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PE®EPAT

TexcroBa uwactuHa KBamidikaiiitHoi poOOTH Ha 3A00YTTS OCBITHHOTO CTYICHS

Oakanaspa:70 crop., 2 Tabm., 36 puc., 20 mKepen .

Mema pobomu — po3poOka IHTEPAKTHUBHOI MYJIHTUIUIEEPHOI TOKPOKOBOL
CKOHOMIYHOI rpu Ha pymri Unity, ska depe3 MOACIIOBAHHS PeaJbHUX CKOHOMIYHHX
MEXaHI3MiB y TeiiMi(iKOBaHOMY CEpEIOBHUIIII MiABUINYE PiBEHb (PIHAHCOBOI IPAaMOTHOCTI
KOPHUCTYBAYIB .

06 ’exm OocniddicenHss — MPOIIEC B3aEMO/IIT TPaABIIB Y MOKPOKOBUX €KOHOMIYHUX
CTpaTerisix 13 BUKOPUCTAHHAM PEAIbHUX MEXaHI3MIB KPEJIUTYBaHHS Ta IHBECTHUIIIN.

Ilpeomem Oocnioxcennss — IporpamMHe 3a0e3TNeueHHs JJIs peamizalii KIEHTChKO1
qacTHHU TpU Ha pymii Unity i3 mintpumkoro mepexeBoi B3aemonii (Photon PUN 2) ta
30epexxeHHs nanux y Firebase Firestore .

KopoTtkuii 3micT poboTu:

1. Awnaniz »xanposux ananorie (Monopoly, Pummel Party, Cashflow, Tabletop
Simulator): nopiBHsSHHS MeXaHiK, TJTUOMHI (DiHMEXaHIK 1 HABYAJIBHOTO MOTEHINATY
KOHKYPEHTIB .

2. IlpoexryBanns apxirekrypu: BuOip matepuiB MVP, Dependency Injection Tta
Service Locator; moeranna iHimianizaiiis yepes robanbHui 1 TokanpHui Bootstrap.

3. Peanizanisn kimienTchbkoi yactmau Ha Unity 3 C# — inrerpamis TextMesh Pro,
Cinemachine, Photon PUN 2 Ta Firestore misi cuHXpoOHi3allil cTtaHy rpu i 30epeKeHHs
CTaTHUCTHKH .

4. TecTtyBaHHS PO3pPOOJEHOr0 TPOAYKTY: (YyHKIIOHATbHE Ta MPOTYKTHUBHE
BUNMPOOYBaHHS KIIOUOBUX CIIEHAPiiB (peecTparlisi/BXil, CTBOPEHH/TIPUETHAHHS 10 CECii,
KHJIOK KyOHKa, MepeXKHa CHHXPOHI3allisl, HaalITyBaHHS (IIIOK, BUX1T); TMIATBEPIKEHO

3atpumku < 100 Mc Ta KOpEKTHICTh 30epexeHHs nanux y Firestore.



5. BucHoBkM Ta pekoOMeHalli: MPOaHali30BaHO MJOCSATHEHHS LUIEH, BUSIBIEHO
HAmpsIMKA OTNTHUMI3AIlll MEPEKEBUX BUKIMKIB Ta OOpPOOKM MOMUJIOK JJISI MiABUIIEHHS
NPOyKTUBHOCTI Ta 3pyYHOCTI KOPUCTYBaHHS.

Cdepa BUKOpUCTaHHSA: OCBITHI Ta TPEHIHTOB1 IrpoBi MIAaTGOPMU IS TIIBHUILIECHHS

¢b1HaHCOBOT TPaMOTHOCTI.

KJIFOYOBI CJIIOBA: IHTEPAKTUBHA MVIJIbTUIJIECPHA EKOHOMIYHA
I'PA, UNITY, C#, PHOTON PUN 2, FIREBASE FIRESTORE, MVP, DEPENDENCY
INJECTION.
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BCTYII

AxmyanvHicms: cydacHl nupoBl Irpd AEMOHCTPYIOTh BUCOKHU TMOTEHINAN IS
dbopMyBaHHS HaBUYOK 4Uepe3 reiMidikamio Ta IHTEpaKTHBHE MOJICIIOBAHHS CKIAIHUX
MIPOIIECIB, 30KpEeMa €KOHOMIYHHUX, 110 CIIPHUSIE€ TAUONIOMY 3aCBOEHHIO (PIHAHCOBUX MOHSITH
1 PpO3BUTKY KPUTUYHOTO MHCIEHHS. Po3poOka IHTEPAKTUBHOT MYJIbTUIUICEPHOT
MOKPOKOBOi €KOHOMIYHOT rpu Ha pyuii Unity 3 BUKOPUCTaHHSIM XMapHOTO CEpBICY
Photon PUN 2 Ta 6a3u Firebase Firestore no3Bosisie moeaHatu B OJHOMY MPOAYKTI
wiatpopMy IS MOJEIIOBAaHHS peaThbHUX (PIHAHCOBUX MEXaHI3MIB, MacIITa0OBaHY
MEpEeXKEBY B3aEMOJII0 Ta 3aXMILEHY aBTOpH3allil0 KopuctyBauiB. OOpaHa MOJyJbHa
apxiTekTypa 3 mIobalbHUM 1 JOKaTbHUM Bootstrap-cucreMamMu Ta mnaTepHaMU
Dependency Injection 1 Service Locator 3abe3nedye mMOCHTIAOBHY IHIIIATI3AIiI0
MiJICUCTeM,  THYYKICTb  pO3IIMpPEHHS ¥  cTa0UIbHICTh  pOOOTM  HaBITh  3a
BHUCOKOIHTEHCUBHOTO MEPEKEBOT0 HABAHTAXKCHHS.

Mema pobomu — TIABUIIUTU piBeHb (HIHAHCOBOI TPAMOTHOCTI KOPHCTYBauiB
HNUISIXOM MOJICTIIOBAHHS pPEAThHUX EKOHOMIYHHUX MEXaHI3MIB Y TelMi(piKOBAaHOMY
KOOIepaTUBHOMY cepenoBulll Ha pyrii Unity.

06°’exm Oocniddcenns — TPOLIEC B3aEMOJIl TPaBIIB 1 MEXaHI3MU MPUNHATTS
CTpATETiYHNX €KOHOMIUHMX PIllIEHb y MYJbTHUILUICEPHUX TTOKPOKOBHX Irpax.

IIpeomem oOocnioscenns — po3poOKa MOKPOKOBOI KOOMEPATHMBHOT €KOHOMIYHOT
ctparerii Ha Unity, 110 CUMYJTIO€ pealibHI eKOHOMIYHI MEXaHI3MHU.

Memoou oocnioscennsa: 3A1ACHEHO aHali3 HAyKOBOi M TEXHIUHOI JiTepaTypu Ta
OTJISAl SKAaHPOBHUX aHAJOTIB i (OPMYJIOBAaHHS BHUMOT; 3MOJIEIBOBAHO CHCTEMY
HIIami3alii Ta apxiTeKTypy rpu 3a gonomororo UML-niarpam; po3po0JieHO KITIEHTChKY
yactuny Ha Unity 13 inTerpauniero TextMesh Pro, Cinemachine, Photon PUN 2 i Firestore;
npoBeAeHO (YHKIIOHAIbHE, MPOAYKTUBHE Ta 103a0UTITI-TECTYBaHHA ISl OIUHKH

IIBUKO/I1i, CTa0LTLHOCTI MEPEKEBHUX BUKIIMKIB 1 3pyYHOCTI iHTEp(DEiicy.



Hayrxosa nosusna pobomu monsirae B KOMIUIEKCHIM 1HTerpauii pymis Unity 13
xMapHauMu mepeskeBumu cepBicamu Photon PUN 2 i Firebase Firestore; 3anpoBamkenHi
MOJYJIBHOI KIIIEHT-CEPBEPHOI apXiTeKTypu 3 TMojABIHHOIO Bootstrap-cucremoio;
3actrocyBanHi marepHiB MVP, Dependency Injection Ta Service Locator nmus
3a0€3MeUeHHsT THYYKOCTI ¥ TECTOBAHOCTI; PO3poOIli 3aXUIEHOT CUCTEMHU aBTOpHU3allli 3
XEITyBaHHAM MapoJIiB 1 oQialfiH-KEITyBaHHAM JTaHUX.

IIpakmuuna 3Hayywicme pe3ynrbmamie TOJNSITa€ B MOXKJIUBOCTI BHUKOPUCTaHHS
CTBOPEHOTO MPOTOTHUILY SIK HABYAJIBLHOTO THCTPYMEHTA I FeMi(piKOBaHUX TPEHIHTIB 13
¢iHaHCOBOT I'PaMOTHOCTI Ta IIBUIKOTO MaclITabyBaHHA Ha Pi3HI MIaTGOPMH 3aBIAKU

kpoc-matdopmerocti Unity 1 TOTOBUM pillIeHHSIM XMapHOT iHPPaCTPYKTypH.
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1. AHAJII3 TPOBJIEMMU TA OI'JIA ICHYIOUUX PILNEHb

1.1 Onuc npeameTHoOI raaysi

Irpu € onHieO 3 HamomUpeHimuX (HOpM po3Bar Ta Mi3HABAIBHOI ISUILHOCTI B
mubpoBOMYy cepefoBUIlll. BOHM MOEIHYIOTH IHTEPAKTUBHICTh, CHOKETHI €JIIEMEHTH,
aymioBi3yanbHi €()EeKTH Ta COIIaJbHUI KOMIIOHEHT, IO 3a0e3redye BUCOKUW PIiBEHb
3amydeHHs KopucTyBadiB. CyuacHi nu¢poBi irpu OXOIUTIOIOTH O€31iu >KaHpiB — Bif
apkaj 1 MPUroJHULBKUX CUMYJISTOPIB 10 CKIAJHUX CTPATErTYHUX MPOEKTIB 13 BIAKPUTUM
CBITOM. 3aBIIIKUM TMOCTIHHOMY TEXHIYHOMY PO3BUTKY Ta PO3IIMPEHHIO MOXKIUBOCTEH
pylIiiB, irpoBa IHAYCTpiS 3JaTHA MOJEIIOBATH PEATICTHYHI CIleHapii, CTBOPIOBATHU
IHTEepAaKTUBHI HaBUYaJbHI CEpPEeJOBHUINA 1 3aJOBOJBHITH TMOTpeOH PI3HOMAHITHOT
ay IUTOPIii.

Oco0nMBO 1IKaBOIO 3 TMOIIISIAYy HABYAHHS € KATEropis «Cepho3HUX Iropy», fKi
NOENHYIOTh ITPOBI MEXaHIKM 13 LUIECOPSIMOBAHUMM OCBITHIMM YHU TPEHYBaJIbHUMU
3aBAAHHSIMU. Y TakuX MpOEKTax TehMidikailis BUKOPHUCTOBYETbCS Misi (hOpMYyBaHHS
NPaKTUYHUX HABUUYOK Yy PI3HMX Tany3sx: Big meaunmuHud 1o (inanciB. KopucryBaui
OTPUMYIOTh 3MOTYy BUKOHYBAaTH TI€BHI [ii B O€3MEUYHOMY BIPTyaJbHOMY CEpPEIOBHIIIL,
aHaT13yBaTH PE3yJbTaTH 1 KOPUTYBATHU CBOIO CTPATETIIO, IO COPUSE 3aKPIMJICHHIO 3HaHb
1 PO3BUTKY KPUTHYHOTO MHCIICHHS.

[ToKpOKOBI €KOHOMIUHI IrpU SIK JKaHP MO€JHYIOTH E€JIEMEHTH CTPaTeriyHOTO
IUTaHyBaHHS Ta MOJIETIOBaHHS (pIHAHCOBUX MpOILECIB y (hopMmarTi 1Mo yep3i BUKOHYBAHUX
xoniB. Koxen rpaserns mae oOMexeHHid Habip pecypciB 1 yacy Ha po3poOKy BIIACHOT
€KOHOMIYHO1 CTpaTerii: KyIiBJIIO aKTUBIB, IHBECTYBAaHHS B MPOEKTH, 3ATyUYCHHS IMO3UK,
yKJIaaaHHsa yroj. IHTerpariisi peaJbHUX MEXaHI3MIB — KPHUITOBAIIOTH, IMOTEYHUX
KPEIUTIB, AWBIICHIIB — TIJBUINYE TIMOWHY CHUMYJISAIIT 1 JO3BOJISIE KOPUCTyBauyam
PO3BHMBATH MPAKTHUYHI HABUYKHU YTIPABIIHHS KamiTaaoM. 3aBAsiKy Bi3yalli3allii HACIiJIKIB

KOKHOTO PIIIEHHS Ta YITKOMY 3BOPOTHOMY 3B’SI3Ky TaKi irpu CTalOTh €()EeKTUBHUM
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IHCTPYMEHTOM MIABULIEHHS (DIHAHCOBOI rPaMOTHOCTI Y MOJO/1 Ta MIMPOKOI ayIUTOPIi,

sIKa 3BUKJIA JI0 IHTEPAKTUBHOTO HAaBUaHHS uepe3 IrpoBUid iHTEpdeiic.

1.2 Orasx mporpaMHMX NPOAYKTiB-KOHKYPEHTIB

1.2.1 Monopoly (kj1acH4Ha HACTiJIbHA rpa)

Monopoly — 1ie ky1bTOBa HacTiUIbHA EKOHOMIYHA TPa, y sAKii 2—6 rpaBIliB 10 Yep3i
nepecyBaroTh (Pimku 1mo kBagpatHomy oo (10x10 KIITUHOK), MOJIETIOI0YN MEXaHIKY
KyHiBII-IpoJaxy HepyxomocTi. Ha moyaTky cecii KOXKHOMY YYaCHUKY BHUIA€THCS
cTapToBHil KamiTan y po3mipi 1500 rpomoBux oaunuiib, HaOip kapTok «Illancy 1 «Kaznay
Ta (¢ilika, M0 CUMBOJII3y€e HOTO MPUCYTHICTh Ha nouiiil. KoxeH Xi7 po3MOYMHAETHCS 3
KUJIKA ABOX IIECTUTPAHHUX KyOUKIB: 32 iXHIM pe3yJIbTaTOM IrpaBellb rnepecyBae (ilky i
MOXe Tpua0aTh HEPYXOMICTh Ha HOBIM KIITHUHII a0 CIUIATUTU OPEHIY BIACHUKaM,
SKIIO 1Sl TUIOIIA BXKE HAJIEKUTh 1HIIOMY YYaCHUKY.

Mexanika 1HBECTHIII pPO3rOpTAETHCS HABKOJIO OyIBHULITBA OYIMHKIB 1 TOTENIB Ha
npuaO0aHuX JUISHKAX Ta 3aly4YeHHS IMOTEYHUX IIO3WK, IO JO03BOJSE ydYaCHHUKAM
MaHeBpyBaTH (IHAHCOBUMHU MOTOKaMU U (pOpMYyBATU CTPATETII0 HAPOIILYBaHHS JTOXO/IIB.
VY pa3i GaHKpYyTCTBa TpaBellb MO30aBISETHCA BCIX AKTHUBIB, SIKI MEPEXOASATh JO HOTO
KPEIUTOPIB, a TapTisi MPOJOBXKYEThCA, MOKA HE 3aJUIIATHCA €IUHUN (IHAHCOBO
CIIPOMO’KHHMM y4aCHUK a00 HE BUUEPIAETHCS 3a3AAJIETIIb Y3TOPKEHA KIJIBKICTh PayH/IIB.

Cepen ronoBHux nepesar Monopoly — 1HTYITUBHO 3pO3yMijia MEeXaHika KyIiBJi-
NpoJaXy aKTHUBIB Ta SICKpaBUH COIIAIbHUN JIOCBIJ «rpa 3a OJHUM CTOJOM», WIO
CTUMYJIIOE€ B3a€EMOJIII0 Ta TEPEroBOpH MK TrpaBisiMU. BomgHowac moBri maprii,
OOMEXeHHSI 10 HIECTH YYacHHKIB 1 HEOOXITHICTh BPY4YHY MiIpaxoByBaTH OPEHIHI
BUIUIATH Ta IMOTEYHI YMOBHU 3HWXYIOTh €(QEKTHUBHICTh TpU SAK IHCTpYMEHTa s

reiimipikoBaHOTO HaBYaHHS (DIHAHCOBUM KOHIIEIITaM.

1.2.2 Pummel Party (uudpoBuii aHaJor i3 apkajHUMH MiHi-irpamMu)
Pummel Party moegHye mokpokoBi €KOHOMIYHI XOJW Ha BIPTyaJbHOMY TMOJI 3

SACKpPAaBUMH apKaJHUMHU MiHi-IrpaMH, MPOTIOHYIOYH IPaBLSIM TUHAMIYHUNA Ta COLIAIbHUN
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nocsia. Cecis po3NOYMHAETHCSA B JI0O1, e 2—8 YYaCHUKIB MIAKIIOYAIOTHCSA 10 OHJIAMH-
Mar4yy, BUOMpalOTh KapTy W Yy3roJKYIOTh KUIBKICTh XOJiB. B ocHOBHiN (a3l rpasiii
KUAZAI0Th BIPTyalibHI KyOWKH, TIepecyBaioTh (IIIKKA IO TMOJII0, KyMyloTh “0a3u” Ta
30MparOTh PECypPCH JJISI HAPOIIYBaHHS KarliTaiy.

Uepesz koxkHI 3-S5 XoAiB BiAOyBaeTbCcsi MiHI-Tpa (CTPUISIIKH, TOJIOBOJIOMKH,
3Mara”s Ha CIIPUTHICTH), Y AKIA MepeMOKellb OTPUMY€E OOHYCHI MOHETH a00 J0AaTKOBI
XO0JH, 10 J0JIa€ HEBUMYIIEHOT KOHKYpPEHIIli Ta po30amisie crpareriuni eramu. [lapris
3aBEpUIYETHCS, KOJIU XTOCh JOCSTAa€ TOCTaBIEHOI Il (HANPUKIaA, HAKOMWYCHHS
HAMOLTBIIIOTO KamiTany) ado MPOXOIUTh y3roJKeHa KUTbKICTh payH/IiB.

Cepen ronoBuux miepeBar Pummel Party — mnoBHa aBTOMaru3aiis BCIX
PO3paxXyHKIB 1 CTATUCTHKH, IO 3HIMA€ 3 TPaBIliB HEOOXIIHICTH BECTH OOJIK BPYUHY, a
TaKOX MOETHAHHS CTPATETIYHOTO IJIaHyBaHHS 3 PO3BAXKATbHUMH apKaJIHUMH BCTaBKAMH,
SIK1 YPI3HOMAaHITHIOIOTh ITpOBHIA Tipoliec. BogHovac y rpi BUKOPUCTOBYETHCS CIIPOIIEHA
eKOHOMIYHa MoJienb 0e3 peanizallii pealbHUX (DIHAHCOBHX IHCTPYMEHTIB, @ BUMOTH J10
amapaTHoi YacTuHU 4epe3 HacudeHy 3D-rpadiky Ta ehekTH MOXKYTh CTaTH MEPEIIKO0I0

JUI. MEHII MOTYKHUX MTPUCTPOIB.

1.2.3 THmi cxooxi pilieHHs

Cashflow — wnaBuanbHa (inaHcoBa rpa, crBopeHa PoGeprom Kitiocaki B 1996
polll, sIKa Ma€ Ha METI MOJICTIOBAHHS peAIbHUX NUISAXIB A0 (PIHAHCOBO1 HE3aJIEKHOCTI.
['paBii crioyaTky 3HaxonsThes B “Rat Race” — craprtoBiil a3l 3 GpikcoBaHUM J10XOJ0M
Ta BUTpATaMH, Jie TOTPIOHO HApPOIIYBaTH aKTHBHU (HEPYXOMICTb, aKIlii, O13HEC), JOKU HE
HAKOTIMYaTh JOCTATHHO MACUBHOTO J0XOMY, 100 nepeiitu y a3y “Fast Track™ 3 Bummmu
IIUISIMH Ta MEXaHIKaMU JJIsl CTBOPCHHS BEJTUKOTO KaIliTary

['pa po3paxoBaHa Ha 3—6 yYaCHHKIB JIJIsl MAKCUMAJILHOTO €(EeKTy HaBYaHHS 4yepes
TPYNOBY JWHAMIKy; ICHY€ TaKOX OE3KOIINTOBHA OHJIAWH-BEpCis I 3apEeECTPOBAHUX
KOpUCTYBayiB, sika HapaxoBye moHaa 100 000 akTMBHUX TpaBIiB MIOMICALS. 3aBASKH
nporenypi 3MiHu posed (pi3Hi mpodecii 3 yHIKaIbHUMH J0XOJaMH W BHUTpPaTaMH)
Cashflow po3BuBae y rpaBiiB HaBUYKU aHai3y OIOJKETY, YIPABIIHHA PHU3UKAMHU Ta

NPUAHSTTS 1HBECTHIIIMHUX PIlIeHb y 0€3MEUHOMY iTPOBOMY CEPEIOBHIIIL.
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Tabletop Simulator — me yHiBepcadbHa OHJIAWH-TIATPOpPMA I BiATBOPCHHS
Oynb-SIKMX HACTUIBHUX IMOp Y MYJbTUIUICEPHOMY  (PI3BUYHOMY  «IICOYHUILD.
Po3po6nenuit Berserk Games, BiH m0o3Bossie 10 10 rpaBiiiB 0JJHOYACHO TpaTH Ha OJHIN
BIpTyalbHIA jgomi, iMmoptyBatu BiacHi 3D-Mozmeni Ta cTBOproBaTH CIeHapii 3a
JOTIOMOTo10 Lua-CKpHIITIB.

Opnna 3 xirouoBux iHHOBaMIM Tabletop Simulator — moBHa iHTerparris 31 Steam
Workshop: Ha cboroani B kateropii «Gamey» Hanmiuyerbest nonaa 37 000 moaudikariid,
AK1 BKJIIOYAIOTh SIK KJIACHM4YHI HACTUIbHI ITpH, TaK 1 OPUTiHAJIbHI MPOEKTU KOPHUCTYBAUiB.
Ile mae 3Mory He JMIe BiITBOPIOBATH BIAOMI ITpH, @ W €KCIIEPUMEHTYBATH 3 HOBHMH
MexaHikaM#u 6e3 HeoOX1THOCTI ITMO0KOT TEXHIYHOT MIATOTOBKHU. 3 TOUKH 30PY ayAUTODii,
3a ouinkamu PlayTracker, Tabletop Simulator mae mpubnusno 9,8 MJIH BIacHUKIB Ha
Steam Ta 816 000 akTUBHMX TpaBiliB Ha Micsllb. CepeiHsl KUTbKICTh OJHOYACHUX T'PABIIIB
IPOTSITOM OCTAaHHBOTO Micsls cTaHOBWIA ONMu3bko 5 100, 13 MKOBUM 3HAYCHHSM IOHA]
9 900 kopucTyBauiB OJHOYACHO.

Xoua Tabletop Simulator Hagae HecKiHYEHHI MOXKJIMBOCTI KacTomizalii Ta
MIBUJKANA 3amycK Oy/b-fKOI HACTUIbHOI TPHU, BIH BHUMAara€ py4yHOTO HaJlallITyBaHHS
npaBuwi 1 MeXaHIK («IOKpaa» KapTOK, BCTAHOBJIEHHS TaiiMepiB ToIo). BiacyTHICTH
aBTOMAaTUYHOT OOPOOKM EKOHOMIUHHMX PO3pPaxyHKIB Ta HEOOXIJHICTh CTBOPEHHS
Moaudikaiiid s KOXKHOTO HOBOTO CIIEHapil0 OOMEXYITh HOTO MNPHUIATHICTH SIK

TOTOBOTO IHCTPYMEHTA JjIs TeiM1()IKOBAaHOTO HaBYaHHS ()IHAHCOBUM KOHIIEIITaM.
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1.2.4 IlopiBHsIbHA TA0 U PYHKIIOHAJTBLHUX MOKJIMBOCTEN I HeTOJIIKIB

Tabmums 1.1
AHaii3 KOHKYPEHTIB MPOEKTA
Kpurepiii Monopoly Pummel | Cashflow Tabletop Grift
Party Simulator Together
(MPoOEKT)
KiabkicTh 26 2-8 26 IOBLJIbHA 26
rpaBuis (3aJIeKUTh BiJT
MoaupiKarii)

Tum cecii odnaiin, OHJIAMH, oduaiin/onnaiin | odnaiin/oHmnaiiy, OHJIAiH,
HECKIHYCHH1 | (piKCOBaHi | , payHIH JI0 LIl | 3aJIKUTH BIJl TPU HECKIHYCHHI
payHIu payHIu payHIu

ABTOMATH3A | BiJICYTHS IIOBHA YaCcTKOBa BIJICYTHSI/9acTKOBa | TIOBHA

mist

PO3paxyHKiB

I'nmuéuna 0a3oBa CIIpOIlIEHa | CepeHs 3QJICKHUTH BiJI TPH po3mmpeHa

dinmexanik (kpeautw,

Oipoki)

HaByajbHHM | HU3BKUHU cepenHin BUCOKUH cepenHiii BUCOKUH

i moTeHuian

Ilnardopma | HacTisibHA IIK HacTinbHa/onna | [IK (Steam, | xpoc-

(Steam) iH JIOKaIIbHUH cepBep) | miatdopMoB
a (Windows,
macOS)

HaBaHTaKeH | MiHIMaJIbHE BHCOKE MiHIMaJIbHE MiHIMaJIbHE/3aJISKN | ONITUMI30BaH

HA Ha Th e

CHCTEMY

1.3. Orasa IT-3aco6iB i TexHo0TIH AJ151 peasmizamii

1.3.1 IrpoBuii pymriii Unity

Unity — e moTyXHHIA Ta YHIBEpCAIbHUI KpOC-IIaTGOpMEHHd iIrpOBHI PYIIIii,
110 MOEJHYE B cOO1 THYUKICTh CepeloBuUIIla po3poOKH, 6araTtuii HaOip rOTOBUX PIIEHb 1

MacIITa0OBaHICTh [JI TPOEKTIB OyIb-sIKOTO piBHA CKiIaaHOCTI. BiH mo3Bosisie
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crBoproBaty irpu s Windows, macOS, Linux, mo6inpaux npuctpois (I0S Ta Android)
i BeO-OpaysepiB uepe3 WebGL, mo poOuTh HMOKPOKOBY EKOHOMIYHY CTpaTeriro
JOCTYITHOIO JJIT MaKCUMalIbHOI KUIBKOCTI KOPHCTyBadiB 0€3 J0JAaTKOBUX BHUTpaT Ha
NIEpEHECeHHsI NPOEKTY Ha HII TaThopMu.

Iarepderic penakropa Unity nmoeaHye BizyanbHe KOMIOHYBAHHS CICH, IHCIIEKTOP
BJIACTUBOCTEH 1 MOTy>kHM ASSet Browser, 1o cpoiiye iMnopT 1 KepyBaHHS pecypcaMu:
Big 2D-crpaiiTiB Ta 3D-Moneneit 1o aynio KiimiB 1 aHiMariiid. Oco0auBO BaXITUBUMHU IS
npoekty € TextMesh Pro — piriennst uist 4iTKOrO BiqoOpaKeHHS TEKCTY Ta MiITPUMKH
pisHuXx MoOB, a Takox Cinemachine, ska Hamae roToOBi IUIAriHU I JTHHAMIYHOTO
KepyBaHHs KaMepOoIo il 4ac XOiB IPaBLIiB.

I'padiuni MmoxkIMBOCTI pymIis peanizoBani uepe3 Universal Render Pipeline (URP)
ta High Definition Render Pipeline (HDRP), ski [103BOJISIOTh HAaJalITOBYBAaTH
OCBITJICHHSI, TiHI Ta MOCT-MIPOIIECHHT BIAMOBIIHO 10 OTpeO mpoekTy. CucreMa 4aCTUHOK
ta ¢izuuni pymii PhysX (mns 3D) i Box2D (mns 2D) 3a0e3mneuyroTh pealiCTHIHY
B3a€EMOJIII0 00’€KTIB 1 TUHAMIYHI e(eKTH MmiJ Yac (IHAHCOBUX OINepaliii Ha Mojal —
HAMpUKIIAJ, aHIMAIilo KYIMIBI1 HEPYXOMOCTI YM PyX Kamepu il 4ac BiAOoOpa>KeHHs
MO,

Hanmcanns koxy y Unity snilicHioeThess Ha MoBI C#, sika TMO€AHYE MOTYKHY
CTaTUYHY THWIT3AI[l0, aBTOMAaTWUYHE 30MpPAaHHS CMITTS Ta MIATPUMKY Cy4YaCHHUX
xoHcTpykmid .NET (LINQ, xopyrunu, async/await). lle 3HayHO crporrye po3poOKy
MEPEIKEBHX MEXaHIK: CTBOPEHHS aCHMHXPOHHMX 3amuTiB 1o Photon i Firestore, oOpoOky
MO 1 CHHXPOHI3AIlII0 CTaHy TPH.

Opniero 3 HaiOUTbIIMX TiepeBar UNity € fioro akTuBHA CHUIBHOTA Ta €KOCHCTEMA:
B Asset Store mocTymHi TUCSYl TOTOBUX IUIATiHIB, Bif IHTEp(EHCHUX MTYK A0 CKIATHUX
Al-monyniB; odimiiiHa foKyMeHTallis 1 GOpyMH MATPUMYIOTh IIBUJIKE BUPIIICHHS Oy b-
SAKMX TexHIYHMX nurTaHb. 3a gomomororo Unity Cloud Build i Collaborate mosxna
OpraHizyBaTu O€3IIOBHMUI MpOIleC KOMaHAHOI poOOTH Ta Oe3mepepBHOI IHTErparlii, 110
aKTyaJIbHO HaBITh JJIs1 HEBEJIIMKUX KOMAaHI, sIK1 MPAIIOI0Th HaJl OakaiaBpChKOIO poOOTOIO.

3aBASKU MOEAHAHHIO 3pYYHOTO PEIAKTOpa, PO3rajly>kKeHO1 eKOCUCTEMHM IUIariHiB,

PO3BUHEHUX TpadiuHuX 1 QI3UIHHUX PYIIiiB, a TAKOXK MOTYKHOT MOBHOT miaTpuMku Unity
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CTBOPIOE MILIHY OCHOBY JIJIs peai3alii MyJbTHILIEEPHOT TOKPOKOBOI EKOHOMIYHOI TpH 13

($hoKyCcOoM Ha MPOCTOTY PO3POOKH Ta TIIMOUHY TeHMILIEIO.

1.3.2 MoBa nporpamyBanus C#

C# € OCHOBHOIO MOBOIO MpoOrpaMmyBaHHs B cepemoBuini Unity, 3aBasku domy
3a0e3reuye €IUHY OCHOBY JJI pealti3allli IrpoBOi JIOTIKM, B3a€EMOIli 3 PYyIIiEM Ta
30BHINIHIMU cepBicamu. lls cratmyHO THUMI30BaHAa MOBa, PO3pO0JIEHA 3 ypaxyBaHHIM
NPOCTOTH BUBYEHHS, MTOEIHYE B COO1 CHHTAKCHMYH1 KOHCTPYKIIi, OMu3bKi 10 Java ta C++,
13 motyxHuM iHCcTpyMmeHTapiemM .NET-mnatdopmu. 3a paxyHOK CyBOpPOTrO KOHTPOJIIO
TUIIB HA eTam KOMIUIALIL Ta BOyJI0BaHOTO MexaHi3My 30ipku cMitts C# 3abesmeuye
BHUCOKY HaJ1MHICTh 1 €EKTUBHICTh YMPABIIHHA [aM’ATTIO, 0 OCOOIUBO KPUTUYHO JJIsi
MYJIbTUIUIEEPHUX MOKPOKOBUX 1rOp 13 IMHAMIYHUMH OHOBJICHHSIMU CTaHy.

OnHuiero 3 ktouoBUX nepeBar C# € cyBopa CTaTMYHA THITI3AIlisl Ta Oe3MeKa THIIB.
VYci 3MiHHI ¥ BHpasd MaioTh OyTH SIBHO OTOJIOIIEHI 3 THUIOBMMM AHOTALISIMH, IO
JTO3BOJISIE BUSBJISITA MOMMJIKH 1€ MiJl Yyac KOMMUIALIL ¥ ICTOTHO 3HMXKY€ WMOBIPHICTD
HenepenoadyBaHux 300iB y xoil rpu. lle ocoOmuBO BaXIMBO IJIS MYJIbTHILUICEPHHUX
CECIii, e CHHXPOHI3allisl CTaHy MIDXK KIIEHTOM 1cepBepOM NOTpeOye UiTKOI BIIMOBITHOCT1
CTPYKTYp JAaHUX.

C# — 11e IOBHICTIO 00 '€KMHO-0pPIEHMOBAHA MOSA, TIIO HATAE PO3POOHHUKAM 3pYyUHI
3aco0u IS opraHizailii Koay B Kjiacu Ta iHTepdeiicu. (g Hamoi rpu 3acTOCOBYIOTHCS
apxiTektypHi narepan Model-View—Presenter, Service Locator i Dependency Injection,
K1l JIONIOMararoTh 4YITKO po3MexyBaTu Oi3Hec-ioriky, Ul Ta MepexkeBi cepBicH.
[ToBTOpHE BUKOPHUCTAHHS KOMIIOHEHTIB 1 MOJIYJBHICTh MPUCKOPIOIOTH MIATPUMKY Ta
po3uIupeHHs GyHKIIOHATBHOCTI.

[Ile omHi€0 BaXXKIUBOIO OCOOJIMBICTIO € agmomamuyHe KepySaHHs Nam sSmmio
uepes 30ip cmimms (garbage collection). Po3poOHUKH 3BUTRHEHI BiJl pyYHOTO BUAUICHHS
Ta 3BUILHEHHS PECypPCIB, 1110 3HAYHO 3MEHIIY€ UIMOBIPHICTh BUTOKIB TIaM’sIT1 1 TIOJIETIIIY €
CTBOPEHHS CKJIQJIHUX ITPOBHX MEXaHIK, TaKuX SK JMHAMIYHE 3aBAaHTAXKCHHS JaHUX
rpaBuiB 13 Firestore um ympaBiiHHA 00’€KTamMH TpU MiJ 4ac 0araTOKOPUCTYBalbKHUX

CECII.
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C# TakoX Mae WUPOKY CyMICHICTH 13 mnatdopmamu: peanizauii .NET Framework
ta .NET Core npaitorors Ha Windows, macOS 1 Linux. ¥ kontekcti Unity 1ie o3Hauae,
10 OJWH 1 TOM caMHil KOJ MOKHa BUKOPHCTOBYBATH IS BCIX HUTLOBHX Iutatrgopm 6e3
moaudikanmiii. barata crangaptha 6i6miorexa .NET 3a6e3neuye roToBi kiacu st poOOTH
3 MEpeXero, KOJEeKIisIMH, (aiiyiamMu, a TakoXK MATpuUMYye cydacHi MmoxiuBocti — LINQ
st oOpoOKM AaHMX, async/await Jjisi aCHHXpOHHHMX omepatii 1 kopytuau Unity s
yIpaBJIiHHS TaliMepaMu Ta aHIMAaIlisSIMH.

Po3pobka na C# cymnpoBokyerhesi Bucokosikicaumu IDE — Microsoft Visual
Studio Ta Visual Studio Code. Lli cepenmoBuia HagarOTh aBTO3aBEPIICHHS KOIY,
THCTPYMEHTH HaJIaro PKCHHS, aHAII3aTop KOy Ta BOy10BaHy miaTpuMKy Git, 1110 3Ha4HO
HiIBUIIY€E MPOAYKTUBHICTh pO3pOOHMKIB. AKTMBHA crniuibHOTa C#-po3poOHuKiB Unity
NPOTIOHY€E YHUCIICHHI OHJalH-pecypcH, GOpyMHU, TOKyMEHTaliro Ta O010Ji0Tekn 3
BIIKpUTUM KOJIOM. Lle cTBOpro€e CpUSTIMBI YMOBHU JJIs IBUAKOTO BUPIIMICHHS MPOOIEM
1 0OMiHY JOCBIIOM.

3aBasiku yHiBepcaibHOCTI C# MOXKHA CTBOPIOBATH JOJATKH PI3HOTO THUITy — BiJ
BeO- 1 MOOUTHHUX AOAATKIB A0 HacTUibHOTO I13 Ta irop. BoHa Takox Mae CyMICHICTb 3
My NET-moBamu (Visual Basic.NET, F#), mo go3Boiisie iHTErpyBaTH ICHYOU1
KOJI0B1 0a3u ab0 BUKOPUCTOBYBATU CTOpPOHHI 0i6mioreku. [loromxkyrounch 13 poxycom
Ha MYJBTUIUICEPHIA MOKPOKOBIM €KOHOMIUHIN cTparterii, C# 3abe3neuye HEOOXI1THUM

OayaHC MK MIPOCTOTOIO BUKOPUCTAHHSI, TPOAYKTUBHICTIO Ta PO3IIUPIOBAHICTIO.

1.3.3 IlopiBusinass Unity 3 IHIUMMHU irPpOBUMH PYIIiSIMH

3 orisay Ha 3aBIaHHS PO3POOKH MYJIBTUIUIEEPHOT MOKPOKOBOI E€KOHOMIUHOT
crpaterii, IomiIpHO TOpiBHATH Unity i3 nBOMAa MOMYISPHUMH aTbTEePHATHBAMH —
Unreal Engine ta Godot — 11106 0OrpyHTYyBaHHS BUOOPY PYIIIisl.

Unreal Engine, pospo0Onenuii kommanietro Epic Games, € oauuMm i3
HAWUTIOTYKHIIIUX PYIIIiB JJIsI CTBOPEHHS BIiJACOIrOp 1 IHTEPAKTUBHUX CHUMYJISALIN, IS
AAA-npoektiB. OcHoBoro pymigs € MoBa C++, ska 3abe3neuye MaKCUMaJbHY
NPOAYKTHBHICTh 1 HHU3BKOPIBHEBHH KOHTpoib Haa pecypcamu. Unreal Engine

BHpiBH&I(}TBCH TaKUMH KIIFOUOBUMHU MOKINBOCTSIMMU:
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1 High Fidelity Rendering: pymiiii maTpumye nepenoBi TEXHOJOTII Bizyanizauli —
BiJl pEaJICTUYHOro T1Jo0anbHOro ocBiTieHHs (Lumen) 10 BHCOKOSIKICHUX TIHEH 1
matepianiB  (Nanite), 1m0 H03BOJIsIE CTBOPIOBATHM KiHeMmarorpadiyHi CIEHH 13
JIeTali3aliel0 Ha PiBHI KIHOTHIYCTPIi.

2 Blueprint Visual Scripting: cuctema Bi3yaqbHOTO CKPHUIITUHTY, Sika HaJa€ 3MOTY
Ir3aiiHepaM 1 MporpamicTaM IMIBHUIKO MPOTOTHUIYBAaTU ITPOBY JIOTIKY 0€3 HalMCaHHS
KOJy, 110 MIPUIIBUAINIYE iTepallii Ta eKCIePUMEHTH 3 MEXaHIKaMH.

3 Po3Bunena ¢izuka Ta animamii: iHTerpoBani pyuii Chaos i cumymnsmii
pyiayBanb Ta Cloth s TKaHMHHM, a TaKOXK MOTY>HI IHCTpyMenTH aHiMarii (Control Rig,
Sequencer) 11l CTBOpEHHSI HATYpaJbHUX PYXiB MEPCOHAXKIB 1 crele(eKTiB.

4 MynbpTumnargopmenictb:  maTpuMmka  jgeckronHux  (Windows, macOS),
MoOupHUX (10S, Android), konconeii (PlayStation, Xbox, Switch), mo poouts Unreal
Engine yHiBepcasibHUM BHUOOPOM ISl BETUKUX CTY[iHM 13 pPI3HOMAaHITHUMU IUTLOBUMH
wiarpopmamu.

5 Inctpymentu nnsg komananoi po6otu: Unreal Engine iHTErpyeThest 3 cucteMamu
BepcionyBanus (Perforce, Git), a dynkiis Live Coding 103B01si€ BHOCUTH 3MIiHU B KOJI 1
0auuTH pe3ybTaT MUTTEBO 0€3 Mepe3aBaHTAKEHHS PYIIis.

6 Marketplace Ta exocucrema: Epic Marketplace nmpononye mupoxuit BUOip roToBUX
MOJIeJIeH, IUIariHiB 1 11a0JOHIB, a TaKo)X OE3KOINTOBHI INIOMICAYHI IIAKETH, IO
HIATPUMYIOTh PO3POOHUKIB Y CTBOPEHHI CKJIAQHUX MPOEKTIB.

Unreal Engine 3actocoByerbcss Takumu Bigomumu crymismu, sk Ubisoft, Epic
Games, CD Projekt RED, nns po3po6ku irop piBas S.T.A.L.K.E.R., Gears of War 1
Fortnite, ne HeoOximHa MakcuMmalibHa TpadiyHa SKICTb, JeTami3alliss OTOYEHHS W
peanictuuHa (izuka.

Godot — me BiAKPUTHH pyHIid 13 BIIKPUTAM BHXITHHUM KOJOM, SIKUH
B1JI3HAYAETHCS JIETKOIO Baror0 Ta THYYKICTIO, [0 pOOUTH HOTO MpUBAOJIMBUM BHOOPOM
TS TH1-pO3pOOHUKIB 1 HEBEIUKUX KoMaHA. OcHOBHI ocobnuBocTi Godot:

« Node-Scene apxiTekTypa: cHCTeMa BY3JiB Ta CICHH 3a0e3redye MOIyJIbHE

KOMIIOHYBAaHHS TPOEKTY, /€ OyAb-sKHil 00’€KT Ipv MOXHA MNPEIACTABUTU SIK JEPEBO
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BY3JIIB 31 CBOIMM BJIACTHUBOCTSIMU Ta MOBEAIHKOI0. Lle crnpolrye noBTOpHE BUKOPUCTAHHS
KOMITOHEHTIB 1 MacIITaOyBaHHS MPOEKTY.

o GDScript Ta MyapTH-MOBHICTB: BOy0BaHa MoBa GDScript 31 cxoxxum Ha Python
CHUHTAaKCHCOM JIO3BOJISIE INBUAKO TIMCAaTH ITEPaTHMBHUM KOJa; 3a TOTPEeOM MO’KHA
BUKOpucTOBYBaTH C# a00 HaBiTh C++ JJ1 KpUTUYHHUX 32 MPOTYKTUBHICTIO MOJYJIIB.

o 2D-opieHTOBaHICTH: PYIIH Ma€ MEPIIOKIACHY MATPUMKY 2D-rpadiku, B TOMYy
yyucii BOyJOBaHl IHCTPYMEHTH IJis TaiaMariB, meaepiB 1 (i3UkH, 1m0 poOUTh HOro
ONTUMAIBLHUM JIJISI CIIPAUTOBUX 1rOP.

o Jlerka Bara ta kpoc-tuardopmenicts: Godot mparroe Ha Windows, macOS, Linux
Ta MOOUTHHUX TWIaThopMax 0e3 BENUKMX CHUCTEMHHX BHUMOT, IIO MPUCKOPIOE 3aIMycK 1
TECTYBaHHS Ha PI3HUX MPHUCTPOSIX.

o PosmuproBanicTh 1 KacToMi3allisl: 3aBJISIKA BIIKPUTOMY KOAY PO3POOHUKU MOXKYTh
JIOTIOBHIOBATH PYIIii BIaCHUMH IUIariHaMu, 3MIHIOBaTH sJipo abo BOyIOBaHI MOAYyJl
BIJITIOBIJTHO 110 cielU(IUHUX TOTPEO MPOEKTY.

o CnuibHoTa Ta nokyMmeHTtamisa: xoua Godot mae MeHy cniibHOTY, HDK Unity yu
Unreal Engine, BoHa akTUBHO pPO3BHUBAEThCA, a OQilliiiHa AoKyMeHTalis ¥ dopymu
3a0€3Meuy0Th MIATPUMKY JJIsl pO3B’3aHHS TEXHIUHUX 3aJ]1ad.

Godot izeanbHO MIXOMUTH JJIS MPOTOTHITYBAHHS Ta HEBEIUKHX Ir0Op 13 aKIICHTOM
Ha 2D, ne BaxuB1 MBUIKUHN UK PO3POOKU Ta KOHTPOJIb HAJl PYIIIEM.

Bucnosox: 'Y cBITIII HABEAEHOTO MOPIBHSAHHS MO>KHA 3pOOUTH TaKi BACHOBKH 111010
BHOOPY PYIIIis JIJIS HAIIOTO OaKajJaBpChKOTO MPOCKTY:

1. Unreal Engine imeanabHO MiAXOAUTH JJIsi CTBOPEHHS BHCOKOOIOMKEeTHHX AAA-
NPOCKTIB 3 KiHemaTorpadiuyHoi Tpadikor, CKIAJIHAMH IIeHaepaMHu Ta MPOCYHYTHUMHU
GI3BMYHUMH CUMYJISIISIMH, ajle WOTO CKJIAJHICTh 1 BUMOTH JO PECYpPCIB POOJISATH MO0
HAJMIPHHUM JUJTSI HEBEJTUKOI CTYJIEHTChbKO1 KOMaHIH.

2. Godot Engine Big3Ha4aeThCs JIETKOIO Baroro, rHy4koo NOde-SCene apXiTeKTyporo
Ta BIIKPUTUM KOJIOM, II[0 pOOUTH HOTO BIIMIHHUM BUOOPOM JJIsl MPOTOTUITYBaHHS Ta 2D-
irop; mpoTe oOMeXeHa KUIbKICTh TOTOBHX MEPEXKEBHUX PIIIEHb 1 BIACYTHICTb XMapHOI

IHPPACTPYKTYpH 3HAYHO YCKIAIHIOIOTH PO3POOKY MYJIbTHILIEEPA.
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3. Unity noeanye mpocTuii y BUKOPHUCTAHHI Bi3yaJbHUH PEAAKTOP i3 PO3BHHEHO IO
€KOCUCTEMOIO IIJIAriHiB, MOTYKHUM CH#-CKPUNTHHIOM Ta MIATPUMKOIO XMapHUX CEPBICIB
s mepexi (Photon) i ananmituku (Firestore). 3aBasku npbomy Unity 3abe3neuye mBuake
NPOTOTHUITYBAaHHS Ta omneparuBHe HanamTyBaHHS sK Ul-, Tak 1 MepexeBuX MexaHik,
HIATPUMYE  KPOC-TUIATPOPMEHICTH Ta Ma€ 1HCTPYMEHTH il NpoQuUIOBaHHSA
POy KTUBHOCTI.
Otxe, 3 ormsaay Ha OamaHC MK TPOAYKTHUBHICTIO, THYYKICTIO PO3pOOKH W
TOTOBUMHM DPIIICHHAMH I MyJbTUIUIeepa, UNity € HaiOLIbIn  BiAMOBIIHUM
CepeoBUIIEeM [JIsl peaizalii MYyJIbTUIUIEEPHOI MOKPOKOBOI €KOHOMIYHOI cTpaTerii B

pamkax OakanaBpChKOTO MPOEKTY.

1.3.5 Photon nJis MepeskeBoi B3aemMoil

Photon Engine — e xmapHe pillieHHs Il peaiizaiii MyJIbTHIDICEpA B irpax Ha
pyirii Unity, mo Hagae rotoBy iHGPacTpyKTypy Ta IHCTPYMEHTH Il CHHXpPOHI3aIii
IPaBIlB y pealbHOMY 4aci. Y paMKaxX MPOEKTY 3 MOKPOKOBOI €KOHOMIYHOI CTpaTerii
Photon O6yno 00paHo sik onTUMabHY MEpeKeBy 010J110TeKy 3aBISIKU MPOCTOTI IHTErpallii,
HIMPOKiN CIUTLHOTI Ta HASIBHOCTI TOTOBUX IHCTPYMEHTIB TS 1001,

Bukopucranus Photon mo3Bosisie BiIMOBHUTHCSA BiJi PYyYHOIO HaJIAlITyBaHHS
CepBEpHOT YaCTHUHM: J0CTaTHLO iHTerpyBatn odimiiny Unity SDK, wnamamryBaTn
napamMeTpHu Jio0i (MakcuMalbHa KUTbKICTh TPaBIliB, MPUBATHICTH J1001), micis woro Photon
ABTOMATUYHO PO3MOAUIMTH CECli MIXK rpaBLSIMHU 1 3a0€3ME€UNUTh HU3bK1 3aTPUMKH 3aBJSIKU
reorpadiyHO PO3MOLICHUM CEpPBEPAM.

OcnoBoto Photon e Moaens KilieHT—cepBep, Y SAKii KIIIEHTH OOMIHIOIOTHCS IaHUM U
gyepe3 MEeHTPaIbHUN CepBep, 10 TapaHTYy€e y3rOJDKEHICTh craHy rpu. Mexanismu RPC
(Remote Procedure Call) Hamae MOXIMBICTh BUKIHKY BiIJaJCHUX METOMIB 1 mepenavi
o1 OJHUM PSAJIKOM KOJAY — II€ 3HAYHO CHPOIIY€E peanizailiio JOTIKK nepeaadl XodiB,
OHOBJICHHSI CTaHy IrpoOBOTO TMOJs 1 CHHXPOHI3AII0 EKOHOMIUHHUX Omepamii y
MOKPOKOBOMY PEXKHUMI.

Photon takox MicTuTh BOYJOBaHMI MaTUMEUKIHT, a MiHI-KOHCOJIb y PENaKTOPi

Unity mo3Boiisie TecTyBaTH MiAKIFOUEHHS Ta MOHITOPUTH Tpadik y pearbHOMY dYaci.
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3aBIsSKU TaKUM MOXKJIMBOCTAM PO3POOHHKAM HE MOTPIOHO TMIMOOKO 3aHYpIOBATHUCS B
0COOJIMBOCTI MEPEKEBUX MPOTOKOJIIB 1 pO3rOPTATH BIACHI CEPBEPU — 116 EKOHOMUTH Yac

Ha HaJAIITYBaHHS 1HPPACTPYKTYpHU Ta JO3BOJISIE 30CEPEAUTHCS HA TEUMIUICHHIN JIOTIIII.

1.3.6 Photon y mopiBHsinHi 3 Mirror

Mirror — 1e momyysipHa OPen-source 6i0IiOTeKa IJIsT MEPEXKEBOI B3aEMOJIl B
Unity, sika posBunynacs i3 Unity UNet. Bona mo3Bosisie po3poOHHUKaM CTBOPIOBATH
KJIIEHT—cepBepHi abo peer-to-peer pimieHHs Oe3 BUKOPHUCTAHHS CTOPOHHIX XMapHHUX
cepsiciB. OCHOBHI XapakTepucTuku Mirror:

« Open-source: koa noctynuuii Ha GitHub, o gae 3mory aganryBatu 6i01i0TeKy
i1 BJIaCHI MOTPEOU Ta yCyBaTU MOMMIKUA CAMOCTIHHO.

o JloxanbHuit xoctuHr: Mirror He BuMarae CTOPOHHIX CeEpBEpiB — MOXKHA
PO3TOPHYTH BIIaCHUM cepBep y OyIb-SKOMY CEpelOBHIIl, BKIIOYHO 3 BiAJaIeHUM
CepBEPOM YU JIOKAJIbHOIO MAIIHHOIO.

o IIpocruit API: Mirror ocHoBanuii Ha Kiacax 3 MepexkeBoi Oi0Omiorekn UNet.
3BiKKM BOHA OTpHMala psja KiaciB, Takux, sk NetworkBehaviour, NetworkManager i
Networkldentity, oo monermiye nepexia ajis THX, XTO Bke npamroBas i3 UNet.

o beskomroBHicTh: Mirror He Mae JINEH3IMHUX IUIATEXKIB — YCl MOIIHMBOCTI

JOCTYIIHI 0€3KOMTOBHO 3a yMoBaMu MIT-minensii.

Tabmums 1.2
[TopiBusiaas Photon Ta Mirror
Kpurepiii Photon Mirror
Ingpacrpykrypa | Xmapna (reorpagiuno | JlokanbHUI1 a00 XMapHUH (Ha BIACHOMY XOCT1)
PO3MO/IiTICH] CEpBEPH )
Bapricts [Inatna w™mogmens 3rigHO 3 | beskomroBHo (MIT-mineH3is)
tapudamu Photon

MacmradoBaHicTh | ABTOMaTH4HA, 3aJIC)KUTH Bl | OOMekeHa MOTYKHICTIO BIIACHOTO cepBepa
cepsicy Photon

Higrpumka Odiniiina nigrpumka, | CrninesHota GitHub, popymu Unity
JIOKYMEHTAIs1, popyMu

API i npocTtoTta [HTyiTHBHI RPC ta | 3suunuii UNet-moni6uuit APL, ane Oinbiie
RaiseEvent KOy JUIsl peanizaiii cnenudigyHuX CIieHapiiB

HapiiinicTp Bucoka — cepBepa cepgicy | 3aieXuTh BiJI SKOCTI HAJIAIITyBaHHS cepBepa

Photon
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Bucnogok: Mirror 1o0pe miaxoauTh I NPOEKTIB 13 OOMEKEHUM OIOIKETOM abo

KOJM TOTPiOEH MOBHUM KOHTPOJIbL HaJ CepBEpHOIO iHPpacTpykryporo. OmHak s
0akajgaBpChKOTO MPOEKTY MYJIBTUIUICEPHOI MOKPOKOBOI cTparterii Photon Hamae roTosi
ceppicu 11001 Ta CHHXpOHi3amii, IO0aNbHE PO3MIIICHHS CEpBEPIB 1 MiHIMAIbHI
HanamTyBaHHs. [le 03BoJisie 30cepeauTUCss Ha po3poOlll IrpoBOi JIOTIKKM, a HE Ha

aIMIHICTPYBaHHI MEPEKEBUX CEPBEPIB.

1.3.8 Firestore npas 30epirannsi JaHUX

Google Firestore — 1e moxkymMeHTOOpieHTOBaHa 0a3a JaHUX Y CKJIaai riarGopMu
Firebase, po3po0bieHa ais 30epiraHHs Ta CHHXPOHI3aIi JaHUX Y pealbHOMY yacy. Y
npoekTi Firestore BUKOPUCTOBYEThCS JJis 30€peKeHHS OOJIIKOBUX 3alMCiB TPaBIliB Ta
HAJIAIITYBaHb IFPOBOT CECIi.

Firestore Hamae rHy4Ky cxemy KOJICKIH 1 JOKYMEHTIB, IO J03BOJIsiE€ 30epiraTu
KO)KHOTO TpaBIll SIK OKpPeMHi JOKYMEHT i3 JOBUIbLHUM HabopoM moumiB. Peanbhe
onoBieHHs (Realtime Listeners) 3abe3neuye aBTOMAaTHYHY Tiepeaady 3MiH Ha KIIEHTChKi
NPUCTPOI: HAIPUKIAA, OHOBJIEHHS OallaHCy YU CTATyCy KIMHATHU B J1001 BIJOOpaKkaeThCs
MUTTEBO 0€3 Mepe3aBaHTAKEHHS.

s 3axucty ganux Firestore BuxopucroBye Security Rules, siki marore 3Mory
JIETaTbHO HAJIAINTYBaTH TpaBa YHWTAHHS W 3amucy 3ajeKHO BiJ POJIi KOPHCTyBada Ta
craHy JgokyMmeHTa. IHterpamis 3 Firebase Authentication rapanrtye, 110 KOXXEH 3amuT
MOXOJIUTh BiJl aBTOPU30BAHOTO TPaBIIsl, @ KOHQIAEHIIIHI 10JIs (COJIb, X €Il ) 3ATUILIAI0THCS
NPUXOBAaHUMHU BiJl 1HIIMX KOPUCTYBAYIB.

Firestore Bkitouae B ceOe MOTY)KHI IHCTPYMEHTH AHATITHKH, IO JO3BOJISIOTH
BIZICTE)KYyBaTH MOBEAIHKY KOPUCTYBAUiB 1 CTaH J0/aTKa 0e3 He0OX1THOCTI BIPOBAKEHHS
30BHIIIHIX CcepBiciB. 3aBasku BOyaoBaHii crarucTuii Firebase MokHa oTpuMyBaTh
0a30B1 MOKa3HUKHU (aKTUBHI KOPUCTYBayl, 4aCTOTA 3BEPHEHBb, TOMHUIIKH), a 33 JOITOMOTOIO
BJIACHUX TIOMId — CTBOPIOBATH BIIaCHY aHamiTUKy. lLle mo3Bossie, Hampwukiam,
BIZIIPABIISITH Ha CEpPBEP KOPUCTYBAIIbKI MO/I1i 3 0y /1b-IKUMH apaMeTpamu (dac, HIKHEM,

3aTpuMKa 3’€/lHaHHs) Ta OyJyBaTH 3a HUMU 3BITH y BUMIANL TpadikiB YU TaOIUIb Y
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KoHcouri Firebase, mo mosernrye MOHITOPUHT TPOIYKTHBHOCTI Ta MPUHHATTS PIllICHb
10/10 ONTHUMI3allli MEPEKEBUX HaJAIITyBaHb.

[arerpanis Firestore 3i cranmaptaum Unity SDK 3BoauThCs 10 JEKIIBKOX PSAIKIB

KOJy: CTBOPEHHS TIOCHJIAHHS Ha KOJIEKIIil0, BCTAHOBJIEHHS CIyXadiB 3MiH Ta BUKOHAHHS

omneparii. lle 3HaYHO TPUIIBUJIIYE peai3allil0o CEpBEPHOI JIOTIKU, 3BUILHAIOYU Bij

HEOOXITHOCTI BIIacHOI IHPPACTPYKTYpH JJis 30epeKeHHs cTaTUCTHKH. Takox Firestore

aBTOMATHUYHO KeIly€e OCTaHHI JaHl JIOKaJbHO, 3a0e3nedyroud odiaaidH-gocTyn 1

aBTOMATHYHY CHUHXPOHI3AI[ll0 TMICJIS BIIHOBJEHHS 3’€IHAHHS, IO BAXJIUBO IS

MOOUTbHHX TPABILIB 3 HECTAOUILHIUM IHTEPHETOM.

1.3.9 Firestore y nopiBasinnai 3 MySQL

Ha BiamiHy Bix TpaaumidHux pensuiiinux 0a3 ganux, Takux sik MySQL, Firestore
MIPOTIOHYE IOKYMEHTHO OPIEHTOBAHY MO/I€Ib, 1110 3a0e31euye OUIbITy THYUYKICTh Y pOOOTI
31 CTPYKTYpOBaHUMHU, aje pisHOpinHuMu ganumu. Y MySQL noBoauthbcs 3a3paneriib
NPOEKTYBaTH TaOJIMYHY CXEMY 3 YITKO MPONUCAHUMHU 3B’SI3KAMU MDK TaOJHUISIMH, IO
4acTO MPU3BOJUTH 10 CKJIAJAHUX 3alHTIB 1 MOTPeOy€e N0JAaTKOBOTO aIMIHICTPYyBaHHS
cepBepa 0a3 JaHuX.

Hatomicts Firestore BUKOpUCTOBY€E KOJICKIIii Ta JOKYMEHTH, J€¢ KOKEH JOKYMEHT
MOY€ MaTH BJIACHY CTPYKTYPY NOJIIB 0€3 HEOOX1JHOCTI 3MiHIOBaTH CXEMY IPH JI0/IaBaHH1
HOBUX mapamerpiB. lle ocoOMMBO KOPHCHO MJisi JOJaBaHHS JUHAMIYHUX JaHUX —
HAIPUKJIIAJl, BIIACHOI aHAIITUKA — 0€3 PU3UKY MOPYIIMTH HUTICHICTh ICHYIOUMX 3aIHCIB.

Kpim Toro, Firestore npomnonye BOymoBaHI MexaHi3Mu oOQialiH-KeIIyBaHHS Ta
aBTOMATHYHOT CHUHXPOHI3alli: MOOUIbHI KJIIIEHTH MOXYTh MPOJIOBXKYBaTH poOOTY mpu
BTpATi 3’€qHAHHS, a MICIs BIAHOBICHHS BCl 3MIHM 3MIQKYIOTHCS 1 BIANPABISAIOTHCA Ha
ceppep. Y MySQL mis momibHoro QyHKIIOHANY MOTPiOHI CTOPOHHI pIlIEHHS Ta
JTOJATKOBUH KOJI.

3 Touku 30py MacmTaboBaHOCTI, Firestore aBTOMaTM4HO  PO3MOJLISE
HaBaHTaXEHHS MDK cepBepamu Google, mo mo3Bossie Oe3nepebiitHo 00CayroByBaTH
TUCSAYl omaHOYacHUX 3’emHaHb. Y MySQL ropusoHTanbHe MacmrTaOyBaHHS TOTpeOye
HQJIAIITYBAaHHS  BJACHUX  PO3MOJUILHUX MEXaHI3MIB, 10 3HAYHO YCKIIAJIHIOE
aMIHICTpYBaHHS.

Omxe, Firestore e kpamum BapiaHTOM IS 30€pEKEHHS IMPOBUX JaHUX

MYJIBTUILICEPHOT TOKPOKOBOT CcTpaTerii, OCKUIbKK 3a0e3nedye THYYKICTh Y CTPYKTYpi
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JaHuX, BOy10BaH1 3aco0u ouiaiiH-10CTyIy Ta IpOCTe aBTOMAaTUYHE MaclITadyBaHHs 0e3

HEOOXI1THOCTI MATPUMYBATU CKIIaTHY 1HOPACTPYKTYpy 0a3u JaHUX.

1.4 BuzHaueHHs1 00’ €KTa, NpeaMeTa, METH Ta 3aBJ1aHb

06 ’exm docnioacenns. [lpouec B3aeMo/Iii rpaBIliB y MOKPOKOBIN MyJIbTHILICEPHIT
€KOHOMIYHIN CTpaTerii 3 BUKOPUCTAHHIM peaTbHUX ()IHAHCOBUX MEXaHI3MIB (KpEIUTH,
KPUIITOBAIIOTA, IHBECTHIIIT).

Ilpeomem Oocnidocenns. Tlporpamue 3a0e3nedeHHs IJis peamizallii KIi€HTChKOT
JacTUHM Tpu Ha pyimii Unity 3 iHTerpaiiero MepexeBHUX Ta aHATITHYHHUX CEPBICIB
(Photon, Firestore) nns cuaxpoHi3arliii irpoBux ceciii Ta 30MpaHHs CTaTUCTHUKH.

Mema pobomu. Po3poOuTu MyJIbTUIUIEEPHY TOKPOKOBY €KOHOMIYHY TPy Ha PYIIIii
Unity, sixka yepe3 MOJICTIOBaHHS PeaIbHUX EKOHOMIYHMX MEXaHI3MIB Y reiiMi(ikoBaHOMY
KOOIIEPaTUBHOMY CEPEIOBHUIIII MiJIBUILY€ piBEHb (DIHAHCOBOI IPaMOTHOCT1 KOPUCTYBAYiB.

3agoanns pobomu:

1. TlpoananizyBaTtu >KaHpOBI aHAJOTH 1 BU3HAYUTH IXHI NEpeBard Ta HENOJIKU Y
KOHTEKCTI HaBYaHHS (DIHAHCOBHM MeXaHI3MaM.

2. Busnauutu (yHKIIOHaIbHI Ta HE(YHKIIOHATBHI BUMOTH J0 MPOEKTY.

3. OG6rpyHTyBaTH BUOIp apXiTEKTypHOTO MIIX0ay Ta KIFOYOBHX TexHomorii (Unity,
C#, Photon, Firestore).

4. CnpoextyBatu apxiTtekrypy rpu, UML-miarpamu Ta Maketu iHTEpdEncy.

5. PeanizyBaTtu KJII€HTCBKY 4YacTHHY TpPU 3 MOXKIIMBICTIO MEPEXKEBUX Ceciil 1
30epexeHHs] CTATUCTUKU.

6. HamamryBatn MexaHi3smMu Oe3nedHoi aBTOpH3allii KOPUCTYyBayiB Ta OOPOOKY
MEpEeKEBUX TMOIIH.

7. TlpoBecTn 103a0UIITI-TECTYBaHHA 3 pEAIBHUMU TIpaBUsIMU 1 mpodiirooye
TeCTyBaHHs MpoayKkTuBHOCTI (FPS, minr).

8. IlpoananizyBatu OTpUMaHi pe3yabTaTH, HaJaTH PEKOMEHIAIil III00 ONTHUMI3aIii

Ta PO3BUTKY MPOEKTY.
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2. AHAJII3 ITPOBJIEMH TA OI'JIsAAI ICHYIOUYMX PIHIEHD

2.1 3araabHa apxiTekTypa Ta cucTremMa iHiniasizamii

VY 1aHoMy MPOEKTI 3aCTOCOBAHO MOJYJIbHUN apXITEeKTYpHHUM MIAX1M, 32 SIKOTO KO
PO3IIUIEHUH HA OKpEMI, YITKO 13071b0BaHI MOYJIi 3 BIACHUMHU 30HAMU BIATIOBIAAIBHOCTI,
Ta OPTraHi30BaHy 3a JOMOMOror bootstrap system — cucremu nmoeTanHoi iHirfiati3arii.

Mooynena cucmema o3Hayae, MO KOXKHA (YHKIIOHAJIbHA CKIIaq0Ba MPOrpaMu
(MepexxeBuil map, inTepdeiic, aHaliTHKa TOIIO) yIaKkoBaHa B OKPEMUN MOJYJIb i3 YITKO
BU3HAYEHUM 1HTEep(EeHcoM B3aEMOJI1 3 THITUMU MOIYJISIMHU.

Kiro4oBi 03Haku MOJIyJTbHOT CUCTEMU:

1. Yitke posainenns o0oB’s3kiB  (Singleton solid principles). Kosken wmomayib
BIJITIOBIJIa€ JIMIIE 3a CBOIO 3a7ady — HaNpUKIag, 0OpoOKy MepeKeBUX 3amuTiB abo
B1IOOpaKeHHsI 1HTEpeEHcCy.

2. CnaOke 3B’s3yBanns (Loosely Coupled). Moayni B3aemonitoTh uepe3 adCTpakinii
(inTepdeiicu), a HE HAMPSAMY, IO CIPOUIYE iX 3aMiHy a00 OHOBJICHHSI.

3. Bucoka BHytpimHs 3ryproBanicteh (High Cohesion). Kommnonentu Bcepenuni
MOJyJIsl TICHO TIOB’s3aHl 3a CBO€I0 (YHKIIEIO, ajie HE “BUTIKAIOTH’ 3a MEX1 JOMEHHOI
obJiacri.

4. Tlopropue BukopuctanHs (Reusability). Moaymi Jerko mHNepeHOCHUTH B iHIII
OPOEKTU 200 BUKOPUCTOBYBATH B PI3HUX CLIeHaX 0€3 CyTTEBUX 3MiH.

5. TecroBanicTh. 3aBASKM YITKUM KOpJOHaM Ta iHTepdelicam, Oyab-sSKUi MOJIYJb
MOYHA OKPEMO MOKPUTH FOHIT-TECTaMH a00 3aMiHUTH MOK-peai3allisiMHu.

6. HesanexxHe posropraHHs Ta OHOBICHHsA. JlonmaBaHHd HOBUX (YHKIINA abo
BUIIPABJICHHS OariB y Mexax OJHOTO MOJYJISl HE BUMAarae 3MiH y BCId CUCTEMI.

Bootstrap System — 1e mMexaHi3M MOeTarHo1 iepapxivHoi iHimiamizami MOMYIIB,

110 3a0e3Mneuye:
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1. Tl'apanroBana mocnigoBHiCTh. KokeH HacTymHHI piBeHb IHIIIANI3alll OYIKy€ Ha
TOTOBHICTh MOTIEPEIHHOTO — 11€ BUKJIIOYAE CUTYAIlll, KOJIU CEPBIC 3BEPTAETHCS 10 11I€ HE
CTBOPEHOTO KOMITOHEHTA.

2. MonaynwHicTh. JloaBaHHs a00 BUIAJICHHS OKPEMHUX CEPBICIB HE BHMAarae 3MiHU
JIOTIKU CTapTy — JIOCUTD 3apeecTpyBaTH iX y koHteitHepi DI.

3. Kontponp 3amexnocteit. Uepes DI-koHTEHHEp KOXEH MOIYJIb OTPUMYE CTPOTO
BU3HAUCHUN HAOIp cepBiciB, MO30aBISIOUM BiJl dKOPCTKUX MOCHIIaHb HA KOHKPETHI KJIacH.

Hwxkue naBeneHo, sik 111 cucreMa BOy0BaHa B MPOEKT:

1. I'nmoGanwHa daza

[lepma Touka BXOXIy BIAIOBimae 3a CTBOpEHHs KoHTelHepa 3anexHocter (10C),
peecTpallito i 3amyck riodalbHUX CEPBICIB (MEPEKEBUX, AaHATIITUIHUX, HABITAIIHUX).

2. JlokanbHa (aza

Jlpyra Touka BXOJAYy B KOXKHIM CIIeHI TIEpEeBIpsi€ TOTOBHICTH TJIO0ATBHUX CEPBICIB 1
1HILIIOE JIOKAJIbHI MEHE/XKEPH, BIAMOBIAANbHI 32 (yHKIIOHATBHICTh MOTOYHOI CLEHH.

3. Ul-monymi

[Ticnst 3amycky meHemxepiB koxken Ul-momyns (View + Presenter) orpumye depes
KOHTEWHEp JIMIIIE T1 3aJIEKHOCTI, 1[0 oMy TOTP10HI, 1 MOYUHAE POOOTY.

Takuii migxig BUKIIOYAE TOHKM IHIIIANI3allll, COPOIIYE A0JaBaHHSI HOBUX MOJIYJIB 1
TapaHTye€, 10 KOKEH KOMIIOHEHT CTapTy€ B HATEKHOMY MOPSJIKY.

Hwmxde nokasano, sik Bootstrap System pearnizoBaHe B IPOEKTI:

o GameEntryPoint, noka3ano Ha pucyHky 2.1 I'mobansauii Bootstrap

1. [nimianizye DI-xonrteiinep i1 peectpye rinobanbHi cepsicu (Localization,
Soundi T.1.).

2. 3amyckae rmiob6anbHi Menemkepu (Global Managers) y BusHaueHOMY
MOPSAJIKY — KOKEH MEHEIPKEp MPU CTBOPEHHI OTPUMYE AOCTYI JI0 BXKE 1HILIATI30BaHUX
CEpPBICIB.

3. 3aBaHTaXxKye cTapToBy ciieHy (Login abo Menu) micist Toro, siK yci KIIFOY0Bi

cepBicH TOTOBI A0 POOOTH.
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Mmo6anbHuii Bootstrap

Root \

@ GameEntryPoint

o StartEntryGame()
m RunGame() 1
-
1

assigns static fields

[
! instantiate AddComponent instantiate instantiate instantiate instantiate
I
|

Y

2
© GameRoot Manageyrs \ 4 4

o — N
o ServiceLocator \k‘ \ © ServiceLocator @ ScenesMana
ger
o PrefabManager ’@ PrefabManager ‘ [@ CoroutinsManager ‘ © PlayerPrefsManager © IRl e
I I
t t |

o CoroutinsManager M "
o ScenesManager j j RpaddSsvics(shy) o LoadPPSetting() Z fgg(\;ws.s:::gScreen()

o PlayerPrefsManager
o PlayerGlobalManager

o GetService<T>()

Puc. 2.1 I'nmo6anbumii Bootstrap

« SceneEntryPoint, npeacrasiieno Ha pucuHok 2.2 JlokansHuii Bootstrap)

1. [TepeBipse, 1m0 ri1o6aibHI CEPBICH iHIIIATI30BaHI Ta JOCTYIIHI.

2. Peectpye Ta 3amyckae J0KaabHI MeHemkepu cienu (Scene Managers),
KOKeH 13 SIKMX BiAMOBiZae 3a cBOI0 migcucremy (Hampukiazn, LobbyManager,
GameManager).

3. [Tepenae kOxKHOMY JTIOKaTbHOMY MEHEKEPY Tl I100aNIbHI CEPBICH, 3 IKUMU
BIH MpAalIlO€, TApaHTYIOYU MOCIIIOBHICT l€papXii 1Hiliani3arii.

o Ul-moxaynita xoMnonenTu, pucyHok 2.2 Jlokansuuii Bootstrap

1. Kosxen nokanpauii MeHepkep inimitoe mesui Ul-moaymi (View + Presenter)
JUIsL peattizallii eKpaHHUX (DYHKIIIH.

2. Menemkep BUKIMKae BignoBimauid View, a Presenter orpumye yepe3 DI-
KOHTEHHep ycl He0OX1/IH1 3aJIeXKHOCTI (MepeKa, aHAIITHKA, MOJAEIb JIaHUX ).

3. Ul-Moayni mpaiforoTh HE3aJIeKHO, ajle 3aBXAU MOXXYTh 3BEPHYTHCS 0

I00AIBPHUX 1 JJOKAJIBHUX MEHEKEPIB uepe3 3araibHy CUCTEMY CEPBICIB.
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TNokanbHuit Bootstrap (MainMenuScene)

Scenes \
MainMenu \
©MainMenuEntryPoint
o Awake() I
instantiate register register T \U\se SenvicelLocator
LRoot AN
AN -
©Ma|nMenuManager ©SkinServiceAgent ©TextVaIidatorService © BaseEntryPoint © GameRoot
o Init() o Initialize(ServiceLocator) giSenvicelosalo]
create
N
©MenuPresenter
o BindView(v)
send Ul events
©Meaniew

Puc. 2.2 Jlokansauii Bootstrap

Taxuii miaxig BUKITIOYAE TOHKY 1HILIaNi3allii, CIpOIy€e A0/1aBaHHs HOBUX MOJTYJIIB

1 TapaHTye€, 0 KOKEH KOMIIOHEHT CTapTy€ B HAJIKHOMY TIOPSIKY.

2.2 IlaTtepH equnoi Touku Bxoay (EntryPoint)

[Tarepn enuHO1 TOYKM BXOAYy TiepenOayae HAsSBHICTH y KOXXHOMY KOHTEKCTI
BUKOHAHHS (CTapT NpOrpamMu YM 3aBaHTaKEHHS HOBOI CIEHH) OJHOTO KJacy—IHIIiaTopa.
Ilet kmac BIAMOBIZAE 3a TOCIIAOBHY IHIMIATI3AMII0 BCIX HEOOXITHUX MIICHUCTEM:
HAJIAIITYBaHHS CHUCTEMHU 3aJIeKHOCTEH, PEECTpAllll0 CEpBICIB Ta 3alyck 0a30BUX
MEHEI)KEPIB.

['onmoBH1 nepeBaru 3actocyBanHsi EntryPoint:
o KoHTponp mnopsaaxky 3amycky. 3a0e3leduyeTbCsi TapaHTOBaHA IMOCHIJOBHICTH

1HIIIaTI3aIi, 10 BUKII0Ya€e 3B€PHEHHS 10 HETOTOBUX KOMIIOHEHTIB.
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o llentpanizauis noriku crapty. Becb koa, NOB’si3aHMH 13 IATOTOBKOIO CEPEIOBUIIA
Ta MEPIIUM 3aIyCKOM CEpBICIB, 30CEPE/PKEHO B OJIHOMY MICIIi, CIIPOUIYIOYH MIATPUMKY
Ta PO3ITUPCHHS.

o« MoaynbpHiCTh Ta poO3MHpIOBaHICTh. JlogaBaHHS HOBHX mifgcucteM  abo
HaJIAITYBaHHS ICHYIOUMX 3BOJIMTHCS JIO BHECEHHS 3MiH Jimie B kiaac EntryPoint Ge3
HEOOX1JHOCTI MPABOK Yy 1HIIUX MOIYJISIX.

Hwxkue HaBeneHno npukian peatizaimii EntryPoint va piBHi ClieHH, 110 UTIOCTPYE HOTO
POJIb Y CTPYKTYP1 IPOEKTY.

Ilpuxnao peanizayii na 6a3zi BaseEntryPoint ma MainMenuEntryPoint.

BaseEntryPoint — aGctpakTHuit kiac, skl 3aae madIoH iHimiami3arii s BCiX
CIIeH, MMoJaHo Ha pucyHKy 2.3 BaseEntryPoint i mpogemMoHcTpoBaHa Horo peaiizaiiisi Ha

pucyuky 2.4 MainMenuEntryPoint:

= GriftTogether - 0‘:3 GriftTogether.BaseEntryPoint
UnityEngine;

GriftTogether {

BaseEntryPoint : MonoBehaviour {

r _localservicelocator {

Initialize parent) {
_localServicelLocator = (parent);

RegisterGameServices();
RegisterSceneServices();

InitSceneManager();

ExtendLocalServiceLocator<T>(T service) T : IService {
_LlocalServiceLocator.AddService(service);

Deinitialize();

Puc. 2.3 BaseEntryPoint



= GriftTogether - 4}[3GriﬂTDgether.MainMenuEntryPoint

UnityEngine;

GriftTogether {

ieAoot . Servicel ocator);

Initialize(Servicelocator parent) {
.Initialize(parent);
RegisterGameServices(];
RegisterSceneServices(]);
InitSceneManager();

RegisterGameServices() {

if(GameRoot.Servicelocator.Resolve( SkinPhotonService
service = SkinPhotonService();

GameRoot . Servicelocator. AddService(service);

Servicelocator.Resolwvel TextValidat
torService textValidaterServicel = TextVal
Servicelocater. AddService(textValidaterServicell;

RegisterSceneServices() {
if (_localServicelocator.Resolve( SkinService skinService) == J{
shinService = ShinService()
_localServicelocator. AddService(skinService);

}

skinService.SetSkinAgent(_shkinServiceAgent);
skinService.ResolvelurrentSkin(];

InitSceneManager() {
_menuManager = MainMenuManager{_mainCanwvas, _owverlayCanvas, _localServicelocator);
_menuManager . Initialize();

Deinitializel) {
_menuManager.Deinitialize();

Puc. 2.4 MainMenuEntryPoint

1. Awake() y BaseEntryPoint aBToMaTHYHO CHpaIbOBY€ MPH 3aBaHTAKCHHI CICHU i

otpumye ServicelLocator.

2. RegisterSceneServices() m03BoJis€ MiIKIACOM JJOJATH JIMIIE Ti CEPBICH, SKi

noTpiOHI Ha IiH CIIeHI.
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3. InitSceneManagers() cTBoproe JToKaJIbHI MEHEDKEPH, Tiepenatodu im uepes DI Bxke
3apeecTpoBaHl CEPBICH.

Takum 4MHOM, TAaTepPH €IMHOI TOYKM BXOIY 3abe3neuye YiTKHid, MOCHiJOBHUM 1

KOHTPOJBOBAHUH 3aIyCK yCIX MiJICHCTEM Yy Oyab-sKiil ClieHI, CIPOIIY€E PO3IIUPEHHS Ta

miarpumky koxay. CrtBopena iepapxis BaseEntryPoint ta MainMenuEntryPoint e

HAOYHUM TPHUKIIAIOM 3aCTOCYBaHHS 1HOTO MIAXOAY.

2.3 Ilatepn Dependency Injection (DI)

2.3.1 bazosmuii Dependency Injection

ITarepu Dependency Injection mepenbauae, 1m0 00’€KT OTPUMY€E BCi CBOI
3aIeKHOCTI (CITy OH, perno3uTopii, MEHeKEpH) HE Yepe3 BIIACHI BUKIIUKHA KOHCTPYKTOpa
4y cTaTuuHi (adpUKH, a «3BEPXy» — Uepe3 MEXaHi3M 1HBEpCii KepyBaHHA. Y MPOEKTI 11e
peanizoBaHo uepe3 DI-koHTeliHep, SIKHil y MOMEHT CTapTy TPU PEECTPYE BCl CEPBICU Ta
NOTIM aBTOMAaTUYHO Mepefae iX y KOHCTPYKTOpU abo BIACTUBOCTI THUX KJAcCiB, fKl iX
noTpeOyIOTh.

OcHoBHI niepeBaru 3actocyBanHsi DI:

o Cnabke 3B’s13yBanHs. Kiacu mpaioroth 3 iHTep(deiicaMu, a HE 3 KOHKPETHUMU
peanizalisiMu, 110 J03BOJIS€ 3MIHIOBATH CcepBic 0€3 Moaudikailii croxuBaya.

o IlenTpanizoBana KoHpiryparis. ¥Yci 3aJIeKHOCT1 HATAIITOBYIOTHCS B OJTHOMY MICII1
— y ctaproBomy EntryPoint — 3amicTb TOT0, 11100 pO3KUAYBaTH CTBOPEHHS 00’ €KTIB IO
BCbOMY KOJly.

o Ilokpamiena TecToBaHicTh. Y IOHIT-TECTaX JIOCTaTHbO 3apPEECTPYBATH MOK-00’ €KTH
B KOHTEWHEP1, 00 1301I0BaTH JIOTIKY TECTOBAHOTO KJIacy.

e MoayJibHICTh 1 TOBTOPHE BUKOPUCTAaHHA. Momyii, siki HE CTBOPIOIOTH BIIAaCHI
3QJICKHOCTI, MOJKHA JIETKO TEPEHOCHUTH MIDK IPOEKTAMU Ta CIeHAa MU 0€3 PHU3UKY
UKJIIYHUX BUKIHKIB a00 AyOJiKaTiB KOAY.

3aBasku  DI-koHTelHEpY apXiTeKTypa JHUIIAEThCA THYYKOIO, a HalallTyBaHHS

CEPBICIB — 3pPO3yMUINUM 1 IIEHTPAII30BaHUM.
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2.3.2 IlaTepn Service Locator

Service Locator — apxiTeKTypHHI TaTepH, KU HEHTpai3y€e JOCTYII 10 Ha0Opy
CEpBICIB Uepe3 €IUHY «TOYKY BXOAY». 3aMICTh TOTO, 100 KOXEH KJIac CaMOCTIHHO
CTBOpIOBaB a00 3HAXOAMB MOTPiIOHY pealizailito, BiH 3BEPTAETHCS 10 00’ €KTa-I0KaTopa,
BUKIuKatoun Meron Ty GetService<T>(). Jlokatop yTpuUMye CIOBHHUK «iHTepdeic -
EK3EMILISIP» 1 TOBEPTAE 3apEECTPOBAHY peasizallilo Ha 3aIluT.

IcTopis Ta eBorOMIS:

1. 2003 pik: Maprin ®aynep y kuusi Patterns of Enterprise Application Architecture
dopmaizye Service Locator sk crocid peanizaiii iHBepcCii KepyBaHHSI B KOPTIOPATHBHUX
3aCTOCYHKaX.

2. 2000-ti: [Tatepn HaOyBae momymisipHocTi B cepenoBumiax .NET ta Java, ne panni
Dl-xonTteitHepn Oyiaud 1€ HEAOCTaTHLO 3pUIMMH ab0 TOoTpeOyBaaud CKIQIHOT
KOH(irypartii.

3. Ipomixuuii kpok: Service Locator yacto BHKOPHUCTOBYBANIM SIK MEpLIMil eTam
BripoBakeHHs 10C, a 3rooM MOCTYNnoBO nepennuin 10 noBHouiHHUX DI-dpeiimBopkiB
(mampukitan, Spring mans Java, Microsoft.Extensions.Dependencylnjection mis .NET).

4. CyuvacHe 3acToCyBaHHs: xo4a 6arato komaHn Binjae nepesary DI-xonrteiinepam 3
aBTOMATHYHOIO iH eKiieto, Service Locator Bce mie 3ycTpidaeTbcs y MPOEKTax 3i
craruaauMu ooMexerusmu (MonoBehaviour y Unity, cratuuni kiacu) abo sik afanTartis
ICHYIOUHX KOJOBUX 0a3.

KirouoBi xapakrepuctuku Service Locator:

1. €nuna Touka peectpamii. Yci cepBicM IOAAIOTHCS B JIOKATOP MijJ Yac CTapTy
3aCTOCYHKY a00 CIICHH.

2. €quanii - APl nmoctymy. VY KiIi€HTaM  JIOCTaTHbO BUKJIMKATH OJWUH METO/I
(GetService<T>()), 100 orpuMaTu Oy aAb-AKY peaizalliio.

3. I'myuka 3amiHa peanizaiiidl. 3aMiHa CIIpaBkKHIX CEpPBICIB HA MOK-Bepcii y TecTtax abo
Ha HOBI peaizailii B IpOJaKIlHI BiI0YBAEThCA IUITXOM MepepeecTpalili B JIOKATOPI.

4. Cratmunmii 4yu Singleton-moctyn. 3a3suuaii Service Locator peanizyroTh SK

cratuuHuil kiac adbo Singleton, mo6 oro MoxHa 0yJio ficTaT 3 Oyab-sSKOT TOYKU KOY.
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2.3.3 Service Locator sik piznoBua DI
Tpanuriitne BBeeHHS 3ajeXHOCTel depe3 KoHCTpyKkTopH (Constructor Injection)
BBa)KaeTbCsl mpaBmiibHINOW (Gopmoro DI, Service Locator takoxk BifamoBizae 0a30BUM
NPUHIUIIAM 1HBEpCii KepyBaHHS:
1. BuHOC CTBOpEHHS 3aJ€KHOCTEH 32 MEXKI1 KIIE€HTIB
Krnacu-croxxuBadi He CTBOPIOIOTH 1 HE IIYKalOTh CaMOCTIMHO 00’ €KTH-CEepBICM —
BOHH 3BEPTAIOTHCS JI0 JIOKATOPa 1 OTPUMYIOTh TOTOBI €K3eMIUTSPH.
2. llenrpanizoBana kKoH}iryparis
VYci BignoBiAHOCTI MK iHTEepdelcaMu Ta iXHIMH peani3alisiMyd HaJallTOBYIOTHCS B
oIHOMY Micti (psiakax peectpariiii B Service Locator), sik i B DI-kontelinepi.
3. 'myukicTh 3aMiHU peanizailiii
Jlnst TecTyBaHHS 4M 3MIHM TMOBEIIHKM CHCTEMH JOCTaTHHO 3MIHUTU PEECTPAIII0 B
Service Locator, 6e3 npaBok y KOJIi CII0)KHBaYiB.
4. Yitka iuBepcis koutposio (10C)
3amicTh TOTO 100 KEpYyBaTH CBOIMH 3aJICKHOCTSIMH, KJ1ac Jelerye e Service Locator,
SIKAM 3/I1MCHIOE 1HBEPCII0 KOHTPOJIIO 32 CTBOPEHHSIM Ta YIPABIIHHIM KUTTEBUM ITUKIOM
CEpPBICIB.
Takum uyunoM, Service Locator BukoHye ponb jerkoro DI-mexanizmy, 30epirarouu
cnabke 3B’s3yBaHHS Ta IIEHTPAi30BaHI HaJAIITyBaHHsS, aje 3 SBHUM 3allUTOM
3aniexxkHocTi  (ServiceLocator.Get<T>), a He 4epe3 aBTOMATUYHy 1H €KI[1IO

KOHCTPYKTOpPaMHU.

2.3.4 Poas Service Locator y npoekTi
VY mpoexrTi pearizoBaHo jaBa piBHI Service Locator: rimo0ansHUH Ta JIOKaJIbHUM.

o [I'moGanpnmii Service Locator icHye B kiaci GameROOt i xuBe IPOTATOM YChOTO
UKy poootu rpu. Came B HbOMY PEECTPYIOTHCS 0a30B1 CEPBICH — MEPEKEBUH 3B’ A30K,
aHaATITUKA, MEHEKEp CIeH 1 T.1. Y OyIb-AKiid TOUIll KOJy MOKHA OTPUMATH JOCTYII 10
ux cepsiciB BukirkoM GameRoot.ServicelLocator.Resolvet<Iurepdeiic>().

o JlokaneHmit Service Locator iHimitoeThCST B KOXKHIA  creHi uepe3 i

SceneEntryPoint. Bin Hacmigye rio0aibHiI CEpBICHM 1 JO3BOJISIE JOJABaTH JIMIIE Ti
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3aJIEKHOCTI, SIKI MOTPiOHI 11 poOOTH caMe 1€l clieHW (Hampukiana, Bajigamis GopMu
JOTiHY 200 CKIHU TOJIOBHOTO MEHIO).

Bucnosox: Takuii IBOCTYNICHEBHIA TiIX1J] 10 opraHizaiii Service Locator 3abe3neuye
CYBOpE€ NOTPUMaHHA NPHHIUIIB MOJIYJIBHOCTI Ta IHBEpCii KepyBaHHS B apXiTEKTypi
npoekTy. ['mobansuuii mokatop y GameR0OOt rapanTye HasBHICTh €IMHOTO, HE3MIHHOTO
HAaOOPY OCHOBHUX CEPBICIB MPOTATOM YChOTO KUTTEBOTO IUKIY TPH, BOJHOYAC JIOKATbHI
JOKaTOpH, 1HIIIHOBaHI B MeXaX KOXHOI CLIeHH, 0OMEXYI0Th 001acTh All crienuiaHuX
3aJeXKHOCTEN Juiie HeoOXIAHMMHM KoMmmoHeHTamu. lLle 103Bojsie YHUKHYTH 3alBOTO
3aBaHTAXEHHS 3arajibHOTO MPOCTOPY 1 3a0e31neuye TOUHE YIPABIIHHA KUTTEBUM IIUKIOM
CEepBICIB: KOXHa CIIEHAa OTPUMYE JIUIIIE Ti CEPBICH, AK1 1i A1MICHO OTPIOHI, a MICIs BUXOTY
31 CIIEHM BOHHU KOPEKTHO 3BUIBHSAIOTHCA. Taka CTPYKTypa CYTTEBO CHPOIIYE MIATPUMKY
Ta PO3UIUPEHHS KOJY, OCKUTBKH JI03BOJISIE 130JbOBAHO 3MIHIOBATU 200 TECTYBAaTH OKpeMi

MOAYJIi 6€3 pU3UKy NOOIYHUX €(PEKTIB y IHIIMX YaCTUHAX MPOTpaMHu.

2.4 Orasin natepHiB MV -cimelicTBa

2.4.1 Beryn no narepHiB MV-cimeiicTBa
[Tatepuun MV-cimeiictBa (Model-View) Bunukin Ha mexi 1970-1980-x pokiB y
cepenoBuli rpadiunux inTepdeiicis, 3okpema B Smalltalk-cucremax, sk BignmoBiap Ha
npo0OyiieMy HaJaMIpHOTO 3MillyBaHHS JioTiku BigoOpaxkenHs (Ul) ta Oi3Hec-noriku.
['omoBHa i€ moJsirajga B TOMY, 00 YITKO PO3AUTUTH 000B’ A3KH:
o Model (Monens) — 30epirae nani Ta peaiizye 0i3HeC-JIOTIKY, HE MICTUTbD JKOTHOTO
KOy, TI0OB’sI3aHOTO 3 BiIOOpaKEHHSIM.
o View (ITomaHHs) — BiAMOBia€e JIMIIE 332 BiMOOPaKCHHSA IaHHWX 1 B3a€MOJIIO 3
KOpHUCTyBadyeM (HaTUCKaHHS KHOTIOK, BBEJICHHS TEKCTY), HE MICTUTh O13HEC-JIOTIKH.
« Controller/Presenter/ViewModel — npomikH#uiA map, 10 KOOPAUHYE B3a€EMOJIII0
Model 1 View, 00po0isie moaii KOpUCTyBaya Ta OHOBJIIOE BITOOPaKEHHS.
Ocnoeni yini MV-namepHhis:
1. Cnabke 3B’s3yBanHs Ul Ta soriku. 3abe3nedynTdt MOMIIMBICTH 3MIHIOBATHU

iHTepdelic 6e3 mpaBok y Oi3HEC-JIOTII i HAaBMaKH.
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2. TecroBanicth. Buminenns Oiznec-noriku B Model i mpomikHmii 11ap 103BOJISE
3BEpCTYBaTH IOHIT-TECTU 0e3 3aJIe’kHOCTI BiJ (hperimBopky Ul.

3. MoaynbHICTh 1 TOBTOPHE BUKOpHUCTAaHHSI. KOMIOHEHTH MO>KHA JIETKO TIEPEHOCUTH
MDK MpO€KTaMH abo0 CIICHaMH, OCKUIBKM BOHH PEATi3yIOTh UiTKI KOHTPAKTH dYepe3
1HTEpdeiicu.

4, T'Hy4YKICTh 3B’SI3yBaHHS JaHHUX. Y 3aJIGKHOCTI BiJ KOHKpeTHOi peanizamii (MVC,
MVP, MVVM) 3acrocoByloThcsi pi3Hi MexaHi3mMu oHoBiieHHs Ul — Big pyuHOTro
BUKJIMKY METOJIB OHOBJICHHS 10 aBToMaTuuHoro Data Binding.

VYci MV-niatrepau MaroTh CHUIbHY apXiTEeKTYpPHY OCHOBY, aJieé PO3PI3HAIOTHCS THM,
ne came BinOyBaerbes 3B’si3yBanHs Model i View, i xTo Hece BiIMOBIZAJIBHICT 3a

nepenavy JaHuX. Y HACTYMHUX MIAMYyHKTaX PO3MISIAETHCS TPU OCHOBHI BapiaHTU —

MVC, MVVM 1 MVP.

2.4.2 MVC T1a itoro oome:xenns: B Unity
VY xontekcti Unity BmpoBamxeHHs kinacuuHoro MVC 4acTo yCKIIaIHIOETbCS
0COOJTMBOCTSIMHU PYIIIisS Ta HOTO KOMIIOHEHTHOI CUCTEMH.

Apximexmypa MVC

o Model — BinmoBigae 3a naHi Ta Oi3HEC-JIOTIKY (CTaH TPH, MPaBHIa CKOHOMIYHOTO
MO/ICJTFOBAHHS ).

o View — MonoBehaviour-ckpuntu ta Ul-enemenTH, 1o BigoOpakaroTh JdaHi Ta
nepeaarTh Mol KOpUCTyBaya.

o Controller — oxpemi ckpunth, siki 00poOsAOTH MOAIl 3 VIEW, BHKIHKAIOTH
metoau Model i kepyroTs oHOBITCHHSIM ViEW.

Ocnosni oomexcenns MVC ¢ Unity:

1. Ticna inTerpamis 3 MonoBehaviour. Unity-kommonentn Ul omHOYacHO
Buctymarothb 1 View, i Controller, mo npu3BoauTh 10 3MilllyBaHHS BiJoOpaXKCHHS Ta
JIOTIKU B OJTHOMY KJIacl.

2. Bigcyrnicts Data Binding. MVC nepen6auae, uro Model moxe crniositatu View

npo 3miHu, anme Unity He mae BOyJZOBaHOTO MEXaHI3MY I[bOTO CIIOBIIICHHS, TOMY
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pPO3pOOHUKKM CTBOPIOIOTH KacTOMHI ToJii abo BukopucToByoTH UnityEvent, mio
YCKJIQJIHIOE apXITEKTYPY.

3. Yckimagnene tectyBanusa. Controller y surimsai MonoBehaviour sanexuts Bin
xutTeBuX UKITIB (Awake, Start, Update) Ta crien, 1o ycki1aiHi0€e HOro OHIT-TeCTyBaHHS
0e3 3HAaYHUX MOKIB UM eMYJISIINA pyIIis.

4. JlyomioBanHs koay. YUepes BIICYTHICTh YITKOTO PO3JAUICHHS 4YacTo peasizallii
00poOku noAiit Ta po6otu 3 Ul ny0mor0Thes B pi3HUX CKpPUIITaX.

Bucnosox: MVC y Unity npu3BoauTh A0 3MIIIyBaHHS pOJied, TyOIIOBaHHS
BIJIMIOBIJATLHOCTEN 1 YCKJIQJHEHb 13 TECTyBaHHSAM Ta MiATpUMKOIO. Yepe3 me s
kiieaTcbkoro Ul Tpu  IOUUTBHINIE 3aCTOCYBAaTH TATEPH, SKUAW Kpalle BiIMOBiIA€E
KOMIIOHeHTHI mpupoai Unity Ta 3abesneuye dYiTKe po3AiIeHHA View 1 JOTIKH —

30kpema, MVP.

2.4.3 MVVVM ra Data Binding—miaxin

Apximexmypa MVVM

Model-View—ViewModel (MVVM) possunyBcs 3 MVC i HaOyB mHOMyJIsIpHOCTI
3aBJsKK (peiiMBopKaM i3 oTyxauM Data Binding (WPF, Xamarin). Moro cknanosi:

o Model — Mozenp nanux i 6i3Hec-yorika, sk i B iHmux MV-narepHax.

o View — nexnaparuBHuii ommc iHtepdeiicy (XAML, UXML Tomio), skuii He
MICTUTh O13HEC-JIOTIKH.

o ViewModel — npoMikHMI 11ap, SIKAM BUKOHYE JIBOCTOPOHHE 3B’sI3yBaHHS JaHUX
mik Model i View, peaizye BIacTHBOCTI Ta KOMaH[IH, 10 SIKUX «IIPHB’SI3y€ThC» ViIEW.

Ocobausocmi Data Binding

o JlexnapatuBHe OHOBIEHHA iHTepdelicy kopucrtyBada. [lpum 3MmiHI Oyab-sKoi
BiaactuBocti y ViewModel Bimmosiguuii enement Ul oHOBIIOETHCS aBTOMATHYHO, O€3
HEOOX1JHOCTI MUCATH OKPEMUM KOJ JJIs KOXKHOI omeparlii BimoOpaxenHs. Lle mo3Bouise
30CepEeAUTHCS Ha JIOTIII JaHUX, a HE HAa MEXaHIlll CHHXPOHI3aIli 3 iHTepdeicom.

o Komanau nnst o6pobku moniii. Jlorika peakiii Ha moxaii (HaTUCKAaHHS KHOTIOK

TOINO) IHKAIICYJIFOEThCSI B 00’ ekrax-koMmaHmax ViewModel. 3aBaskun nwomy Ul-
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€JIEMCHTH JIWIIE IHIIIIOIOTh BUKOHAHHS KOMAaHIHM, a BCS OI3HEC-JIOTIKA 3aIUIIAETHCS
BIJJOKPEMJICHOIO BiJl APy MPEACTaBICHHS.

Illepesacu MVVM

o IloBHa BincyTHicTh Koay y View. Bes sorika mofiii i OHOBIEHb OIMUCYETHCS Y
ViewModel, mo cnpomrye miarpumky i trectyBanus Ul.

o Uirkmii moxin oOoB’s3kiB. Model o6poOnse nmani, ViewModel — opkectpye
Oi3Hec-noriky, View — nuiie BigoOpaxae.

o TloryxHni ¢pperimBopku. Texuounorii Ha kmrantr WPF, Avalonia, Xamarin.Forms
pONOHYI0Th TOTOBI MexaHi3mu Binding, Commands, Converters.

Obmesicenns MVVM y Unity

o Biacyrnicte BOynoBanoro Data Binding. Unity Ul He miaTpuMmye ABOCTOPOHHE
npuB’si3yBaHHS «3 KopoOkm». Jliis peanizamii Binding HeoOxigHi cTopoHHI 6107110TEKH
(UniRx, uFrame), 1o 3011bI1y€e CKJIaIHICTD 1 TIOPIT BXOAY.

o IlpomyxtuBHicTe. Mexanismu Binding Ta crnocrepekeHHs 3a BIACTUBOCTIMH
MOXYTh CTBOPIOBaTH JOJATKOBI HAaKJIaJHI BUTpPaTH B KOHTEKCTI pEHAEpHHra Ha
MOOUTRHUX TIPUCTPOsX 1 cnabkux [TK.

o« KpuBa mnaBuanns. KomaHgHwii Ta pEaKkTUBHUM MIXOAHM MOXKYTh OyTH
HEMPUPOIHUMU JIJII KOMaH/I, 1110 3BUKJIM JI0 iMIepaTuBHOT ctuitictuku Unity.

Bucnosox: MVVM 3a0e3neuye enerantHe po3aiicHHS VIEW 1 JIOTIKH B cepeI0BHIIAX
3 moty:kuuMm Data Binding, ane B Unity motpedye nonmarkoBux (GpeiiMBOpPKIB, Mae

MBUILCH]I HAKJIAIH1 BUTPATH HA MPOYKTUBHICTD 1 CKIAIHINTY KOH]Iryparito.

2.4.4 MV/P: poudi View, Presenter i Model
VY natepui Model-View—Presenter (MVP) 4iTko po3aijieHO TP KOMIIOHEHTH, IO
3abe3mneuye 3po3yminy cTpykTypy Ul-7oriku Ta BUCOKY TECTOBAHICTD:
Model
o IlpuzHauenns: 30epirae cTaH HajalITyBaHb (PO3IIMPEHHS €KpaHy, MOBA, 3BYK) Ta
peanizye Meroau ixHporo 30epexenns (MainMenuSettingModel).
o XapakrepucTuka: He 3Hae mpo View uum Presenter, Hamae ymiie BIacTUBOCTI Ta

METOJIM JUIsl pOOOTH 3 TaHUMHU.
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View

o Ilpusnauenns: BigoOpakae iHTep(eiic HamamTyBaHb (BUIMaAadi, MOB3YHKH,
KHOIIKH) 1 TTpuiiMae moJii KopucTyBaya.

o Xapakrepuctuka: peanizyetbcsi sk MonoBehaviour (MainMenuSettingView),
Mmictuth TocwnanHs Ha Ul-enementu, mnepemae moili Presenter-y depe3 nerneratu
(OnClose Tor0).

Presenter

o [lpusHauennsa: koopiauHye B3aemonito MiK View, Model Ta mmobanbHUME
cepBicamu.

o OO0O0B’s13KHU:

1. [nimanizye Model (_model.Init()) Ta View (uepe3 PrefabManager).

2. O6po6ase noaii View (3MiHa eKpaHy, MOBH, 3BYKY).

3. 3actocoBye HanamTyBaHHS uepe3 cepicu (ResolutionScreenService,
SoundManager, LocalizationManager).

4. OnoBntoe View Ta 30epirae gaHi MOJel.

5. Biamnosinae 3a kopekTHe ouMIeHHs pecypciB y Deinitialize().\

2.4.5Y9omy MVP naiikpame miaXxoauTb AJis1 HIPOEKTY
[MopiBHsIbHUI aHANI3 TphoX MV-matepHiB y koHTeKkcTi UNity mokasas:
o MVC npusBoauth a0 3mimryBanus poseir View i Controller y MonoBehaviour-
CKpUIITaX, YCKJIAIHIOIOUH TECTYBaHHS 1 HOPYLIYIOUU MPUHIMIKA PO3ALIEHHS 000B’SI3KiB.
o« MVVM 3abe3neuye unctuit noaun Ul ta noriku depe3 noTyxHuil Mexanizm Data
Binding, ane Bumarae cTopoHHIX (pelMBOpPKiB, Ma€ BHIII HAKIAIHI BUTPATH 1 CKIIATHY
koHpirypariro B Unity.
o MVP, naBnaku, opranizoBye Ul-10TiKy TakuM YUHOM:
1. View samumaerbcss npoctuM MonoBehaviour-ckpunrom, BignoBizarouu
JIMIIE 3a BIIOOpaKEHHS Ta MPUMOM TOI1H.
2. Presenter mosuicTio Bimokpemienuii Bim Unity-cnenndiku, KoopauHye
B3aEMOJIIF0 3 Model Ta  TJIOOAIBHHMHM  CepBicaMu (PrefabManager,

ResolutionScreenService, SoundManager, LocalizationManager).
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3. Model inkancy:toe nani i 6i3Hec-10riKy, He 3anexuth Big Ul abo pymris.

[eit po3moin 3a0e3neuye:

o Bucoky tectoBanicts: Presenter i Model MmoHa roHIT-TecTyBaTH 0€3 3alydeHHs
UnityEngine.

e ['HyYKICTh 1 PO3IIMPIOBAHICTH: J0/JaBaHHA HOBOTO €KpaHy abo0 3MiHA ICHYIOUOTO
noTpedye muiie CTBOpeHHsS HOBoro Presenter 1 View 0e3 mpaBOK y 3arajlibHUX
KOMITOHEHTaX.

o UYucrory koay: MonoBehaviour-kinacu 3anuinaroTbCsi «TOHKUMI», 0e3 Oi3Hec-
JIOTIKH, IO CITPOIIYE MATPUMKY Ta BiJIaro [ »KEHHS.

OTxe, 3 OISy Ha BUMOTH TpPOEKTy Ta ocoOsmBocti Unity, mareps MVP e

ONTUMAIBLHUM BUOOpOM Jiyis opranizamii Ul-moriku.

2.5 MoaenBaHHS BUMOT Ta CLieHApiiB

[lepen Tum sk mepedTH A0 rpadiuHOrO MNPENCTaBICHHS CLEHApiiB B3aeMO/III,
BU3HAUUMO iX Yy BUIJISAAI TekcToBux omuciB. lle po3Bonuth uwiTko 3adikcyBaTu
(GyHKIIOHAIBHI BUMOTH Ta KOPJIOHU KOKHOTO Bapianty Bukopuctanusa (Use Case) nepen

o0y TI0BOO JliarpaMH.

2.5.1 Onuc kaw4yoBux cueHapiiB (Use Case)

Use Case BUKOpPUCTOBYE€ThCS 1151 popmanizanii NOBEAIHKM CUCTEMH 3 MOTJANY ii
KOpPUCTYBayiB. Y MeXax TIpH CIiJ BHIUTWIM KIIOYOBI CleHapii, SKi UTIOCTPYIOTh
B3a€EMOJIiI0 TpaBIlsl 3 iHTEpdelcoM Ta cepBepaMu: Bij MEpIoi aBTopu3alii i 70 BUXOTY
31 cecii Tpu. OTHC KOKHOTO CIIEHAPII0 JTONOMAarae BHOPAAKYBaTH (yHKI[IOHAN, 3HAWTH
MOTEHIIAHI TOYKHU PO3IIUPEHHS Ta 3a0€3MEYUTH BIJIMOBIAHICTS BUMOTaM.

UCI. ABropu3aitiist / Peectparis

o Acxtop: I'paBenp

o Kopomxkuii onuc: 3abe3neuye BXi 0 CUCTEMU a00 CTBOPEHHSI HOBOTO OOJIIKOBOTO
3aImucy.

o [Ilocnioosuicms Kpoxis:
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1. I'paBens BBOAUTH JIOTIH 1 APOJIh.
2. Cucrema mnepeBipsie€ HasiBHICTb OOJIIKOBOTO 3aIHUCY:

= SKII0 OOJIIKOBUH 3amKC iICHY€, BUKOHYETHCS TIEPEBIpKa XEIIly MapoJist

(PBKDF2);
= SKIIIO 3aMKC BIJCYTHIN, T€HEPYEThCS HOBHM (salt + iTeparii — xem —
30€pEKEHHS ).
3. YV pasi ycmixy — mepexii 0 TOJIOBHOTO MEHIO; Yy pa3i MOMMIKH —

BiTOOpaXCHHS MOBIIOMJICHHS MPO HEBJATY aBTOPHU3AIIIIO.

o Pucynok. 2.5 Use Case—ngiarpama crieHapito «ABtopu3aiis / Peectpartis».

Use Case: ABTOopu3auisn

BBOAWTbL J1OriH/Naposb

1. ABTOopm3auia / Peectpauis

paBeLub

Puc. 2.5 Use Case—niarpama cueHapito «Aptopuzailist / Peectparttis»

UC2-UCA4. Jlis aBTOpHU30BaHOTO TPABILA

[Ticns ycmimHoi aBTOpuU3allii BUHUKAE POJIb « ABTOPU30BaHUI IpaBelby, IKa MOXKE

BUKOHYBATH TaKi Jii:
1. Poboma 6 conosnomy menio (UC2)

— CrBopennst 061 (UC2.1): inimianizamiss HOBOI irpoBOi cecii Ta OYiKyBaHHS
MIIKJIIOYEeHHSI YYaCHHUKIB.

— Ipuennanns o 1061 (UC2.2): BXODKEHHS B iCHYIOUY CECIIO 33 KOJIOM.

— Kacromizamis nepconaxka (UC2.3): BuOip Bi3yalbHHX ITPOBUX aTpUOYTIB 13
30epexeHHSIM JIOKATBHO.

— HanamryBanns (UC2.4): kopuryBaHHSI MOBH, PO3JIUTBHOCTI, Ty4yHOCTI Ta Master

Audio yepe3 BiIMOBIIHI CepBicH.
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— Buxin 13 rpu (UC2.5): 3aBepiienHs poOOTH KiIieHTa ab0 MOBEPHEHHS 10 €KpaHa
JIOTIHY .
2. Bzaemooin 6 1061 (UC3)
— Bxig no 10061 micag UC2.1 yn UC2.2.
—3anyck rpu (UC3.1) nocrynuuii nume Macrepy 100i.
— Buxiz i3 1061 (UC3.2) noctynHmii 0yap—KOoMy, TOBEPTAE JI0 TOJTOBHOTO MEHIO.
3. Ieposuii npoyec (UCA4)
— Xin (UC4.1): kunok KyOuKiB 13 HAJCUJIAHHSAM TIOJIIi 4epe3 MEPEexKy.
— Ipun6anns Oyxaisni (UC4.2) ta orutara mrpady (UC4.3) sk po3mupeHHs: X0y .
— Buxin 13 rpu B xoxai cecii (UC4.4): nocTpokoBe 3aBepIIeHHS 3 IIOBEPHEHHSIM [0
MEHIO.
JleTanbHe MpeACTaBICHHs BCIX MEpepax0OBaHUX CIICHAPIiB MOJaHO HA PUCYHKY 2.7
Use Case—miarpama OCHOBHHUX CHEHApliB aBTOPHM30BAHOIO TpPaBIl, IO LIOCTPYE

HOCIIOBHICTD il aBTOPU30BAHOIO TPaBLs y KIIEHTChKIM YacTHHI TPU.

Use Case: Micns aBTopu3auii

ABTOpW30BaHINA rpaBeLlb BUHIKAS
nicns yeniwworo UCT

KnicHTchKa 4acTuha rpu

2.1 CTeoput no6i
B «include» npveaHaTvcs Ao no6i
L 2.2 Mpueanatucs o noi
L
7
2.3 Kacrowmisauis nepconaxa

ABTOPU30B2HMI rPaseut \ 2.4 HanawtysaHHs
1b-XTO MOXE BT 3 106
2.5 Buxia is rpn 4.4 BuitTi 3 oy
«extend» Bwim st _ _ -

3.2 Buitty 3 no6i

4.3 Onn p

nUWe MacTep Moxe sanyckat rpy

Macrep noGi \

3.1 3anyctuty rpy (Mactep) ~ X 4.2 Mpupbatv Gypisnio

3
g
s
=
s
E
}
5
is2

Puc. 2.6 Use Case—xmiarpamMa OCHOBHHX CIIEHApiiB aBTOPHU30BAHOTO TPABII

Takum 4YWHOM, JABa PIBHI JdlarpaM JEMOHCTPYIOTh MOBHUM KUTTEBUM ITUKII
KOPHUCTyBaya: BiJl MOYaTKOBOI aBTOPU3allli J0 3aBEPIICHHS I'POBOi cecli, 110 T03BOJISIE

BIIEBHEHO PO3pOOJISATH Ta TECTYBATH BIATOBIIHY (DYHKIIOHAIBHICTb.
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2.5.2 liarpamu kJjaciB

KnacoBi pgiarpaMu 3acTOCOBYIOTHCSI ISl Bi3yalli3alllii CTATUYHOI CTPYKTYpH
CUCTEMH Ta BioOpa)KeHHS B3a€MO3B’S3KIB MIX ii enemeHTamu. Y koHTekcTi rpu UML-
JiarpaMu  KJaciB  MOKa3yHOTh PO3MOAUT  BIANOBINATBHOCTEH MIDK KOMIIOHEHTAMH,
1epapXxiro MOAYJIIB Ta MEXaHI3MHU B3aemo/1ii. HarnsaHe npeacTaBieHHs OCHOBHUX KJIaciB,
iXHIX aTpuOyTIB 1 METOJIB JJ03BOJISIE TMEPEBIPUTH KOPEKTHICTH OOpaHOi MOIYJIbHOI
apxiTektypu, bootstrap-cucremu, peanizamii Service Locator i matepuy MVP, a takox
CHPOIIY€ MOAATBINY MIATPUMKY i PO3IIUPEHHS KOMY.

Ha pucynky 2.7 mogano UML-giarpamy piBas Bootstrap and Infrastructure, sika
UTIOCTpY€ TIOYaTKOBUM eTaml iHillani3anii KII€HTChbKOT YaCTUHM TPU Ta CTBOPEHHS
KITIOUOBUX 1HPPACTPYKTYPHUX CEPBICIB.

Bootstrap & Infrastructure

Bootstrap \

© GameEntryPoint

o Awake()

instantiates

© GameRoot

o static Instance
o ServiceLocator
o PrefabManager

| | o ScenesManager
o CoroutinsManager
o PlayerPrefsManager
o SoundManager
o LocalizationManager

Infrastructure \
©ServiceLocalor © PrefabManager
[@ScenesManager [@ CoroutinsManager } [@ PlayerPrefsManager [@ SoundManager [@ LocalizationManager
I

o Add<T>(service) o InstantiatePrefab(type, parent) [ ] [ | [ ] L ] E |

o T Resolve<T>() o DestroyGameObject(obj)

Puc. 2.7 UML-giarpamy piBast Bootstrap and Infrastructure

Y moxayni Bootstrap xirac GameEntryPoint Binmosimae 3a 3amyck rpu. GameRoot
BUCTYTIA€ IICHTPAJILHUM KOHTEHHEpOM, M0 30epirae TOCWIAaHHA Ha BCl MIOOabHI
MJICUCTEMH, SIK1 BKJIIOYAIOTh:

« ServiceLocator — peanizye mexanism iuBepcii kepyBanus (10C), mo3Bossiioun
peecTpyBaTu i OTPUMYBATHU CepBICH 3a IHTepdeiicamu.
o PrefabManager — BiamoBinae 3a iHCTaHIIIOBaHHS Ta 3HHIICHHS TpedadiB y

CIHCHAax.
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o ScenesManager — 3abe3rneuye 3aBaHTAKEHHS Ta HABITAllll0 MDK CIIEHaMH 3
BIIOOPaXXEHHSAM €KpaHiB 3aBaHTaKCHHS.

« CoroutinsManager — xooparHy€ BUKOHAHHS KOPYTHH Y MEXaX TPH, OJICTTITY Y
ACHMHXPOHHI OTIepartii.

« PlayerPrefsManager — ymnpaBiisie 30€peKeHHSIM KOPUCTYBAIIbKUX HaJaIlTyBaHb
Ta CECIMHUX TaHHUX.

« SoundManager — KOHTpPOJIIOE BIITBOPEHHS ayJli0 Ta 3aCTOCYBAHHS HAJIAIITYBaHb
I'Y4YHOCTI.

« LocalizationManager — oGpo0Jisie BUOip 1 3aBaHTaXCHHS MOBHHUX PECypCiB.

Taka cTpyKTypa rapantrye €IuHy TOYKY CTapTy A KOHQIrypamii BciX rinoOaibHUX
CepBICIB 1 3a0e3meuye JieTke KePyBaHHS 3aJICKHOCTSIMHU Ta IXHIO JOCTYIHICTh MPOTATOM
YChOTO KUTTEBOTO IUKITY TPOEKTY.

Ha pucynky 2.8 300pakeH0 moeranHy cxemy iHiIjanizarii 1y KOHKpeTHOT
IrpOBOT CLICHU:

1. JlokanpHa Touka Bxoxy (Entry Point). ITicist 3aBaHTaKeHHS CIIEHH CIIPAIbOBYE
BXIJTHUN MOJYJIb, IKUM OTPUMYE TOCTYN 10 M100anbHOTO KOHTEHepa 3anexxnoctedt. Ha
[IbOMY €Tarl BIH PEECTPYE JIOKAIbHI CEPBICU — HANPUKJIIAJ, aHATITUHYHUNA, MEPEKEBUH 1
CepBIC YMpaBIiHHA KaMepaMH — Ta 3a0e3nedye iXHIO 1HIMadi3allio BIAMOBIIHO 10
noTped CleHH.

2. Imimamizaiisi OCHOBHOTO MEHEIKepa CleHH. Jlami CTBOPIOEThCS TOJIOBHUM
MEHEIKEp CILICHU, SKWW BIAMOBIJAE 3a MIATOTOBKY IrPOBOTO MPOCTOPY: PO3MIIICHHS
IrpoBUX OO0 €KTIB, HAJAIITYBAHHA JOTIKH MPOBEJIEHHS XOJIB 1 00OpOOKY MepeKeBUX
noaii. Menemkep otpumye depe3 DI yci 3apeecTpoBaHi cepBicM Ta BCTAHOBIIIOE MK
HUMH HEOOX1IHI 3B’ SI3KHU.

3. 3amyck J10JIaTKOBUX MEHEIXepiB. 3a MOTpeOu TOJIOBHUNA MEHEIKEp CTBOPIOE U
HaJIAIITOBYE JOMOMDKHI MIJICHCTEMH — Hampukian, oopoonuk Remote Procedure Calls
JUJ1 MEPEKEBOT CHHXPOHI3allii abo MoayJib 0OpOOKH MO1H TpaBlisd HA KapTi.

4. Inimamizamig Ul-monymnis. Ilicns HamamTyBaHHS irpoBO1 JIOTIKM MEHEKEp CLUEHU

Hilioe BimoOpaxkeHHs1 iHTepdelicy kopucTyBada: cTBOproe BigmoBimaHi Ul-momymi,
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nepeaaoydm iM 4yepe3 KOHTEHHEP TUIBKHU Ti 3aI€KHOCTI, K1 HEOOX1aH1 111 poOOTH JaHOi
CIEHM (HaIpUKJIaJ, CepBICH aBTOpHU3allii, HANAIITYBaHb a00 aHATIITUKH).

[map Scene Bootstrap

Map Scene Bootstrap & Core Managers

(© MapEntryPoint

o Awake()
o Initiaize(Sef

© AnalyticsService(FireStoreManager)
o TrackEvent(...)

egister & init

(© MapPhot

{—_ |©WmepsvitchCameraservic

o nitalize()
© SwitchCamera(...)

© WepProtontanager

(© MapManager
s & it with Objeot
o ocator,
o PlayerReady()

ns & nit with Object

© Initalize(MapPlayerObject)
© UpdateMap(...)

(© MapPhotonRPCManager

)
MapPlayerObject, ServiceLocator) |

© PlaygroundManager

° ocator,
© HandleRPC{...)

Puc. 2.8 UML-niarpama piBHS ClieHU

Takuii miaxin rapadrye:

MoayabHICTB

[TocnigoBHICTE — KOEH PiBEHb iHIIIai3aIlil YeKae Ha TOTOBHICTH MOTIEPETHBOTO.

JOKAJIbHI CEpPBICKM Ta MEHEIKEpPH BHJIUICHI

B OKpeMi
KOMIIOHEHTH, SKI MOJKHa 3aMIHIOBaTH a0o0 pO3MIMpIOBaTH 0e€3 3MIHM TJ00aTbHOTO
CTapTOBOTO MEXaHI3MY.

Yitke po3ainenHs 000B’s3kiB — Entry Point Bignosizae nwuie 3a peecTpariio i

3aIycK, MeHeIkepu — 3a 613Hec-Joriky, a Ul-moayni — 3a BimoOpakeHHs Ta B3a€MO/I110
3 KOPUCTYBauEM.

Ha pucynky 2.9 mpeacraBieno UML-miarpamy mincucremu Ul, peanizoBaHoi 3a

natepaoM MVP. Cxema 11FOCTpy€e OCHOBHI KOMIIOHEHTH, iXHI POJIi Ta CIoci0 B3aeMoil
B MEXXax €KpaHy HaJaIllTyBaHb TOJOBHOTO MEHIO:
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MVP & Ul Components

© MainMenuSettingPresenter

o Initialize()

o ChangeScreenValue(int, string)
7| e ChangelLanguage(int)

© ChangeAudio(bool, float, float)

7~ < _ get LocalizationManager

o Deinitialize()

© MainMenuSettingModel

© MainMenuSettingView o TypeScreen: int
o Typ

/
Root'\\
stion: string
ol i

e
@ rPresenter o Initialize(MainMenuSettingPresenter) o Language: LocalizationLanguage [@M olutior o ‘ [@ - — ‘ [@ LocalizationManager ‘ (© GameRoot
© OnClose() o MasterAudioState: bool I I
t t

o ShowlI() o SoundVolume: float ] & ] ] | |t jlianagei

o CloseUl() o MusicVolume: float
o Deinitialize()

© Init()
o SavePlayerSettingToGlobal()

V
@ view

Puc. 2.9 UML-niarpama nincucremu Ul

1. Imrepdeiicu. IPresenter i IView 3amarotrh koHTpakTH juis Presenter-iB i View-is,

3abe3meuyoun ciaabKe 3B’ s3yBaHHS Ta YHI(pIKOBaHHWM CIOCIO iHIMIATI3ail ¥ OYMIICHHS

UI-KOMITOHEHTIB.
2. Kommonentu MVP
Presenter Bimnosigae 3a sxurteBuii ki Ul:
- Meron Initialize() cTtBoproe View ta Model, mignucyerbes Ha ixHI O,

- ChangeScreenValue, ChangelLanguage, ChangeAudio peani3yroTh 0i3Hec-
JIOTIKY 3aCTOCYBaHHs HAJIAllITyBaHb;

- Deinitialize() kopekTHO 3BUIbHSE PECYpPCH.

- View peanizye iatepdeiic IView 1 wMicTHTh MeTOAM BiOOpaKeHHS
(ShowUI/CloseUl), migximrouennss 3BopotHix Bukiukie  (OnClose) 1 BmacHy
1HIIla13a111i0/ A e1H 11aJT13a1111o.

- Model inkaricyiiroe BHyTPIIIHIM CTaH HaJAMITYBaHb (€KpaH, MOBA, ayJ1i0) 1 HA/Ia€e
API 151 30epexeHHs] 3HaYEHb.

3. Cepgicu

- ResolutionScreenService 1 SoundManager iHKamnCy/IiOIOTh 3aCTOCYBaHHS
TEXHIYHUX HAJIAITYBaHb €KpaHy Ta 3BYKy. Presenter 3Bepraerbcs 10 HuX uepe3 AP

- LocalizationManager otpumyethcs 3 TioOanbHOTO KOHTeWHepa GameRoot,

JEMOHCTPYIOYH MPUKIIA] JOCTYIY 0 CEPBICIB, SKi )KUBYTh M03a MEKaMH KOHKPETHOT

CLICHH.
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4. 3B’s3ku. Mix Presenter-om, View-om i Model-m0 BigoOpaxaroTh MOCTIiiHI

JIBOCTOPOHHI MOCUJIAHHS MPOTATOM >KUTTEBOTO LIMKIY €KpaHy. A, alarpama miJIKpecioe,

mo Presenter meHTpanizoBaHO KOOPJAHMHYE BCi 3MiHM: Bin iHimamizami Ul 10 BHKIHKY
30BHIIIHIX CEpPBICiB, HE MOPYUIYIOYH MPUHIMIIIB MOAYJIBHOCTI Ta IHBEPCIi KepyBaHHS.

Takum dywuHoM, UML-nmiarpamMa miATBEPKY€E KOPEKTHICTH peanizamii MVP-

apxitekTypu: Presenter 3anumaetbcss C# KiacoMm 3 YITKUMH 3QJIKHOCTAMH, View —

ToHKkuM MonoBehaviour-ckpunrom, a Model — aBTOHOMHUM CXOBHILIEM JIaHUX.

2.6 IlpoexkTyBaHHsI CTPYKTYpPH 0a3u JaHHUX

Y cyyacHHX MYJIBTHUIUICEPHHUX 3aCTOCYHKaxX [JIs 1rop JAedail dacTimie
BUKOPUCTOBYIOThC NOSQL-cxoBuIa yepe3 iXHIO0 THYUKICTh Y pOOOTI 3 pI3HOPIAHUM U
JTaHUMU, TIATPUMKY MAacIITa0OBaHOCTI Ta BOYJOBaHI MOJKJIMBOCTI CHHXPOHI3alii B
peabHOMY 4Yaci. Y sSKOCTI OCHOBHOTO OekeHy juist 30epiranHs janux obpano Google
Firestore — mokyMeHTHO-OpieHTOBaHy 0a3y naHuxX y ckiaii Firebase, sika 3abesneuye
aBTOMATUYHY CHHXPOHI3AIliI0 3MiH y peaibHOMY 4aci (Realtime Listeners).

JlaHi y TpOEKTI OpPraHi3oBaHO B KUIbKAa OCHOBHHMX KOJICKI[HM, KOXXHAa 3 SIKUX
BiTOOpaXkae MEeBHUI acreKT pOOOTH KIIEHTChKOT YaCTUHU:

o Players mictuth JOKyMEHTH 3 iH(pOpMAIli€l0 MPO OOJIIKOBI 3alMCH KOPUCTYBaYiB
(login, nickname), mapamerpn PBKDF2-xemyBanus mapouiis (hash, salt, iterations), a
TaKO 1rpOBi METPUKH — Oayanc (COIN) i KUTbKICTh BUrpanux ceciid (winCount).

o BugReports mpuznauena s 300py 3BOPOTHOTO 3B’SI3KYy HPO MOMMIKU; KOXKEH
3alMc  MICTUTh aBTOPChKi Meranani (userName, dateTime, countPlayer) i nerami
npo6iemu (titleBug, descriptionBug).

o BuildStats BigcTexxye akTHBHICTH TI'paBIliB IIOJO0 IrPOBUX 00’€KTIB, 3alHCyIOYHU
YHIKQJIBHUN 11€HTU(IKATOp THUITy OYy1BII1, YaC OCTAHHBOI aKTHUBAIIli 1 3arajlbHy KUIBKICTh
BUKOPUCTAHb.

o PlayerStats (abo  PingPlayerStats) = BHKOPHUCTOBYEThCS K  aHATITHKA
NPOAYKTHBHOCTI: 30epiraroThcst vac ¢ikcamii, PiNg i 4UCI0 ydYacHWKIB y cecii, a 3a

notpedbu — nokazuuk FPS.



51

KoxHa KoJIeKIisl MOKe pO3IINPIOBATUCS 10JIaTKOBUMU MOJISAMU 0€3 3MIHH CEpBEPHOT
cxeMu. JIJsi MPUCKOPEHHSI 3amuTiB HAJNAIITOBAaHO I1HAEKCH, IO 3a0e3Medye BHUCOKY
NPOAYKTHBHICTh HaBITh TPU 3HAYHOMY 00Cs3i JOKyMeHTiB. Peamizamisi uepe3 Realtime
Listeners rapanTye KIi€HTaM OTpPHMaHHS OHOBJIEHb y pexumi live, a mnokambHe

KelllyBaHHSI — Oe3mnepediitny poOOoTy npu HeCTaOUTbHOMY 3’ €THAHHI.

2.7 Orasx BUKOPUCTAHUX 0i0J1ioTEeK Ta miariniB

VY mpOeKTi 3aCTOCOBAHO HU3KY CTOPOHHIX 016mioTek 1 miariniB ang Unity, axi
3a0e3MeuyoTh pealizalliio KrodoBux macucteM: Ul, MepexeBoi B3aemoiii, 30eperKeHH I
JaHUX, PEHIEPUHTY Ta yMpaBiaiHHA Kameporo. KokeH 13 mepemiueHuX KOMIIOHEHTIB
iMmoptyetbest ik Unity Package abo yepes Unity Asset Store, a #ioro HajmamTyBaHHS

BUKOHY€ThCS Y BikHI Package Manager a0o uepe3 BIANOBIIHI MEHIO IUIariHa.

2.7.1 TextMesh Pro
[Ipu3HaueHHs1: po3UIUpeHa cuctema peHaepuHry Tekcty B Unity, 1o 3aMiHIO€
CTaHJApTHUH KOMMOHEHT Text i1 3a0e3meuye BUCOKY YITKICTh MMIPUPTIB, MIATPUMKY
CTWIIB (HaNpuUKJaj, )KUPHUM, KypCUB), 0araTOMOBHICTh Ta JUHAMIYHY 3MIHY KOHTEHTY.
Ki1r0o4oB1 MOXKITUBOCTI:
o IlinTpumka SDF--mipudTiB a1 4YITKOTO BigoOpakeHHS TMpU OyIb--IKOMY
MacuTaoi.
o BOynoBani edekTyt — 00OBeAEHHS, TiHI, TPAJIIEHTH.
o [lIBuaKEe OHOBJICHHS TEKCTY O€3 Iepe3aBaHTAXCHHS CIICHU.
Ponb y mpoekTi: BUKOpUCTOBY€EThCS i1 BCix Ul-eeMeHTiB i3 TEeKCTOM — KHOTIOK,

J1aJIOTOBUX BIKOH, MOBIJOMJICHb PO MOMUJIKH Ta TAOJIUYHUX 3BITIB TEJIEMETIi.

2.7.2 Photon PUN 2
[Tpuznauennsi: SDK Big Exit Games ang nmoOyqoBHM MyJIbTUIUIEEPHUX Irop 13
MOJEIUTI0 peer-to-peer Ta KIIEHT—CEPBEPHOI CHHXpOHIZaIli€r0 06e3 HEeoOXiTHOCTI

BJIACHOTO CEPBEPHOTO PillIEHHS.
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Kimro4oBi MOKIUBOCTI:
ABromarmyHa perurikamis 00’ ektiB uepe3 Networked Prefabs.
Buknuk RPC ta RaiseEvent mis cuHXpOHI3alii Mol MiX KITIEHTaMU.

VYnpasninas 1001, KIMHATaMH, CITUCKAMU TPABIB 1 YepraMy O4YiKyBaHHS.

Ponb y mpoekTi: 3a0e3nedye CTBOPEHHS Ta MpHUEAHAHHS 0 JIoO1, mepenady XoJiB

(RPC), cuHXpoOHi3allif0 CTaHy irpOBOTO IMOJISA Ta IrPOBUX MOMAIN Yy pealbHOMY Yaci.

2.7.3 Firebase Firestore SDK

[IpuzHaueHHs: kKiieHTChKa Oi0mioTeka st poootn 3 Google Firestore —

TOKyMEHTHO-opieHTOBaHUM NoSQL-cxoBumeM y cknazi miatdgopmu Firebase.

Kiro4oBi MOXKITUBOCTI:

Realtime Listeners mist aBTOMaTHYHOI IOCTaBKH 3MiH Ha KJIIEHT O€3 ONMUTYBaHHS.
JloxanbHe o(aifH--KelyBaHHs 13 OAAIBIIIOK CHHXPOHIZAIIEIO.

Iurerparis 3 Firebase Authentication i Security Rules mns 3axuiiesoro gocrymy.

Ponb y mpoe€kTi: BUKOPUCTOBYETHCS MJisi 30epiraHHs iHQopmamii Mmpo rpaBLiB,

I'poBi cecli, 3BITH Mpo Oaru Ta aHaJIITUKY MPOJYKTUBHOCTI.

2.7.4 2D Sprite Renderer

[TpusHauenHs: crangapTHuil UNity-iHCTpyMEHT JUIst BiOOpaXKEeHHs CIpaNTIB —

pacTpoBUX 300paXKeHb, 110 BAKOPUCTOBYIOThCS sk enemeHTd Ul Ta B irpoBoMy moii.

KirouoBi MOXKITHUBOCTI:
Amnimaris uepe3 Sprite Atlas Ta Animator Controller.
MacmrabyBanas Ta 00pi3ka Tekctyp y Canvas.

Onrumizariist uepes Sprite Packing.

Ponb y mpoekTi: 3a0e3neuye BigoOpakeHHs IrpOBUX TOKEHIB, (IIIIOK, IKOHOK PeCypcCiB

1 efieMeHTiB 1HTEpdeiicy B 2D--crieHax.
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2.7.5 Cinemachine
[Ipusznauenns: moaynb kamep Bif Unity 11t CTBOpEHHS AMHAMIYHHMX 1 IJIABHUX
nepexo/IiB, CiIiayBaHHS 3a 00 €KTaMH Ta CKIagHUX KiHemaTtorpadiuyHux edekTiB 0e3
BPYYHY MPOIMHUCAHOT JIOTIKH.
Ki1r040oB1 MOXKIUBOCTI:
o BOynomani Tmmm kamep: chigkyBanHs (Follow), ¢okycysanns (LOoOKAL),
tpaHckinr (Transposer).
o [linTpumka Blend-pexxumiB /1s MIaBHUX NEPEXOAIB MK KaMepaMu.
o Inrerpamis 3 Timeline mys aHimarii kiHeMarorpagiYHUX CICH.
Ponb y po€KTi: BUKOPUCTOBYETHCS JIJISI KEPYBAHHS MEPETIISAIOM irpOBOi KapTH Ta
dboKyCcyBaHHA Ha aKTUBHOMY TpaBIIEBl IiJ Yac XOJYy, IO MiJBUINYE 3aTYUYEHICTh

KOpHCTYyBaya.



54
3. PEAJIIBALIA I'PH

3.1 CTpyKkTypa Npo€eKTy

VY sakocti cepenoBuia po3poOku Bukopuctano Unity 6000.0.46f1. daiinu Ta
JTUPEKTOpil TMPOEKTY OPraHi3oBaHO 3a (YHKIIOHATLHUM MPUHIIMIIOM, IO CIPOIILYE
Opi€HTalil0 y KOJOBIA 0a3l Ta mojanbinid miarpuMki. CTpyKTypy MHPOEKTY MOKHA

NeperyisHyTH Ha pUcyHky 3.1.

Assets/Grift Together

—>| Prefabs Player

E

Resources Localization

v

MapAgents

PhotonPrefabs

Scenes

Editor

Root

RootManager

Scenes

Service

Universal

Puc. 3.1 CTpykTypa npO€KTy
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3.2 Orisii OCHOBHUX KOMIIOHEHTIB MPOEKTY

VY mboMy po3iTi IpeICTaBIeHO MIPU3HAYEHHS Ta BMICT KIIFOYOBHUX TMAMOK 13 KOPEHS
Assets/Grift Together, siki BimoOpaxaroTh OCHOBHI ()YHKIIOHAJIbHI OJOKU KIIIEHTCHKOT
YaCTHHU TPHU.

Ilanka Material

[Tanka Material mictuth yci marepianu Unity, siki HO€IHYIOTh TEKCTYpU Ta
HaJTamTyBaHHS BigoOpaxkeHHs. KoskeH wmarepian 3amanuii depe3 .mat-daiin 1
BUKOPHUCTOBY€ThCA 1151 penaepunry 3D- abo 2D-00’exTiB Ha cuenax. LlentpanizoBane
30epiraHHs MarepiaiiB CIPOIIY€E TXHE MOBTOPHE BUKOPUCTAHHS Ta JAa€ 3MOTY IIBUIKO
3MIHIOBAaTH BI3yaJIbHI BJIACTHUBOCTI (HAMPHUKIAJ, KOJIp, MPO30PICTh YU TEKCTYypy) Oe3
HEOOX1THOCTI MOIU(]IKYBaTU KOXKEH 00’ EKT OKPEMO.

Ilanxa Prefabs

[Tanka Prefabs mictuth mabmonu roToBux 00’ €KTiB (mpedadu), ikl MOKHA TOBTOPHO
BUKOPHUCTOBYBATH Ha PI3HUX CIIEHAaX a00 CTBOPIOBATH JUHAMIYHO B KOJI.

o Player: npedabu irpoBux TOKeHIB Ta (IIIOK, [0 PENPE3CHTYIOTh IPaBIIiB.

o UI: roToBi ekpanu Ta KOMIOHEHTH 1HTEep(deicy (KHOMKH, MaHe1).

3aBasku pedadbaM KOKHA 3MiHA B I1a0JIOHI aBTOMATHYHO 3aCTOCOBYETHCS JI0 BCIX
HOTO eK3eMIUISIpIB Ha CIIEHAaX, IO CYTTEBO NPHUIIBUIIIYE PO3pOOKYy U 3abesreuye
y3rojpkeHicTh Ul Ta irpoBux 00’ €KTIB.

Ilanka Resources
VY manmi Resources 30epiraroThbest JaHi, Kl 3aBaHTAXYIOThCA 3a JOIOMOTOIO
Resources.Load() mig yac BUKOHAHHS:
o Localization: CSV—rta inmri ¢aiinu 3 nepekiiagamMu iHTepgeicy.
o MapAgents: ckpunToBaHi 00’ €KTH 1 JjaH1 JJIs T€HEpallli areHTIB Ha KapTi.
o PhotonPrefabs: mpedabu wmepexeBux o00’ektiB ans Photon PUN 2 (mamp.,
NetworkedPlayer).
IIs1 mamka m03BOJISIE THYYKO TiIBAaHTAXKYBAaTH pecypcu 0e3 BKIIOUEHHA iX Yy

KOHKPETHY CIICHY, a TaKOXX BIJOKpEMITIOBAaTH KOHpIrypariitHi daiinu Big pemtu Assets.
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Ilanxa Scenes
Hupexropist Scenes MictuTh yci Unity-ClieHH KJIIEHTCbKOT YaCTUHU:
o Login — ekpan aBTOpH3aIlii Ta peecrpariii;
« MainMenu — rojnoBHEe MEHIO 3 BHOOPOM PEXKHMIB;
o Lobby — n06i ta migroroska a0 rpu;
o SmallMap — Ge3mocepeanii irpoBHit Tporec.
KokHa cIrieHa TOYMHAETHCS 3 BHUKIMKY BiamoBigHoro SceneEntryPoint, mro
PEECTpYE JIOKAJIbHI CEPBICH Ta MEHEIKepH nepen 3aBanTaxkennsm Ul
Ilanka Scripts
L{s nupektopist 06’ ennye Becb C#-KoA 3a MiNANKaMy BiIMOBITHO J0 POJIL:
« Editor — inctpymentu mus po3po0oku (Custom inspectors).
« Root — GameEntryPoint, GameRoot, ServiceLocator.
« RootManager — rmmobanshi cepBicu  (ScenesManager, SoundManager,
LocalizationManager).
o Scenes — nokanbHi ToukH Bxoay (MapEntryPoint, MainMenuEntryPoint).
« Service — nomomixHi ciyx6u (ResolutionScreenService, AnalyticsService).
o Universal — 3araipHi yTwiiTH Ta po3mMpeHHs (KOPUCHI KIacH).
CTpyKTypOBaHUN MO I03BOJISIE MIBUAKO 3HAXOAUTH MOTPIOHUI (PyHKIIOHAT Ta
130JIF0BaTH KOMIIOHEHTH JJIsl TECTYBaHHS 1 peaKTOPHUHTY.
Ilanxa Sprite
[Tanka Sprite npu3HaueHa AJis 30epiraHHs pacTpoBUX 300paxeHs y popmari PNG
1 HEe TUTBKH, SIKI BAKOPUCTOBYIOThCS SIK eJieMeHTH 1HTepdelicy Ta 2D-00’€KTIiB Ha ClieHaX.
OxkpeMuil Katajaor JO3BOJISIE IEHTPAI30BAaHO HAJIAITOBYBATH CIIPANTH, ONTUMI3yBaTH
po3Mmip TekcTyp 1 3abe3neuyBaTu ogHOpigHui Bursg Ul-ikoH.
Takuii moaut nmanok 1 ¢gainiB 3a GyHKIIOHATLHUMHU 30HaAMU 3a0€3Meuye 3pyUyHy

HaBIraIio Mo MPOEKTY, MPUCKOPIOE PO3POOKY Ta MOJIETIIY€E MOAATBIINN CYTIPOBIJ KOTY.
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3.3 Onmc peaJtizaunii NPOrpaMHOro KOy

3.3.1T'106anbuuii Bootstrap

Y mpoekTi 3aisHO €IWHY TOYKy BXoay — kiac GameEntryPoint, skwuii
IHIIIIOETBCA  II€  JI0  3aBaHTAXEHHS  MEpIIoi  CHEHU  3aBISKU  aTpudyTy
[RuntimelnitializeOnLoadMethod]. Hwkue HaBefeHO pUCYHOK 3.2 3 CIIPOIIECHOIO BEPCit0

OCHOBHOTO KOJAY 3 MO3HAYCHHAM KIITHOUOBUX KpOKiBI

5 GrifiTogether - O[gGameEntryPoint
GriftTogether;
UnityEngine;

GameEntryPoint {

melnitializeOnlLoadMethod(RuntimeInitializel cadType.BeforeScenelLoad)]

StartEntryGame() == GameEntr int().RunGame();

RunGame() {
InitUIQ);
InitSave();
InitDI();
InitSettings();
InitBackends();
GoTolLogin();

Puc. 3.2 €n1uHy TOYKY BXOAY IS TPOEKTY

lloscuenns kpokis:

1. InitUl() — ctBopenns PrefabManager nns npeda6is, 3amyck CoroutinsManager
(o0 mignmucaTcs Ha TOJii OHOBJICHHS) 1 HajamTyBaHHS ScenesManager i3 moka3zom
eKpaHy 3aBaHTaKEHHS.

2. InitSave() — inimianizanis PlayerPrefsManager i PlayerGlobalManager, a Takox
3aBaHTXKEHHs 30epeKeHUX HAIAIITyBaHb (€KpaH, 3BYK, MOBA).

3. InitDI() — crBopennss HoBoro ServiceLocator, skuii BHCTyIa€ KOHTEHHEPOM

3aJIeKHOCTEH 7151 BCIX MOJANIBIINX CEPBICIB.
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4. InitSettings() — 3aCTOCYBaHHS CKpaHHUX napamMeTpiB gepes
ResolutionScreenService, 3amyck SoundManager i3 MOTOYHUMH HAJAIITyBaHHAMH Ta
imimianmizamist - LocalizationManager. Kpim Toro, migmucka Ha OnStartUnity mos
JUHAMIYHOTO OHOBJICHHS 3BYKY.

5. InitBackends() — minkmrouenHss OekeHiiB: crBopeHHs FireStoreManager st
poootu 3 Firestore i 3amyck PhotonManager mis mepexeBoi cuaxpowizamii (RPC,
RaiseEvent).

6. GoToLogin() — ocrarounmii Bukiauk ScenesManager.SwitchScene s
3aBaHTAXEHHS CIICHU JIOTIHY.

[MincymoByroun, GameEntryPoint ta cynythi kiacu GameRoot i ServiceLocator
dbopMyIOTh KapKac KIIEHTCbKOT apXiTeKTypH, 3a0e3leuyloud IEHTPali30BaHy
KOH(}ITypallifo, MOCIiIOBHY PEECTPAIIIIO Ta 3alyCK BCIX MJICKCTEM T'PH Mepe]1 MePexoa0M

y IHII1 eKpaHu.

3.3.2 IToeranuuii crapt 4yepe3 BaseEntryPoint

VY BciX IOUYIpHIX CIIeHaX 3acTocoBaHO aOcTpakTHWi Kiac BaseEntryPoint, o
peanizye 3arajJbHUN aNTOPUTM PEECTpAllli CEepBICIB 1 3allyCKy MEHEIKEpPIB Yy UITKO
BU3HAUYCHOMY mMOpsAKy. Hipkue HaBeneHO KoOJ IbOTO Kiacy 3 KOMEHTapsiMH Ha

pucyHky 3.3:
£ GriftTogether - oﬁGrif'tTogether‘BaseEntryPoint
UnityEngine;

GriftTogether {

BaseEntryPoint : MonoBehaviour {

icelocator _localServicelocator {

Initiali tor parent) {
— (et

RegisterGameServices();

InitSceneManager();

ExtendlLocal!
_localServicelocator.AddSer

Puc. 3.3. BaseEntryPoint
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ToscHenns K10U08UX emanie:

1. Imimiamizamiss kouterHepa. [lpu Bukiuky Initialize(parent) crBoproeThcsi HOBUE
ServiceLocator, y sxuii mnepemaeTbcs TOCHIAaHHS Ha moOadbHUM KoHTehHep. lle
rapaHTye JOCTYIl JO BXE 3apeeCTpPOBAaHMX MIIOOATBHUX CEPBICIB MOPSa 3 HOBUMH,
JTOKATHHUMHU.

2. RegisterGameServices(). BukinukaeTbcs y BHUMNAIKY, SKIIO CIEHI MOTPIOHI
3arajibHi IrpOB1 CEPBICH, IKUX HEMA€ B II100ATIbHOMY KOHTEKCTI. Y OLIBIIOCTI ClIEH el
METOJT MOKe OyTH MOPOKHIM ab0 HE TIepEeBU3HAYATHCS.

3. RegisterSceneServices(). Kosxkna criena gomae cBOi crenudivudi  ciayxOwu
(marmpukian, MapPhotonTurnService, AnalyticsService) y mnokaabHUN KOHTCHHED
3QJIEKHOCTEMN.

4. InitSceneManager(). TyT CTBOPIOIOTbCS H 3alyCKarOThCS MEHEKEPH JIOTIKH
cuenu (Hampukiaza, LobbyManager, MapManager, GameManager). Koxxen MeHnemxep
orpumye dyepe3 _localServiceLocator HeoOxinHi cepBicH.

5. ExtendLocalServiceLocator(). Jlo3Bosisie AMHAMIYHO JOJABaTH CEPBICH MiCIsA
MOYaTKOBOI 1HIIIai3a1lil, HE MOPYIIYIOYH 3arajibHO1 MOCI10BHOCTI.

6. Deinitialize(). 3abe3nedye KOpeKTHE 3HUINCHHS JIOKATHHUX MEHEIKEPIB 1
BIJITIMCKY BiJl MOJ1M MpY BUXOJI1 31 CIICHHU.

Takum uuHOM, BaseEntryPoint 3amae eaunmii 1mrabaoH iHimiazizamii Juis BCIX CIICH,

3a0€3Meuyoun MOCIiIOBHY PEECTpallii0 Ta 3aIyCK MIJCUCTEM.

3.3.3 JlokaJbHi MeHeq:KepH CleH

JIns KOXKHOT CIICHM B TMPOEKTI BU3HAYEHO BIIACHUNM MEHEIKEp, IO HACTITye
abctpaktHuil kiac BaseSceneManager, sikuit 306paxenuii Ha pucyHky 3.4. Lled miaxin
rapaHTye €eIUHUN 1HTepQenc s 3amyCcKy ¥ OYHUIIEHHS JIOTIKU CIIEHH Ta YHI(IKye IXHIO

IHIIAJT13a1O.



= GriftTogether > GthaseSceneManager

Initialize();

Deinitialize();

Puc. 3.4 BaseSceneManager
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Sk npuknan peamizamii po3rasnemo MainMenuManager, sikuii kepye roJloBHUM

MEHIO, PUCYHOK 3.5:

£ GriftTogether v G[gMainMenuManager

ene
_mainCanvas;
_overlayCanvas;
r _servicelocator;

i _rootView;
-r _headerPresenter;
_menuPresenter;

mainCanvas,
overlayCanvas,
ator servicelocator)
_mainCanvas = mainCanvas
_overlayCanvas = overlayCanvas;
_servicelocater = servicelocator;

Initialize() {

_rootView = ieRoot . PrefabManager
.InstantiatePrefab(MainMenuPrefabType.RootView, _mainCanvas)
-GetComponent<

_headerPresenter =
_rootView.GetHeaderParent
J -

H
_headerPresenter.Initialize();

_menuPresenter = MainMenuPr
_rootView.GetLeftCornerParent,
_overlayCanvas,
_servicelocator

J -

H
_menuPresenter.Initialize();

Deinitialize() {
_menuPresenter.Deinitialize();
_headerPresenter.Deinitialize();

.PrefabManager. DestroyGameObject(
_rootView.gameObject

J;

Puc. 3.5. MainMenuManager
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Knrouosi momenmu peanizayii:

1. VHipikoBanmii iHTepderic: Bci MeHemkepu Maroth Meroam Initialize() i
Deinitialize(), 1o crporiye kepyBaHHS KUTTEBUM LUKJIOM CIICHH.

2. IW’exuis 3aJICKHOCTEH: B KOHCTPYTOp IepenaroTbes Biamoimui GameObject-
KaHBacd Ta ServiceLocator, 3aBasku YoMy MeHemkep Moxke crBoproBarn Ul Ta
3BEpTATHUCS JIO0 CEPBICIB 0€3 KOPCTKUX 3B’S3KIB 13 TIOOATEHUMHU 00’ €EKTaMHU.

3. Binminenns View 1 Presenter: cmouatky cTBOproeThes kopeHeBuit Ul
(RootUIView), motim iHimiami3yroTbes Presenter-u, siki BiAMOBIaIOTh 32 OKPEMi YaCTUHHU
eKpaHy (3aroJoBOK, MEHIO).

4. 3pinbHenHs pecypciB: y Deinitialize() xoxxen Presenter neiniriagizyerscs, a
npedad xopenesoro Ul pyiinyerbes uepes PrefabManager.

Takum uymHOM, BaseSceneManager i1 #oro KOHKpeTHI peamizamii (Ha KIITalIT
MainMenuManager, LobbyManager Tomio) 3a0e3mne4yoTh 4iTKUi I1a0I0H I 3aIyCKy
Ta 3aBeplIeHHA poOoTu  KokHOT  Unity-ciienn, i3  CyBOpPUM  PO3MOAIIOM

BIJIMOBIAATLHOCTEH 1 MIHIMAJIbHUM 3B’ 13y BaHHSM.

3.3.4 Ul-moayai 3a natepaom MVP
Jliist peanizarii inTepdeticy 3acrocoBano narepn Model-View—Presenter (MVP).

VY fioro OCHOBI JieXKaTh TPU KOHTPAKTH, K1 300pakeHl Ha pUCYHKY 3.6.:

£ GriftTogether

= IModel { }

ialize(IPresen ter presenter);

ShowUI();

CloseUIQ);

id Deinitialize();

e IPresenter {
:I;itialize();
“ShowuI();

,‘ CloseUIQ);

id Deinitialize();

Puc. 3.6 Konrpakru ans narepuy MVP
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Koxen Presenter orpumye uepe3 KOHCTPYKTOP ab00 METOAM MOTPiOHI 3aJI€KHOCTI

(GameObject-xonreiinepu, cepBicu  TOmO), cTBOprOE VIEW 3a  JIOMOMOTOKO
PrefabManager, mianucyerbcst Ha HOro Mmoii Ta Kepye JIOTIKOK BiT0oOpaskeHHS.

Ha pucynky 3.7 300paxkeH mpukiam peanizamii presenter-a misi BUXOAy 3 TpH:

=1 GriftTogether = 0‘[3 MainMenuExitPresenter

GriftTogether;
System;
UnityEngine;

i
L

Initialize() {

t.PrefabManager
.InstantiatePrefab(
UniversalPrefabType. ConfirmView,
_root
)

.GetComponent=
_view.Initialize(

_view.OnConfirm += ExitGame;
_view.OnDecline += Decline;

Decline() {

OnBack? . Invoke();

ExitGame() {

ScenesManager.ShowLoadingScreen();
PlayerGlobalManager. SavePlayerServerData(]);
PlayerGlobalManager. SavePlayerSetting(];

ize();
on. Quit();

ShowUI() == _view.ShowlI();

CloseUI() => _view.CloselUI();

Deinitialize() {
_view.OnConfirm —= ExitGame;
iew.OnDecline —-= Decline;

OnBack = H
Deinitialize();
oot . PrefabManager. DestroyGameObject(_view.gameObject];

Puc. 3.7 MainMenuExitPresenter
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Iosacuenns peanizayii:

1. Ix’exuis konreitnepa (GameObject root), Ky iu BCTaBISETHCS MITBEPKYBAIBHE

BIKHO.
2. Initialize():
. Creopenns ConfirmUIView i3 npedady.
. [Migmucka wHa moxii OnConfirm (migrBepmxenHs Buxoay) i OnDecline
(BigMiHA).

3. ExitGame():
. [Toka3 exkpaHy 3aBaHTAKCHHS.
. 30epexeHHs HaJIallITyBaHb 1 JaHUX KOpHUCTyBaya qyepe3
PlayerGlobalManager.
. Buxin i3 3acrocynky (Application.Quit()).
4. Deinitialize(): 3uimanns mianucok, Bukiuk Deinitialize() y View Ta BuganeHHsM
GameObject.
TakuM 4yWMHOM, 3aBASIKM YITKMM KOHTpPAKTaM 1 CTpOromy posauieHHio poseit MVP-

MO/TyJ1b MOBHICTIO 130JIbOBAHUH BiJl PEIITH JIOTIKH, JIETKO TECTYETHCS Ta PO3MIUPIOETHCSL.

3.3.5T0;10BHI MeHeq:KepH Ta cepBicH

VY mpoekti BCl KIIOYOBI MIJICHCTEMH peali30BaHO Yy BUIJISAl CEPBICIB Ta
MEHE]IKEPIB, 110 BIJIMOBIAAIOTh KOHTPAKTY 1HIIIANI3a1lli 1 OUUIIEHHS, IPEACTaBICHUN Ha
pucyHok. 3.8. Ix peectpanis BinOyBaeThcs B KoHTelHepi ServiceLocator, 3asasku yomy
KOMIIOHEHTH MOXYTh LIEHTPATi30BaHO CTBOPIOBATUCS Ta OTPUMYBATHCS 0€3 JKOPCTKUX

3QJIEKHOCTEN.

= GriftTogether ~ o0|Service

IService {

Initialize();

Deinitialize();

Puc. 3.8 Konrpakr mns ServiceLocator
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KoHreiiHep 3anexHocTen
e ServicelLocator inimianizyerbcs B GameEntryPoint i ciiyrye rogoBHEM peecTpoM
CEepBICIB.
e Meroau AddService<T>(T service) i Resolve<T>(out T service) 3abe3mneuyrTh
cinabke 3B’ s13yBaHHS KOMIIOHEHTIB.
3a mHapirauito Mk Unity-cieHaMu Ta KepyBaHHS €KpaHOM 3aBaHTAXEHHS

BiamoBigae ScenesManager (pucyHok 3.9).

5 GriftTogether - (“[gScenesManager - SwitchScene(string name, bool additive)
GriftTogether;

ScenesManager : IService {
Initialize() {
SwitchScene( name additive) {
ShowLoadingScreen() {

Deinitialize() {

Puc. 3.9 ScenesManager

3a nuHamiyHe cTBOpeHHs Ta 3HameHHs Ul-ta irpoBux o0’ektiB 3 mpedadiB

BignoBigae PrefabManager (pucynoxk 3.10).

S GriftTogether v (“[gPrefahManager v InstantiatePrefab<T=(PrefabType type, Gan
g GriftTogether;
UnityEditor;
UnityEngine;

PrefabManager : IService {

T InstantiatePrefab<T>(PrefabType type, GameObject parent) {

DestroyGameObject(GameObject obj) {

Puc. 3.10 PrefabManager

Hanae noxiro OnStartUnity, sika BAKOPUCTOBY€EThCS U BUKOHAHHS JTMHAMIYHOTO
KOy (HAmPUKIIaj, OHOBJICHHs HATAIITYBaHb 3BYKY) MICIS 3aBAaHTXKEHHS BCIX ClieH. Ta
BUKOPUCTOBY€EThCS Juisi 3amycky Coroutins mo3a mexamu MonoBehaviour-xracis

(pucyHok 3.11).
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51 GriftTogether A\ OLgScenesManager v SwitchScene(string name, bool additive)
GriftTogether;

ager : IService {
Initialize() {
SwitchScene( name, additive) {
ShowLoadingScreen() {

Deinitialize() {

Puc. 3.11 CoroutinsManager

VuidikoBanuii moctyn n0 JokanbHoro kemy PlayerPrefs nns 30epexenns u

3aBaHTa)XCHHs HajamTyBaHb rpaBis PlayerPrefsManager (pucynox. 3.12.).

£ GriftTogether v 0‘[3 PlayerPrefsManager
GriftTogether;
PlayerPrefsManager : IService {
Initialize() { }

Deinitialize() { }

Puc. 3.12 PlayerPrefsManager

3a 3aBaHTaXECHHA MOBHHMX MakeTiB Ta miaMiHy TekcTiB B Ul 3rigHo 3 BUOOpOM

rpaBis Bignoeigae LocalizationManager (pucynok 3.13)

S GriftTogether v %LocalizationManager - LocalizationManager(Loc:
GriftTogether;

LocalizationManager : IService {

LocalizationManager(LocalizationlLanguage lang

Initialize() { }

Deinitialize() { }

Puc. 3.13. LocalizationManager

OO6min nanumu 3 Google Firestore BiiOyBa€eThCS 3aBISIKM HACTYIIHUM KJlacam:
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o FireStoreManager — B3aeMofii 3 JOKYMEHTa-OpIEHTOBaHOK  0a301o,

CHUHXPOHI3allisl B PEAIbHOMY 4aci;

e AnalyticsService — HaJiCHJIaHHS KACTOMHHX IMOJIH Y paMKaX aHATITHKH.

[xns peanizanis npeacrapiaesa Ha pucyHKy 3.14.

£ GriftTogether v OtgFlreSmreManager

GriftTogether;

- : IService { |

e : IService {

AnalyticsService(FireStoreManager fs) {

Puc. 3.14. FireStoreManager i AnalyticsService

3a MepekeBy B3a€EMO/III0, CTBOPEHHS Ta MPUETHAHHS 10 KIMHAT, CUHXPOHI3AIII0

XOJIiB 1 MOAi# Mixk KiieHTaMu Bifnosimzae PhotonManager (pucyHok 3.15)

£ GriftTogether - o‘t{iPhotonMaﬂager

GriftTogether;
UnityEngine;

PhotonManager : MonoBehaviour, IService {

Awake() { }

Initialize() { }

Deinitialize() {

Puc. 3.15 PhotonManager

Hooamxosi cepsicu

ResolutionScreenService — 3miHa pexxumy Ta po3aiibHocTi ekpany (Ul).

e MapPhotonTurnService — nepeaada Xo/iB IpaBIiiB y MOKPOKOBHX irpax.

e PlaygroundTradeService — norika 0OMiHy pecypcaMy MiX IPaBISIMU.
Bukonyroun koHTpakT IService, kokeH 3 I[HUX KOMIIOHEHTIB PEECTPYETHCA B
ServiceLocator, iHimianizyerbcs 0oJpasy Micis 3alMyCKy TI'pH Ta JACIHIIATI3YETbCS TPH

BHUXO/I1 3 BIJIMOBIAHOT CIIEHH, IO rapaHTye CTAOUTbHY POOOTY Ta BIACYTHICTh BUTOKIB

mam’ aTi.
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3.3.6 InTerpauis mepexi Ta Firestore
VY pamkax MyJbTHILIEEPHOT (YHKUIIOHAIBHOCTI Ta 30€pEKEHHS MaHUX MPOEKT
BUKOPUCTOBYE N1Ba Ki1t04uoBi Oekenau: Photon PUN 2 nnst cuaxpoHizanii irpoBUX MO
Mk Kirieatamu Ta Google Firestore st 30epiranHsi 00MIKOBHUX 3aITUCIB Ta aHAJITUKU.
Photon PUN 2 (RPC)
Knac MapPhotonRPCService, sikuii mpecraBieHuil Ha pucyHKy 3.16 iHKarcyIroe
Bci Bukiinkn RPC y crieni kaptu. Bin otpumMye yepes PhotonView riio6anbHUN KOHTEKCT

MapPhotonRPCContext, y sxomy 30epiraetbes Biamosinuuit MapPhotonRPCManager.

S GriftTogether v o‘gMapPhotonRPCSewice
GriftTogether;
Photon.Pun;
UnityEngine;

: MonoB our, IService {

I _manager;

:6)-=; Ini£ia1ize(];

Initialize() {
GetComponent<PhotonView>();
Root.PhotonManager.CurrentPhotonContext MapPhotonRPCC

) _manager = ctx.GetRPCManage;
bug . LogErrer("He 3naiigpeno MapPhotonRPCContext!");

RPC_SendNextTurn()
_wview.RPC( (RPC_GetNextTurn), RpcTarget.All);

RPC_GetNextTurn()
_manager.GetNextTurn();

RPC_BuyBuild( msg, id, idx)
_view.RPC( (RPC_GetBuyBuild), RpcTarget.All, msg, id,

RPC_GetBuyBuild(
_manager.BuyBuild(id, didx);
_manager.SpawnFadelLog(msg);

Puc. 3.16 Kmac MapPhotonRPCService 31 cnernudikaiiiero RPC-meronis
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1. RPC SendNextTurn() Haacuinae 3amdT NpO HACTAHHS HACTYIHOTO XOAY BCIM
TPaBIISIM.

2. Tlo3naueni arpubyrom [PunRPC] wmeromm (manpuxnana, RPC GetNextTurn,
RPC GetBuyBuild) BUkoHy10ThCSl Ha KO)KHOMY KJII€HTI Miciis BUKIUKY Vview.RPC.

3. Taka apxiTeKkTypa rapanrye, 0 BCi KJII€HTH 3aBXKI1 3HAXOIATHCS B OJTHOMY CTaHi:
XO0JIM, KyHiBJIsl OyAiBelb, CIUIaTa OPEHIH TOIIO.

Google Firestore

Knac FireStoreManager, npoaemMoHcTpoBanuii Ha pUCYHKY 3.17 Bimmomimae 3a

0a30Bi1 omeparlii YnTaHHsA/3anucy JAOKyMeHTiB y Firestore.

S GriftTogether - o‘[gFireStoreManager
Firebase.Firestore;
GriftTegether;
System.Threading.Tashks;

= _firestore;
irestore.DefaultInstance;

Tash= > ExistFile(
collection, name, toLower =
id = toLower ? name.ToLower() : name;
snap = _firestore
.Document($"{collection}/{id}")
.GetSnapshotAsyne();
return snap.Exists;

Task SaveToCloud<T>({
T dte, collectien, name, tolLower
T : IFireStoreDTO {

id = toLower ? name.ToLower() : name;

_firestore
.Document($"{collection}/{id}")
.SetAsync(dte]);

Tash<T> TryGetFile<T=(
collectien, name, tolLower =
T : IFireStoreDTO {
id = toLower ? name.ToLewer() : name;
snap = _firestore
.Document($"{collection}/{id}")
.GetSnapshotAsync();

return snmap.Exists ? snap.ConvertTo<T=>() :

Puc. 3.17. FireStoreManager
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e ExistFile(...) mo3Bomns€ mnepeBipUTH HAABHICTH JOKyMEHTa 0O€3 3aBaHTAKECHHS
JaHWX.

e SaveToCloud(...) 3anucye Oyab-skuii Tvi, mo peanizye |FireStoreDTO, y Bkazany
KOJIEKIIIIO.

o TryGetFile<T>(...) uutae JOKyMeHT 1 KOHBepTYy€ Horo y Bianoinuui DTO-kiac.

Takuii moaia 0608’ s3kiB Mk MapPhotonRPCService i FireStoreManager mo3BoJisie
YITKO 130J1I0BaTH MEPEXKEBY JIOTIKY BiJ 30€pEKEHHS [TaHMX, CIPOIIY€E€ TECTyBaHHS 1
NOJANIbIINKN PO3BUTOK OEKeHy 0€3 3MIHM KIII€EHTCHKOI YaCTHHH.

Bucnosok

VY upoMy po3auli AETadbHO PO3MISHYTO apXITEKTypy Ta peanizallilo KIIEHTCbKO1
YaCTUHU TPHU: Bl €IWHOI TOYKM BXOJY Ta IMOETAmHOi iHimami3ami uepe3 Bootstrap-
CHUCTEMY 10 MOJYyJIbHUX MeHe/kepiB ciieH 1 Ul-moayniB 3a narepuom MVP. Onucani
KoHTpakTH ServiceLocator ta ocHoBHiI cepsicu (ScenesManager, PrefabManager,
CoroutinsManager Tomio) AeMOHCTPYIOTh IIEHTpali30BaHy KOH(pIryparjio Ta ciaadke
3B’sI3yBaHHS KOMIIOHEHTIB. J[Ji KOKHOT CLIEHM 3allpOBa/>KEHO €IWHHI I1a0JIOH uepes
BaseEntryPoint i BaseSceneManager, mo 3a0e3neuye TIOCIIIOBHY PEECTPAIIil0
JOKAIBHUX CEPBICIB 1 KUTTE€BUN IMKI Presenter-is i View-ig. Iuterpamiss mepexeBoi
B3aemoii uepe3 Photon PUN 2 i 36epexenns manux B Google Firestore rapanTyioTh
HA/IIMHY CHHXPOHI3AII0 CTaHIB I'PHU Ta THYYKY aHAIITUKY. Y CYKYIHOCTI II€ CTBOPIOE
CTIHKy, MacmTaOOBaHy 1 JIETKO MIATPUMYBaHYy KIIEHTCHKY apXITEKTypy IJis po3pOOKH

MYJIBTUILIEEPHOT MOKPOKOBOT €KOHOMIUHOI cTpaTerii Ha Unity.
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4. TECTYBAHHS PO3POBJIEHOTI'O ITPOAYKTY

4.1 3araabHi BiIOMOCTi PO 3aCTOCYHOK

['pa peamizye BCi KJIIOYOBI ClieHapii B3aeMOJIlI KOPHUCTyBayda 13 CHCTEMOIO, SIKi
BKJIIOYaIOTh B cede:

o Peectpamis Ta BXig — ekpaH BBEIEHHS JIOTIHA W MapoJisg, XelIyBaHHS MHapoiiB
merogqom PBKDF2, oOmin 3ammrom i3 Firestore s crBopeHHss abo TepeBipKH
00JIIKOBOTO 3aIUCYy .

o CrBOpeHHS/TIpUEHAHHA 10 IrpoBoi cecii — BHOIp pexmmy «HoBa rpa» abo
«IIpueanarucs», OUiKyBaHHS IHIIUX TPaBIIB Yy JIOO1, BIJOOpaKEHHsI CTaHy CeEcii.

o BukonanHs xoay — KHMIOK KyOWKa, pyX GIIIKA MO rpOBOMY IOJIO, MOKYIIKa
aKTHBIB 1 BUIUIaTa OpeHAM; Bianpaska nmoaii Photon PUN 2 mist cuaxpoHi3aliii crany rpu
Ha BCIX KIII€EHTaX.

o Mepexna cunxponizauig — nepenada nonid «Ilouatok xomy», «Kineup xomy»,

OHOBJICHHS MO3MIIIN IrpoBHUX (DIIIOK, Mepenavya aHaTiTHKH rpaBis y Firestore.

4.1.1 TexHiuHe cepeaoBHIIIe
Po3po6ka 1 TecTyBaHHSI MPOBOJMWIUCH 13 TAKUMHU KOMIIOHEHTAMU:
o IrpoBuii pymiii: Unity 6
o Mepexesuii piens: Photon PUN 2
o bekenn: Firebase Unity SDK (Firestore)
o Mosga nporpamyBanus: C# -8
o Ilmatrdopmu TectyBanus: Windows 10 (64-bit)
o IHcTpyMeHnTn MoniTopuHry il mpoduttoBanss: Unity Profiler, moryBanus uepes

Debug.Log, 3aco0u Firestore Console, BOynoBanuii Crash Handler Unity.
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4.1 TecryBaHHS 3a KJIIOYOBUMH clieHapisimu kopucryBada (Use Case)

4.2.1 UC1: Peectpanisi Ta BXia

Kpoku tecryBaHH::

1. Bigkputu ekpaH peecTpailii/BXomay.

2. BBecTn KOpeKTHI JIOTIH Ta MapOJIb.

3. Harucnytu knonky “YBidTH” / “3apeectpyBaTucs’.

4. OuikyBaru Bianosiai Bix Firestore.

OuikyBaHuil pe3yibTar:

e YcminiHe CTBOPEHHS HOBOTO OOJIIKOBOTO 3aluCy (SKIIO peecTpaiis) abo BXix y
cUCTeMy (SIKIIO ICHYIOUUH KOPUCTYBaY).

o Y Firestore 3’sBisi€TbCS TOKYMEHT 13 KOPEKTHUM IOJIEM.

dakTUYHUN pe3ynbTar: YCix, rpaBellb CTBOPUB HOBUM 00JIIKOBUIN 3alUC MOJAHO Ha

pucynky 4.1 Ta mepedIIoB Ha HOBY CLEHY 300paXeHO Ha pPHUCYHKY 4.2.

REGISTER
£ TestUser

B testUserl

' e e e

REGISTER

Puc. 4.1 Peectpaiiiss HOBOTO TpaBIIs
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testuserl
— A

“GRIFT TOGETHER

play
-
skin
setting

exit

Puc. 4.2 HoBa ciieHa micis ycminrHoi peectparii

4.2.2UC2: CTBOpeHHSI/IPUEAHAHHSA 10 irpoBOi cecii

Kpoku TectyBanHs:

1. Bubparu “Hosa rpa” abo “Ilpuennatucs o rpu’.

2. Jlouekarucsi MOSBH JIOO1 3 IHAUKATOPOM KUIBKOCTI IPABIIIB.

3. TlepeBipuTtn, mo B 000X KITIEHTIB BiOOpakaeThCs OJHAKOBA iHpOpMAIS TPO
YYaCHUKIB.

OuikyBaHMI pe3yJbTar:

o CtBOpro€ThCs 1001 3 KOPEKTHOIO KUTBKICTIO CIIOTIB.

o IHdopwmaris mpo TrpaBiiB CHHXPOHI3YETHCS MK KIIIEHTaMU 0€3 3aTpUMOK IOHAJ
100 mc.

dakTHuHUI pe3ynbTar: YCHiX TpaBerli KOPEKTHO MPHUETHABCA 10 1001, pucyHokK 4.3.

Puc. 4.3 I'paBui y 1061
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4.2.3UC3: BUukoHaHHSI XO1y
Kpoxku tectyBanHs:
1. I'paBens Hatuckae “KunyTn kyOuk”.
2. BukonyeThbcs pyX (ilIKu BiIITOBITHO /10 BHITAKOBOTO YHCIIA.
3. Sxmio ¢imka 3ynuHIETHCS HA aKTHBI, BIAKPUBAETHCS 1AJIOT TIOKYTIKH/OPEH/IH.
4. Tlicnsg miaTBepmkeHHs — HazacwiaeThes nmoais Photon PUN 2 ycim kimieHTam.
OuikyBaHuil pe3yibTaT:
o ®dimka pyxaeTbcs KOPEKTHO, BiJOOPaXaroThCsl BIAMOBIAHI MOBIIOMIICHHS.
o Ilepernik KITI€HTIB OHOBIIOETHCS OAPa3y K IMICIS 3aBEPIICHHS XOY.
dakTUIHUN pe3ysibTaT: Y CIiX, Tpa TeHepy€e MOTPiOHI MOoii 1 pyXae rpaBiis, pe3yabTar

NIPEICTAaBIEHO Ha PUCYHKY 4.4.

testuser2

-~

|
Playground &
Rent:7 kr'z;ﬂ. zl Y

-

A place where people -
play tennis!

~

|

% @

Skip Buy 10

Puc. 4.4 IrpoBuii npotiec

4.2.4UC4: IloBepHeHHSA /10 T0JI0BHOT0 MEHIO
Kpoku TectyBanHs:
1. Ilig yac rpu HaTUCHYTU KHOTKY “MeHro”.
2. TlepeBipuTH, 10 BifoOpaxaeThcsi MEHIO 3 myHkTamu “Buxin”({us. Pucynox 4.5).

OuikyBaHMI pe3yJbTar:
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e MeHIO BIAKPUBAETHCS MHUTTEBO, 0O€3 MOMITHHX 3aTPUMOK a0o0 BI3yaJbHHX
apTe(akTiB.
o Bci myHKTH MEHIO TOCTYTHI 1151 BUOODY.
DakTUIHUN Pe3yIbTaT: YCiIl, TpaBellb YCIIITHO MOBEPTAETHCS B MEHIO 1 BC1 MYHKTHU

MCHIO IIPpalrOTb KOPCKTHO.

testuser2

menu

M A

Ent turn
Report!
\

LEAVE LOBBY 4P
leave Qﬂ

Puc. 4.5 MeHto mij 4ac irpoBoro mporecy

4.2.5UCS: HasamTyBaHHS 30BHIIIHLOTO BUTAAY (ilIKu

Kpoxku tecryBanHs:

1. ¥V ronoBHomy meHto oO6patu nyHKT “Ckinu .

2. BuOparu HOBwMIt 00pa3 (ilmIku Ta HATUCHYTH ‘“3acTocyBaTu’.

3. Buiitu 3 HamamTyBaHb Ta 3allyCTUTH HOBY IpY, 1100 MEpPEBIPUTH 3aCTOCYBAHHS
CKHUHA.

OuikyBaHM pe3yJbTar:

o ¥V Briuammi “CkiHu’ BiioOpa)xaroThCs BCl IOCTYITHI BapiaHTH.

o Ilicns Hartuckanna “3actocyBaTu’” OOpaHUN CKUH BiJIpa3y BUKOPUCTOBYETHCS B
HACTYIIHIHN cecii.

dakTUYHUI pe3yJsibTaT: YCHiX, Bi3yalibHa YacTHHA (DIIIKK 3MIHWIACS. | HOBUM BUTJISAT

3pa3y 3acTOCYBaBCs 1 MpaIfoe B HOBIM cecli pucyHOK 4.6.
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Puc. 4.6 HoBwuii 30BHINIIHIN BUATIIAT DIMIKA

4.2.6 UC6: Buxia 3 rpu
Kpoku TectyBanHs:
1. Y ronoBHOMY MeHIO 0Opatu myHKT “Buxin”.
2. IMigrBepautu mianor «Bu BrieBHeHi, 110 Xxo4yere BuiTu?» ([{uB. pucyHok 4.7).
3. JlodekaTucs 3aBepIeHHS TPOIIECY TPH.
OuikyBaHHI pe3yJbTar:
o 3’sBRAETHCS MATBEPIKYBATbHMNA Jianor 6e3 rpadiuHux apTedakTis.
o [Ilicns miaTBEepHKEHHS TPa 3aKPHUBAETHCS 0€3 IIOMIJIOK.
DakTUIHUN pe3ynbTar: YCIX, MEHIO BUXOIY 3 SBWIOCSH, MPHU MIATBEPIKEHI TIpa

3aKpPUBAETHCA 0€3 MOMUIIOK.

Do you want to leave the game?

Stay

Puc. 4.7 Buxon 3 rpu
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4.3 IlepeBipka 3anuciB y Firestore

[Tig yac TectyBanHs OyJ0 MiATBEpKEeHO, 110 y Firestore ycmimHO CTBOPIOIOTHCS

Takl TUIU JIOKYMEHTIB:

JlokymeHT kopuctyBada. [licis peectpartiii rpaBus B KOJEKIII 3’ SIBISIETHCS 3aIUC

13 monssmu Login, Nickname, Hash, Salt, Iterations, Gold, CountWinSessions, MokHa

no0ayuTH Ha pUCYyHKY 4.8.

[E testuserl
+ Start collection

+ Add field

: "I/RM7MZHBIeEH6KF4/BbSCOJaCPSREIXSCnUCVS)SVI="

ions: 303247
Login: “testUser1”
Nickname: "testuser1"

Salt: "urvXORSvC3H4/LoOXrArRA=="

Puc. 4.8 ®aiin kopucryBaua y FireStore
Joxyment anamituku. [lig wac rpu 30uparoThCs JaHl MPO MEPEKHY 3aTPUMKY

(ping) i1 30epiratoThes y Konekiii. Koxxen qokymeHT mictuth nojst UserName, Sessionld,

Ping, FPS, DateTime (xuB. pucyHok 4.9).

testuserl
Start collection
Add field

CountPlayer: 3

DataTime: "2025.05.20"

Ping: 43

erName: "testuserl”

Puc. 4.9 Ananituka rpaBis
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JlokyMeHT 3BiTY mpo Oar. Skimo rpaBeub Hajicwiae bug report, y KoJekiii
bugReports ctBoproeThest qokyMeHT 13 ossimu TitleBug, DescriptionBug, UserName ta

DateTime, mpukitag penopTy MOXKHA MEPETNITHYTH Ha pucyHKyY 4.10.

B Tryfire stor

Start collection

Add field

CountPlayer: 1

DataTime: "5/20/202512:53:55 AM"
DescriptionBug: "its third exeption®
TitleBug: "Try fire store"

UserName: "admin1”

Puc. 4.10 Bug Report

Bucnosok:

TecTyBaHHS KIIOYOBMX CLIEHapiiB peecTpallii Ta BXOAY, CTBOPEHHS ¥ NpUETHAHHS
JI0 I'POBOi cecii, BUKOHAHHS XOJIB 13 KHUJIKOM KyOHKa, MEpPEKHOI CHHXpOHI3aIlli,
NOBEPHEHHS O MEHI0 3 HaJalITyBaHHAM CKMHAa Ta BUXOJY 3 TIPH 3aCBIIYWIIO
CTaOUIBHICTh 1 HAAIMHICTH POOOTH 10JATKy 32 HAaBAaHTAKEHHSIM MPH TPbOX IpaBLsX, 0e3
pO30LKHOCTEH y cTaHi MK Kii€eHTaMu H 13 3arpumkamMu < 100 mc, BOAHOYAC KOPEKTHE
30epeKEHHSI JTaHUX AaHaJITUKUH Ta 3BiTIB mpo nommiku B Firestore miaTBepanio
BIJIMTOBIHICT, (DYHKIIIOHATBHUX 1 HEPYHKIIOHAIPHUX BHMOT; [JIs IIiABUIICHHS
3arajibHOi MPOJYKTUBHOCTI Ta MOKPAIIEHHSI KOPUCTYBALLKOTO J0CBIy PEKOMEHI0BaHO

ONTHUMI3yBaTH MEPEXKEBl BUKIUKUA Ta MOCHWIUTH OOpOOKY MOMMIIOK y MPOILECI 3amucy

AHATITUKH.



BUCHOBKHA

VY pe3ynbTaTi BUKOHAHOT pOOOTH CTBOPEHO IHTEPAKTUBHY MYJIbTUIUIEEPHY TOKPOKOBY
eKOHOMIUHY Tpy Ha pymrii Unity i3 mepexeBoto B3aemojiero yepe3 Photon PUN 2 Ta
XMapHUM 30epexeHHsIM jgaHux y Firebase Firestore, mo mo3BoJise reiimidikoBaHO
MOJIEJIIOBATH peaibHI ()IHAHCOBI MEXaHI3MU W MIABUIITYBAaTH (PIHAHCOBY TPaMOTHICTH
KOPHUCTYBaYiB.

I'pyHTOBHUMII aHaNi3 XKaHPOBUX aHAIOTiB, 30kpema Monopoly, Pummel Party Ta
Cashflow, naB 3mMory BHOKpeMHTH KIIOYOBI IepeBard Ta HEOOJIKH HAsBHHUX PIlICHb i
chopmyBaTH 4iTKi BUMOTH 10 (QyHKIIOHATBHOCTI (Big xeuryBanHs napoiiie PBKDF2 no
OiATPUMKNA 0araTOMOBHOTO 1HTep(eiicy) Ta MPOAYKTUBHOCTI (3aTPUMKH CUHXPOHI3aIlii
He Oinbire 100 mc, kpoctarpopmenicts Windows/macOS).

OOrpyHTyBaHHs apXiTEKTypHUX pillleHb 13 BHUKOpHCTaHHsA TmarepHiB Dependency
Injection Ta MVP y noeananni 3 Photon PUN 2 i Firebase Firestore 3a6e3mne4uio BUCOKY
MOJYJIBHICTh, TECTOBAHICTh 1 MOKJIMBICTh MAacIITA0YBAHHS MPOEKTY.

[TpotoTun kirieHTchKkOi YacTiHU Ha UNity pearnizye Bci KITIOYOBI irpOBi MEXaHIKA —
KUJOK KyOuka, pyx (IlIKM, KyMIBIIO aKTUBIB 1 BUIUIATY OPEHIU — 3 KOPEKTHOIO
CHHXPOHI3AIli€l0 MK KIIEHTaMHU ¥ AMHAMIYHAM iHTepdeiicom 3aBasku TextMesh Pro ta
Cinemachine.

PerenbHe (yHKIIOHABHE Ta MPOJYKTUBHE TECTYBaHHSA MIATBEPIUIO CTAOLIBHICTH
poboTH cueHapiiB peectpailii, GopMyBaHHs J001 1 311MCHEHHSI XOMIB 13 3aTPUMKaMH J10
100 mc, a Takox HajiiiHe 30epekeHHs naHux y Firestore i3 ¢popmyBaHHAM 3BiTiB PO
NOMWIKH. TakuM YHHOM, IOCSITHYTO METH POOOTH — CTBOPEHO IHCTPYMEHT st
e(eKTUBHOTO HaBUaHHS (PIHAHCOBUM MpolecaM y (hopmaTi IHTEPaKTUBHOI TPH.

PoGorta npoiina anpooaiiro. 3a ii pe3yabTaTaMu Oy 0JIKOBaHO TE€3H JIOMOBIACH:

1. Hyman O.C., HiopiBuuii O.A. BuznadyenHs O010Ji0TeKH IJIsl peanizaiii
MEpPEKEBOI B3a€MO/II1 B IOKPOKOBIH ommaiH-rpi Ha Unity. Matepianu VI Beeykpaincbkoi
HAYKOBO-TE€XHIYHOI KOH(epeHii «3acTocyBaHHS MPOTPaMHOrO 3a0e3le4YeHHs B

1HpOpMaIIHHO-KOMYHIKAIIIMHUX TeXHOJIOTIsX», 24.04.2025, AVIKT, Kuis, c. 222-223.



2. Hyman O.C., HiopiBuuit O.A. BukopucrtanHs NOporpaMHOro MaTepHY
model-view—presenter (MVP) B irpoBoMy mnpoekti Ha Unity. Marepianu VI
BceykpaiHcbkoi  HayKOBO-TEXHIYHOI  KOH(epeHIii «3acToCyBaHHS MPOTPaMHOTO
3a0e3neueHHs B iHGOpPMAIIHHO-KOMYHIKAMIWHUX TexHoJorisix», 24.04.2025, JIVIKT,
Kuis, c. 224-225.

3. Uywman O.C. BusHaueHHs BUMOT O€3MEKH JaHUX TPABIIB y MOKPOKOBIH
ownaiiH-rpi. Marepianu Xl BceykpaiHcbkoi HayKOBO-TIPaKTUYHOI  KOH(pepeHIii
mostoux yuenux «Indopmaniiiai Texnonorii — 2025», 15.05.2025, KCVY imeni bopuca
I'pinuenka, Kuis, c. 337-338.

Armnpobariig miATBEpAUIA aKTYaJbHICTh 1 MPaKTUYHY 3HAYYIIICTH PO3POOJIEHOTO
NPOrpaMHOro 3a0e3MeUeHHs, 110 J03BOJSE€ PEKOMEHIYyBaTH HOTO JJIsi BUKOPUCTAHHS B

OCBITHIX Ta TPEHIHTOBHUX Iporpamax i3 miiBUIleHHs (HIHaHCOBOi IPaMOTHOCTI.
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JTOJATOK A. IEMOHCTPALIMHI MATEPIAJIA

JEPKABHUI VHIBEPCUTET IH®OPMANIHHO-KOMYHIKATIIITHITX

' ‘ TEXHOJIOT Tl

HABYAJIGHO-HAYKOBHIA IHCTATYT IHPOPMAIIITHIX

N OullsT o

KAPEIPA IHKEHEPIL IIPOI'PAMHOI'O 3ABE3IIEYEHHA

Po3poOka koonepaTUBHOI I'pH B 3KaHP1 eKOHOMIYHOT cTpaTerii

BukoHaB cTydeHT 4 Kypcy
rpynu MO-43

LlymaH OnekcaHgp CepriioBuy
KepiBHuk poboTu

LokTop dinocodit (PhD), aoueHT kadenpw M3 OibpisHuin Onecb AHApiAoBUY
Kuis — 2025

3AJAYI OUMNOMHOI POBOTH

1. IIpoananizysarH xkaHpoBi aHanord (Monopoly, Pummel Party).
2. ChopmyBaTH (YHKIIIOHATBHI T2 He()YHKIIIOHATRHI BUMOTH TPH.

3. BuOpaty apXiTeKTypHHH IIIXI, IATePHH 1 MEpeKeBY 0i0Ii0TeKy.

4. Cupoekrypary reiimmeiinuii nuxii, Ul Ta cxeMmy aBTopu3anmii.

5. PeanizyBatu rpy Ha C# / Unity 3 IIATPUMKOIO MYJIBTHILIEEDA.

6. IlpoBectn TecTyBaHHS ¥ OaTaHCYBaHHS ITPOBUX MEXAHIK.

7. OmienTy BianoBinHicTh 113 BU3HAYEHHM BEMOTaM.



META, OB’€KT TA NMPEOMET OOCHIOXEHHA

e Mera pobdoTn — IJIBUIIUATH piBeHb (PIHAHCOBOT IPAMOTHOCTI KOPHCTYBAYiB MIISXOM
MOJICTIOBaHHS ~ pEalbHMX  EKOHOMIUHHX  MeEXaHi3MiB y  refiMiikopaHomy
KOOMNepaTHBHOMY cepeJloBHIIi Ha pymii Unity.

e O0’ekT JOCHIKEHHST — IPOLEC B3aeMOIl T'PaBIIB 1 MeXaHI3MH [PHHHATTS
CTPaTEriyHAX CKOHOMIYHUX PIllICHb Y MYJIBTHILICEPHUX TOKPOKOBHX irpax.

e Ilpenmer mocmimkennss — po3poOKa IMOKPOKOBOI KOOMEpPaTHBHOI E€KOHOMIYHOI
ctparerii Ha Unity, 10 CUMYTIOE peanbHi eKOHOMIUHI MEXaHi3MH.

AHAJII3 AHAJIOI'IB

KpuTepin Monopoly Pummel Party Cashflow Tabletop Simulator | Grift Together
KinbkicTb rpaBuis | 2-6 2-8 2-6 'D‘.OB'anﬂ (:.*ane.).'(mb 2-6
| | Bin MoamdpikaLin)
chn_avm, . OHnaiiH, cikcoBaHi OunaiiH, payHau | OHnaiiH, 3anexuTb Big | OHnakiH, rHyuJKi
Twn cecii HECKIHYEHHI AYHAY + MiHi-irpi 110 wini ron payHM
payHau P
ABTOMaTm.aU‘IH BigcyTtHa [NoBHa YacTtkoBa BigcyTHa/vacTkoBa MNoBHa
poapaxyHKiB . [
nmnbuna . .
| chikmexarik | Bazosa BigcytHa _Cepe,qHﬁ _ 3anexuTb Bifg rpu BasBoBa
Haaqar!bHuu Hwuabkuin CepegaHin Bucokunii CepegHin Bucokuii
noteHuian
. . Kpoc-nnatdgopmoBa
. Mnatcopma . HactinbHa MK (Steam) -OHJ'IaI/IH . MK (Steam) (Windows, macOS)
HasanTaxeHHs Ha BigcytHe Bucoke MinimansHe MiHimansHe-Bucoke OntumizoBaHe
cuctemy




BMMOIM 0O OOOATKY

DyHKIII0HATBHI BUMOTH;

*  PeecTpalnid Ta aBTOPH3AIILS TPABIIB.

*  30epeeHHs Ta BLIHOBIEHHS IPOIPECY I'DABLISL.
*  CTBOPeHHS/TIIKIIOUYeHHS /10 iTpOBOT KIMHATH.
*  HamamTyBaHHS YeDTH XOIiB TPABIIIB.

.

sl 32 NpUOYTKOBICTh AKTHBIB Yy CBI

MeXaHI3MHU (1HBECTHINI, KpUITOOIPK1) Ta BYMTHL NPUUMATH CTparer




T'EVMMITJIEM TA MEXAHIKU

Tefimmuneit: ['papii KIIAOTh KyOHK, PYXaKThCS o Mali,

e KacTomizallig 30BHIIIHLEOIQ BUIIAAY IPABIIIB.

MPOrPAMHI SACOEBM PEANISALII

@ Unity W Yo Firestore

Visual Studio

£l © ost



JTIATPAMA BUKOPUCTAHHA

Use Case: Nicna aBTopw3auil

D pe——
Use Case: AaTopwaayin nicnA yeniunoro UG1
o — - KnigHTehKa YacTHHA rpu
I Ba0gMT ¢ ' " .- o
i e . (21 Craapu nosi )

— T
(_ 2.2 Npueanatucs go nobi -~

| ST D,

(2.3 Kacromisauin nepcowaa )

AgTopnaosanni rpaseLs e

SyavxomoReBmIM s 100 | T P
< 25Bwdaispn 4 B 3w
) wextends WM A TpH = L

T — -
- ¢ 3.-2Buiim:nuﬁ\-. > -+~ 7 wextends onAaTM WTpad

i t’taVDﬂnawm wrpad .

‘ e MACTEp MaNe 3anyERATA FpY 2.1 KinyTh eyBuin

T —__'—‘_\&Hﬁ _I_:'% _ «extends npuadam Gyalamo
Macrep no6i @ I

7_ 3.1 SanycruTw rpy (wactep) T T T T T ¥ 4.2 Npunbaru Gypiano
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JHIATPAMA KJIACIB

Bootstrap & Infrastructure

Bootstrap \

© GameEntryPoint

o Awake() A

linstantiates

‘7 © GameRoot

| o static Instance

o ServiceLocator

o PrefabManager

o ScenesManager

o CoroutinsManager
o PlayerPrefsManager
o SoundManager

o LocalizationManager

e

Infrastructure \
©sarviceLocalor ‘ © PrefabManager = ) = !
! } i i

© Add<T>(service) | o InstantiatePrefab(type, parent)
o T Resolve<T>() o DestroyGameObject(obj)

10




JIIATPAMA KJIACIB

WMap Scene Bootstrap & Core Managers.

porert ocator () servozLocstor

g At

T [Serviees |

=
() AnzlyticsServioe

= AnslyicsSenvioe FreStoreManaper)

| TrackEvem ]

- ,_VH@)MS;HMTMSEVW

& niSenicel ocatnr)
o SerdTum,.}

| P
k_‘© MapSwichCamersSenios

« iiiz=()
& SwishCameral..]
Manzgers |
=y
() MapPhotanbanaper {€) Maphsnager
s & I witn Object
« Iniiize(SeniceLocstor, Fiaygroundhlanage:, Maphianager] o Iiiize (MepPiayerObject)
» PlayerResdy]) ¥ o UpdateMap[_|

"o & it witn Dt

mgater & it @ MapPhotonRPGManager
\‘-\\_ (€ Playgroundianager = = —
- - hialc [ = HandeRPG[ |
— _ -
— ——— —
— — 1
MVP & Ul Components
© MainMenuSettingPresenter
o Initialize()
‘» ChangeScreenValue(int, string)
em=m “ e ChangeLanguage(int) |
- @ ChangeAudio(bool, float, float) Tl
o Deinitialize() -
e - initiglize use B
R (©) MainMenusettingMode!
‘. - )
: © MainMenuSettingView o TypeScreen: int . .
. 2 | o TypeResolution: string ©Resulu(‘mnScrsanServ'm "
®fﬁ-gmn'm— o Initialize{MainMenuSettingPresenter) o Language: LocalizationLanguage h_i—— [@ Sour |©\
= | @ OnClose() © MasterAudioState: bool o Initialize() [ [
S e show o SoundValume: foat « SetResolution(int, int ' S
@ CloseUl() o MusicVolume: float L .
o Deinitialize() © Inilf

()
‘r o SavePlayerSettingToGlobal()
i
I
|

_V_
@l\new
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EKPAHHI ®OPMW

play
-

skin
setting

exit

ABTOpuM3aLia ["onoBHe MeHo

15

EKPAHHI ®OPMU

194844

T
‘ menu
—

START LOBBY
start

ICHANGE GAMBLING
Change
2x1x6

LEAVE LOBBY
Leave

J106i IrpoBe none
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BUCHOBKHA

lye Xp! L0 NOAil, XoAiB Ta OHOBMNEHHA NO3ULIN irpoBUX ILLOK ¥ peansHOMY Yaci.
6. [poBeneHo TecTyBaHHS 1 GanaHcyBaHHS iIrPOBUX MEXaHiK, AN BUSBIEHHS 1 BUNPaBIeHHA KPUTUYHUX
npoGnem.




JOIJATOK b. JICTUHI'M IPOI'PAMHUX MOJYJIIB

Buxinnuit ko daiiny GameEntryPoint

using System.Collections;
using UnityEngine;
using UnityEngine.SceneManagement;

namespace GriftTogether {

public class GameEntryPoint{

[RuntimelnitializeOnLoadMethod (Runtimelnitializ
eLoadType.BeforeSceneload)]

public static void StartEntryGame() {

new GameEntryPoint().RunGame();

}

private void RunGame() {

BaseUiSystem();
SaveSystem();

GameRoot.ServiceLocator = new
ServicelLocator(null);

SettingSystem();

GameRoot.FireStoreManager = new
FireStoreManager();

GameRoot.PhotonManager = new
GameObject("[PHOTON_MANAGER]").AddCom
ponent<PhotonManager>();
Object.DontDestroyOnLoad(GameRoot.PhotonMa
nager);

GameRoot.ScenesManager.SwitchScene(ScenesMa
nagerConst.LOGIN_SCENE, true);

}

private void BaseUiSystem() {
GameRoot.PrefabManager = new PrefabManager();

GameRoot.CoroutinsManager = new
GameObject("[COROUTINS]").AddComponent<C
oroutinsManager>();
Object.DontDestroyOnLoad(GameRoot.Coroutins
Manager);

GameRoot.ScenesManager = new
ScenesManager();

GameRoot.ScenesManager.ShowLoadingScreen();

}

private void SaveSystem() {
GameRoot.PlayerPrefsManager = new
PlayerPrefsManager();
GameRoot.PlayerGlobalManager = new
PlayerGlobalManager();
GameRoot.PlayerGlobalManager.LoadPPSetting();

}

private void SettingSystem() {

ResolutionScreenService screen = new
ResolutionScreenService();
screen.SetScreenType((FullScreenMode)GameRoot
.PlayerGlobalManager.GetScreenMode);
screen.TrySetScreenSize(GameRoot.PlayerGlobal
Manager.GetResolution);

GameRoot.SoundManager = new
SoundManager(GameRoot.PlayerGlobalManager.G
etMasterSoundState,
GameRoot.PlayerGlobalManager.GetVolumeSoun
di
GameRoot.PlayerGlobalManager.GetVolumeMusic

);

GameRoot.CoroutinsManager.OnStartUnity +=
LateUpdate;

GameRoot.LocalizationManager = new
LocalizationManager(GameRoot.PlayerGlobalMan
ager.GetLanguage);

GameRoot.ServiceLocator. AddService(screen);

}

private void LateUpdate() {

GameRoot.SoundManager.SetSetting(GameRoot.Pl
ayerGlobalManager.GetMasterSoundState,
GameRoot.PlayerGlobalManager.GetVolumeSoun
da
GameRoot.PlayerGlobalManager.GetVolumeMusic

).

e



Buxiguuii ko daittii MainMenuManager

using UnityEngine;

namespace GriftTogether {
public class MainMenuManager
BaseSceneManager {

private GameObject _mainCanvas;
private GameObject _overlayCanvas;
private ServiceLocator _serviceLocator;

private MainMenuRootUIView
_mainMenuRootUIView;
private MainMenuHeaderPresenter

_mainMenuHeaderPresenter;
private MainMenuPresenter _mainMenuPresenter;

public MainMenuManager(GameObject
mainCanvas, GameObject overlayCanvas,
ServicelLocator serviceLocator) {

_mainCanvas = mainCanvas;

_overlayCanvas = overlayCanvas;

_serviceLocator = serviceLocator;

}

public override void Initialize() {

_mainMenuRootUIView =
GameRoot.PrefabManager.InstantiatePrefab(MainMenu
PrefabType.RootView,
_mainCanvas).GetComponent<MainMenuRootUIView>

0;

_mainMenuHeaderPresenter = new
MainMenuHeaderPresenter(_mainMenuRootUIView.Ge
tHeaderParent);

_mainMenuHeaderPresenter.Initialize();

_mainMenuPresenter = new
MamMenuPresenter(_malnMenuRootU IView.GetLeftCo
rnerParent, _overlayCanvas, _serviceLocator);

_mainMenuPresenter.Initialize();

¥

public override void Deinitialize() {

_mainMenuPresenter.Deinitialize();

_mainMenuHeaderPresenter.Deinitialize();

GameRoot.PrefabManager.DestroyGameObject(_m
ainMenuRootUIView.gameObject);

}

by
¥

Buxinnuit xox ¢aitny MainMenuPresenter

using System.Collections.Generic;
using UnityEngine;

namespace GriftTogether {
public class MainMenuPresenter : IPresenter {

private GameObject _root;
private GameObject _overlayRoot;

private ServiceLocator _serviceLocator;
private SkinService _skinService;

private MainMenuView _view;
IPresenter>

private Dictionary<string,
_cashPresenters;

public  MainMenuPresenter(GameObject  root,
GameObject overlayRoot, Servicelocator
serviceLocator) {

_root=root;

_overlayRoot = overlayRoot;

_serviceLocator = servicelLocator;

_serviceLocator.Resolve(out _skinService);

}

public void Initialize() {
_Vview =
GameRoot.PrefabManager. InstantlatePrefab(MalnMenu

PrefabType.MainView,
_root).GetComponent<MainMenuView>();
_cashPresenters = new  Dictionary<string,
IPresenter>();
_view.Initialize(this);

}

public void PlayUl() {
if (TryShowUI<MainMenuPlayPresenter>()) return;

MainMenuPlayPresenter ~ presenter =  new
MainMenuPlayPresenter(_root);

presenter.Initialize();

presenter.OnBack += BackMainMenu;

_cashPresenters.Add(typeof(MainMenuPlayPresente
r).Name, presenter);

TryShowUI<MainMenuPlayPresenter>();
¥

public void SkinUI() {
if (TryShowUI<MainMenuSkinPresenter>()) return;

MainMenuSkinPresenter ~ presenter =  new
MainMenuSkinPresenter(_root, _skinService);

presenter.Initialize();

presenter.OnBack += BackMainMenu;

_cashPresenters.Add(typeof(MainMenuSkinPresent
er).Name, presenter);

if (TryShowUI<MainMenuSkinPresenter>()) return;



}

public void SettingUI() {
if (TryShowUI<MainMenuSettingPresenter>())
return;

MainMenuSettingPresenter  presenter = new
MainMenuSettingPresenter(_root);

presenter.Initialize();

presenter.onBack += BackMainMenu;

_cashPresenters.Add(typeof(MainMenuSettingPrese
nter).Name, presenter);

TryShowUI<MainMenuSettingPresenter>();
}

public void ExitUI() {

if (TryShowUI<MainMenuExitPresenter>()) {
this.ShowUlI();
return;

}

MainMenuExitPresenter ~ presenter = new
MainMenuExitPresenter(_overlayRoot);

presenter.Initialize();

presenter.OnBack += BackMainMenu;

_cashPresenters.Add(typeof(MainMenuExitPresente
r).Name, presenter);

TryShowUI<MainMenuExitPresenter>();
this.ShowUl();

}

private bool TryShowUI<T>() where T : IPresenter {
string key = typeof(T).Name;

if(_cashPresenters.ContainsKey(key)) {

if (_cashPresenters.TryGetValue(key, out IPresenter
presenter)) {

foreach(var itemin _cashPresenters) {
item.Value.CloseUI();

}

presenter.ShowUl();
this.CloseUl();
return true;

¥
¥

return false;

¥

private void BackMainMenu() {
foreach (var itemin _cashPresenters) {
item.Value.CloseUI();

¥

this.ShowUlI();

public void ShowUI() => _view.ShowUI();
public void CloseUI()=> _view.CloseUI();

public void Deinitialize() {
foreach (var itemin _cashPresenters) {
item.Value.Deinitialize();

}

_view.Deinitialize();

GameRoot.PrefabManager.DestroyGameObject(_vi
ew.gameObject);

}

}

}

Buxinauii ko ¢aitny MapPhotonManager

using ExitGames.Client.Photon;
using Photon.Pun;

using Photon.Realtime;

using System;

using UnityEngine;

namespace GriftTogether {
public class MapPhotonManager

MonoBehaviourPunCallbacks {

private ServiceLocator _serviceLocator;
private PlaygroundManager _playground;
private MapManager _mapManager;

private bool _leaveGame;

public MapPlayerObject Initialize(ServiceLocator
serviceLocator,  PlaygroundManager playground,
MapManager mapManager) {

_serviceLocator = serviceLocator;

_playground = playground;
_mapManager = mapManager;

_leaveGame = false;

return CreateLocalPlayer();

}

private MapPlayerObject CreateLocalPlayer() {

GameObject player =
PhotonNetwork.Instantiate(PhotonPrefabConst. MAP_R
C_AGENT_PREFAB_PATH, Vector3.zero,
Quaternion.identity);

MapPhotonRPCService rpcService =
player.GetComponent<MapPhotonRPCService>();



_serviceLocator.AddService(rpcService);

GameRoot.ServicelLocator.Resolve(out
SkinPhotonService slinService);

int indexPlayer =
Array.IndexOf(PhotonNetwork.PlayerList,
PhotonNetwork.LocalPlayer);

MapPlayerObject mapPlayer =
slinService.CreatePhotonMapPlayer(PhotonNetwork.Loc
alPlayer, _playground.GetStartRoundPos(indexPlayer));

return mapPlayer;

public void PlayerReady() {

Hashtable props = new Hashtable { {
PhotonManagerConst PLAYER_STAY_GAME,true}};

PhotonNetwork.LocalPlayer.SetCustomProperties(p
rops);

}

public override void
OnPlayerPropertiesUpdate(Player targetPlayer,
Hashtable changedProps) {

if
(changedProps.ContainsKey(PhotonManagerConst.PLA
YER_STAY_GAME)) CheckAllReady();

}
private void CheckAllReady() {

var players = PhotonNetwork.PlayerList;

intreadyCount =0;
foreach (var p in players) {
if
(p.CustomProperties. TryGetValue(PhotonManagerConst
PLAYER_STAY_GAME, outvar v) && (bool)v)
readyCount++;

}

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

GameRoot.ScenesManager.HideLoadingScreen();

_mapManager.StartGame();

by
}

public void LeaveGame() =>_leaveGame = true;

public override void OnLeftRoom() {
base.OnLeftRoom();

if (_leaveGame)
GameRoot.ScenesManager.SwitchScene(ScenesManager
Const. MENU_SCENE, true);

}

by
}

Buxinuuii kox daitny MapPhotonRPCService

using Photon.Pun;
using System.Threading.Tasks;
using UnityEngine;

namespace GriftTogether {

public class MapPhotonRPCService :
MonoBehaviour, I1Service {

private PhotonView _view;
private MapPhotonRPCManager _manager;

private void Start() {
Initialize();

}

public void Initialize() {
_view = GetComponent<PhotonView>();

MapPhotonRPCContext context=
GameRoot.PhotonManager.CurrentPhotonContext as
MapPhotonRPCContext;

if (context !=null) {
_manager = context. GetRPCManage;

Yelse{
Debug.LogError("CRITICAL ERROR! Can't
research MapPhotonRPCContext!");

return;

¥
¥

public void RPC_SendNextTurn() {
_view.RPC(nameof(RPC_GetNextTurn),RpcTarget.
All);

¥

[PunRPC]
public void RPC_GetNextTurn() {
_manager.GetNextTurn();

¥

public void RPC_SendLog(string message) {
_view.RPC(nameof(RPC_GetLog), RpcTarget.All,
message);

}

[PUunRPC]
public void RPC_GetLog(string message) {
_manager.SpawnFadelLog(message);

¥

public void RPC_BuyBuild(string message, string
indeficator, int playerindex) {



_view.RPC(nameof(RPC_GetBuyBuild), public void RPC_GetRent(string message, string
RpcTarget.All, message, identifier, playerindex); indefictor) {
_manager.PayRent(defector);
_manager.SpawnFadelL.og(message);

[PUunRPC] }
public void RPC_GetBuyBuild(string message,
string indeficator, int playerindex) { public void RPC_RemoveBuild(string message,
_manager.BuyBuild(indefinator, playerindex); string indeficator, int playerindex) {
_manager.SpawnFadeLog(message); _view.RPC(nameof(RPC_GetRemoveBuild),
} RpcTarget.All, message, identifier, playerindex);
}
public void RPC_Rent(string message, string [PunRPC]
indeficator) { public void RPC_GetRemoveBuild(string message,
_view.RPC(nameof(RPC_GetRent), RpcTarget.All, string indeficator, int playerindex) {
message, identifier); _manager.RemoveOwner(indefinator, playerindex);

manager.SpawnFadeLog(message);

[PUNRPC]

|



