3amicTh FPS [7] 3 KUIBKOX BaXKJITUBUX MPUYHH.

Shoot 'em up — 1e xaHp rp, B sIKIi TOJOBHUN Trepoi OOPETHCS 3 BEIUKOIO
KUTBKICTIO BOPOTiB, CTPIISIOUN B HUX, @ TAKOXK YXWJISIOYUCH BiJl IXHHOTO BOTHIO.
Januii >xaHp sBIS€e CcoOOI XBHJI BOPOTiB, SIKI MOXYTh MaTH pi3HI
XapaKTEPUCTUKH, TATTEPHU MTOBEIIHKH 1 T.JI, 3 IKMMH TpaBellb MIOBUHEH OOPOTUCH
Ta BIDKUTH JIO KIHIIS, 3a3BHYall PO3IISIIAIOTHCS 3 TMepcnekTtuBu top-down abo

side-view [6].

Pucynox 2.1 — I'pa «20 minutes till dawn” B sxanpi Shoot 'em up
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[TprunrHM BUOOPY IHILOTO KAHPY:

o Mae npocrtimuii reiimiuieit Ta ynpaiiHHs. [le o3Hauae MeHIle CKIIaJHUX
MEXaHIK 1 aHIMaIlii, MO POOUTh PO3pOOKYy IMIBUIIIOK Ta MEHII BUTPATHOIO. Y
FPS, sk mnpaBuno, moTpiOHO peanizyBaTH CKIagHim (i3UudHi B3aeEMOJIIT,
TPUBUMIPHY HaBITallllo Ta JETAIBHIII MOJENI MEPCOHAXIB, 10 3HAYHO 301IbIIIYE

gac po3poOKH Ta PeCypCH.
o Jlerma aganTartist A1l pi3HUX TUIATGOPM, 30KpeMa MOOUTBHUX MPUCTPOIB.
Bonu MarTh npocTilie ynpasiiHHSA, K€ MIAXOAUTH SIK JUIsl CCHCOPHUX E€KPaHiB,
Tak 1 A7 TpaauLiiHux kKoHtposepiB. FPS rpu BuMararoTh TOUHOTO yIpaBiIiHHSA,
0 YacTO BAXKO peai3yBaTH Ha MOOUIBHUX NPHUCTPOSX O€3 J0JaTKOBHUX

nepudepiiiHuX NpUCTPOiB.
o Po3pobka anapaTHOro 3a0e3rnedyeHHs MEHIII BUMOTIMBA NOpiBHSAHO 3 FPS,
K1 TOTPEOYIOTh BUCOKOT MPOAYKTHUBHOCTI /I OOPOOKH CKJIAIHUX TPUBHMIPHHUX
cepenoBui 1 ¢izuku. e mo3BossIE po3podbutu rpy, sika Oyae JOCTYIMHOK IS
OUTBII MIMPOKOI ayJUTOPIi, BKIIOUAOUYM KOPUCTYBayiB 31 CTapilIMMU a00 MEHII

MOTYXHUMU TIPUCTPOSIMHU.
o FPS irpu yacto BUMararoTh BUCOKOT'O PiBHSI PEaTICTUYHOCTI, K Yy rpadirt,
Tak 1 B MEXaHikax, 1[0 J0Ja€ CKJIQJAHOCTI B po3poOii. Shoot 'em up xaHp He
BUMAarae Takoi peaqiCTUYHOCTI, 110 JI03BOJISIE 30CEPEIUTUCST HA TUHAMIYHOMY Ta
3aXOIUTI0I0YOMY TelMIuIei 6€3 He0OX1JHOCTI J0CIATaTH pealiCTUYHUX CTaHIapTiB.
Oo6uparoun >xa"Hp Shoot 'em up Oyno 3poOJieHO BpaxyBaHHS KUIBKOX
BAXKITMBUX dakTopis: pOCTOTA PO3pOOKH Ta yYIPaBJIiHHS,
MYJIbTUILIATGOPMEHHICTh, 3HMXKEHHS BHMOI JIO amapaTHoro 3abe3nedyeHHs,
BI3yaJlbHa NpHUBaOIMBICTb, MEHIIl BHMOTM JI0 peali3My Ta BHCOKa
peirpabenpHicTh. i mepeBaru 103BOJISIIOTH CTBOPUTH TPY, SKa OyJie JOCTYITHOIO,
3aXOIUTIOIOYOK0  Ta MpuUBaOIMBOIO Il IIHMpoKoi aynurtopii. Kpim Toro,

BukopuctanHs Unity 3a0e3meuye eQeKTUBHY peasi3allilo BCiX HEOOX1THHX
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aCIeKTIB T'pU, IO POOUTH MPOLEC PO3POOKU OUIbII €(PEKTUBHUM Ta 3PYUHHUM.
Takum uymHOM, xaHp Shoot 'em up A03BOJISIE CTBOPUTH OUIBII TOCTYIHY Ta

puBalIUBY TPy, KA 3MOXKE 3aI[IKaBUTH PI3HOMAHITHY ayJUTOPit0 IpaBIiB [6].

2.2 IIpoexTyBaHHS MPOTPAMHOTO TOJATKY

[Ipormec TpOEKTYBaHHS IrPOBOTO JMOAATKY IMOYHMHAETHCS 3 (OPMYBaHHS
3aBIaHHS, sIKe BU3HAYA€ OCHOBHI (DYHKITIOHAJIbHI BUMOTH Ta MEXaHIKHU TPH.
OcHOBHHI ITpOBUU MpolleC BKJIHOYATUME XBHWJI1I BOPOTIB, Kl OyAyTh IMOCTIHHO
CHaBHUTUCA TpoTarom rpu. Ilin dac XBwiIb OyIyTh TaKOX 3'ABISITHCS pPI3HI
IpUMAcH, Takl IK anTeYKu, O0MOU Ta CKpUHBKHU 3 TaTpoHamu. [licis 3aBeprieHHs
KOXHOI XBWJII BCl BOpPOrdM OyAyTh 3HHUIIEHI, aje MPUIAcCU IMPOJOBKYBATUMYTh
3'SIBIATHCA yepe3 MEeBHI MPOMDKKM 4acy. [lo 3akiH4YeHHIO BCIX XBWJIb a00 Micis
CMEpTI BCIiX rpaBIiB, Oy/e Bi0OpaKEHO CIHUCOK TPaBIlB 13 KUIBKICTIO 3aBIaHUX
30UTKIB Ta BOWUTHUX BOporiB. I'paBelb, KM MmoMep, CTae crocrepiraueM 1 He
MOJK€ MPOJIOBXKYBATH TPY.

[TepenbaueHo peanizyBaTu TpU THUIIH BOPOTiB:
o 3BuyYaitHuil 30M01: TOBUIBHUI 30M01 31 C1a0KOI0 aTaKoIo.
° [IpokaueHuii 30M01: MOBUIBHUNA 30MO1 3 MIABUIIEHUM 3JI0POB'SM Ta
30UTBLIEHOI0 CUJIOKO aTaKH, ajleé HU3bKOIO YaCTOTOIO aTakK.
o Ckernet: BOpOT, SIKHI aTaKy€e Ha BiJICTaHI Ta MA€ BUCOKY IIBHUJKICTb.
Takox Oyze peanizoBaHO Tpu BUAM 30pOi:
o [Tictob: 30posi 3 MaJIOO JUCTAHITIEIO ATAKU Ta BUCOKOIO IIKOJIOHO.
o Jpo0oBHK: 30pos 13 cepeTHbOIO AUCTAHIIIEI0 aTaKH, HU3bKOIO IIKOI0I0, 1110

CTpijsie APoOOM.
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° ABTOMaT: 36p0$1 3 CEPCAHBOIO MKOJ0I0 Ta BEJIMKOIO JII/ICTaHIIi€IO aTakH.

['pa BKIItOUaTUME TPU BUIU MiAOUPAHUX MPEIMETIB:

o AnTeuka: BIAHOBIIIOE 3710POB'S TPaBIISL.
o bom6a: 3HHMIIlyEe BOPOTIB Y IEBHOMY paJIlyCl.
o CKpHMHBKH 3 MaTPOHAMMU: TIOTIOBHIOIOTH OOENPUIIacy IpaBIIsl.

[rpoBuii mpouec NoAIIEHO Ha TPU XBUJII:

o [lepmra xBusist TpUBaTUME OIHY XBUJIMHY 3 JIECSATH CEKYHIHOIO TIEPEPBOIO, 1
MICTUTUME 3BUYAHNX 30MO1 Ta TATPOHU K OOHYCH.

o Jpyra xBujsi TpUBaTUME TPU XBWJIMHH 3 TPUJATHA CEKYHIHOIO MEPEPBOIO,
3 BOPOTaMH y BUTJISII 3BUYAHUX 30MO1 Ta CKeJeTiB, O0OHycamMu OyAyTh NMaTpOHU
Ta aNTEYKH.

o Tpetst XBWIsI TpUBATUME T’ SITh XBUJIMH 3 TPUALSTH CEKYHIHOIO TIEPEPBOIO,
BKJIFOYATUME 3BUYAWHUX 30MOi, CKEJNETIB Ta MpOKauyeHUX 30MOi, a OoHycamu
OylyTh IATPOHU, aNITEYKHU Ta OOMOHU.

Opnier0o 3 BaXIMBUAX TEXHIYHUX CKJIQJOBUX Tpu Oyae MexaHizm
MIIKIFOYEHHS KITBKOX TpaBIIB J0 OJAHIET IrpoBoi cecii. B romoBHOMYy MeHIO
rpaBellb MaTUME 3MOT'y BUOOPY OJTHOTO 3 TPhOX JOCTYIHUX MEPCOHAXKIB, 1001 IpU
Oyne ckimagaTUCs 3 JBOX TpaBIiB. Takox Oynme po3poOieHa MexaHika
BIIOOpakeHHsT TaliMepa [0 KIHIA XBWJII, 1 pealli30oBaHa CHUCTeMa 3MIHH
YIOPABIIHHS 3aJeXHO BiA miardopmu. Ilicas Toro sk BCl rpaBii 3ailuig B J001
MOYMHAETHCA TPa, IM BUJAETHCS BUITAJIKOBA 30pOs, KA HE MOBTOPIOETHCS MIK

HHUMMU.
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2.3 ITiaroToBKa MPOEKTY 10 pO3pOOKHU

[Ticnss  BuOopy pymriss ans  po3poOku  Ta po3iOpaHUM  JIE€TaIbHO
NPOEKTYBAHHS  HACTYIIHUM KpOKOM Oyzae  MIArOTYBaHHS  JOTOMIKHHX
IHCTPYMEHTIB, $IKI OyayTh BHUKOPHUCTOBYBAaTHUCh Ha TPOTA31 BCi€i PO3pOOKHU
ITPOBOTO TIPOIYKTY.

Tak sk Oyno BUpIIIEHO AOJATH 0araTOKOPUCTYBALBKUN PEXUM MHOI0O OYJIo
yBaJieHO oOpatu oiuH 3 HanomymspHimux s mporo SDK, a came Photon
Fusion [8].

Photon Fusion - me BucokokmacHuii SDK nms HeTkomy 3 mepemadero
CTaHiB, cTBOpeHHI a7 mpodecionaniB Unity, skl Hagae TpaBIsIM HaMKpamui
JOCBIA 7151 OYJIb-SIKOTO IrPOBOTO MPOIECY 3 JACKITbKOMAa BapiaHTaMHU MEPEXKEBOT
TOTMOJIOTII.

Fusion miaTpuMye 1B1 IPUHIMIIOBO Pi3HI MEPEKEBI TOTIOJIOTIT 3 OJJHAKOBUM
API, a TakoX OJJHOKOPUCTYBALIbKUI peKUM 0€3 MiIKIIIOUEHHS 10 Mepexi [§].

[lepmmm kpokom npu 3amycky Fusion € BuOip mix pexxumom Server/Host 1

Shared mode.

The Quadrant

Pick the Right Product for Your Game/Genre

.

CLIENTHOST = SHARED

Pucynox 2.2 — Iliapy4nuk ajis BUOOPY pekumy
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OTO0X, KOJIU MU pO310paiuch, SIK MOIUISIOTHCS PEKUMH 1 K JJIS 4OTO iX
Kpale BHKOPHUCTOBYBATH HEOOXITHO 3pO3YyMITH, SK BOHH BIIAIITOBAaHI, HUKYE
OyJie HaBeJEHO JeTaIbHUI OMUC WX PEKUMIB.

Server Mode — B 1aHOMY peXUMI1 CEPBEP MA€ MTOBHY Ta BUKIIOYHY
Jep KaBHY Blaay Haja yciMa o0'ekTaMu, 0e3 BUHATKIB. KilieHTH MOXYTh
3MIHIOBaTH MEpexeBl 00'€KTH, JIMIIE HAJICUIIA0UX CBOI JaH1 Ha cepsep (1
YeKalo4yM peakiii cepBepa Ha I1i 1aHi) a0o 3anuTyouu 3MiHu 3a gornomoro RPC.
CepBepHuit qonatok 30upaethes 3 mpoekTy Unity 1 3amyckae noBHy headless
Unity build. Iz 36ipxa noBuHHa OyTH po3MileHa Ha CEpBEPHINA MallMHI a00
xMapHoMy cepBepi. Photon He Hagae cepBepiB Jyisl pO3MIINICHHS BUALIEHOTO
cepBepHoro goaarky Fusion.

Host Mode(Host Client) — pexuM BHCTyIa€e OJJHOYACHO 1 CEPBEPOM, 1
KJI1€eHTOM. XOCT Ma€ JIOKAJIbHUM MporpaBay, OMUTY€E BX1JIHI JaH1 11 HbOTO 1
IHTEPIOJIIOE PEHACPUHT BIMOBIIHO IO OYIKYBaHb KJIIEHTA. 3arajioMm, el pexum
€KBIBAJICHTHUH peXUMYy cepBepa, ajie HabaraTo JACNIeBUINI Y BUKOPUCTaHHI,
OCKLJIbKH HE MOTpeOye BUTPAT HA XOCTUHT BUIIEHOTO cepBepa. OHak 3a 1e
JOBOJUTHCS IJIATUTH JOBIPOIO ACPKABHOTO OpraHy - iHIIKMU CIOBaMH,
HEZ0OPOCOBICHHI XOCT MOXe TraxpatoBatu. [Ipu poOOTi B pexxuMi XOCTHUHTY 3-3a
Opanamayepa abo mapiipyTuzaTopa xmMapa Photon npozopo 3a6e3neuye UDP-
npoOuBaHHS a00 PETPAHCIISIII0 MAKETIB, SKIIO 1€ He00X1AHO. OCKIIbKU cecls
HAJICXKUTh XOCTY, BOHA OyJie BTpaueHa, SKIIO XOCT BiAKItounThesa. Fusion Hamae
MeXaHI13M MIrpaiii XOCTiB, SKUH J03BOJISE MepeAaBaTH NTOBHOBAXXEHHSI HOBOMY
KJIIEHTY B OAIOHUX CUTYallIsX, OHAK II€ HE B1TOYBA€THCS aBTOMAaTUYHO B
pexumi xocra (Ha Biaminy Big Shared mode) 1 Bumarae crieniaibHoi 00poOKH B
KJIIEHTCHKOMY KO/II.

Shared Mode — nanwuit pesxuM Mae TOBHOBAKEHHS HaJl MEPEKEBUMHU

00'eKTaMH, K1 PO3IOIICHI MK yCIMa KJIi€eHTaMH. 30KpeMa, KOKEeH KJIIE€HT
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CIIOYATKy Mae€ JepKaBHY BIaay HaJ 00'€KTaMH, iK1 BIH TOPODKYE, alle MOXKE
nepenaTH Lo BlIay 1HIINM KIII€HTaM. 3a Oa)kaHHSIM, KJIIEHTaM MOXe OyTH
JI03BOJICHO 3a0MpaTH JepKaBHI TOBHOBAYKEHHS 32 BJIACHUM Oa)KaHHSM.
Cumyisiiisi 3aBXKIU PyXa€eTbesl BIIepe] 3 OJHAKOBOIO IIBUIKICTIO HA BCIX
kiieHTax. CeaHC MEPEXi B peKUMI CIIJIBHOTO JIOCTYIY HaJeXHUTh XMapi Photon 1

3QJIMIIAETHCS AKTUBHUM, JIOKH JI0 HbOT'O MIAKIIOUEHUM OyIb-sKUH KITI€HT [§].

Server Dedicated server with pudlic  HOST one Player is the ,host™. All other Shared room has state authority
IP (headless Unity instance). Players connect to him and optional plugin (custom code).

: Host has full authority. Room has state authority, but clients control
Authority €y Server has full auwthority. O - e Y ible. A ] e o
State e Server migration possible. 6 Turnkey host migration. @ Room is keeping the full game state.
Low latency- Direct connection from client 1o Latency good (punch) or relative bad (relay). . o L
Latency (B - e L 1 ] Qualilffy;i%pe s h}usl. (relay) o Direct connection to room in region (edge).
Qos Stabiliy of the game engine. - Depends on Players/Hosts. - High stability + uptime.
Cost -~ Dedicated server orchestration. Hosted by players + Photon Cloud. Cost efficient.
Local/LAN Mobile / PC
Games + Apps. Mobile (large scale)
| rueow |
e Coop lotarcy 2 Somuniy /
Titles @ by
Physics Party Low Budget FC FPS/ TPS ETE
Games S Games | Pasuorhonia | | recroon ]
AR e 2Player Physics PG/ VR
Mobile FPS Loz Games: Games
oy VRFPS/TPS

EONEWORKS

Pucynok 2.3 — Fusion Network Topologies
Otox, micis anamizy Bcix BuaiB MoaiB Photon Fusion MHo0 Oyno
NPUHHATO pileHHS BUKOpUcTaTH Host mode, sKuii 103BOJISE ONMTHMI3yBaTH
pecypcu Ta 3a0e3MeunTd BUCOKY €()EeKTHUBHICTB, IO € KIOYOBUMHU (DakTOpaMu

JUTSI YCIIITHOT pO3pOOKHU Ta BIPOBAKEHHS I'pH [8].
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2.4 HamamtyBaHHS IPOEKTY

B nepury depry, micis NpOeKTyBaHHS ITPOBOro A0JATKy Ta oOpanux SDK
JUTst pOOOTH, CJIiJl BUOpATH BEPCIIO Ha sIKii OyJie CTBOPIOBATHCH MPOIYKT, 00paTu
HEOOX1JJHI MOJIyJi, CTBOPUTH TMPOEKT 1 BPEWITI HaJalITyBaTh poboue
CEpeIOBHUIIE.

Crepiry BapTO BCTAaHOBUTHU TOJIOBHUM JIayHUEp, Yepe3 KU MOYMHAETHCS
ocHoBHa poOora — Unity Hub. Jlana mnporpama crpolrye HaBirario,
3aBaHTaXKCHHS MOJIYJIIB, KEpYBaHHS MpoekTaMu Ta iHcTamsismu Unity [9)].

Hns po3poOku 11i€i  kBamidikariiHoi podotu Oyna oOpaHa Bepcis
2022.3.10f, sxa Ha MOMCHT HAIIMCAaHHS € HAWHOBIIIOI Ta HANCTAOULILHIIIOIO
BEPCIEIO.

[Ipu 3aBaHTa)ke€HHI Bepcii MOTPiIOHO BUOpaTH HEOOXiAHI MOIYJI, ISl TOTO
00 MaTh MOKJIMBICTH 3aIyCTUTH ITPOBHM JOJATOK HA PI3HUX IaTdopMmax,
BKJIIOYAIOYM MOOUIbHI MPUCTPOi Ta MEPCOHAIBHI KOMIT IOTE€PH, IO JI03BOJUTH
OXOIUTH, SKOMOTA OUIBIIY ayJIUTOPi0 1 JacTh OE3I[IHHUM JOCBiA PO3POOKHU

KpoCTuIaT(OpMEHHUX ITPOBUX TOJATKIB.

Add modules for Unity

Add modules Required: Available: 18.01 GB

Pucynok 2.4 — Incramsinisa HeoOxigaux moayiiB B Unity Hub
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Konu Bci HeoOXinHI Moayidl OyiM 1HCTaldbOBaHI, 1 MPOEKT CTBOPEHO
HACTYITHAUM KpPOKOM € 1HCTAJAIIS 1 HaJallTyBaHHS JOTIOMDKHHUX 3aco0iB
PO3pOOKHU.

Jns migkmouenHda 1 HamamtyBaHHs SDK  Photon Fusion, notpiOHo
3aBanTaxkutu cam SDK. Ilepmn Hix iMIOpTyBaTu HOTO MOTPIOHO HaNAIITyBaTH
cepenoBuile po3poOku. Tak sk, JesKl HajalTyBaHHS OyJe 30epeXeHO B
ScriptableObject, 1 mo6 mapaMeTpu 3aNHIIATUCH, YATAOCTLHUMU B OYIIb-SKHI
yac, nmoTpiOHO B Asset Serialization BctanoButu Moj Force Text y mento Text

Edit > Project Settings > Editor > Asset Serialization > Mode [8§].

L2 Project Settings

ntive Performance Editor

Unity Remote

Device Mone

Compression JPEG
Downsize

Remote

Serialize Inline Mappings On One Line

Pucynok 2.5 - BcranoBienss pexxuM cepianizauii Ha «Force Texty»

Fusion IL Weaver renepye MepexxeBuil KoJi HU3bKOTO PIBHS Ta BCTaBIISIE
rioro B Assembly-CSharp.dll, mjo0 He BuUHUKaNO KOHQIIIKTIB TpeOa BUKOPUCTATH
nakeT Mono Cecil. [Taket moxxna BcranoButr uepe3 Unity Package Manager.

Jns nporo moxkHa nepeitu 1o Window > Package Manager > Click the +
icon > Jlomatu maker 3 git URL 1 BcTaBUTHM J1aH€ TOCHJIAHHS

com.unity.nuget.mono-cecil@1.10.2.



mailto:com.unity.nuget.mono-cecil@1.10.2
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= Package Manager

ges: In Project -

Add package from disk...
Add package from tarball...
Add package from git URL...

Pucynok 2.6- JlonaBanus nakety Mono Cecil yepe3 Unity Package Manager

[Ticnst BUKOHAHHS BCIX KPOKIB MPOEKT roToBHil 10 iMmmopryBanHa SDK, i1
MOke OyTH IMIOpTOBaHMM 3a nonmomororo Assets > Import Package > Custom

Package

Assets | GameQObject Component  Window  Help
Create >
Show in Explorer
Open Shaded
Delete
Rename

Copy Path Alt+Ctrl+C
Open Scene Additive
View in Package Manager

Import MNew Asset...
Import Package ¥ Custom Package...

Export Package...

Pucynox 2.7 - ImmoptyBanust SDK Photon Fusion

OcTaHHIM ’X€ KPOKOM JJisi MOBHOLIIHHOTO HalaTyBaHHS OyJe CTBOpPEHHS
App ID, sikuii BHKOPHCTOBYETHCS JJISi BU3HAYEHHS NPOTPAMH, MiIKIIOUEHHS
TpaBIliB 3a JOMOMOIOI0 MPOTPaMH Ta IMOB’S3y€ MPOTpamy 3 BiAMOBITHUM THIIOM

cepBepa.
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[Ticns #ioro ctBopeHHs Oyne goctynHuid ID, sikuii moTpiOHO BCTaBUTH B

nosie Fusion App Id y Fusion Hub [8].

Welcome to Photon Fusion 2

Fusion

@ Welcome

C Fusion 2 Setup

o

An Fusion App Id Version 2 is required for networking.

.’ Tutorials & Samples T an Fusion App Id

E Documentation

E Fusion Release Notes

C Open the Photon Dashboard
(2) support

Fusion App ld: «

Pucynok 2.8 - Ilone ans ID y Fusion Hub

2.5 IIpoekTyBaHHS apXITEKTYpH HOAATKY

ApXITeKTypa BiAIrpa€ BUPIMIAIBHY pPOJb Yy CTBOPEHHI MPOrpamMHOro
3abe3nedeHHs, Oyay4un GyHIAMEHTOM JJIsl BCHOTO Tpoliecy po3poOku. BakianBo
MaTd 4YITKO BHU3HAYEHY apXiTeKTypy, sAka 3abes3neuye CTaOUIbHICTD,
MacmITabOBaHICTh Ta 3PYYHICTh MIATPUMKH JAOJATKY. Y pPO3poOIi IrpOBHX
JIOJIATKIB 111 aCTIEKTH 0COOJIMBO BaXKJIMBI, OCKIJILKH BKJIIOYAIOTh PI13HI MEXaHIKU Ta
KOMITOHEHTH, SIK1 MOBUHHI MPAIIOBATH 3J1aro’KeHO Ta €(PeKTUBHO.

[IpoekTyBaHHS MPOrpaMHOro JOJATKYy IOYMHAETHCS 3 BU3HAYCHHS
OCHOBHHUX KOMIIOHEHTIB Ta ix B3aemomiil. Ilpomykr, saxuii po3poOiseTbes
BKJIIOYA€ KIJIbKa BAXKJIIMBUX €JEMEHTIB: J001 g IpaBLiB, BUOIp MEPCOHAXIB,

XBWJII BOPOTIB, Pi3HI BUIM 30poi Ta MmiOMpaHUX MPEIMETIB, CIIPaBH BOPOTIB,
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CUCTEMY 3J0pOB’s, TAOJMIIO JIJIEPIB, CUCTEMY 3ITKHEHHS, a TaK0XX MEXaHI3MHU
1IKITFOYCHHS TPABIIIB 10 CECIM.

Tenep, Matouu 3arajibHe YSIBJICHHS PO apXITEKTYpPy JOJATKY, MU MOKEMO
JETAJbHIIIE PO3IISHYTH OCHOBHI KJIACH MIPOEKTY, HOTO aTpuOyTH Ta METOIH, K1
320€3IeuyI0Th MOBHOIIIHHY POOOTY JIOJATKY.

PosrnssHemo jnetanbHO (QYHKIIIOHQJT IrpOBOrO JOJAATKY TMOYMHAIOUU 3

TOJIOBHOTO MEHIO, SIKE 3yCTpivYa€e rpaBIis IPH 3aMyCKY TpH.

StartMenu

- _hostGame: Button

- _joinGame: Button

- _changeSkin: Button

- _exitGame: Button

- _gameSceneBuildindex: int = 1
- _changeSkinCanvas: Canvas

- HostGame ()

- JoinGame ()

- EnterChangeSkin ()
- ExitGame ()

- OnEnable ()

- OnDisable ()

Pucynok 2.9 - Knac StartMenu

Kmac StartMenu, skuii BimoOpakeHHWId Ha PHUCYHKY BIJIIOBIIaE 3a
(GYHKITIOHAJ TOJIOBHOTO MEHIO. B HHOTO BXOUTH BC1 KHOTKH, SIKI PO3TaIlIOBaHI Ha
rOJIOBHOMY MEHIO, a CaMe:

° Host game
o Join game

o Change Skin
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o Exit game

ChangeSkin

_skinsButtons: List<Button>

_saveSkin: Button

_closeSkinMenu: Button

_startMenu: Canvas

- SelectSkin ()

- SaveSkin ()

- CloseSkinMenu ()
- OnEnable ()

- OnDisable ()

Pucynox 2.10 - Kitac ChangeSkin

Ax BkazaHo Ha pucyHky 2.10, xmac ChangeSkin BinmoBigae 3a BHOIp
HEepCcoHaXKa, Ta 3a 30epeKeHHs JaHUX PO BUOPAHOTO MEPCOHAXKA.
[lepernsHyBIIM BCi KOMIIOHEHTH TOJIOBHOI'O MEHIO, HACTYITHUM KpOKOM Oyne

nepexiJi 10 irpoBOi CIIEHH, e BiAOYBAE€ThCS caM MPOIIEC TPH.

LoadingView

- _loadingComponents: GameObject

+ LoadingStatusManagement (status : bool)

Pucynok 2.10 - Kitac LoadingVeiw

[Ipu mepexoii Ha HOBY CIIEHY Hac 3ycTpidae aHiMoBaHa 3actaBka Loading,

3a Ky Bignosinae kiaac LoadingVeiw, ska 300pakeHa Ha pucyHky 2.10.
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NetworkSpawner

- _networkRunner: MetworkRunner
- _playerPrefab: List<NetworkObject>
- _weaponDatas: List<WeaponData>
- _playerGuns: List<NetworkObject >
- _bulletsView: NetworkObject
- _healthView: NetworkObject
- _joystiksView: NetworkObject
- _statisticsPlayers: StatisticsPlayersData
- wavelontroller. WaveController
- «property= _playerPrefs5kin: string
{Annotation = Networked}
- _changeDetector: ChangeDetector
- _player: PlayerRef
- _spawnedCharacters: Dictionary<PlayerBef, Network
Object> = new Dictionary<PlayerRef, NetworkObject=()
- _spawnedWeapons: Dictionary<PlayerRef, Network
Object> = new Dictionary<PlayerRef, NetworkObject>()
- _maxPlayers: int = 2

+ Spawned ()

+ Render ()

+ PlayerJoined (player : PlayerRef)

+ PlayerlLeft (player : PlayerRef)

- SpawnHandler (player : PlayerRef)

- SpawnPlayer (player : PlayerRef)

- RPC_ChangeSkin (skinMame : string)
{Annotation = Rpc}

Pucynoxk 2.11 - Knac NetworkSpawner

Knac NetworkSpawner, sikuii BimoOpakenuii Ha pucyHky 2.11 Bigmoigae
3a MOsBY IMEPCOHA)Ka Ha IrPOBIM CIIEHI, BUSBJIEHHS HOBUX TpaBLIB, SKI

M IKITFOYHIINCH 10 cecii 1 BIIKITIOYMINCE Bl HET.
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MetworkManager

- _movementController: Foed) oystick
- _shotController: Feoed) oystick

- _leadingView: LoadingView

- _sessiponMame string = “TestRoom”®
- _networkRunner: MetworkRunner

- Awazke )
- =agync= StartGame
+ Onlnput {runner : MetworkRunner, input - Metworkinput)

+ OnPlayerloined {runner : MetworkRunner, player : Player
Ref)

+ OnPlayerLeft {runner : MetworkRunner, player - PlayerRef]

+ OnObjectExitAO| {runner : NMetworkRunner, obj : Metwork
Object, player - PlayerRef)

+ OnObjectEnterA0] {runner - MetworkRunner, obj - Metwork
Object, player - PlayerRef)

+ OnlnputhMizsing {runner : MetworkRunner, player - Player
Ref. input : Metworkinput)

+ OnShutdown {runner : MetworkRunner, shutdownReason -
Shutdown Reason)

+ OnConnectedToServer {runner - MetworkRunner)

+ OnDisconnected FromServer {runner - MetworkRunner,
reason - MetDisconnectReason)

+ OnConnectRequest frunner - MetworkRunner, request :
MetworkRunnerCallbackArgs ConnectRequest, token - C5
harp.byte}

+ OnConnectFailed {runner : MetworkRunner, remote
Address - MetAddress, reason @ MetConnectFailedReason)
+ OnUserSimulationMessage {runner - MetworkRunner,
message - Simulation MessagePtr)

+ O n5essionListl) pdated {runner : MetworkRunner, seszion
List : List< Sessioninfos)

+ OnCustomAuthentication Response {runner : Metwork
Runner, data : Dictionary<string. ohject>)

+ OnHostMigration {runner - MetworkRunner, hosthigration
Token : HostMigrationToken))

+ OnReliableDataReceived {runner - MetworkRunner, player -
PlayerRef key - Reliablekey. data - ArraySegment<bytes]

+ OnReliableDataProgress [runner - MetworkRunner, player -
PlayerRef. key : Reliablekey, progress : float)

+ OnS5ceneloadDone {runner - MetworkRunner)

+ On5ceneload5Start {runner @ MetworkRunner)

Pucynox 2.12 - Kinac NetworkManager

Knac NetworkManager BiamoBifae 3a CTBOpPEHHS KIMHATH 1 MpHU3HAYae

poJTi, a camMe YM rpaBellb € XOCTOM CeCii, UM KIIIEHTOM.
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wstructs=

NetworkinputData

+ Direction: Vector?
+ Aim: Veector?

Pucynok 2.13 - Ctpykrypa NetworkData

Hemano BaxiuBa CTpykTypa, sfKa BiJoOpa)keHa Ha pHUCYHKy 2.12, ska
BIJIMOBIJAE 3a 30€peXEeHHs JaHMX, 3a JIONOMOrow sSKuUX Oyae OyIyBaTuCh 1

BUPAaXOBYBATHCh PYX MEPCOHAXKA 1 MO3UILIIOHYBaHHS MPUIILTY.

MotionHandler

- _speed: float

- «property= _networkedJoysticks: NetworkObject
{Annotation = Networked}

- _joysticks: NetworkObject

- _rigidbody2D: Rigidbody2D

- _playerHealthSystem: PlayerHealthSystem

- _capsuleCollider2D: CapsuleCollider2D

- _isPlayerDead: bool = false

+ «property= |sPlayerDead: bool

+ Init {joystiks : NetworkObject)

+ Spawned ()

+ FixedUpdateMNetwork ()

- DeactivateComponents ()

- RPC_ManagementStatusloystiksView (status : bool)
{Annotation = Rpc}

- RPC_ChangelocalScale (directionX : float)
{Annotation = Rpc}

- OnDisable ()

Pucynoxk 2.14 - Knac MotionHandler



JAaHUX Ha CepBep I CHHXPOHI3AIlT JAaHUX MIXK TPaBISIMHU.
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Knac MotionHandler BianmoBiganbHUIl 32 pyX MEpCOHa)ka Ta BiACHIIAHHA

Pucynok 2.15 - Kiac AnimationController

AnimationController

- _animator: Animator
- _animationBehavior: AnimationBehavior

- _playerHealthSystem: PlayerHealthSystem

- _isPlayerDeath: bool = false

+ Spawned ()

+ FixedUpdateNetwork ()
+ PlayerDeath ()

- OnDisable ()

Komnonent AnimationController mnpu3HaueHMii 3a TEPEKIIOUYCHHS CTaHIB

aHiMauli nepcoHaxa. [lepcoHaxx BKJIIOYa€e TpU CTaHU aHIMallli, a caMe:

Idle — Ctan ouikyBaHHS

Run — Cran 0iry

Death — Cran cmepri

Pucynok 2.16 - Knnac WeaponController

WeaponController

- _spawnPoint: GameObject
{Annotation = Networked}
{Annotation = Networked}

{Annotation = Networked}
- _currentWeapon: Gun
- _bulletsview: BulletsView
- _weaponData: WeaponData
- _healthsystem: PlayerHealthsystem
- _maxBullets: int
- _numberCfBullets: int
- _isPlayeralive: bool = true

+ Init (weaponData : WeaponData, gun : NetworkObject,

bulletsView : NetworkObject)

+ Spawned {)

+ FixedUpdateNetwork ()

- ChecklocalScaleForRotationGun (aim : Vector2)

+ RestoreAllBullets ()

- DeactivateComponents ()

- RPC_SetBulletView {currentBullets : int, maxBullets : int)
{Annotation = Rpc}

- RPC_ManagementStatusBulletView (status : bool)
{Annotation = Rpc}

- RPC_SetWeapon ()
{Annotation = Rpc}

- OnDisable ()
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WeaponController BinmoBigaJibHUN 3a YIHpaBlIiHHS BCIMa acleKTaMu
pobotu 30poi B rpi. Bin Bkitodae B cebe JOTIKY HJisi CTPUIHOM, Mepe3apsiaKu,

3M1HHU 30p0i Ta 0OPOOKH B3aEMOIIM MiXk TpaBIEM 1 30pO€ErO.

Baseltem

# _despawnTime: float
# «property» TimerToDespawn: TickTimer
{Annotation = Networked}

+ Spawned ()
+ FixedUpdateNetwork ()

Pucynok 2.17 - Knac Baseltem

Baseltem - 1ie aGcTpakTHU# Kiac, sIKMW BIJANOBIAA€ 3a MPEICTABICHHS Ta
0o0poOKy 0a30BHX aTpuOyTIB 1 METOMIB TPEIMETIB, SIKI TpaBelb MOXe
BUKOPHCTOBYBATH i yac rpu. Kiac BuzHavae crinbHMiA 1HTEpdeEiic 1 OCHOBHUM
dyHKLiIOHAN, KU MOXYTh YCHAIKOBYBATH ¥ PO3LIMPIOBATH IHII KJIACH IS
CTBOpPEHHSI KOHKPETHUX THUIIIB MPEIMETIB, TAKUX SIK 30p0si, aTEUYKH, MATPOHHU Ta

1HII TiAOUpaHi IPEAMETH.

EnemySpawner

- _statisticsPlayers: StatisticsPlayersData

- _enemies: List«NetworkObject> = new List<Network
Object=()

+ RecordDamageFromPlayer (id : int, damage : int)
+ RecordKillFromPlayer (id : int)

+ SpawnEnemy (targets : List<Transform=, enemy : Base
EnemyController, position : Vector2)

+ DestroyAllEnemies ()

Pucynok 2.18 - Kitac EnemySpawner
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Knac EnemySpawner, sikuii 3aiiMa€eThCsl TeHEPALIIEI0 BOPOTIB Y BU3HAYEHUX

MICIIIX Ha KapTi 1 BIAMOBIAHO BUAAJEHHSM BCiX BOPOTIB, KOJHM XBWJIS IiTiMIIIIA

A0 3aBCPUICHHS.

WaveController

- waveDatas: List<WaveData>

- _spawnPosition: Vector2

- _timerwaveController: TimerWaveController

- statisticsPlayers: StatisticsPlayersData

- _statisticsPlayersController: StatisticsPlayersController
- _itemSpawner: ltemSpawner

{Annotation = Metworked]

{Annotation = Metworked?
- _enemySspawner: EnemySpawner
- _currentWave: int = 0
- _numberCflivePlayers: int
- _maxWave: int
- _isRunning: bool = false
- _playerTransforms: Dicionary<int, Transform=> = new
Dictionary<int, Transform={)

+ Init (id : int, transformPlayer : Transform, numberof
Players : int)

+ Spawned ()

+ FixedUpdateNetwork ()

+ StartWave ()

- RemovePlayerTransform (id : int)

- SpawnRandomEnemy ()

- SpawnRandomitems ()

- GetRandomPositionForSpawn {): Vector2
- ChangeWave {)

- DeactivateWave ()

- OnDisable {)

Pucynok 2.19 - Knac WaveController

Kimac WaveController BianmoBizae 3a ynpapiiHHS XBHJISIMU BOPOTIB Y Tpi.

Bin 3a0e3neuye 3amyck 1 3aBEpILICHHS] XBWJIb, CTBOPEHHSI BOPOTiB 1 MPEIMETIB Y

3aJIaHUX MICIAX, @ TAaKOXX KEPYBAHHS CTAHOM TPH B 3aJIEKHOCTI Bij KITBKOCTI

YKUBHX I'PaBIIiB.
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TablePlayersResult

- _playerResultDatas: List<PlayerResultData =
- _playersDatall: GameObject

+ SetResultData (playerCount : int, playerkKey : int,
playerkills : int, playerDamage : int)

Pucynok 2.20 - Knac TablePlayersResult

Knac TablePlayersResult BinmoBimae 3a BiZOOpa)keHHS pe3yJbTaTiB
rpaBiliB B 1HTepdeici KOopucTyBaua IMicis 3aBeplleHHs irpoBoi cecii. Bin
npuiiMae aaHi Opo pPe3ysbTaTH TpaBLIB, IHIIIANI3yE Ta OHOBIIOE EJIEMEHTH
iHTepdeicy BIAMOBIAHO JO OTPUMAHUX JAHUX.

[Ticns peTanbHOTO PO3TISAY OCHOBHUX KIIACiB ITPOBOTO JIOAATKY, MH
rOTOB1 MEperTH 10 MOoOYyAOBH Aiarpamu kiaciB. Jliarpama KiaciB € BaXJIMBUM
ITHCTPYMEHTOM B TPOIEC] MPOEKTYBAHHS MPOTPaMHOTO 3a0e3MeUYeHHs, OCKIIbKU
J03BOJISIE  BI3yalli3yBaTU CTPYKTYPY CHUCTEMH Ta B3a€EMO3B'SI3KM MDK i

KOMIIOHCHTaMH.

EnemyHealthSystem

EnemyData

EnemyRange

Pucynok 2.21 — Jliarpama kiacie Enemy



Baseltem

# _despawnTime: float

# «property» TimerToDespawn: TickTimer
{Annotation = Metworked}

+ Spawned (}

+ FixedUpdateMetwork [

Bombltem

- _animator: Animator
- _animationBehavior: AnimationBehavior
- _hasDetonated: bool = false

- _isStartDetonate: bool = false

+ «propertys IsBombDetonate: bool

+ Spawned ()

+ FixedUpdateMetwork ()

- OnTriggerEnter2D (coll : Collider2D)
- OnTriggerstay2D (coll : Collider2D)
- StartDetonate ()

Pucynok 2.22 — Jliarpama kjaciB Item

CollisionDetector

+ OnPlayerTakeDamage: Action
- OnTriggerExit2D {coll - Collider2D)
- RPC_EventTakeDamage (damags :int) - RPC_ManagementStatusHealthView (status: bool)
{Annotation = Rpd} {Anmotation = Rpc}
- RPC_SetHealthView (currentHealth : int, maxHealth - int}
{Annotation = Rpc}

- RPC_ManagementStatusloystiksView (status : bool)
{Annaotation = Rpc}

- RPC_ChangelocalScale {directionX : float)
{Annotation = Rpe}

- OnDisabla ()

Pucynok 2.22 — Jliarpama knaciB Player

38
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Ha npexacraBnenux aiarpaMmax KjaciB BiJoOpa)ke€Hi B3a€MO3aJIEKHOCTI MIXK
OCHOBHHMH KJlacaMHu IrpOBOTO JOJATKy, IO BIAITPAOTh KIIOYOBY pPOJb Yy
dbyukiionyBanHi rpu. KokeH Kiac BHUKOHY€ CBOi YHIKQJIbHI 3aBJIaHHS,
3a0e3Meuyoun peasizaliio piI3HOMaHITHUX MEXaHiK Ta (QYHKIIHA, HEOOX1THUX IS
MOBHOIIHHOT pOOOTH AOJATKY.

JertanpHuil po3MJisii KOKHOTO KJIacy Ta iX B3a€MOIIN MiATBEPIKYE, IO
JOJAaTOK BKJIIOYA€ BCi HEOOXIOHI €JIEMEHTU Ui CTBOPEHHS IOBHOIIIHHOTO
npoaykty. Kiacu nmo6pe iHTerpoBaHi Mik co00r0, IO JO3BOJISE 3a0€3MEUUTH
3J1aroKeHy po0oTy Tpu. lle € BaKIMBUM acTeKTOM IS MOAAIBIIOTO PO3BUTKY
Ta MIATPUMKHA JOJATKy, OCKIIBKM HAsSBHICTh UITKOI apXITEKTYypH 3HAYHO
MOJICTIIIYE TIPOLIEC BHECEHHsS 3MIH Ta PO3MIUPEHHS (PYHKIIIOHAIBHOCTI B
MaiOyTHbOMY.

Takum 9ymHOM, AaHl JlarpaMH KJaciB JE€MOHCTPYIOTh, IO PO3POOJICHUI
JOIATOK Ma€ BC1 HEOOX1/THI KOMIIOHEHTH JJIsl CTBOPEHHS SIKICHOTO Ta CTaO1IbHOTO

IrpOBOTO MPOIYKTY, IO BIANOBIIa€ BUMOTAaM CYy4acHOT'O PHHKY.
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PO3IJI 3. TECTYBAHHA IT'POBOI'O IOAATKY

3.1 TectyBanHs OCHOBHOTO (DYHKITIOHAJTy irpOBOTO JIOAATKY

TecTyBaHHS € KPUTUYHO BAXKJIMBUM €TalioM y po3poOlli MpOorpamMHOro
3a0€e3Me4eHHs], OCKUIbKM BOHO 3a0e3leuye BHSBJICHHS Ta YCYHEHHS MOMMJIOK,
OiABUINYE SKICTh MPOAYKTY 1 TrapaHTye HOTro HaIIWHICTh Ta CTaOUIbHICTb.
TecTtyBaHHS BKJIIOYae B cebe pi3HI METOAM Ta IJIXOAH, IO JIOMOMararTh
NEepPEeBIPUTH (PYHKIIOHAIBHICTb, MPOAYKTUBHICTh Ta 3PYYHICTH BUKOPUCTAHHS
JOJaTKY.

Jl1st irpoBUX J0JIaTKiB, 30KpeMa, TECTYBaHHS Ma€ 0COOJIMBE 3HaUeHHA. ['pa
€ IHTEePAKTUBHOIO CUCTEMOIO 3 YHCJICHHUMU KOMIIOHEHTaMH, TAKUMH SIK rpadika,
MEXaHIKH, 3BYKOB1 eekTu Ta MepexeBi (yHKIii. Bci 11 KOMIOHEHTH MOBUHHI
IpaioBaTy 3JIaroH)KEHO, 100 3a0e3MeYUTH 3aXOIUTIoYUN Ta Oe3nepeOiiHui
irpoBuii nocsif. [lomunku abo HEOMIKK B OAHIH 3 X 00JacTel MOXKYTh 3HAYHO
3HU3UTH 33JI0BOJICHICTh KOPUCTYBAYiB Ta BIUTMHYTH HA PEMyTAIlilO TPU.

OckulbkM Hama rpa € 0araTOKOPUCTYBallbKOIO 1 BOJHOYAcC €
KpocIiaT(OPMEHHOI, TECTyBaHHS MOTpeOye ocobimuBoro miaxomy. OCHOBHa
YacTMHA TECTyBaHHS Oyje NPOBOAUTHCS LUISIXOM CTBOPEHHS OUIAy TIpU Ta
3allyCKy HWOTro Ha pI3HUX NPUCTPOsAX 1 emynsaropax. Lle mo3Bomuth Ham
NEPEeBIPUTH CYMICHICTh, NPOAYKTHUBHICTb Ta CTaOUIBHICTh TPU B YMOBaX,
HAOJIMKEHUX 10 PEATIbHUX.

Jlis modatky MOXKHa pO3MOYaTH TECTyBaHHS Ha TMEPCOHAIBHOMY
KOMIT I0Tepl1, 00 BUSIBUTH, UM BCe Tpailtoe 3maroxeHo. [1lo6 mporectyBatu rpy
Ha [1K, a0o M0O1IbBHOMY IPUCTPOT JOCTATHHO CKOPUCTATUCH 3aITyCKOM CaMoi Ipu

B Editor, HamamyBaBmm neski mapameTrpu y Biiaami «Gamey», MpoTe TaK SK
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Hailla Tpa He HalieHa Ha Single-player [10], a € 6araTokOpUCTyBalbKOIO, I[LOTO

OyJie HeOCTaTHBO.

[Ilo6 BUpIMIUTH 11€ TTUTAHHS MOXXHA CKOPUCTATHUCh BOYJTOBAHUM 1HCTPYMEHTOM

Unity, a came Build and Run. Ilei iHCTpyMeHT 103BOJIsSI€ MBUIKO CTBOPUTH 01

I'pU Ta aBTOMATUYHO 3aIlyCTUTU HOTO Ha JIOKAIbHOMY KoMI'toTepi [2].

[Ipouiec BUTsiJa€ HACTYITHUM YUHOM:

[Tepeiitu no Bkimagku File > Build Settings

V BikHi Build Settings BuGepith mnardpopmy PC
Hatuchite Build and Run

Bubepite Miciie s 30epexkeHHs OUIay Ta JOo4YeKalTecs 3aBepIICHHS

nporecy.

Otok, Ha pasl BaXJIMWBO MEPEBIPUTHU, YU BECh BaXJIMBHNA (YHKI[IOHAT

Ipairoe KOPEKTHO, TOMY IS I[OYaTKy IIOYHEMO 3 TEeCTyBaHHS BUOOpY

nepcoHaxa.

@ MultiplayerShooter - x

Choose- auat.ar

Pucynok 3.1 — InTepdeiic Bubopy nepconaxa
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Ak BimoOpaxkeHo Ha pucyHKy 3.1, Oyno oOpaHo Apyroro Mo uyepsi
IepCcoHaXka cepel] TPhOX MOXKIIMBUX, TEHEP MPOTECTYEMO, SIK 1€ BiT0OpaKaeThCs

y cecii IpH.

Pucynok 3.2 — TectyBaHnHs irpoBoro gojaarky Ha [1K

3 pucyHky 3.2 MU MOXKE€MO MOOAaYUTH, 1110 BUOpaHUM TIEPCOHAX 3 SIBUBCS Y
cecii 1 Bce JMaHW MOMEHT TPAIOE KOPEeKTHO. KpiM I1hboT0 MOXKHA J0JaTH, IO
JIOTiKa 31 30POEI0 BIJIMOBIIAa€ BUMOTAM, a caMe y KOXHOTO TpaBIls pi3Ha 30posl.

[lepen TuM sIK MEepeWTH A0 TECTYBAHHS HAa MOOLIbHI MPUCTPOI, CIIOYATKY
NEPEeBIPUMO Ha TMEPCOHATILHOMY KOMIT IOTE€pPl, UM KOPEKTHO TMPAIIOE CUCTEMA
3I0pPOB’S 1 KyJb, LI aCMEKT BIIrpa€e BaXKIMBY POJib B IrPOBOMY JOJATKY, aJlKe
TIOMIJIKH B JIOTIIIl TAHUX CUCTEM € HEJOMYCTUMHUMH, TaK K HANpPSIMY BIUITMBA€E HA

IIPOIIEC TPH.
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oter - Game - Windows, Mac, Linux - Unity 2022.3.101 <DX11> — O X [utiplyesShooter
GameObject Component _Services Tools Jobs Window  Help

. o 'ﬂh.ﬁﬁ:;‘jfxﬁﬂ:ﬁ :

.

Pucynok 3.3 — TecTyBaHHA cUCTEMH 310POB’4 Ta KyJib

3 oAy pucyHKa 3.3 MOXKHA 3pOOMTH BHMCHOBOK, IO JIOTIKA IPaLltO€
KOPEKTHO, MPY BUTPATI OOEMPUTIACIB 3MEHIITY€EThCA 1XHS KUIbKICTb, TPH 31ITKHEHHI1
3 MPOTUBHUKOM 3JI0POB’sl 3MEHIIYEThCS, K OyIo 1 3aaymano. L1{o6 BneBHUTHCDH ¥
JIOT1IIi 31TKHEHHS KYJIb 3 BOPOTaMH 1 BIIMOBIAHO MipaxyHKy BOMBCTB, 1 3aBIaHIi

iM ITKOIM BApTO OTJISTHYTH TAOJUITIO JTiJIEPiB IUB. HA PUCYHOK 3.4,

Table Score

P layer Hills Damage

P layer1 13

P layerc

Main Menu

Pucynok 3.4 — Inrepdeiic Tabnuili JiiepiB irpoBOro A0JaTKY
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Ha pucynky 3.4 BimoOpaxeHO cHCTeMY JIJEpiB cecli, 3 4Oro MOMXEMO
3pOOHTH TIJCYMOK 1 3aTBEPAMTH, IO MiJIPaXyHOK KITHKOCTI BOMTHX BOPOTIB Ta
HAHECEHOI KON KOPEKTHO 30epiraeThCs Ta BiIOOPAKAETHCS IMICIS 3aKIHUCHHS
TPH.

[IpoBiBmn tecryBanns Ha [IK, macTymHuUM KpokoMm Oyne mnepeltu 10
MOOUIBHHUX TPUCTPOIB.

TectyBaHHs IrpoBOTO JOJAaTKy Ha MOOUIBHMX MPHUCTPOSX € OUIbII
CKJIQJITHUM TIPOLIECOM, OCKUIBKU BKJIIOYAE MEPEBIPKY POOOTH HA PIZHUX MOJEISAX
cmapTdoHniB. s nporo mu OyAeMO BHUKOPHUCTOBYBATHU IHCTPYMEHTH, TaKl SIK
Unity Remote Ta emymnsitopu MOOUTBHUX TIPUCTPOIB.

Unity Remote - 1e I1HCTpyMEHT, SIKMM J103BOJIsi€ TECTyBaTH Tpy Ha
MOOUTBHOMY MPUCTPOi 0€3 HEOOX1THOCTI CTBOPEHHS OUIAy. 3a MOro JOMOMOIOO
MOKHA IIBUIKO TIEPEBIPUTH 3MIHU B IIPOEKTI, 3aIlyCKaloun Ipy Oe31mocepeHpo 3
Unity Editor na Bamomy cmaptdoHni [11]. [Iporec Burisgae HaCTyImHUM YHHOM:
1. Bcranosnenns nogatky Unity Remote 5 3 Google Play Store a6o Apple

App Store Ha MOOUTbHUI IPUCTPIi.

2. [TigxmrouiTe MoOLTBHUI npuctpiit Ao [1K 3a gonomororo USB-kabento
3. ¥V mpoekri Unity nepeittu 1o Edit > Project Settings > Editor

4. VY posaini Device o6paT miakIi04eHUNH MOOUTBHUN IPUCTPIN

5. 3anyctutu qonatok Unity Remote 5 Ha MOOUTBHOMY HpUCTPOL

6. B Unity Editor HatucHytu kHomnky Play

[TomikmyBaBIIMCh TPO JAOMOMIXHUK 1HCTPYMEHT JJii TECTyBaHHS Ha
BJACHOMY MOOUIBHOMY TPHUCTpOi HEOOXiMHO BpaxyBaTH, IO TIpa €
0araTOKOpUCTYBAI[bKOIO 1 MOTPIOHO BUKOPUCTATH 1HCTPYMEHT, SKUH BHUPIIIUTH
e MUTaHHSI. B 1MX LUIAX MU BUKOPUCTAEMO €MYJISITOp, Ha paszl € Oarato
O€3KOITOBHUX JIOJIATKIB, K1 MOCTYKATh JIJIsl TECTYBaHHS, aJie B TAHOMY BUIIAAKY

Mu BukopuctaeMo NoxPlayer [12].
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Takox BapTO BpaxyBaTH, IO Ha MOOILTBHUX MPHUCTPOSX MOXKYTh
BUHUKHYTH PI13HOTO pPOAY MOMMJIIKH, ISl TOTO 1100 BUSIBUTH, IO II€ 33 MOMMJIKA 1
JI3HATUCH 3BIJIKM BOHA BUHHUKJIA MU BUKOpucTaeMo Logcat [13].

Logcat - 11e iIHCTpyMEHT U1 MeperJisiay JIOTiB Ha mpucTposix Android. Jlana
yTHIIITa JO3BOJISIE OTPUMYBATH JETadbHy 1HGOPMAIII0 TIPO MOBEAIHKY J0JaTKa
1] yac WOro BUKOHAHHS, BKJIIOYAIOYM MOMUJIKH, MOMEPEHKEHHs, 1HHOopMalliiHi
MTOBITOMJICHHSI Ta HaJIaro/pKyBaibHi 3anucu [13].

BpaxyBaBmu Bci (akTOpu MM MOXKEMO pPO3MOYaTH TECTyBaHHA Ha
npuctposix Android. B gaHomy BuNagky AEMOHCTpallis TeCTyBaHHS Oyje
npoBoautuck B Editor irpoBoro pymrist Unity ta emynaropi NoxPlayer [12], mo0
B1I00pa3uTH 3arajbHy KapTUHY MPOAYKTHUBHOCTI Ta (YHKIIIOHAJIBLHOCTI I'pH Ha

mwiatdopmi Android.

" HP 5BR58 T bier Anmo. 4187
e ’. 2% . .2 '.!‘. A" J*"h L At
.Ammo #8712 - . . ..

- +

s

e

Pucynok 3.5 — TectyBanus irpoBoro goaatky Ha miardopmi Android

Sk MOXHa MOMITUTH KyJI1 Ha JIBOX MPHUCTPOSX B1IOOPaKalOThCsI KOPEKTHO,
cucremH, aki Oynu mpotectoBani Ha I[IK mparmiorors 6e3 Hisikux mpobiem, Ha
eTari TeCTyBaHHsI HISIKUX TIOMWJIOK BUSIBJIEHO HE OYJI0.

[Ilo6 ocTaToYHO BMEBHUTHCH B KOPEKTHOCTI 3aCTOCYHKY Ha MOOUTBHHX

IPUCTPOSX, OTJIsiHeMO Tabmuito jdigepiB. Lle m03BonuUTh HAM TEPEKOHATHCS B
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IpaBUIBHOMY BiAOOpakeHHI Ta (DYHKIIIOHYBAaHHI OJIHIEI 3 KIIFOUOBHUX (DYHKIIIH

I'PU — PEUTUHIOBOI CUCTEMH.

Table Score

Table Score

Player Kills Player Kills Damage

Player1 I Playert 23

Playere Player?

Main Menu

Pucynok 3.6 — TectyBaHHs irpoBOro J01aTKy Ha matdopmi Android

OTtox, 0a3yrounch Ha OCTAHHHOMY IPOJEMOHCTPOBAHOMY TECTI MOJKHA
3pOOUTH BUCHOBOK, III0 Ha JBOX KJIIEHTAaX BCE BIJOOpakaeThCsl BIPHO, JIaH1 MPO
CTaTUCTUKY TpaBLiB 3alUCYIOThCA 1 (YHKIIIOHAT BIJNOBIAAE MMOYATKOBUM

BHUMOTI'aM.

3.2 Ilincymku 10 TpeThoro po3auty. [lepcnekTuBu po3BUTKY MPOAYKTY

JleTanpHO PO3IJISHYBIIU MIPOLIEC TECTYBAHHS IMPOBOrO JIOJATKy Ha PI3HUX
miatgopMax, B pe3yJsibTaTi 4Oro OTPUMaJy MOBHY KapTHUHY pOOOTH TPU B PIZHUX
yMoBax. TecTyBaHHsS Ha PI3HUX IPUCTPOSAX BCIX OCHOBHHUX AaCIEKTIB AK: BHUOIp
NEPCOHAXKIB, XBUJII BOPOTiB, pi3HI BUAM 30poi Ta MiI0MpaHUX MPEIMETIB, CITPaBH

BOPOTiB, CHUCTEMY 3JI0pPOB’sl, TAOIUIIO0 JIACPIB, CUCTEMY 3ITKHEHHS, a TaKOX
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MEXaHI3MHU MIIKIIOYEHHSI TPaBIiB J0 CECiid, JaJ0 3pO3yMITH, IO (DYHKI[IOHAT
JOJIaTKy TIPAIIOE KOPEKTHO 1 BCl BUMOTU TIOCTaBIICHI Y TPOEKTYBaHHI Oyu
JTOTPUMaHI.

[TpoTe He3Bakarouu Ha II€ ITPOBUI JOJATOK MOBHHEH PO3BUBATHUCH, 0O 3
IUTMHOM 4acy 0e3 HOBOro (pyHKI[IOHATY ayAuTOpii MOKe HAOpUAHYTHU I'paTH B
OPOIYKT, SIKAW 3aJUIIMBCS CTOSATH Ha MICI1, OCOOJIUBO, SIKIIO MU TOBOPUMO TIPO
0araToOKOpUCTYBAIlbKy TPy, B SKii € 0e3mid crmocobiB cebe BIOCKOHATIUTH Ta
OPUHECTH IIOCh HOBE, 33yl 3alo0iraHHs I[bOMY MM PO3IVITHEMO MOMJIHMBI
NEPCIIEKTUBH PO3BUTKY IrpoOBOTO nojaatky. [[ms mporo s HaBemy JeKiiabKa

CIIoco0iB, SIK1 JJOIMIOMOXYTh JOTIOBHUTH TPy, a cCaMe:

o Jlo/laBaHHST HOBUX ITPOBUX PEKUMIB Ta 3aBJIaHb JJiA 301IBIICHHS IHTEPECY
KOPHUCTYBaUiB.
o 30u1blIeHHsT TyJ1y 30poi, BOpOTiB, KapT, MPEAMETIB, MEPCOHaXIB, II00

YPI13HOMaHITHUTHU CTaHAAPTHUN PEKUM T'PH.

° BrpoBamkeHHsT TOAATKOBUX COIAbHUX (DYHKINH, TAKUX SIK MOKJIUBICTH
CTBOPEHHSI Ta MPUEAHAHHS 10 KJIaH1B, OpraHi3allisi TypHIpiB.

o Po3pobka creriansHUX BEpCii TPy JUIsl TPUCTPOIB 3 PISHUMH TEXHIYHUMU
XapaKTepUCTUKaMH, MO0 3a0e3NeUnTH MaKCUMaJbHO IUJIaBHY TPy Ha BCIX
iatopmax.

o BrpoBamkeHHsT MeXaHI3MIB aBTOMATHYHOTO HAJIAINTyBaHHS Tpadikud B
3QJIEKHOCTI BiJ] TOTY>KHOCTI MPUCTPOIO.

o [TominimeHHs MEXaHI3MiB 3aXUCTY NMEPCOHATBHUX JAaHUX KOPUCTYBaYiB.

o BnpoBapkeHHsT HOBUX MOJENEM MOHETH3allll, TaKuX SK MI1JIUCKH,
npeMiyM-aKayHTH Ta peKJIaMH1 IHTerparii.

o 3abe3neueHHs OajlaHCyBaHHS MK MOHETH3AIIEI0 Ta 3aJ0BOJICHHSIM

KOPUCTYBayiB BiJ IPH.
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[limcyMOBYyrOUM AaHUN MYHKT MOKHA BIIEBHEHO CKa3aTH, IO JI0 JAHOTO
CIUCKY MOXHAa BIIHECTH M€ KYyMy pI3HUX TOKpaIleHb, SKI O CHOpHUSIU
MOJIMIIEHHIO ITPOBUM TMPOIECOM, aj€ HAaBEJCHI BUINE MOKPAIICHHS MOXYTh

CTaTH CTAPTOM ISl 3aTy4EeHHS OUTBINOT KITLKOCTI TPaBIIiB.
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PO3/I1JT 4. BE3MIEKA KUTTCALSUIBHOCTI TA OCHOBU OXOPOHU
TIPALI

4.1 Ilcuxonoriydl YNHHUKA HEOE3IEKH.

[Tix yac Ha3BUYAHUX CUTYallld € KPUTUYHO BaXXKJIMBUM 30€piratu Crokii,
TICUXOJIOTIYHUN CTaH JIIOJWHA B TaKMX MOMEHTAX € KJIFOYOBHM aCIEKTOM JIJIst
3MEHIIICHHS PiBHS HEOE3MEKH.

Jns epexTuBHUX AiM y CKIQAHUX 1 HAA3BUYAWHUX OOCTaBHHAX, TaAKUX SIK
aBapii Ta kartacTpodu, HEOOXiTHO 3MIHUTH TICHUXOJOTIYHUN MIAX1JA Ta PiBEHb
HiArOTOBKM J0MHU. KoM JtolMHa ONMUHSAETHCSA Y HECTAHIAPTHIN CUTYallii, sdKa
BAMara€ HETaHWX pilieHb, JIOAM YacTO CTAlTh OC3MOpaJTHUMH Tepe
oOcrtaBuHamMu. BOHU HECNpPOMOJKHI BHpINIyBaTH HaBITh HAWIPOCTIIIi, aje
BKJIMBI Il IXHHOTO JKUTTS Ta 3/I0POB'S (2 TAKOXK JJI OTOUYIOUHX) MPOOIeMU
[14].

SAxio mijx yac HaA3BMYAKHOIT CUTYAllli JTIOJMHA 3a3Halla IICUXIYHOT IIKO/IH,
To HeoOximHO Hajmatu  nepury(IIIIJ[) abo  eKkcTpeHy  NCHXOJOTrIYHY
nonomory(EIT[), Hukue HaBeIeHO eTalbHUM OMKUC IIUX 3HAYCHb.

Exctpena ncuxonoriuyna gonomora(EITJI) - e HeBiaKkIagHa JOTIOMOra, sKa
HAJAa€ThCsl JIIOAWHI Yy KPHU30BIA cHTyalli abo mMICis BUHUKHEHHS NOJIi, IO
npu3Bena N0 Icuxosioriynoro crpecy. lle moke OyTh HamaHHS eMOIIHHOT
HOIATPUMKH, JOMOMOTa Yy 3aCMOKO€HHI, BHSBJICHHS MOTpeO Ta BCTAHOBJIEHHS
KOHTAKTY 3 MpodeciiftHuMHU Ciry)k0aMu, SKIIO 11e HEOOX1THO.

[Tepma ncuxonorigyna gomomora(I1ITJI) - e mepmri aii, sSki JrOAMHA MOXKE
BUKOHATH JUIsl HAJAHHS JIOMTOMOTH 1HIIH JIFOJIMHI, sIKa MepeKrUBaE eMOIIHHUM a00

ncuxojorivauii  crpec. lle Moxe BkIoyaTH B ce0e MPOCITyXOBYBaHHS,
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BUPAXEHHS CIIBUYTTS, IOMOMOTY Y 3aCIIOKOEHHI Ta HaMpaBJIeHHs Ha NpoQeciiny

IICUXOJIOT1UHY JTOTIOMOTY, SIKIIO 116 HEOOX1THO.

Kpuzosa cutyartis - 1ie HenepeadoadyBaHa mojiist abo CTaH, SIKM BUKIIUKAE

B JIIOJIMHA 3HAYHUI TICUXOJOTIYHUM CTPEC Ta HECIHPOMOXKHICTh CAMOCTIMHO

BIIOpaTHcs 3 cuTyariero. Kpu3osi cutyaiiii MOXyTb OyTH CIIPUYMHEH1 TPABMOIO,

BTPaTOI0, KOHQIIKTOM, IPUPOJHUMH KaTacTpodaMmu, HACUILCTBOM TOIIIO.

Tenep po3mIsTHEMO PI3HUIIO MK €KCTPEHOIO Ta TEPIIOI0 MCUXOJIOTIYHOIO

JIOTIOMOTOF0 Y BHTJISA/II TaOJIHUIII:

Tabmuis 4.1 — Pizaug mix EITJT 1 TITT/T

Kpurepiit EITJ TITTJT
Yac HagaHHus Hesinknanna, y MOMEHT [epuri mii,
JIOTIOMOTH BUHUKHEHHS! KPU30BOi Halyacriiie y
cuTyarii MOMEHT IICJIS IO,
10 CIIPUYHHUIIA
CTpec
CrpsiIMOBaHICTh OpienToBaHa Ha OpieHTOBaHa Ha
cTabinizalio Ta BUSIBJICHHS TOTPEO Ta
3aCMOKO€EHHS 0CO0U B HiATPUMKY B
KpU30BIH cHUTYyaIli E€MOIIHHOMY CTaHi
Xapaxkrep EmMoriitna niarpumka, Emoriitna
JIOTIOMOTH CHUIKYBaHHS, HAJaHHS HiTPUMKA, aKTUBHE
1H(pOopMaIii Tpo JOCTYIHI CIIyXaHH,
pecypcu BUPAXCHHS

CITIBUYTTSI, HaBITaIlIS

B pecypcax

[Ipodeciitna

Moke 31 CHIOBATHCS Moxe
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y4acTh npodeciitHuMu 3M1ICHIOBATUCS
MICUXOJIOTAMH, HenpodeciitHumMu
COILlIAJIbHUMU oco0aMu, KOJIETaMHu,
npariBHUKaMu Ta Ipy3siMU

MCIUYHHUM IICPCOHATIOM

OpieHTOBAHICTH Hampasiena nHa nii, 1110 Hampasnena nHa nii,
Ha il CIIPUSIOTH 3aCTIOKOEHHIO 10 MIATPUMYIOTh
Ta cTabim3arii oco0y Ta
JI0TIOMararoTh

YOPABJISITH €MOLIISIMU

4.2 Bumoru a0 npouIaKTHIYHUX MEAUIHUX OIJISAIB Jy1s TipariBHUKIB [1K.

[Tporpamictu, mo mnpairoroTh 3 [IK mpoTsaroMm TpuBajgoro 4acy, MOXYTh
MaTH MPoOJIeMH 31 3JI0POB'SIM, TaKl SIK CEPIIEBO-CYJNHHI 3aXBOPIOBAHHS, TOJIOBHI
6omi, ta Oomi B cyrino6ax. ToMy i TpaliBHUKIB, SKI BUKOPHUCTOBYIOTh
KOMIT'IOTEpH, OOOB'SI3KOBI MEIWYHI OrJSAd, BCTaHOBJIEHI B JlepxkaBHUX
CaHITapHUX TpaBWIaX 1 HOpMax pPOOOTH 3 BI3yaIbHUMH JUCIUICHHUMU
TepMiHaIaMHu elIeKTpoHHO-o0uncmoBaibHuX MamuH (dCaunlliH 3.3.2.007-98)
[15].

[IpamiBHUKH, 10 BUKOPUCTOBYIOTH IEPCOHANIbHI KOMIT'IOTEPU Y CBOIM
po0OTi, WIATal0Th OOOB’SI3KOBUM MEIWYHUM OTJisaaMm. BojaHowac, 3rigHO 3
po3'scaenusm MO3 Bim 20.01.2006 p. Ne 05.0101-18-58/21, 0060B's13K0BI
MEJIOTJISIAN TIOIIMPIOIOTHCS HA POOOTY 3 KOMITIOTEpAMH Ha OCHOBI €JIEKTPOHHO-

IPOMEHEBUX TPYOOK Ta HE MOLIMPIOIOTHCS Ha pOOOTY 3 PIAKOKPUCTATIYHUMHU
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tepMmiHanamMu. OOOB'A3KOBICTh MEAUYHMX OIJISIAIB s TMPALIBHUKIB, AKI
IpAIiOI0Th 32  EJIEKTPOHHO-OOYMCITIOBAIBHIMH — MalllMHAMH, TepeadaueHa
posaiiom 6 Jlep)KaBHUX CaHITApHUX MPaBUI 1 HOPM POOOTH 3 BI3yalbHUMU
JUCIUVIEMHUMHU TEpMIHAJIAMU €JIEeKTPOHHO-00uncoBanbHux Mamud JCanlliH
3.3.2.007-98, 3aTBepaKEHUX MOCTAHOBOIO ['0JIOBHOrO JEP>KaBHOT'O CaHITAPHOTO
nikaps Ykpainu Big 10.12.98 p. Ne 7 (mani — ACanlliH Ne 7).

Jlnst  mpamiBHUKIB, IO TPAMIOIOTh 3  Bi3yaJbHUMH JUCIUICHHUMH
TEpMiHATAMH  E€JIEKTPOHHO-OOYUCITIOBATLHUX  MAlllWH,  BKIIOYAIOYH  SIK
KOJIEKTUBHO BUKOPUCTOBYBAaHI, Tak 1 MEPCOHAIbHI KOMIT'IOTEPU, MEAUYHI OTJISIU
€ o00oB'sI3kOBUMHU. BOHU TPOBOASATHCA Tiepea MPUHOMOM Ha poOOTYy Ta
NepIOANYHO MiJ dYac TPYJAOBOi MISUIBHOCTI 3TiHO 3 BuUMoramu I[lopsaky
IPOBEICHHS MEIMYHUX OIJIAJIB EBHUX KATEropiil MpaiBHUKIB, 3aTBEPIKEHOTO
MinictepcTBOM 0X0poHU 3710poB's Big 21.05.2007 p. Ne 246 [16].

MenuuHi oryisiAM MOBUHHI TPOBOAMTHCS pa3 Ha JBa POKH 1 BKJIIOYATH
KOHCYJIbTAIIl 3 TEpareBTOM, HEBPOMATOJIOrOM Ta O(PTAIbMOJIOTOM. 3a MOTpeOu
MOXKYTh OyTH 3allydeHl JIiKapl IHIIUX CIemialbHoCcTed. MeTo IUX OIVISIIB €
CBOE€UACHE BUSBICHHS 3aXBOPIOBaHb, BIUIMBY 3arajbHUX Ta MpodeciitHmx
dakTopiB mpaili, MOCTIHHUN KOHTPOJb 32 CTAHOM 3/I0OPOB'S B yMOBaX IIKIITTUBUX
Ta HeOe3nmeyHux BUPOOHUUYMX (HAaKTOpIB, a TaKoX po3poOKa mporpam
037I0POBJICHHS Ta peaduiTallll IpaliBHUKIB, SIKI HaJeXaTh 10 TPy PU3HUKY.

Meaudni O TaKOXK CIPSIMOBAHI Ha OIIHKY MPHUAATHOCTI MPaIliBHUKIB.
Bonu BKIII09arOTh MEpEBipKy TOCTPOTH 30py, PEaKIlii, ajanTarlii Ta CTaHy Oka, a
TaKOXX 3arajdbHUi cTaH opraHizmy. OcTarouHe pillleHHS NpPO MPUAATHICTH IO
po0OTH TIPUKUMAETHCS 1HIWBIAYabHO, BPaXxOBYIOYH OCOOJMBOCTI IpalliBHUKA,
YMOBH TIpaIli Ta pe3yJabTaTH JOJaTKOBUX METUYHUX OTJISAIIB.

XpoHiuHi (HOpMH TICHUXIYHUX 3aXBOPIOBAHb, 3aXBOPIOBAHHS C€HIOKPUHHOI

CHUCTEMH, Cepio3HI mpobjieMu 3 OpOHXIAJBLHOI CHCTEMOIO, TilepTOHIYHA
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xBopoOa III crazmii Ta 1HIII 3aXBOPIOBAaHHA € MPOTUIOKA3aHHAMM JUIsl poOOTH 3
koMmm'totepoM. [lim wac Meau4yHOro Orjsiy poOOTOJaBelh MOBWHEH 30epiraTtu
poboue Miciie Ta 3apoOiTHY Iuiaty mpamiBHuKa. [licias ormsamy poOoTomaBelb
NOBIJOMJIIE TPALlIBHUKA MPO MOXJIMBICTH NPOJAOBXKYBATH a00 MNPUIUHUTH
pobory.

[lepioguyHi MeAUYHI OTJISIM TOBHHHI MPOBOJAUTUCA pa3 Ha JBa POKHU
KOMICIEIO0 Y CKJIaJl TepareBTa, HeBpomaTojora Ta odtanbpmonora. Jlo ckiamy
KOMICii, 1110 MPOBOJUTH MOTIEPEIHI Ta MEPIOANMYHI MEIUYHI OTJIAIU, 32 HASBHOCTI
MEIUYHUX [I0Ka3aHb, MOXYTh 3allydaTH JIIKapiB I1HIIMX CIELiaIbHOCTEH.
OCHOBHUMH KPUTEPISIMH OLIHKU TpuaaTHOCTI 10 pobotu 3 BT EOM i1 [IEOM €
MOKAa3HUKW CTaHy OpraHiB 30py: TOCTpOTa 30py, MOKa3HUKH pedpakiiii,
aKkoMoJlallii, cTaHy OIHOKYJISIPHOTO arapary oka Tomlo. TakoX BpaxoOBY€TbCS

3arajbHUMN CTaH OpPraHi3My.
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B CHOBKHA

B kiHUEBOMY pe3ysibTaTi BUKOHAHHS JaHOi KBali(ikauiiHoi poOOTH Oyio
3MIMCHEHO JOCIHIJKEHHS Ta PO3pPOOKY aJanTUBHOTO Ta MYJIbTUILIATPOPMEHHOTO
IrpOBOTO J0JIATKY 3 BUKOPUCTAHHSIM TexHouorii Unity.

Pesynbrarom 1mi€i poboTu cranma (yHKLIIOHAIbHA Tpa, fKa BTLUIIOE
KOHIlenito kaHpy Shoot 'em up Ta BukopucroBye mnepeBarn Unity s
3a0€3MeueHHs] HaWKpalioro pe3yabTaTy Ha BHXOJl, a TaKoX I1HTerparis
0araToKOpUCTYBAIBKOTO peKUMY 3a gormoMororo Photon Fusion.

Bubip xanpy Shoot 'em up Oyyno oOrpyHTOBaHO MPOCTOTOI PO3POOKH Ta
MEHIIMMU BUMOraMH J0 amapatHoro 3a0e3mnedeHHs mnopiBHsAHO 3 FPS, mo
JI03BOJIUIIO 30CEepeTUTHUCS Ha JUHAMIYHOMY relmriel Ta
MynbTUILIATGOpMEHHOCTI. Llel »aHp Takok Mae JOBTY iCTOPIIO 1 MOMYJISIPHICTD
cepeq rpaBIliB, 1110 3a0€3MeUnII0 JOJATKOBUH 1HTEpEC 10 MPOCKTY.

Unity Oynmo oOpano 3a #oro mnepeBaru, Takl SK MiIATPUMKa PIi3HUX
mwiatopM, MOTYXKHI I1HCTPYMEHTU [JIsi PO3pOOKH, aKTHMBHA CIUIBHOTA Ta
HasBHICTh BEJIIMKOI KUIBKOCTI HaBYaJdbHHUX pecypciB. lle 3abe3neurniio
e(DeKTUBHUHN TpolleC PO3pPOOKH Ta BUCOKY SKICTh KIHIIEBOTO MpoaykTy. Unity
HaJa€e MOKJIMBICTh JIETKO I1HTErpyBaTW aHIMallll, 3BYKOBI e(peKTH Ta 1HII
€JIEMEHTH, 1110 MiJIBULIYIOTh 3aHYPEHHSI IPaBIsl B IrPOBUIA MPOLIEC.

byna cTtBopeHa rpa 3 TphoMa THUIIaMH BOPOTIB Ta 30poi, KiIbKOMa TUIIaAMU
niaOupaHux MpeIMeTiB Ta TpbOMa XBWISIMH BoporiB. OcobnuBy ysary Oyio
NpHUAUICHO peanizalii 0araTOKOPUCTYBAIlbKOTO PEXKHUMY, 1€ TPaBIll MOXKYTh
BUOMpATH MEPCOHAXKIB Ta CHIBIPALIOBATH JUJISl JIOCATHEHHS CHUIBHOI METH.

[IpoekTyBaHHSI ITPOBOTO MPOIIECY BKIIOYAIO CTBOPEHHS JACTAIBLHHUX CIICHAPIiB
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MOBEJIHKA  BOpPOTiB, 30aJlaHCOBAHICTh ITPOBUX MEXaHIK Ta PO3POOKY
IHTYITUBHOTO 1HTEpQEiCy KopucTyBaya.

Bukopucranuss Photon Fusion mns peamizaiii 6araToKOpUCTYBalbKOTO
peXUMY  JIO3BOJIMJIO 3a0€3MEUUTH CTaOlIbHY Ta €(QEeKTUBHY MEpPEKEBY
B3a€EMO/III0, 1[0 € KPUTUIHUM JIJIs1 CYy9acHUX 1rop.

Takum 4yuHOM, TpoBeaeHa poOOTa JEMOHCTPYE MOXJIMBOCTI PO3POOKHU
BUCOKOSIKICHUX ITOp 3a JOTMOMOTOI0 CYYacHHX TEXHOJIOTIH Ta 1HCTPYMEHTIB.
Buxopucranns Unity Ta Photon Fusion go3Bonmino cTBoputH irpoBuil 10AaTOK,
SKUH MOXe OYTH OCHOBOIO JJISl TIOJAJIBIIIOTO PO3BUTKY Ta BAOCKOHAJeHHs. Llei
IIPOCKT ITIJIKPECIIIOE BaKIUBICTh MOETHAHHS TBOPYOCTI, TEXHIYHMX HABHYOK Ta
CyYacHUX 1HCTPYMEHTIB pO3POOKH /I TIOCATHEHHS BUCOKHUX PE3yJbTaTiB y cepi

reiMn3anty Ta po3poOKH irop.
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CIIMCOK BUKOPUCTAHUX JIUKEPEJI

1. Brief history of video games and their design: From Pong to virtual reality
[ EnexTpoHHUIMA pecypc] — Pexum JIOCTYIy pi(y} pecypcey:

https://www.redbull.com/us-en/history-of-video-games-design.

2. Unity [Enextponnmii pecypc] — Pexmm pgoctymy 1m0  pecypey:

https://unity.com/.

3. Unreal Engine [Enextponuuii pecypc] — Pexum goctymy 10 pecypcy:

https://www.unrealengine.com/en-US.

4. Godot [Enexktponnmii pecypc] — Pexum gocrymy g0 pecypey:
https://godotengine.org/.

5. CRYENGINE [Enextponnuii pecypc| — Pexum poctymy A0 pecypcey:

https://www.cryengine.com/.

6. Shoot 'em up [Enextponnuii pecypc] — Pexumm nmoctymy mo0 pecypcy:

https://en.wikipedia.org/wiki/Shoot %27em_up.

7. First-person shooter [Enextponnuii pecypc] — Pexxum moctymy ao pecypcy:

https://en.wikipedia.org/wiki/First-person_shooter.

8. Photon Fusion [Enextponnuii pecypc] — Pexum poctymy A0 pecypey:

https://www.photonengine.com/fusion.

9. Unity Hub [Enexrponnuii pecypc] — Pexum goctymy m0 pecypey:

https://unity.com/unity-hub.

10. Single-player video game [Enextponnuii pecypc] — Pexxum moctymy 1o

pecypcy: https://en.wikipedia.org/wiki/Single-player video game.

11. Unity Remote [Enextponnuit pecypc] — Pexum pgoctymy 1o pecypcy:
https://docs.unity3d.com/Manual/UnityRemote5.html.



https://docs.unity3d.com/Manual/UnityRemote5.html
https://en.wikipedia.org/wiki/Single-player_video_game
https://unity.com/unity-hub
https://www.photonengine.com/fusion
https://en.wikipedia.org/wiki/First-person_shooter
https://en.wikipedia.org/wiki/Shoot_'em_up
https://www.cryengine.com/
https://godotengine.org/
https://www.unrealengine.com/en-US
https://unity.com/
https://www.redbull.com/us-en/history-of-video-games-design
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12. NoxPlayer [Enextponnuii pecypc] — Pexum noctynmy 10 pecypey:

https://www.bignox.com/.

13. Logcat [Enexrponnuii pecypc] — Pexum goctynmy m0 pecypcy:

https://docs.unity3d.com/Packages/com.unity.mobile.android-logcat@0.1/

manual/index.html.

14. besneka ®KUTTETISIIBHOCTI, OCHOBU OXOpOHU Tipalll [Enexkrponnuii pecypc] —

Pexxum noctymy mo pecypcy: https://dl.tntu.edu.ua/content.php?cid=299141.

15. Hakaz N 246 [EnexktpoHHuii pecypc| — Pexum noctymy a0 pecypcy:
https://zakon.rada.gov.ua/rada/show/v0007282-98#Text — Jlara  gocrymy:
08.05.2023.

16. MO3 Big 21.05.2007 p. Ne 246 [Enextponnuii pecypc]| — Pexxum nocrymny 110
pecypcy:

http://search.ligazakon.ua/l doc2.nst/link1/RE14113.html — Jlara nmoctymy:
08.05.2023.

17. Peozurtopiii poexty [Enexrponnwnii pecypc] — Pexxum moctymy 1o pecypcy:

https://github.com/Sl1ngyr/Multiplayer-Shooter.


https://dl.tntu.edu.ua/content.php?cid=299141
https://docs.unity3d.com/Packages/com.unity.mobile.android-logcat@0.1/manual/index.html
https://docs.unity3d.com/Packages/com.unity.mobile.android-logcat@0.1/manual/index.html
https://www.bignox.com/

JTIOIATKH
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Honatok A — JIICTUHT KOAY OCHOBHUX CYTHOCTEH IrpOBOTO I0AATKY

Jlictunr 1 — kox NetworkSpawner
using System.Collections.Generic;
using Fusion;
using Player;
using UnityEngine;
using Player.Weapon;

using Wave;

namespace Services.Network
{

public class NetworkSpawner : NetworkBehaviour, IPlayerJoined,
IPlayerLeft

{

[SerializeField] private NetworkRunner networkRunner;

[SerializeField] private List<NetworkObject> playerPrefab;
[SerializeField] private List<WeaponData> weaponDatas;

[SerializeField] private List<NetworkObject> playerGuns;

[SerializeField] private NetworkObject bulletsView;
[SerializeField] private NetworkObject healthView;

[SerializeField] private NetworkObject JjoystiksView;

[SerializeField] private StatisticsPlayersData statisticsPlayers;

[SerializeField] private WaveController waveController;
[Networked] private string playerPrefsSkin { get; set; }
private ChangeDetector changeDetector;

private PlayerRef player;

private Dictionary<PlayerRef, NetworkObject> spawnedCharacters =
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new Dictionary<PlayerRef, NetworkObject>();
private Dictionary<PlayerRef, NetworkObject> spawnedWeapons = new

Dictionary<PlayerRef, NetworkObject> ()

private int maxPlayers = 2;

public override void Spawned ()

{
_changeDetector =

GetChangeDetector (ChangeDetector.Source.SimulationState);

RPC ChangeSkin (PlayerPrefs.GetString (Constants.PLAYER PREFS SKIN));
}

public override void Render ()
{
foreach (var change in changeDetector.DetectChanges (this))
{
switch (change)
{
case nameof ( playerPrefsSkin) :

if ( playerPrefsSkin == "") break;

SpawnHandler (_player);
_playerPrefsSkin = "";

break;

public void PlayerJoined (PlayerRef player)

{
_player = player;



public void Playerleft (PlayerRef player)

{
if ( spawnedCharacters.TryGetValue (player, out NetworkObject

playerObject))
{

_networkRunner.Despawn (playerObject) ;

_spawnedCharacters.Remove (player) ;

if ( spawnedWeapons.TryGetValue (player, out NetworkObject
weaponObject))
{

_networkRunner.Despawn (weaponObject) ;

__spawnedWeapons.Remove (player) ;

private void SpawnHandler (PlayerRef player)
{

if ( networkRunner.IsServer)

{
SpawnPlayer (player) ;

_statisticsPlayers.InitPlayers (player.PlayerId);

_waveController.Init (player.PlayerId,
_spawnedCharacters[player].transform,
networkRunner.SessionInfo.PlayerCount) ;

}

if ( networkRunner.SessionInfo.PlayerCount

{

_maxPlayers)

_waveController.StartWave () ;
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private void SpawnPlayer (PlayerRef player)
{

int weaponNumber = Random.Range (0, weaponDatas.Count);

NetworkObject gun = playerGuns[weaponNumber];

NetworkObject skinPlayer = null;

foreach (var prefab in playerPrefab)
{
if (prefab.gameObject.name == playerPrefsSkin)
{
skinPlayer = prefab;

Vector3 spawnPosition = new Vector3((player.RawEncoded %

_networkRunner.Config.Simulation.PlayerCount) * 3, 1, 0);

NetworkObject networkGunObject = networkRunner.Spawn (gun,

spawnPosition, Quaternion.identity, player);

NetworkObject networkPlayerObject =
_networkRunner.Spawn (skinPlayer, spawnPosition, Quaternion.identity,
player, ((runner, o) =>

{

o.GetComponent<WeaponController> () .Init ( weaponDatas[weaponNumber],
networkGunObject, bulletsView);
o.GetComponent<PlayerHealthSystem> () .Init ( healthView);
o.GetComponent<MotionHandler> () .Init ( joystiksView);
1))

_playerGuns.RemoveAt (weaponNumber) ;
_weaponDatas.RemoveAt (weaponNumber) ;

__spawnedCharacters.Add (player, networkPlayerObject);



using
using
using
using
using
using
using

using

_spawnedWeapons.Add (player, networkGunObject) ;

[Rpc]

private void RPC ChangeSkin (string skinName)

{
if (string.IsNullOrEmpty (skinName) )

{

_playerPrefsSkin

_playerPrefsSkin = skinName;

Jlictunr 2 — kox WaveController
System.Collections.Generic;
System.Ling;

Enemy;
Fusion;
Items;
Player;
Services;

UnityEngine;

namespace Wave

{

public class WaveController : NetworkBehaviour

{

[SerializeField] private List<WaveData> waveDatas;

[SerializeField] private Vector2Z2 spawnPosition;

Constants.SKIN BY DEFAULT;
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[SerializeField] private TimerWaveController timerWaveController;

[SerializeField] private StatisticsPlayersData statisticsPlayers;

[SerializeField] private StatisticsPlayersController
_statisticsPlayersController;

[SerializeField] private ItemSpawner itemSpawner;

[Networked] private TickTimer spawnEnemy { get; set; }

[Networked] private TickTimer spawnItems { get; set; }

[SerializeField] private EnemySpawner enemySpawner;

private int currentWave = 0;
private int numberOfLivePlayers;
private int maxWave;

private bool isRunning = false;

private Dictionary<int, Transform> playerTransforms = new

Dictionary<int, Transform>();

public bool IsWaveLaunch => isRunning;

public void Init(int id, Transform transformPlayer, int
numberOfPlayers)

{

_numberOfLivePlayers = numberOfPlayers;

_playerTransforms.Add(id,transformPlayer);

transformPlayer.GetComponent<PlayerHealthSystem> () .OnPlayerLoselLifeEvent +=

RemovePlayerTransform;

}

public override void Spawned()

{



_timerWaveController.EndWave += ChangeWave;
_timerWaveController.Init ( waveDatas[ currentWave].Break,

_waveDatas[ currentWave] .Duration);

_maxWave = waveDatas.Count;

_spawnEnemy = TickTimer.CreateFromSeconds (Runner,
_waveDatas[ currentWave] .DelayToSpawnEnemy) ;

_spawnItems = TickTimer.CreateFromSeconds (Runner,
_waveDatas[ currentWave] .DelayToSpawnItems) ;

}

public override void FixedUpdateNetwork ()

{

if (_isRunning)
{
if ( _spawnltems.ExpiredOrNotRunning (Runner))
{
SpawnRandomItems () ;
_spawnItems = TickTimer.CreateFromSeconds (Runner,

_waveDatas[ currentWave] .DelayToSpawnItems) ;

}

1f (! timerWaveController.IsStartWave || ! isRunning) return;

if ( spawnEnemy.ExpiredOrNotRunning (Runner) )
{
SpawnRandomEnemy () ;
_spawnEnemy = TickTimer.CreateFromSeconds (Runner,
_waveDatas[ currentWave] .DelayToSpawnEnemy) ;

}

public void StartWave ()
{
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_isRunning = true;

private void RemovePlayerTransform(int id)

{

if ( playerTransforms.TryGetValue(id, out Transform value))

{

value.GetComponent<PlayerHealthSystem> () .OnPlayerLoselLifeEvent -=

RemovePlayerTransform;

_numberOflLivePlayers--;

_playerTransforms.Remove (id) ;

if ( _numberOfLivePlayers == 0)
{

DeactivateWave () ;

private void SpawnRandomEnemy ()
{
var randomEnemyNumber = Random.Range (0,
_waveDatas[ currentWave] .Enemies.Count);
List<Transform> transforms =

_playerTransforms.Values.ToList ();

_enemySpawner.SpawnEnemy ( transforms,
_waveDatas[ currentWave] .Enemies[randomEnemyNumber],
GetRandomPositionForSpawn () ) ;

}



private void SpawnRandomItems ()

{

var randomItemNumber = Random.Range (0,

_waveDatas[ currentWave].Items.Count);

_1ltemSpawner.Spawnltems ( waveDatas[ currentWave].Items[randomItemNumber],
GetRandomPositionForSpawn () ) ;

}

private Vector2 GetRandomPositionForSpawn ()

{

float positionX = Random.Range (0, spawnPosition.x);

float positionY = Random.Range (0, spawnPosition.y);

return new Vector2 (positionX, positionY);

private void ChangeWave ()

{

_currentWave++;
if ( _currentWave == maxWave)
{

DeactivateWave () ;

return;

_timerWaveController.Init ( waveDatas[ currentWave] .Break,

_waveDatas[ currentWave] .Duration);
_enemySpawner.DestroyAllEnemies () ;
_spawnEnemy = TickTimer.CreateFromSeconds (Runner,

_waveDatas[ currentWave] .DelayToSpawnEnemy) ;

_spawnItems = TickTimer.CreateFromSeconds (Runner,
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_waveDatas[ currentWave] .DelayToSpawnItems) ;

}

private void DeactivateWave ()

{

if ( playerTransforms != null)

{
List<Transform> players =

_playerTransforms.Values.ToList ();

foreach (var player in players)

{

player.GetComponent<PlayerHealthSystem> () .OnPlayerDead?.Invoke() ;
}

_1isRunning = false;

_enemySpawner.DestroyAllEnemies () ;

_itemSpawner.DestroyAllItems () ;

_timerWaveController.RPC TimerStatusManagement (false);

_statisticsPlayersController.RPC SetStatisticsPlayersDataToUI ( statisticsPl
ayers.GetPlayersKey (),

_statisticsPlayers.GetPlayersKills (),
_statisticsPlayers.GetPlayersDamage());

}

private void OnDisable ()

{

_timerWaveController.EndWave -= ChangeWave;
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Jlictunr 3 — xox ChangeSkin
using System.Collections.Generic;
using Services;
using UnityEngine;

using UnityEngine.UI;

namespace UI

{

public class ChangeSkin : MonoBehaviour

{

[SerializeField] private List<Button> skinsButtons;

[SerializeField] private Button saveSkin;

[SerializeField] private Button closeSkinMenu;
[SerializeField] private Canvas _startMenu;

private void SelectSkin ()

{
var button =

UnityEngine.EventSystems.EventSystem.current.currentSelectedGameObject;
var skinName =

button.GetComponent<ButtonSkinsDescription> () .SkinName;

PlayerPrefs.SetString(Constants.PLAYER PREFS SKIN, skinName);

private void SaveSkin ()

{

CloseSkinMenu () ;



private void CloseSkinMenu ()
{
_startMenu.gameObject.SetActive (true);

gameObject.SetActive (false);

private void OnEnable ()

{

foreach (var button in skinsButtons)

{
button.onClick.AddListener (SelectSkin) ;

_saveSkin.onClick.AddListener (SaveSkin) ;

_closeSkinMenu.onClick.AddListener (CloseSkinMenu) ;

private void OnDisable ()

{

foreach (var button in skinsButtons)

{

button.onClick.RemovelListener (SelectSkin) ;

_saveSkin.onClick.RemovelListener (SaveSkin) ;

_closeSkinMenu.onClick.RemoveListener (SaveSkin) ;

Jlictunr 4— xoa BaseEnemyController
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using System.Collections.Generic;
using Enemy.AnimationStates;
using Fusion;

using Player;

using Services;

using UnityEngine;

namespace Enemy
{
public abstract class BaseEnemyController : NetworkBehaviour
{
[SerializeField] protected EnemyData EnemyData;

[SerializeField] protected float TimeToDespawn;

[Networked] protected TickTimer AttackDelay { get; set; }
[Networked] protected TickTimer DelayToDeath { get; set; }

protected Rigidbody2D RigidbodyEnemy2D;

protected Animator Animator;

protected AnimationBehavior EnemyAnimationBehavior;
protected List<Transform> ListTargetsToFollow;
protected Transform TargetToFollow;

protected EnemyCollisionDetector CollisionDetector;

protected EnemyHealthSystem EnemyHealthSystem;

protected bool IsReachTarget = false;

protected bool IsEnemyDeath = false;

public int EnemyDamage => EnemyData.Damage;

public int EnemyHP => EnemyData.HP;

public Transform TargetTransform
{
get => TargetToFollow;

set => TargetToFollow = value;
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public bool ReachTarget
{
get => IsReachTarget;

set => IsReachTarget = value;
public bool IsEnemyDead => IsEnemyDeath;
public void Init(List<Transform> targets)
{
ListTargetsToFollow = targets;
int randomTarget = Random.Range (0, targets.Count);

TargetToFollow = ListTargetsToFollow[randomTarget];

public override void Spawned()

{

EnemyHealthSystem GetComponent<EnemyHealthSystem> () ;

CollisionDetector = GetComponent<EnemyCollisionDetector>();
RigidbodyEnemy2D = GetComponent<Rigidbody2D>() ;

Animator = GetComponent<Animator> () ;

EnemyAnimationBehavior = new
AnimationBehaviorEnemyRun (Animator) ;

EnemyAnimationBehavior.Enter () ;

CollisionDetector.OnEnemyActionsWhenTakeDamage +=

TakeDamageAnimation;

EnemyHealthSystem.OnEnemyDeath += ActionsBeforeDie;

public void SetNewTarget (Transform targetToRemove)
{

ListTargetsToFollow.Remove (targetToRemove) ;
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var randomTarget = Random.Range (0, ListTargetsToFollow.Count);

TargetToFollow = ListTargetsToFollow[randomTarget];

public override void FixedUpdateNetwork ()

{
if (IsTargetAlive())

{
SetNewTarget (TargetToFollow) ;

RPC_ChangeScale (TargetToFollow.transform.position.x);

FollowToTarget () ;

protected void FollowToTarget ()
{
if (IsEnemyDeath && DelayToDeath.ExpiredOrNotRunning (Runner))

{
EnemyDeath () ;

if (IsEnemyDeath) return;

if (!IsReachTarget)
{
Vector3 direction = (TargetToFollow.transform.position -
gameObject.transform.position) .normalized;
Vector3 positionToMove = transform.position +

(EnemyData.Speed * Runner.DeltaTime * direction);

RigidbodyEnemy2D.MovePosition (positionToMove) ;

}
else if (IsReachTarget && HasStateAuthority &&



AttackDelay.ExpiredOrNotRunning (Runner))
{
Attack ()

AttackDelay = TickTimer.CreateFromSeconds (Runner,
EnemyData.AttackDelay) ;

}

protected abstract void Attack():;

protected abstract void ActionsBeforeDie();

private bool IsTargetAlive ()
{

return

TargetToFollow.GetComponent<MotionHandler> () .IsPlayerDead;
}

private void EnemyDeath ()
{

Runner.Despawn (Object) ;

private void TakeDamageAnimation ()
{

if (IsEnemyDeath) return;

EnemyAnimationBehavior.Exit () ;
EnemyAnimationBehavior = new

AnimationBehaviorEnemyHit (Animator) ;

EnemyAnimationBehavior.Enter () ;

[Rpc]

private void RPC ChangeScale (float directionX)
{

if (directionX > transform.position.x)
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RigidbodyEnemy2D.transform.localScale = new Vector2(l, 1);
}
else if (directionX < transform.position.x)

{
RigidbodyEnemy2D.transform.localScale = new Vector2 (-1, 1);

private void OnDisable ()
{
CollisionDetector.OnEnemyActionsWhenTakeDamage -=
TakeDamageAnimation;

EnemyHealthSystem.OnEnemyDeath -= ActionsBeforeDie;
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Honatok b — /luck
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