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PEDEPAT

TekcroBa yacThHAa KBali(iKaliiHOI poOOTH Ha 3[00YTTA OCBITHBOTO CTYIEHS
OakanaBpa: 72 ctop., 1 Tabiu., 28 puc., 20 mxepen

Mema po6omu — BusiBUTH €(DEKTUBHI MIIX0IM JO OpraHi3allii irpoBOro mpoiecy B
YMOBAaX COIIAJIbHOI B3a€MOJII1 TPaBIliB NIJISXOM CTBOPEHHS (pa30BOi MOJIENI OHJIAWH-TPU
Ha BIKMBAaHHS B OyHKeEDI, sika 3a0e31evye MoCiiI0BHE BIAKPUTTS KapT, OOrOBOPEHHS Ta
rOJIOCYBaHHS B MYJIbTUIUIEEPHOMY CEPEIOBHUIII.

06’exm Oocniddcennss — MPOLEC PO3POOKU MYJIBTUILICEPHUX KAPTKOBUX ITOp 3
BUKOPUCTAHHSAM CYyYacCHUX TEXHOJIOT1M MEepEeKEeBOi B3aEMO/II.

Ilpeomem docnioxcenus — METOAM Ta 3acO0H peaizallii MepexeBoi
CHUHXPOHI13allil IrpOBOT0 MPOLIECY Ta B3a€MOJ1T M1’k T'PaBLSIMU B KapTKOBUX 1rpax 3
BUKOPHCTAaHHSAM MepexeBoi TexHosorii Photon.

Kopomxuu smicm pobomu: Y poOOTI IpoaHAII30BaHO MPEIMETHY Taly3b
KapTKOBHX 1TOp, AOCTIIKEHO ICHYIOU1 aHAJIOTU Ta METOIU peaiti3allii HudpoBux
0araToKOpHUCTYBAIIbKUX KapTKOBUX irop. [IpoBesieHo Oris momyasipHUX irop
noai0Horo xaHpy. Po3po0ieHo KOHIIENIIiIo Ta IrpOBY MEXaHIKY KapTKOBOI I'pU
«Survive After The Apocalypse». Clipo€eKkTOBaHO apXITEKTYpy KIIEHTCHKOT Ta
CEpBEPHOI YACTUHU, PEajli30BaHO OCHOBHI (DYHKITIOHATIBHI MOKIIUBOCTI, TaKl fK:
CTBOPEHHSI ITPOBUX CEC1, MAKIIOUECHHS TPaBIliB, po3/laya KapT, X1 TPy 3a 4eproro, Ta
BU3HAYCHHS nepeMoxIis. i peanizaliii 6araToOKOpuCTyBaIlbKOi B3a€MOII1
Bukopucrano Photon PUN 2, nyst rpadiuHoi ckiaaoBoi Ta irpoBoi joriku — Unity,
Adobe Illustrator Ta C#. [IpoBeieHO TeCTyBaHHSI OCHOBHOTO (DYHKI[IOHATY T'pU, aHATI3
CTaOUIBHOCTI POOOTH Ta MEPEBIPKY MEPEKEBOT B3AEMO/IIT MI’K TPABIISIMHU.

Cdeporo BUKOPUCTAHHS TP € OpraHizallis ColiaibHOI B3aEMO/IIT Ta
CTPATET1YHOTO MUCJICHHS B IIPOIIEC] KOJIEKTUBHOTO MPUUHSTTS PIIIEHb B YMOBaX

MMOCTAIOKAIINTHYHOIO BM>KUBAHHS.

KJIFOYOBI CJIOBA: UNITY, CH, PHOTON PUN 2,
FATATOKOPUCTYBAIIBKA I'PA, ITPOBUI PYIIIN, NPC
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IEPEJIIK YMOBHHUX ITIO3HAYEHb

[13 — [Iporpamue 3a0e3nedeHHS

IDE — Integrated Development Environment
API — Application Programming Interface
RPC — Remote Procedure Call

FPS — Frames Per Second

UI — User Interface

UX — User Experience

UDP — User Datagram Protocol

TCP — Transmission Control Protocol
PUN — Photon Unity Networking

SRS — Survival Role-playing System

ID — Identifier

SDK — Software Development Kit

LAN — Local Area Network

WAN — Wide Area Network



BCTYII

AktyanbHicTh: Po3poOka GaraTokopucTyBallbKUX KapTKOBHX ITOp € aKTyaJbHUM
HanpssMoM y cdepl 1udpoBUX po3Bar Ta IHTEPAKTHUBHOIO J03BULIA. 3 PO3BUTKOM
TEXHOJIOT1 MEPEKEBOi B3a€EMO/IIT Ta MOMYJISIPU3AIIEID OHJIANH-ITOp 3pocTae moTpeda y
CTBOPEHH1 SKICHUX ITPOBUX MPOEKTIB, SIKI MOEAHYIOTH Y COO1 €IeMEHTH COLIabHOI
B3a€EMO/Iii, CTPATET1YHOTO MHUCJICHHS Ta KOJIECKTUBHOTO NMPUUHATTS pimieHb. OCcoOIUuBUIA
1HTEpeC BUKIUKAIOTH ITPU 3 TEMATHUKOIO BMKMBAHHS, JI€ TpaBLi 00 €IHYIOThCS abo
IPOTUCTOATH OJIMH OJTHOMY B CKJIQJIHUX YMOBaX 0OMEKEHUX PECYpPCiB.

I'pa mocrtae sk BCceOIUHMM MaKeT YCiX HEOOXIMHMX MEXaHIK JJisg opraHizallii
IHTEPaKTUBHOTO 0araTOKOPUCTYBAIIbKOTO ITPOBOTO MPOIIECY B OJHOMY CEPEIOBHUIII. Y
HIM TIpeJCTaBlICHI OCHOBHI KOMIIOHEHTH KapTKOBUX Irop: po3jada KapT, eTau
oOroBopeHHs, (a30BHIl MepexiJi MK XOJaMH, a TaKOXK TOJOCYBaHHS 3a BHOYBaHHS
rpaBiiiB. JlogaTkosi udpoBi IHCTPYMEHTH, TaKi sIK CUCTEMa KEPYBAHHS YEPTOI0 XO/IIB,
OOMEXEHUW dYac nJisl NPUUHATTS PIIIEHb Ta MepexkeBe 30€peKEHHsA CTaHy TIpHu
JI0TIOMAraroTh 3a0€3MeYnTH P1BHI YMOBH JUIS BCIX YYAaCHHUKIB Ta MIATPUMYIOTh JTUHAMIKY
irpoBoro mporiecy. binbn Toro, MynpTHILIEEpHA TUTaTGOpMa JT03BOJISIE KOPUCTyBaYaM
JIOJIy4aTHCsl 10 CHUIBHUX CEClid, B3aEMOJIATH, OOTOBOPIOBATH 1 MPUMUMATH PILIEHHS Y
peanbHOMY 4aci, HE3aJeXKHO BiJl IXHROTO MICIIE€3HAXOKEHHS. 3aB/IIKU IIbOMY I'pa CTa€
O1JIbIII 3aXOTUIMBOIO, COLIAJILHO OPIEHTOBAHOIO Ta aJallTOBAHOIO MiJ] Cy4acH1 TelMMepChKi
BUMOTHU.

O0’eKTOM JOCIIIKEHHS € TIPOIEC PO3POOKH MYJIbTUILICEPHUX KAPTKOBHX 1TOp 3
BUKOPUCTAHHSAM CYy4acCHUX TEXHOJIOT1 MEpEeKeBOi B3a€EMO/III.

[IpeameToM mocCHipKeHHS € METOAM Ta 3aco0u peamizaiii MepexeBoi
CUHXPOHI3allil 1IrpOBOr0 MPOILIECY Ta B3a€EMOJII MK TpaBISIMU B KapTKOBHUX Irpax 3
BUKOPUCTAaHHAM MepexeBoi TexHosorii Photon.

Mertoto poboTu € BUSBUTU €(hEKTUBHI MIAXOIH 10 OpPraHi3allii irpoBOTO MpoIecy B

YMOBaX COLIJIbHOI B3a€MO/I11 TPaBIIiB LIJISTXOM CTBOPEHHs ()a30BO1 MOJIeJ1 OHJIAWH-TPU



Ha BHOKMBAHHS B OyHKepi, sika 3a0e3reuye MoCiJOBHE BIAKPUTTS KapT, 0OOTOBOPEHHS Ta
TOJIOCYBaHHS B MYJIbTUIUICEPHOMY CEPEIOBHUIII.

Metoau pocnipkeHHs: IlepmuM KpokoMm Oyiio MPOBEICHO aHaji3 1CHYIOYHUX
pimeHs y cepl nudpoBux 06araTOKOPUCTYBALBKUX KapTKOBUX 1rop it (OpMyBaHHS
MOYaTKOBUX (PYHKIIIOHAJIBHUX Ta HEPYHKIIIOHAIHHUX BUMOT J0 MailOyTHBOI rpu. Jlami
3MIMCHEHO OTJISAJl Cy4acCHUX TEXHOJIOTIH PO3POOKU MYJIBTHUIICEPHUX MPOEKTIB, IO
BIJIMOBIJIAIOTH cHenUPiIll IrpoOBOTO TPOIECy Ta OOpaHOMY KaHPY, MICIs 4oro OyIiio
oOpano irpoBuit pymiii Unity ays moOy/I0BH KIIEHTCHKOI Ta CEPBEPHOI YACTUHU TPH,
MOBY niporpamyBanHs C# juist peanizaiiii JToTiku Ta Mepexese pimeras Photon PUN 2
JUTs 3a0€3MeUeHHsT B3aEMO/IIi MIXK TPaBISIMU B PEKUMI peasibHOTO Yacy. s po3pooku
Iv3aiiHy KopucTyBaibkoro intepdeiicy Bukopucrano Adobe Illustrator, JlocmimxeHHs
IpolIeCy peaizarlii Tpu IPOBOIMIIOCS OE3MOCEPEIHBO B TIPOIIEC PO3POOKH 1 TECTYBaHHS
IrPOBUX MEXaHIK Ta MEPEKEBOI B3a€EMOII.

HaykoBa HOBM3Ha poOOTH BHU3HAYAETHCA HACTYNMHUMHU (DYHKIIOHATIBHUMHU
CKJIQJIOBUMU: BIPOBAKEHHS (Pa30BOT MOEINI IrpOBOTO MPOIECY ISl MYIbTHUILUICEPHOT
KapTKOBO1 I'PH 3 COIIaJIbHOIO B3a€EMOJIIEI0 T'PABIIIB; peajizallis CUCTEMHU MOCIIIOBHOTO
BIJIKDUTTS KapT, OOTOBOPEHHS, MPUUHATTS KOJCKTUBHHUX PIIICHh Ta TOJOCYBaHHS B
peXUMI peanbHOro yacy; 3a0e3MneueHHs CHHXPOHI3allli CTaHIB Py MIXK yCiMa rpaBLsMU
3 BUKOPUCTaHHAM MepekeBoi TexHosorii Photon PUN 2. I'pa nocTae sk BceO1yHUN MaKeT
Cy4aCHUX ITPOBHUX MEXaHIK, CIPSIMOBAaHUX HA B3a€EMOJII0 MIX TpaBIIMA B OHJIAWH-
CepEeIOBUIIII.

[IpakTuuHa 3HAYYIIICTh PE3YNHTATIB TOJSATAE B MOMJIMBOCTI BHKOPUCTAHHS
pO3po0IIeHOT TpU IS OpraHi3allii iHTepaKTHBHOIO JIO3BLLIA, JOCIHIKCHHS MEXaHIK
COLIIAJIBHOI B3a€EMO/IIT B IIpax, a TAKOX CTBOPEHHS aHAJIOTTYHUX 0AraTOKOPHUCTYBALIbKUX

KapTKOBHX MPOEKTIB JJIS PI3HUX JECKTOMHUX MIaT(Gopm.
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1 AHAJII3 BATATOKOPUCTYBAIBKUX KAPTKOBUX IT'OP

1.1 MyabTHIIEEPHA KAPTKOBA Ipa

MynbTHmieepHa KapTKoBa rpa — II€ CHeIliadi3oBaHe MporpaMHe 3a0e3NeueHHS,
sIKe HaJla€ KOPUCTyBa4aM MOXKIIUBICTh B3ATH Y4acTh Y CIIUTLHOMY irpOBOMY IPOIIECi, 10
BIIOYBa€ThCS y peajbHOMY 4aci 3 IHIIMMH TpaBIFIMU dYepe3 Mepexy. Taki irpu
JIO3BOJIAIOTH TPaBISIM B3aEMOJIISITH MK 00010, 3maratucs abo CHiBOpaIfoBaTH,
BUKOPHUCTOBYIOUH BIPTyaJIbH1 KAPTKH, 1110 MICTSATh MIE€BHI 1MPOBI MO/I11, BTACTUBOCTI UM Aii.

OcHOBHA MeTa MYJIbTUILICEPHOT KAPTKOBOI I'PH MOJISITAE Y CTBOPEHHI LIKaBOTO Ta
JUHAMIYHOTO ITPOBOTO CEpPEJOBHINA, JE TpaBIli MOXYTh MPOSBISATH CTpaTeriuHe
MUCJICHHS, KOMYHIKYBaTH Ta IPUIMATHU CILJIbHI PILIEHHS B yMOBaX OOMEXEHOT0 yacy Ta
pecypcis.

OCHOBHI KOMITOHEHTH MYJIbTUIIIICEPHOT KAPTKOBOT TPH BKITIOYAIOTh:

— CTBOpeHHS Ta HaJAIITyBaHHS ITPOBHX KIMHAT 13 3aJlaHUMHU IapamMeTpaMu

KIJIbKOCTI I'paBIIiB Ta CIIEHAPIEM T'PH.

— IlocninoBHu nepexia Mixk (azamMu BIIKPUTTS KapT, 0OTOBOPEHHS, FOJIOCYBaHHS

Ta TMI1IBEICHHS ITiICYMKIB.

— CuHXpoHI3aIlig IrPOBOr0 CTaHy MDK yciMa YYaCHMKaMH B PEXKUMI PeaibHOTO

qacy.

— OpraHizaniss TPUUHATTS KOJEKTUBHUX pIIICHb OO0 ITPOBUX MOAIN UM

BUOYBaHHS IPABIIiB.

OcHOBHI 111711 MYJBTUTIICEPHOI KAPTKOBOI TPH:

— CTBOPEHHSI IHTEPAKTUBHOTO ITPOBOTO MIPOCTOPY;

— PO3BUTOK CTPATETIYHOTO MUCJICHHS TPaBIIiB;

— oprasizailisi CoIiaibHOI B3aEMO/IIi B IrPOBOMY CEPEIOBHIIIL;

— HiI[BI/IH_ICHHH HAaBHU4YO0K HpHﬁHHTTSI KOJICKTUBHUX piH_IeHB;
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— 3a0€e3neUYeHHS JUHAMIYHOIO JTO3BLILIS;

— TECTyBaHHS MeXaHiK ()a30BOT0 IrpOBOTO MPOIIECY;

— TMepeBipKa CTabLIILHOCTI MEPEIKEBOT B3aEMOIII.

OrninuMoO mepeBaru Ta HEIOJIIKH BeOcaiTy K 3aco0y JJsi BUBYEHHS SITIOHCHKOI
MOBH.

ITepesaru:

— Irpu nocTymH1 A1t KOPUCTYBaUiB 3 OyAb-IKOI TOUKHU CBITY, JI€ € MIAKIIOYESHHS 10
IHTEpHETY.

— KopucryBaui MOXyTh CaMOCTIHHO CTBOPIOBAaTH ITPOBI KIMHATH Ta
HAJIAIITOBYBAaTH apaMeTPH CECIH.

— MoxnuBicTh 00’ €AHYBAaTH IPaBLIB y KOMAHJMA YHM IPYNHU Ta NPUAMATH CHUIbHI
piIICHHS.

— 3aBISKU TOJIOCOBUM OOTOBOpEHHSIM Ta (a3oBiid CUCTEMI I'paBll OTPUMYIOTh
IrpOBUI TOCBIJ, MAKCUMAJIbLHO HAOIMKEHUN IO peaJIbHOT HACTIJILHOT TPH.

— Bapricth nudpoBrx KapTKOBUX ITOp 3HAYHO HIDKYA, HIXK IPYKOBAHUX aHAJIOTIB,
a OHOBJICHHSI ME€XaHIK B110yBa€ThCS MIBUJIKO Ta 0€3 J0/IaTKOBUX BUTpAT.
Henomiku:

— IoTpeba y cTabiabHOMY IHTEpHET-3’ €IHAHHI Ta BIATIOBIAHUX MPUCTPOSX.

— Jlesiki KOpucTyBadl MOKYTh MaTH TPYAHOLI 3 ONIaHYBaHHSAM IPaBUJI Ta MEXaHIK
rpu.

— BigcyTtHicTh 000B’S3KOBOCTI 3aBepILIyBaTH TPy MOXKE NPUIBOIUTH JI0

JOCTPOKOBOTO BUXOJIy OKPEMHX T'PABIIIB.

1.2 Cneundika po3podku 0araToKOpuCTyBallbKUX KaPTKOBHUX irop

Po3pobka OaraTokoprcTyBallbKUX KapTKOBHX ITOp Ma€ HU3KY OCOOJMBOCTEH, SIKi
CYTT€BO BIJIPI3HSIOTH LIEH MPOLEC BiJl CTBOPEHHS IHILIUX TUIIIB irop, 30KpeMa KJIaCUYHHUX
HACTUIbHUX YU OJTHOKOPUCTYBALILKUX MPOEKTIB. Po3risiHeMO iX.

MexaHika KapTKOBOI IpH:
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— HasBHicTh 4iTKO CTpYyKTypOoBaHUX irpoBux ¢a3: poszgadya KapT, OOrOBOPEHHS,
NPUMHSTTA PilIeHb, TIAPAaXyHOK Pe3ysIbTaTiB.

— Po3mnopin posieit 1 kKapT MK TpaBIsIMU 3 OOMEKEHUM JIOCTYTOM 0 1H(popMariii,
KOXXEH IpaBellb 0aUMTh JIMILE BJIACHI KapTu.

— BukopucranHs BUMAJAKOBUX TOJIM, 110 BIUIMBAIOTh Ha IrpoBHH Tporiec 1
3MIHIOIOTHh HOT0 XI11I.

OpraHnizaliis MyJIbTUIIICEPHOT B3aEMO/III:

— MepexeBe 3’€IHAHHA BCIX TpaBliB y peaTbHOMY Yaci 3 MIHIMaJIbHOIO
3aTPUMKOIO.

— 3a0e3neueHHs 0IHAaKOBOT'O 1 CHHXPOHI30BaHOT'O I'POBOI0 CTaHy Ha KJIIEHTAX yCiX
YYaCHUKIB.

— CTBOpeHHs ITPOBHUX CECiii 3 MapameTpaMmu: KIJTbKICTh T'paBIliB, PEXUM TPH,
TPUBAIICTh XO/IIB TOIIO.

@da30BUN reUMILIEH:

— YiTKe po3iJIeHHs TPU Ha MOCIII0OBHI €Taru, Jie BC1 TPaBIli BUKOHYIOTh MEBHI il
3a 4Yeproro

— 3a0e3nedyeHHs] CHHXPOHHOTO Mepexo1y Mixk ¢azamu JIJIsl BCIX KOPUCTYBaviB.
MepexeBi TEXHOJIOTIi:

— HeoOxinHicTh 3acTOCYyBaHHS €()EKTUBHUX PIIICHb A1 OOpOOKH OJHOYACHUX
M1KITFOYEHb.

— IligTprMKa cTab1ILHOTO 3’ € JHAHHS ITPU MOXKJIMBUX OOPUBAHHSIX YU IOBTOPHOMY

IT1IKJTFOYEHHI TPaBIIiB.

1.3 LiuiboBa ayaurTopis

I'pa «Survive After The Apocalypse» opieHTOBaHa Ha MIUPOKE KOJIO KOPUCTYBAUIB,
K1 BIPI3HAIOTBCS 32 CBOIMH I1HTEpECaMH, CTUJIEM TIpu Ta UUIsAMU. J[0O OCHOBHMX
KaTeropii MJIbOBOT ayTUTOPii HAJIEKATh:

— IlpuxwIbHMKM HACTIIBHUX IrOp Ta KApTKOBMX CTpaTerii — rpaBul, sKi

MOJTFOOJIIIOTh HACTUIBHI KAPTKOBI ITPH 3 COLIAIbHUMHU €JIEMEHTaMHU.
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— DaHaTH COLIAIbHUX Ta MCUXOJOTIYHUX ITOp — IPaBIIi, SIKI [IKABJISATHCS ITPaMH,
noOy/I0BaHUMHU Ha KOMYHIKallli, MaHIMYJAL1i, MCUXOJOTIYHOMY THCKY Ta MPUHHSATTI
KOJIGKTUBHUX PIIlIEHb.

— OmnnaifH-reiimepu, $Ki INIyKalOTh MYJIbTHIUICEPHI ITPH 3 HECTaHAAPTHUM
reilMIuIeeM, KOpUCTYBaul, SIK1 BIIJIalOTh TIepeBary He kiacuuyHuM mrytepam uu MOBA, a
irpaM, Jie BaXXJIMBIIIA B3a€MOJISI MK TpaBUSMH, CTpaTeriuHe MUCIEHHS Ta CIOXKETHA
HaNpPYy>KEHICTb.

— KonTentMmelikepu, siki CTBOPIOIOTH BIACOOIIIAM, CTPIMH a00 aHaNITUYHUUN

KOHTEHT PO MYJIbTUIUICEPHI ITpH.

— I'paBmi, 3amikaBieHl y BIDKMBaHHI Ta MOCTANOKATINTHYHUX CHOKETaX —
KOPHCTYBaul, KUX MPUBAOIIOE TEMAaTHKa allOKaIINCUCy, OOPOThOM 3a BHIXKUBAHHS Ta

MPUIHATTS CKIIQAHUX PIIIIEHb B EKCTPEMATbHUX YMOBaX.

1.4 {ocJuixxeHHsI iCHYIOUMX aHAJIOTIB

Ha croroguimHii AeHb OJHUMHU 3 HAWMOMYJAPHIIIUX MPOEKTIB, CXOXKHUX 32
KOHIIeNIIi€r0 a0o MexaHikor Ha rpy «Survive After The Apocalypse», € HacTiibHa rpa

«bynkep» Ta MoOLTbHA Tpa «Shelter». Po3rmsaemo ix peranpHile.

1.4.1 Bynkep

«byHKep» — monynspHa HACTUIbHA MCUXOJIOTIYHA KapTKOBa I'pa, B sIKIM IpaBIll
ONUHSIOTHCS B YMOBAaX MOCTANOKAIINCUCY Ta MOBUHHI BUPIIIUTH, XTO 3aCIYroBY€ Ha
BIDKMBAaHHS B OyHKepi. ['paBIli OTpUMYIOTh BHUNAJAKOBI KapTKHU 3 XapaKTEPUCTUKAMU
MepCoHaxiB, iX MpodecisiMU, CTAHOM 370POB’S Ta IHIIUMH OCOOJIMBOCTSIMHU, TICIISI YOTO
MOYMHAETHCS CEPisi 0OTOBOPEHB Ta TOJIOCYBaHb.

OcnogHi (yHKIi1 rpu «byHKEp» BKIHOYAIOTH:

— KapTtku nepconaxiB Ta nmoii: Hab1p XapaKTepUCTUK, 1110 BILTMBAIOTh HA PIICHHS

TPaBIIiB.

— AKTMBHa KOMYHIKAI[ii MDK TpaBUSMU [JIs apryMeHTalli CBOro mpasa

3aJUIINTUCS B OyHKEpI.
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— loTypoBe rojocyBaHHs 32 BUKIIOUEHHS TPaBIIs.

— JI0IaTKOB1 YMOBH BI>KUBAHHS 200 MEPEIIKOIH.

[lepeBaru:

— CoriasibHa B3a€MO/IisI Ta TICUXOJIOTIYHA HAIPyTa.

— Benuka BapiaTUBHICTh CIIEHApPIiB Ta IrpOBUX KOMOIHAIIIM.

— IIpocToTa npaBui Ta MIBUIKUNA CTApPT AJI HOBUX IPaBLIIB.

Henomiku:

— BincyTHicTs nudpoBoi Bepcii rpu.

— OOMeskeHHS 3a KUTBKICTIO IPaBIIiB Ta HEOOXIAHICTh (PI3UUHOT IPUCYTHOCTI.

— CknaiHOIII 3 TPUBATICTIO TPY TIPH BEJIMKINA KIIBKOCTI YYaCHUKIB.

" NOMATHTB BCI
| JAOIWAIIKEHHS HA 3CY

|
i e
= innl:w‘lﬂ”\l!\“m- -
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TRy nmumnc.:_l".?_";;
i
l

TV il Ha it
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. o |mwea ooua ke ocrasen
& P o

i npou nenexa-100 | NSl DTOPTHEWHS wypIn '
Gy e

Puc. 1.1 Ilpuknan kapTok B HACTLIBHIN rp1 «byHKEp»

1.4.2 Shelter

Shelter — e 6ararokopucTyBaIbka ICUXOJIOTIYHA KAPTKOBA OHJIANH-Tpa, Jis SIKOT
BiIOYBA€ETHCS Micis To0anbHOI kKaractpodu. ['pasiii 6epyTh Ha cebe poJii BUMTAIKOBHUX
NEPCOHAXKIB, KOXKEH 13 AIKUX Ma€ Hallp YHIKAJIbHUX XapakTepucTuk. OCHOBHA MeTa rpu
— 3a0€3MeUnTH CBOE BUYKMBAHHS, JOBIBIIN HEOOX1IHICTb CBOET MPUCYTHOCTI B YKPHUTTI,
1 IEpEKOHATH 1HIIKUX T'PABIIIB BUTHATH CYIIEPHUKIB.

Oco0JIMBICTb TPH MOJISTAE Y TOCTYIIOBOMY PO3KPHUTTI XapaKTEPUCTUK MEPCOHAXKIB

Ta AaKTUBHIM COIllabHIA B3a€MOii TpaBliB — OOTOBOPEHHI, apryMEHTYBaHHI,
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MaHIMyJIOBaHHI Ta TOJOCYBaHHI 3a BHUKIIOUEHHS Haiicnabmux abo HemoTpiOHUX

YYaCHHMKIB.
OcHoBHi ¢yHKIiT Shelter BKkIto4aroTh:
— Koxen rpasens otpumye Halip mapameTpiB: mpodecito, cTaH 370pOB'S, BIK,
cTaTh, X001, PoOii, 10aTKOBI HABUYKH Ta JIFOJICHKI SKOCTI.
— Ha movatky rpu K0’KeH OTpUMYE TIO JIBi TOAATKOBI KapTH - «3HAHHS» Ta «Iis»,
K1 MOYKHA BUKOPUCTATH B OyIb-KHI MOMEHT I'PH Ha CBOIO KOPHUCTb.
— Ha nmoyarky mepmioro payHay BCi BIIKpHUBAIOTh Jiuile npodecii. Y KOKHOMY
HACTYITHOMY PayHJI - IO OAHIM XapaKTepUCTHIII.
— [licns BiIKpUTTS KOXKHOT XapaKTEPUCTUKH TPABIIl MOSCHIOIOTh, YOMY caMe BOHU
MMOBUHHI 3aJIMIIUTUCS B ByHKepi.
— [MouymnHatroum 3 nIpyroro payHuy, miciasi OOTOBOPEHHS YCi TpaBIli TOJIOCYIOTh 3a
HaMEHIII KOPUCHOT'O NIEPCOHAXKA, SIKUN ITIOKUIAE TPY.
— I'pa 3aKiHUy€THCS, KOJIM B YKPUTTI 3aJIUIIAE€THCS [TOJIOBUHA TOYATKOBUX T'PABIIIB.
IlepeBaru:
— CortrianpHa B3a€MO/Iisl B peaJIbHOMY Yacl.
— Ilcuxonoriuna Hampyra Ta cTpaTeriyHe MjiaHyBaHHS.
— Benuka KUIBKICTh Bapialliil IrpOBUX CUTYalllil 3aBISKM YHIKaJIbHUM Habopam
XapaKTePUCTHK.
— [IpocTtoTa OCBOEHHS TpaBUII.
— AKIIEHT Ha KOMYHIKAIIl10, apryMEHTAI1}0 Ta ePEKOHAHHS.
Henomiku:
— TpuBamicTh IrpoBOi cecii 1HOI1 3aTATYETHCS B1Jl KUTHKOCTI Y4aCHUKIB.
— BiicyTHICTB CIOKETHOT KaMIaHii abo pO3BUTKY IIEPCOHAXKIB.

— Bumarae mmoctiiHOTO OHJIAWH-3’ € THAHHA.
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Puc. 1.3 [lpuknaza expaHy irpoBOTo MPOIIECy .

Tadomus 1.1

3Be/ieHa TaOIUII aHATI3y ICHYIOUMX KapTKOBUX 1rOp

Iloka3Huk

Tun rpu

CouiajibHa
B3acMoOIivd

da3zoBuii
reimiien

TI'onocyBanus

PoaboBa
cucTeMa

JlonaTKkoBi KapTH

JocTynmHicTh Ha
miargopmax

«byHkep»

HacrinpHa
KapTKOBa rpa

JKuBa xomyHiKaIis

[TpucytHiit

YcHe

Bunankosi
MePCOHAXI

Biacyrni

di3zuyHa Tpa

Shelter (Mo0isIbHA)

Kaptkona rpa
Bincytns

Biacyrhiii

Bincytae

BunankoBi nepconaxi

Pecypcu Ta npeamern

Android, 10S
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[Tponorxenns Tabdmaumi 1.1

3Be/ieHa TaOIUIIS aHAITI3y ICHYIOUHX KapTKOBUX 1TOp

IHoxasHuk «byHkep» Shelter (Mo0inbHA)
Oco0auBocTi ComanpHa ComanpHa
NICUXOJIOTIYHA Tpa  TICUXOJIOTIYHA Ipa
MotuBanis [lepexonatu inmmx  [lepexonatu 1HIIMX
rpaBuUiB 3AIUIIATH 3AIAIINATH
Henoniku [ToTpeba 310patu BiacyTHicTb
I'paBLIB BXXUBY BIIPOBAIKEHHSI

KOMYHIKaIlii B
cepesieH1 Ipu
HiasoBa danatu daHaTty BU)KMBAHHS Ta
ayauTopist HACTUIbHUX 1TOp cTparerii

1.5 BusHaueHHsI BUMOT 0 3aCTOCYHKY

[IpoananizyBaBIIM CYTHICTh I'pH, i crenudiky, IiIbOBY ayAUTOPII0 Ta ICHYIOUI
aHayioru, OyJ0 BU3HAYEHO HACTYITHI BUMOTH JI0 0araTOKOPHCTYBAI[bKOI KapTKOBOI I'pH
«Survive After The Apocalypse»:

— MoXIUBICTh BBEICHHS IMEH1 TPaBIIs TIEpe]] IOYATKOM CecCii.

—MOXIUBICTh CTBOPIOBATH ITPOBY KIMHATYy 3 VHIKaJbHUM KOJOM Ta
MIPUETHYBATUCS IO HET IHIINM TPaBIISM.

— Cucrema BUIIQJKOBOTO PO3MOJILIY KapT MEepcoHaxXiB, mpodeciii, 0co0IMBOCTEH,
¢o0iii Ta IHIIKX TUIIB KapT MK IPABISIMU HA MMOYATKY TPH.

— Peanizamiss (a3oBoro irpoBoro mporecy, IpH SIKOMY B KOXXHOMY payHIl
BIJIKPUBAETHCS OJTHA 3 XaPAKTEPUCTUK MTEPCOHANKA.

— MoXIUBICTD HEperysiay ICTOPIl BIAKPUTTS KapT KOKHOTO TPaBIls HA TIOMEPEIHIX
eTamax rpH.

— OHOBJICHHS CTaHIB 1 MOIN T'PH IS BCIX TPABIIB Mai’ke OJJHOYACHO (3aTpUMKa
He Outbie 1-2 cexkyH).

— [linTpuMKa ogHOYACHOTO MiAKIIOYeHHs 0 10 rpaBIliB B OJIHIM 1rpOBiil KIMHATI.
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2 3ACOBH PEAJIIBALIL

2.1CepenoBuiie po3podku

[nTerpoBane cepenosuiie po3podku (IDE) — ne mporpamue 3abe3nedeHHs, 110
00’eqHye B co01 HaOip 3aco0iB /i HANMUCAHHSA, HAJIArO/KCHHs, TECTyBAaHHSA Ta
npodigOBaHHA TPOTpaMHOro Koay. BoHO 103BoJsiEe  po3poOHUKAM €(PEKTUBHO
CTBOPIOBaTH TMporpaMHe 3abe3MeueHHs, 3MEHIIYIOUM dYac Ha HaJallTyBaHHS Ta

00CIyroByBaHHSI OKPEMHX 1HCTPYMEHTIB.

2.1.1 Unity

Unity — 11¢ TOTY>KHHMM ITpOBUM PYIIIM, SKUW J03BOJISE CTBOPIOBATH JIBO- Ta
TPUBHUMIPHI 1rpu JJis pidHOMaHITHUX IuiaTdopMm. Ilnatrdopma miaTpUMye MIUPOKI
MOXJIMBOCTI JJii poOOTH 3 aHiMaiisiMH, (I3UKOI0, MEPEKEBUMH IiIKIIOUYECHHSIMH,
Bi3yasTi3alli€ro Ta CUCTEMaMHM YIIpaBIliHHS pecypcaMu. Unity akTUBHO BUKOPHUCTOBYETHCS
B IHAYCTPIi 1151 CTBOPEHHS SIK BEJIMKUX MPOEKTIB, TaK 1 1HAI-1TOP.

Jist po3poOku  GaraTOKOpHUCTYyBalbKOi KapTkoBoi Tpu «Survive After The
Apocalypse» Unity Oyno oOpaHO 3aBAsSKM BOYJOBaHUM MOXJIMBOCTSIM OpTraHizailii
MepeKeBOi B3aeMOJli, poOOTi 31 cueHapismMu Ha MoBI C#, iHTerpamii 3 XMapHUMH
cepBicaMH Ta MPOCTOTI BUKOPUCTAHHS IHCTPYMEHTIB i MOOynoBH TrpadiyHOTO

1HTEpdENcCy.

2.1.2 Visual Studio

Visual Studio Big Microsoft € moTy>KHUM THTETPOBAaHUM CEPEIOBUIIIEM PO3POOKH
(IDE), sike mHMpOKO BUKOPUCTOBYEThCS JUIsl mporpamyBaHHa Ha C#, 30kpema mnpu
ctBopeHHi 1irop Ha Unity. BoHo mnpomnoHye po3poOHUKAM KOMIUIEKCHUW HaOIp
IHCTPYMEHTIB, 1110 3HAYHO MPUCKOPIOE Ta CHPOIILYE MPOLIEC HATUCAHHS KOY.

Cepen xmrouoBux mnepeBar Visual Studio ans po6oru 3 C# ta Unity MoxkHa

BI/I3HAYUTH:



22

— Posmmpeny minTpumky cuHTakcucy C#, BKIIFOYArOYM TACBIYYBAaHHS KOY,
iHTeNnekTyanbHe aBrogonoBHeHHS (IntelliSense) Ta HaBiramito mo KoJoBiM 6a3i, 110
M1JIBUIITY€ TPOAYKTUBHICTh PO3POOHHUKA.

— InTerparito 3 Unity, sika no3Bossie 6e3nocepennbo B IDE penaryBatu ckpuntu,
3allyCKaTH TPy Ta BUKOPHUCTOBYBATH CIHEIlalli30BaHI IHCTPYMEHTH IJid poOOTH 3
IrpOBUMH 00'€KTaMHU.

— [otyxHi 3aco0u HaNAroKEHHs, Takl IK TOUYKH 3yMHUHY, TOKPOKOBE BUKOHAHHS
KOAy Ta OTJsAadi 3MiHHHUX, II0 pOOUTH MPOIIEC BHUSIBICHHS Ta BHUIPABICHHS TMOMUIIOK
OUTbII €PEeKTUBHUM.

— BOynoBany miATpUMKy CHUCTEM KOHTPOJIO Bepcii, 30kpema Git, 1110 Crpourye
K0Ja00paTUBHY pO3pOOKY Ta BEPCIHHICTD MPOEKTY.

Visual Studio Takox mNpoOmMOHye MOJATKOBI MOMXKIMBOCTI sl TpodeciitHux
pPO3pOOHUKIB, BKJIIOYAIOYM IHCTPYMEHTH g peQakTOpUHTy KOAY, aHali3y
IPOJYKTUBHOCTI Ta TecTyBaHHS. Lle poOUTh floro ogHuUM 3 Halkpamux BUOOpPIB s
po3podku irop Ha Unity, moeaHyroun B €001 MOTYKHICTb, 3pY4YHICTh Ta HIMPOKUMN

(GyHKIL10HAJ 711 CTBOPEHHS SIKICHUX MTPOTrPaMHUX PILIEHb.

2.1.3 Photon PUN 2

Jlns opranizaiii MepexeBoi B3aemojii B Ipi Oyno 3actocoBaHo Photon PUN 2
(Photon Unity Networking) - cnemianizoBaHuii XMapHUW cepBIiC I peanizarii
MYJIBTUILICEPHOTO PEKUMY B peasibHOMY 4Yaci. J[aHe pilleHHs HaJjae KOMITJIEKCHUN HaO1p
THCTPYMEHTIB JJII CHHXPOHI3aIlli IrpOBOTO MPOIIECY MK PI3HUMH KJITIEHTAMH.

ApXITEKTypa KIII€EHT-CEPBEPHOI B3a€MOIi1

— BukopucroByeTbes ontumizoBaHa xmapHa iHppacTpyktypa Photon Cloud.

— 3abe3neuye HaAlTHE 3'€AHAHHS 3 MiHIMAJIIbHUMU 3aTpuMKkamu (low-latency).

— ABTOMATHYHUH M1101p HAUOIUKIOTO cepBepa sl KOKHOTO IPaBLis.

@DyHKI[I0HAT IFPOBUX KIMHAT

— Cucrema 103BOJIsIE CTBOPIOBATH Ta KEPYBATH BIpTyaJIbHUMHU KIMHATaAMHU.

— PeaytizoBaHo MexaHi3MHU OOMEKEHHS KUJIBKOCTI TPaBIIiB.

MexaHi3MHu CHHXpOHI3aITii
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— EdextuBna cuctema Remote Procedure Calls (RPC) myist mepenaui moii.

— IligTpumka cuHXpoHi3alii irpoBux 00'ektiB uepe3 PhotonView.

— OnTumizoBaH1 MPOTOKOJIM Mepeiadl JaHUX.

JloyaTkoBi epeBaru

— Inrerpartis 3 Unity uepes cnernianizoBanuii SDK.

— [igTpriMka Kpoc-miaTopMoBOi B3aEMO/III.

— BOynoBana cucrema yaty Ta 0OMiHY MOB1IOMJICHHSMH.

Photon PUN 2 3HauHO chopolnye mpolec peatizaiii MepeXeBOro Koy,
JT03BOJISIIOYN PO3POOHUKAM 30CEPEIUTUCH Ha ITPOBIH JIOTIIll 3aMiCTh CTBOPEHHS BIIACHOI
MepexeBoi iHppacTpykTypu. CepBic 0COOIMBO €PEKTUBHUM JJIs MBUIKUX action-irop,

Jie KpUTUYHOIO € MIHIMI3allisl 3aTPUMOK 1 TJIaBHICTh 1TPOBOTO MPOIIECY.

2.1.4 Adobe Illustrator

Jist po3poOKu rpagiyHUX €JIEeMEHTIB (KapT MepCOHaXiB, KapT MOid, IKOHOK Ta
iHTepdenicHux eneMeHTiB) BUKopuctoByeTbcs Adobe Illustrator. Ile mpodeciitnuit
BEKTOpHUN TpadiuHuil penakTop, sKuid 3a0e3nedye BHUCOKOSAKICHY Bi3yasi3allilo,
MacmTabOBaHICTh PECYPCIB Ta MOKIIUBICTh IIBUIKOTO €KCIOPTY Y hOpMaTH, CyMICHI 3
Unity. Adobe Illustrator cTaB HEBIJ'€MHOIO YACTUHOIO KOHBEEPA CTBOPEHHS Tpadiky AJis
MPOEKTY, JO03BOJISIOUM JAu3aiiHepaM e(EKTUBHO peali30BYBAaTH CKJIAJIHI Bi3yalbHi
KOHIIETIIi Ta MBUAKO aJaNTyBaTH iX IMiJ BUMOTH ITPOBOTO pyIris. BekropHuil miaxisn
0COOJIMBO I[IHHUWA MPHU CTBOPEHHI THTEPPEHCHUX E€JIEMEHTIB Ta aJalTHUBHUX ITPOBHUX

aceTiB, 3a0€3Meuy04M BUCOKY SIKICTh BIJOOpa)KeHHS Ha OyAb-IKUX MPUCTPOSIX.

2.2MoBa nporpamyBaHHs

Moga nporpamyBaHHs — 11 (hopMasii3oBaHa MOBa, MpU3HAYEHA JJIs KOMYHIKaIlii
THCTPYKIIIM 10 MallIMHU, 30KpeMa KOMIT'IoTepa. BoHa BUKOPUCTOBY€ETHCS 1711 CTBOPEHHS
mporpam, siki BUKOHYIOTh aJlfTOPUTMU. BUIbIIicTh MOB TIporpamMyBaHHSI CKJIAa€ThCA 3
THCTPYKIIIH JIJ1s1 KOMIT'IOTEpiB. BOHU 103BOJISIIOTE pO3poOHUKaM €()EKTUBHO CTBOPIOBATU

MpOrpamMu, BUPAKAIYH PO3PAXYHKH Ta YIPABIIHHS JaHUMHU.
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221 CH#

C# — € cyyacHOIO 00’€KTHO-OPIEHTOBAHOIO MOBOIO MPOrpaMyBaHHS 31 CTPOTOIO
TUMI3alie, po3podieHorw Microsoft y pamkax mmatrdopmu NET. Lls moBa crana
OCHOBHUM 1HCTPYMEHTOM JI PO3POOKH irop, 0coO6mBo mpu poOoTi 3 pymiem Unity, ae
BOHA BUKOPUCTOBYETHLCS I CTBOPEHHSI IrPOBOI JIOT1KM Ta MEXaHIK.

O6’exTHO-0OpieHTOBaHUM Miaxia C# no3Boisie €EeKTUBHO OpPraHi30BYBaTH KOl
yepe3 BUKOPHCTAaHHS KiaciB, iHTep(eiiciB, HaciaigyBaHHsS Ta mnojiMopdizmy. Lle
0CO0JIMBO BaXXJIMBO B IrpOBiil po3po0ili, &6 HE0OX1THO KEPYBAaTH CKIATHUMH CUCTEMaMHU
B3a€MO/I1 00’ €KTiB, (P13UKOI0, INTYYHUM IHTEJICKTOM Ta 1HIIUMU acniektamu rpu. Ctpora
THUIII3AIlisl MOBHU JIONIOMAara€ yHMKHYTH 0arathbOX MOMMJIOK Ha €Tami KOMITUIAILIL, M0
3HAYHO MIABUIIYE HAAINHICTh KOAY.

IaTerparis C# 3 Unity Hajae po3poOHUKaM MOTY>KHI IHCTPYMEHTH JIJIsl peami3artii
irpoBux MexaHik. Unity BUKOpPUCTOBYE KOMIOHEHTHHMM MiJXif, /1€ KOXKEH 00’ €KT Ipu
MOX€ MICTUTH PI3HOMaHITHI cKpunTH, Hanucani Ha C#. Taki MOXJIMBOCTI, SIK MOIIi,
KOPYTHHHM Ta aBTOMAaTUYHE KEPYBAaHHS IaM STTIO, CIPOIIYIOTh MPOIEC PO3POOKH Ta
OonTUMI3alii irop.

Kpim Toro, C# minrpumye BeNUKY KUIBKICTh 010710TeK 1 (QperMBOpKiB, sKi
po3mupooTh Horo (¢yHkmioHanbHiCTh. 3aBasku NET Standard Tta Unity API
PO3pPOOHUKHN OTPUMYIOTh JOCTYII A0 TOTOBUX PIIIEHB JjIsl poOOTH 3 rpadikoro, 3ByKOM,

MCPCIKCBHUMU (I)YHKI_[iﬂMI/I Ta THIIHUMH KPUTUYHO BAKJIIMBUMH KOMIIOHCHTAMU CYy4YaCHHX

irop.

2.3 Opranxi3zauis 30epiraHas irpoBux JaHHUX

OcoOmuBicTIO peanmizamii JaHUX KapT y Tpl € BHUKOPUCTAHHS CHUCTEMHU
ScriptableObject — cneuianbHux 00’ekTiB y Unity, ki J03BOJISIIOTH 30epiratu

CTPYKTYpPY JAaHUX OKpEMO BiJl irpoBux 00’€KTiB. Lle no3BoJise:
—30epiraTu XapakTEPUCTHKU KapT Oe3MocepeHh0 Yy TMPOEKTI 0e3 moTtpedu
MIIKIJIFOYEHHS 10 30BHIIIHBOI 0a3y JaHUX.

—IlenTpanizoBaHo pegaryBaTu BIaCTUBOCTI KapT 0e3 3MiHnu nipedadis.
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—3a0e3MeynuTy  ONTUMI3ALlI0  MPOJYKTUBHOCTI,  OCKUIBKM  JaHi  KapT
3aBaHTAXYIOThCS JIMILE OJMH pa3 IPH 3aIyCKY TPU.

—VYHukatu [OyONIOBaHHSA JaHUX 1 CHPOCTUTH TMPOLIEC HAJNAIITyBaHHSA Ta
TECTyBaHHS.

JIns Bi3yallbHOTO TPEJCTaBJICHHS KapT BUKOpPUCTaHO mpedabu — 3a3ganerilib
HaJallITOBaHI Ma0JOHU 00’ €KTIB, SIKI AMHAMIYHO MiIBAHTAXXYIOTHCS B ITPOBY CLEHY M1/
yac BuKoHaHHs. lle mo3Bonsie MBUAKO Ta €QEKTHUBHO BiAOOpakaTh KapTKU 3
BIJIMOBIJTHAM HANOBHEHHSIM, 30epiraloun cTaliibHy MNPOAYKTHUBHICTh Ta MiHIMajbHE

HaBaHTa)KCHHS Ha I1aM " SITh.

2.4 CucTreMa KOHTPOJIIO Bepcii

GitHub — me cywacHa BeO-muiarhopma 17 pPO3MIIICHHS Ta YHPaBIiHHA
IPOrpaMHUM KOJIOM, sIKa IPYHTYEThCSI Ha PO3MO/ILIEHIN cucTeM1 KOHTpoJto Bepciit Git. 3
MOMEHTY CBOT'O 3aCHYBaHHsI BOHA MEPETBOPUIIACS HA OJIMH 13 KIIFOUOBUX 1HCTPYMEHTIB y
chepi po3podku [13, 3a06e3neuyroun po3poOHUKIB MOTY)KHUMHU MEXaHI13MaMH CIUIBHOI
poOOTH, BIICTEKEHHS 3MIH Y KOJI1 Ta OpraHi3allii po3MnoaAiyIeHUX MPOEKTIB.

OcHoBH1 (yHKIioOHATBEHI MOXIHBOCTI GitHub — meHTpansHuM CTPYKTYpHUM
KOMITOHEHTOM IUIaT(GOPMHU € PEeno3uTOopii, KI BUKOPUCTOBYIOTHCS ISl 30€piraHHs Ta
yOpaBIiHHSA BUXITHUM KojoM. KopucTyBadi MaioTh MOMJIHBICTh CTBOPIOBATH SIK
my0JIi4Hi, TaK 1 MPUBATHI PEMO3UTOPI1, 110 JTO3BOJISIE KOHTPOJIKOBATH JOCTYI O TPOCKTIB.
VYrpaBniHHs BepcisiMU peani3dyerbest 3a gonomororo Git, skuil 3abe3nedye THyUKe
BIJICTEKEHHS 1CTOPii 3MiH, po3ranykeHHs (branching) Ta 3muTTs (merging) Komy.

Mogenb k01ab0paTUBHOI PO3POOKH — OJIHIEIO 3 HAMBAXKJIUBIIINX OCOOJIUBOCTEH
GitHub € mexani3zm ¢opkysanns (forking), sikuit 1a€e 3Mory KopucTyBauaM CTBOPIOBATH
BJIACHI KOMIi CTOPOHHIX perno3utopiiB. Ilicis BHECEHHS 3MiH PO3POOHUKH MOXKYTh
HAJICWJIATH IIPOIO3HUIIIT II0JI0 iX 1HTEerpalii y BUXIAHUI MPOEKT uepe3 myia-peksectu (pull
requests). Lle#t minxing € dbyHAAMEHTATBHUM JJISI PO3BUTKY BIJIIKPUTOTO MPOTPAMHOTO
3abe3neueHHss (Open Source), OCKUIbKM CIHpHUs€ TJIOOANbHIA CHIBOpall MIDK

PO3pOOHUKaMU, HE3aJIEKHO BiJl iXHBOT TreorpadiqHoi JoKaIfi.
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3 ITIPOEKTYBAHHA

3.1 IIpoexTyBaHHA apXiTeKTypHu rpu

I'pa «Survive After The Apocalypse» peanizoBaHa 3a KIIEHT-CEPBEPHOIO MOIEILTIO
apXiTEeKTypH, 0 3abe3neuye ONTUMATbHHUNA PO3MOiT 00YNCITIOBAIEHUX HABAaHTAXKCHb
MK KIIEHTOM Ta cepBepoM. Takuil miaxiag A03BOJSE MIATPUMYBATH CTaOUIbHY
CHUHXPOHI3AI[II0 IFPOBOTO TMPOLECY MDK TIpPaBISIMH, 3MEHIIYBaTH 3aTPUMKH Ta
3a0e3MeuyBaTi THYYKICTh IIPU MaclITa0yBaHHI.

Kmientcbka wactmHa cTtBOopeHa Ha miatdopmi Unity. Bona BimmoBimae 3a
Bi10OpaskeHHs iIrpoBoro iHrepdeicy, 00poOKy BBEACHHs KOPUCTYBaydiB Ta B3aEMOJIIO 3
CepBEpOM 3a J0MoMororo MepexeBoro gppeimBopky Photon PUN 2. I'paBiii uepes KilieHT
CTBOPIOIOTH 200 MPHUETHYIOTHCS 10 KIMHAT, HAJACUIAIOTh KOMaH/I1, BIAKPUBAIOTh KapTKH
Ta TOJOCYIOTh. Unity-KIIIEHT OTPUMY€ OHOBJICHHS MPO CTaH TPH 3 CepBepa, IO
3a0e3rneuye eIMHYy aKTyalbHy 1H(OPMAIIiiO sl BCIX TPABIIIB Y pealbHOMY Yaci.

CepBepHa yactuHa QpyHKII0HY€e Ha ocHOB1 Photon Cloud — xmapHoro cepsicy mis
oprasizailii MyJbTUILICEPHOTO B3aemojii B irpax. CepBep mnpuiimMae AaHi BiJ YCiX
KJIIEHTIB, OIIPaIlbOBYE ITPOBY JIOTIKY (HANPHUKIIAA, po3aady KapT, OHOBJICHHS CTaHy CECii,
PE3yNIbTaTH TOJIOCYBaHb) Ta IOBEPTAE CHHXPOHI30BaHI OHOBJICHHS BCIM yYaCHUKaM TpH.
Ile mo3Bosisie 3a0e3MEUUTH TMOCIIJOBHICTb BHUKOHAHHS ITPOBUX MO Ta YHUKHYTH
PO30DKHOCTEH Yy B1IOOpaKeHHI CTaHIB I'PHU Ha PI3HUX MIPUCTPOSX.

Jlns 30epiranHs Ta 0OpoOKM IrpOBUX JaHUX (KapTKU Mpodeciii, XapaKTEPUCTHK,
MO TOIIO) BUKOPUCTOBYEThCS BOymoBaHa cuctema ScriptableObject y Unity, sxa
JIO3BOJISIE 30€piraTy HajaIlToBaH1 00’ €KTH 0€3 BUKOPUCTaHHS 30BHIMIHIX 0a3 manux. Lle
3a0e3mnevye BUCOKY MTPOYKTUBHICTH 1 MIHIMAJIbH1 3aTPUMKH M1 9ac JOCTYITY JI0 IFPOBUX

TaHUX.
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KnieHT Unity —_— Mepexa —_— Photon Cloud

IpaBeub

ScriptableObject

Puc. 3.1 [Jiarpama po3ropTaHHs KIi€HT-CEPBEPHOI MO

3.2 ApxXiTeKTypa KJII€HTCHKOI YaCTHHHU

Kmientceka wactuna tpu «Survive After The Apocalypse» mnobymoBana 3a
KOMITOHEHTHOIO CTPYKTYpOIO, Ji¢ KOXKEH €JIEMEHT BIAMOBiJa€ 3a KOHKPETHHHA aCIEKT
byHKIIOHYBaHHSA 1rpoBOTO mporiecy. Lle 1o3Bomse 3a06e3neunTit MOAYIBHICTh CUCTEMH,
MOJICTIIYE TMIATPUMKY Ta PO3IIUPECHHS MPOEKTY.

OmHuM 13 KJIIOYOBHUX KOMIIOHEHTIB € MEHEKEp KIMHAT, SKHH BIAMOBIiZaEe 3a
CTBOPEHHS ITPOBUX CECId, MPUETHAHHS TPABIIB /10 HASBHUX KIMHAT 3a JIOMIOMOTOIO
YHIKQJIbHOTO KOJy, @ TaKOX 3a OpraHizallil0 BUXOJAy T'paBliB 3 irpoBUX KiMmHaT. Llei
MOJYJIb 3a0e3Medye JIOTIKY BIAKPHUTTS Ta 3aKPUTTA KIMHAT 1 MEPEBIPKY TOCTYITHOCTI
MIKIF0YEHD 10 HUX.

HacTymHuUM Ba)KJIMBHM €JIEMEHTOM € MEHEIDKEp KapT, SKUH BHKOHYE (YHKITIi
JUHAMIYHOTO 3aBaHTaXeHHs mpedaliB KapTOK TMEPCOHaXIB, i1X BIACTUBOCTEH 1
MOJAJBIIOr0 BUBEJICHHS Ha IrpoBe MmoJie. Y IbOMY MOJYJl peali30BaHO B3a€EMOJIIO 3
cucteMoro ScriptableObject, 110 703B0JIsIE OTIEPATUBHO MMiIBAHTAXKYBATU J1aH1 KapTOK 13
3a37aJIeTiIb CTBOPEHUX KOHDIrypamiitHux (ailsiiB mpoeKTy.

3a BIACTEXKEHHS CTaHy TPAaBIlIB, 1X MIJKIIOYEHHS Ta BIAKIIOUEHHS Bl 1rPOBOI
KIMHATH BIJIOBIJIa€ MEHEKep I'paBIliB. BiH Beie 00JI1K aKTUBHUX YYaCHUKIB, (DIKCYE 1X
CTaTyCcu Ta 3a0e3lnedye akTyajdbHy CHHXpOHI3aIlilo IIi€i iHdopMalii 3 CepBEpPHOIO
4acTUHOIO Tpu. Takox 1eil Moayinb KOOPAUHYE BiOOpakeHHs 1H(GOpMaIlii Mpo TpaBIliB

y KOPUCTYBaIbKOMY 1HTEep(]eiici.
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BaxnmuBy ponbs y 3a0e3nedeHHi Oe3mepeOidHOTrO irpOBOTO MPOIECY BUKOHYE
MeHeKep (a3, SKUH KOHTPOJIIOE Mepexin MK (a3amMu TpH, BIIKPUTTS KapToK,
opraHizaiiro OOroBOpeHb Ta IPOBEICHHS TroyiocyBaHb. (CamMe Iiei KOMIIOHEHT
BIJICTTIZTKOBYE, SIKa TMOJis IOBUHHA BiIOYTHCS HACTYITHOIO, KEPYE MOCIIJOBHICTIO il Ta
HAJICWJIa€ KOMAH/IA Ha CEpPBEP M1JIsi BUKOHAHHS BINOBIAHUX MPOLIEAYD.

Oxpemo cnij BUuaAUMTH iHTEepdeic kopucryBaua (Ul), sikuil peanizoBanuil uepes
KaHBacHM Ta creriami3oBani mnpedadbu. [lg vactmHa BignoBigae 3a BimoOpaKeHHS
1H(popMaIlii Ha eKpaHi IpaBIsl, B3aEMOJIIIO 3 €JIEMEHTAMH YNPaBIIIHHS (KHOIKH, CIIHCKH,
MOBIJIOMJICHHSI) Ta OllepaTUBHE OHOBJICHHS BMICTY 1HTEp(eiicy B 3aJ€KHOCTI BiJl CTaHy
rpu. [Ipedabna cuctema 103BOJISI€ IETKO HAJAIIITOBYBATH BUTJISI 1 TOBEIIHKY €JIEMEHTIB

1HTEepdeicy, mo 3abe3neuye rHyYKIiCTh Ta 3pYUYHICTh aanTalii mijJ pi3Hi cleHapii rpu.

Unity Client

MeHepxepu IHTepdenc kopncTyBada

MeHep xep KiMHaF Ul Canvas

Ul Prefabs

MeHepxep Kap\

MeHenxep rpasjis—"

MeHenxep cba/ JIELT

:

ScriptableObject

FpaBe/u.b

Puc. 3.2 Jliarpama nakeTiB KJIIEHTChKOI YaCTUHU
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3.3 ApxiTeKkTypa cepBepHOI YaCTHHH

CepBepna yactuHa Ttpu «Survive After The Apocalypse» BukoHye (QyHKIIIIO
KOOpAMHALIIMHOTO ILEHTPY, SKuUK 3ale3meuye CTalOlIbHY B3a€EMOII0 MDK ycima
KJIIEHTaMH, CUHXPOHI3y€e IrpoBi MOIT Ta KOHTPOJIOE Tepedir irpoBux cecii. B ocHOBI
cepBepHOi JIoriku JexuTh XxmapHuii ceppic Photon Cloud, skuit 00poGmsie yci
T IKITFOYCHHS, TTO11 Ta MOB1IOMJICHHS B PETBHOMY Yaci.

Cepep npuiimae migkIIOYEHHS TPaBIiB A0 HAIBHUX KIMHAT, 3/11MCHIOE MTEPEBIPKY
YVHIKaJIBHUX KOJIB 1 Hagae aoctym jao rpu. Ilicims dopMyBaHHS ckiaay Y4YaCHHKIB
BiIOYBAEThCS PO3MOAUT BHUMAAKOBUX KApTOK MK TpaBmsiMu. [lpomec posmadgi
OpraHi30BaHO Ha CTOPOHI cepBepa 3a/Jisd 3a0€3MEUYCHHs] YECHOTO Ta HE3aJICKHOTO Bif
KIJIIEHTIB BUOOPY KapTOK.

Takox cepBep kKoopauHye a3y IFPOBOTO MPOIECY: MOYATOK TPH, POIKPHUTTS
KapTOK IPaBIliB, 0OTOBOPEHHS, TOJIOCYBAHHS 3a BUKJIIOUCHHSI, a TAKOXK 3aBEPILIEHHS cecii
32 yMOBaMHU TpaBWi. 3AIMCHEHHS TepexoaiB MK (a3zaMu CyNpOBOIKYETHCS
HAJICWJIAHHSM BIJIIIOBITHUX MOBIJOMJIEHb BCIM KIIIEHTaM, 1O J03BOJIIE CHHXPOHI3yBaTH
CTaH I'py B peaJIbHOMY 4acl.

[lepenada akTyaqbHOTO CTaHy I'pH BCIM MIAKIIOYEHUM KIIIEHTaM BiJOYBa€TbCS
yepe3 cucremy nonid Photon Events, mo 103Bojsie onepaTUBHO 1HPOPMYBaTH YCIX
rpaBLiB Mpo 3MiHY (a3, BIAKPUTTS KapT, Pe3yibTaTH TOJIOCYBaHb Ta BIAKIIOUYCHHS
rpaBiliB. CepBep CTEKUTH 3a Y3TO/HKEHICTIO JAHUX Ta KOPEKTHICTIO /i YCIX YYaCHHUKIB,
3ano0iralouyu BUHUKHEHHIO KOH(IIIKTHUX CUTYAIlIH.

OkpiM 11bOTO, CepBEpHa YacTHHA 3abe3reuye oOpoOKYy BHUXOJY TpaBIliB 13 IpH,
KOHTPOJIb JIOMYCTUMOI KUIBKOCTI MiJIKJIFOY€Hb Ta KOPEKTHE 3aBEPIICHHS IFPOBUX CECIH.
VY pasi BTpatu 3B’S3Ky 3 TpaBIleM, cepBep ad0 BigoOpaxkae Moro sik HEAKTUBHOTO, abo

3aBEPILYE CECII0 BIAMOBIIHO /10 I'POBUX MPABUIL
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Photon Cloud

CepBepHi KOMMOHEHTH IrpoBa norika

O6pobHMK NigKloYeHb

MeHemxep KiMHaT // KoHTposnep a3

CtaH rpu CuncTteMa rosiocyBaHb

Pospava kapTok

CuctemMa noain

KAieHTH \Mepema

Puc. 3.3 /liarpama nakeTiB cepBepHOi YaCTHHH

3.4 Opranizauis 30epiranasi irpoBux JaHHUX

Y mpoekti «Survive After The Apocalypse» 30epiranHst IrpoBuUX JaHUX
OpraHi3oBaHO 0€3 BHUKOPUCTaHHsS KJIACHYHOI CHUCTEMM YIpaBliHHA Oa3aMH JaHUX.
3aMICTh TPAJUIINHOTO MIAXOAY 3 PEIALINHOI CTPYKTYPOK OOpaHO CydacHY THYYKY
cucrteMmy Ha ocHOB1 ScriptableObject, 10 € BOy/10BaHUM MEXaHi3MOM ITPOBOTO PYIIIis
Unity. Takuii miaxig A03BOJISIE 3HAYHO ONTHUMI3yBaTH POOOTY 3 JaHUMH, CIPOILYE
aJIMiHICTPYBaHHsI KOHTEHTY Ta 3a0e3Meduye BUCOKY MPOAYKTHBHICTH il 9YaC BUKOHAHHS
TpH.

ScriptableObject siBisie cobor0 crnerianbHUN THIT cepiaii3oBaHUX 00’ €KTIB, sKi
30epiraroThes y BUMIIAAI OKpeMuX (hailyliB y MPOEKTI Ta HE MPUB’SI3aH1 1O KOHKPETHOT
CIIeHH YU 1rpoBoro 00’ekxra. I{i 00’ €KTH J03BOJIAIOTH IIEHTPATi30BaHO CTPYKTYPYBATH Ta
30epiratu iHGOpPMAIIO PO IrPOBI CYTHOCTI, Taki K KapTKH MEPCOHaXiB, Mpodecii,

CTaHIB 310poB’s1, (obiil, ocoducTux (akTiB 1 6araxxy. Bukoprucranas poro MexaHizmy
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7103BOJIsI€ €(PEKTUBHO KEPYBATH ITPOBUM KOHTEHTOM 0€3 3aJIy4€HHS 30BHIILIHIX CEpBEPIB
4y 6a3 IaHUX, 10 0COOIMBO BAXIIMBO AJI1 MYJIbTUILICEPHUX 170D, /1€ MIBUAKICT TOCTYITY
710 TAaHUX MA€ KPUTUYHE 3HAUYCHHS.

B ocHoOBI 30epiranHs irpoBUX JaHHX JIEKUTHh CTPYKTYpa, IO Mepeadayae moais Ha
okpemi kareropii. Jlo kokHOi Kareropii BimHOCIThCA 00’ektu ScriptableObject, ski
MICTSTh Habip mapaMeTpiB, 30KpeMa Ha3BYy, OMMHC, YHIKAIbHUNA 1ME€HTH(IKATOp, THUM i
JI0JJTaTKOBI BJIACTHBOCTI, IO BILUTUBAIOTh Ha mepedir irpoBoi cecii. Takum unHOM, TaHi
PO KapTKU 30€piratoThCs y CTPYKTYPOBAHOMY BUIJISIIL, JOCTYITHOMY JUISI 3aBaHTAKEHHS
y Oyab-sIKHiA MOMEHT TI1]] 9aC BUKOHAHHS TPH.

VYci 06’exktn ScriptableObject 00’ €THYIOTBCS Y KOJIEKITT — CITUCKH, SIKI MiCTSTh
Ha0lp KapTOK meBHOro Tuiy. Hampukian, okpemi cnMCcKd (QOpPMYIOThCS A KapTOK
npodeciii, ocobuctux dakris, GoOiif uu cTaHiB 370poB’s. [li cucKkn 3aBaHTaXYIOTHCS
miJ 9ac 3amycky rpu abo cTBOpeHHsI HOBOi cecii. Ilicas 3aBaHTa)keHHS AaHI KapTOK
BUKOPHCTOBYIOTBCS IIPOTATOM YCI€1 Ipu 0€3 10AaTKOBOT'0 JOCTYILY 10 30BHIIIHIX JKepe
1H(popmanii. Po3moain kapTok MIX I'paBIsIMU Ta BUOIp BUITAIKOBUX MOJ1M B110YBA€ETHCS
0e3MmocepeIHbO 3 IIUX KOJICKITIN.

JlonaBaHHST HOBUX ITPOBUX KapTOK JO MPOEKTY 3AIHCHIOETHCS OE€3M0CEPEHbO B
penaktopi Unity, ne po3poOHMK Ma€ MOMKIUBICTh CTBOPIOBATH HOBI 00’ €KTH
ScriptableObject, HanoBHIOBATH X MapamMeTpaMu Ta BKJIKOYATH J0 BIAMOBIHUX CIHUCKIB.
3unTyBaHHS JaHUX BIAOYBA€THCS IMiJI Yac 3aMyCKy MPOEKTY a00 CTBOPEHHS HOBOI
KiMHaTH. PenaryBaHHs BJIACTHUBOCTEH ITpOBUX 00 €KTIB MOXJIMBE JIMIIE Ha eTarl
PO3pOOKHU, IO rapaHTye MITICHICTh Ta HE3MIHHICTh ITPOBUX JAHUX Mij Yac BUKOHAHHS
cecli. Bunanenns a6o 3aMiHa KapTOK TaKOK BUKOHYETHCS BPYUHY B PEIIaKTOP1 MTPOEKTY,
110 3a0e3Meuye MOBHUNM KOHTPOJIb HaJl HAIIOBHEHHSIM IrPOBOTO KOHTEHTY.

[I{omo opranizariii B3a€MO3B’SI3KIB MK IAHUMH, TO 3aMICTh KJIACHYHUX BiJTHOCHH
THUITY «OJIMH JI0 OJTHOTOY, «OJMH JI0 0araThoX» 4 «0araTo 10 6aratbox», 0 XapaKTepHi
JUTSL pessiiiaux 0a3 TaHuX, y Tpl BUKOPUCTOBYIOThCS criucku ScriptableObject y kitacax

KEpYBaHHA CECIEI0 Ta CUCTEMI MEHEIKMEHTY KapToK. Bubipka moTpiObHOi kapTku abo
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noJii 3MIACHIOETBCSA 3a JOMOMOTIOI0 YHIKAJbHUX 11€HTHU(IKATOPIB Ta I1HACKCIB Yy
BIJIMOBIJTHUX CHHCKaxX. Taka MoOJeNb JI03BOJISiE IIBHJIKO OINpAallbOBYBAaTH JaHi, HE
BUTpAUYalOYH yac Ha 3alUTH IO CEPBEPIB UM OOPOOKY CKIIaTHUX 3aIHTIB.

Buxopuctanns ScriptableObject y nboMy mpoekTi Mae HU3Ky niepesar. [lo-niepie,
3a0€e3Mevy€eThCs BUCOKA MPOJYKTUBHICT 3aBASIKU JIOKAJIBHOMY JOCTYIY JO0 JaHuUX 0e3
HEOOX1MHOCTI HaJAcWUiaTH 3anmuTd Ha cepsep. [lo-mpyre, pecypcu cuctemMu
ONTHUMI3YIOTbCS, OCKUIBKHM JIaH1 3aBaHTAXXYIOThCS JIMIIE OAWH pa3 Ha MOYaTKy I'pU Ta
BUKOPUCTOBYIOThCS TPOTATOM yci€i cecii 0e3 moBTopHOTo 3uuTyBaHHA. [lo-Tpere,
aJIMiHICTPYBaHHSI KapTOK Ta irpOBUX MapaMeTpiB BiAOYBa€ThCs O€3MOCEPEHBO depes
penaktop Unity, 110 3HaYHO CIPOIIY€E MIATPUMKY HPOEKTY. OKpIM TOTO, TaKUW TMAXI[T
YHEMOXKJIUBIIIOE 3MIHY JJAHUX TPABISIMHU T11]T 4ac TPH, 110 M1ABHIIY€E Oe3MeKy 1 ITICHICTh
1CPOBOTO MPOIIECY.

Cepen IHImIMX TMepeBar BapTO BIJA3HAYMTH NPOCTOTY peamizamii Ta BHUCOKY
THYy4KiCTh. Jl0JJaBaHHS HOBUX KapTOK YU XapaKTEPUCTHK HE MOTpeOdye BHECEHHS 3MiH y
KOJIOBY 0a3y a00 CTpyKTypy 30epiranHs gaHux. Po3poOHUKY JOCTaTHHO CTBOPUTH HOBUM
00’exT ScriptableObject 1 BKIIOYUTH HOTO 10 BIJMOBIIHOTO CITUCKY.

Takum uymHOM, OOpaHa apxiTEKTypa oOpraHizallii IrpoBUX JaHUX JO3BOJIHIIA
3a0€3MeUYUTH ONTUMAIbHUN OallaHC MK MPOJYKTUBHICTIO, HAIIHHICTIO, O€3MEKO0 Ta
THYYKICTIO CUCTeMH. BoHa 103BOJIss€ €PEeKTUBHO KEPyBaTH KOHTEHTOM TPH, CIPOIILYE
PO3pOOKY 1 PO3IIUPEHHS TPOEKTY, a TAKOXK rapaHTye CTa0LIbHY POOOTY MYJIbTUILICEPHOT
JacTHUHU 0€3 HEeOOXIHOCTI 3aJy4eHHsS CTOPOHHIX CEpBEPHUX pIIleHb JJi 30epiraHHs

JTaHUX.



33

4 PEAJIIBALISA TA TECTYBAHHA

4.1 {nu3aiin inTepgeiicy

VY npoekti «Survive After The Apocalypse» po3poOka muzaitHy iHTepdeiicy
KOpPHUCTyBada BUKOHYBaJacs 3a 1ornomororo rpadignoro pegakropa Adobe Illustrator. Ie
npodeciiiHe cepeIoBUIIE JIJIsi CTBOPEHHS BEKTOPHOI rpadiku, sIKe 103BOJISIE CTBOPIOBATH
a/laliTUBHI Ta SIKICHI MakeTu 1HTepdelciB st 1u(POBUX 3aCTOCYHKIB Ta irop.

Ha eramni npoextyBanHs iHTepdelicy rpu 0ysio po3po0aeHO KOMIUIEKC MaKeTiB, 110
JeTaJIbHO B1J00pa)KalOTh CTPYKTYPY OCHOBHHMX €KpaHIB Ta JIOTIKY B3a€MOJIi rpaBIs 3
cucremoro. OCHOBHA yBara IpH IIbOMY MPUALISAIACS CTBOPEHHIO 3pyYHOTO Ta €CTETUYHO
BUBAXXEHOTO 1HTep(eiicy, sikuit Ou ePeKTUBHO BUKOHYBAB CBOI (DYHKIIIT TPU OyIb-IKOMY
ClieHapii BUKOPUCTAHHS.

[Ipomiec nu3aitHy iHTEepdelicy BKIIOUYAB TaKi €Tau:

Ha nmouatkoBoMy etami OyJI0 CTBOPEHO 3arajbHUN KOHIIENT €KpPaHIB T'OJIOBHOTO
MEHIO, IrpOBOi KIMHATH, KAPTKOBHX I0JIIB, Ta rojlocyBaHHs. i bOTO Oy BU3HAYEHI
OCHOBHI1 KOJIbOPOBI NANITPHU, CTUJIb IKOHOTpad1KK Ta 3arajibHa Bi3yaJlbHa KOHIICTIIIS.

Ham 1as KOXHOro ekpaHy OyJio CTBOPEHO OKpeMuil apTOOpA, Ha SKOMY
pPO3MIITyBaIKMCS BC1 HEOOXIHI €JIEeMEHTH: KHOMKH, TEKCTOBI TOJISI, 1KOHKH, KapTKU
NEPCOHAXIB, TailMepu Ta [iajoroBl BikHA. Po3TamnyBaHHS O0O0’€KTIB Ha eKpaHi
BpPaxoBYBaJIO OCOOJIMBOCTI 0araToKOpUCTYBaIbKOI B3a€MO/I1, HEOOX1IHICTh HIBUIKOTO
JIOCTYITY 10 OCHOBHMX (DYHKIIi# 1 3py4HOCT1 HaBITaIlii mij] 4ac rpu.

JIns KapTKOBHUX TMOJIIB Ta MEHIO CTBOPIOBAIMCS OKpeMi BEKTOpHI mpedadbu 3
ypaxyBaHHAM ix MaiOyTHbpoi iHTerpauii B Unity. Takuil miaxid [03BOJMB IIBHIKO
aJlanTyBaTH €JIeMEHTH 1HTepdeicy 0e3 BTpaTH SIKOCTI MpU MacIlITa0yBaHHI.

Oxkpemo OyyH MArOTOBIEHI MAKETH ISl aHIMalli1 BIAKPUTTS KaPTOK, CIUTMBAIOYMX
MOBIJIOMJICHb TIPO TOJIOCYBaHHSI Ta BUOyBaHHsS rpaBiliB. lle mano 3mory 3a3panerian
CIUTAHYBATH CLIEHApPIi B3a€MO/I1i KOPUCTYyBaya 3 IpOI0 Ta 3MEHILUTH KUIbKICTh TPaBOK Ha

eTari iHTerpalii Tu3aifHy B pyIIii.
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3aBepIIaNbHUM €TaroM CTaja €KCIOopTallis MIATOTOBICHUX MakeTiB y (opMaTh
PNG nns momampmioro BukopuctanHs B Unity. Takox Oylo CTBOPEHO OKpeMmy

JIOKYMEHTAIIII0 3 OTIMCOM IIPU3HAUYCHHS KOYKHOT'O €KpaHy Ta B3aEMO3B’sI3KiB MK HUMU.

o ——

____Settings

o

Puc. 4.1.2 CtBopenni kaptu B Adobe Illustrator
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4.2 PeaJizanisl KJIi€CHTCHLKOI YaCTUHU

Jlnis peamizanii KJIi€HTChKOI yacTuHU Oyno obpano cepenosuiie Unity 2021 LTS
K ONTUMAJIbHY IJIaTPOPMY, 110 MOEIHYE MOTYKHICTh, KPOC-TIIAT(HOPMEHICTD Ta BETUKY
CIIUIBHOTY pO3poOHMKIB. Bukopuctanus mMoBu C# 103BOJWIIO peali3yBaTH CKIQJHY
JIOTIKY TPH, BPaXxOBYIOUHU ii CTPOTY THII3AIl0 Ta 00'€KTHO-OpieHTOBaHUM minxid. Jlis
MYJIBTUILICEPHOT CKJIaI0BO1 Oysia oopana 6i6mioreka Photon PUN 2, sxa Hajgae roToBi
pllIEHHsT JUIsi CUHXPOHI3allli IrpOBOTO TMPOILIECY MK KIIEHTaMH 4Yepe3 XMapHy
1H(PaCTPYKTYpY.

Takuit TexHoJOT1YHUMN cTek OyB 00paHuil yepes:

—Bucoxky nponykrusnicts Unity ans 2D/3D irop

—3pyuHy iHTerparito Photon ayis MynbTHILIEEpHUX pillIEHb

—MOKIIUBICTh KPOC-TIIAaTHOPMOBOI PO3POOKHU

—Benuky cniibHOTY Ta TOCTYIHICTh HABUYAJIBLHUX MaTepiasiiB

ApXITEKTypa MPOEKTY:

[IpoekT OyB oOpraHi3oBaHW 3a NPUHIUIIAMH KOMIIOHEHTHO-OPIEHTOBAHOTO
IN3aiHy 3 YITKOIO CTPYKTYpPOIO KaTaloriB:

— /Scripts - OCHOBHa JIOT1Ka I'py

— /Prefabs - mOBTOpHO BUKOPHUCTOBYBaHI 00'€KTH

— /Scenes - IrpoBI CLIEHU

— /Resources - ScriptableObjects Ta iH1I11 aceTu

— /Cards — iHdopmaris mpo KapTu

Ha nouaTtkoBomy etani Oyno cTBopeHo HOBui npoekT B Unity Hub, Bu3HaueHo
CTPYKTYpY KaTaJloTiB i 30€epeXeHHs CIIeH, CKpHITIB, pecypciB, Tmpedadis,
ScriptableObject Ta Ul-enemenTiB. Lle mo3Bonuio opranizyBatu poOOTYy HaJ MPOEKTOM
BIJIMOBIAHO JI0 Cy4YaCHUX MPAKTUK po3poOku Unity-irop.

OCHOBHMMHU KOMITOHEHTaMH KJIIEHTCHKOI YACTHHH €:

MeHemxep KiMHAT — BIJINIOBIJIA€ 32 CTBOPEHHS, IM1IKIFOYEHHS Ta BUX1J] 3 IFPOBUX

KiMHaT. Peanizye nepeBipKy KITLKOCTI TPABIlIB Y KIMHATI, JI03BOJIIE 00paTH 1M s TPaBIs
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Ta TEHEpPYy€e YHIKIbHUN KOJ KIMHATH. Takoxk 3abe3meuye 0OpOoOKYy BHHATKOBHUX
CUTYaIlli, HAaIIPUKJIaJl, TOBTOPHE MIIKJIFOYEHHS MICIIs BTpaTH 3’ €IHaHHS 200 CIIOBIIIEHHS
PO MEPENOBHEHHS KIMHATH.

Menemxkep rpaBiiB — 3a0e3nedye BIIACTEKEHHS CTaHy TpaBLIB Yy Cecii,
30€peKEeHHS IXHIX IMEH, CTaTyCiB, CTAHIB IMKJIIOUCHHS Ta PE3yJbTaTiB T'OJIOCYBaHHS.
Takoxx CHHXpOHI3Yy€e 1H(pOpMaIliI0 MIX yciMa KIi€eHTaMHu 3a jgonomoror PhotonView.
Kpim 1poro, BiAgmoBigae 3a Tmepedady MOBIAOMIIEHb TPO 3MiHY CTAaTyCy TpaBIls,
HAIPUKIIAJ, KOJU TPaBelb CTA€ XOCTOM a0 MOKUAAE TPY.

Menemkep KapT — BHKOHYE JHHAMIYHE 3aBaHTAKEHHS iIrPOBUX KAPTOK 3 JIAHUX,
K1 30epiratoTbes y BUrIsal ScriptableObject. [lani BkitoyaroTh mpodecii, ¢pooii, cranu
3I0pOB’sl, JOAATKOBI (akTH Ta 1HOII pHUCH TepcoHaxiB. Lle q03Bosis€e YHUKHYTH
BUKOPUCTAHHA 0a3 JaHWX, ONTUMI3YBaTH TMPOAYKTHBHICTh Ta  CHPOCTUTH
aJIMiHICTpYBaHHsSI TIPOEKTY. JI0JTaTKOBO crcTeMa KapT MiATPUMYE JIETKE PO3IIUPEHHS —
HOBI THITK KapT MOKHA J1oJaTH 0€3 3MiHH OCHOBHOTO KOJYy, TIPOCTO CTBOPHUBIIM HOBHIA
ScriptableObject.

Menemxep (a3 — ympaBisie 4eproBicTio (a3 rpu: cTapT, posmada KapTok,
BIIKPUTTSI  XapaKTEPHUCTUK, OOTOBOPEHHS, TOJOCYBaHHsS, BHOYBaHHS TpaBIIiB,
3aBepILICHHS Tpu. 3a0e3neuye 3MiHy CTaHIB I'PU y BCIX KJIIIEHTIB Ta Mepeaady KepyBaHHs
¢dazamu Mik rpaBisMHu. [lpu bOMY BHKOPHCTOBYIOTHCS HAJalITOBaHI TailMepu, IO
JI03BOJIIE AaBTOMATUYHO TNEPEXOJUTH MDK (a3aMu, HaBITh SKIIO XTOCh 13 T'PAaBIIB
3BOJIIKAE.

Intepdeiic kopuctyBaua (Ul) peamzoBano 3a monomororo Canvas Ta HaboOpy
npeda0iB, K1 BIANOBIAAIOTH 3@ BIJOOPaKEHHS ITPOBUX KapT, MEHIO KIMHAT, J1aJIOTOBUX
BIKOH T'OJIOCYBaHHS, JIOO1, 1 crioBimieHb. Lle 103Boise erko agantyBatu iHTepdeic mia
pi3H1 po3Mmipu ekpaniB. KpiMm Toro, 6yso BIpOBaIKEHO MIATPUMKY JIOKaJ13allii, 0 Ja€
3MOTy ITBUJIKO 3MIHIOBAaTH MOBY iHTep(elicy B HANAMITYBAHHSIX TPH.

Jst migkmoueHHs Ul ta irpoBoi JIOTIKM BUKOPUCTOBYBAJIMCS MEXaHI3MH MOJ1M
(Event System) ta generatiB C#. Lle mo3Bosnio 3a0e3MeUUTH YUCTY apXITEKTypy Ta

MIHIMI3yBaTH 3B’SI3HICTh MK PI3HUMH YaCTUHAMHU KOJTY.
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Im Project
+ -

Manager

[ Assets

& P hoton ‘ .

GameMan.. LobbyMa... MainhMen. N = Phatonba.

B Packages - Adanager/GameManager.cs

Puc 4.2.1 Ilpuxnazn ctpyktypu npoekty B Unity

Jlis epeKTUBHOTO YOPABIIHHA ITPOBUM IMPOLIECOM OyJI0 CTBOPEHO HU3KY
CHeIIa]li30BaHNX MEHEIKEPiB, KOXEH 3 SKUX BIAMOBIJAE 3a TICBHUU AaCIEKT
(GYHKI[IOHYBaHHS TPU:

— GameManager - HEeHTpaJILHUI KOOPAUHATOP, SIKUM KEpye OCHOBHUMU (ha3zaMu
irpoBoro mpoiiecy. BiamnoBijae 3a MoOCaiJOBHICTh CTaHIB I'pH (IIOYaTOK, po3jaya Kapr,
00TOBOPEHHS, TOJOCYBaHHsS, 3aBEPILICHHS), CHHXPOHI3aIlll0 IHMX CTaHIB MK yciMa
KJIIEHTaMU Ta 00pOoOKy mepexojiiB Mik (azamMu. KOMIIOHEHTa, JEKOPATOPH Ta JIOTIKY
KOMIIOHEHTA.

— LobbyManager - peanidye BCO JOTIKy pOOOTHM 3 IFPOBUMU KIMHATaMu.
3a0e3neuye CTBOPEHHsS HOBHMX KIMHAT, MIJKIIOYEHHS [0 ICHYIOYHX, TIEpPEBIPKY
JOCTYIHOCTI MICI[b, T€HEPALIII0 YHIKAIBHUX 1IEHTU(IKATOPIB KIMHAT Ta 00pOOKY MOIiH,
MOB'SI3aHUX 13 3MIHOIO CKJIaly YYaCHHKIB.

— PlayerManager - BiAcCTeXye CTaH ycCiX TpaBLiB y MOTOYHIN cecii. 30epirae
iH(pOpMaLllI0 MPO 1IMEHA YYaCHHUKIB, iXHI CTaTyCH, pe3yJbTaTH TOJIOCYBaHb Ta 1HIII
BaXXJIMBI JaHl. TakoX BIJAMOBIAA€E 3a CHHXPOHI3aIito 1i€l iHGopMalii MK KJIl€EHTaMH
yepe3 Photon.

— CardManager - ynpaBiisie BciMa acleKTaMH, MOB'sI3aHUMH 3 IrPOBUMHU KapTaMHU.

Bxumtouae 3aBaHTakeHHS JaHUX KapT 3 ScriptableObjects, CTBOpEHHs €K3eMILISIPIB KapT
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y TPpi, IX pO3MOJAUT MiX TpaBIsIMH, OOpPOOKY B3a€MOJIIi 3 KapTaMHu Ta BiJOOpaKEHHS iX

CTaHIB.

Room code:
Room_2682

Time 10 vote N s 30 GeK
Time 10 open card il 10cex

DiScussion time M i sesss— 60 CeK

Puc 4.2.2 Tllpuknan HanamrTyBaHb TP B 10001

Peanizariss OaraTtokopucTyBaubkoro pexumy B rpi "Survive After The
Apocalypse" 6yna mob6ynoBana Ha 6a3i Photon PUN 2, mo 3a0e3neunsio HaailiHy Ta
edeKTUBHY KOMYHIKaIIl0 MK Kii€eHTamMu. OCHOBHI aCIEKTH MEPEXeBOi B3aeMOIT
BKJIIFOYAIOTh!

CtBOpeHHs Ta MIAKIIOYEHHS 10 KiIMHAT. CrcTeMa JJO03BOJIsI€ TPaBLsIM CTBOPIOBATH
HOBI 1rpoBi KIMHAaTH a0o0 TpPHUEIHYBATHUCS 10 BXKe icHyrounx. KoxkHa KIMHaTa Mae
YHIKaJIbHUM 11eHTU(IKATOP, 110 TeHEPYETHCS aBTOMATUYHO, Ta MAa€ HANAIITYBAHHS:

— MakcuMalibHa KUTbKICTh IpaBIIiB

— InpuBinyansuuii ID

— Bubip taiimepin

CunxpoHi3allisi irpOBUX CTaHIB

JUis miATPUMKH OHAKOBOTO CTaHy IPH HAa BCIX KIIE€HTaX BHUKOPHUCTOBYETHCS
koMItoHeHT PhotonView, sikuii 103Bos€:

— BiacTexyBaTu 3MiHU MO3UIIINA 00'€KTIB

— CHHXpPOHI3yBaTH CTaH ITPOBUX €JIEMEHTIB
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— IlepenaBaTu KpUTUYHI MOJIT MK KJITIEHTaMHU

— KepyBaru BiacHicTio 00'ekTiB (object ownership)

Koxen cunxpoHizoBanuii 00'ekt Mae cBiii PhotonView ID nama TouHOi
1meHTu(IKaIi B Mepexi.

Bignaneni Buxnuku nporenyp (RPC)

JUist KpUTHYHMX TMOAIN, IO MOTpeOyIOTh MMTTEBOI peakilii BCIX KIIIEHTIB,
peamizoBano RPC-mexani3zmu:

— BianpaBka noBiAoMIIEHb PO MOYATOK/KIHEIb TPU

— CuHXpoHi3alis pe3yJbTaTiB rOJIOCyBaHHS

— O0po6Kka crienianbHUX MOIN (HATPUKIIA, BAKOPUCTAHHS KAPTOK)

— Haganus npaB aamiHicTpaTopa KIMHATH

RPC Buknuku 3a0e3nedyioTh HAAIHY JOCTAaBKY KPUTHYHO BaXKIUBUX
IIOB1JJOMJICHb.

Jls MiHIMi3aIlil 3aTPUMOK OYJIO BIIPOBAJKEHO:

— Komripecito MepexeBrux MakeTiB

— I[plopuresallito KpUTUYHUX MOB1IOMIIEHB

— OOMeXeHHS YaCTOTH CHHXPOHI3aIlll HEBAXKIMBUX 00'€KTIB

— KenryBaHHS MepeKeBHUX TaHUX

— IIporno3yBanns craniB (client-side prediction)

[atepdeiicna wactuna rpu "Survive After The Apocalypse" Oyna peanizoBaHa 3
IPYHTOBHUM MIiAXOJ0M 10 3a0€3IM€UeHHs] BUCOKOTO PIBHS F03a0UIITI Ta ONTUMAJIBHOL
npoaykTuBHOCTI. [Iporiec po3po6ku Ul BKITFOUaB KiJIbKa KIIFOUOBUX €TaIliB, KOKEH 3 TKHX
CIPUSIB CTBOPEHHIO 1HTYITHBHO 3PO3YMIJIOTO Ta TEXHIYHO JTOCKOHAJIOTO 1HTEpQEHCy:

Canvas sk OCHOBHMI KOHTEUHED

— lepapxiuna opranizamis Ul-eaemeHTiB

— Pozninenns Ha okpemi Canvas a1 pi3HHX €KpaHiB

— OnTuMizanisi peHAepUHry Yyepe3 MpaBUiIbHE HANAIITyBaHHS KOMIIOHEHTIB

— Buxopucrtannst World Space Canvas a1 irpoBux e€J€MEHTIB

— IIpedadbu UI-KOMNOHEHTIB

— CranzapTiu3oBaHi eeMeHTH iHTepdeicy (KHOMKHY, TaHe, MOB1IOMIICHHS)
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— MonaynpHa cuctema noOyn0BY CKIaJAHUX 1HTEp(eECiB

— [NapameTrpu3zoBani mpedadbu s JUHAMIYHOTO CTBOPCHHS

— Onrumizariis yepes MOBTOPHE BUKOPUCTAHHS

AJlaniTHBHI MaKeTH

— [linTpuMKa pi3HUX PO3IUIBLHUX 3AaTHOCTEH

— I'myuki cuctemu po3mileHHs eeMeHTiB (anchors, layout groups)

— JlunamiyHe maciradyBaHHS iHTepdecy

— OntuMizoBani rpaduuHi akTUBHU A1 pizHuX DPI

[Ticast 3aBepreHHsI pO3pOOKH BCIX OCHOBHUX CHCTEM I'pPH HACTyMae 3aKIIOYHUI
eTarl - 3aIyCK Ta KOMIUIEKCHE TecTyBaHHs mpoekty. Unity Editor Hagae moTyxHui Habip
1HCTPYMEHTIB JIJI1 BUKOHAHHS I11€1 3a1a4i.

Hume naBeneno expanti GopMu JEKIIBKOX CTOPIHOK KITIEHTCHKOT YACTHHH TPH.

Room code:
Room_8552

Lame Ssetiings

Puc. 4.2.3 Expanna ¢opma irpoBoro 10061

3opi cami novasu nnakaru. Te, WO CriepLly 34aBanocs LikaBuM aCTPOHOMIYHUM (hEHOMEHOM — CIaBKVMU, MEPEXT/IMBUMM CMIOTBOPEHHSIMIA
HaBKO/I0 fjaslekuX Cysip’iB — He3aGapoM nepeTBopUIIocs Ha MOTOPOLUHE r106abHe BraoBuLLe. Cama TkaHHA peasibHOCTI, 3aaBasiocs, novasa
po3niTaTVCh: KONLOPK NEPETIKanu OAVH B OAHOTO, rPasiTaLlis cTaBasia NPUMXINBON it HenepeabadyBaHo B OKpeMUX Micusx. LenoTu 3-3a Mex
6yTTs — He 311X iCTOT, & MPOCTO CUrHas BCECBITY, L0 PO3BA/IOETLCA, — 3BOANM GaraTbox 3 poymy. Byaisni ckpydyBanucs B HEMOX/MBI
TreoMeTpii, 3aKoHN hi3nkv NepeTBOPUNINCS Ha NPOCTi NPUMYLLEHHS!, & Cam FOPU3OHT Haye 3arvMHaBCs BCepe/uHy CBITy. BUXnBaHHS Nonsraio He y

60poTb6i 3 MOHCTPaMu, a y 36epexKeHHi po3ymy, KoM 3HalioMUiA CBIT PO3YMHSIBCS B XaOTUYHOMY, MPEKPAcHOMY i1 aBCOIOTHO HY)KOMY Mapesi.
KoxeH CBiTaHOK NPUHOCKB HOBE, NPUrO/IOMLLNIUBE NEPeTBOPEHHS naHAwadTy, HOBUIA yaap no Big4yTTaMm i Ayuwi. MoBITPA noTpickyBaso Bifg
€eHeprii, Aka BifguyBanacs BoAHOYAC CTapoAaBHbLOIO i 30BCIM HOBOIO, @ 3eMNA Nif Horamy GinbLue He Gyna HafiliHoK — BoHa Moria 6yab-AKoT MUTI
3HVKHYTV @60 3MiHnTHCA. Ti, XTO 36epiraB posym, roBOPUW, L0 6a4nIv Kpidb TPILLWHN CBIiTY, 3a31paioyn y Bi3il YNCTOrO, HEOBMEXEHOTO Xaocy un
CMOKIliHOTO, HEMOX/TNBOTO MOPAAKY, L0 KUAANM BUK/IVK JIOACEKOMY PO3YMIHHIO. BUK/NK NONIATas y TOMY, W06 BUXUTY B LibOMY HOBOMY, M/IMHHOMY
iCHyBaHHi, ile nam’siTb i CNPUIHATTS NOCTIiHO BUNPO6GOBYBa/ICH, A EAVIHA BMEBHEHICTb Gynia B TOMY, L0 BNEBHEHOCTI BiflbLUe He iCHYE.

Puc 4.2.4 Tlanens 3 oniMcoM anokamincucy
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Puc. 4.2.5 Expanna hopMma irpoBoro mporiecy

4.3 Peanizanisi cepBepHOi YaCTHHH

VY mpoexti «Survive After The Apocalypse» cepBepHa "yacTMHaA peayli3oBaHa 3a
nomoMoror xmapsoi iHGpactpykrypu Photon Cloud ta 6i6miotexkn Photon PUN 2,
iHTerpoBanoi 6e3nocepennro B Unity. Lle mo3Bosisie 001MTH HEOOX1IHICTh CTBOPEHHS Ta
HAJAIITYBaHHS OKpPEeMHMX cepBepiB abo cucrteM yIpaBiliHHS 0a3aMu J1aHUX,
3a0€e3IeuyoUur BCIO MEPEKEBY B3aEMOJI1I0 MK IpaBIsIMU uyepe3 xMapHuii cepsep Photon.

[Iporec peanizaiiii cepBepHOi YaCTHHU CKJIaJaBCs 3 JCKUIBKOX €TarliB;

Ha mouatkoBoMy ertami Oyno 3apeecTpoBaHO OOJIIKOBUUM 3amuc Ha IaTdopmi
Photon Engine, cTBOpeHO mpoekT Ta 3reHepoBaHo YyHikambHH Photon App ID. Ilei
17IeHTU(PIKATOp BUKOPUCTOBYETHCS UI MIJKIIOYEHHS KJIIEHTIB O ITPOBUX CeECiil uepes
xMmapHi cepepu Photon.

V¥ Unity BctanoBsieHo Ta niakirodeHo naket Photon PUN 2 3 Asset Store. Jlam y
HanamTyBaHHsIX PhotonServerSettings Oyno 3agaHo mapaMmeTpu TIAKIIOYEHHS [0
cepBepiB, OOMEKEHHS KIJIbKOCTI TPaBIliB y KIMHATI, TAMMAyTH OYIKYBAaHHS Ta PEXKUMU
BIJTHOBJIEHH cecli.

OcHoBHI (DyHKIIIT CEpBEPHOT YaCTHHH:
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— [ligkmroueHHs rpaBLiB 10 iIrpOBUX KIMHAT. [ paBellb MOke CTBOPUTH KIMHATY ab0
IpUETHATHCS 10 ICHYIOUO] 3a YHIKaJIbHUM K00M. Photon aBToMaTuyHO pe3epBye CIOTH
Ta CIIOBIIIAE MPO MPUETHAHHS 1HIIINX IPaBIIIB.

— CTBOpeHHs Ta PO3MOALT KapTOK rpaBisiM. Ha mouatky rpu aamiHicTpaTop
KIMHATH 1HIIIIOE pPO3Jady KapTOK, SKI BHUIIAJKOBO OOHMPAIOTHCS 13 3a37ajerijib
niarotorieHux ScriptableObject. Po3moiii kapT CHHXPOHI3YEThCS MIXK yciMa KITI€EHTaMU
yepe3 PhotonView 1 RPC-metoam.

— KonTposb a3 rpu. Menemxkep ¢a3 BiICTEKYE CTaH I'PU Ta 1HILIIOE MEPEXis 10
HACTYITHOTO €Taly: po3jada KapTOK, BIAKPUTTS XapakTEpUCTUK, OOTOBOPEHHS,
TOJIOCYBaHHSI Ta BU3HAYCHHS MEPEMOXKIIL. 3MIHU (a3 BIANPABISIIOTECA BCIM KIIIEHTaM
yepe3 Mepey 0JJHOYACHO.

— Ilepenaya axkTyaiabHOro cTaHy Ipu MK KiieHTamu. KirodoBi 00’€KTH, IO
noTpeOYyIOTh CUHXpOHI3alii (rpaBli, KapTKH, TOJOCYBaHHS), MalTh KOMIIOHEHT
PhotonView, sikuii 3a0e3neuye iX akTyaabHUN CTaH Ha BCIX MPUCTPOSIX.

— OOpoOka BIIKJIFOYEHHS TPaBIliB. Y pasi BUX0ay a00 BTPATH 3B’SI3KYy 3 OJHUM i3
IpaBIiB CHCTEMa AaBTOMATUYHO BUAAJISE€ HOro 31 CNHCKY AKTUBHMX ydacHHKIB. ['pa
MPOJIOBXKYETHCS 0€3 MOTpedu rnepe3aBaHTaKCHHS JIs 1HIITUX.

— KepyBanns 3aBepienssm cecti. [Ticnst BuOyBaHHS HEOOX1AHOI KITLKOCTI I'PaBLIiB
CUCTEMA 3aBepIIye TPy, HAJACUIAIOUM BCIM KIIIEHTAM KOMaHy MPO 3aBEPILEHHS Cecii Ta
BiJIOOpayKEHHS PE3YJIbTATIB.

Buxopucrannss Photon Cloud no3Bonmno 3a0e3neunTd BUCOKY CTaOUIbHICTD,
MIHIMQJIBHAN Yac BITYKY Ta CHHXPOHI3AINIO ITPOBUX JAaHUX y PEKUMI PEATHHOTO Yacy
JUIsl BCIX rpaBIiB. Takuil MiaxiJ 3HAYHO CIPOCTUB PO3POOKY OAraTroKOpPUCTYBAIbKOi
apXITEKTypu Tpu, 3a0€3NEUUBIIM HAAIMHICTh Ta MACIITA0OBAHICTh MPOEKTY «Survive
After The Apocalypse».

Hpyrum KpoKoMm Tij 4ac peasizalilii cepBepHOi YaCTUHU OYJI0 CTBOPEHHS CUCTEMHU
00poOKkM TOAI Ta MepexkeBoi cuHXpoHizalii B Mmexax Photon PUN 2. 3amicth
BUKOPHUCTAaHHS OKPEMHUX CEPBEPHUX JOJATKIB UM CUCTEM YIIPABIIHHS 0a3aMu JaHUX, YCi
MEXaH13MHU B3aEMO/I11 MiXK KJIIEHTaMU peasizoBaHi 0e3nocepeanso B Unity 3a J0mOMOT010

Photon Cloud.
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VY Unity Oyno ctBopeHO okpemuii karanor /Scripts/Manager/PhotonNetwork, y
SIKOMY PO3MIIIEHO CKPHUIIT JJii pOOOTH 3 MIAKIIOUEHHSM IO CEPBEPY, YIPaBIIHHAM
KiMHaTaMu, 0OpoOKOIO CTAaTyCIB IPaBIliB Ta CHHXPOHI3AI[I€0 ITPOBUX 00’ €KTIB.

OCHOBHI KOMITOHEHTH L1€i CTPYKTYpHU:

— LobbyManager.cs — BI/IIIOB1JIa€ 32 CTBOPEHHS, PUETHAHHS Ta BUX1]1 13 IrPOBUX
KiMHaT. Bu3Hauae MakcuManbHY KUIBKICTHh I'PaBIIB y CecCli, TeHEpye YHIKaIbHI KOJIU
KIMHAT Ta KOHTPOJIIOE CTaH IMiKIIOYCHHS KOPUCTYBAYiB.

— GameManager.cs — peajizye CucTeMy yrnpaBiaiHHS (pa3amu rpu: CTapT, po3aadya
KapT, BIAKPUTTS XapaKTEPUCTUK, FOJIOCYBaHHs, BUOYBaHHS IPABIIIB Ta 3aBEPILICHHS TPU.
da3u cUHXPOHI3YIOThCA MIXK yciMa rpaBlsMHu 3a gornomoror RPC-meroais Photon.

— Player.cs — MicTUTB JIOTIKY J1s 30€piraHHs 1 CHHXpOHI3allli JaHUX PO I'PaBLiB:
IMEeHa, CTaH MIAKII0YEeHHS, aKTUBHI CTaTYCH Ta Pe3yJIbTaTH TOJI0CYBaHHS.

— DeckManager.cs — BiANOBIa€ 3a T'EHEpallil0 BUIMAIKOBUX KapTOK 13
BUKopucTaHHAM ScriptableObject, ix BigoOpakeHHs Ta CHHXPOHI3all1l0 MK I'PaBLSAMH.

— PhotonNetwork.cs - 00po0nse momii MAKIIOYEHHS, BIAKIIOYCHHS TPaBIIiB,
BUXOJ1y 13 cecii Ta HaJICUJIaHHS aKTyaJlbHOTO CTaHy T'PH.

Bcio wMepexeBy B3aemomiro 3abesnedeHo kommoHeHTamu PhotonView 13
NPUB’SI3aHUMU 1IeHTU(IKATOpaMH JiJIsi KOHTPOJIIO CTaHy irpoBux 00’ekTiB. Ilepemaua
JaHUX MK KiieHTamu BUKOHYeThCsl yepe3 Photon RPC (Remote Procedure Call), mo
JI03BOJISI€ BUKJIMKATH METOJU OJJHOYACHO Ha BCIX MPHUCTPOSIX y CEcCii.

TakuM YMHOM, CTPYKTypa IMPOEKTY TMOOYy/IOBaHa HAa OCHOBI MEPEKEBHUX
KoMrioHeHTIB Photon 1 3a0e3meuye TOBHY CHHXPOHI3AIIO ITPOBOTO TMporecy 0e3
BUKOPHUCTAHHS KJIACUYHUX CEPBEPIB Uu 0a3 JaHUX.

TperiMm KpokoM OyJi0 CTBOPEHHO peajizyBaHHS CUCTEMHU 30epiraHHsl IrPOBHX
nanux. Y mpoekti «Survive After The Apocalypse» 3aMicTh TpaguiliiHO1 0a3u JaHUX
BUKOPHUCTOBYEThCS CTPYyKTypa ScriptableObject — cnenianbuuil THn 00°e€kTiB y Unity,
10 J103BOJIsi€ 30epiratu cepiayii3oBaHl JaHl y BUTJIAI okpeMux (ailmB y mpoekTi. Lle
pieHHs 3a0e3neuye eHTpaIizoBaHe, MBUAKE Ta ONTUMI30BaHe 30epiranus iHdopmarrii
PO ITPOB1 KAPTKHU Ta CYTHOCTI.

J1J1st KO’KHOT KaTeropii TaHux CTBOPEHO okpemuii kiac ScriptableObject:
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— CardData.cs — MICTUTh JaHl PO KOHKPETHY KapTKy: Ha3BY, OMHC, KaTErOPit0
(mpodecis, pobis, X001 TOII0) Ta HapaMeTpU BILTUBY Ha Ipy.

— CardDisplay Interactive — 30epirae cnmcok ycix JOCTYIHHX KapTOK MEBHOTO
TUITY, T03BOJISIIOYM BUKOHYBATH BHOIPKY 200 paHOMI3allilo IiJl YaC CTBOPEHHS 1rpoBOi
ceclii.

Jlani penaryroTbes Oe3mocepeanbo B Unity Editor depe3 iHcmekTop, 110
3abe3mnedye 3py4yHICTh aAMIHICTpYBaHHS KOHTEHTY. lle mo3Bojsie po3poOHUKY JIETKO
J0/1aBaTy, 3MIHIOBAaTH YU BUJAISATH KapTKU 0e€3 3MiHM KOJy Ta 0€3 BUKOPUCTAHHS
30BHIIIHIX CEpBEPIB UM 0a3 NaHUX.

YeTBepTHM KPOKOM i1 Yac peati3allii CepBEpPHOI YACTHHH CTajl0 BIIPOBAKCHHSI
cucTeMu KepyBaHHA HeirpoBumu nepconaxamu (NPC), siki aBTOMaTUYHO AOJAIOTHCS 10
ITPOBUX CECii y BUMAJKaX, KOJU KUIBKICTh pEaJbHUX TPABIIB € HEIOCTATHHOIO JIJIS
KOPEKTHOTO (DYHKIIIOHYBAaHHS IrPOBOTO MPOIIECY.

Ie pimenHs 103BOJIsIE€ 3a0€3MEUUTH CTA0TBHY pOOOTY IpH 3a OYIb-SIKOTO CKJIaTy
TPAaBIliB Ta YHUKHYTH 3PUBIB CECiil uepe3 HeCTady YUaCHHKIB.

NPC peanizoBaHi sK TMOBHOLIHHI TpaBlll, fKI MarOTh YCl HEOOXiAH1 IrpoBi
aTpuOyTu: Hablp KapTOK, 1M’sl, CTAaTyC MiAKIIOUEHHS Ta MOXJIHUBICTH OpaTH ydacThb Y
rOJIOCYBaHHSX 1 BIAKPUTTI xapakTepucTuk. B ocHoBi joriku NPC 3aknaneHo tpu pi3Hi
THUIOHU ITOBEIIHKOBUX MOJIEJIEN:

— ArpecuBnnii (Aggressive NPC) — cxunbHu# 10 KOHGIIKTHOT MOBEIIHKH, YaCTO
rOJIOCY€E MPOTHU TPABIIIB 3 CHIILHUMH Y1 CTPATET1YHO BaXKJIMBUMHU XapaKTEPUCTUKAMH.

— Jlpyxniit (Friendly NPC) — mnparne miarpumyBaTd cCiaOmiux TpaBIliB Ta
YXUJIETHCA B1JI KOH(IIIKTIB, TOJOCYIOUH MEPEBAKHO 3a 30epeKeHHST HEUTpATIbHUX a00
KOPUCHUX YYACHHKIB.

— Jlosmpauit (Loyal NPC) — mnpwmiimae pimieHHs, OpIEHTYIOUMCh Ha 3arajibHy
BUTIJHICTD JIJIsl TPYIIH, BPAXOBYIOUH KIJIBKICTh YK€ BIIKPUTUX KapPTOK, IOTOYHI (pa3u rpu
Ta CIIBBIAHOLIEHHS MpoQeciii 1 HABUYOK CEpeJl IPABIIIB.

NPC iHTerpyoThcsi B TIpy Ha e€Tali CTBOPEHHS KIMHATH, SKIIO KUIBKICTh
MIJKIIOYEHUX KOPUCTYBAdiB HE BIAMOBIIA€ MIHIMAJIBHOMY YU ONTUMAJIBLHOMY CKJIAIy

JIA TOYaTKy cecii. IXHS B3aeMopis 3 IHIIMMH TpPaBIIMH CHHXPOHI3YeThCA depes
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mepeskeBi Bukimku Photon RPC, a pimenHst mpo roiocyBaHHsS Yd BIAKPUTTA KapTOK
NpUIMAaIOThCSI HA OCHOBI CKPUNTIB 3 MOMEPEIHbO BUBHAYCHUMH 111a0JIOHAMU TTOBEIIHKH
Ta BUMAAKOBUX (haKTOpIB, IO 3ade3rnedye BaplaTUBHICTh Ta HemNepea0adyyBaHICTh
1rPOBOTO TIPOIIECY.

Peamizamist NPC no3Bosmia:

— ["'apanTyBaTu NOBHOILIIHHY I'py 32 HECTayl I'PaBIIiB.

— YPpi3HOMaHITHUTH ITPOBI CLIEHAPIi Ta MPUMHATI PIIICHHS.

— 3a0e3neunTy MOCTINHY JUHAMIKY I'pH 0€3 3aTPUMOK Ha OUYIKYBaHHS 10JaTKOBUX
KOPHCTYBayiB.

Takum umHOM, 1HTerpaitis cucremu NPC crajma BaXKJIMBHM €TaloM peai3aliii
OaraTokopucTyBaIbKoi apxiTekTypu rpu «Survive After The Apocalypse», 1o 103Bossie
HiATPUMYBATH CTaOUIbHY Ta IIKaBY IFPOBY CECii0 3a OyAb-IKHUX 00CTaBUH.

[’sTuit KpoK po3pOOKM CEpBEPHOi YACTUHU TMOJSATaB y CTBOPEHHI CHCTEMH
00OpOOHMKIB ITpOBUX MOJIM, 10 3a0e3medye CUHXPOHI3AII0 CTaHIB TPU MK ycima
ydyacHHKaMH cecii B pexumi peanbHoro uacy. Ockinibku rpa «Survive After The
Apocalypse» € 6araTokOpuCTyBallbKOIO MEpExkero, Mo0ya0BaHOI0 Ha TexHoJorii Photon
PUN 2, B3aemojis MiX KITI€HTaMH Ta OOMIH IrpoBOIO 1H(GOPMAIIE 3IHCHIOETHCS
HUIIXOM BUKIMKY Bigganenux npouenyp (RPC) ta oominy noaisimu (RaiseEvent) uepes
Photon Server.

Ha nipomy erami 6yio peanizoBaHO HU3KY OCHOBHUX 0OpOOHUKIB, cepesl AKHUX:

— IligknroueHHsl Ta BUXiA TpaBls 3 KIMHATU — Y MOMEHT BXOJy TpaBellb
PEECTPYETHCS y CIUCKY aKTUBHUX KIIIE€HTIB, OTPUMY€E YHIKAIbHUH 171eHTU(IKATOP, HAOIp
ITPOBUX KapT Ta CTaTyc. Y pasi BUXOJY — IHII TPaBIill OTPUMYIOTh CIOBIIEHHS, a
CHUCTE€Ma aBTOMATHUYHO aJanTy€e IrPOBY CECIIO.

— Ilepenaua Ta po3nonin kapTok — 3a gomnoMoror Photon RPC Buknmkaerbcs
(GyHKILIS PO3MOJILTY BUMAIKOBUX KAPTOK MIXK IpaBLSIMH, sIKa B1JOYBAa€ThCA OJTHOYACHO HA
Bcix kiieHTax. KapTku 3aBaHTaxyroTbes 13 ScriptableObject Ta mpuB’s3yroThesl 10
BIJIMOBITHOTO TPABIIAL.

— VYopaBniHHsg ¢dazamMu rpu — TMICAsS 3aBEepLIECHHS NEBHOI (a3u (BIAKPUTTS

XapaKTEPUCTHK, OOTOBOPEHHS, TOJIOCYBAaHHS, BUOYTTS TpaBIls) CUCTEMA 32 JIOMIOMOTOIO
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BukimkiB PhotonNetwork.RaiseEvent moBimomisie BCiX y4YacHHKIB TIPO TEPEXil 110
HACTYMHOTO cTany. L{e 703B0oJIsIE BCIM KITIEHTaM MUTTEBO OHOBUTH CBOI JIOKaJIbHI JIaHi Ta
B1JIOOpa3UTH aKTyaJbHUN CTaH TPH.

— l'onocyBanHs Ta BuOip KaHAMIATIB Ha BUOYTTS. — IiJ] 4ac TOJIOCYBaHHS KOXKEH
KJIIEHT Hajcuiae cBil BuOip 3a qonomororo Photon RPC, micins yoro cepBepHa yacTuHa
00po0sie TOJOCH, TIApPaxoBye€ pe3yJbTaTH Ta TNepedae iX YciM KIIEHTaM IS
CUHXPOHHOTO BIZJOOpa)KEHHS pe3yibTaTiB.

— VYopasainag NPC — y pa3i HeZoCTaTHbOI KUIBKOCTI TpaBliB CHCTEMa
apromatuyHo gogae NPC 3 3aganumu Ttumamu noBedinku. [loBeminka NPC
BU3HAYAETHCSI QJITOPUTMIYHO, HAa OCHOBI 3a3jalierifp 3aknaneHux 1mabmoHiB. NPC
MOYTb TOJIOCYBATH, BIJIKpUBATH KapTKH, OpaTH y4acTh y BUOOpPI I'paBIliB HAa BUOYTTS Ta
B3aEMOJIISTH 3 THITMMHU YYaCHUKAMH TPU BIJMOBITHO J0 3aJaHOTO CTUJIIO (arpeCUBHUIA,
TPY>KHIH, JIOSJIbHU ).

OcTaHHIM KpOKOM cTaJia 301pKa Ta TeCTyBaHHS MPOEKTY B cepeoBuiil Unity

[Ticnst 3aBepiieHHs PO3POOKH OCHOBHUX CHCTEM KIIIEHTCHKOI Ta CEpBEPHOI YaCTHH
rpu «Survive After The Apocalypse», BIpoBaKeHHsI MepexKeBUX OOPOOHMKIB TOJIIN,
cuctemu NPC, menemxepa (a3 ta inrerpairii 3 Photon PUN 2, pinanpaMM eTamom ctaio
TECTyBaHHS MOBHOI Mpane3aaTHocTi mpoekTy B cepenoBuull Unity Editor Ta ctBopeHHs
301pKH 17151 (PIHATIBHOTO TECTYBaHHS B PEAIbHUX yMOBaXx.

Ha nipomy erami 6ysi0 BUKOHAHO:

— IlepeBipKky KOpPEKTHOCTI B3aeMOJIi MK ycima kiieHTamu 4yepe3 Photon Cloud.
[TpoBoummMCst TECTOBI cecli rpH 3 PI3HOIO KUIBKICTIO TPaBIIIB JIJIs1 BUSIBJICHHS MOXKJIMBHUX
MOMMWJIOK CHHXPOHI3allii Ta 3aTPUMOK OHOBJICHHSI CTaHIB.

— TecryBanns mnoBeminku NPC y cleHapiix HENOBHUX IrpOBUX JOOL.
[lepeBipsimucss BCl TpuU MOJENl TMOBEIIHKH (arpeCUBHUM, APYKHIN, JOSUIbHHI) Ha
a/IeKBAaTHICTb T'OJIOCYBaHHS, BIIKPUTTS KapT Ta IPUUHATTS PillICHb.

— Hamaromxennst Ul nnst pi3HMX PO3AUIBHHUX 34aTHOCTEW €KpaHIB Ta (OopMartiB
BioOpaxkeHHsa. OcoOJIMBY yBary MpUAUTHAIN BiTOOPaXKEHHIO KAPTOK MIEPCOHAXKIB, MEHIO

roJIOCYBaHHS, MOBIIOMJIEHB MTPO 3MIHY (a3 rpu Ta (HiHAIBHOTO €KpaHa PE3yNbTAaTIB.
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— OnTumizanis 3aBaHTaxXeHHs pecypciB. [lepeBipsiucs yacu 3aBaHTaKEHHS CIIEH,
MiJBaHTaXXEHHS KapToK 3 ScriptableObject Ta yac BiAryKy Ha irpoBi mo/ii, 30KkpeMa Ha
J1i TUITY TOJIOCYBaHHS, MIIKJIIOYEHHSI HOBOT'O TPaBIIsl Ta 3aBEPILICHHS Cecli.

— CtBOpeHHs (iHAIBHOI 301pKHU TPH 3a TONOMOT0I0 1HCTpyMeHTiB Build Settings y
Unity. 36ipky OyJI0O MPOTECTOBAHO Ha PI3HUX MPUCTPOSAX IS BUSBICHHS MOXKIUBUX
po01eM NpOAYKTUBHOCTI Ta CYMICHOCTI.

Lle#t eTan JO3BOJIUB OCTATOYHO MEPEKOHATUCS Y IPALIE3IaTHOCTI BCIX MEXaHIK TP,
CTaOUIBHOCTI MEPEKEBOTO 3’ €JTHAHHS, KOPEKTHOCTI CUHXPOHI3allil JaHUX MIXK TPaBISIMU
Ta

NPC, a takox y BIZICYTHOCTI KPUTHYHUX MOMUJIOK y KJIIEHTCHKIM Ta cepBEpHiit
gacTHHax MpoekTy. [licis 3aBepIieHHs BHYTPINIHBROTO TECTYBAHHS IMPOEKT OTPUMAaB

CTaTyC TOTOBOTO JI0 IEMOHCTpAIIii.

HMras Jata n3meHeHns Twun Pazmep
B MonoBleedingEdge 6.05.2025 19 Manka c dainamm
Bl Mew Unity Project_BurstDebuglnformati... 6.05.2025 19: Manka c dainamn
Bl tMew Unity Project_Data 6.05.2025 19 Manka c dainamm
T SATAexe MpunoxeHne

# UnityCrashHandlerfd.exe 6.05.2025 19: Mpunoxenne 1093 Kb

B UnityPlayer.dll 6.05.2025 19: Paciunperne npu...

Puc 4.3 YcnimHo ctBopeHuit 6111 rpu

4.4 3aBanTaxkeHHs npoekry Ha GitHub

[Ticast 3aBepIIeHHS OCHOBHOI peani3alii KJI€HTChKOI Ta CEpBEPHOI YACTHUHH T'PH
«Survive After The Apocalypse», BaKJIUBUM €TarioM CTajao PO3MIIIEHHS BChOTO MPOEKTY
y BIIIAJIGHOMY PEIO3UTOPIi JAJIsl 3pyYHOCTI KOMaHAHOTI POOOTH, 30€pEKEHHS PE3ePBHUX
KOIII{ Ta MOJAIBIIIOT IEMOHCTpAIIIT pe3yIbTaTiB po3poOKHU. /{715 11b0r0o 0yII0 BHKOPUCTAHO
cepaic GitHub, sikuit € monysisipHOO 11aTHOPMOIO SISl PO3MIIIEHHS POTPAMHOTO KOy,

30kpema npoekTiB Ha Unity.
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[Iporec po3MilieHHS MPOEKTY CKIIaAaBCs 3 HACTYMHHUX KPOKIB:

VY kopeneBiil aupektopii mpoekty B Unity i iHimiamsaiii peno3uropito 0yio

BUKOHAHO KOMaHJy: git init

e 103BOJINIIO CTBOPUTH JIOKATBHHM PEIIO3UTOPIH, IO BIICTEXKYE 3MIHH Y POEKTI.

[I{o6 moB’A3aTu JOKaIbHUM peno3uTopiit 13 BiggaienuM Ha GitHub, 6yno qomgaHo

ajZipecy ICHYIYOro peno3uTopito: git remote add origin

https://github.com/vassab/SurviveAfterTheApocalypse

VYci ¢aiinm Ta Kataloru NpoeKTy OyJM 10jaHi 10 PEro3UTOPit0 KOMaHIOIO:

—git add .

Byno cTBopeHO KOMIT 3 OMHCOM peasi3oBaHOrO (PYHKIIOHATY

— git commit -m "Initial multiplayer version with Photon integration "

OcTaHHIM eTaroM CTajo 3aBaHTAXCHHS MPOEKTY Y BIAJAJICHUNA PEro3uTOpii 3a

JOTIOMOTO¥0 KOMaH/TH:

— git push -u origin master

[1e 3a0e3neunno JOCTYHHICTh MIPOEKTY AJISl MOAAIBIIONO TECTyBaHHS, OHOBJICHHS

Ta Mpe3eHTallii.

Takum ywHOM, 30€piraHHs MPOEKTY Y BIJTAICHOMY PEMO3UTOPIl JTO3BOJIUIIO
BIIOPSIIKYBAaTH CTPYKTYPY HPOEKTY, HAJIAroJAUTH KOHTPOJIb BepCid 1 3a0e3MneyuTH
MO>KJIMBICTh BI1IHOBJIEHHS a00 Meperiisaly Nonepe/iHiX Bepciid rpu Ha OyAb-sIKOMY eTarl

PO3POOKH.

4.5 TectyBaHHS 32CTOCYHKY

OpHuM 13 KIIIOYOBUX €TaliB y Ipolieci po3poOKH MPOrpaMHOro 3a0e3MeUeHHs €
TECTyBaHHS, K€ JJO3BOJISIE BUSIBUTH TIOMUJIKH, HEJIOJIKU B JIOTII, a TAKOX MEPEBIpUTH
CTaOUIBHICTh Ta BIJMOBIAHICT (DYHKLIOHATBHUX 1 HE(QYHKIIIOHAIBHUX BUMOT. J{s Tpu
«Survive After The Apocalypse» ocobnuBy yBary Oyio NPUAUICHO IHTErpaliitHOMY,
GyHKIIOHATPHOMY Ta I1HTEpPAKTUBHOMY (IrpOBOMY) TeCTyBaHHIO. BpaxoByrouu
MEpEeXKEBUI XapaKTep MPOEKTY, 110 npaiftoe Ha ocHoB1 Photon PUN 2 ta Unity, kinacuusi

MIIXOAW JO MOJYJIBHOTO TECTYBaHHS BHUSBWIMCA MEHII AomiIbHUMH. OCHOBHE
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HaBaHTA)XKCHHS MPUIIAJAJI0 Ha MEPEBIPKY B3aEMO/I1T MK PI3HUMHU MOAYJISIMH I'PU Ta TXHIO
cTabUTbHY pOOOTY B YMOBaxX peajbHOI0 4acy.

[HTerpariiine TECTYBAHHS € BaKJIMBUM eTaroM TS OyIb-IKO1
6araTOKOMIIOHEHTHOT cHCTeMH. oro cyTh Mmoisirae y mepeBipIli IpaBUILHOCT] B3a€MO/Iii
JEKITBKOX HE3aJIeKHUX MOIYJIIB, sIKl 00’ € IHYIOThCS Y €IMHY cUCTeMY. B paMkax 1aHoro
IPOEKTY OYJI0 MPOBEJEHO 1IHTETpalliiHe TECTYBaHHS HACTYIMHUX IMiJICUCTEM:

— Menemkepa KiIMHAT, SIKAW BIJMOBIAE 32 CTBOPEHHS Ta TIKIIOUEHHS 0 ITPOBUX

7001.

— Menemkepa TpaBIiB, O 3a0e3nedye peecTparlito, 30epeKeHHS CTaHIB Ta

CUHXPOHI3aIlito iH(opMaIlii mpo rpasIliB.

— Menemxkepa (a3, 10 KOHTPOJIIOE MOCIIOBHICTh IMPOBOr0 MPOLIECY: po3aaya

KapT, BIAKPUTTS XapaKTEPUCTUK, OOTOBOPEHHS, TOJIOCYBAHHS Ta 3aBEPILIECHHS TPH.

— CuctemMHu TOJOCYBaHHS Ta CHHXpOHI3allii IrpoOBUX TNOJIHM, ska 3a0e3nedye

OJIHOYACHE OHOBJICHHSI CTaHIB I'PH Ha BCIX KJIIE€HTaX.

[Tix yac TecTyBaHHS MEPEBIPSIIUCS MPABUIBHICTh PO3MOAUTY KapT MK TPaBIISIMH,
KOPEKTHICTh MepexoaiB MK (pazamu, CBOEYaCHE OHOBJICHHS 1rpOBOro iHTepdeicy Ta
BIJICYTHICTh KOH(MJIIKTIB TIPH MIAKITIOYSHH1, BUXO/II YH BIAKIIOYEHH] TPaBIIiB.

Oxpemuii akueHT Oyso 3po0JeHO Ha TEeCTyBaHHI CTAOUIBHOCTI IPU y CUTYaIisX
BTpaTH MEPEKEBOr0 MiJIKJIIOUYECHHS, BIAKIIOYEHHS XOCTa, 3MIHM KUIBKOCTI aKTMBHHX
rpaBliB Ta aBToMaTnuHe noaaBanHs NPC.

Honasannst NPC sik yacThHa TeCTyBaHHsI IrPOBUX CLIEHAPIiB

BaxxnuBuMm HOBOBBeZieHHSIM y Tpi ctano BrapoBamxkeHHs NPC (mepcoHaxis,
KEPOBAaHUX CHUCTEMOIO), SIKI aBTOMAaTUYHO JIOJAIOTHCS JIO KIMHATH y pa3i HEAOCTATHHOT
KUJIBKOCT1 peajbHUX IpaBLIB JJIsl cTapTy cecli. byno peanizoBano Tpu tunu NPC:

— ArpecuBHMI — aKTHBHO TOJIOCY€ MPOTH IHIIMX TpaBLiB, HaMararo4yuch

3QJIMIIUTH Y TPl HAMCUIIbHIILIKX.

— JlosibHUN — MIATPUMYE OUIBIIICTh, YHUKAE KOH(ITIKTIB.

— JlpyxHiii — oOupae THUX, XTO Ma€ MCHIIEC HETaTHBHUX XapaKTEPHUCTHK,

OpIEHTYIOUYHUCH Ha 3arajbHe 0Jiaro.
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[Tin gac iaTepakTUBHOTO TecTyBaHHS NPC Opanmu ydacth y Bcix ¢azax rpu:
OTPUMYBAJIM BUNAJAKOBI KapTKH, BIJKPUBAJIU XapaKTEpPUCTUKHU, Opaiad ydacTb B
00TOBOpPEHHSX (EMYJIIOIOYM PEIUTIKH), TOJIOCYBajld Ta MOTJM OyTH BUTHAaHUMH 32
MiJCYyMKaM# payH]Ty.

Bbyno mporecroBaHO clieHapii, KOJAM Y KIMHATI Ipajio BiJi OAHOTO JO JEB’ATH
peallbHUX TPaBIlIB, a BIACYTHI Micusl aBTomatuyHo 3aiiManu NPC. VYci irpoBi momii
CHUHXPOHI3yBaJuCcsi 0€3 3aTpUMOK, a 4ac BIATyKy cuctemu npu B3aemoxii NPC He
nepeBuIyBaB 1,5 CeKyH/I.

Le#t Tun TeCTyBaHHA MOJSATaB Yy 3alyCKY IMOBHOIIIHHUX ITPOBUX CECIH 3 KIJIbKOMA
rpasisiMu Ta NPC y peanpHOMYy uact. [1i yac TecTyBaHHS epeBipsUIUCS Taki MapaMeTpu:

— CTalOUIbHICTE NIAKIIOYEHHS 10 KIMHAT.

— Yac posmadi KapT 1 X BiJoOpakeHHs.

— KOpekTHICTh BIIKPUTTA KapT yciMa IPaBIIsIMU.

— [IpaBuibHICTH 0OpaXyHKY T'OJIOCIB 32 BUOYBaHHS.

— CuHXpOHI3allisl 3aBEPIICHHS PayH/iB Ta MOYaTKy HACTYITHUX.

— OOpoOKa HEMITAaTHUX CUTYAIli: BIAKIFOYEHHS XOCTa, BUMTAIKOBUN BUX1]] TPaBIIS.

Jyist mepeBipku Oyno mpoBeeHO 15 MOBHOIIIHHUX ITPOBUX CECIH 13 3aTyYeHHSIM
tectyBaibHUKIB Ta NPC. Yci TecToBi cecli yCHiIIHO 3aBepiryBaiucs 0e3 KPpUTHUHHX
300iB a00 BTpatu nanux. CIOCTEpEKEHHS 3a XOJ0M Tpu 3iiicHIOBaocs yepe3 debug-
KOHCOJTI KJTIEHTIB Ta JIOTYBaHHS MO1K cepBepa Photon.

VY pe3ynbTaTi NIPOBEACHOr0 IHTErPaLlIiHOTO Ta IHTEPAKTUBHOI'O TECTYBAaHHS OYJI0
BUSIBJICHO 1 YCYHYTO HE3HAaYH1 HEIOMIKH, 30KpeMa 3aTPUMKY Mepexoay Mk (azaMu mpu
I1IKJTFOYSHHI JI0 TOBHOT KIMHATH Ta HECHHXPOH130BaHe BiJ0Opa)KEHHS T'0OJIOCIB IIPH TyKe
C1abKOMYy MEPEXXEBOMY 3’ €IHAHH1 y OJHOTO 3 KJI1€HTIB. [1icis BHECEHHS BUMIPABJICHbB YCI
CUCTEMHI1 KOMITIOHEHTH (YHKIIIOHYBAIHN BIMOBIHO /IO BUMOT.

3a miacyMKaM# TeCTyBaHHs BCTAHOBJICHO, II10:

— Yac BIATYKY IpH Ha KJIFOUOBI MOJ1i (BIAKPUTTS KapT, IOYATOK T'OJIOCYBAaHHS) HE

MEPEBUIIYE 2 CEKYH]I.

— Y¢i KIIIEHTH OTPUMYIOTh aKTyaJIbHUN CTaH TPU CHHXPOHHO.

— NPC noBoasIThCS BIAIIOBIIHO A0 3aKjIaJeHOI ITOBEIIHKOBOI MOJEIII;
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— I'pa xopekTHO 00p00sie cuTyarlii BTpaTH MIAKIIOUEHHS Ta MOBTOPHOTO BXOAY

TpaBIIs;

— CucreMa criiika 10 HaBaHTa)XXEHb ITPU MaKCUMaJIbHIM KUIBKOCTI TPaBIIiB.

Takum 4WHOM, pe3yabTaTH TECTYBAHHS MIATBEPAMIA TPAILE3AATHICTh MPOEKTY
«Survive After The Apocalypse», #Horo BiANOBIAHICTh (YHKI[IOHAJIBHUM 1

He(YHKIIOHAJIbBHUM BUMOT'aM, a TAKO BUCOKY CTa01IbHICTh pOOOTH B pealbHUX ITPOBUX

YMOBaXx.
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BUCHOBKHA

VY mexax gaHoi kBamidikaniiHoi po6oTH O0yio BUKOHAHO MOBHUN IIUKI PO3POOKH
KJIIEHT-CEPBEPHOr0  0araTOKOPUCTYBALIbKOTO  3acTOCyHKY «Survive After The
Apocalypse» — 1uudpoBoi KapTKOBOi TI'py Ha BWXUBaHHSA. Pe3ynbratu poOOTH
HIATBEP/UKYIOTh JTOLUIBHICTh Ta €(EKTUBHICTh OOpaHUX TEXHIYHUX 1 apXITEKTYpHUX
pillIeHb, @ TAaKOX JIEMOHCTPYIOTh BIAMOBIIHICTh PEATi30BAHOTO MPOEKTY MOCTABICHUM
(GYHKI[IOHATBHUM 1 HEYHKI1OHATHbHUM BUMOTaM.

VY mporieci 10CHiKEHHS Ta pO3pOOKH OYyJI0 TOCSITHYTO HACTYITHUX PE3YJIbTaTIB:

— IlpoananizoBaHo MpeAMETHY 00JIaCTh: METaIbHO TOCHIKEHO CYYaCHUW CTaH
ITPOBUX KapTKOBUX IMPOEKTIB 3 TEMATHUKOIO MOCTAMOKAIITNICUCY Ta MOJeNel B3aeMOil
rpaBlLiB y Takux cuctemax. I[IpoaHanizoBaHO KJIIOYOBI MEXaHIKHA ITPOBHX aHaJOTIB
BU3HAUEHO iXHI CWIbHI Ta cJa0ki cTopoHH. Ha OCHOBI MPOBENEHOrO aHami3y
chopMyTbOBAaHO TIEPENIK BUMOT IO BJIACHOI TpH, BpPaxXOBYKOUYH crenudiky
MYJIBTUILICEPHOTO PEKUMY, TOTPEOy B CHHXPOHI3aIlil CTaHIB IPABIliB Y PEAIbHOMY Yaci
Ta MOXJIUBICTh Tpu 3 NPC.

— Bu3HaueHO IINBOBY ayaUTOPII0 3aCTOCYHKY: BH3HAYEHO, IO OCHOBHOIO
ayIUTOPIEI0 TIPOJIYKTY € KopuctyBadi BikoMm Bijl 14 10 30 pokiB, sIKi IIKaBJISITHCS
HACTITLHUMU Ta IU(POBUMH ITpaMH 3 KOMAHIHOIO B3a€EMOJIIEI0, a TAaKOXK (aHATH irop
YKaHPY BIKUBAHHS.

— CdopMynb0BaHHO BUMOTH JO IMPOEKTY: BU3HAYECHO KIIHOYOBI (PYHKIIIOHAIBHI
BHUMOTH, Cepe[l IKUX: peecTpallisi FpaBI[iB, CTBOPEHHS 1 IPUENHAHHS 10 KIMHAT, po3/1aya
BUIIAJIKOBUX KapT, MOKPOKOBE BIAKPUTTS XapaKTEPUCTHUK, CUCTEMa TOJIOCYBaHHS Ta
ynpaBiiHHs pazamu rpu. Jlo HeQyHKITIOHATBHIX BUMOT BiJTHECEHO CTaOUIbHICTh TPHU MPHU
BTpaTi rpaBlis, CAHXPOHI3aIllI0 CTaHIB Y pealbHOMY 4acl, MiHIMaJIbHUHN Yac BIATYKY Ha
1T KOpUCTyBaya Ta mATpUMKY /10 10 rpaBuiB y cecii.

— O6rpyHTOoBaHO BUOip 3ac00IB peanizallii: s pealizalii mpoekTy 0ysio oOpaHo
irpoBuii pymii Unity, MoBy nporpamyBanus C#, mepexeBy 6i6mioteky Photon PUN 2

JUTsL OpraHi3allli KJII€HT-CEPBEPHOi B3a€MOJIi, a I Bi3yallbHOTO O(OPMIICHHS KapT 1
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inTepdeiicis, rpadiunuit penakrop Adobe Illustrator. CTpykTypyBaHHS IrpOBHX JaHHUX
peanizoBaHo 4epe3 ScriptableObject, 1m0 A03BOJIUIO BIIMOBUTHCH BiJi BUKOPHUCTAHHS
TpaauIliiHOl 0a3u JaHuX, 3a0€3MEUUBIIM MIBUAKUM TOCTYN 10 iH(opMalii B mam’ATi
J0/1aTKa.

— Po3po06iieHo apXiTEeKTypy CHUCTEMHU: CKOHCTPYHOBAHO apXiTEKTYypy 3aCTOCYHKY
Ha OCHOBI KJIEHT-CEPBEPHOI MOJENi, sKa 3a0e3ledye po3NnoJiyl O0O0YHMCIIOBAIIBHOTO
HaBaHTaxxeHHs Mixk cepBepoM Photon Cloud Ta ximieHtamu. OKpeMo CIPOEKTOBAHO
KJIIEHTCHKY YaCTUHY, fKa CKJIAJa€ThCS 3 MEHEKEpiB KIMHAT, IpaBliB, KapT, (a3 rpu Ta
cuctemu Ul, 1 3a0e3meuye B3aEMOIII0 3 KOPUCTYBAYEM.

— PeanizoBaHO MPOTOTHUIT CHCTEMHU: CTBOPEHO MOBHO(DYHKITIOHAIBHHUN pOOOUMt
IPOTOTUI T'PU 3 MOXKIIMBICTIO MiJAKIIOYEHHS TPaBlliB, CTBOPEHHS CeCli, po3aadl Kapr,
nepexony Mix (¢azamMu, NOPOBEACHHS TOJOCYBaHb Ta BHU3HAYEHHS MEPEMOXKIIIB.
Bnposamxeno NPC, siki aBToMaTHYHO JOJAIOTHCS Y pa3i HeCTauyl pealbHUX TPaBIIiB.

— IIpoBeneHo KOMIUIEKCHE TECTYBAaHHS: MPOBEJEHO IHTErpalliiiHe, IHTepaKTHBHE,
IrpoOBe TECTYBaHHS Ta TECTYBaHHS CTIMKOCTI CUCTEMU. BUsBIEH1 HEI0JIIKU OYyJIM YCYHEHI.
3a pe3ynbTaTaMy TECTIB MIATBEPAKEHO CTaOUIbHY pOOOTY Ipu MPU MaKCUMaIbHOMY
HaBaHTaKeHHI J0 10 rpaBuiB y KiIMHaTI Ta IMIBUAKICTh BIATYKY Ha Aii rpaBuiB g0 1,5
cexyH. [lepeBipeHO KOpeKTHY poOOTY MeXaHI3MiB rOJIOCYBaHHsSI, BUOyBaHHS I'paBIIiB,
JTUHAMIYHOT po3/iayl KapT, CHHXPOHI3allii Mo Ta 00pOOKH BIAKIIOYEHD KITIEHTIB.

PoGoTa npoiinuia anpoodartito. 3a ii pe3yabratamu 0ysi0 onmy0JiKOBaHO HACTYIIHI
TE3U JIOIOBIIEH:

1. botiko K.B., fApomescekuit O.B., AHai3 ;kaHpOBUX 0COOJIMBOCTEH COIIAIBHIX
CUMYJIATOPIB y KOHTEKCTI IudpoBoi anmanramii rpu «byHkep». Metepiamu: VI
Bceykpaincbka HayKOBO-T€XHIYHA KOH(epeHIss «3acTOCYyBaHHS  IMPOTPAMHOIO
3a0e3neueHHs B iH(OpMaliitHO-KOMYHIKAIlIHHUX TexHosorisaxy. 24.04.2025, JVYIKT,
Kuis, Ykpaina, ¢ 251.

2. boiiko K.B., Spomescbkuii O.B., Bu3HaueHHS BUMOI 10 KapTKOBOi TpH
«bynkep». Metepianmu: VI BceykpaiHchka  HayKOBO-TEXHIYHA  KOH(EPEHIIis
«3acTOCyBaHHS NIpPOrpaMHOro 3a0e3neyeHHs B  1HGOPMALIITHO-KOMYHIKAIIHHUX

texHosoriaxy». 24.04.2025, AYIKT, Kuis, Ykpaina, ¢ 253.
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JTOJATOK A. IEMOHCTPAIIIHI MATEPIAJIA

JEPKABHHMIA YHIBEPCUTET IHOOPMAIIIMHO -KOMYHIKAIIMHNX
' ‘ TEXHOJTOTTit

HABYAJIbBHO -HAYKOBUI IHCTUTY T IHOOPMALIIMHUX

‘ OYAT TEXHOIIOT i

KA®E]IPA IIDKEHEPIi MPOT'PAMHOT' O 3ABE3ITEUEHHSA

Po3pobOka kaptkoBoi rpu "Survive After the Apocalypse"

BukonaB cTyneHT 4 Kypcy

I'pymm I11-43

boitko KoctsaTnH BikTopoBHY

KepiBHUK poboTH

Accuctent kadenpu 113 SporreBcrknit Onekcannp BikropoBnd
Kuis — 2025

META, OB’€KT TA IIPEAMET JOCJIIKEHHA

e Meta po0OOTH - BusiBUTH epeKTHBHI TiIXO/M /10 OpraHi3allii irpoBOTo MPOIECY B yMOBaX
collianbHOT B3a€MO/Ii1 TPaBIIiB IIJISIXOM CTBOPEHHS (a30BOi MOJIeIi OHIaH-TPH Ha BI)KUBAaHHS

B OyHKepi, sika 3a0e31euye Mo CIiIOBHE BiIIKPUTTS KapT, 0OrOBOPEHHSI Ta TOJIOCYyBaHHS B
MYJIBTHILICEPHOMY CepeIOBHIII

e O0’eKT MOCTIMKEHHS - poriec Po3pOGKH MyITETHINICEPHAX KapTKOBHX irop 3
BHUKOPHCTAHHSIM CY9YaCHHX TEXHOJOTIH MepexeBoi B3aEMOIii
° HpeleeT JOCJITKEHHS - MeTO/IH Ta 3aco0H peadizarii MepeskeBoi CHHXpOHI3aIlil

ITpOBOTO TPOIECy Ta B3a€MOJII MK IPaBISIMU B KAPTKOBHX Irpax 3 BUKOPHUCTAHHAM
MepekeBol TexHouoTii Photon
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3AJJAUI JJUITJIOMHOI POBOTU

1. TIpoBectu aHai3 iCHYIOYHX MYJBTHUILICEPHUX KapTKOBHX irOp Ta BU3HAYHTH iX MEpeBart i
HEIOJIKH.

2. Po3po6HTH KOHIICHIiIO Ta MpaBiia KapTKOBOI IPH 3 ypaxyBaHHIM OCOOIHBOCTEH MepeKeBOl
B3a€MOJII.

3. Po3polGuTH MeXaHi3MU CHHXPOHI3allii irpOBOTO CTaHy MK TPABISIMH 3 BUKOPUCTAHHIM

texHoJorii Photon.

PeanizyBatu cucreMy yrpaBiiHHs ITPOBUMU CECISIMU Ta JIO01 IS HiJKIFOYCHHS I'PaBIliB

CTBOPHUTH KOPHUCTYBaLBKHUI 1HTEpdelic, Mo 3ade3neuye 3pydHy B3a€MOJIIIO 3 TPOIO

Po3pobury cuctemy 00poOKH irpoBUX TOiH Ta B3a€MOJIiT MiXK TPaBIIMH.

Nk

[IpoBecTr TecTyBaHHS po3p0o0ICHOI TpH Ha CTabUTHHICTE MEpEKEeBOI B3a€EMOJII Ta irpoBHA
GanaHc

Konuent rpu

Hasea — «Survive After The Apocalypse ».

7Kanp — xapTkoBa cTpareris .

IitboBa aynuTopiss — MOONTET KapTKOBHUX ITOp, COMIaJFHUX Irop y KoMIaHii, BikoM Bix 14 no 30 pokiB.

CeTHHr — CBIT HICII allOKAJIIICUCY , B 130JIb0BaHOMY OYHKepi 3 0OMEKESHHMH pecypcaMu.

KopoTtkmii ornsix inei rpu — KoXKHa Ipa MOYNHAETHCS 3 BUIAKOBOI TeHepallii KapT IIiCThOX PI3HUX THIIB, Ta
BUITaIKOBAM aroKaJtincucoM. I'paBIli aHaIi3yroTh iH(GOopMaIlifo, BeTyTh TUCKYCii Ta ToJIO CYIOTh, KOTO BHKJIIOUUTH 3
OyHkepy. OCHOBHA METa — 3AJTMIITUTUCS OCTaHHIM y OyHKepi.

Karouogi ocobauBocTi — rpa peanizoBaHa y nudgpoBomy popmari, 1o 103BOJISIE TPaBIsIM 0e3 Gi3naHOI B3aeMOoIii rpaTu
3 PI3HHUX TOYOK CBITY

ILnardopma — Windows
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AHAJII3 AHAJIOI'IB

Kpurepiii / T'pa Shelter Hacrinbha Tpa Survive After the
«byHKep» Apocalypse

Ilokxpoxose + + +

BiZIKPUTTS KapT

IpaBISIMU

daza + + +

00OTOBOPEHHS MK

TpaBISIMA

TonocyBanns 3a + + +

BUKITIOYCHHS

rpaBLs

IcTopis BimkpuTHX | - - +

KapT TpaBIIiB

IloBHa rpa gepes + - +

IHTepHeT i3 JI0Oi

USP

1. THyu4Ki clieHapii aloKaJilcucy — KOXKHA Ipa Mae Pi3HUMA THI KaracTpodu (s1epHa BiliHa, 30M0i -Bipyc,
TOBCTAHHS IITYYHOTO IHTEJICKTY)

2. luHaMi4HHI CONIAIbHUN EKCIIEPUMEHT — IPaBIIi HE TUIBKH TOJI0CYIOTh, & MYCSTh IIEpEKOHYBATH,
PO3KPUBATH CEKPETH IHIIHX, TPa Ha «IICUXOJIOTIION.

3. Peanizamis rpu y ¢ poBomMy GopmMari, 110 Biipi3HsI€ i BiJ] HACTUILHAX aHAJIOTIB.



59

['eliMILIEH, IrPOBI MEXaHIKH, I'POBUI LIUKII

TeiiMmuieii - rpaBerlb B3a€MOJII€ 3 IPOBUM CBITOM Yepe3 CTpaTeriyHi 0OToBOpPEHHS, aHalli3 KapT IEPCOHAXKIB Ta
KOJICKTUBHE TIPUHHATTS pillieHb. KoyKeH payH/1 BUMarae OIliHKA PU3HUKIB, IEpEKOHAHHS 1HIINAX TPaBIiB 1

TOJIOCYBaHHA 3a BUKJIITOYCHHA 3 6yHI<epa.

IrpoBi MexaHikl - Tpa BKIIIOYA€ TeHEPALlil0 BUIIAAKOBUX KapT 13 yHIKaJGHUMHU XapaKTePHCTHKAMU

HepCOHa)KiB Ta CUCTEMY TI'OJIOCYBaHHA .

IrpoBuii UK — KOXKHA TAPTIS CKIIAJA€ThCS 3 NUKIIYHUX (ha3: BUKHJIAHHS KapTH, OOTOBOPEHHS Ta
apryMeHTallis [O3HIlil, TOJI0 CYBaHHS 32 BUKIIOYCHHS IpaBIll. LMK TOBTOPIOEThCS, TOKH HE BU3HAYUTHCS 2

NEPEMOXKII.

BUMOI'M OO NMNPOIrPAMHOIO 3ABE3INEYEHHA

OyHKIIIOHAJIbHI BUMOTH:

1. Peectparris rpaBIist

2. CTBOpeHHS Ta IPUETHAHHS J10
KIMHATH Yepe3 YHIKaTbHUM KO
3. Po3naua BUIQJKOBUX KapT
KOKHOMY T'PaBI[IO

4. ITokpokoBe BIIKPUTTS KapT
TpaBIsIMU

5. I'paB1i MOXYTh IEPETIISHYTH
ICTOpIO BIAKPHUTTS KapT HA
NOMEPEeIHIX eTanax

HedynkmionansHi BUMOTH:

1. Ctanu rpu MOBUHHI OHOBITIOBATHCS
JUTSI BCIX TPABIIiB MalKe OJJHOYACHO

2. Yac Biaryky rpu Ha aii He OinbIne 1 -
2 CeKyH[l

3. 30epexxeHHs cTabUTbHOI pOOOTH ITPpU
BTPATH OIHOT'O 3 TPaBLIiB

4. JlaHi koprCcTyBadiB (iMeHa Ta
CTaTyCH ) HE MarOTh 3MIHIOBATHCS
THIIIMMH TPaBLSMH

5. Migrpumka o 10 rpasiis
OJHOYACHO B OAHOMY JI001
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[TPOI'PAMHI 3ACOBU PEAJII3ALIIL

oo 00 T

Visual Studio Photon PUN-2 Hajae Adobe Tllustrator
IHCTPYMCHTH UL
T TKITIOYCHHS , CHHXPOHI3aIlii
00'€eKTIB 1 B3acMOIii MIXK
TPaBIIMH, & TAKOX IS
YIpaBJiHHSA ITPOBUM
HPOLIECOM Ha CepBepi,
BHKOPHCTOBYIOUH ILIAaT(hOpMy
Photon Cloud

[Hiarpama npeueneHTis

: e
Start Game @
Set Game Rules Player Reveal Card

Skip Phase

Host

10



TonoBHe MeHIO

= Votingsystem

- - activePlayers: List
- - votes: Dictionary

- + StartVoting()

CardData

- - cardld: string
- - cardName: string

- - description: string

[Hiarpama knacis

= DeckManager

- - cards: Dictionary>

- + PopulateHistory()

=

GameManager

= HistoryPanelUl

- - revealedCards: Dictionary

- + PopulateHistory()

- - players: List

- - currentPhase:
GamePhase

- - revealedCards:
Dictionary

A

= Player

- - name: string

- - isActive: bool

- - hand: List

EKPAHHI ®OPMH

JIoGi

11

12
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EKPAHHI ®OPMH

il A
100
E 1@ e = =

[lanenp HanamTyBaHb TPU IrpoBuit mpouec

13
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BHCHOBKH

IIpoBeneHO aHAI3 HaSBHUX MYJBTHIUICEPHUX KapTKOBHX irop, IO JO3BOJMIO BUSBUTU CHWIIbHI Ta CIIaOKi
CTOPOHH peali3allii JOTIKM B3aeMOJIil MiXK IpaBISIMHU, CTPYKTYPH XOJIB Ta BIUIABY TpaBIliB Ha pe3yabrar. lle
JSITIIO B OCHOBY (POPMYBAHHS YHIKATGHOT KOHIIEIIIT TPH.

Po3po0iieHo OpuriHANBHI HpaBUiIa TPH, IO Nepe0adaroTh MOCIiIOBHE BIIKPUTTS KapTOK, OOTOBOPEHHS 1
TOJIOCYBaHHS 3 HOCTYHOBUM BHOYBaHHSM I'DaBIIiB.

3abesreyeHO HaJlifiHe CHHXPOHHE OHOBJICHHS IrPOBOTO CTaHy MiX KJIIEHTaMHU 3aBISKH BHKOpUCTaHHIO Photon
PUN 2. PeanizoBaHO Iepenavy CTaHy, iCTOpii BIIKPUTUX KapT, XOIy IPaBLil Ta PE3YNBTATIB TOJIOCYBaHHS y
peaJpHOMY Haci.

CTBOPEHO CHCTEMY YIPaBIIHHS IFPOBHMH CECISIMH 3 MIATPIMKOIO XOCT-KIIE€HTCHKOI MOJielNi. XOCT OTpuMYe
MOXKJIMBICTh KepYBaHHS HaJNAlITYBaHHSIMM TPH Ta 3allycKy cecil.

CTBOpEHO IIEHTPAJI30BaHy JIOTIKY 0OpOOKH ITpOBHX MO/l : BHOIp KapTH, 3aBEpIIICHHS X0y, 3aIlyCK
TOJIOCYBaHHS , MiAPaXyHOK ToJIociB, BUOYBAaHHS TpaBIs Ta I0YaTOK HOBOTO payHIY.

16
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JAOIJATOK b. ICTUHI'X IPOT'PAMHUX MOAYJIIB

using UnityEngine;

using UnityEngine.UI,

using TMPro;

using System.Collections.Generic;
using System.Ling;

using Photon.Pun;

public class GameManager :
MonoBehaviourPunCallbacks
{

public static GameManager Instance { get; private
set; }

public bool IsVotingPhase { get; private set; }

[Header("Game Settings")]

[SerializeField]

private List<CardType> startingCardTypes = new

List<CardType>

{
CardType.Profession,
CardType.Biology,
CardType.Health,
CardType.Hobby,
CardType.Baggage,
CardType.Facts

}s

[SerializeField] private int playersCount = 4;
[SerializeField] private float timePerTurn = 60f;

[Header("UI References")]

[SerializeField] private CardDisplay Interactive
cardPrefab;

[SerializeField] private Transform cardsContainer;

[SerializeField] private VotingSystem
votingSystem;

[SerializeField] private GameObject endGamePanel;

private List<Player> players = new List<Player>();

private int currentPlayerIndex;

private float currentTurnTime;

private bool isGameActive;

private List<CardDisplay Interactive> activeCards
=new List<CardDisplay_Interactive>();

private PhotonView photonView;

private Dictionary<string, Dictionary<CardType,
List<CardData>>> revealedCardsHistory = new
Dictionary<string, Dictionary<CardType,
List<CardData>>>();

[PunRPC]
void SyncPlayerStatus(string playerName,
bool isActive)
{
Player player = players.Find(p => p.Name
== playerName);
if (player != null)

{
player.IsActive = isActive;
}
}
public void StartNextRound()
{

// COpachIBaeM royioca BCEX UTPOKOB
players.ForEach(p => p.ResetVotes());

// CopachiBaeM CTaTyChl XOJ0B

foreach (string playerName in
playerMoveStatus.Keys.ToList())

{

playerMoveStatus[playerName] = false;

}

// CopaceiBaeM ¢uiaru NPC

var npcControllers =
FindObjectsOf Type<NPCController>();

foreach (var npc in npcControllers)

{
if (npc !=null)
{
npc.ResetRoundFlags();
}
}

// CHHXpOHHU3HUPYEM C APYTHUMH

KIIMCHTaMU

if (photonView !=null &&
PhotonNetwork.IsMasterClient)

{

photonView.RPC("SyncResetMoveStatus",
RpcTarget.All);

}

// TIpoBepsieM KOJTUYECTBO aKTUBHBIX
UTPOKOB



private Dictionary<string, bool> playerMoveStatus
= new Dictionary<string, bool>();

void Awake()
{
if (Instance != null && Instance != this)
{
Destroy(gameObject);
return;
J

Instance = this;

photonView = GetComponent<PhotonView>();
if (photonView == null)
{

Debug.LogError("GameManager: PhotonView

component is missing!");
}
}

void Start()

{

InitializeGame();

}

public void InitializeGame()

{
if (startingCardTypes.Count == 0)

{
Debug.LogError("No starting card types

assigned!");
return;

}

CreatePlayers();

if (PhotonNetwork.IsMasterClient)

{
DealCards();

b

StartGame();

}

void CreatePlayers()

{
players.Clear();
playerMoveStatus.Clear();

// Tonbko amst Master Client
if (!PhotonNetwork.IsMasterClient) return;

// Co3maém peasbHbIX HTPOKOB
foreach (var photonPlayer in
PhotonNetwork.PlayerList)

{
string playerld = photonPlayer.Userld;
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int activePlayers = players.Count(p =>

p.IsActive);

if (activePlayers >= 2)

{
// HaunHaem HOBBIN payH/I
currentPlayerIndex = 0;
IsVotingPhase = false;
StartTurn(currentPlayerIndex);

}

else

{
CheckGameEnd();

}

}

[PunRPC]
void SyncResetMoveStatus()

{

foreach (string playerName in

playerMoveStatus.Keys.ToList())

{

playerMoveStatus[playerName] = false;

}

}

void DealCards()

{
if (!PhotonNetwork.IsMasterClient)

return;

if (DeckManager.Instance == null)

{
Debug.LogError("DeckManager

instance not found!");

return;

}

Dictionary<string, List<string>>

playerCards = new Dictionary<string,
List<string>>();

foreach (Player player in players)
{

List<string> cardIlds = new

List<string>();

foreach (CardType type in

startingCardTypes)

{
CardData card =

DeckManager.Instance.GetRandomCard(type);

if (card != null)



string playerName = photonPlayer.NickName;

players.Add(new Player(playerld,
playerName));

playerMoveStatus[playerName] = false;

b

// Co3gaém NPC (TOJIBKO eCIi He XBaTaeT
WUTPOKOB)
int npcNeeded = playersCount -
PhotonNetwork.PlayerList.Length;
for (int i = 0; i < npcNeeded; i++)
{
string npcld = $"NPC_{i + 1}";
string npcName = §"NPC_{i + 1}";

// TIpoBepsiem, He co3aan Jiu yxe NPC ¢ Takum
UMEHEM
if (!players.Any(p => p.Name == npcName))
{
players.Add(new Player(npcld, npcName));
playerMoveStatus[npcName] = false;

/I Cozmaém GameObject qiist NPC
if (GameObject.Find(npcName) == null)
{
GameObject npcObj = new
GameObject(npcName);
NPCController npcController =
npcObj.AddComponent<NPCController>();
npcController.npcName = npcName;
npcController.Initialize(players.Last(),
npcld);
Debug.Log($"[DEBUG] NPC {npcName}
initialized with Player {players.Last().Name}");

}
}
b
b

private HashSet<string>
playersWhoActedThisRound = new
HashSet<string>();

public bool CanPlayerAct(string playerName)
{

return
IplayersWhoActedThisRound.Contains(playerName);

H

public void RegisterPlayerAction(string
playerName)

{
playersWhoActedThisRound.Add(playerName);

}

public void ClearRoundActions()
{

{
cardlds.Add(card.cardId);
}
}
playerCards[player.Name] = cardIds;

}

string serializedCards =
SerializePlayerCards(playerCards);

photonView.RPC("SyncPlayerCards",
RpcTarget.All, serializedCards);

}

[PunRPC]
void SyncPlayerCards(string
serializedCards)

{
try
{
Debug.Log($"Received cards data:
{serializedCards}");

/I Jecepuanu3anus JaHHBIX
Dictionary<string, List<string>>
playerCards =
DeserializePlayerCards(serializedCards);
if (playerCards == null)
{
Debug.LogError("Failed to
deserialize player cards");
return;

}

foreach (var kvp in playerCards)

{
string playerName = kvp.Key;
List<string> cardlds = kvp.Value;

// IieM Urpoka B CIHCKe
Player player = players.Find(p =
p.Name == playerName);

// Ecnu urpoka HeT — co31aéM U
no0aBiIIEM
if (player == null)

{
Debug.LogWarning($"Player
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{playerName} not found, creating new Player

instance");

player = new Player(playerName,

playerName); // id = name (ecnu HeT
oTnenbHOrO id)
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playersWhoActedThisRound.Clear(); players.Add(player);
} }
void StartGame() // Ouuniaem crapyro pyKy
{ player.ClearHand();

1sGameActive = true;
currentPlayerIndex = 0;
currentTurnTime = timePerTurn;
StartTurn(currentPlayerIndex);

// JobaBinsieM KapThl
foreach (string cardld in cardlds)

{
} CardData card =
void StartTurn(int playerIndex) DeckManager.Instance?.GetCardByld(cardId);
{ if (card == null)
if (!isGameActive || players.Count == 0) {
i Debug.LogWarning($"Card

Debug.LogWarning("Cannot start turn - game {cardId} not found in deck");
not active or no players"); ’

continue;
return; }

j player.AddCard(card);

//'Y cTaHaBIIMBaEeM HOBOTO TEKYILETO HIPOKa }

currentPlayerIndex = playerIndex;

currentTurnTime = timePerTurn; Debug.Log($"Updated

{player.Name}'s hand with

Player currentPlayer = GetCurrentPlayer(); {player.GetHand().Count} cards");

if (currentPlayer == null) )

{

| ‘Pebug.LogError(”Falled to get current // O6HOBsIeM Ul U1 JTOKATBHOTO
player!"); WUT'POKA, €CIIU €T0 X0
return;
| Player currentPlayer =
GetCurrentPlayer();

Debug.Log($"Starting turn for if (currentPlayer !=null &&
{currentPlayer.Name} (Local: currentPlayer.Name =
{PhotonNetwork.NickName})"); PhotonNetwork.NickName)

{

// CHHXpOHHM3AIMS XO/a JUIS BCEX KIIMEHTOB Debug.Log($"Updating UI for local

if (PhotonNetwork.IsMasterClient) player: {currentPlayer.Name}");

{ ) DisplayPlayerHand(currentPlayer);

photonView.RPC("SyncCurrentTurn", )
RpcTarget.All, currentPlayerIndex, currentTurnTime); else
} {

Debug.Log($"Not local player's turn.

// O6noBIsIeM Ul TONBKO IJIs TOKAJTEHOTO UTPOKA
if (currentPlayer.Name == Current: {currentPlayer?.Name}, Local:
PhotonNetwork.NickName) {PhotonNetwork.NickName}");
{ h
Debug.Log("Displaying cards for local }
player"); catch (System.Exception e)
DisplayPlayerHand(currentPlayer); {
j Debug.LogError($"Error in
?lse SyncPlayerCards:
Debug.Log("Clearing cards container - not {e.M;: ssage}\ne.StackTrace}");

local player's turn");
ClearCardsContainer(); }



/! Ecnir a0 NPC, 3amyckaeM ero xoju
if (currentPlayer.Name.StartsWith("NPC "))
{
NPCController npc =
FindNPCController(currentPlayer.Name);
if (npc != null)
{
npc.StartNPCTurn();
}
}
}
}

[PunRPC]
void SyncCardHistory(string playerName, string
cardld, int cardTypelnt)

{
CardType cardType = (CardType)cardTypelnt;

CardData card =
DeckManager.Instance.GetCardByld(cardId);

if (card == null)
{

ID {cardld} not found in SyncCardHistory!");
return;

}

if
('revealedCardsHistory.ContainsKey(playerName))
{

revealedCardsHistory[playerName] = new
Dictionary<CardType, List<CardData>>();

}

if

Debug.LogError($"[GameManager] Card with

('revealedCardsHistory[playerName].ContainsKey(car

dTyp?))

= new List<CardData>();

}

revealedCardsHistory[playerName][cardType]

revealedCardsHistory[playerName][cardType]. Add(ca

rd);

Debug.Log($"[GameManager| Synced card
{card.cardName} for {playerName}");

H

[PunRPC]
void SyncCurrentTurn(int playerIndex, float
turnTime)
{
try
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string
SerializePlayerCards(Dictionary<string,
List<string>> playerCards)

{

"nn,

string result ="";
foreach (var kvp in playerCards)

{

result += kvp.Key + ":" +
string.Join(",", kvp.Value) + ";";

}

return result;

}

Dictionary<string, List<string>>
DeserializePlayerCards(string serialized)

{
var result = new Dictionary<string,
List<string>>();
var entries = serialized.Split(";'");

foreach (var entry in entries)

{
if (string. IsNullOrEmpty(entry))

continue;

var parts = entry.Split(":");
if (parts.Length != 2) continue;

string name = parts[0];

var ids = parts[1].Split(',"). Where(id =>
Istring. IsNullOrEmpty(id)). ToList();

result[name] = ids;

}

return result;

}

void DisplayPlayerHand(Player player)
{

ClearCardsContainer();

if (player == null || cardPrefab == null ||
cardsContainer == null)
{
Debug.LogWarning("Invalid player or
Ul references");
return;

}

bool wasActive =
cardPrefab.gameObject.activeSelf;
cardPrefab.gameObject.SetActive(true);



// OGHOBISIEM COCTOSIHAE HA BCEX KIMEHTAX
currentPlayerlndex = playerIndex;
currentTurnTime = turnTime;

Player currentPlayer = GetCurrentPlayer();
if (currentPlayer == null)
{
Debug.LogError("SyncCurrentTurn: Current
player is null!");
return;

}

Debug.Log($"[SYNC] Turn sync received.
Current player: {currentPlayer.Name} (Local:
{PhotonNetwork.NickName})");

// TIpoBepsieM, SIBISETCS M TEKYIIHIA UTPOK
JIOKQJIbHBIM UTPOKOM
if (currentPlayer.Name ==
PhotonNetwork.NickName)
{
Debug.Log("Displaying cards for local
player");
DisplayPlayerHand(currentPlayer);
h

else
{
Debug.Log("Clearing UI - not local player's
turn");
ClearCardsContainer();

// Ecniu a0 NPC, 3amyckaeM ero xoj
(Tompko Ha Master Client)
if (currentPlayer.Name.StartsWith("NPC ")
& & PhotonNetwork.IsMasterClient)
{
NPCController npc =
FindNPCController(currentPlayer.Name);
if (npc != null)
{
Debug.Log($"Starting NPC turn:
{currentPlayer.Name}");
npc.StartNPCTurn();

}
}

h
j
catch (System.Exception e)
{

Debug.LogError($"Error in SyncCurrentTurn:

{e.Message}\n{e.StackTrace}");
}
}

bool IsLocalPlayerTurn()
{
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foreach (CardData card in
player.GetHand())
{
CardDisplay Interactive cardUI =
Instantiate(cardPrefab, cardsContainer);
cardULInitialize(card, player);
activeCards.Add(cardUI);

}

cardPrefab.gameObject.SetActive(wasActive);

LayoutRebuilder.ForceRebuildLayoutImmediat
e(cardsContainer as RectTransform);

}

private NPCController
FindNPCController(string npcName)

{
if (string.IsNullOrEmpty(npcName))

{
Debug.LogError("FindNPCController:
npcName is null or empty!");
return null;

}

// imem cpean Bcex NPC koHTpoIepoB
B CIICHE
NPCController[] alINPCs =
FindObjectsOf Type<NPCController>();
foreach (NPCController npc in alINPCs)
{
if (npc.GetPlayer()?.Name ==
npcName)
{
Debug.Log($"Found NPC controller
for {npcName}");
return npc;
}
}

Debug.LogError($"NPC controller for
{npcName} not found!");
return null;

}

//l <summary>

/// 3anmyckaet xon ans NPC

// </summary>

public void StartNPCTurn(Player npcPlayer)

{



Player currentPlayer = GetCurrentPlayer();
return currentPlayer != null &&
currentPlayer.Name == PhotonNetwork.NickName;

}

public void EndTurn()
{

if (lisGameActive) return;

Debug.Log($"Ending turn for
{GetCurrentPlayer().Name}");

if (GetCurrentPlayer() != null)
{
playerMoveStatus[ GetCurrentPlayer().Name] =
true;

if (photonView != null)
{
photonView.RPC("SyncPlayerMoveStatus",
RpcTarget.Others, GetCurrentPlayer().Name, true);

}
b

bool allPlayersMoved = players. Where(p =>
p.IsActive).All(p => playerMoveStatus[p.Name]);

Debug.Log($"[DEBUG] All players moved?
{allPlayersMoved}");

if (allPlayersMoved)

{
StartVotingPhase();

}

else
{
int nextPlayer = (currentPlayerIndex + 1) %
players.Count;
StartTurn(nextPlayer);
}
var currentPlayer = GetCurrentPlayer();
if (currentPlayer == null)
{
Debug.LogError("GetCurrentPlayer() returned
null!™);
return;
}
Debug.Log($"[DEBUG] CurrentPlayer:
{currentPlayer.Name}");

}

[PunRPC]
void SyncPlayerMoveStatus(string playerName,
bool hasMoved)

{
playerMoveStatus[playerName] = hasMoved;

}
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if ('PhotonNetwork.IsMasterClient)
{
Debug.Log("Only master client can
start NPC turns");
return,;

}

if (npcPlayer == null)
{
Debug.LogError("StartNPCTurn:
npcPlayer is null!");
return;

}

Debug.Log($"Starting NPC turn for
{npcPlayer.Name}");

// Haxomum xouTposuiep NPC
NPCController npcController =
FindNPCController(npcPlayer.Name);
if (npcController == null)
{
Debug.LogError($"Failed to find
controller for NPC {npcPlayer.Name}");
return;

}

// 3ammyckaem xon NPC
npcController.StartNPCTurn();

/I CHHXpOHHU3HPYEM Ha4yallo X0/aa JUIs
BCEX KJIHUEHTOB
photonView.RPC("SyncNPCTurn",
RpcTarget.Others, npcPlayer.Name);
}
[PunRPC]
private void SyncNPCTurn(string npcName)
{

// Otot RPC momy4aroT Bce KIIMEHTHI,
KpoMe MacTepa (KOTOPBI yxe o0paboTai Xox)
Player npcPlayer = players.Find(p =>

p.Name == npcName);
if (npcPlayer == null) return;

Debug.Log($"Syncing NPC turn for
{npcName}");

// O6noBnsgem Ul - ouniiiaeM KapThI (Tak
Kak 3TO HE Halll XO.)
ClearCardsContainer();

}



void Update()
{

if (lisGameActive) return;

currentTurnTime -= Time.deltaTime;
if (currentTurnTime <= 0)
{
EndTurn();
¥
}

public void
OnCardSelected(CardDisplay_Interactive cardUI)
{

if (lisGameActive || cardUI == null) return;

if (IsPlayerTurn(cardUL. GetOwner()))
{
Debug.Log($"Selected card:
{cardUI.GetCardData().cardName}");
RegisterDiscardedCard(cardUI.GetOwner(),
cardUL GetCardData());

b
b

public void RegisterDiscardedCard(Player player,
CardData card)

{

Debug.Log($"[DEBUG] RegisterDiscardedCard
called for {player.Name} with card
{card.cardName}");

if (player == null || card == null) return;

string playerName = player.Name;

if
('revealedCardsHistory.ContainsKey(playerName))
{

revealedCardsHistory[playerName] = new
Dictionary<CardType, List<CardData>>();

}

if

('revealedCardsHistory[playerName].ContainsKey(car

d.cardType))
{

revealedCardsHistory[playerName][card.cardType] =
new List<CardData>();

b

revealedCardsHistory[playerName][card.cardType].Ad

d(card);
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void ClearCardsContainer()

{

foreach (var card in activeCards)
{
if (card != null)
Destroy(card.gameObject);
}

activeCards.Clear();

}

public Player GetCurrentPlayer()
{
if (players.Count == 0 ||
currentPlayerIndex < 0 || currentPlayerIndex
>= players.Count)
return null;
return players[currentPlayerIndex];

}

public bool IsPlayerTurn(Player player)
{

return player !=null && player.Name ==
GetCurrentPlayer().Name && player.IsActive;

}

void CheckGameEnd()
{
var activePlayers = players.Where(p =>
p.IsActive).ToList();
if (activePlayers.Count <= 1)
{

EndGame(activePlayers.FirstOrDefault());

}
}

void EndGame(Player winner)
{
isGameActive = false;
string result = winner != null ?
$" {winner.Name} wins!" : "Game ended in a
draw";
Debug.Log(result);

if (endGamePanel != null)
{
endGamePanel.SetActive(true);
TMP_Text text =
endGamePanel. GetComponentInChildren<TM
P Text>();
if (text !=null)

{



Debug.Log($"[GameManager]| Registered
{card.cardName} for {playerName}");

if (PhotonNetwork.IsMasterClient)
{
photonView.RPC("SyncCardHistory",
RpcTarget.All, playerName, card.cardld,
(int)card.cardType);
b
}

public Dictionary<Player, Dictionary<CardType,
List<CardData>>> GetRevealedCardsHistory()
{
Dictionary<Player, Dictionary<CardType,
List<CardData>>> result = new Dictionary<Player,
Dictionary<CardType, List<CardData>>>();

foreach (var kvp in revealedCardsHistory)

{
string playerName = kvp.Key;

Player player = players.Find(p => p.Name ==

playerName);
if (player != null)
{
result[player] = kvp.Value;
}

}

return result;

}

private bool isVotingInProgress;

public void StartVotingPhase()
{

if (isVotingInProgress) return;

isVotingInProgress = true;
IsVotingPhase = true;

// COpachiBaeM rojioca
votingSystem.ResetVoting();
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text.text = result;

}
}

if (photonView !=null &&
PhotonNetwork.IsMasterClient)
{
photonView.RPC("SyncGameEnd",
RpcTarget.All, winner != null ? winner.Name :

"):
}
}

[PunRPC]
void SyncGameEnd(string winnerName)
{
1sGameActive = false;
string result =
Istring. IsNullOrEmpty(winnerName) ?
$"{winnerName} wins!" : "Game ended in a
draw";

if (endGamePanel != null)
{
endGamePanel.SetActive(true);
TMP_Text text =
endGamePanel. GetComponentInChildren<TM
P Text>();
if (text !=null)
{
text.text = result;
}
h
}

public List<Player> GetActivePlayers()
{

return players.Where(p =>
p.IsActive).ToList();

}

public List<Player> GetAllPlayers()
{

return new List<Player>(players);

}
}
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