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PE®EPAT

TexcTroBa 4YacThHa KBami(ikalidiHOT poOOTH Ha 3400YTTS OCBITHBOTO CTYINEHS

Mmarictpa: 71 crop., 8 puc., 30 mxepern.

Mema pobomu - TPOEKTyBaHHS Ta TMporpamMHa peajizaiis MPOTOTHUILY
OararokopuctyBaibkoi 3D-rpu, mo 3abe3nedye cTaOUIBHY B3a€EMOJII0 TPaBIIB Ta
($13UUHUX 00’ €KTIB Y peaJlbHOMY Yacl.

O6'exm Oocniodcenns — MPOIEC PO3POOKU TPUBUMIPHOIO IFPOBOTO 3aCTOCYHKY 3
BUKOPHUCTAHHSIM CY4aCHUX IHCTPYMEHTAIBHUX 3aC00iB.

IIpeomem Oocnioscenns — MeTOAU peanizalii Gi3UuYHOT CUMYIIALIT TBEpAUX TUT Ta
MEXaHI3MH CUHXPOHI3aIlii IrpOBUX CTaHIB y MEPEKEBOMY CEPEIOBHIIII.

Kopomxuii 3micm pobomu: Y poOOTI IPOBEJEHO aHATITUIHUHN OTJIsi1 eBoJtolrii 3D-
irop Ta oOrpyHToBaHo BuOip pymriss Unity sSIK OCHOBHOTO IHCTPYMEHTY PO3POOKH.
Po3po0neno MonynbHY apXiTEeKTypy MpOrpaMHOI CUCTEMH, IO BKIIOYAE MIICUCTEMH
iHTepdeicy KopucTyBada, MEpPEKEBOro 3’€JHaHHs Ta IrpoBoi Joriku. PeamizoBaHo
¢b13MYHy MOJIeNh TTOBEIIHKA 00’ €KTIB (MEepeMilleHHs, KOJIi3ii) Ta MEXaHIKy B3aeMOIil
rpaBisl 3 oToueHHAM 3acobamu MoBu C# Ta 6i0miotrexku Photon PUN 2. CtBopeno
MepexeBY 1HPPaCTpYKTypy, sKa 3a0e3neduye CHHXPOHI3aIlll0 CTBOPEHHS KIMHAT,
KITFOYCHHS TPaBIliB Ta 00pOOKY MO 1ii (IMTOCTPLIM, HAHECEHHS KON ) Yepe3 MeXaHi3M
RPC. IlpoBeneHo TecTyBaHHSI CUCTEMH, SKE MIITBEPIUIO CTAOUTBHICTh POOOTH (Hi3UIHOT

Ta MEPEKEBOI CKIIATOBUX.

KJIKOYOBI CJIOBA: UNITY, C#, PHOTON PUN, 3D-I'PA, ®I3MYHA
CUMVJIALISA, BATATOKOPUCTYBAIIBKUN PEXUM, KJIEHT-CEPBEP,
RAYCAST, PHYSX, GAME DEVELOPMENT.



ABSTRACT

Text part of the master’s qualification work: 71 pages, 8 pictures, 30 sources.

The purpose of the work is the design and software implementation of a prototype of
a multiplayer 3D game that ensures stable interaction between players and physical
objects in real-time.

Object of research is the process of developing a three-dimensional game application
using modern software tools.

Subject of research is the methods of implementing rigid body physical simulation and
mechanisms for synchronizing game states in a network environment.

Summary of the work: The paper conducts an analytical review of the evolution of 3D
games and justifies the choice of the Unity engine as the main development tool. A
modular software system architecture was developed, including subsystems for the user
interface, network connection, and game logic. A physical model of object behavior
(movement, collisions) and mechanics of player interaction with the environment were
implemented using the C# language and the Photon PUN 2 library. A network
infrastructure was created that ensures synchronization of room creation, player
connection, and event processing (shooting, damage dealing) via the RPC mechanism.
System testing was conducted, confirming the stability of the physical and network

components.

KEYWORDS: UNITY, C#, PHOTON PUN, 3D GAME, PHYSICAL
SIMULATION, MULTIPLAYER, CLIENT-SERVER, RAYCAST, PHYSX, GAME
DEVELOPMENT.
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BCTYII

CrpiMka eBomioliss HU(PPOBUX TEXHOJOTIH B OCTAaHHI AECATUIITTA JOKOPIHHO
3MiIHWIA JaHaAmwadT 1HAYCTPIi po3Bar Ta IHTEPAKTUBHUX Mezia. PO3BUTOK TPUBUMIPHUX
BIZICOIrOp MPOMIIIOB HUISIX B/l MPUMITUBHUX BEKTOPHUX cUMYIIALiM 1970-x pokiB, Takux
aK Maze War uywn Battlezone, 1o QoropeaniCTUYHUX BIpPTyaJbHUX CBITIB, IO
BUKOPHUCTOBYIOTh TEXHOJIOTil TpacyBaHHS MPOMEHIB Ta MTYy4HOro iHTenekty. CydacHi
BUMOTH JI0 MPOTPaMHUX MPOAYKTIB IBOTO KJIacy BUXOISATH JAJIEKO 32 MEXI Bi3yalbHOI
npuBaOIMBOCTI: KIOYOBUMH (PaKTOpaMU YCIIXy CTalOTh KOPEKTHa (i3uuHa MOJEIb,
cTablIbHAa MepexeBa B3a€EMOJIIS Ta ONTHUMI3alllsl 00YMCITIOBAJILHUX PECYPCIB.

AKTYaJIbHICTh TEMHU JOCHIIKEHHS 3yMOBJIEHa HEOOXITHICTIO MOIIYKY €()EKTUBHUX
apXITeKTYpHHX pIIIeHb UIsi CTBOPEHHs OararokopucTyBaibkux 3D-cepemoBuil, e
KPUTHUYHO BOXJIMBUM € OajlaHC MK PEaliCTUYHICTIO (DI3UYHUX MPOIECIB Ta MBUAKICTIO
nepeaayul JaHUX Mepexker. BrpoBamkeHHs (i3MYHO KOPEKTHOI B3aeMOjii 00’ €KTIB
(Physically Based Rendering ta Simulation) m03BOJsi€ JOCSATTH BHCOKOTO pPIBHS
3aHypEeHHS KOPUCTyBaya , IPOTE€ CTBOPIOE 3HAUHE HABAaHTAKCHHsI Ha araparHy YacTUHY
Ta KaHaJM 3B'SI3KY, 0COOJIMBO B YMOBaX PEajJbHOTO 4yacy.

O6’exTOM JTOCTIHKEHHS € TIPOIIeC PO3POOKH TPUBHUMIPHOTO I'POBOIO 3aCTOCYHKY 3
BUKOPHCTAHHIM CY4YaCHUX IHCTPYMEHTaJIbHUX 3aco0iB. [Ipemmerom mociimkeHHs
BUCTYNAIOTh METOAW peamizamii (GI3MYHOI CHUMYIAIIl TBEPAUX TUT Ta MeEXaHI3MU
CHUHXPOHI3allii IrPOBUX CTAHIB y MEPEKEBOMY CEPEIOBHUIITL.

Metoro po0OOTHM € TIPOEKTyBaHHS Ta MpOrpaMHa peaji3aiis MPOTOTHILY
OaratokopuctyBaipkoi 3D-rpu, mo 3a0e3meuye CcTaOUIBbHY B3a€EMOII0 TPAaBIB Ta
¢i3uunnx 00’ ekTiB. |51 HOCATHEHHS MeTH OyJI0 BUPIIICHO HACTYIIHI 3aBIaHHS:

1. TIpoBectu aHamiTHUHMIA OTIIAL iCTOPii po3BUTKY 3D-irop Ta eBodtoii rpadiaamx

PYILIIIB JJis1 BUSBICHHS CyYaCHUX CTAHAAPTIB PO3POOKH.
2. 3MIACHUTH TOPIBHSJIbHUM aHani3 mnpoBimHux irpoBux pymiiB (Unity, Unreal

Engine, Godot) Ta oOrpyHTyBaTu BUOIp IHCTPYMEHTAPIIO.



3. Po3poOutu apxiTeKTypy NpOTpaMHOI CHUCTEMH, IO BKIIOYAE MOIYIl KepyBaHHS
iHTEpPeiicoM, MEpEKEBUM 3’ €JTHAHHSM Ta IFPOBOIO JOTIKOIO.

4. PeanizyBatu (hi3UYHY MOJEINb MOBEIIHKK 00’ €KTIB Ta MEXaHIKY B3a€MOJIIi rpaBLIs
3 0TO4YEeHHIM 3acobamu MoBu C# Ta 610mioTexu Photon PUN 2.

5. TlpoBecTu TecTyBaHHS PO3pOOJICHOI cuUcTeMH Ui Bepudikaiii cTabUIbHOCTI
MEPEKEBOT0 MIAKIIOUEHHS Ta KOPEKTHOCTI (PI3MYHUX PO3PAXYHKIB.

[IpakTuyHe 3HaYEHHSI OTPUMAHUX PE3YyNIbTATIB MOJATa€ y CTBOPEHHI poO0YOT1 Moenl

KJIIEHT-CEPBEPHOI IpOrpamu, apXiTekTypa skoi Moke OyTu MacuitaboBaHa s

CTBOPEHHS CKJIAIHIIINX CUMYISIIIIMHUX a00 PO3BaXKaJTbHUX MPOEKTIB.
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1 AHAJITUYHUM OIIS1]] TA TEOPETUYHI OCHOBH
PO3POBKMU 3D-II'OP

1.1 Icropist po3BuTKy 3D-irop

Po3BUTOK TPUBUMIPHHUX BIACOIrOp € CKJIAJHUM 1 OararorpaHHUM IMPOLECOM, IO
dbopMyBaBCs TPOTATOM KUIBKOX JECATHIITH 1 MOCTYNMOBO 3MIHIOBAB SIK TEXHOJOTTUHI
MiIXOU, TaK 1 XyJOXKHI CTaHJApTH 1HTepakTUBHUX LUPpoBux Mmexdia. Ilepmii cripobu
CTBOPEHHSI BIPTYaTbHOTO MPOCTOPY, IO MOJIETIOE TPUBUMIPHICTD, 3’ sBuiucs me y 1970-
X pOKax, KOJM 00YMCIIOBAIbHI CUCTEMHU MaJld YKpail 0OMeKeH1 MOTYXHOCTI, a Oy/b-sIKa
rpadiuHa Bizyanizallis BUMaraia CyTTEBUX 1HXKEHEPHUX pillieHb. [lonpu MpUMITUBHICTD
pPaHHIX aJIrOPUTMIB, caMe B Ti POKM 3aKJIaJajucs TEpII MPUHIUIN TPOCTOPOBOTO
PEHIEPUHTY, YIPABIIHHA KaMepor Ta oOpoOKM 31TKHEHb. OIHUM 13 HaWBaXKIMBIIINX
EKCIIEpUMEHTIB Tiepiony ctayna rpa Maze War (1973), sxka daxktuuHo 3amporoHyBaia
nepiry ¢opmy BimodpakeHHs 3D-1abipuHTy 3 IEPCIIEKTUBOIO Bif mepiioi ocoou. Bona
HE BUKOPHCTOBYBajla MOBHOIIHHI TPUBUMIpPHI MOJEN, ajié 3aCTOCOBYBajia MPUHIIUITN
CUMYJIAIIT 00 €KTIB Yy TICEBIONMPOCTOPl, IO JJO3BOJIMJIO TPABIEBI IEpPEeMIIIaTUCS
KOpUJIOpaMHU, SIK1 BUTJISAIa]Id Hade 00’ €MHI.

[Tomanpimii pO3BUTOK TPUBUMIPHOCTI 3HaYHO MPUCKOPHBCA ¥ 1980-X pokax, KoJIu
3aBISKU JIOCTYITHOCTI HEJOPOTHUX JOMAITHIX KOMIT IOTEpPIB 3’ SIBUIUCS TEPII ITpH, IO
BinTBOproBaiM 3D-clieHn 3a OMOMOTOI0 BEKTOpHOI rpadiku. IcHyBaau TUTYIH, IO
MpaIfoBalii BUKIIOYHO 3 TEOMETPUYHUMH JIIHISIMH Ta KapKaCHUMH MOJEISIMH, SKi HE
Malli TeKCTyp, MPOTEe CTBOPIOBATM UTI031I0 MTHOMHHU Ta pyXy B mpoctopi. [Ipukmamom
crana Battlezone (1980), apkamna rpa, sika MOmMyIspu3yBajia BEKTOpPHY Tpadiky Ta
MIPOJIEMOHCTPYBaJjia MOTSHINal TPUBUMIPHOT B3aeMozii. Y 1ei 9ac po3pOOHUKH TTOYan
EKCIIEPUMEHTYBATH 3 PEHIIEPUHTOM MOMIroHANBHUX (Iryp, Xoda amapaTHi OOMeKECHHS
HaKJIaJajd 3Ha4yH1 paMKH Ha KUTBKICTh TOITOHIB 1 CKJIAIHICTh CIICH.

3D-rpadika modana eBONIOLIOHYBaTH CTpiMKo Jyuiie B 1990-x pokax, konu

3 SIBUITMCA TEpIl pyulli, 34aTH1 00’ €IHATU pPEeHACPUHT, (PI3UKY Ta JIOTIKY T'pU B €JIUHY
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cuctemy. OnHuM 13 HaviBrumBoBiuX cran pywid id Tech, po3pobnenumii crymiero id
Software. Irpu Wolfenstein 3D (1992) ta ocobnuo Doom (1993) O6ynu peBostOIIHHUMH,
X0ua 3 TEXHIYHOI TOYKHU 30py BUKOPHCTOBYBAJIM HE MOBHICTIO TPUBUMIpPHI CEpPEIOBHUIIA,
a METOAU pPEUTpelCHHry N0 JABOBUMIPHIM KapTi 3 BUKOPUCTAHHSIM BEPTHKAJIbHUX
“cToBrniiB” (ray casting). Ajie came BOHM 3aKjajd OCHOBHMM (pyHIaMEHT IIyTEpiB Bij
nepioi 0codu, CTBOPWIM KOHULEIMLIIO PIBHIB, OCBITIEHHS Ta (I3UMYHUX B3AEMONIA Yy
IPOCTOPI, K1 XOU 1 CTIPOIIEHI, ajie CTalld MPOTOTUIIOM MaiOyTHIX 3D-TexXHOIOT1H.

[lepenomaum Momentom ctaB Buxig Quake (1996), mnepmioi mIMpPoOKO
PO3MOBCIOIPKEHOT TpH, L0 BUKOPUCTOBYBaJIa IOBHICTIO TPUBUMIPHUN Pyl 13
TIOJTITOHAJILHUMH MOJIETISIMU Ta cripaBkHiM 3D-mpoctopom. Quake He iwIe MiIBHIUB
BUMOTHM [I0 amapaTHOro 3a0e3nedeHHs, a ¥ CHOpusB TMOSBI PUHKY TpadiuHux
NpUCKOpIoBadiB, 30kpema 3aBisku momyisipHocti APl OpenGL. 3 mporo MomeHTty
po3BUTOK 3D-1rop ctaB mpsiMor0 (PYHKITIEI0 MOKIIMBOCTEH BieOKapT Ta €(EeKTUBHOCTI
aaropuTMiB peHaepuHry. IlocTynoBo B iIHAYCTpIi CTaIM MacoBO BIPOBAIXKYBAaTUCS TaKi
TEXHOJIOT'11, SIK 3T71a)KyBaHHS, TEKCTYPHI (GUIBTPH, TMHAMIYHE OCBITJICHHS, TIHFOBAaHHS Ta
MOJIeNIIOBaHHS (PI3UYHUX MTPOIIECIB.

Ha wmexi 1990-2000-x pokiB TpuBHMIipHa Tpadika cTae 3arajabHONPUHHATUM
CTaHJapToM, a poOOTa HaJ HEK IMOCTYIOBO IMEPEXOAHWTh BiJl €HTY31aCTiB J0 BEIMKHUX
KOMIIaHii, sIKi CTBOPIOIOTH MaciTabHi pymiii. Oquum 13 kirouoBux ctaB Unreal Engine,
akuii 'y 1998 pori mpoaeMOHCTpYyBaB MOKJIMBICTH CTBOPEHHS CKIIQJIHMX PIiBHIB 13
BUKOPHUCTAHHIM 00’ €MHOTO OCBITJIICHHS, JUTUBHOTO Ta CYOTPAKTUBHOTO MOJICIIOBAHHS
reoMeTpii Ta CKJIAIHUX MaTepiamiB. Y ToW camuii wac pymriii Source Bim Valve
MPOAEMOHCTPYBaB iHTerpaiito ¢izuku Havok, mo cramo mpopuBoM y BimoOpakeHHI
PYXYy, 00’ €KTiB Ta B3aeMoii B peanbHOMY 4aci. OKpiM 1boro, y 11ei epiof BigOyBaeThCs
PO3BHTOK TPUBUMIPHUX aHIMAIIii, 30KpeMa TeXHOJIOTIi CKeJIeTHO1T aHIMaIIii, 0 I03BOJISE
CTBOPIOBATH OLIBII PEATICTUIHI MOJIENI IEPCOHAXKIB.

Y 2000-x pokax 3pOoCTaHHS MPOMYKTUBHOCTI rpadiyHUX CHCTEM JIO3BOJIUIIO
pO3pOOHMKAM AaKTUBHO BHUKOPUCTOBYBAaTH JE€TalibHI MOJENI, CKJIaJgHI IIEHIepu Ta
nrHam1dH1 eekTu. 3’ ABIs0ThCs Taki irpu, sik Half-Life 2, Far Cry, Doom 3, mo 3Ha4H0

PO3LIUPUITN MEK1 MOXKIIUBOTO 3aBASIKU (D13UYHO MTPABUIIBHOMY OCBITIICHHIO, HOPMaIbHUX
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Ta MapajakCHUX Marax, a TaKoXK IHTerpamii peajicTM4Hoi (i3uku. Y 1eil uac
PO3BUBAETHCA LIE OAWH BaXKIUBUHM IHCTpYMEHT — Unity, sikuil 3poOuB po3pooOky 3D-irop
JOCTYITHOIO HE JIMIIE BEIUKUM CTYisIM, a il He3aJIe)KHUM PO3POOHUKAM.

CraHoMm Ha cbOTOAHI PO3BUTOK 3D-irop moB’si3aHMil 13 CUCTEMaMu TpacyBaHHS
MPOMEHIB y peaJlbHOMY 4Yaci, MITY4YHUM IHTEJIEKTOM Ta CKJIQAHUMU (IBUYHUMU
CUMYISIIIAIMU. [HIYCTpisl pyXa€eThCsl Yy HANPSIMKY PEATICTUUHOCTI, IHTEPAKTUBHOCTI Ta
ontumizanii, a pymii Unity 1 Unreal Engine HanaioTh 1HCTpYMEHTH, SIKI JO3BOJISIIOThH
peanizoByBaTH TEXHOJIOTII, paHillle JOCTYIHI JUIIE y BEJIIMKUX CTyAlsiX. TakuM 4HUHOM,
ictopiss 3D-irop € nNpuUKIagoOM MIBUAKOI €BOJIOLII, Yy $KI CYKYNHICTh amapaTHUX
IHHOBAI[I Ta MPOrpaMHUX pIlIEHb CTBOPHJIA (YHIAMEHT CY4YaCHHUX IHTEPAKTUBHUX
CepeloBUIII.

[Tomanpiuii po3BUTOK TPUBUMIPHUX Bifeoirop y 1990-x pokax TiCHO MOB’si3aHU
13 CTaHOBJEHHSM crelianizoBanux rpadiunux API, sxi 3abe3neumsin po3poOHUKAM
CIUIBbHI CTAHIAPTH PEHAEPUHTY Ta Jald 3MOry YHi(IKyBaTH poOOTy 3 pI3HHUMU
BimeokapTamMu. 3okpema, mosiBa OpenGL Ta mizuime Direct3D nmama MOXIHMBICTB
CTBOPIOBaTH IrpoOBi1 pymIii, IO BUKOPUCTOBYBAJIM amaparHe NPUCKOPEHHS, a He
MOKJIaJaucs Ha TporpamMHi Metoau (GopMyBaHHS 300pakeHHs. Lle cTamo KpUTHYHHM
dakropoM miepexomy IHAYCTPil A0 MOBHOIIHHOTO TojdiroHaigsbHoro 3D. OcKibkH
rpadidHi TPOIECOPH CTajdd BUKOHYBaTH OUIBIIICTE OOYHMCIICHB, TOB’A3aHUX 13
TpaHc(opMaIIisIMU Ta OCBITIICHHSM, ITPOBI1 PYIIIii 3MOIJIN 30CEPEIUTUCS HA MOJICTTIOBAaHH1
(b13UKHU, TOBEIIHKYM MEPCOHAXKIB Ta IHTEPAKTUBHOCTI.

[TocTynoBe NMpOHUKHEHHS BiEOKAPT y MAcCOBUH CETMEHT CHPHUSIO 3POCTaHHIO
KOHKYpEHIIii MK BUpOOHUKaMU TpadiyHUX MpucKoproBadiB, Takumu sk 3dfx, NVIDIA
ta ATI. Buxin 3dfx Voodoo y 1996 porii ¢paktudHO 3MiHHB YSBICHHS MPO SAKICTh Tpadiku
B peanbHOMY uaci. Bona miarpumyBana TekcTypHi Ginsrpu, Z-0ydep Ta iHII QyHKIIII,
110 JT03BOJIMJIN BIIMOBHUTHCS Bl KApKacHOI a00 MIOCKOI peHaepu3airii. 3 Mboro MOMEHTY
I'pH MOYMHAIOTH BUIVISAATH CIIpaBAi 00’ €EMHMMH, a UTF031s1 TPUBUMIPHOTO IMPOCTOPY CTAE
MEePEeKOHJIUBIIIO0. PyII1ii, CTBOPEH1 HA OCHOB1 MOXKJIMBOCTEH B1ICOKAPT, CTaIM Habararo

THYUYKIIIUMUA Ta JO3BOJWJIM peali3yBaTH CKJIaJHI MEXaHIKW, 110 paHile Oyau
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HEJIOCTYTHI1, HAMPUKIIAJ PeaTiCTUYHE OCBITIICHHS, 31714/ >KCHHS KpaiB, pI3HOMaHITHI TUIH
MarepiajiB 1 TUHAMIYHI TiHI.

BaxnuBoio BiXOIO pO3BUTKY CTaja IMOsBa IHCTPYMEHTIB, WLIO0 JO3BOJIAIU
pPO3pOOHMKAM CTBOPIOBATH CKJIAJIHI CIIEHHW 0e3 HEeOOXITHOCTI MHUCATH BIACHUU pyIIii 3
Hyis. Unreal Engine nmepiioro nokosiHHs 3apOonoOHYBaB BOYAOBaHHUM PelaKkTOp PIBHIB,
SKHUH 1aB 3MOTY JU3aifHepy CTBOPIOBATH CEPEIOBHINE I'pU O€3 MPOrpaMHOTO BTPYYaHHS.
Ha Biaminy Bij momepenHiX KOMaHAHMX 1HTep(enciB, HOBI PEAAKTOPH 3 TI'padldyHUM
IHCTpYMEHTapIeEM 3p0o0OMIM Tpolec po3poOKU OUIbII IHTYITMBHUM, JE€MOKpaTH3yBaJId
BHYTPILIHI THCTPYMEHTU Ta JO3BOJWIM 30UTBIIUTH POJb XYIOXKHHUKIB. Y TOW caMuid
nepio 3pocTae MOIUPEHHs Moaudikaiidi — KOpPHUCTyBadl CTBOPIOBAJIM BJIAacHi piBHI,
NEPCOHAXIB Ta HaBITh HOBI irpu Ha ocHOBI pymiiB Quake ta Half-Life. Ile crano onniero
3 MPUYHH MOMYASPHOCTI IIUX TEXHOJOTIN 1 CYyTTEBO BIUTUHYJIO Ha (POpMYBaHHS irpoBOT
KYJTBTYPH.

Y 2000-x pokax pO3BUTOK TPUBUMIPHOI Tpadiku TNPUCKOPUBCS 3aBISKU
BIIPOBAKCHHIO TIpOrpaMoBaHuX IeiaepiB. Jlo 1mporo rpadivyHi mpuCKOproBadi Maliu
¢ikcoBaHy GYHKIIIOHAJIBHICTD, sIka 0OMEKyBajia MOXKIMBOCTI XyT0XKHBOTO O(POpMIIEHHSI
Ta Qi3uyHuX edexTiB. 3aBIASKH IIeiiaepaM po3pOOHUKH OTPUMANI 3MOTY CTBOPIOBATH
BJIACHI aJTOPUTMH OCBITJIEHHS, TiHI, BOJH, CKJa, IOBEPXOHb 13 TIAMOBEPXHEBUM
PO3CIIOBaHHSIM Ta IHIIUX CKIATHUX MarepianiB. Came y el nepiof 3’ ABISIOTCS TEPII
dboTopeanicTUuHi CIEHH, SKI 3MIHWIM CHPUUHATTS 3D-irop sSK 40oroch yYMOBHOTO 1
opyranbHoro. Crangaptu OpenGL 2.0 1 DirectX 9 Bu3zHa4miIM momanbliuii HAMPSIMOK
PO3BHTKY 1HIYCTPii, OCKUIBKH HaJadd MOXXJIHMBICT, MOJICIIIOBATH HABITh HAWMCKIIAIHIIII
e(hexTH B pealbHOMY Yacl.

IIpu mpomy TiCHO 3pocTaja i1 CKIaaHiCTh BUpoOHMITBA irop. Io6 BigmoBimaTh
HOBUM CTaHAApTaM, pO3POOHUKAM JTOBOAWIIOCS CTBOPIOBATH BENWYE3HI 00’€MuU
KOHTEHTY, BKJIIOYHO 3 JETaJli30BAaHUMH MOIEISIMH, TEKCTypaMH BHCOKOI PO3ALIBHOI
3/IaTHOCTI, PO3BMHCHUMH aHIMAIIISIMU Ta CKJIATHUMH (QI3UIHUMU crieHaMU. BiamoBigHoO,
BEJIMKI CTY[li MOYajdu BOPOBAIKYBATU CIELIAII30BaHI 1HCTPYMEHTH CHUMYISIIIT —
Hanpukiaa, Havok a6o PhysX. 11 cuctemu q03BOMMIN 3HAYHO CIIPOCTUTH peaslizallito

TaKUX SIBUIN, SK 3ITKHCHHS, MaIiHHS IPEIMETIB, B3a€MOJis 00’€KTIB 1 TMOBEIIHKA
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MEPCOHAXKIB Yy TPUBUMIPHOMY MpOCTOpi. BaxnamBo 3a3HAYuTH, 1O caMe IHTErpailis
¢13uxu y 3D-cepenoBullie cTaja KJIHOYOBUM (DAKTOPOM y CTBOPEHHI CyYaCHUX LIYTEPIB,
m1aropMepiB Ta irop BIAKPUTOTO CBITY.

bmmxue 1o 2010-X poKIB TPUBUMIPHI ITPU MEPEKUIM 1€ OAHY TEXHOJIOTIUHY
PEBOJTIOLIIO, TTOB’sI3aHY 3 IEPEXOJ0OM Ha HOBI OKOJIIHHS KOHCOJIEH 1 MOIIUPEHHS IKUXOCh
«3aranpaux» pymiiB. Unity Ta Unreal Engine ctanu yHiBepcajdbHUMHU CTaHIApTaMH,
JIOCTYIIHUMH IIMPOKOMY KOJIy KOPUCTyBadiB. SIKmio panime ans ctBopeHHs 3D-irop
noTpiOH1 Oy 3HAUHI TEXHIYH1 3HAHHS, TO TENep Yepe3 MOSBY 3PYYHUX 1HCTPYMEHTIB
pPO3pOOIII MOIIM HAaBUMUTUCA HABITHh MouarkiBii. Unity ICTOTHO CHpOILYBaB CTBOPEHHS
IPOTOTHIIIB, @ HOTO apXiTeKTypa Ha 0a31 KOMIIOHEHTIB J03BOJIsJIa IBUIKO KOMOIHYBaTH
noBeniHkU pizHuX 00’ekTiB. Unreal Engine cTtaB BiioMuUM 3aBAsKM CBOiM TrpadiuHiii
NMOTYXHOCTI Ta cuctemi Blueprint, sika mo3BojMia mporpamyBaTH IrpoBY JIOTIKY 03
IMOOKKUX 3HaHb MOB ITPOrPaMyBaHHs. Y pe3yibTari IHAYCTPIs cTalla IHKJIIO3UBHIIIOKO, a
KUIbKICTh 1HII-IrOp 30UIBIIHIACS B IECSITKH Pa3iB.

CrorogHi po3BUTOK 3D-irop € moenHaHHSM KUTBKOX BEKTOPIB. 3 OXHOTO OOKY,
TPUBAE PYyX 10 GoTOpeanizmy, KUl CTaB MOMJIMBUM 3aBASKA TPACYBaHHIO MPOMEHIB y
pearbHOMYy daci, ITI00AJIBbHOMY OCBITJIICHHIO, (PI3MYHO KOPEKTHUM MarepiajaM Ta
ajaropuT™MaM MOCToOpoOKH. 3 iHIIOTO OOKY, MapaielbHO PO3BUBAETHCS MPArHEHHS 0
onTUMIi3allii ¥ amanrarii irop Ha pi3Hi argopmu — Bix notyxHUX [1IK 10 MOOGITEHIX
npuctpoiB Ta VR/AR cucreM. 3pocTanHs 0O0YMCITIOBAIBHUX MOXKJIHUBOCTEH JTO3BOJIUIIO
peamizoByBaTh CUMYJIALIT CKIAHUX MPUPOIHUX SBHIII, MTOBEAIHKY IITYYHOTO 1HTEIEKTY,
BEIIUKUN BIIKPUTHNA CBIT 13 TUCAYAaMU AaKTUBHHX OO'€KTIB. A BHKOPUCTaHHS XMapHUX
TEXHOJIOT1H BIIKpUBA€ TEPCIEKTHBU 31 CTBOPEHHA Irop, 1€ 4YacTUHa OOYHCIICHb
3MIICHIOETHCS] HE Ha MPUCTPOI KOPUCTYBaya, a Ha CepBepi.

[Tomanemmit po3utok 3D-irop y apyriit monoBuHi 2010-x Ta Ha mouatky 2020-x
POKIB 3HAYHOIO MipOI0 BH3HAYaBCS TEPEXOAOM BiJ TPATUIINHUX PEHICPUHTOBUX
MIAXOAIB 10 (I3UYHO KOPEKTHHUX MOJEICH OCBITICHHS Ta CKJIAIHUX CHMYJIAIIHA, SKi
JIO3BOJIMJIM JIOCSITTH HOBOTO PIBHSA PEATICTUYHOCTI. 3aCTOCYBaHHS METONIB (DI3UUHO
kopektHoro pennepunry (Physically Based Rendering, PBR) crano crangaprom y

Cy4YacHMX PyIIisiX 1 nepeadayano BUKOPUCTAHHS MOJENIEe B3a€MOI11 CBITJIA 3 HOBEPXHEIO,
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o 0a3yloTbCd Ha 3aKOHaX (I3MKH, @ HE HAa EMIIIPUYHUX AJITrOpuTMax. Y pe3yiabTaTi
Marepiaian, CTBOPEHI XyT0)KHUKaMHU, TI0Yaii BUIVISATH OHAKOBO JOCTOBIPHO 32 Pi3HOTO
OCBITJICHHSI, IO CYTTEBO 3MIHMJIO MAX1] 10 MOOYJOBH Bi3yaJIbHOI YaCTUHU 1rop. €MMHUN
HaO1ip TekcTyp — albedo, metallic, roughness, normal map — cTaB 0CHOBOIO XyH0KHBOTO
KOHTCHTY.

VY neit mepion pymii Unity 1 Unreal Engine meperBopuiivcs Ha TOBHOI[IHHI
€KOCHCTEMH, 1[0 HE JIMILIE MPOMOHYBAJIM 3ac00M CTBOpEHHS rpadiku Ta (i3uku, a i
IHTETpyBaJIM MOBEIHKOBI CUCTEMU JJI MEPCOHAXKIB, CAHXPOHI3a11i10 00’ €KTIB y MEpexi,
CUCTEMH aHIMallii Ta IHCTPYMEHTH MOCcToOpoOKu. SKicTh 300paskeHHs cTajia OJU3bKOIO
70 piBHS KiHeMaTtorpady, 30KpeMa 3aBIsSKH TEXHOJOT1SIM TT100aIbHOTO OCBITICHHS, SIKI
MOJICIIIOIOTh B3a€EMOJIII0 CBITVIA MiX 00’ekTamu clieHd. PO3BUTOK amapaTHuUX 3aco0is,
30kpeMa mosiBu Bineokapt apxitekrypu NVIDIA RTX, no3BonuB 3acToCOBYBaTH
TpacyBaHHs MPOMEHIB Y peallbHOMY 4aci, 10 3HAYHOI MIpOI0 CKOPOTHJIO PO3PUB MiXK
odumaitH-rpadikoro Ta IrPOBUMH PYIIISIMHU.

[Ile onmHi€l0 Ba)XJIMBOI BIXOI CTaja TOsABAa BIPTyaJIbHOI Ta JIOMOBHEHOI
peanbHOCcTi. VR/AR-TexHomorii ¢cTBOpUiIM HOBI BUMOTH JI0 PEHACPHUHTY, (i3UKH Ta
B3a€EMOIII 3 00’€KTaMM, OCKUIBKH JJisg 3a0e3rneueHHs KOMGOPTHOro crpuiHATTS 3D-
IPOCTOPY MOTPIOHO (opMyBaTH 300pa)KEHHsI 3 BHCOKOIO YacTOTOK KajpiB, TOYHO
BIJICTe)KYBaTH PyXH KOPHCTyBa4a Ta 3a0e3medyBaTy MiHIMaJbHY 3aTPUMKY MK JI€I0 Ta
peaKIliero BIPTyaIbHOTO cepenoBuina. lle MiaMTOBXHYIO PO3POOHUKIB PYIIIiB J0
ONTUMI3aIlii Ta IEPEOCMHUCIICHHS 0a30BUX METO/IB Bi3yasi3allii, 30KpeMa BIPOBAKECHHS
0araTonpoxigHOTO PEHIICPUHTY, BIJICIKAHHS YAaCTUH CIICHH, SKI HE BHJIHO Kamepi, Ta
aJanTUBHUX METOAIB reHepallii kaapiB. Jleski mpuHiunu VR-peHnepuHry cramu
BUKOPHCTOBYBATHUCS 1 B KiIacUYHUX 3D-irpax, J03BONISAIOYN JOCATAaTH CTaOUIRHOCTI Ta
Kpamioi MpoyKTUBHOCTI HA MIMPOKOMY CIIEKTP1 00IaTHAHHSI.

[amycTpis 3D-irop Takox TICHO TMOB’s3aHa 3 PO3BUTKOM IPOIIETYPHOI TeHEpaIlii,
sKa 3MEHIIIY€E BUTPATH Yacy Ha CTBOPEHHS KOHTCHTY Ta JJO3BOJISIE OTPUMYBATH CKJIQIHI
CTPYKTYpU CBITY Ha OCHOBI alropuTMiB. Xouya TMepill cOopoOu MpOIEAYypPHOTO
MOJICJTIOBAHHS 3'SIBUJINCS JaBHO, JIMIIE CYy4acHI OOYMCICHHS JO3BOJMINA 3aCTOCOBYBAaTH

Il TIAXOAM HA TIOBHY CHJIY. IrpM 3 BEIMKMMH BIIKPUTUMH CBITaMH TOYajd
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BUKOPUCTOBYBATH TiOpU/IHI PIIICHHS, JI€ YaCTUHA KOHTEHTY CTBOpIOBajacsi BPYy4YHY, a
YacTHHA TeHepyBasiacsl aBTOMaTU4HO. Pymiii cranu nponoHyBaTu BOy10BaH1 IHCTPYMEHTH
JUTSL TIPOLIeypHOI reHepantii JanamadTiB, pOCIMHHOCTI, TOTOAHUX YMOB, JTUHAMIYHOTO
ocBiTJIeHHs Ta HaBiTh noBeAiHk NPC. Lli TexHonorii 103BONMIIM CYTTEBO 30UIBLINTH
MacmTad 1 pI3HOMaHITHICTh BIpTyaJIbHUX BCECBITIB.

Kpim Toro, y 2020-x pokax BelMKe 3HaYy€HHs HaOyjaa OnTuUMizallis CHiBIIpali
BCEpEIMHI KOMaH/ po3pOOHHUKIB. BenuKi MpoeKTH CTaiu BUMAaraTtu 4iTKuxX IHCTPyMEHTIB
JUIs 1HTerpaiii poOOTH TPOrpaMicTiB, AU3alHEPIB, XYNOXKHHUKIB Ta TECTYBAJIbHUKIB.
CyuacHi pymii, Taki sik Unity, 3a0e31e4yroTh MOXIIUBICTh MapalieIbHOTO pefaryBaHHs
CIICH, CHHXPOHI3aIlil pecypciB uUepe3 CHUCTEMH KOHTPOJIIO BEPCiii Ta BUKOPUCTAHHS
XMapHUX CEPBICIB sl MepepoOKu AaHuX. Takuii Miaxia J03BOJSE CTBOPIOBATH CKJIAIHI
CIIEHU 3 BUCOKOIO PO3IJIBHOIO 3/IaTHICTIO, BEJIMKOIO KITBKICTIO 00'€KTIB Ta JAETAIbHOIO
(GI3UYHOI0 CUMYIISLIIEIO.

OxpeMoi yBaru 3aciiyroBye po3BUTOK (izuku B 3D-irpax, skuil mMae mpsaMHii
3B’S130K 13 TEMOIO I1i€i Maricrepchkoi poOoTH. Pi3MYHI CUMYIISIIT CTadu HEB1J €MHOIO
YaCTUHOIO IHTEPAKTUBHOCTI 3aBIsiku mosBi 60i6miotek Havok, PhysX, Bullet, sxi
JO3BOTIIIM 00’€KTaM TOBOAUTHUCS BIANMOBIHO [0 pEajbHUX 3aKOHIB MEXaHIKH. Y
CydacHHX IrpoBHX pyIrisx (i3uka cTajia CKIaJHOI 0araropiBHEBOIO CHCTEMOIO, sSKa
BKJIFOYAa€ MOJCITIOBAHHS TBEPAMX TUI, M SIKWUX TUI, PIAWH, Ta3iB, TKaHWH, a TaKOX
CKJIQJIHUX lepapxid Komiziil. ['paBenb oTpuMye 3MOTy B3a€MOISATH 3 MPEIMETaMHU, IO
MOBOJSITHCA MPUPOIHO, 110 3HAYHO MIABUIIYE PIBEHb 3aHYPEHHS y BIPTYyaJIbHHM CBIT.
AKTyallbHI TiAXOAM TependadaloTh BHKOPUCTaHHS OKpeMUX (PI3UYHUX  CIICH,
ONTHUMI30BaHUX 3ITKHEHb, IHTETPYBAHHS pEANICTUYHOI TpaBitamii Ta TOYHOTO
PO3PaXyHKY IMITYJIBCIB, IO POOUTH MOBEIHKY 00'€KTIB Tiepen0adyBaHOIO Ta JOTIYHOTO.

VYV 1meil ke 4Yac pO3BUBAETHCS 1 MEPEKEBUM KOMIIOHEHT TPUBHMIPHUX Irop.
bararoxopucTyBanbKi CepeoBHINA BHMaralOTh CHHXPOHI3aIlii Aili MK KII€HTaMU,
BpaxyBaHHS 3aTPUMOK y Tepeadl JaHUX, KOPEKIlii MOMUJIOK Ta MOCTIHHOT MiATPUMKH
KOHCUCTEHTHOCT1 cBiTy. CyudacHi ¢peitmBopku, Taki sk Photon PUN 2, no3BosisitoTh
PO3pOOHUKAM 30CEPEAUTHCS Ha JIOTIII TPH, a HE Ha MOOYI0B1 HU3bKOPIBHEBOI MEPEKEBOL

iHppacTpykTypu. HasiBHICTh TaKUX IHCTPYMEHTIB 3p00HIia MOXKJIMBUM CTBOPEHHS HABITh
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HEBEJMKUMH KOMAaH/IaMH KOMIJIEKCHUX MEPEKEBUX IIYTEPIB Ta CUMYIISALINA, TOAIOHUX J10

TIET, sIKa PO3POOIIAETHCA B MEXKaAX IIi€1 pOOOTH.

1.2 Amnauni3 cyyacHux irposux pywiiB (Unity, Unreal Engine, Godot)

CyuacHi irpoBi pymiii € ¢yHIaMEHTAIbHOIO OCHOBOIO TMPOIECY PO3POOKHU
TPUBUMIPHUX ITOP, OCKUJILKY BOHH 3a0€3MeuyI0Th IHTerpallito rpadiku, Gi3uKu, aHiMarlii,
JIOTIKH, MEPEXEBOi B3a€MOAIl Ta IHTEPPEHCHUX KOMIIOHEHTIB Yy €IUHY MpOrpamHy
exocuctemy. EBomromist pymriiB ynmpomoBX OCTaHHIX IECATWIITh NMpPHU3BENa /0 TOSBU
yHIBEpCAJIbHUX IHCTPYMEHTIB, SIKI JO3BOJISIIOTH CTBOPIOBATH TIPOEKTU OYIb-AKOi
CKJIQAHOCTI — BiJl HEBEJIMKHUX IHII-IrOp A0 MacmTaOHuX AAA-nmpoaykTiB. HaitOinbin
BIUTMBOBUMU CepeJ] CydyacHuX pyiiiB BBaxkatoTbest Unity, Unreal Engine Ta Godot, koxken
3 SIKHX Ma€ BIIACHY apXITEKTypy, CHJIbHI CTOPOHH, YHIKaJbHI IHCTPYMEHTU Ta cdepu
3aCTOCYBaHHSI.

[Tounnaroun anami3 i3 Unity, BapTo MiIKPECIUTH, 10 BiH CTAB OAHUM 13 HAHOUIBII
NOMYJISIPHUX PYIIIIB 3aBASKA JOCTYIHOCTI, MPOCTOTI BXOMKEHHA Ta IIHUPOKIN
exocucTeMi. M1oro rozoBHOIO OCOGIHBICTIO € KOMIIOHEHTHA apXiTeKTypa, ae OyIb-sKuil
00’€KT CIICHU CKJIAJIa€ThCs 3 HA0OPY KOMIIOHEHTIB, KOJKEH 3 SIKMX BIJIIIOBi/A€ 3a MEBHY
byHKIIF0O — (GI3UYHY B3a€EMOJIII0, PEHICPUHT, aHIMAIIII0, MEPEKEBY CHHXPOHI3AIIO Ta
iHII1 acriekTH. Takui Miaxig A03BOJISIE pO3POOHUKAM IIBUAKO CTBOPIOBATH IMPOTOTHIIH,
KOMOIHYIOUHM TOBEIIHKH 00’€KTiB 0€3 HEOOXiTHOCTI CTBOPEHHS CKJIAAHUX KIACOBHUX
ctpykryp. CxpuntyBanns B Unity 3miiicHIoeThCs MOBOI0 C#, 1m0 3a0esnedye BHUCOKY
MPOAYKTUBHICTh, CTPOTICTh THUMIB 1 3pY4HICTH poOOTH 3 maHuMH. [HTErparis 3
iHCTpymMeHTaMu Ha KmtaiaT Visual Studio um Rider poOuth po3poOKy 3pydHOIO Ta
edextuBHOO. Unity TakoK MPOMIOHYE BETUKUI HAO1p HI3MIHUX MOAYIIB, 30kpeMa PhysX
Bim NVIDIA, mo 3a6e3mnedye peanicTUYHy B3aEMOIII0 TBEPAUX T, KOMI3il, TPUTEPIB 1
MexaHiK pyxy. Lle € BaXJIMBOIO TIepeBaroro JJist MPOEKTIB, Je Gi3udHa CUMYIIAIIS BiAIrpae
KIIIOYOBY pOJib, K y BUNAJAKY TPUBUMIPHOTO IIIyTEpa, IIO CTBOPIOETHCA B MeXax Ii€i

MaricTepchbKoi poOOTH.
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[le ogniero cunbHOIO cTopoHOIO Unity € Horo 6aratornatdopMHicTb. Pymriit Hagae
MOMKJIMBICTh 30MpaTh MPOEKTU IS IIMPOKOro cmekrpa miargpopm: Windows, Linux,
macOS, Android, 10S, WebGL, xonconei, a Takox VR/AR-npuctpois. Taka
yHiBepcanabHICTh poouTh Unity onTUMaJIbHUM BUOOPOM HE JIMIIE JJIs TOYaTKIBLIB, ajie i
JUTSI CTYJI1M, SIKI IPAarHyTh CTBOPIOBATH 1Py AJIs pi3HUX HUPPOoBHUX eKkocucTteM. Kpim Toro,
mara3zuH Unity Asset Store cTaB oIHUM 13 HAHOUIBIIUX PECYPCIB IPOBUX KOMIIOHEHTIB,
MoJiesel, MaTepialiiB, aHIMallii 1 KOAOBHUX PIllI€Hb, IO 3HAYHO MPHUILIBHUALIYE PO3POOKY 1
3MEHIITy€ BUTPATH Ha CTBOPEHHS BEJIIMKOTO 00’ €My KOHTEHTY. Yce 1e nmepeTBopioe Unity
Ha ITHCTPYMEHT, 110 OJAHAKOBO A00pe miaXoauTs st 2D-, 3D-, MoOutbHuX, VR-MIpo€eKTIB
Ta MEPEKEBHX Irop.

Ha mporusary Unity, pymiit Unreal Engine uyacto acoliitoeTbcsi 3 MpOeKTamMu
BHCOKOTO piBHs rpadiunoi ckraguocti. Moro ictopist mounnaerses uie 3 1990-x pokis,
ane came cydacHi Bepcii, mounHatoun 3 Unreal Engine 4 1 ocobmuBo Unreal Engine 5,
BU3HAUMJIM HMOTO SIK OAMH 13 TEXHOJIOTIYHUX JiAepiB iHAycTpii. EmoxambHuMm cTano
BIIPOBAKEHHSI CUCTEMHU (DI3UYHO KOPEKTHOTO PEHIEPHUHTY Ta Cy4aCHUX MarepiaibHUX
monenei, a 3 BuxogoM UES pymriit orpumaB Taki iHHOBaIIi1, sk Nanite Ta Lumen. Nanite
JI03BOJISIE TIPAIIOBATH 3 MUTbSAPIaMHU TOJIITOHIB, IO (PAKTUIHO YCYBA€ MOTPEOy Y pyIHOMY
ctBopeHH1 piBHiB meramzaiii (LOD), a Lumen peanizye miobanbHE OCBITICHHS B
pearbHOMY Yaci, HAOJMMKaloUu SKICTh PEHACPHHTY J10 KiHOTHIYCTpii. Taki IHCTpyMEHTH
poOnsaTe Unreal Engine ontumanbHuM BUOOPOM It (POTOPEANTICTUYHUX CUMYISIIIHN,
BEJIMKUX CBITIB Ta Irop, OpieHTOBaHUX Ha rpadiuHy gockoHanicTh. llle omniero
xapakrepHoro pucoro Unreal Engine € Bukopuctanus cucremu Blueprint — Bi3yanbHOi
MOBH TMPOTpaMyBaHHs, IO J03BOJISIE CTBOPIOBATH MOBEIHKY 00’ €KTIB 1 JIOTIKYy Tpu 6€3
HanicaHHsl kony. Lle BigkpuBae noctyn A0 po3poOKM HE JUIIE mporpamictam, ajie u
Iu3aifHepaM 1 XyJdOXKHUKaM, 3a0€3Meuylodr THYYKICTh Ta MPUCKOPIOIOYH CTBOPCHHSI
npototuriB. [Ipote pymriit Takox migTpumye MoBy C++, sika 3a0e3meuye BUCOKUHN PiBEHb
KOHTPOJTIO HAJT MPOJYKTUBHICTIO 1 BHYTPINIHIMH MPOIIECAMH.

Ha Bigminy Bin Unity Ta Unreal Engine, pymiii Godot HaOyB monmysiasipHOCT1 SIK
TIOBHICTIO BiIKpHTHIA Ta BiNbHMUI iHCTpyMeHT. Horo apxiTekTypa 6a3yeThcs Ha CHCTEMi

CUEH 1 BY3JB, IO JO3BOJIIE CTBOPIOBATH CKJIAAHI iepapxiuHi cTtpykrypu. Godot
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NIATPUMY€E KUIbKa MOB IHporpamyBaHHs, 30kpema GDScript — BmacHy MoBY,
CUHTaKCU4YHO cx0Xy Ha Python, a takox C# 1 C++. BaxnuBoro mepeBaroro € moBHa
BIJIKPUTICTH KOJY PYILIisl, 110 J03BOJISIE€ pO3POOHUKAM 3MIHIOBATHA BHYTPIIIHIO JOTIKY Mij
notpedu npoekty. Godot TakoX € JETrINUM 3a peCypcaMi, 10 pOOUTh HOTO MPUBAOIUBUM
BUOOpPOM JJI1 1HAI-pO3POOHUKIB Ta OCBITHIX MpoekTiB. Xodya Godot TpamuiiitHO
BBa)KaBCsI MEHII NOTYXHUM y nopiBHsHHI 3 Unity Ta Unreal Engine y cdepi TpuBuMipHOi
rpadiky, ocTaHHI Bepcii CyTTEBO MOKPAIIMUIM PEHACPUHT, BKIIOYHO 3 MIATPUMKOIO
Vulkan Ta cyyacHux MaTepiaJibHUX MOjiesiel. Pymiiii akTHBHO PO3BUBAETHCS CIUIBHOTOIO,
110 JJ03BOJIsI€ HOMY MOCTIHHO HAOIMKATUCS 10 PIBHS BEJIMKUX KOHKYPEHTIB.

[Tonmanpiuii aHai3 Cy4yacHUX IFPOBUX PYIIiB BUMArae mrOIIOro po3yMiHHS IXHIX
apXITEKTYpPHHUX MPUHIUIIB, OCKUTLKA CaMe BOHM BU3HAYAIOTh MOXKJIMBOCTI pO3pOOHUKA
y ctBopeHH1 3D-irop. BaxinBo 3a3HaunTH, 110 pyIii HE MPOCTO TeHEPYIOTh rpadiky YU
3a0e3neuytoTh (P13udH1 00UHUCTIEHHS — BOHHU (POPMYIOTh LTy €KOCUCTEMY, SIKa OXOIUTIOE
poboTy 3 pecypcamu, OITHUMI3allif0, KOMIIOHEHTHY CHCTEMY, aHIMaIlll0, MEpEeKEBY
B3a€EMOJIi10, OOPOOKY 3BYKY Ta 1HII Ba)KJIUB1 aclieKTU. TomMy BUOIp pyIlis BU3HAYAE HE
JUIIE TEXHOJOTIYHUM MIIXIiJ, aje W CTPYKTypy camMoi Tpu, CIOCOOM B3aeMOii MIXK
ITpOBUMH 00’ €KTaMH Ta METOAM peaiizamii Gpi3uuHoi cuMymslii, mo € 6e3mocepeHbO
aKTyaJIbHUM JIJIs1 TAHO1 MariCTepchbKoi poOOTH.

Unity y 1IbOMy KOHTEKCTI YacTO CIPUMMAETHCS SIK PYIIii, OpIEHTOBAaHWA Ha
IIBUAKICTh PO3POOKH, THYYKICTH i MOAYIBHICTh. MOro BHKOPHCTAHHS B OCBIiTHIX
MPOEKTAX, 1H1-PO3POOIIl Ta HABITH y BEJIMKUX KOMEPILIMHUX MPOAYKTAX OB’ A3aHE 3 TUM,
110 BiH JI03BOJISIE CTBOPUTH MOBHOIIHHY ITPOBY CUCTEMY 0€3 HeoOXiTHOCTI (hOPMYyBaHHS
HU3BKOPIBHEBHX alroput™MiB. Hampukian, nis BusHadeHHs (13MYHOT OBEIHKU 00’ €KTa
JocTaTHbO gonaTh koMmmoHeHT Rigidbody ta 3amatu iioro mapamerpu. B3zaemomnis Mixk
00’eKTaMu pealizyeTbes Yepe3 KoJIaaepu Ta MoAli, sKi 00pOoOIISIIOTECS 3a JTOITOMOTORO
cranaaptaux ¢yskiiid, Takux sk OnCollisionEnter un OnTriggerStay. Takwmii mimxin
MiHIMI3y€e TOTpeOy po3poOHMKa y PO3B’s3aHHI 0a30BHX (PI3MYHUX 33134 1 JTO3BOJISE
30CepeuTUCsT Ha TPUKIAAHMX MexaHikax Tpu. lLle ocobamBo BaxiIWBO B
0araroKOpucTyBallbKUX 1rpax, Je (¢i3uyHa TNOBeAiHKa Mae OyTh CTaOUIbHOIO,

nependavyyBaHOI0 Ta Y3TOMKEHOI MK PI3HUMH KiieHTaMH. Y Mexax Unity Takox
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AKTUBHO BHUKOPUCTOBYEThHCS cucTeMma MpedaldiB — 3aroToBOK 00’€KTIB, SIKI MOXHa
MOBTOPHO BHUKOPUCTOBYBaTM B PI3HUX CIEHAX 1 3aCTOCOBYBAaTH JI0 HHUX 3MIHU
neHTpanizoBaHo. [Ipedabu crpourytoTh MPOEKTYBAHHS CKIAJHUX ITPOBUX CTPYKTYD,
OCKUIBKH J03BOJIIIOTh BU3HAUATH YCIO JIOTIKY Ta KOMIIOHEHTH 00’€KTa B OAHOMY MiCIIi.
Jlist MepexeBUX NPOEKTIB, TAKUX SK Ipa, po3poljeHa B pamMKax Li€i MaricTepchbKoi
pobotu, npedadu BiIIrparoTh KIIOUOBY POJIb Y CUHXPOHI3aIlli CTBOPEHHS Ta 3HUIICHHS
00’ekTiB y Mepexi: Photon, Hanpukiian, BUKOpUCTOBYE came npedadbu i1t KOPEKTHOTO
CTBOPEHHS IHCTAHCIB M1K KJII€EHTAMH.

Amnaniz apxitekrypu Unreal Engine neMoHCTpye 1HIIMHN MiIXiJ], OpIEHTOBAaHUHN Ha
MaKCUMAaJIbHy TPOAYKTUBHICTE Ta po0OoTy 3 Benukumu obcsramu nanux. Y UE
peamizoBaHa cucrema Actor—Component, 1m0 TakoX TMepeadadae MOAUT JIOTTYHUX
KOMITOHEHTIB 00’€KTa, MPOTE caM Pyl BUKOPUCTOBYE 3HAUHO CKJIAJIHINTY 1€pApXIito Ta
BHyTpimHI MexaHi3Mu. Unreal Engine TicHO mnoB’s3anuit 13 MoBoto C++, ska
BUKOPUCTOBYETHCA Il HU3BKOPIBHEBOTO JIOCTYNYy 1O CHCTEMH, OINTHUMI3alii Ta
CTBOPEHHSI BUCOKONPOAYKTUBHUX pinieHb. [lonpu 1ie, moxknuBocTi Blueprint HagatoTs
3pYyYHUN IHCTPYMEHT HJisi HIBUIKOI pO3pPOOKH JIOTIKH, JO3BOJIAIOYM TOEIHATH KOA 1
Bi3yasnbHe niporpamyBanHs. [lopiBHiotoun Unreal Engine 3 Unity, MoxHa 3a3HauuTH, 110
UE 3a3Bu4ail BUKOPHUCTOBYIOTh JJI BEJIMKHX TPOEKTIB, A€ BAXIMBO JIOCATTH
KiHeMaTorpadiuHoi SKocTi rpadiky, CKJIAJHOTO OCBITJICHHS, I'yCTO HAaCEICHUX CICH 1
BUCOKOIHTEHCUBHOI (hi3u4HOi B3aemozii. Bognoyac Unity dacriiie BUKOPUCTOBYETHCS B
MIPOEKTAX, JIe BAXKIIMBUMH € IMIBUJIKICTD, aJalITUBHICTD 1 MPOCTOTA PO3POOKH.

Godot, y cBo uepry, MO3UIIIOHYye cebe SK PyIIid, SKUM MOETHYE MPOCTOTY,
THYYKICTh 1 BIIKpUTICTh. BiH HE 3aJIe’KUTh Bij 30BHINIHIX KOPIIOPATUBHUX PIIICHb, IO
pOGHTH HOro MPUBAGIHBAM T aKaJEMiUHNX i JTOCIiTHUIBKHX MPOEKTIB. Moro By3noBa
CTPYKTypa J03BOJISIE CTBOPIOBATH CIICHM, SKI CKIAMAIOThCSA 3 JPIOHUX EIEMEHTIB—
BY3JIIB—KOXXEH 13 AKUX Mae BiacHy moBenmiHky. lle pobutr Godot KoHIENTyalbHO
cxoxuM Ha Unity, ane 3 OUTBIIIOI0 THYYKICTIO Y 3MiHI BHYTPIIIHIX MEXaHI3MIB PYIIIisl.
BaxnuBo Takox Bim3HauuTH, 1m0 Godot BUKOPUCTOBYE JIETKY IHTEPIPETOBAHY MOBY
GDScript, 3aBasiku gkiii po3poOKa CTae JOCTYIMHOK HaBiTh moyaTkiBusMm. Xoya 3D-

MOxJIMBOCTI Godot MOKM 1110 €10 BIACTAIOTh BiJl ABOX BEIUMKUX KOHKYPEHTIB, OCTaHHI
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BepcCii JEMOHCTPYIOTh 3HAYHUI NPOTrPeC y HAMPSMKY SIKICHOTO pEHAEPHUHTY, (PI3UKHU Ta
onTUMI3aIlii.

T'oBopstur 1po (Bi3MUHI MOKIMBOCTI PYILIiB Y KOHTEKCTI CUMYJIALIT 00’ €KTIB, BApTO
3a3HaunTH, o Unity Ta Unreal Engine noknagatorecst Ha PhysX sik 6a3zoBuil pisnuHuit
PYILIH 711 MOJIETIOBaHHS TBEPAUX T, KoJi3ii 1 nuHamiku. Unreal Engine Mae qonaTkoBi
BJacH1 po3mupenHs, Taki sk Chaos Physics, siki gatoTh 3MOry CTBOpIOBaTH MacluTaOH1
¢13uuHi edexTH, pyWHYBaHHS, TKaHWHU, PIAMHUA Ta 1HII THOU cumynamnii. Godot
BUKOPHUCTOBYE BIIaCHY (Di3MUHY CHCTEMY, SIKa X0 1 MEHIII OTITUMi30BaHa, MPOTE JT03BOJISE
IHYYKO 3MIHIOBATH M afanTyBaTH MOAYIMI Mij crielu(iuHi BUMOTH.

CydacHl 1rpoBi pyIrii TakoX ICTOTHO PI3HATBCSA MiAXOAaMH JI0 ONTHMI3AIlli,
0o0poOKM OCBITIeHHS Ta ympabiiHHA nam srTi0. Unreal Engine poObuth cTaBky Ha
MOTYXHI TEXHOJIOT1l IMI00aJbHOTO OCBITJCHHSI, MPOIEAYPHY TEHEpaIlil0 KOHTEHTY Ta
CUCTEMH MMOTOKOBOTO 3aBAaHTAKEHHS PECYPCIB, IO I03BOJISIE CTBOPIOBATH BEIIMKI CBITH 3
BHUCOKOIO TOUHICTIO. Unity HATOMICTBh IMIKPECTIOE THYUYKICTh HATAIITYBaHHS OCBITIICHHS,
MOKJIUBICTh BHOOPY pI3HUX PpEHJAEp-TANIIaliHIB 1 CTBOPEHHS Irop Il HIMPOKOTO
CIEKTpa MPHUCTPOiB, BKIOYHO 3 MOOUTbHMMHU. (Godot 30cepe/keHnil Ha MPOCTOTI Ta
YHIBEpCAJIIBHOCTI, 30epirarouu OajaHC MDK TPOAYKTUBHICTIO Ta JOCTYITHICTIO.
[Tomanpmmii neTanpbHUN PO3MISIA CYJaCHUX PYIIiiB BKazye Ha Te, IO iX MOPIBHIHHS HE
MOXKEe OOMEXYBATHCS JIMIIE TepeaikoM (YHKIIH YM 3araJbHUMH XapaKTePUCTHUKAMU.
KoskeH 13 HEX chopMyBaB BIACHHUM MIAXiA A0 opraHizaiii po3poOKu irop, a BiIMiHHOCTI
y LIUX MiJIX0/1aX BIUIMBAIOTH HE TUTBKU HA PE3YJbTAT, ajie i Ha caM mpoliec cTBopeHHs 3D-
MIPOEKTY, HA BUOIp apXITEKTYPHHUX MATepPHIB, HA ONTUMI3AIiI0 (I3MKHU Ta HA T€, HACKUIBKH
JIETKO PEai30BYIOTHCA TaKi MEXaHIKH, SIK CUMYJSINS B3a€MOil 00’ €KTiB, MEpEKEBUN
pexuM ab0 AUHAMIYHE OCBITIICHHS.

Unity y 1IbOMYy KOHTEKCTI MPOTIOHYE IMiJXiJ, OPIEHTOBAHWI HAa KOMIIOHCHTHY
apxiTeKTypy, fKa 3poOuja pymlriii HaA3BUYAHO 3PYYHHM IS IIHPOKOTO KOja
PO3POOHUKIB — BiJl MOYATKIBI[IB 0 CTY/iH, SKI CTBOPIOIOTH MOOUIBHI 4 VR-TIpO€EKTH.
OcHogoto € xonteniigs GameObject, 10 SIKOTO MOKHA M1’ €IHYBAaTH IOBUIbHY KLIBKICTh
KOMIIOHEHTIB: (I3UYHUX, JIOTIYHUX, TpadiuyHux ado ciyxOoBux. KoxkeH KOMIOHEHT

MpaIioe HEe3aJIe)KHO, aJie BOJHOYAC MOXKE B3aEMOJISITH 3 IHIIMMH Yepe3 MexXaHI3M
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nocuiaHb abo 3anexxHocTed. Takuil MmiAXiA J03BOJSIE PO3POONSITU TPy MOCTYMHOBO,
HapOIIYIOUH 11 CKIIaJIHICTh, 1 JIETKO OHOBIIOBATH a00 mepepoOsiTh OKpemi Moayii 6e3
HEOOXITHOCT1 3MIHIOBaTH BClo cuctemy. lle cramo BaxnauBuM ¢akTopoMm st BUOOPY
Unity nig yac po3poOKH Tpu 3 PI3UYHOI0 CUMYJISLIEI0, OCKUIbKK poOoTta 3 Rigidbody,
Collider, marepianamu (i3UKH Ta CKPUNTAMU MOBEIIHKH € IHTYITUBHO 3pO3yMLIOIO Ta
n00pe 3aJ0KyMEHTOBAaHOIO.

Kpim Toro, Unity Mae CuIbHY €KOCUCTEMY IHCTPYMEHTIB, SIKa TAKOXK BIUIMBA€E Ha
3pYYHICTH PO3p0oOKH. Asset Store, HAIPUKJIIAJI, A€ MOKIIMBICTH BUKOPUCTOBYBATU IOTOBI
MOJIeNl, aHIMaIlli, MmeWaepyu, IHCTPYMEHTH ONTHUMI3aIlli Ta HaBiTh ILUIl CHUCTEMH
KepyBaHHsI IepCOHakeM abo MepexeBi ppeiiMBopku. Lle 3HaYHO ckopodye Yac po3poOKH,
JI03BOJISIE 30CEPEAUTHUCS Ha YHIKAIBHUX MEXaHIKaxX T'py 1 BOAHOYAC MIHIMI3y€ PHU3UKH
NOMUJIOK Y 0a3oBoMy (yHKIIoHa1. OCKUTBKY Yy 1[Il MaricTepchKid poOOTI peaizoBaHa
TaKO)XK MEPEKeBi CKiamoBa, ekocuctema Unity ciyryBaja JOAAaTKOBOIO TIEPEBarolo:
Photon PUN moBHicTio iHTerpoBanuii y Unity, miarpumye mnpedabu, B3aemoiie 3
KOMITOHEHTaMU IrPOBUX 00’ €KTIB, MPAIIO€ 3 MOAISIMH CIICHH Ta JIeTKO moeauyeThes 3 Ul
Toolkit, 1m0 3abe3medyye THYYKe Ta CTaOUIbHE CEpeNOBHUINE [IJII CTBOPCHHS
0araroKOpHCTyBalbKOI I'PH.

VY Bumanky Unreal Engine ctpykrypa poOOTH CYTTEBO Bifpi3Hs€Tbcs. Py
IPOIIOHYE HE TIILKM KOMIIOHEHTHY MOJIEb, aje ¥ OUIbII HU3BKOPIBHEBY 1HTETpAIIilO
C++, mo jgae 3Mory po3poOHHMKY BTPYyYaTHCs B CaMi OCHOBH POOOTH pyIris. 3aBAsSKU
npomy Unreal Engine 4acTo BUKOPUCTOBYETHCS Y BETMKUX KOMEPLIMHUX MPOEKTAX, 1€ €
HEOOX1THICTh ONITUMI3yBaTH KOKEH aCHEKT IPH Ta 3a0€3MEUUTH MAKCUMATHHO MOXIIHBY
axicTh rpadiku Ta pizuku. Cucrema Blueprints crana onniero 3 kimtodoBux iHHOBarlii UE,
OCKUTBKH BOHA JIO3BOJISIE Bi3yaJIbHO MPOTPAMyBaTH CKJIAJIHY JIOTiKY, BUKOPHCTOBYIOUU
Mozeni By3miB 1 3B’s13kiB Mk HUMH. Takum ynHOM Unreal Engine moennye mmbuny i
BHCOKY TpPOAYKTHUBHICTH C++ 3 JOCTYNHICTIO Ta HAOYHICTIO BI3yaJbHOTO
nporpamyBanHs. [IpoTe s MeHIT MacmTaOHUX MPOEKTIB, OCOOTUBO I HABYATBHUX
abo exkcriepuMeHTaidbHuX, Unreal Moxke BUABUTUCS HAAMIPHO CKJIAJHUM uYepe3 BEIUKY

KUIbKICTh CUCTEM, L0 NOTPEOYIOTh PETEIbHOTO HaJIaIllITyBaHHS.
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Godot na ¢oni Unity ta Unreal Engine BuauisieTbcsi paguKagbHO 1HILIOIO
¢utocodiero. BiH € TNOBHICTIO BIAKPUTUM pYLIIEM, IO JTO3BOJISIE PO3POOHUKAM
3MIHIOBaTH HOTO $JIpO, ONTHUMI3YBaTU peHaep abo (i3uKy BIAMOBIIHO 10 BIACHUX
norpe6. Cam pyuiii nmoOynoBaHUI Ha BY3JIOBIM apXITEKTypl, ska POOUTb CTPYKTYpYy
CIIEHU THYYKOIO 1 MPUPOAHOIO NI po3yMiHHs. Hemae HE0OX1THOCTI po3aUIATA 00’ €KTH
Ha npedaldu, reiMo00’€KTH Ta KOMIOHEHTH — Oy/Ib-SIKHI €J1eMEHT CLEHU € BY3JIOM 1
MO>KE HacaimyBaTucs, MoaudikyBarucs abo OyTH YaCTMHOIO OUIBII CKIIATHUX CTPYKTYP.
Ie cTBOprO€ epeKTUBHY CUCTEMY HABITH JIs BeIuKuX ciieH. OgHak y 3D-po3pooii Godot
JIOBI'MI Yac MOCTYyMNaBCsa CBOIM KOHKYpPEHTaM Y IJIaHi Tpadiku, onTUMI3allil peHaepy Ta
¢i3uku. 3 nosBoro Godot 4 cuTyallis 3HaUHO MTOKPaITUiIacs, POTe PYIIid yce 11e OLIbIe
OpIEHTOBaHWI Ha IHAI-IPOEKTH, HABYaIbHI 3aBIaHHS Ta EKCIIEPUMEHTH, a HE Ha
BUCOKOTIPOTYKTUBHI KOMEPIIiiHI irpu.

BaxxnmBo TakoX 3a3HAUMTH, IO y KOHTEKCTI (PI3UYHOI cuMyndamii pyurii
peanizyroTh adcomoTHO pi3Hi miaxoau. Unity nmpononye PhysX sik ocHOBHMI (pi3uuHuMiA
JIBUTYH JJi1 TBepAuX TuUl. Bin 3abesmneuye cTaOUIBHICTh, PEATICTHYHICTD 1
nependauyBaHICTh (i3UKH, 0COOJIMBO B MPOEKTAX, /1€ 00’ €KTH MOBUHHI B3a€EMOMISATH 3
OaratbMa pI3HOpIAHUMH ejemeHTamu cepeposuma. Unreal Engine, oxpim PhysX,
po3pobuB BiacHy cuctemy Chaos Physics, mo mo3Boiisie CTBOprOBaTH HaA3BHUYANHO
cKkiagHi eexkTh pyHHYBaHb, CUMYJAIIl M SKHUX TiJ, TKaHWH, BHUOYXIB 1 MacCHUBHHX
nuHaMiYHKEX cucteM. Lle ae po3poOHHUKY MOXKJIMBICTh CTBOPUTH (DI3UUHE CepeIOBHUIIEC
MaKCHMaJIbHO OJu3bKe 10 peanbHoro. Godot BUKOPUCTOBYE CBill hiI3MUHMIA PYIIIiid, SKUN
X04 1 MEHII CKIIaJHWHN, alleé JOCTaTHhO €(MEKTHBHUN [JIs CEepefHiX 3a MacmrTadbom
MIPOEKTIB 1 103BOJISIE BPYUHY HAJIAIITOBYBATH 06arato CKIagoBuX (HI3MIHUX OOUUCIICHB.

[TopiBHIOOYH 11i pymIii Y MPAKTUYHOMY ACITIEKTi, MOXXHA 3pOOUTH BHUCHOBOK, ITIO
Unity 3abe3nedye HaiOuThIn 30aaHCOBAaHE CEPENOBUINE I Po3podku 3D-irop i3
¢izuuHOI0 cuMyIsIie0. BiH moeqHye MOCTYIHICTh, 3p03yMUTy KOMIIOHEHTHY MOJIEIb,
cTabinpHy (i3uKy Ta O6araty exkocuctemy iHCTpyMeHTIB. Unreal Engine € ontumansHUM
BUOOPOM JIJIs1 MPOEKTIB 13 HAJIBUCOKUMH BUMOTaMu 10 rpadiku ta (pi3uku, ane norpedye

3Ha4yHO Outble 4Yacy Ta AocBiny. Godot mporoHye MOBHY CBOOONY, BIAKPHUTICTH 1
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MPOCTOTY, aj€ HE 3aBKAM MOXe 3a0e3MeunTH TOM K€ pIBEHb NPOAYKTHBHOCTI Ta

CTAaOUIBHOCTI, 10 € HEOOXITHUM Y peanicTUHYHuX 3D-irpax.

1.3 OcobamnBocTi MoBH nporpamyBaHHsi C# y KOHTEKCTI po3po0KkH irop

Mosga nporpamyBanns C# nocigae ocoOiauBe Miclie B IHAYCTPIi pO3poOKHU irop,
HacaMmIiepes1 3aBsKH CBOil TiCHIM 1HTerpaiii 3 irpoBum pyuriem Unity, SKuil € OTHUM 13
HaUNOMYJApHIIIUX 1HCTPYMEHTIB cTBOpeHHs 2D 1 3D irop. Bubip C# y KOHTEKCTI
pPO3pOOKH ITPOBHX 3aCTOCYHKIB 3YMOBJIEHUN HHU3KOK (DaKTOpiB, IO BKIIOYAIOTH
3pY4YHICTh CHHTAKCHCY, 00’ EKTHO-OPI€EHTOBaHY MPUPOIY MOBH, PO3TATY)KEHY EKOCUCTEMY
0107110TeK, BUCOKY TMPOAYKTUBHICTh 1 CTAOUIBHICTh, & TaKOX IIUPOKUNA CHEKTP
MOXKJIUBOCTEH IJIs1 B3a€MOJii 3 pi3HUMH cucTeMaMu pymiig. Y moeaHanHi 3 Unity C#
NEPETBOPUBCA HA OAMH 13 HAWOUIBII YHIBEpCAJbHUX IHCTPYMEHTIB IJisi CTBOPEHHS
IIPOTOTHIIIB Ta MOBHOI[IHHUX ITPOBUX MPOIYKTIB Oyab-sikoro macitaly. Ictopuuno C#
OyB cTBOpeHHl KomrmaHiero Microsoft sk uwactmHa muatdpopmu .NET 13 meroro
3a0€3MeUnTH CydacHIIy, Oe3MevHimy Ta OUIbIl CTPYKTypoBaHYy ajbrepHartuBy C++ i
Java. 3aBasku cBOiil 00’ €KTHO-OpPIEHTOBAHIN MPUPOII MOBA CTajia MOMYISIPHOIO CEPeT
PO3pPOOHMKIB HMIMPOKOTO MPOQLI0, OCKUIBKH MPOMOHYBala IHCTPYMEHTH IJIsS YiTKOTO
OMHCY TOBEAIHKHM 00’ €KTIB, IXHIX BIAaCTUBOCTEH, CTAHIB 1 METO/[IB B3aEMOIIT MK HUMU.
VY KOHTEKCTI Irop ISl MmapagurmMa BHUSBHUJIACS HAA3BUYAWHO €(QEKTUBHOIO, OCKUIBKH
OUTBIIICTh EJIEMEHTIB IrpOBOTO CBITY — TEPCOHAXI, MPEAMETH, KOMIIOHEHTH
CepeloBuIla, CHAPSIAM Ta MEXaHI3MH — MPUPOJHO OMUCYIOTHCA Y BHUIIIAMI 00’ €KTIB 13
BHYTPIIIHBOIO JIOTIKOIO.

Onniero 3 HaBakIMBimMMX npuuuH, yomy C# crtaB cranmaptom mis Unity, €
ONTUMAJbHUNA OajaHC MK MPOMYKTHBHICTIO Ta MPOCTOTOIO po3podOku. 3asasku JIT-
KoMt Ko y C# BUKOHY€ETHCS 13 BUCOKOIO MIBHJIKICTIO, 1[0 pOOUTH HOTO MPUIATHUM
JUIS CTBOPEHHsI TIPOEKTIB y peaJbHOMY 4daci, 30Kpema IIyTepiB, IuIarhopMepis,
cumynsaTopiB Ta VR-gomarkiB. Y TOH ke 4ac CHHTAKCUC MOBH 3JIMIIAETHCS JIETKUM IS
PO3YMIiHHS, IO JO3BOJISE HABITh IOYATKIBISIM IIBHAKO OCBOITHCS Ta MEPEHTH 10

peanmizanii ckiaagHux cucreM. C# aKTUBHO BHUKOPUCTOBYETHCSI Yy HaBYAJbHOMY
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CEepeZIOBUIIll caMe 4Yepe3 CBOI0 JOCTYMHICTh, a TaKOXK Yepe3 BEIMYE3HY KUIBKICTh
JIOKyMEHTAIlll Ta HaBYaJIbHUX MarepialiB, 0 (OPMYIOTh CIIPUATIUBE CEPEAOBUIIE NS
PO3BUTKY MOYATKIBIIIB.

V¥ xontekcti Unity C# HaOyBae 11e OUIbII01 BATOMOCTI, OCKUIBKK MOBa 3a0e3euye
JOCTYTI 0 BCiX cucteM pyuiisa. KomnonenTHa mojens Unity moOyqoBaHa TaKUM YHHOM,
10 KOoKeH CKpunT y C# € KOMIOHEHTOM, SIKUM MOXKHA J0JaTH 10 OyIb-SKOro 00’€KTa
cuenu. Bce, mo HamamToByeThes y BikHI iHcrekropa Unity, Moxke OyTH MOB’si3aHO 3
noJsiaMu kiacy y C#, o 3abe3reuye rHydKy MPUB’sI3KY JIOTIKHU J0 BI3yaJIbHUX €JIEMEHTIB
rpu. Cuctema MonoBehaviour y C# nmae 3Mory BUKOPUCTOBYBATH CIeIliajbHI METOIU
XKUTTEBOTO KTy — Taki sik Start(), Update(), FixedUpdate(), OnCollisionEnter() — siki
BU3HAYAIOTh IMOBEJIHKY 00’€KTa B PI3HMX MOMEHTax irpoBoro mpoiecy. KoxkHa Taka
GyHKISE € YacTUHOI 3arayibHOi apxitekrypu Unity, 1m0 A03BOJISIE PO3POOHUKY
IHTYITUBHO YIpPaBISTH pPyXoM O00’€KTIB, (Pi3ukoro, aHIMaIli€l, B3AEMOIIEI0 3
KOpUCTyBadeM 1 OararbMa IHIIMMHU acrnekTamu Tpu. Baxnuso, mo C# no3Bossie
NpaloBaTH 3 PI3HUMHU THUIAMH JIaHUX, Yy3arajJbHEHHSMH, JejeraraMu, MOAISIMU Ta
ACHHXPOHHHUMHU OTepaIlisiMu. Y irpax mi MOXKJIMBOCTI BIIKPUBAIOTh HIJISAX JI0 peaizaii
CKJIQJTHUX CHUCTEM IITYYHOTO IHTEJICKTY, CHCTEM IHBEHTaplo, 0araroKOpUCTYBAIIbKHX
PEXKUMIB, KEpyBaHHSI CTAHOM T'pH a00 31HCHEHHS ONTHUMI3allii Yepe3 MOAUT JIOTIKH Ha
He3anexHl yacTuHU. KpiM toro, C# no3Boise e(eKTUBHO MPAIFOBATH 3 MAaTEMaTHYHUMU
CTPYKTYpaMH, TaKUMH SK BEKTOPH, KBaTEpPHIOHW, MaTpHIli TpaHchopmallii, 1Mo €
HAJ3BUYAIHO BaXXUBUMU y 3D-rpadiri.

VY xontekcti (izuunoi cumymsinii C# nagae 3pyunuit HaOip API mns pobotu 3
kommoneHTaMu PhysX y Unity. Po3poOHUK MOXe JIerko KepyBaTH CHJIaMH, KPyTHHMHU
MOMEHTaMH, Macor, KoedimieHTaMu TepTsi, OOpOOIATH 3ITKHEHHS 1 TpUTepu. Yce Iie
BiI0yBa€eThCs 6€3 HEOOX1THOCTI 3arTUOIOBATHACS Y HU3bKOPIBHEBUN KO PYIIIisi, OCKUTEKH
Unity Hajlae BUCOKOPIBHEB1 METO/IH, SIK1 MPUXOBYIOTh CKJIAJIHICTh BHYTPIIIHBOT (Di3UIHOT
Monein. CuaTtakcuc C# 103BOIsS€ ONMMCYBAaTH TaKi OOYMCICHHS YUCTO M €(DEKTUBHO, IO
0CcOOJMBO BaXXJIMBO ISl IIyTepiB abo irop ’kaHpy action, jJe HEoOXiIHO 3a0e3MeYuTH
IIBUJIKY peakiilo Ha B3aeMoaito 00’ekTiB. OKpemoi yBarum 3aciayroBye€ cuUCTEMa

ynpasiinag nam’atTio y C#. Ha Bigminy Big C++, e po3poOHUK Mae Bpy4YHY KepyBaTH
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BUJUICHHSAM 1 OUYMILEHHSIM mnam’ati, C# BHUKOPHUCTOBYE aBTOMATHMYHUNA 30Mpad CMITTS
(Garbage Collector). Ie 3HauHO 3HMKY€E TMOBIPHICTh MOMUJIOK, OB’ I3aHUX 13 BUTOKaMU
mam’siTi, Ta poOUTHh MPOEKT OUIbII cTaOUTbHUM. Xoua BUKopuctanHia GC motpelye
PO3YMHOT'0O MIAXOAY 0 ONTHUMI3allii Ta YHUKHEHHS HaJAMIPHOTO CTBOPEHHS 00’ €KTIB Y
LUKJIaX, 3araJioM BOHO pOOUTh MOBY O€3MEYHIIIOI Ta OUIBII NepeadayyBaHoIo.

[Homanemmii po3misig oco0auBoCcTel MoBU nporpamyBanHs C# y cdepi po3poOku
irop Aae 3MOry mMOIIe 3pO3yMITH 11 3HAYEHHS JJI Cy4acHUX IrPOBUX PYIIIiB, 30KpeMa
Unity, e st MoBa Bifiirpae 0e3nocepeiHio poiib y (POpMyBaHH1 BCl€T TOBEAIHKOBOI JIOT1KH
00’€eKTIB Ta KOHTpOItO mporeciB y rpi. CyudacHa ctpykrypa C# 103BoJIsi€ pO3pOOHUKY
peani3oByBaT SK HAWMPOCTIII alrOpUTMHU, TaK 1 CKIAHI CHUCTEMH, 30epiratouu Mnpu
I[bOMY BHCOKY YUTA0ENbHICTh Ta CTPYKTYPOBaHICTh KOAY. 3aBASKU CBOil apXITEKTypHIi
npoaymaHocTi C# moeHye BIACTUBOCTI CTaTUYHO THUITI30BAHOI MOBHU 3 PO3MIMPEHOIO
CUCTEMOIO O€3MeKHu, L0 CTajJo OJHIEI0 3 MPUYUH ii MOIIMPEHHS B rajy3l IrpoBoi
HAYCTPIi.

VY xonTekcti Unity xapaktepHoto pucoro C# € Te, 1110 BiH MPAIlo€ HE 130JIbOBAHO, a
B Mexax komoOiHamii 3 miaardopmoro NET, sxa 3abe3nedye M0CTynm J0 BEIHYE3HOI
KiTbKOCT1 0107110TeK Ta 1HCTpyMeHTIB. lle MOMOBHEHHS 03BOJSE PO3IIMPIOBATH
(YHKITIOHAJIBHICTh TPH, IHTETPYIOUH Pi3HI MJICUCTEMH, OOPOOKY JaHWX, MaTreMaTHYHI
po3paxyHKH, poOoTy 3 ¢aiilaMu, MEpEKeBY JIOTIKYy Ta 1HII MOXJIHBOCTI, IO pPOOUTH
B3aEMOJIII0 3 ITPOBHM pYIIiEM IIIOHAMMEHIE YHIBEpCAJIbHOI. Yce 1e 3abe3mnedye
CTBOPCHHSI CHCTEM Oylb-SKOTO PiBHS CKJIAAHOCTI 0€3 HEOOXiTHOCTI BUKOPHCTOBYBaTH
ctopoHHi MoBU abo (QpeiimBopku. Came B cepenoBuili Unity 1151 yHiBepcanbHicTh CH#
MIPOSIBIISIETHCS. HAUOUIBII SICKPaBO, OCKUIBKH PYIIi HAJA€ TOCTYII 10 BEIHUKOI KUTBKOCTI
API, o npairrorots 0e3nocepeanbo yepes C#.

OxpemuM acnektoM € Te, sk C# peamizye 00’ €KTHO-OPIEHTOBAaHMU MIiAXiT Y
ctpykrypax Unity. KokeH enemeHT y Tpi Moxke OyTH MpEACTaBICHHUM SIK KJac, IO
yCHaJakoBYeThCs Bif 6a30Boro kiacy MonoBehaviour. Ie no3Bossie He numie opMyBaTH
MOBEIIHKY 00’€KTIB, ajie ¥ BU3HAYATH 1XHIM CTaH, B3aEMOIIO Ta KUTTEBUH UK. Taka
Mojielib poOOTH 1a€ MOXJIUBICTh PO30MBATH JIOTIKY I'PU HA HEBEIUKI MOJIYIL, SIK1 JIETKO

TeCTyBaTu Ta miaTpumyBaTu. Hanpuknan, pyx nepcoHaxa, Gi3udH1 B3aeMoii, CTpliboa,
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o0pob6ka Ul abGo peaxiiis Ha MoOAll MOXYTh PEalli30BYBaTUCS SIK MOBHICTIO HE3aJEXKHI
KOMITIOHEHTH. Lle BiiMnoBilae NpUHLIUIIAM YUCTOI apXITEKTYPH, 1€ KOXKEH MOJYJIb MICTUTh
YITKO BU3HAYEHY BIIMOBIIAJIBHICTb, 110 3HAYHO CHPOLIYE CTPYKTYPY MPOEKTY, pOOITUN
HOro MEHII CXWJIBHUM JI0 TIOMUJIOK Ta KOH(JIIIKTIB.

IlepeBaroro C# € Takox Te, 110 BIH NIATPUMYE IIUPOKUHN CIEKTP IHCTPYMEHTIB 75
poOOTH 3 ACHMHXPOHHICTIO, TaKUX SK async/await. Y po3poOui Irop 1€ Mae BeIuKe
3HA4YEHHs1, OCKUTBKH JO3BOJIsIE BUKOHYBATH TPHUBAJIi OTepallii — 3aBaHTaXEHHS PeCypcCiB,
MiITOTOBKY CLIEH, OTPUMAaHHS JaHUX 3 Mepexi — 0e3 OJOKyBaHHS OCHOBHOI'O IMOTOKY,
AKUW BIAMOBIJAE 3a PpEHIAEPUHT Ta (I3UyHI OOYMCIECHHS. ACHHXPOHHI METOAU
HiIBUIIYIOTH MJIABHICTH pOOOTH TpH, pobuiaTh Ul OuIbi 4yTAUBUM 70 NI KOPUCTYBaya 1
JI03BOJIIIOTh OpraHi3yBaTH CKJIaJHI B3a€MOJIl MK KOMIOHEHTaMH TI'pu 0€3 pHU3HKY
3aBUCaHHs a00 MaIHHA MPOAYKTUBHOCTI. Y 0araToKOPUCTYBalIbKUX IrPax, /1€ MOCTIMHUM
0OMIH TaHUMH 13 CEPBEPOM € HEOOX1THUM, II€ CTa€ He3aMIHHUM THCTpyMeHToM. CucteMa
MOJ(1 Ta JIeJIeraTiB € 1€ OAHUM BaXJIUBUM €JIeMEHTOM, iKuil poouth C# ePeKTUBHUM Y
po3podiii irop. Jleneratu 103BOJISIIOTH OPTraHi30BYBaTH 3BOPOTHI BUKJIMKU Ta (OpMYBaTH
MOJIeJIl B3aeMOJIIT MK 00’€KkTaMu 0e3 MpsMoi MPHB’S3KUA 10 KOHKpeTHHX Kiaci. Lle
HaJa€ 3HAYHy THYYKICTh Yy TMOOYIOBI apxiTektypu Tpu. Hampukian, cucrema 300py
IpeaIMeTiB ab0 CUCTEMa OTPUMaHHS YPOHY MOKe OyTH peaji3oBaHa TaKUM YMHOM, IO
OJIMH KOMITOHEHT T€Hepye MO0, a 1HII MOXYTh HianucyBaTucs Ha Hei. lle B 3HauHIM
MIp1 TIJBHIIY€E PO3IIUPIOBAHICTD TA aIAITUBHICTH TPH.

Cepen BaxxnuBUX MOXKIMBOCTEH C# TakoX BapTO BiI3HAYUTH POOOTY 31 CKIATHUMU
CTPYKTYypaMH JaHUX. BUKOpHUCTaHHS CIHUCKIB, CJIOBHHKIB, MAacHBIB, 4epr Ta CTEKIB
7103BOJIsIE€ OyyBaTu cucteMu 30epiranss iHdopMmaliii mpo 00’ €KTH, BIACTEKEHHS IXHBOTO
cTaHy a00 opraHizaIlifo yHpaBTiHHS MOTOKaMH JaHUX. Y po3poOlli irop 1me Bifirpae
KPUTHYHO BaXJIUBY pOJIb, OCKUIBKM TaKi CTPYKTYPH 3aCTOCOBYIOTBCS Ui poOOTH 31
CIIMCKaMU TIPOTHUBHUKIB, MYITiB 00’ €KTIB, TAOJIUIIb 3ITKHEHB, CHCTEM 30€pEKCHHS Ipu 200
iHBEeHTapio. 3HaYHOIO TiepeBaroro MoBu C# € ii Oe3meuHicTh. 3aBASKHA CyBOpii THUMi3amil
Ta MEXaHi3My OOMEXKEHHS JOCTYIy JI0 mam ATi PO3POOHUK MOKE YHHKHYTH Oararbox
KPUTHYHUX MIOMUJIOK, K1 YaCTO BUHHKAIOTh y MpoekTax Ha C++. Xoya C++ 3abe3mneuye

MaKCUMAaJIbHUM KOHTPOJIb 3a MaM SITTIO, BIH TaKOX BIIKPUBAE MOXJIUBICTb HU3KHU
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MOMMJIOK, TaKMX SIK CETMEHTAal1iiH1 3001 YM HelpaBuibHA po0O0Ta 3 MoKaxkuukamu. Y C#
1l mpoOieMu MIHIMI3OBaHi, L0 POOUTH MNPOLEC PO3POOKH OLIBII CTAOUIBHUM 1
3aXUINEHUM. 3aBIISIKA I[bOMY PO3POOHUK MOXE 30CEpPEAUTHUCS Ha JIOTIII T'pH, a HE Ha
HU3BKOPIBHEBUX TEXHIYHUX MOMEHTAX.

Y  migcymky C# T10€IHye BHUCOKY HPONYKTUBHICTb, CTPYKTYpPOBaHICTb,
YUTAOCIBHICTh Ta OE3MEKY, 0 POOUTH HOTO 1€ IbHUM BUOOPOM JJIsl PO3POOKH 1rop Ha
Unity. MoBa no3Bosisie OyayBaTH CKJIAJHI IrpOBI CHUCTEMH, €()EKTHUBHO MpAIlOBATH 3
¢iznuHIMH TIporiecaMu, KepyBaTu 3D-ciieHO0, peasizyBaTH MEpPEKEBY B3a€EMOJII0 Ta
3a0e3MedyBaTi 4iTKy B3a€MOJII0 MK €JIeMEHTaMU TpU. Y MexkaX I[bOTO MPOEKTY came
C# ctraB ocHOBOIO pearizailii pi3uyHOT CUMYJISLIT, KOHTPOJIIO TpaBlist, 00pOOKHU CTPLILOH,
B3aemofii 3 Ul Ta MepekeBrX MEXaHIK.

3aBepiraibHa YaCTHHA aHAi3y 0COOMUBOCTE MOBH mporpamyBaHHs C# y cdepi
PO3POOKH irop 30CepeHKYETHCS Ha MPAKTUIHUX aCleKTax il 3aCTOCYBaHHS Ta TTMOMHHHUX
MeXaHI3MaX, SKi BU3HAYalOTh €(EKTUBHICTh 1i BUKOPUCTAHHS B ITPOBUX PYIIIfX,
Hacamnepen y Unity. BaxknuBo migkpecnuTu, mo nonyispHicte C# y il ramysi He €
BUIIAJIKOBOIO: MOBa Oyja CIPOEKTOBaHA TaKUM YHHOM, IIIOO TMOEIHATH TPOCTOTY,
THYYKICTh 1 BHCOKY MPOAYKTHUBHICTh, a cepenoBuie Unity aganTyBayio ii HACTUIbKU
OopraHiuHo, 1o cborofHi C# GpakTUUHO CTaB CTAHIAPTOM IHCTPYMEHTAPitO IS OLIBIIIOCTI
IPOEKTIB Ha IBOMY pyIIii — Bl HAUOPOCTIIIMX MPOTOTHIIB 1O TMOBHOI[IHHUX
KOMEPIIMHUX 1rop.

OnHuM 13 BaXJIMBUX YMHHUKIB, 10 3a0e3meuyioTh edektuBHICTh C# y po3poOiri
irop, € fioro TicHa iHTerpaIris 3 KOMIIOHEHTHOIO apxiTekTypoto Unity. Yci 06’ extu y pymrii
moOyI0BaHI Ha OCHOBI CHCTEMH KOMIIOHECHTIB, IO JO03BOJISIE CTBOPIOBATH CKIIQIHI
00’ €KTH MIJITXOM KOMO1HAIIi1 pI3HUX CKPUNTIB, Hanmcannx Ha C#. KojkeH KOMITOHEHT Mae
CBii HaOip 0O0OB’SI3KOBHX METOIIB JXKHTTEBOro nmkiny — Awake, Start, Update,
FixedUpdate, LateUpdate, OnCollisionEnter Ttomo. I{1 momens pobGoTu 3myInye
pPO3pOOHUKA MHCIUTH TOBEAIHKOI O0’€KTiB, IO BIAMOBIAAE TPHUPOTHOMY OaYCHHIO
CTPYKTYpH TpH. Y PE3ylbTari JIOTiKa CTAa€ HE JHIIE OUIBII MPO30pOI0, ajie 1 JIOTTIYHO
BITOPSIIKOBAHOIO, a/KE KOKEH (hparMeHT KOy BUKOHYE KOHKPETHY POJIb Y MEXaX OTHOTO

KOMIIOHCHTA.
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Crhin oKpeMO HAarolOCHUTH Ha TOMY, SIKe 3HAYCHHS Ma€ CHCTeMa KepyBaHHS
nam’arTio. C# mpairoe 3 aBTOMAaTUYHUM 30MpaHHSIM CMITTS, IO JO03BOJISIE YHUKATH
3HAYHO1 YaCTUHU MPOOJIeM, XapaKTEPHUX JJISI MOB 13 pYYHUM KEpyBaHHIM HaM’ STTIO. Y
po3po0iii irop 1€ € 0COOIMBO BaXKJIUBUM, OCKUIBKU 3pOCTaHHSI KUTHKOCTI 00’ €KTIB IMiJ1 4ac
BUKOHAHHS, YaCT1 CTBOPEHHS Ta BUJAJICHHS €JIEMEHTIB, @ TAKOXK JUHAMIUHI 3MIHU CTaHIB
MOKYTh TPU3BECTHU JI0 HEKOHTPOJIHOBAHOTO BHTOKY IaM’siTi. ABTOMaTH30BaHa CUCTEMa
OYMILICHHSI TapaHTye, L0 HEMOTpiOHI 00’ekTu OynyTh BUAAJEHI, 3HWKYIOUM PHU3UK
NajaiHHsA TPOAYKTUBHOCTI. BogHOYAac BaXIMBO TPaMOTHO ONTUMI3yBaTh dYacTOTY
BUKJIMKIB 30MpaHHS CMITTS, OCKUIBKM HaJaMIpHA KUIBKICTh OO’€KTIB, IO IIBHJKO
CTBOPIOIOTHCS 1 BUIANSIFOTHCS, MOYKE BUKIIMKATH 3aTpuMKH. Lle mokasye, 1mo xo4a MoBa i
O0epe Ha cebe 3HAUHY YACTHHY TEXHIYHOI POOOTH, pO3POOHUKY HEOOXITHO PO3YMITH ii
BHYTPIIIIHI MEXaH13MH, II00 OTPUMATH MaKCUMaJIbHY €(PEKTUBHICTD.

e oaniero cyrreBoro pucoto C# € MOXKIMBICTH pO3pPOOJISATH ITPOBY JIOTIKY 3
BUKOPUCTAHHSIM IITa0JIOHIB MPOEKTYBAaHHS, IO JO3BOJISIOTH OymyBaTH MaciiTaOoBaH1
CUCTEeMH. Y pO3poOIIl irop 4acTo 3aCTOCOBYIOTH Taki mabiaoHu, sk Singleton, Observer,
Factory, Object Pooling, siki maroTh 3Mory OyayBaTH CKJIaJHI CTPYKTypH 0O€3 BTparu
KkepoBaHocTi. Hampukiaz, y 6araTokopucTyBaIbKUX MPOEKTaX YaCTO BUKOPHUCTOBYETHCSA
mrabion Singleton st cTBOpeHHs I100aNbHUX MeHemKepiB, Takux sik GameController
a6o NetworkManager, siki MOBHHHI ICHYBaTH JIMIIE B OJHOMY €K3eMIUIsApi. Tak camo
natepH Object Pooling 3MeHIIye HaBaHTa)XKCHHS Ha MaM'siTb, OCKUIBKH J03BOJISE
MOBTOPHO BHUKOPUCTOBYBaTH OO0’ €KTH, HANPHUKIAA Kyl YW TUIb3W, MO OCOOJIMBO
aKTyaJlbHO JJIS IIYTEPiB, JIe KUIbKICTh CTBOPIOBAHUX CHAPSJIIB MOXE CSATaTh COTCHb 3a
XBIWIMHY. Y 0aratokOpHCTyBallbKUX Irpax, TaKUX SK y pamMKax gaHoro mpoekty, C# €
KITFOYOBUM THCTPYMEHTOM IS pearizamii mepexkeBoi B3aemomii. Photon PUN, skuit
BUKOPHCTOBYETBCS Y TIPOEKTI, TpaImoe sk HagaOymoa Han C#, Hagaroud JOCTYI 10
Mmexani3miB RPC, cunxponizamii cTaHiB Ta KepyBaHHS KIMHaTtaMu. Yci 1 QyHKIil
peami3yroThCsl NUIAXOM BUKIWKIB METOAIB, TOAIM 1 KiaciB, HamucaHux came Ha CH#.
3aBIsSKM 1IbOMY JIOTIKA MEPEKEeBO1 B3a€EMOJIi CTa€ IHTYITMBHOIO: PO3POOHUK MOXKE

o0poOsiATH TOoNil BXOAY TpaBlLiB 10 KIMHAaTHU, pearyBard Ha 3MIHM iXHbOTO CTaHy,
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KepyBaTH Nepeaayueio NaHuX, He BIAXOASYM BiJl MPUHIUIIIB, 110 iX y)K€ BUKOPHUCTOBYE B
THITUX CUCTEMAX TPHU.

OcoOnuBe 3HaueHHs Mae poOoTa 3 MareMaTMYHUMHU (QYHKUIAMH, SKI €
HEB1JI’ EMHOIO CKJIaJIOBOIO OYy/Ib-sIKOTO TPUBUMIPHOTO TIpoekTy. C# 3abe3meuye 10CcTyn A0
MOTY>KHUX MareMaTuyHuX O0107110TeK, BKIIOYHO 31 cTaHAaptHuMu ¢yHkiismMu NET Ta
crienianizoBaHuMu cTpykrypamu Unity, Takumu sik Vector3, Quaternion, Matrix4x4
Touo. BoHM naroTh 3MOry mpairoBaTH 3 OOEpTaHHSIM OO0’ €KTiB, BU3HAUATH HANpPSIMKHU
PYXy, BUKOHYBaTH (PI3MUHI PO3PAXyHKH, 110 € KIIOYOBHUMH JJIsl peaiizallii CUMYIsIii.
[IpakTuyHo Oyab-siKa B3aeMOJisl y I'pl — BiJ pyXy T'paBls A0 BU3HAYEHHS TPAEKTOPIl
NOJBOTY CHapsiia — 0a3yeTbCsl caMe Ha I[UX MAaTeMaTHYHUX 1HCTPYMEHTax, 1 iXHA
e(peKTUBHICTH O€3MOCEPEIHBO 3aJIEKUTh Bl MOXKIMBOCcTEeH CH.

Cucrema o0OpoOKHM BHHSITKIB TaKOXk BIIIrpa€e Ba)XJIHMBY pPOJb, OCKUIBKU J103BOJISE
PO3pPOOHUKY JIOKaNi3yBaTh TMOMUJIKA Ha PaHHBOMY eTami. Irpu € Jyxe CKIaIHUMU
CHUCTEMaMH, Y SIKMX MOMHUJIKAa B OJTHOMY KOMIIOHEHTI MOXE CHPHUYMHHUTH 301 y miTii
CTpykTypl. Bukopucranus try-catch OsokiB, joryBaHHS Ta BOYyIOBaHHX 3aco0iB

JIarHOCTUKH JIOTIOMararoTh IMATPUMYBaTH CTAOUTBHICTh IPU Ha BCIX €Tarax BUKOHAHHS.

1.4 Peanizauia ¢pizuunux cumyasuiii y 3D-cepenoBuinax

®di3uYHa CUMYJIAIIIS € OJHUM 13 KIIFOUOBHUX aCMEKTIB po3poOKH cydacHux 3D-irop,
OCKUTBKM camMe BOHa 3abe3rnedye BIPOTINIHICTh TMOBEMIHKH 00’ €KTIB, BIITBOPECHHS
pEaNmiCTUYHUX PYXIB Ta TPUPOJHY B3AEMOMAII0 MDK €JE€MEHTAMU IrPOBOTO CBITY.
3permToro, TpaBelb CIpuiiMae Tpy He Juiie 4epe3 rpadidHy CKIaIoBY, ajie i depes Te,
HACKUTbKU TEPEKOHJIMBO TOBOMATHCS OO0 €KTH, $SK BOHU TMaJal0Th, CTHKAIOTHCA,
BiJICKaKyIOTh, PYHHYIOThCS 200 pearyroTh Ha 30BHIIMHI cwim. Came ToMy peaizaiis
¢i3Mkr B irpax € KOMIUIGKCHMM 3aBAaHHSM, IO TIOE€JHYE MaTeMaTHYHI METOMH,
aATOPUTMHU OITHUMI3aIlii, JOTIKy B3a€EMOIIA 1 MOXJIMBOCTI KOHKPETHOTO pymris. Y
BUIMAJIKy MPOEKTY, CTBOPEHOTO B paMKax Ili€i MaricTepcbkoi podotu, (i3uyHa MOJEIb
peasizoBaHa Ha 0cHOB1 BOygoBaHoro ¢izuunoro pyuiis Unity — NVIDIA PhysX, sikuit

3a0e3reuye TOYHICTh CHUMYIAIINA Ta iX e(pEeKTMBHE BHUKOHAHHS Yy peajbHOMY 4Yaci.
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[loyaTKOBO BaXXJIMBO YCBIIOMUTH, L0 (Hi3MKa B IrPpOBUX PYLIISX HIKOJIA HE €
MOBHOI[IHHOIO KOIMI€I0 (PI3MYHUX MPOLECIB PEaIbHOTO CBITY. BoHA 3aBXIM € MEBHOIO
apOKCHMAIII€I0, CIPOIICHOI0 MOJEIUII0, aJanToOBaHOK JUis poOOTH B yMOBax
0OMEXXEeHHX O0UMCIIOBAIBLHUX pecypciB. HaBiTh cydacHi BiieokapTH Ta MPOILIECOPU HE
3[1aTH1 B pe€ajibHOMY 4acl ONpalibOBYBaTH MOBH1 CUCTEMHU HENIHIMHUX (PI3UYHUX PIBHSHBD,
AK1 ONMUCYIOTh peajibHi B3a€MOJIl TUT y TPUBUMIPHOMY HpocTopi. ToMy KOKHUN pyIIii
BUKOPHUCTOBYE BJIACHI AJTOPUTMH HAOMMKEHHs, ONTUMI3alii ¥ I1HTepHosIii, 10
J03BOJISIE€ JOCATTH OajlaHCY MI>K TOYHICTIO Ta IIBUJKICTIO BUKOHAHHSI.

VY PhysX ta Unity ¢i3uuna cumysnsiis 6azyerbcst Ha cucteMi RigidBody, sika €
(byHIaMEHTaIbHOIO YACTHUHOIO JIJIsl OyAb-SKHUX (P13MYHO aKTUBHHUX 00’ €KTiB. Komu 00’ ekt
orpumye komrnoHeHT RigidBody, pymiiii nounHae BpaxoByBaTH Taki mapaMeTpH, siKk Maca,
MIBUJKICTh, MPUCKOPEHHS, 1HEpLis Ta BIUIMB 30BHINIHIX CHJI. 3aBISKH I[bOMY CTa€
MOXJIUBUM BIITBOPEHHS PEaJiICTUYHUX TaJliHb, KOB3aHHS, IITOBXaHHS, CTPHOKIB Ta
iHmux nid. [loegnanns RigidBody 3 komaiinepamu — BoxCollider, SphereCollider,
MeshCollider Ta iHmMM#H — 103BOJIsIE€ BU3HAYATH (POopMYy Tijia Ta HOTO MEXK1 y IPOCTOPI.
Ile dbopmye oCcHOBY /ISl OOUMCIICHHS 31TKHEHD, SIKE € OHIEI0 3 HAUCKIIAHIMINX YacTHH
¢bi3u9HOTO pyIITis.

Mexanism 3iTkHeHb y PhysX mpaimroe Ha OCHOBI TMEpPEBIPKH TEPETHHY
r€OMETPUYHUX IMPUMITHUBIB 1 BU3HAYCHHSI HOpMaJIl Ta IMIMOWHM NMPOHUKHEHHS Ti. 11[06
JOCSITTH PEaNICTUYHOI MOBEAIHKH, PYIIi Ma€e HE JIMIIE BUSBUTH (PaKT 3ITKHEHHS, ajie i
BU3HAYUTH HANPSIMOK y SKOMY CIIiJl 3aCTOCYBaTH CHUJy BIAIITOBXYBaHHS, YHUKHYTH
HAJMIPHOTO MPOHUKHEHHS MOJIEeH, KOMIIEHCYBAaTH YUCIIOBI TMTOXUOKM Ta 3a0€3MeunuTn
CTaOUIBHICTh PO3pPaxyHKIB Yy HacTynmHUX Kaapax. CaMe TOMy CHUCTEMa 31TKHEHb 1HKOJIU
JIeMOHCTpy€ crienudivHi eeKTH: JIeTKI TOCMUKYBaHHS 00’ €KTiB, X "MPUIITHATTS" HaT
nmoBepxHeto abo ApiOHI BiOparlii mpu KOHTaKTi. Y pealbHUX irpax 1e € pe3yabTaroMm
KOMITPOMICY M1>K TOYHICTIO PO3PAXyHKIB 1 0OMEXCHHSIMH B pEaIbHOMY Yacl.

OcobnuBy ponb y OBUYHMX CHUMYIAMISX Bimirpae rpasitamis. Y Unity BoHa
peasizoBaHa mo0aibHO, yepe3 mapameTp Physics.gravity, sikuil Bu3Hauae HampsiMOK Ta
CUJIy NPHUCKOPEHHS, 10 JAl€ Ha BCl Tuia cueHu. Lle o3Havae, mo Oyab-aKuil 00’ €KT 3

komnoHeHToM RigidBody aBTtomatuuno mignazae mij BIUIMB rpaBiTallli, SKIIO
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KOpUCTYBay HE BUMKHE II0 OMNIII0 BPY4HY. Y OUIBLIOCTI IrOp TpaBiTallisl 3aJUIIAETHCS
ONMM3BKOIO /IO pEaNbHOTO 3HAYEHHS, OJHAK Yy JEAKHX JKaHpaXx -— HaNpUKIaT,
margopmepax abo (HEHTE3I-MPOEKTaX — BOHA MOXKE OyTH 3MiHEHa JJIsl JOCSTHEHHS
OUTBII MPUEMHMX BIIUYTTIB BIJ pyXy a00 MIAKPECIACHHS CTHIIICTUKH TPH.

OxpiM rpaBiTallii, BAXXJIMBUMH €JIeMEHTaMU (PI3MYHOI MOJIEIII € CUJIU Ta IMITYJIbCH.
Unity n03BoJIsi€ 32CTOCOBYBATH SIK ITOCTIMHI CHJIH, 1110 BIUIMBAIOTh HA TUIO MIPOTATOM 4acy,
TaKk 1 MUTTEBl IMIYJIbCH, IO HAAAIOTh PI3KUX 3MIH IIBUAKOCTI. IMIyabcu yacTo
BUKOPHUCTOBYIOTHCS B MPOEKTAX 31 CTPUICIIEKUMHU MEXaHIKaMH: Bijiy1ada 30poi, MOITOBXH
BUOYXIB, BIAKHIaHHS 00’ €KTIB YHAcHiIOK yaapy. ¥ PhysX iMmynbcu qoat0Thest yepes
metonn AddForce a6o AddExplosionForce. Came 3aBnsku 1uM 1HCTpyMEHTam
PO3POOHUKH MOXYTh CTBOPIOBATH €()EKTH, IO BUIVIAIAIOTH IPUPOIHUMH Ta MEepPEAarOTh
BIMUYTTS OUHAMIKK. BaxnuBum acmnexktom € Te, mo ¢izuka y 3D-cepemoBuii He
OOMEXYEThCSI JIMIIIE PYyXOM TBEpAUX TiUI. BOHA TakoX OXOIUIIOE TaKi CHUCTEMH, SIK
MOJICIIIOBAHHS IIAPHIPHUX 3’ €JIHAHb, MPYKUH, ITAPHIPHUX ITIABICIB, JIAHITIOTIB Ta PI3HUX
MEXaHIYHUX KOHCTpYyKIii. Unity Mictuth HaOip Joint-KOMIOHEHTIB, SIKI JO3BOJISIIOTH
OyanyBaTu CKJIagHI MEXaHI3MH: BiJ NMPOCTUX JBEpeH, mo oOepTaroThCs Ha OCI, 0
MOBHOITIHHUX POOOTH30BAaHUX CHCTEM 3 KIUIbKOMa CTymHeHsSMH cBoOoau. Xodya Taki
CUCTEMHU HE BUKOPUCTOBYIOTHCA Yy 0a30BHX IIyTepax, BOHU € OCHOBOIO i Oararbox
THIITKX JKaHPIB IrOP Ta JEMOHCTPYIOTh THYYKICTh PYIIIisl.

[TpomoBxyroun aHami3 GI3UIHUX CUMYJIAIIN Y TPHBUMIPHHUX CEPEIOBUIIAX, BAPTO
OUIBII 1€TaIbHO PO3MIISTHYTH OCOOJIMBOCTI aldrOPUTMIB, 5IKi 3a0€3MeUyI0Th CTa0LIbHICTD
Ta mependadyBaHicTb poOoTH ¢izuaHoro pymiis. e 0coOaMBO Ba)JIMBO y KOHTEKCTI
IrpoBOi1 pO3pOOKHU, OCKUIBKM BiJ MPAaBWIBHOCTI HAJAIITYyBaHHSA (DI3MYHUX MapaMeTpiB
3aJICKUTh HE JIUIIE TJIAaBHICTh PyXy 00’€KTIB, aje W 3arajbHe BpakeHHsS Bim rpu. Ha
BiIMIHY BiJl HAyKOBUX CUMYJISIIIIN, SIKI TParHyTh JO MaKCUMAJIbHOI TOYHOCTI HE3AJIEKHO
BiJl OOYMCITIOBATILHUX BUTpAT, irpoBa (hi3Mka BUKOPUCTOBYE ONMTHUMI30BaHI METOIH, IO
JI03BOJIIFOTh BUKOHYBAaTH CHUMYJISIIIO B PeajbHOMY dYacl i3 rapaHTOBAaHOK YaCTOTOIO
kazpiB. CaMe TOMY BEJIMKE 3HAUCHHS MalOTh Taki mapameTpu, sik Fixed Timestep, Solver

Iteration Count Ta 1H111 MEXaHI3MH cTaOUTI3aL].
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OaHMM 13 KJIIOYOBUX ACHEKTIB POOOTH (PI3MUHOTO PYILIisl € PO3AUIEHHS JIOT1KH
onosneHHs Ha Update ta FixedUpdate. ¥ Unity cumymsitis Gpi3uku 311HCHIOETBCS came y
FixedUpdate, sikuii BUKIIMKaeTbCA 3 (PIKCOBAHOIO YAaCTOTOIO, HE3AJIEKHO BiJl KLTBKOCTI
KaJipiB Ha cekyHAy. Lle o3Hauae, mo HaBiTh k1o FPS 3miHto€eThCs, hi3udHUM pyiil Oyie
MpalroBaTi cTabuIbHO. Y TOM K€ yac JIOriKa pyXxy, OB’ A3aHa 31 B3aEMOAIEI0 (I3UUHUX
KOMIIOHEHTIB, IIOBUHHA TmiepedyBaT camMe€ Yy UIbOMY METOMl, II00 YHHUKHYTH
PO3CHUHXpOHI3aIlll, fKa MOXE NPU3BECTH A0 Tak 3BaHUX "(PI3UUHUX apTedaxTiB",
HaNpUKIIAJl PUBKIB, HEKOPEKTHUX 31TKHEHb 200 panTOBUX MPUCKOPEHBb 00’ €KTIB.

JlpyruM Ba)XJIUBHM AacCIEKTOM € aJITOPUTM PO3B’SA3YBaHHS KOHTAKTIB, IO
3abe3reuye KOPEKTHICTh B3aeMopili MK o00’exktamu. s koxkHOro 3iTKHEHHS PhysX
BUKOHYE CEpil0 PO3PaXyHKIiB, SKi BKIIOYAIOTh BUSBICHHS TOYOK KOHTAKTY, OOUHMCIICHHS
HOpMaJTl TIOBEPXHI1, BUBHAYEHHS CHJIM BIJIITOBXYBAaHHS 1 KOMIIEHCAIlll TPOHUKHEHHS, a
TaKOXX KOPEKIIF0 IMBHJAKOCTEH 00’€kTiB. TOUHICTHP HHUX OOYMCICHh BHU3HAYAETHCS
KUIBKICTIO iTepanii—cuiaoBuX Ta mBuaKicHuX. Y Unity 1ie mapamerpu Solver Iterations
ta Solver Velocity Iterations. Uum Oinbliie iXHE 3HAYEHHS, TUM TOYHIIIE CUMYIISIIS, ajie
TAM OUIbIIIE HAaBaHTa)XEHHsA Ha mporecop. [ns irop i3 nuHamMiyHUMU 00’ €KTaMH Ta
BEJIMKOIO KUIBKICTIO 31TKHEHb ITJIBUIICHHS IIUX ITOKa3HHUKIB MOXE OyTH KPUTHYIHO
BaYKJTMBUM, OCKUIBKH 11€ 3MEHIITYE HMOBIPHICTh CUTYAIlIl, KOJIK 00’ €KTH MTPOBATIOIOTHCS
Kpi3b IOBEPXHI 200 MPOXOJATHh OAWH KPi3b OJTHOTO Ha BUCOKIM IIBHIKOCTI.

TperiM BaXauBHM elleMeHTOM (I3UYHOT CHUMYISIII € cucTeMa TpUTepiB Ta
B3aemojiil 0e3 ¢izuuHoro BruuBy. Komalaepn MOXyTh NpaIfOBaTH Yy JBOX PEXHMAaX:
(G13MYHOTO 3ITKHEHHS Ta TPUTEPHOTO peXKuMy. Y TpurepHoMmy pexkumi PhysX He
3aCTOCOBY€E >KOTHHUX CHJI, a JIMIIE MOBITOMIISE CUCTEMY Ipo (akT BXomy abo BHXOIY
o0’exkrta 3a pgomomororo moxmiii OnTriggerEnter 1 OnTriggerExit. Lle#t wmexaHizm
BUKOPHCTOBYETHCS Y BHITAJIKaX, KOJIH MOTPIOHO BU3HAYUTH B3aEMOJiI0 0€3 (i3MIHOTO
BIUTUBY: HAMPUKIIAJ, MiA0Ip MpeaMETIB, BXOJKCHHS y 30HM Jii, aKTHUBAIlsl TACTOK a0o
nepemukadi. Jns 3D-mytepa, cTBOpeHOro y pamMkax gaHOT pOOOTH, TPUTEPHI 30HU
MOXXYTh 3aCTOCOBYBATHCSl JJII BH3HAUCHHS 00OJacTeil cmaBHy a0o0 aKTHWBAIlil MEBHUX

I'POBHX €JIEMEHTIB.
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Oco0nuBoi yBaru norpedye NUTaHHS MOJEIIOBAHHS PYXy IpaBls, OCKUIBKU caMe
BiH € LICHTPAJILHUM €JIEMEHTOM OUIBIIIOCTI IFPOBUX ClieHapiiB. Ha BiqMiHy Bij] 3BUYaHHUX
($13UUHUX 00’€KTIB, PyX I'paBlLs MOBUHEH OyTW He jauile (I3MYHO KOPEKTHUM, ayne U
YITKUM 1 nepeadoauyyBanuM. ToMy B irpax 4acto BUKOPUCTOBYIOTH MOpPUAHY MOJENb, Y
KA pyXx 3aidcHI0eThes uepe3 Rigidbody, ane uacTuHa KepyBaHHS 3aJIMILAETHCS
JETEPMIHOBAHOIO, TOOTO HE TTOBHICTIO 3aJIKHOIO BiJl hi3uku. Y koHTeKcT1 Unity 11e MOxke
O3Ha4YaTu py4yHe KePyBaHHS MIBUAKICTIO 3a gomoMoror MovePosition abo oOMexeHHs
obepranns Rigidbody, 1mo6 yHUKHYTH HeOa)kaHUX IEPEBOPOTIB TiJ Yac 3ITKHCHD.
3aBISKM LIbOMY PyX CTa€ He JuIle (PI3UYHO MPaBAONOAIOHMM, ajne 1 redMIUIeitHO
KOM(OPTHHUM.

Oxpemy poib Bifirpae cucrema peiikactiB—Raycast, SphereCast, CapsuleCast. Ha
NEePIINI MO MOXE 3/1aTUCA, IO CTpUIKOa y Tpl HE MOB’s3aHa OE3MOCEPEIHBO 3
¢i13uKor0, ane y OUTBIIOCTI BUMAAKIB came (pI3UYHUN pYLIid 3aiiMaeThCsl OOUMCICHHSIM
TpaekTopii "mpoMeHs" Ta BU3HAUYCHHSIM TOTO, KUK 00’€KT OyB ypakeHui. Peiikactu €
JETKUMU 3 TOYKH 30pY MPOIYKTUBHOCTI, IO POOUTH iX OCHOBHUM IHCTPYMEHTOM,
30KpeMa y myTepax. BoHM A03BONSIOTH MalKe MUTTEBO BU3HAUWUTH TOMAJAHHS, HE
CTBOPIOIOUN (DI3UYHUX CHAPSJIIB, IO PYyXalOThCs Yy MpocTopi. Xoya y peasicTUYHUX
CUMYJIAIISAX BUKOPUCTOBYIOTH TOBHOIIHHI Rigidbody-cHapsimu, y OumbmmocTi irop
nepeBara HaJaeTbcs peikactam depe3 iXHI0 TOYHICTh 1 edextuBHIicTh. Ille omuu
BOXJIMBUM aCMeKT — onTuMizailis ¢pi3udHoi cumynsiii. OCKUIbKH KOXKEH (I3MUHHMA
00’€KT BHUMarae OOUYMCICHHS PsSAy MapaMmeTpiB, HAAMIpHE iX BUKOPUCTAHHS MOXKE
MPU3BECTH 10 3HAYHUX BTPAT TMPOAYKTUBHOCTI. 3 1€l NPUYUHU PO3POOHUKHU
BUKOPHUCTOBYIOThH TaKi MAXOMH, IK 00MekeHHs KUThbKocTi akTuBHUX RigidBody y crieHi,
s3amina ckmagaux MeshCollider ma npumituBai Collider-komMmoHeHTH, iepapXidHe
CTPYKTYpPYBaHHS KOJalepiB Ta BUMKHEHHSI CUMYIIAILIT 1711 00’ €KTIB, 5Kl HE PyXarOThCA.
VY PhysX icHytoTh crnemiainbai MexaHi3mu "sleeping" Ta "deactivation", 10 J103BOJISIOTH
TUMYACOBO JE€aKTUBYBaTH OO’ €KTH, Uil SKUX CUMYyJsilis He morpiOHa. lle cyrreBo
3MEHIIIy€ HaBAaHTAXXEHHS HA MPOLIECOp, OCOOIMBO Y BEIMKHUX CIIeHaX. Y 3aBepluaiibHii
YaCTUHI aHaiizy QIBUYHUX CUMYIALINA Yy TPUBUMIPHUX CEPEAOBHUINAX Ba)KJIUBO

PO3IJISIHYTH HE JIMILIE TEXHIYH1 MEXaH13MH, SIK1 3a0e31e4yt0oTh poO0Ty (G13UYHOTO PyIIis,
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aje W T1 KOHIENTYyaJIbH1 MIAXOAH, 110 (OPMYIOTh MIATPYHTS Jis1 TOOYAOBH LUTICHOTO Ta
nependadyBaHOro IrpoBOro NpocTopy. Y CTBOpPEHH1 Oyab-sikoi 3D-rpu, He3anexHo Bij ii
xKaHpy, (I3MYHAa CHCTEMa BIAIrpa€e pojib INPUXOBAHOIO (PYHIAMEHTY, SKUU BHU3HAYaE
MOBEAIHKY SIK NEPCOHAa)a, Tak 1 BCiX 00’€KTIB HaBKOMO Hboro. Came TomMy mHOOKe
pPO3yMiHHS TOro, sIK Tpaioe ¢izuka y pymrii Unity, 103Boiisie po3pOOHUKY JTOCATTH
3HAYHO BUIIOI SAKOCTI B3a€MOJAIl Ta TeMMIUIEHHOI JIOTIKM, 3a0e3Meuyoun CTaOUIbHICTb
ITPOBHX MPOIIECIB y peaIbHOMY Yaci.

OaHUM 13 KIIOYOBUX BHUKIMKIB € JOCSTHEHHS OallaHCy MDK peajliCTUYHICTIO
G13UKM Ta TeUMIIEHHOIO0 MPUAATHICTIO. Y JESKUX BHUIAJIKaX HAAMIPHO TOYHA (i3UdHa
MOJIe]Ib MOXKE€ HaBITh 3aIlIKOJUTH ITPOBOMY JOCBIAY, CTBOPIOIOUM PYXH, SIKI XO4U 1
BUIJISIIAIOTh HATypalbHO, ajie HE BiJMOBINAaIOTh OYIKYBaHHSAM TpaBlsil. Y IIyTepax,
HaMpuKJIaa, pyX MepcoHaka mae OyTH YITKUM 1 KOHTPOJIHLOBAHUM, HABITh SKIIO B
pPEanbHOCTI TUIO JIOAMHM PYXA€ThCs 3HAUHO MeHI pizko. Came ToMmy (Qi3uka y irpax
gacTo MOAU(QIKyeTbcsi ab0 OOMEXYEThCA 4Yepe3 BUKOPUCTAHHS  CIEIialbHUX
BiactuBoctel RigidBody, sik-oT 3amopokyBaHHS oOepTaHHS HABKOJO TMEBHUX OCEH,
npUMycoBe OOMEXKEHHS IIBHAKOCTI abo X pydHe KepyBaHHS NpuUCKOpeHHsM. Taki
MiAXOAW  JO3BOJISIIOTH  3pOOMTH  TOBEMIHKY TIEpCOHa)ka HE TUIBKH  (PI3MYHO
IpaBAONOAIOHOT0, ajie i KOM(GOPTHOIO JIJIT KOPUCTyBaya.

Kpim Toro, Ba)X1mBOIO CKIa0BOI0 (QI3UYHUX CUMYJIALIN € 00poOKa B3aeMOIil MikK
rpaBieM Ta 00’ €KTaMM OTOYEHHS. Y CYy4aCHHUX PYIIifX, Takux sk Unity, 31ITKHEHHS MIXK
00’exTaMH He OOMEXYIOTHCS TPOCTUM BUSBIECHHSIM JOTUKY: BOHU BKJIIOYAIOTh ITIMOUHY
MPOHUKHEHHS, BIIHOBIIOBAJIBbHI CWIIH, TEPTSA, KOE]IIiEHT BiIICKOKY Ta 0araro IHIIHUX
napamMeTpiB. Hampukiaa, MoJeIrOBaHHS TEPTS € OJHUM 13 HAHOUIBII CKIAIHUX aCTICKTIB,
OCKUIBKH BOHO BU3HAYAE T€, SIK CaMe IpaBellb PyXa€eThCs OBEPXHEIO, HACKUTBKH IIBUIKO
3YNUHSETHCS MICHs OITy UM KOB3a€ TP BUKOHAHHI CTpUOKA. Y JeSKHUX irpax po3poOHUKH
CBiJTOMO 3MEHIIYIOTh KOS(IIIEHT TEPTS, OO0 CTBOPUTH OUIBII «KOB3HUI) XapaKTep PyXy,
TOoAl SK y miatdpopMepax YacTo, HaBMaKW, 30UTBIIYIOTH WOTO JJIsi OLIBII TOYHOTO
KOHTPOJIIO HaJl IEPEMILIICHHSIM.

Okpemy poJib BIAIrparOTh anroputMu cradumizamii ¢izuunoi cuenu. Y PhysX

nependadeHo Mexanizm Sleep Mode, sikuit BUMHUKa€E CUMYJIAIIIO 151 00’ €KTIB, 1110 IEBHUI
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yac 3ajumiarTbes 06e3 pyxy. Lle HeoOXigHO He Juilie AJi MIABUIIEHHS MPOYKTUBHOCTI,
ane W Aud YHUKHEHHS JApiOHUX MIKpOBIOpaliii, $SKI MOXYTb BHUHUKATU 4YEpe3
HAKOIIMYCHHS YUCEIBHUX MOXUOOK y OOUMCICHHSAX. Y BEIHMKHUX CIIEHAX, J¢ MPUCYTHS
BEJIMKA KUIBKICTh CTAaTUYHUX OO0’ €KTIB, TAKWH IMAXIJT JO3BOJSE 3HAYHO 3aOIIaJIUTH
pecypcu Ta 3a0e3NeyuTH CTaOUIbHICTh pOOOTH PYLIis HABITh MPHU BUCOKIA KUIBKOCTI
KaJIpiB.

[le omHi€r0 BaXIMBOKO c(eporo € MonmenroBaHHS OalMCTUYHHMX TMPOIECIB Ta
B3a€MO/IIM, MOB’SA3aHUX 13 CHApsSAaMU Ta NPOEKUISIMU. Y pPEaTiCTUYHUX CUMYISIIAX
BUKOPUCTOBYIOTH (hi3nuHi1 Kyii 3 Rigidbody, siki miananaroTs mij BIUIMB TpaBiTaiiii, onopy
NOBITpsI Ta 3iTKHEHb. OAHAaK y OUIBIIOCTI IMPOBUX IIyTEPiB, OCOOJMBO 3 MIBUAKOIO
IUHAMIKOI0 0010, PO3POOHUKM YHUKAIOTH LbOTO IMIJIXOAY, 3aMIHIOIOYU CHapsIu
MUTTEBUMU Raycast-ipomensMu. Lle mosCHIOETHCS TUM, 0 pealibHi CHAPSIN PYXatoThCsI
HAJITO IIBUJIKO, 1100 iXHA (i3uka Oyiia MOMITHOO JIJIsl TPABI, @ BAKOPUCTAHHS (QI3UIHUX
TUT YCKJIQJHIOE CUMYIISII0 Oe3 pealibHOi KOpHCTi ajisi reiimiuiero. Raycast mo3Bosisie
CTBOPIOBATH BINUYTTSI MUTTEBOTO BIy4YaHHS, 110 3HAYHO MOKPAIy€E TUHAMIKY ITPOBOTO
polecy, 30KpeMa B 6araToKOpuCTyBaIllbKUX MTPOEKTAX.

[Ilo cTtocyeTbest 3acToCyBaHHS (DI3UKM Y MEPEXKEBUX Irpax, TO TYT BHUHHKAE
JOJIaTKOBA CKJIQJHICTh — HEOOXIMHICTh CHHXPOHI3AIlli CTaHIB MK KII€EHTaMH. Y
pearbHOMY daci mepefard BCi (i3MYHI IMapaMeTpu KOXKHOTO 00’€KTa HEMOXKJIHUBO,
OCKUIBKH I1€ MPU3BE/E /10 TIraHTCHKOI 3aTPUMKH Ta NEpPeHABAaHTAXKCHHS Mepexi. Tomy
PO3POOHUKH BUKOPUCTOBYIOTH T1IOpUAHI MIAXOAH: TOKaJIbHA (i3UKa MPAIIO€ HA KOKHOMY
KIIIEHT1 OKpEeMO, aJie KIIOYOB1 IMOAii, Taki SK HAHCCCHHS IIKOAW, IMEPEMIIICHHS Y
MPOCTOPi, 3HUKHEHHSI M TOsiBa 00’ €KTIB, CHHXPOHI3YIOThcs uepe3 RPC-Buxmmku abo
PhotonView wmexanizmu. Takmii miaxim m03Bojsie 30epertd CTaOUIBHICTH CHUMYISIIIT
HE3aJIC)KHO BiJ IKOCT1 IHTEpHET-3’ €THAHHS T'PABIIiB.

OcTaHHIM Ba)XJIMBUM ACIIEKTOM € MUTAHHS MPOAYKTUBHOCTI. DI3WMUHI CUMYIIAIII €
OJHAMH 3 HAWOUIBII BHUMOITIMBHUX JO PECypCiB KOMIIOHEHTIB Tpu. Tomy y mporeci
PO3pOOKH YacTO 3aCTOCOBYIOTh TakKl METOAM ONTHMIi3allii, SK 3MEHIICHHS KIIbKOCTI
aktuBHUX RigidBody, BukopucTanHs MpOCTUX KOJalAEepiB 3aMICTh CKIAJHUX MOJEIICH,

3aMpoOBaJP)KEHHS 30H aKTHBallli Ta JcakTuBalii, OOMEXEHHS KUIBKOCTI (HI3UYHUX
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B3a€MOJIH y Ka/Ipi Ta COPTYBaHHS KOJIAIepIB 32 NPIOPUTETOM. 3aBISKH LIbOMY MOKIIUBO
3a0€3MeYUTH BUCOKY YaCTOTY KaJIpiB HAaBITh Y CKJIAJHUX CIIEHAX, III0 0COOJIMBO BaXKIIMBO
st 3D-myTepiB, A€ MIaBHICTh pyXiB BU3HAYAE SIKICTh T€UMILIEIO.

VY migcymky MoXHa cKazatv, 1o ¢i3uduHa cumyisiuis y 3D-cepepoBuinax e
CKJIQJTHOIO CHUCTEMOIO, 1[0 TIOEIHYE PO3PAXyHKOBY MAaTEMAaTHUKY, aJITOPUTMH ONTUMI3AIll,
JOTIKY TeiiMiuiero Ta MoximBocTi pymis Unity. Bona ¢gopMye peanicTuuHy MOBEIIHKY
00’€KTIB 1 CTBOpIOE (hYH/IAMEHT, Ha SIKOMY OynyeThCsl IrPOBHM mpouec. Y paMkax Iie€l
MaricTepchbkoi po0OTH (i3MYHA CUCTEMa CTaja OAHUM 13 ILEHTPAIBHUX €JIEMEHTIB
peanizaiii rpu, 3a0€3MeUrBIIN KOPEKTHY B3aEMO/III0 MIEPCOHAXKA 3 00’ €KTaMU, CTa0LIbHY

POOOTY MEXaHIKU CTPLIBOU Ta Y3TOKEHICTh YCIX €JIEMEHTIB CIICHHU.
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2 ITPOEKTYBAHHA 3D-1'PU 3 ®IBUYHOIO CUMVJIALIEIO OB’EKTIB

2.1 IlocTraHoBKa 3aja4i Ta 3araJibHi BUMOI'H 10 CHCTEMH

CTBOpeHHS TPUBHUMIPHOI Tpu 3 peanizaiielo ¢GI3UYHOT CUMYISIT 00’ €KTIB
nepeadavae MonepeHe BU3HAYEHHS KOJia BUMOT, SIKi MalOTh OyTH BUKOHAaHI B MEXKax
IPOrPaMHOI CUCTEMH, a TaKOX (DOPMYJTIOBaHHS 3arajibHOI 3ajadi, 10 BU3HAYAE HAIPSM
nojaibinoi po3poOku. Ha mpomy ertami HaJa3BUYaHO Ba)KJIIMBO HE JIMINE OKPECIUTH
KIHIIEBY METY CTBOPEHHS I'POBOTO MPOAYKTY, @ 1 BU3HAYUTH Ti BIACTUBOCTI, IKUMU BiH
NOBUHEH  BOJIOMITH  JIJIT  3a0C3MEYCHHS  KOPEKTHOI  poOOTH,  CTaOLIBHOCTI,
MacIITabOBaHOCTI Ta BIAMOBIAHOCTI Cy4aCHUM TEXHIYHMM CTaHAapTaMm. BuUXiTHUM
TIOJIOXKEHHSM € Te, 0 T'pa Mae OyTH IHTECPAKTHBHOIO TPUBHUMIPHOI CHCTEMOIO, Y SKiH
IrpoBi 00’€KTH 3/1aTHI B3aEMOJISITH MK COOOIO BIAMOBITHO JO 3aKOHIB (PI3WKH, a PyX
IPaBIliB 1 TNPEIMETIB y NPOCTOpPl MOBUHEH OYTH MAaKCUMaJbHO HAOIMKEHHM JI0
IPUPOTHOTO.

[TocTanoBKka 3aia4i mosisirae y CTBOPEHH1 MPOTOTUITY OaraTrokopucTyBaibkoi 3D-
I'pH, /1€ KOXKEH KOPUCTYBau Ma€ MOXKIIMBICTD MIJKIIOYATUCS O MEPEKEBOTO CEPEIOBUIIIA,
B3aEMOJIISATH 3 IHIIMMHU YYaCHHKaMHU, KepyBaTH MEPCOHAKEM Ta BILIMBATH Ha (i3UYHI
00’ektn 'y cueHi. OCHOBOIO PO3pPOOKH € TOETHAHHS JBOX KJIIOYOBHX €JIEMEHTIB —
cucteMr (I3MYHOI CHUMYJIAIII Ta MeEpeKeBOi B3aeMojii, SKi MOBHHHI IpalloBaTH
CHHXPOHHO, HE CTBOPIOIOUM PO30DKHOCTEH y cTaHax KiieHTiB. Lle o3Hadae, mo cama
MpUPO/Ia 3a/1a41 TUKTY€e HEOOXTHICTh MOMEPEAHBOTO aHAII3Y XapaKTEPUCTUK (PI3UIHOTO
pymriss Unity, 3aKkOHOMIpHOCTEH OOpOOKH 3ITKHEHb, 3aCTOCYBaHHSI CHJI 1 MOMEHTIB, a
TaKOK MEXaHI3MIB CHHXPOHI3aIlii MO3UIlil Ta CTaHIB 00’ €KTIB HA BIAJTAJICHUX KIIIEHTAX.
[lepmmm 6;10KkOM BUMOT 10 CHCTEMH BHCTYTAIOTh (DYHKITIOHATBHI YMOBH, SIK1 (DOPMYIOTH
MOBEIHKY TPHU 3 TOYKH 30py TpaBIlsi. [pa moBuHHA 3a0e3medyBaTH MOKIIUBICTh BXOY B
MEpEKEBE CEPEJIOBUINE, CTBOPCHHS HOBOI IrpOBOi KIMHATH, NPHETHAHHS 0 BKE
ICHYI04O1, OYIKYBaHHS IHIIMX TPaBIIB 1 3amyck camoi cueHu. [licns 3aBaHTaXKeHHS
I'POBOIO MPOCTOPY CUCTEMA MOBMHHA CTBOPIOBATH MEPEXKEB1 €K3EMIUISIPU MEPCOHAKIB,

KOXKEH 3 SIKMX B1I0OpakaTUMEThCS BIAMNOBIAHO 10 M1 KOHKPETHOTO KOPUCTYyBaua.
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BaxnuBo, mob pyx, cTpubku, oOepraHHs Ta IHIII (HOPMHU (PI3UYHUX B3aEMOJIN
BUKOHYBAJIUCS KOPEKTHO HE3AJIEKHO B1Jl KUIBKOCT1 aKTUBHUX I'PaBIIIB.

Okpema pojib HAJNEXKHUTh CUMYISIT (PI3MUHUX MPOLECIB, sika Mae 3a0€3MeYnuTH
MPUPOJIHICTH PyXy 00’ €KTIB, BIAMOBIAHICTh IXHbOI MOBEIIHKM YUHHUM 3aKOHAM MEXaHI1KU
Ta CTaOUIBHICTh MiJ Yac 3ITKHEHb. IrpoBl1 MpeaMeTH, IO PO3MILIEHI B CEpeOBHIL,
MOBUHHI MAaTW BIANOBIJIHI KOMaiiepu, Macy, Marepiaid B3aeMOJIl Ta IHIIl MapamMeTpH,
npuTaMaHHi peaibHOMY (i3uuHOMY Tily. [Ipy 11bOMY PO3pOOHUK MOBMHEH 3Ba)KaTH Ha
O0anaHc MDK TOYHICTIO CHUMYJSLII Ta MPOAYKTUBHICTIO, OCKUIBKA HAJIMIpHI (PI13MUHI
O00YMCIIEHHS MOXYTh HETaTUBHO MO3HAYATHUCS HA CTAOLILHOCTI MEPEKEBOIrO IMPOIIECY.
KpiMm BnacHe ¢Gi3BUMYHMX B3a€MOJIM, Ba)XJIMBOI BHMOTOIO J0 CHUCTEMHU € HASBHICTH
eJIeMeHTapHOi O0HOBOT MeXaHIKH, IO Tepenadadac MOMJIIMBICTh CTPUIbOU, 3aBIaHHS
IIKOJAW IHIIMM TpaBIsIM, TIEPEeBIpKU (aKTy TMOMagaHHs Ta OIpaIfOBaHHS HACIIAKIB
(30KpeMa 3MEHIICHHsI PIBHSA 3J0pOB’s a00 3HUIIEHHS TNEPCOHaXa). Y KOHTEKCTI
MEpEXKEBOiI I'PU TaKi B3a€MOJIii MOBUHHI BUKOHYBATHCS HE JIOKAJIbHO, a Yepe3 BijgaaeH1
BUKJIMKA TIPOIEAYp, SIKi 3a0e3MeuyroTh JOCTOBIPHY CHHXPOHI3AIII0 CTaHIB MIXK
BifaneHuMu kimeHtamu. Came I BUMoOra JMKTye TOTpeOy y BHUOOpI BiMOBIIHOTO
MEpeXKEBOTO (HPEeHMBOPKY, 37aTHOTO OOpOOJATH MOAIOHI B3aeMOAli 3 MIHIMAJIBHUMU
3aTpUMKaMH Ta KOPEKTHOIO (Qikcalliero momii. /[0 BaXJIMBHX €JIEMEHTIB MOCTAHOBKHU
3a/1a4l HaJeXaTrh 1 TI BUMOTH, IO CTOCYIOTHCS KOPHCTYBAIbKOTO 1HTEepdericy. Bin
MOBHHEH OyTH 1HTYITHBHO 3pO3YMUINM, 3a0e3medyBaTH MPOCTUH JOCTyN 10 (DYyHKITIH
CTBOPEHHS 1 MIIKIIOUEHHS 10 KIMHAT, MOKa3yBaTH MOTOYHUI CTaH MiAKIIOYECHHS 0
cepBepa, 3ale3meuyBaTd HaBIralil0o MK BIKHAMH Ta Y3TO/DKyBaTH CBOIO poOOTy 3
JIOTIKOIO0 MEpeKeBUX MOAiH. J{is 11boro HEOOX1MHO BUKOPUCTATH TEXHIKY, SIKa JO3BOJISIE
omparboByBat Ul OKpemMo Bim JOTIKM TpH, aje Mpu I[bOMY 3a0e3mneuye CTaOLIbHY
iHTeTpaIio 3 kogoM. He meHm cyTTeBUMHU € HedyHKI[IOHATbHI BUMOTH, TOB’s3aHi 3
e(DEeKTHBHICTIO, HAJINHICTIO Ta MacIITa0OBaHICTIO. [ pa MOBHHHA MpAaIIOBATH TJIABHO B
YMOBax 3MIHHOI SIKOCT1 MEPEKEBOT0O MIKITIOYCHHS Ta 30epiratu CTaOUThHICTh HABITH 32
HasgBHOCTI 3aTpUMOK. BaxnuBo, 1100 XapakTEpUCTUKU MPOAYKTUBHOCTI HE
MOTIPIIIYBAJIUCS TP 30UTBIIEHH] KUJIBKOCT1 KJIIEHTIB y KIMHATI, a AaHi, 10 MepelatoThCs

Mepexero, Oyl MIHIMI30BaHI Ta OOMEXEHI TUIbKA THUMHU MapaMeTpaMu, siKi CIpaBil
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KPUTUYHI IS JTOT1KK rpu. KpiM TOro, BasKJIMBUM acClEKTOM € MOXJIMBICTh MOAAIBIIOTO
PO3IIMPEHHA TI'pH, IO Mepeadayae MOIYIBHICTh apXITEKTypH Ta YITKUH PO3MOILIT

BIIIIOB1AAJIbHOCTEN MI)K KOMIIOHEHTAMH.

2.2 Po3poOka apxiTeKTypH rpu

ApXiTeKkTypa TpOTPamMHOTO TPOAYKTY BiAirpae KIIIOUOBY poJib y 3abe3rneueHHi
CTaOUIBHOCTI, MacIITA00BAHOCTI Ta 3pO3yMUIOCTI BCIET CUCTEMU. Y BHUMAJAKY CTBOPEHHS
TPUBUMIPHOT TPU 3 MEPEXKEBOIO B3AEMOJIEI0, (DI3UUYHOIO CUMYISIIIEID Ta MOAYJIBHOIO
CTPYKTYpPOIO OCOOJIMBO BAXKJIMBO MOOYAYBAaTH apXITEKTypy TaKUM YHMHOM, 00 OKpeMi
KOMIIOHEHTH OYyJT MaKCUMAaJIBHO 130JIbOBAHUMH, aJie BOJHOYAC MOTIIH JIETKO B3aEMOJIATH
MDK 00010 y MeKax BU3HaueHuX iHTepdeiici. [louaTkoBuii eTamn po3poOKu apXiTeKTypu
nependadae (HOpMyBaHHS MOAYJIBHOI CTPYKTYpH TpH, IO JIO3BOJHMTH YHUKHYTH
OyOJIfOBaHHS JIOTIKM Ta 3a0e3MeUdTh MOXJIMBICTH IMONAJBIIOTO  PO3IIUPEHHS
(dyHKITIOHATY.

ApxiTekTypa rpu 0a3y€eTbcsl Ha TPhOX KIIFOUOBHUX PIBHAX: MEPEKEBOMY PiBHI, pPiBHI
iHTepdeiicy KOpUcTyBada Ta piBHI redMIuiero. Takuii MOA1T BUHUKAE 3 TTIOTPEOUN YiTKOTO
pO3MeXyBaHHS cdep BIAMOBIIAIBHOCTI, OCKUIBKA MEPEKEBI orleparii He IOBHUHHI
B3aEMOJIIATH Oe3mocepeHbo 3 irpoBoio (i3ukoro, a iHTepdelc KoprucTyBada MOBUHEH
OyTH 31aTHUM 3MIHIOBATH CBi CTaH BIAMOBIIHO 10 OTPUMAaHUX IOJiM, HE BTPYyYarOYHCh
y JIOTIKy pyXy mepcoHaxka abo poboty pymris. KokeH piBeHb MICTUTh BIIACHI MOMYJII, SIK1
BUKOHYIOTH TIEBH1 (DYHKIII1 Ta OOMIHIOIOTHCS JaHUMU depe3 noxaii abo API-meronu.

OCHOBHUM €JEMEHTOM MEpEeXKeBOi apXITeKTypu € MOAYNIb, IO 3a0e3nedye
nigkmrodeHHs 10 Photon-cepsepa, BXin y 1001, CTBOpEHHS! KIMHAT Ta iX OHOBJICHHS. Y
IIbOMY MOJY/l PO3MIIIEHI TakKi KIFOYOBI KOMIIOHEeHTH, sk PhotonLauncher, sxwmii
BIJIMTOBIZIa€ 32 BCTAHOBJICHHS 3’ €/IHAHHSA, OTPUMAaHHS CIHCKY KIMHAT 1 3aITyCK IrPOBOTO
ceancy, Ta GameController, sskuif BUKOHY€E POJIb IIEHTPAILHOTO By3J1a CTBOPEHHS TPABIIIB
M7 9ac 3aBaHTakeHHs ciieHH. Jlorika momymiB Photon PUN moOynoBana Takum 4MHOM,

[0 KOXKHA TMoJisg cepBepa Bukinkae neBHui callback, mo no3Bonse apxitexrtypi
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3aJIMIIATHACS PEaKTUBHOIO 1 HE MOTpedye HamMCaHHS CKJIaAHUX TaliMepiB ab0 LMKIIB
OYiKyBaHHS.

Hpyruii BaxxauBuil map — iHTepdeic kopuctyBada. Bin peanizoBanuii 3acodbamu
Unity UI Toolkit, mo no3Bonsie BinokpeMutu cTpykrypy Ul Big MOBEMIHKH JIOTTYHHX
KOMITIOHEHTIB TpU. Y IbOMY IlIapi MPalol0Th Takl Moayii, sk MainMenu, CreateRoom,
JoinRoom, ListOfRooms 1 RoomMenu. KoxxHuii 13 HUX BIANOBiJa€ 3a YaCTUHY
iHTepdeiicy 1 Kepye nepexoiaMu MK eKpaHaMH y BIAMOB1/Ib Ha A1 rpaBls a00 MepexKeBl
nofli. OcoONuBICTh i€l YAaCTHMHHM ApXITEKTYpH IMOJIATa€ B TOMY, IO BCl €JIEMEHTHU
iHTepdeiicy 30epiratorbes sk UXML-daiinu it po3MilyroThcss OKPEMO BiJl CKPHUIITIB, 110
JI03BOJISI€ 3MIHIOBATH 30BHINIHIN BUMIS 200 cTpykTypy Ul 6€3 3MiHM JIOTIKH IPOrpaMH.

TperiMm piBHEM € MO, IO BiJIMOBIIAIOTH 3a IrpoBUi mpoiiec. HaliBaxxaupimmm
eleMeHTOM 1boro piBHsA Buctymnae PlayerController, sikumii kepye pyxoMm mepcoHaxa,
00poOKOIO BBEACHHS, (DI3BMYHMMH B3a€EMOJISIMU, a TaKOX CHUCTEMOIO CTpUIbOHM. Pyx
nepcoHaxa peanizyerbes uepe3 Rigidbody, mo mo3Bosse BUkopucTOoBYBaTH BOYIOBAaHUN
bi3uyHME pymiid. Y mpoMy K piBHI posmimnyetrbes PlayerManager, sikuit 3abe3mneuye
CTBOpEHHSI €K3eMIUIsIpiB rpaBiiB udepe3 PhotonNetwork.Instantiate, 1 Takum uynHOM
1030aBJIsie MOTPEO pyYHOr0 KEPYBAHHS MOSBOIO 00’ €KTIB y CIICHI.

ApxiTekTypa moOygoBaHa TaKUM YMHOM, IO KOKEH MOJIY/Jb 3HAE JIUIIE Te, IO
noTpiOHO I HOro poOOTH, 1 HE MA€ JOCTYITY JIO BHYTPIITHBOI JIOTIKH 1HIIMX MOIYIIIB.
Hampukian, momayns cTpiasOu He 3Hae mpo iHTepdelc KOpUCTyBada, a MEpEeKeBUI
MOJlyJIb HE 3aiMaeThbesa (PI3UYHOI0 CUMYIsIier0. Takuid O JO3BOJIsIE POOUTH 3HAYHI
3MIHU y TEBHIM YacTHHI T'pH, HE 3a4iMarodydl iHII MOMYJI, IO € ONHIEI 3 KIIFOUOBHX

BJIACTUBOCTEH SKICHOT apXITEKTYpH.

2.3 CrBopenHns (izuuHoi Mojaeti 00’ €KTiB

CrtBopeHHs (hi3uyHOi Mozel 00 €KTIB Y Ipl € OAHUM 13 HaWBaXJIMBILIKUX €TAIliB

MPOEKTYBaHHS, OCKUIBKHA CaM€ Ha I[bOMY PiBHI (hOpMY€EThCs 0a30Ba JIOTIKA ICHYBaHHS

€JIEMEHTIB BIPTYyaJbHOTO CEPE/IOBUINA, IXHS B3a€EMOISA, a TaKOXK PEaiCTUYHICTh
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MOBEAIHKU Y TPUBUMIPHOMY IPOCTOP1. Y KOHTEKCTI pO3pO0IIOBaHO1 I'pU (P13UUHA MOJETh
OXOIUTIOE KUJIbKa KIIFOYOBUX €JIEMEHTIB: (PI3UKY TpaBls, B3a€EMOJII0 3 MOBEPXHSAMHU Ta
nepekonaMy, (GPyHKIIOHYBaHHS CHApAJliB, BU3HAUECHHS 31TKHEHb, 4 TAKOXK PO3PaXyHOK
HaHeceHHs ypoHy. He3Baxkaroun Ha Te, 1110 MPOEKT HE Mepeadadae CKiIaaHOT CUMYIISLIT 3
BUKOPHUCTAHHSIM KAaCTOMHUX (DI3MYHUX aJTrOpPUTMIB, BaXXJIMBOK Oyla NpaBUiIbHA
iHTerpauis BOygoBaHoro ¢izuunoro pyuisg Unity TakuM 4MHOM, 1100 BiH MpalffoBaB
CTabLILHO Yy MEPEKEBOMY CEpeIOBHUIll, CHHXpOHI30BaHOMY uepe3 Photon. dizuuna
MOJIeNib TOYMHA€E (JOPMYBATHUCS 3 BU3HAYCHHS TOTO, SKUM Ma€ OyTH rpaBellb K 00’ €KT
¢i13uxu. [3 camoro noyarky Oysi0 BUPIIIEHO BIAIMOBUTHCS BiJl HAJTO CKJIAJHUX CHCTEM 31
CTeHT-MalllMHAMHU, KalCyJIbHUMH KoJjaiaepamu pizHoi hopmu abo KuibKoMa piriadoni,
OCKUITBKH II€ HE JIUIIE YCKJIAIHIOE pPeali3allito, ajie i MOXe MPU3BECTH J0 JONAaTKOBUX
npo0JieM Y MepeKeBOMY KOHTEKCTI. 3aMiCTh IIbOTO OyJI0 00paHO KIACUYHY CXEMY: 00’ KT
Player cknanaerses 3 Tpancdopmy, ogroro Rigidbody 115 kepyBaHHS nepeMillleHHSIM Ta
onnoro CapsuleCollider, mo 3a6e3neuye KOpeKTHE 3ITKHEHHS 3 TeOMETpi€ro ciieHu. Taka
CTPYKTYypa J103BOJIA€ €(EKTUBHO BUKOPHUCTOBYBATH T'paBITallil0, 3a0€3MeuyBaTy MIaBHUN
G13UUHUNA pyX Ta YHUKATH HEKOPEKTHUX B3a€MOJIM, SKI YacTO BUHHUKAIOTH Yepe3
HEeIPaBUJIbHI HaJaIITYBaHHSI KOMIIOHEHTIB.

MexaHika mepeMilieHHs TpaBIsd Oyna peallizoBaHa Ha OCHOBI (pI3MYHOTO PYIIIis,
o Tmepemdadae KepyBaHHS 00 €KTOM He depe3 ImpsMe  MoaudiKyBaHHS
transform.position, a depe3 3actocyBaHHS (PI3UYHOTO NEPEMIIIEHHS 3a JIOIOMOTOIO
Rigidbody. V ckpunti PlayerController mepewmimeHHs 3IHCHIOETBCS Yepe3 METO
MovePosition, mo rapanTye (i3MYHO KOPEKTHE OHOBICHHS KOOPAMHAT. TaKWil ITiaXi
JI03BOJIIE YHUKHYTU TIOLMIUPEHUX MPOOJieM, SK-OT 'TelenopTyBaHHS'", TPOBaIOBAHHS
Kpi3b TIOBEPXHI 200 HAKOMMMYEHHS €HEPTii P HEMPaBWIBHOMY MEpPEMIlleHH] 00’ €KTa.
Kpim Toro, meronq MovePosition kpale CHHXPOHIZYETBCS 3 MEPEKEBOIO MOJICILIIO
Photon, ockinbku ga€e 9iTke po3yMiHHS Pi3HUI MK JIOKAJIbHUM Ta BIITAJIEHUM PYXOM.

BaxnuBoro yacTuHOIO (I3MYHOI MOJEN] CTajo PO3MEKYBaHHS JIOKAJIBHOTO Ta
BI/IJIaJICHOTO KEPYyBaHHs, IO 3amo0irae CUTyallisiM, KOJIM TpaBellb MOXKE BHUIIAJIKOBO
BIUIMBAaTH Ha pyX I1HIIOrO0 mnepcoHaxa. lle Oyno JocsArHyTO 3aBAsiKh TepeBiplii

BnactuBocTli  PhotonView.IsMine: skmo o00’€KT HE HAJICKUTh JIOKAJTLHOMY



44

KOPHUCTYBa4Y€B1, MOr0O JIOTIKa pyXy Ta 0OpoOKM BBOMY MOBHICTIO BIJKIIIOUA€ThCS. Takum
YUHOM, JIMIIIE BJIAaCHUK Mae mpaBo 3MiHoBatu Rigidbody cBoro mepconaxka, mo €
00O0B’SI3KOBOI0 YMOBOIO JIsi MEpPEkKeBOI KOpeKTHOCTI (i3muHoi mozeni. HactynmHum
eJIeMEeHTOM (PI3MYHOI MOJIENI CTalI0 CTBOPEHHS OTOUYEHHSI, SIKE CKJIAIa€ThCs 3 TAaThopM,
CTIH Ta cTaTUyHUX KyOiB. Yci mi o0’ektn orpuMmanu komnoHeHT BoxCollider, mo
703BOJIsI€ 1M BUCTynaTu (isuunumMu Oap’epamu. [lnardopmMu BUKOHYIOTH pOJib HECYUUX
MIOBEPXOHb, IO B3a€EMOIIOTH i3 TPaBlIEM 4Yepe3 CTaHIapTHY CUCTeMy 3iTKHeHb Unity.
CratnyHi KyOU, CBOEIO YEProro, BUKOHYIOTH JBI (YHKI[Ii: BOHM € TMEpeuIKoaamMu aJis
HaBIraiii rpaBiiB Ta BAKOPUCTOBYIOTbCA SIK 00’ €KTH /1JIs1 TECTYBAHHSI MEXaHIKU CTPUIBLOU.
PosmimenHss Ta opieHTallis 00 ’€KTIB BHKOHYBAJIUCh BPYYHY Yy peoakTopi, 3
BUKOPUCTAHHSIM CHUCTEMH CITKU Ta IHCTPYMEHTIB BUPIBHIOBAHHS.

[Ile omauM enemeHTOM (I3MYHOI MOENI € peaizallisa cTpuUibOu. Y MPOEKTI OyII0
BUPIIIEHO HE CTBOpIOBaTH (i3UyHI CHapsSAM, OCKUIBKH II€ CYTTEBO 30UIbIIYyE
HABaHTAKCHHS Ha MeEpekKeBUU Pyl 1 YCKIaIHIOE CHHXpOHi3alio. HartomicTh
BUKOPUCTOBY€EThCA Raycast — HEBUIMMMI IPOMIHB, IO BUXOAUTH 13 KAaMEpU TpaBLs Ta
nepeBipsie€ 3ITKHEHHS 3 00’ €KTaMu morepeny. SIKIo mpoMiHb JI0CATae 1HIIOTO I'paBls,
BUKIIMKAETHCSI METOJI HAHECEHHS YPOHY, sikuii HajcuiaeTbes uepe3 RPC, 3a6e3neuyroun,
10 BCl KJIIIEHTH OTPUMAIOTh 1ICHTHYHHUM pe3yabTar. Takuil miaxia € cTaHAapTHUM IS
ITyTEPiB MMOYATKOBOTO Ta CEPEHBOTO PIBHS CKIIAJIHOCTI, OCKUIBLKH BiH HE JIMIIIEC 3MECHIITY€E
HAaBaHTAKCHHS HA MEPEXKY, ajie ¥ rapaHtye cTabiIbHICTh. [Ipogomxkyroun GpopMyBaHHS
¢bi13uuHO1T MOIeIi 00’ €KTIB, BAPTO 3BEPHYTHU YBary Ha Te, 10 (i3uKa y TPUBUMIPHUX irpax
HE MOXe OyTH 130IbOBAHOIO JIMIIE 10 OKPEMHUX KOMIIOHEHTIB, TaKUX SIK TpaBellb a0o
nepemkonu. Jlus MOBHOIIHHOTO (YHKIIOHYBAaHHS CHUCTEMH HEOOXiJHa KOPEKTHA
B3a€EMOJIISI BCIX CJIEMEHTIB CEPEIOBHINA MK CO00I0, BKIIIOYAIOYM TOBEIIHKY Kamep,
JIOTIKY 3MIHHM CTaHIB MiJ 9ac pyXy, peakilii Ha 3ITKHEHHS Ta MEXaHi3MH BU3HAYCHHS
HAHECEHHsI YPOHY. Y IIbOMY KOHTEKCTI 3HA4HY POJb Bifirpae HajamTyBaHHsS Physics
Settings y Unity, 1e BU3Haual0ThCA TIOOANBHI TApaMeTpu CUMYJIAIi, Taki SK 4acToTa
onosneHHs Qpi3uku (Fixed Timestep), 3HaueHHs rpaBiTallii Ta MOBEIHKA €JIEMEHTIB M1

4ac 31TKHEHb. Y paMKaxX CTBOPEHHSI I'PU BaXKJIMBO OyJI0 HAJAIITYBAaTH CTAOUIbHY YaCTOTY
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OHOBJIEHHS (DI3UYHUX MOJ1M, OCKUIBKM BIJ LOTO 3aJEXKUTh IUIABHICTh PyXy IpaBLs Ta
TOYHICTh OOPOOKH B3a€MO/IIH 3 TOBEPXHAMHU.

[Toka3oBUM € pillIEHHS 00 BUKOPUCTAHHS OKPEMHX HaJaIlTyBaHb IS KaMep,
OCKUIbKM KaMepa y IIyTepi BiJl MepIIoi 0COOU € BAXXIUBUM (PI3UUHUM E€JIEMEHTOM, SIKUN
Ma€ TOYHO BimoOpaskaTH CTaH TpaBlld, ajie IpU bOMY HE IiMOPSAIKOBYBATHUCS 3aKOHAM
¢13uxu. Kamepa npuB’si3yeTbes 10 BEPXHBbOI YaCTUHU KarCYJIbHOIO KoJlaliepa rpaBis 1
00epTa€eThCs pa3oM i3 mepcoHakeM. [IpoTe MPUHIIMIIOBO BaXKIMBO, 00 KaMepa He Maa
BiacHoro Rigidbody, ockinbku 1€ mpu3Beno 0 A0 KOH(DIIKTIB MK (PI3MUHOIO Ta
Bi3yasjbHOIO MozensiMu. ToMy kamepa Oyna iHTerpoBaHa BUKJIIOYHO SIK AOYIPHIN 00’ €KT
Player, norika sIkKoro KOHTPOJIIOETHCS yepe3 00poOKy BBoay y ckpunti PlayerController.
VY KoHTeKcTi (Hi3UYHOT MOJICI] KIIFOUOBE 3HAYCHHSI Ma€ CUCTEeMa 31TKHEHb, sSIKa BU3HAUAE,
K 00’ €KTH pearyBaTUMyTh OJIMH Ha OJTHOTO y MpocTopi ciieHu. Y Unity KOXXKeH Komaiaep
MOJKe TpaltoBaty abo sk Tpurep, ado K TBEpAOTUIbHUI (i3uunuil 6ap’ep. Jns rpasis
Ta TEepemKon OyJ0 BUKOPUCTAHO camMe JApPYyruid BapiaHT, OCKUIBKM BIiH JI03BOJISIE
3a0€e3MeunTy YiTKe (Pi3MYHE 31ITKHEHHS 0€3 MPOXOJKEHHS 00'€KTIB OJUH KPi3bh OJHOTO.
Po3paxyHOK 31TKHEHb BHKOHYETHCS Ha PiBHI (DI3UYHOTO PyIIis, a MporpamMHa JIOTiKa
BUKOPHUCTOBYETHCS JIMIIIE JUIS peakilii Ha Il moxaii. Takuil miaxia xae 3MOTy 3MEHIITUTH
CKJIAJIHICTh KOIY 1 TMMOBHOIO MIpOI0 BUKOpUCTOBYBaTH motreHmian PhysX — ¢izumunoro
MeXaHi3My, 10 JeKHUTh B 0cHOB1 Unity.

Oco0JMBO BaXIMBO OYyJIO HAJAIITYBaTH B3a€EMOJII0 TPABI 3 IMOBEPXHSIMH,
OCKUTBKM HETMPaBUJIbHI HAJAIITYyBaHHS (PI3UYHUX MaTepiaiiB MOXKYTh MPU3BECTU 0
HeOakaHnX €(EeKTiB, TAKUX SIK KOB3aHHS a00 HEKOPEKTHHUH CTPUOOK. Y IbOMY MPOEKTI
Oy70 3acToCOBaHO CTaHAApTHI (I3UYHI Marepiau 31 3MEHIIEHUM KOe(IiII€EHTOM
KOB3aHHS, IO JO3BOJMJIO CTaOUTi3yBaTH pyX TMEpPCOHaXka 1 3amo0irTu Moro
HEKOHTPOJIbOBAHOMY TPHUCKOPEHHIO TpH pyci mig HaxwioMm. [[ns mepemnikon
BUKOPHCTOBYIOTHCSI Marepiaiu 0e3 BIACKOKY, IO BIAMOBINA€ kKaHpy myTepa, Ae ¢izuka
Mae OyTH CTPUMaHOIO, TPOTHO30BAHOIO Ta HE BIIBOJIIKAIOYOTO.

VY Mexax (p13UYHOT MOl OKpEMY yBary Oysio MpUJIUIEHO MEXaHI3MYy HaHECEHHS
ypony. Ilompu Te, 1m0 BIH HE € YaCTHHOK KJIAcH4HOI (DI3UKHU, caMe IIel MeXaHi3M

BHU3HAYA€ pe3yabTaT B3aEMO/I11 I'paBIliB y mpocTopl. Peanizalist ypoHy BiIOyBa€eThCs Uepes
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Raycast, sskuii B3aeMo/li€ 3 KoJaiiiepoM 1HIIOro rpaBUs. K TUIbKH NPOMIHb TOPKAETHCS
LIJILOBOTO Konaiiepa, BigOyBaeTbest BUkiIuk RPC-metony Damage, sikuit 006poOiisie
3MEHILIEHHS 3/J0pOB’Sl HAa BCIX KJI€HTax. Y BIANOBIAb HA 3MEHILUEHHS 3J0pOB’S
BUKOHYETHCS JIOTiKa 3HUIIEHHs TpaBils udepe3 PhotonNetwork.Destroy, 1mo KopeKkTHO
“npubupae” BIIMOBIIHUN 00’ €KT 31 CLIEHM Ha BCIX MamnHax. Taka cuctema 3a0e3neuye

TOYHICTh BU3HAYEHHS YPOHY 0€3 CKJIa/IHO1 (PI3UKU CHAPSAIB.

2.4 TIloOynoBa mepe:xeBoi iHppacTpPyKTypH rpu Ta B3aemonii 3 Photon

1) CreateRoom.cs

[IpencraBnenuii nmporpamumii Moaynb CreateRoom.cs € CkajoBOI YaCTHHOIO
KJIIEHTCHKOT TMIJICHCTEMHU TpU Ta BIAMNOBIAAE 3a IHINIANI3AI[ll0 ITPOBUX CECId Yy
MepexeBOMY cepeioBullli. Ha mouarky ¢aiiiry nexinapyrThCcss HEOOXiIH1 TPOCTOPH IMEH,
K1 3a0€3MeuyoTh JAOCTYIN J0 6a30Boro QyHkiionany pymiis Unity, 1HCTpyMEHTapitO
HoBOrO 1HTepdeiicy kopuctyBaua Ul Toolkit Ta mepexeBoi 6i101mioTexkn Photon Unity
Networking (PUN). Knac ycnagkoByeThcsi Bifg 6a3zoBoro kiacy MonoBehaviour, 1o
JI03BOJISIE THTETPYBaTH HOTO B JKUTTEBUU IHUKJI IrPOBUX OO'€KTIB CIleHH. Y TUT Kiacy
OTOJIOIITYIOTHCS TPUBATHI 3MIHHI JUIs 30epiraHHs MOCWJIaHb Ha €JIEMEHTH 1HTepdelncy
(KHOTIKY Ta TIOJIe BBEJICHHS ), a TaKoXX myOuiuHa 3MiHHa loadingUl, sika Hamae noctym 1o
o0'ekTa ekpaHa 3aBaHTaXeHHS uepe3 pemakrtop Unity. Taka crpykTypa 3abe3medye
IHKAIICYJIAIII0 JIOTIKM BigOOpa)KeHHS Ta 4YITKE PO3JAUICHHS BIANMOBIIAIBHOCTI MiX

KOMIIOHCHTaMH.
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JlictuHr xony:

using Photon.Pun;
using UnityEngine;
using UnityEngine.UlElements;

public class CreateRoom : MonoBehaviour
{
private Button _createRoomBtn;
private TextField _userRoomName;
public GameObiject loadingUl;

[Himiamizamis KOMIIOHEHTIB BiIOYBa€ThCA B MeXax MeEToAy Start, sKUi €
CTaHJAPTHUM METOJIOM JKUTTEBOTO IMKIYy Unity 1 BHKJIMKAETHCSA OIHOPA30BO IPHU
3aBaHTAXXEHHI CKpUMTY. Y IbOMY OJIOII KOMY 3HIMCHIOETBCS JOCTYI O KOPEHEBOIO
eJIeMECHTa Bi3yaJbHOTO JepeBa iHTepdelicy dvepe3 kommoHeHT UlDocument. 3a
normomMoror Merony 3anuty Q<Type>, sSkWii BHKOHYE TOIIYK EJIECMEHTIB 3a IXHIMHU
YHIKQJbHUMU PSAJIKOBUMU 1JIEHTU(]IKATOpaMU, BCTAHOBIIOETHCS 3B'I30K MK 3MIHHUMH
CKpHUIITY Ta BiAnoBimHUMU BimpkeTaMu UXML-po3MITKH: KHOMKOK MiJATBEP/KEHHS Ta
oJIeM JIJIS BBEJICHHSI HA3BU KIMHATU. BaxXiIMBUM eTaroMm € peectpallis oOpoOHHKa MOii
HATHUCKaHHS KHOIIKH, 0  peai3yeThCs IIISXOM  JIOJaBaHHS METOny
CreateRoomBtnOnClicked mo nenerara moxii clicked xHomku createRoomBtn. Ile
3abe3Ieuye peakifito CUCTEMH Ha Jii KOpUCTyBaya.

JlicTuHr xomy:

private void Start()
{

var root = GetComponent<UIDocument>().rootVisualElement;
_createRoomBtn = root.Q<Button>("CreateRoomBtn");
_createRoomBtn.clicked += CreateRoomBtnOnClicked;

_userRoomName = root.Q<TextField>("UserRoomName");

}

OcHoBHa 0Oi3HEC-TIOTiKa CTBOPEHHS KIMHATH 30CEpEKeHa y MPUBATHOMY METOJ1
CreateRoomBtnOnClicked. Anroputm po3modnHAETHCS 31 34YATYBAaHHS PSIAKOBOTO
3HAQUYE€HHS, BBEJCHOTO KOpUCTyBaueM y Tmone _userRoomName. [lna 3abe3nedeHHs
LUJICHOCT1 JAaHUX Ta YHUKHEHHS IOMUJIOK Ha CTOPOH1 CepBEPA 3aCTOCOBYETHCS MEXaH13M

Banijanii: cratuyHuii metoxa string. IsSNullOrEmpty mnepeBipsie BXigHuil psmok, 1y
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BUIAJIKy MO0 OPOKHEU1 BUKOHAHHS METOJTY IEPEPUBAETHCS. SIKIIO Baiallis mpouiiia
ycriiHo, BUkinkaerbesi Mmeto PhotonNetwork.CreateRoom, sikuii Hajncunae 3anut 10
Maiictep-cepBepa Photon jyist cTBOpeHHsI HOBO1 IrpoBoOi cecii 3 BkazaHuM imeHneM. Ilicis
BIJIMPABIICHHS MEPEXKEBOTO 3aMUTy B1JOYBA€THCS 3MiHA CTaHy I'padiyHOTO 1HTEpdEnCy:
MOTOYHUN OO0'€eKT MEHIO JeakTHBYeThcs, a 00'exkT loadingUIl crae aktuBHum. Ile
3abe3reuye Bi3yaJlbHUN 3BOPOTHUN 3B'A30K, MOBIIOMIISIIOUM KOPHUCTyBada MpoO MPoIec
3'€HaHHS Ta 3armo0iraloyu TMOBTOPHUM HATHCKAHHSIM KHOIKHM IIiJI 4Yac OYIKYBaHHS
BIJINOBI1/I1 BiJ] cepBepa.

JlictuHr xony:

private void CreateRoomBtnOnClicked()
{

string userlnput = _userRoomName.value;
if (string.IsNullOrEmpty(userinput)) return;

PhotonNetwork.CreateRoom(userinput);

gameObject.SetActive(false);
loadingUl.SetActive(true);

}

2) ListOfRooms
[TIporpamuamii kommoneHT ListOfRooms.cs BiamoBimae 3a Bi3yallizallif0 JOCTYITHHX
irpoBux cecii (kiMmHaT) Ta 3abe3mnedye iHTepdenc I MpUETHAHHS KOPHCTyBada J0
oOpaHoi IpH. Kiac yCHaJAKOBY€ETHCS BiJ CIEI[1aTi30BaHOTO KJacy
MonoBehaviourPunCallbacks, mo Hamae po3mudpeHi MOXIUBOCTI JUISI B3a€EMOJIl 3
CHUCTEMOIO 3BOPOTHUX BUKIHKIB MepexeBoro pymris Photon, xoua B jaHOMY KOHTEKCT1
BiH Hacammepe]] BUKOPUCTOBYEThCS $K KoMmMmoHeHT Unity. VY 0ol oromiomieHs
BU3HAYAIOTHCS 3aJIEKHOCTI Bia craHmapTHux kojekmin .NET, 6i6miorex Unity nms
pobdotu 3 Ul Toolkit, a Takoxx mpoctopiB imeH Photon.Pun ta Photon.Realtime mns
peamizaiii mepexkeBoi B3aemonii. [lomns kimacy Bximrouarots myomiuyauii 06'ext loadingUI,
KU J03BOJISIE KEPYBATH BiTOOPaXKEHHSM €KpaHa 3aBaHTAKEHHS, Ta MPUBATHY 3MIHHY
_listOfRooms Tuny VisualElement, mo ciyrye KOHTEHHEpOM il JIMHAMIYHO

3r€HEepOBAHOI0 CIUCKY KHOMOK y TpadiuHOMY iHTEpPEHcCi.
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JlictuHr xony:

using System;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UlElements;
using Photon.Pun;

using Photon.Realtime;

public class ListOfRooms : MonoBehaviourPunCallbacks

{
public GameObiject loadingUl;

private VisualElement _listOfRooms;

[Hiianizaiis podoTH KOMIIOHEHTA BiIOYBAETHCS B METOA1 Start, jie 3/1HCHIOEThCS
NpHB'SI3Ka JIOTIKKA CKPHUIITY JI0 BizyanbHOro jgepesa UXML. OTpumaHHs MOCUIaHHS Ha
kopeHeBuii  enemeHT  uepe3  GetComponent<UIDocument>().rootVisualElement
703BOJIsA€ 3HaMTH KOHTeHHep 13 Ha3zBow '"ListOfRooms", y sikomy 3rogoMm OymyTh
PO3MIIIlyBaTHCS IHTEPAKTUBHI eleMeHTH crucKy. [licis ycminmHoi iHimiatizamii 3MiHHOT
_listOfRooms Bukiaukaetbest myomiunuii Meron ChangeRooms, sikuit BiagmoBizae 3a
NEpBUHHE HAMIOBHEHHS CIIUCKY JOCTYMHUX KIMHAT Ha OCHOBI1 aKTyaJIbHUX JAHUX.

JlicTuHr xomy:

private void Start()

var root = GetComponent<UIDocument>().rootVisualElement;
_listOfRooms = root.Q<VisualElement>("ListOfRooms");
ChangeRooms();

}

Metox ChangeRooms pearnizye anropuTM IWHaMidyHOI reHeparii iHTepdeicy
KopucTyBada. Ha moyatky BHKOHYETHCS TIEpEBipKa Ha iICHYBaHHsS KOHTEWHeEpa Ta HOTO
ouniennss metogoMm Clear(), mo 3amobirae AyOIOBaHHIO €JIEMEHTIB MPU OHOBJICHHI
criucky. [lami 3actocoByeThCs iTepaliiiiHa KoHCTpyKilis foreach mmst mepebopy Komekii
Ha3B  KIMHAT, sKa 30epira€TeCsi y  30BHINIHBOMY  CTaTHYHOMY  MAacCHBI
PhotonLauncher.RoomList. [lns kokHOTO enemMeHTa 1€l KOJEKIii MpoTrpaMHO
CTBOPIOETBCSI HOBUM eK3eMIuigp Kkiacy Button. BnactuBocTi text 1€l KHOMKHU
MIPUCBOIOETHCS HAa3Ba KiMHATH, a A nofii clicked 3a nonomororo nsiMOaa-Bupasy () =>

JoinRoom(el) peecTpyeThcsi aHOHIMHUI METOJ, SIKMM BUKJIMKA€E PYHKIIIO IPUETHAHHS 3
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nepenayero KOHKPETHOro iIMeHi KiMHatu siKk aprymeHTy. CdopMoBaHHil 00'€KT KHONKH
JIOJAEThCS 10 BizyanbHOro konteiHepa listOfRooms, 3aBepuryroun noOynoBy CIHUCKY.

JlicTuHr xony:

public void ChangeRooms()
if(_listOfRooms == null) return;

_listOfRooms.Clear();
foreach (string el in PhotonLauncher.RoomList)
{
Button button = new Button();
button.text = el;
button.clicked += () => JoinRoom(el);
_listOfRooms.Add(button);

}
}

3aBepinye JoTiKy Moayns metoa JoinRoom, sikuil mpuiiMae psaoK 3 Ha3BOIO
KIMHaTH K BXigHUM mnapamerp. Lleii meron 3Bepraerbcss g0 craruyHoro API
PhotonNetwork.JoinRoom, iHiIifor04M TpoIleC MIAKIIOYEHHS KIIEHTa 10 OoOpaHoi
irpoBoi cecii Ha cepBepl. OMHOYACHO 3 MEPEKEBUM 3aITUTOM BiIOYBAETHCS IMEPEMHUKAHHSI
cTaHiB TpadiyHOoro iHTepdeicy: akTuByeThcs 00'ekT 3aBaHTakeHHs loadingUI, a
MOTOYHUIN 00'€KT MEHIO JICAKTUBYETHCS, IO 3a0e3IMedye KOPEKTHUH KOPHUCTYBAI[bKUI
JIOCBIJI IT1JT Yac Mepexoly MK CIIeHaMHu a00 CTaHAMHU T'PH.

JlicTuHr Komy:

private void JoinRoom(string name)
{
PhotonNetwork.JoinRoom(name);
loadingUl.SetActive(true);
gameObject.SetActive(false);

}
}

3) MainMenu.cs
[Iporpamumnii kimac MainMenu.cs Biirpae poib IEHTPaTbHOTO KOHTPOJIepa HaBirariiHol
CHCTEMH TI0Y9aTKOBOTO iHTepdelicy KOopHcTyBaua. Moro mepuioueproBHM 3aBIaHHSIM €
3a0€3MeUeHHs JIOTTYHOTO PO3Traly>KeHHs ClIeHaPilo B3a€EMO/I1i KOpUCTYyBaya 3 POrpaMolo,
HaJlarouu BUOIp MK CTBOPEHHSM HOBOT IrpPOBOI ceCli Ta MPUETHAHHSM /10 BXKE ICHYIOUOi.

3 Touku 30py apxitektypu Unity, JaHWil CKpPUNT peani3ye NaTrepH KOHTpojepa
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MPEICTAaBIEHHs, MOB'SI3yIOUM Bi3yallbHy pO3MITKY, cTBopeHy 3acobamu Ul Toolkit, 3
IrpoBUMHM O0'€eKTaMU CIIEHH, W10 BIAMOBIAIOTh 3a TMONAJNbIl €Tanu KoHQIryparrii
MepexeBoro 3'eqHaHHa. Ha modarky daiiny 311MCHIOEThCS IMIOPT 0a30BUX MPOCTOPIB
imeH: UnityEngine mys noctyny ao sapa pyuiis ta UnityEngine. UIElements 1yist po6otu
3 HOBITHBOIO CHUCTEMOIO MOOYI0BU 1HTEp(ENCIB HA OCHOBI BidyajpHOro nepena. Kiac
ycnaakoBye ¢yHKIioHaIbHICT MonoBehaviour, 1m0 € 000B'SI3KOBUM /1J11 KOMIIOHEHTIB,
AK1 IPUKPIIUITIOIOTHCS 10 00'€KTIB HA CLIEHI. Y OJI0111 OTOJIONIEHHS 3MIHHUX BU3HAYAIOTHCS
npuBatHi nonsi _createtRoomBtn Ta joinRoomBtn Tuny Button, siki cayryioTs
IpOrpaMHUMM TIOCWJIAHHSMHM Ha IHTEPAaKTHUBHI eneMeHTH iHTepdeiicy. OkpiM 1bOTO,
OTOJIONIYIOThCA MmyOmiuHi mojisi  createtRoom Ta joinRoom Tunmy GameObject.
Buxopucranus nyOniuHoro Moxaudikatopa JOCTYNy B JaHOMY KOHTEKCTI €
apXITEKTYpPHHUM PIIICHHSM, 1110 J03BOJIIE pPO3poOHUKY yepe3 iHcnekTop Unity (Inspector)
SBHO BKa3aTH MOCHUJIAHHSA Ha KOPEHEB1 O0'€KTH IHIIMX MEHIO (MaHeyiel CTBOPEHHS Ta
MOIIYKY KIMHAT), 3a0€3Meuyr0un TaKUM YHHOM THYYKICTh HaJIallITyBaHHS TMEpPeXoiB 6e3
HEOOX1HOCTI dKOPCTKOTO KOJYBaHHS 3B'I3KiB.

JlicTuHr xomy:

using UnityEngine;
using UnityEngine.UlElements;
public class MainMenu : MonoBehaviour

{

private Button _createRoomBtn, _joinRoomBitn;
public GameObject createRoom, joinRoom;

Etan iHimiamizamii Ta HalamTyBaHHS BHYTPINIHBOTO CTaHy KOMIIOHEHTA
peamizoBano B mertomi Start. Ileli MeTonm BHUKOHYE€ KPUTUYHO BaXXIUBY (YHKIIIIO
3B'si3yBanHs JoTiKK C# 3 UXML-posmiTkoro. Criepiry BigOyBa€eThCsl OTpUMAHHS JOCTYITY
710 KOpEHEBOTO eleMeHTa iepapxii intepdeiicy (rootVisualElement) gepe3 koMImoHEHT
UIDocument, sikuii BUCTyIa€ MICTKOM MK JaHUMHU PO3MITKH Ta KogoM. Hactymaum
KPOKOM BHKOHYETHCS MONIYK KOHKPETHUX KHOTOK y Bi3yaJIbHOMY JIEPEBI 3 JOIIOMOTOIO
Merony 3anuTy Q<Button>, skuii i1eHTHU(IKYe €IEMEHTH 3a IXHIMU YHIKAJIbHUMH
psankoBuMu iMeHamu ("CreateRoomBtn" Ta "JoinRoomBtn"). Ilicist oTtpumanHs

MOCUJIaHb Ha KHOIKM 3aCTOCOBYETHCS MOJII€EBO-OpPIEHTOBAHUM miaxia: no noaii clicked
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KO’KHO1 KHOIIKH J10al0ThCs BiAMoBiaHI MeToau-00pooHuku (CreateRoomBtnOnClicked
ta JoinRoomBtnOnClicked). Takuii MexaHi3M MIANHUCKU JIO3BOJISIE ACHUHXPOHHO
pearyBaTu Ha Jli KOPUCTyBaya, BIIOKPEMIIIOIOUYM JIOTIKY BIITBOpPEHHs 1HTepdeicy Bif
J0TiKM 0OpOoOKU BBOAY, IO BIAMOBIAA€ MPUHIMMIAM CJIAa0KOi 3B'SI3aHOCTI KOMIIOHEHTIB
(Loose Coupling).

JlicTuHr xony:

private void Start()
{
var root = GetComponent<UIDocument>().rootVisualElement;
_createRoomBtn = root.Q<Button>("CreateRoomBtn");
_createRoomBtn.clicked += CreateRoomBtnOnClicked;

_joinRoomBtn = root.Q<Button>("JoinRoomBtn");
_joinRoomBtn.clicked += JoinRoomBtnOnClicked;

}

Peanizaiiss HaBiramiiHoi JOTIKH 30CEpEIKEeHa Y METOJaX 3BOPOTHOTO BUKIHUKY
(callbacks). Meton JoinRoomBtnOnClicked BiamoBimae 3a mepexin A0 MEHIO BHOODPY
KIMHAT. AJTOPUTM MeEpexoay 0a3yeThCs Ha MaHINMYJALi CTAaHOM aKTUBHOCTI IrpOBHUX
00'€KTIB: MOTOUYHHMI OO'EKT MEHIO (IO SIKOTO MPHUKPIMJICHO e CKPHUIT) JCaKTHBYETHCS
BukimkoM gameObject.SetActive(false), o mpu3BoaUTH A0 HOTO 3HUKHEHHS 3 €KpaHa Ta
NPU3YNIUHEHHS BHKOHAHHS IIOB'SI3aHUX TIPOIECIB BimoOpakeHHs. OIHOYACHO 3 ITUM
00'ekT joinRoom, mocuinaHHs Ha KU OyJI0 BCTAHOBJICHO B IHCIIEKTOPI, IEPEBOAUTHCS B
aktuBHMI cTaH (SetActive(true)). AmanoriyHa JIOrika peaji3oBaHa B METOIl
CreateRoomBtnOnClicked, sikuii akTuBye maHendb CTBOpPEHHS KIMHATH createRoom.
Taxuit migxig g0 opraHizamii iHTepdeincy (akTHUHO peamizye HAWMPOCTINIY MOJAEIb
ckinuennoro aBtomara (Finite State Machine), ne cranamu € pi3HI €KpaHU MEHIO, a
MePEXOH HIMIIOIOTHCA JisIMU KopucTyBada. Lle 3a0e3neuye 4iTkuil Ta KOHTPOIHOBAHU I
MOTIK HaBIraIlii, rapaHTyIOuH, 10 B OyIb-sIKMii MOMEHT Yacy KOPUCTYBa4 B3a€MOII€ JIUIITE
3 OJTHAM aKTHBHHM KOHTEKCTOM MEHIO, 1[0 € BAXIUBUM JJis1 KOpeKTHOTO UX y CKITaHUX

CHUCTEMax CUMYJIAIIII.
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JlictuHr xony:

private void JoinRoomBtnOnClicked()
{
gameObject.SetActive(false);
joinRoom.SetActive(true);

}

private void CreateRoomBtnOnClicked()
{
gameObject.SetActive(false);
createRoom.SetActive(true);
}
}

4) RoomMenu

[Iporpamuanii komnoHeHT RoomMenu.cs BUKOHYE pOib aIMIHICTPATHBHOTO
KOHTpoJiepa BipTyalbHO1 KiMHaTH ouikyBaHHs (lobby), ne kopucTyBaui nepeOyBarOTh
micyisl  yCHIIIHOTO CTBOPEHHS a00 MpHEAHAHHS 10 MEPEKEeBOi cecii, aje mnepen
Oe3mocepeHiM MOYaTKOM IrpoBoro mpoiecy. Kiac po3po0iieHO 3 BUKOPUCTAHHAM
016miotrek UnityEngine Ta UnityEngine.UlElements i maninmynsmin 3 rpadpidHAM
iHTepdeiicoM, a Takox mpocTopiB iMeH Photon.Pun ta Photon.Realtime mist B3aemonii 3
XMapHow iHppacTpykTyporo Photon. ¥ cTpykTypi Kilacy BH3HA4Y€HO IPHBATHE II0JIC
_startGameBtn tumy Button, sike 3a0e3nedye mnporpaMHuUi AOCTYI JO e€JIeMEHTa
yIpaBIIHHSA, BIAMOBIIAJIBHOTO 3a iHIiIiami3arito irpoBoro piBHs. Llel miaxia mo3Bojse
IHKAIICYJIFOBAaTH JIOTIKY YMPAaBIIHHSA CTaHOM TPH B MeEXax OJHOTO KOMIIOHEHTA, IO
BIJIITOB1/Ta€ MPUHITUIIAM 00'€KTHO-OPIEHTOBAHOTO IIPOrpaMyBaHHS.

JlicTuHr KOMY:

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UlElements;
using Photon.Pun;

using Photon.Realtime;

public class RoomMenu : MonoBehaviour

{

private Button _startGameBtn;
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[Iponienypa inimiamizaimii iHTepdelicy peanizoBaHa B MeToal Start, skuit
aBTOMAaTU4YHO BUKIMKAE€TbCs cepenoBuiieM Unity npu 3aBaHTakeHH1 o0'exkta. Ha
NEepIIOMY eTari BUKOHAHHS METOAYy BIOYBA€THCS OTPUMAHHS JOCTYIY /0 KOPEHEBOTO
enemeHnTa BizyaiapHOTO AepeBa UXML uepes kommonent UIDocument. 3a 1omomoroo
Merony Q<Label> ckpunT 3HaXOAUTh TEKCTOBUM BUDKET 13 1AEHTU(IKATOPOM
"roomName" 1 TUHAMIYHO 3MIHIOE HOTO 3MICT, B1I0Opakatouu MOTOYHY HAa3BY KIMHATH,
orpumany uepe3 BractuBicTb PhotonNetwork.CurrentRoom.Name. Ile Hanae
KOpPUCTYBa4eBl Bi3yajbHe MIATBEPKEHHS YCIIIIHOTO BXOY 10 KOHKPETHOT irpoBoi cecii
Ta J03BOJISIE IIEHTU(IKYBATH MEPEKEBE OTOUCHHS.

JlicTuHr KOMYy:

private void Start()
{
var root = GetComponent<UIDocument>().rootVisualElement;
Label roomName = root.Q<Label>("roomName");
roomName.text = "KomHarta co3gana: " + PhotonNetwork.CurrentRoom.Name;

Hactynmuuit  eranm iHimiamizamii TNpUCBSYEHUN HANAIITYBaHHIO E€JIEMCHTIB
yIpaBIiHHA Ta peatizaiii poiboBOi Mozaelni aoctyny. CKpUNT OTpUMYE MOCUIIAHHS HA
KHOTNIKY 3amycky rpu _startGameBtn ta mignucye meron StartGameBtnOnClicked na
nofiro i HaTUCKaHHSA. KPUTHYHO Ba)KJIMBOKO YACTHHOIO JIOTIKM € TIEpPEeBIpKa CTaTyCy
KJIIIEHTa B Mepexi 3a onomoroto BiaactuBocTi PhotonNetwork.IsMasterClient. 1s ymoBa
BU3HAYAE, YU € MOTOYHHUM KOPUCTYBad aamiHicTparopoM KimHatu (Master Client), T06TO
TUM, XTO il CTBOpPUB a00 OTPHMMAaB IpaBa XOCTa. SKIO KOPUCTyBa4d HE BOJOJI€ MPABAMHU
aJAMIHICTpaTopa, KHOMKAa 3allycKy TpU MPUMYCOBO JCAKTUBYETHCS  METOIAOM
SetEnabled(false). Takuii mexani3aM 3amo0irae po3CHMHXpOHI3aIlii IrpOBOr0 IPOIIECY,
JIEJIETYIOUX TIPABO MOYATKy CUMYJISIII BUKIIOYHO OHOMY KOPHCTYBAdeBi, [0 TapaHTYE
IUTICHICTH Cecii U BCIX YYACHHUKIB.

JlicTuHT KOMY:

_startGameBtn = root.Q<Button>("StartGameBtn");
_startGameBtn.clicked += StartGameBtnOnClicked;

if('PhotonNetwork.IsMasterClient)
_startGameBtn.SetEnabled(false);
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Meton  StartGameBtnOnClicked,  skuii  BUKOHY€TbCS  MNpU  B3AEMOIIL
aJMIHICTpaToOpa KIMHATHU 3 1HTep(eiicoM, MICTUTh KOMAaHAY JJisl IEPEXOAY 0 OCHOBHOT
cuenu cumyisinii. Buknuk merony PhotonNetwork.LoadLevel(1) 3amicTs crangapTHOrO
SceneManager.L.oadScene € cnenugiyHo0 0cOOIMBICTIO POOOTH 3 MEPEXKEBUM PYLIIEM
Photon. Ils ¢yHkiis He mnuie 3aBaHTaXye CHEHY 3 1HAekcoM 1 (sSika MICTUTH
0e3MmocepeIHbO IrpoBe CepPeIoBUIIIE Ta PIZUUHY CUMYIISAII0) HA JIOKAJIbHOMY KJTIE€HTI, aJie
i, 3a ymoBu HanamrtyBaHHs PhotonNetwork. AutomaticallySyncScene, aBromaTtnuno
CUHXPOHI3y€e 1l mepexia s BCIX MIIKIIOUEHUX KIII€HTIB y KimHaTi. Lle 3abe3neuye
OJTHOYACHHH MOYATOK I'POBOi cecii JJisi BCIX YYACHUKIB, 1[0 € HEOOXITHOIO YMOBOIO JIJIs
KOPEKTHO1 0araTokopucTyBallbKOi B3a€EMO/I1T B peabHOMY 4aci.

JlicTuHr KOMYy:

private void StartGameBtnOnClicked()
{

}

PhotonNetwork.LoadLevel(1);

}

5) Cube.cs

[IpencraBnenunii nporpamuuii monayiab ClickPush € kmo4oBuUM  eneMeHTOM
migcucTeMu (pi3MIHOT CUMYIISITT, 110 3a0€e3euye IHTEPaKTUBHY B3a€MOJI110 KOPUCTYBaya
3 o0'ektamu irpoBoro cBity. Kimac po3pobieno Ha 0a3i craHmapTHOi 0i07i0TeKH
UnityEngine, 110 103BoJisie BAKOPUCTOBYBATH BOYIOBaHI MEXaHI3MU (PI3UYHOTO PYIIIis
(NVIDIA PhysX). B apxitekTypHOMY MIaHi Kiac € crnaakoemieM MonoBehaviour, 1o
JI03BOJISIE€ TPUKPITLTIOBATH WOTO 70 OyIb-SIKOTO TPUBUMIPHOTO 00'eKTa CrieHU. Y OJOIIl
OTOJIOIIICHHS 3MIHHUX BU3Ha4YaeThes myoiiune nmosne force tumy float, sxe 3amae ckansipHy
BEIIMYHMHY CHIIM, IO Oy/e mpukianeHa ao ob'ekra. [lyOmiuamii Mmomudikatop qocTyIy
JI03BOJISIE HAJIAIITOBYBAaTH 1€ TapameTp Oe3mocepenHbo uepes3 pemakrop Unity
(Inspector), 3abe3nedytoun THYYKICTh TeiMau3aifHy. TakoX OTOJIONIYETHCS TPUBATHE
nosie tb Tumy Rigidbody. Ileit komnoneHT € GpyHmamMeHTanbHUM 11 (PI3UIHOT CUMYIIAIIIT
B Unity, ockiibku BIH Hagae o0O0'eKTy Macy Ta MIANOPSIKOBYE MOro 3akoHaM

HBIOTOHIBCHKOT MEXAHIKH.
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JlictuHr xony:

using UnityEngine;

public class ClickPush : MonoBehaviour

{
public float force = 10f;

private Rigidbody rb;

Etan inimiamizamii koMmmnoHeHTa BiaOyBaeTbcsi B Metonl Start. OCHOBHOIO
OTepaIli€l0 TYT € KEITyBaHHS MOCHJIaHHS Ha kKoMroHeHT Rigidbody, mpukpimnenuii 1o
TOTO X iIrpoBOTO 00'ekTa. Buknuk y3araasHenoro Mmerony GetComponent<Rigidbody>()
JI03BOJISIE OTPUMATH AOCTYII 10 (PI3MUHUX BJIIACTUBOCTEN 00'€KTa Ta MaHIMYIIOBATH HUMU
B TIONAJIBIIOMY KOAl. 30epeXeHHs IbOr0 TMOCWIAHHS y 3MIHHY Ib € Ba)XJIHBOIO
ONITUMI3AITI€10, IO JO3BOJISIE YHUKHYTH PECYPCOMICTKUX OTIepalliid MOImyKy KOMIIOHCHTIB
1] 9ac aKTUBHOI (pa3u irpoBOTO MPOIIECY.

JlicTuHr KOMYy:

void Start()
{

}

rb = GetComponent<Rigidbody>();

Jlorika Oe3mocepenHbOi B3aEMOII peaji3oBaHa B METOMAlI OOpOOKM Mo
OnMouseDown. lleit MeTom aBTOMAaTWYHO BHUKIUKAEThCA pyuriem Unity, Koiu
KOPHUCTYBa4 HAaTHCKAa€e KHOIKY MHIII, HABIBIIN Kypcop Ha Konaiaep 00'ekra. AJTOPUTM
pOo3paxyHKy (pi3MIHOTO BILTUBY 0a3yEThCs Ha BEKTOPHIM anreopi. Criepiry 00UnuCIIOEThCS
BEeKTOp HampsMmKy dir sSK pi3HUI MDK mo3ulieto o0'ekra (transform.position) Ta
no3uitiero kamepu (Camera.main.transform.position). OTpumaHuii BEKTOp BH3HAUYa€
JiHIO 1ii cCuIM Bix cmocTtepirada 1o o60'exra. ITicist bOro BUKOHYETHCS HOpMaTi3allis
BekTOopa MeTooM Normalize(), 1o MpUBOAUTE HOTO JOBKHUHY J0 OJHHHMII, 30epiraroun
IpY IIbOMY 1H(GOPMAIIIFO JIUIIIE TTPO HAMIPSIMOK.

JlicTuHT KOMY:

void OnMouseDown()

Vector3 dir = transform.position - Camera.main.transform.position;
dir.Normalize();
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3aBeplIaJbHUM €TalloM alrOpUTMY € Oe3MOoCepeHE 3acCTOCYBaHHS CHJIM [0
¢d13uunoro tina. Metox rb.AddForce npukiagae cuity 10 00'eKTa B3I0BXK pO3paxoBaHOTO
Bekropa dir, moMHOXkeHOro Ha koediuieHT iHTeHcuBHOCTI force. KirouoBum acnekTom
peamizauii € BukopuctaHHs pexumy ForceMode.Impulse. Lleii mapamerp Bkasye
¢d13uuHOMY PYIIitO, IO CUJIa MAa€ OyTH MPUKIIAJ€HA MUTTEBO, BPAXOBYIOUHM Macy 00'eKTa,
110 Gi3uYHO BIANOBIAAE ynapHii B3aeMojlii abo momroBxy. Lle npu3BoAUTH 10 MUTTEBOT
3MIHM BEKTOpa LIBUJKOCTI 00'€KTa, CTBOPIOIOYM PEATICTUUHY CUMYISIII0 KIHETUYHOTO
BILIUBY.

JlicTuHr KONY:

rb.AddForce(dir * force, ForceMode.Impulse);

}
}

6) PlayerController.cs

[Mporpamuuii ximac PlayerController.cs € mEeHTpaldbHUM KEPYIOUUM MOIYJIEM
CYTHOCTI TPaBIlI B MEpPEKEBOMY cepenoBuilli. BiH BiamoBimae 3a oOpoOKy BBEICHHSI
KOpHCTyBaya, KEPyBaHHS MEPEMIIICHHSM IMEPCOHAXa 3 ypaxyBaHHIM (i3UKH TBEPAOTO
Tija, peaiizaiiro 00WoBOI cucTeMHU (CTPUILOM) Ta CHHXPOHI3AIII0 CTaHy 00'€KTa MiX
kiaieHTamMu 4epe3 mepexxky Photon Unity Networking (PUN). Knac pospobieno 3
ypaxyBaHHSM TPHUHIIMINB KpOCIUIATGOPMHOCTI, OCKUIBKH BIH MICTHTh JUPEKTUBU
mpemnporecopa I MIATPUMKH SIK  CTApoi CHUCTEMU BBEJEHHS, TakK 1 HOBOI
UnityEngine.InputSystem. VY ©Omo1i orojomeHHs 3MIHHAX BH3HAYAIOThCS KIFOUOBI
napameTpH NMePCOHaXKa, TaKi K MIBUIKICTH epeMitieHHs (speed), MBUAKICTh 00epTaHHS
(rotateSpeed), BenmunHa 3aBaanoi mkoau (_attackDamage) Ta moTounHwmii piBeHb 310POB's
(_health). Takox 36epiratoTecsi mocrnanas Ha komnoneHTn Rigidbody mist ¢ismunnx

o3paxyHkiB Ta PhotonView s ineaTudikamii MepeKeBOro BIaCHMUKA 00'eKTa.
po3paxy p
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JlictuHr xony:

public class PlayerController : MonoBehaviour
{
private Rigidbody _rb;
private PhotonView _photonView;
public float speed = 5f, rotateSpeed = 4f;
public int _attackDamage = 25;
private int _health = 100;

KputruHo BaJIMBUM €TaroM XUTTEBOTO IIUKIIY 00'€KTa € 1HiIlami3allis B METOA1
Awake. OkpiM OTpUMaHHS TOCUJIAHb HA HEOOX1THI KOMITIOHEHTH, TYT PEali30BaHO JIOT1KY
PO3/UIEHHS JIOKaJIbHOTO Ta BinjaneHoro ynpasiiHHs. IlepeBipka !| photonView.IsMine
J03BOJIIE BU3HAYUTH, YU HAJICKUTH JTaHUM EK3EMIULSIp TpaBlsl JOKAJIbHOMY KIIIEHTY.
k1o 00'eKT € penpe3eHTaIle0 BiAAaIeHOro TpaBIlsd, KaMepa, MPUKpImieHa 10 HbOTO,
3auiyeThes. e 3amobirae koHGUIIKTAaM PEHJIEPUHTY Ta TapaHTYeE, 10 KOKEH rpaBelb
0auuTh IrPOBUN CBIT JIUIIE 31 CBOEI NMEPCIEKTHBU, HE MEPEXOIUTIOIOYM YTPABIIHHS
KaMepaMH 1HIINX YYaCHUKIB CECii.

JlicTuHr xomy:

private void Awake()

{

_photonView = GetComponent<PhotonView>();
_rb = GetComponent<Rigidbody>();

if(!_photonView.IsMine)
Destroy(GetComponentInChildren<Camera>().gameObject);

ApXiTeKTypa YIpaBIiHHS TEPCOHAXKEM PO3JIeHa HAa JBa MOTOKH OHOBJICHHS:
FixedUpdate nns ¢iznunux po3paxyskiB Ta Update mist 00poOKy BBEIEHHS Ta IrpoBOT
Jorikd. B 000X MeTomax 3acTocoBy€eThCs aTepH paHHboro Buxoay (Guard Clause) uepes
nepeBipky _photonView.IsMine, mo 3a0opoHsi€ BHUKOHAHHS KEPYIOYOro KOAy Ha
eK3eMIuIIpax OO0'e€KTiB, sIKI HE HaJlieXaTh JIOKaTIbHOMY KiieHTY. Metox RotatePlayer
BIJIMIOBIZIA€ 32 OpPIEHTAIlII0 TIEPCOHAXKA y MPOCTOpPi. 3aJE€KHO BiJ aKTHBHOI CHCTEMH
BBEJICHHS, 3YMTYIOTHCS JIaHi 3 TeiiMmana abo KiaBiaTypH, ITICIS YOTO 3aCTOCOBYETHCS
TpaHcgopmailisi o0epTaHHS HaBKOJIO BepTUKainbHOI oci Vector3.up. Metog MovePlayer
BUKOPUCTOBY€E (DI3WYHUN PYLIINA AJIsI EPEMIIICHHS: 3aMICTh MPsIMOi 3MIHM KOOPJUHAT

BUKOPUCTOBYeThCSl MeTonl _rb.MovePosition, sikuif o0uuciitoe HOBY NO3HUIII0 3
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ypaxyBaHHSM IOTOYHOI MO3HUIIiI, BeKTOpa HampsaMKy transform.forward Ta aenbTH yacy.
Taxuii minxig 3a0e3meuye MmIaBHICTh PYyXy Ta KOPEKTHY 00pOOKY KOJi31H.

JlicTuHr komy:

private void FixedUpdate()
{
if (I_photonView.IsMine) return;
MovePlayer();

}

private void RotatePlayer()

{
/I ... (norika 341TyBaHHA BBOAY)
transform.Rotate(Vector3.up * rotateSpeed * h);

}

private void MovePlayer()
{
/I ... (norika 34MTyBaHHSA BBOAY)
_rb.MovePosition(transform.position + (transform.forward * Time.fixedDeltaTime
* speed * v));

}

boiioBa cucrema peanizoBana metogoM Shoot, sikuii 0a3yeThCsi Ha TEXHOJOTII
TpacyBaHHs npoMeHiB (Raycasting). IIpu HaTuckaHHI KHOTIKM aTaku (J1iBa KHOIKA MUIII
a0o0 BIJIMOBiTHA KHOIIKA TeiiMIana) OyayeThCsl IPOMiHB BiI KaMEpH B HAMPSIMKY Kypcopa.
Sximo mpomiHb TepeTuHae komaiaep ob'ekra 3 Terom "Player", BUKIHMKAEThCS METO.
HaHeceHHs mkoau. OcoOMUBICTIO peanizallli € BUKOPUCTAHHS MEXaHI3My BiIajeHUX
BukiiikiB mipouieryp (RPC). Meton Damage He 3MiHIOE 3M0pOB'S HAanpsiMy, a HAJACHIIAE
MepexxeBy komaHay PunDamage Bcim kimientam uepe3 photonView.RPC. Merton
PunDamage, no3nauennii arpudytom [PunRPC], BuKkoHyeThCS Ha BCiX KOMisIX 00'€KTa,
ane ¢akTHYHA 3MiHA 370pOB'S Ta 3HHUIICHHS 00'ekTa (y pas3i cMepTi) 0OMEXKYyeTbCs
nepeBipkoro IsMine, 110 Jeerye BiANMOBITAIBHICTh 32 CTaH MEPCOHAXKa HOro BIACHUKY,

3armo0irarouM PO3CHHXPOHI3aIll JaHUX.
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JlictuHr xony:

private void Shoot()
{

/I ... (norika Raycast)
if (Physics.Raycast(ray, out RaycastHit hit))
if (hit.collider.CompareTag("Player"))
hit.collider.GetComponent<PlayerController>().Damage(_attackDamage);

}
}

public void Damage(int damage)

{

}

[PunRPC]
void PunDamage(int damage)

{

_photonView.RPC("PunDamage", RpcTarget.All, damage);

if (!_photonView.IsMine) return;

_health -= damage;

if(_health <= 0)
PhotonNetwork.Destroy(gameObject);

7) PlayerManager.cs

[Tporpamuwmii kinac PlayerManager.cs BUKOHY€E poJib TOUYKH BXOMY JJIS 1HIITIai3a11ii
irpoBOTO aBaTapa KOpUCTyBada B MeKaxX MEpekeBoi ciieHu. [leif KOMITOHEHT € KpUTHIHO
BAXJIMBUM JUIS 3a0€3MeUYeHHS KOPEKTHOI apXiTEeKTypH KIIE€HT-CEPBEPHOI B3a€EMOJIIT,
OCKLUTBKH BIH PO3MEKOBYE JIOTIKY 3arajibHOTO KEPYBaHHSI CIIEHOIO Ta TIEPCOHABHY JIOTIKY
CTBOPEHHS KEPOBAHOTO 00'€KTa JIJIsi KOXKHOTO OKpeMoro kiieHTa. Kimac moOynoBanuii Ha
6a3i 6iomiorek UnityEngine Ta Photon.Pun, mo mo3Bomsie iHTerpyBaTé cTaHIapTHI
MexaHizMu Unity 3 MmepexxeBuM (pyHKITIoHaIoM Photon. ¥ cTpykTypi Ki1acy OrosiomeHo
mpuBarHe mone _photonView, sKe CIyrye TOCHJIAHHSM Ha KOMIIOHEHT MEpEeKeBOl
ineaTudikamii. Ilei KOMIIOHEHT € HEOOXITHMUM JUIS PO3PI3HEHHS JOKaJbHHUX Ta
BiJlJaJIeHNX 00'€KTIB y CHUIBHOMY BipTyaJlbHOMY MPOCTOPi, 3a0€3Meuyodn aJpecHICTh

MEPEKEBUX MOB1OMIICHb.
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JlictuHr xony:

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Photon.Pun;

public class PlayerManager : MonoBehaviour

{

private PhotonView _photonView;

AJTOpuTM pOOOTH MEHEHKEepa peali3oBaHO B METO1 Start, SKUW aKTUBYETHCSI IPU
3aBaHTaKEHH1 00'exTa Ha cueHl. llepioueproBuM 3aBIaHHSIM METONY € 1HIIiani3aiis
3MiHHOi _photonView nuisixoM oTpUMaHHS BIANOBIAHOTO KOMIIOHEHTA, MPUKPIIIIEHOTO
70 TOTOYHOro irpoBoro o6'ekta. KirouoBMM eTamoMm JIOTIKM € yMOBHAa KOHCTPYKIIiS
if(_photonView.IsMine), sika mepeBipsie TPUHAIEKHICTh JTAHOTO €K3eMIUISIpa CKPUIITY
JoKaJmpHOMY KilieHTY. Llst mepeBipka € pyHIaMeHTaIbHOIO JIsI 3ar00iraHHs 1yOIFOBaHHIO
JIOTIKM CTBOPEHHS MEPCOHaXXa: METOJ CTBOPEHHS I'paBlLisl BUKJIMKAETHCS BUKIIOYHO B
TOMY BUIAJIKY, SIKIIO MIOTIK BUKOHAHHS HAJIEKUTh KIIIEHTY, SIKUI BOJIOJIIE LIUM MEPEKEBUM
ob0'ektoM. Takuii MiAXiAg rapaHTye, M0 KOXEH IMIIKIIOUEHUH KOPHCTYBad IHIIIIOE
CTBOPEHHSI JIMILIE BIACHOTO MEPCOHAXa, HE BTPYYaIOUUCh Y MPOIECH 1HIINX YYaCHUKIB
ceclii.

JlicTuHr Komy:

private void Start()
{
_photonView = GetComponent<PhotonView>();
if(_photonView.IsMine)
CreatePlayer();

besnocepenns renepairisi irpoBoro o0'ekra BimOyBa€TbCS y MPUBATHOMY METO1
CreatePlayer. 3amicts crammaprHoro wmetoxy Instantiate pymis Unity, TyT
BHKOPHUCTOBYEThCS cremiamizoBannii Metoq PhotonNetwork.Instantiate. Ils ¢ynkiis
npuitmae Ha3By mnpedaby ("Player") sk psakoBuii apryMeHT, a TakKOXX ITOYaTKOBI
koopauHatu (Vector3.zero) Ta opieHranio (Quaternion.identity). Bukopuctanus

PhotonNetwork.Instantiate € 000B'SI3KOBOI0 YMOBOIO /ISl MEPEKEBUX 1MOP, OCKUIBKH I1eH
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METOJ] HE JIMILE CTBOPIOE OO'€KT HA JIOKAJbHINA CLEHI, ajle i aBTOMATUYHO HAJICUJIAE
OydepuszoBaHy MepekKeBy MO0 BCIM IHIIMM KII€HTaM, 3MYIIYIOYU iX CTBOPHUTH
BIJIMOBIJHY KOIIIO IIbOTO 00'€KTa y CBOiX Bepcisix cBiTy. KpiM TOro, cTBOpeHOMY 00'€KTy
aBTOMATHUYHO TPUCBOIOETHCS YHIKaJIbHUN MepexeBuil ineHtudikarop (ViewlD), mio
J03BOJISIE  CUHXPOHI3YBaTH HOro ¢Gi3UYHUN cTaH (MO3UII0, OOEpTaHHS) Ta IrPOBI
napamMeTpH MIX yciMa yYaCHUKaMHM CeCli B peajlbHOMY 4Yaci.

JlictuHr xomy:

private void CreatePlayer()

{
}

PhotonNetwork.Instantiate("Player", Vector3.zero, Quaternion.identity);

}

8) Schoot.cs

[Tporpamuuit moaynes Schoot.cs, o micTuTh Kiaac Shootable, peanizye MexaHiky
JTUCTaHIMHOT (i3M4YHOT B3aeMoOAli KopucTyBada 3 00'€eKTaMH IrpOBOrO CBITY 3a
JIOTIOMOTOI0 TEXHOJIOTi1 TpacyBaHHs mpomeHiB (Raycasting). JlaHuii KOMIIOHEHT €
YHIBEpCAJIBHUM IHCTPYMEHTOM JUISl 3/IIMCHEHHS CHJIOBOTO BIUITMBY Ha JWHAMIYHI Tila 1
po3po0JieHn 3 ypaxyBaHHSIM CYMICHOCTI 3 PI3HHMMH BEPCIIMH ITIICHCTEM BBEICHHS
pymris Unity. Knac ycnankoBye QyHKIIOHaIbHICTh 0a30Boro kiacy MonoBehaviour, 110
JI03BOJISIE THTETPYBaTH HOTO B JKUTTEBHM MUK CIEHU. Y OJIOII OTrOJOMICHHS 3MIHHHX
BU3HauaeThcsi TmyOmiune mone force tumy float. Buxopucranus myOmidHOTO
MonudikaTtopa JIOCTYImy HaJAa€ MOXKIMBICTH TreMAN3aliHEpy  HaJaAlITOBYBAaTH
IHTEHCUBHICTH (PI3MYHOTO IMITYIIbCY Oe3mocepenubo yepe3 intepderic pegakropa Unity,
HE BTPYYAIOuUCh Y MPOTPaMHUIA KOJI, 110 3a0e3Meuy€e THyUKICTh HalamTyBaHHS irPOBOTO

Oamancy.
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JlictuHr xony:

using UnityEngine;

#if ENABLE_INPUT_SYSTEM
using UnityEngine.lnputSystem;
#endif

public class Shootable : MonoBehaviour
public float force = 500f;

void Update()
{

OcHoBHa Jorika 00poOKM B3aemojli 3ocepemkena B wmetoni Update, sxuii
BUKOHYETHCS KOXHOTO KaJapy. ApPXITEKTYpHOIO OCOOJHMBICTIO J@HOTO METONY €
BUKopucTtanus AupekTuB ymoBHO1 komnursamii #1f ENABLE INPUT SYSTEM, mo
JI03BOJIIE aBTOMATUYHO aJIalTyBaTH KOJ IIiJi aKTUBHY CHCTEMY BBCJICHHS TIPOEKTY
(Legacy Input Manager a6o HOBy Input System). Y Ororii, npu3HaueHOMY JJii HOBOIi
CUCTEMHU BBEJICHHS, TIEpeBipKa HATUCKAHHSI JTIBOT KHOIIKHM MUIII1 3/11ICHIOETHCS Yepe3 Kiac
Mouse.current.  CraH  KHONKH  3YUTYETBCA 32  JIOIOMOTOK)  BJIACTHUBOCTI
wasPressedThisFrame, a koopauHatu Kypcopa Ha €KpaHi OTPUMYIOThCS depes
Mouse.current.position.ReadValue(). Lle 3a6e3neuye kKopekTHY 00pOOKY TOTii BBEACHHS
Ha Cy4JacHHMX IutargopMax, IO HIATPUMYIOTH IIOII€EBO-OpPIEHTOBaHY Monenb Input
System.

JlicTuHr Komy:

#if ENABLE_INPUT_SYSTEM
bool click = Mouse.current != null ?
Mouse.current.leftButton.wasPressedThisFrame : false;
if (click)
{
Vector2 mousePos = Mouse.current != null ?
Mouse.current.position.ReadValue() : Vector2.zero;
Ray ray = Camera.main.ScreenPointToRay(mousePos);

if (Physics.Raycast(ray, out RaycastHit hit))
{

AnprepHaruBHa TUika koay (Osok #else) 3abesneuye MIATPUMKY KIACHYHOIO

MCHCKEPa BBCACHHA, HGpGBipHIO‘II/I HaTHUCKaHH qcpe3 CTaTUYHUU MCTO
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Input.GetMouseButtonDown(0). He3zanexHo Biji 00paHOi CUCTEMU BBEJECHHS, KIIFOYOBUM
aJAropuTMOM € reHepauis gizuuHoro npomens. Metoa Camera.main.ScreenPointToRay
MEPETBOPIOE IBOBUMIPHI KOOPAMHATH Kypcopa Ha €KpaHi y TpUBUMIpHUH poMinb (Ray),
10 BUXOAWTH 3 MO3UIlii KaMepu B MMUOWHY clieHH. HacTymHHM KPOKOM BHKOHYETHCS
Meron Physics.Raycast, skuii mnepeBipse€ TEpPEeTUH I[LOTO TPOMEHS 3 OyIb-SIKUM
KoJUTaiiiepoM Ha ciieHl. Pe3ynbrar nepeBipku 30epiraetbes y cTpykrypi RaycastHit, sika
MICTUTH JAeTalbHY 1H()OPMAIIiIO TPO TOUYKY 3ITKHEHHS Ta 00'€KT, 3 SIKUM BOHO Bi0Oymnocs.

JlictuHr xomy:

#else
if (Input.GetMouseButtonDown(0))

{

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);

if (Physics.Raycast(ray, out RaycastHit hit))

{
Rigidbody rb = hit.collider.GetComponent<Rigidbody>();

if (rb != null)
{

[Ticns ycmimiHOTO BUSBICHHS TIEPETHHY, QJITOPUTM HAMAara€TbCsl OTPUMATH
komrnioHeHT Rigidbody o6'exkta, 3 sikuMm BimOymocss 3iTKHeHHsA. HasBHICTH I1bOTO
KOMITOHEHTa € HEeOOXITHOI0 YMOBOIO ISl 3aCTOCYBaHHS (Di3uuHMX cuil. SIKio 00'ekT €
bi3uyauM  TiToM (mocunanHga tb He € null), BimOyBaeThCsS pPO3paxyHOK BEKTOpa
npUKIagaHHs crin. Bekrop HanpsaMmKy direction 00YHCTIOETHCS K PI3HUIISI MK TOYKOIO
BayyanHs mnpomeHs (hit.point) Ta mosumier0 kKamepu. OTpUMaHHUN BEKTOP
HOPMAJTI3YETHCS JUIsl IPUBEACHHS HOTO JOBXUHU IO OJUHUII, IO JO3BOJSE KOPEKTHO
MacmTabyBatu cuiry. DiHaIbHOIO omepaniero € BUKIMK Mmetony tb.AddForce, sxuit
MPUKJIAA€ IMITYIbC CHJIM B3JIOBK PO3PAXOBAHOTO BEKTOpa. BHKOpHCTaHHS pEeXUMY
ForceMode.Impulse 3a6e3nedye MUTTEBY 3MiHY IMIYIbCY Tila 3 ypaxyBaHHSM HOTO

MacH, IMITYyIOUM KIHETHYHUN yJap, HAIPUKIIA, BiJl TOCTPLTY a00 Pi3KOTO MOIITOBXY.
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JlictuHr xony:

Vector3 direction = hit.point - Camera.main.transform.position;
direction.Normalize();

rb.AddForce(direction * force, ForceMode.Impulse);

}
}

}
#endif

}
}

9) GameController

[Tporpamuuii moxynbe GameController.cs BUKOHY€e poJib II00ATLHOTO KEPYHOUOTO
eJeMeHTa apXITEKTypHU JI0/IaTKy, 3a0e3Neuyroud LUIICHICTh IrPOBOTO MPOIECY MpH
nepexoji MDK pi3HMMH creHamu. Kiiac po3poOieHo 3 BUKOpHUCTaHHSIM O010710TEK
UnityEngine Ta UnityEngine.SceneManagement s KepyBaHHS CIICHAMH, a TaKOXK
Photon.Pun jys imTerparii 3 MepekeBUM cepenoBuilleM. BiH ycmagkoBYeThCs Bif
6azoBoro kiacy MonoBehaviourPunCallbacks, mo Hamae AoCTym 10 CHCTEMHU MOAIN
MepexeBoro pymis Photon. KirodoBorwo apXiTeKTypHOH OCOOJIMBICTIO JITaHOTO
KOMIIOHEHTa € peaii3allii MMOPOKYBAIBHOTO TMATEpPHY MPOEKTYBaHHA «OmauHAKY
(Singleton). ¥ timi kiacy OToJIONIEHO MPUBATHY CTAaTHYHY 3MIHHY _game, sika 30epirae
NOCWJIAHHA Ha €JUHUN eK3eMIUIAp KoHTposnepa. Metox Start MICTUTH JIOTIKY
3a0e3MeUeHHs YHIKaJbHOCTI 00'exTa: TpW iHIimiamizamii BiZOyBa€ThCs TeEpeBipKa Ha
HAsSBHICTh BXK€ ICHYIOUOTO €K3eMIUApa. SIKIo 3MiHHAa _game BXKE iHIIlaji30BaHa,
MmoTOYHUN  ayOmikar oO'ekta 3HUIIyeThCss MetomoM  Destroy(gameObject). VYV
MPOTUJICKHOMY BHITAJIKY, IOTOYHUI €K3EMIUISP MO3HAYAETHCA SIK OCHOBHHM, 1 10 HHOTO
3actocoByeThess Meto; DontDestroyOnlLoad(this), sxuit 3anmo0irae 3HUIEHHIO 00'€KTa
P TIEpe3aBaHTAXKEHHI CIICH, JO3BOJISIOYN 30epirati mioOalbHUM CTaH TPU MPOTITOM

YChOT'0 C€aHCY pOOOTH ITPOTpaMH.
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JlictuHr xony:

using System;

using System.Collections;

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

using UnityEngine;

using UnityEngine.SceneManagement;

public class GameController : MonoBehaviourPunCallbacks

{

private static GameController _game;
private void Start()

{

if(_game != null)
Destroy(gameObiject);

DontDestroyOnLoad(this);
_game = this;

}

Jlnst opranizaiiii peaxiii CMCTEMH Ha 3MIHU ITPOBUX PIBHIB BUKOPHCTOBYIOTHCS
MeToau XutTteBoro 1ukiy OnEnable Ta OnDisable. ¥ Metoni OnEnable BinOyBaeThcs
mianucka Ha mnopito sceneloaded crarmunoro kmacy SceneManager HIISIXOM
neneryBaHHs o0poOku wmetony SceneManagerOnScenelLoaded. Ile rapantye, 110
KO’KHOTO pa3y MpH 3aBepIIIeHH1 3aBaHTa)KCHHS HOBO1 CIICHU Oy/1e BUKOHAHO BIATIOBITHUM
KoJ 1Himiami3aii. BignosizHo, y Mmetoni OnDisable peanizoBaHo BIAMMCKY Bif ITi€T IO
Taxuit migxin € crangapToM O6e3neyHoro nporpamyBanss B Unity, OCKUJIbKH BiH 3a100irae
BUTOKaM TIaM'siTI Ta MOMWJIKAM BUKOHAHHS, MOB'I3aHUM 31 3BEPHEHHSM J0 3HUIIEHUX
00'ekTiB a00 Jeneraris, KOJIM KOHTPOJIEP BUMUKAETHCS a00 BUAAIAETHCA 3 TIAM'SITi.

JlicTuHr KOMY:

public override void OnEnable()

base.OnDisable();
SceneManager.scenelLoaded -= SceneManagerOnSceneloaded;

}

public override void OnDisable()

{

[IponoBxkeHHS TICTUHTY KOIY:
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besnocepenns Oi3Hec-jorika iHiliami3anli iIrpOBUX CYTHOCTEW 30CEpe/KEeHa Y
npuBatHoMYy MeToal SceneManagerOnSceneloaded. Ileit meTon mpuitmae mapamerpu
3aBAHTAXKEHOI CLIEHU Ta PEXKUMY 3aBaHTAKEHHs, 110 JO3BOJIAE (PUIBTPYBATH Al 3aJI€AKHO
B1Jl KOHTEKCTY. Alroputm nepesipsie Bractupicth buildIndex ob'ekra cuenu. Y nanomy
BUMaJKy, ymoBa scene.buildindex == 1 inentudikye 3aBaHTa)XKeHHSI OCHOBHOI IrpOBO1
cueHu (3a3BUYail 1HJIEKCH CIIEH HajamToBYIOThbes y BikHI Build Settings pemakTtopa
Unity). Ilpm  BukKOHaHHI  Il€i  yMOBH  BiIOYyBa€TbCsl  BUKIUK  METOAY
PhotonNetwork.Instantiate, sikuii ctBoproe mepeskeBuii 00'ekt "PlayerManager" y Touri
3 KoopauHatamu Vector3.zero Ta HynboBUM oOepranHsM Quaternion.identity. Lleit kpok
€ KpUTHYHHUM JJII PO3TOPTaHHS KIIIEHTCHKOI JIOTiKM, OCKUIbKM came PlayerManager
(omucaHuMii B IHIIMX MOJY/ISIX CUCTEMH) BIJINOBIJIA€ 32 MONAJIBIITY MOSIBY aBaTrapa I'paBlisl.
Taka apxiTekTypa I03BOJII€ aBTOMAaTH3yBaTH NpPOIEC BXOAY B Ipy 0e3 HeoOXITHOCTI
PYYHOTO PO3MIIIEHHSI MEHEHKEPIB Ha KOXKHIM CIIEHI.

JlictuHr xomy:

private void SceneManagerOnScenelLoaded(Scene scene, LoadSceneMode arg1)
{
if (scene.buildIndex == 1)
PhotonNetwork.Instantiate("PlayerManager”, Vector3.zero,
Quaternion.identity);

}

}

10) PhotonLauncher

[Iporpamamnii moxyns PhotonLauncher.cs BHCTyIae IeHTpajJbHUM KEPYHOUUM
€JICMEHTOM MEPEXKEBOI IMIJICUCTEMH J0JIaTKY, BIIIMTOBIIaI0YM 32 BCTAHOBIICHHS 3'€THAHHS
3 XMapHUM cepBepoM Photon, kepyBaHHS CTaHAMHU MIAKIIOUYCHHS Ta MapUIPyTH3AIII0
KOpUCTyBaya MK PI3HUMH 1HTepdeiicaMu (MEHIO 3aBaHTA)KCHHS, TOJIOBHE MEHIO, JI001
kiMHat). Kiac ycmaakoByeThcsl Bij  CIEIIali30BaHOTO OaThKIBCHKOTO — KIlacy
MonoBehaviourPunCallbacks, mo Hagae po3mupennii Hadip BipTyaJbHUX METOMIB IS
MEPEXOIICHHSI Ta OOPOOKH TOIN MEPEkKEBOTO MPOTOKONY. Y CTaTUYHOMY KOHTEKCTI
KJIaCy OTOJIONICHO MMyOsiuHy Konekiito RoomList Tumy List<string>, sixa BUKOHY€E POJb
rmobanbHOro Oydepa NaHux Njs 30epiraHHsl aKTyaJbHOTO CIHUCKY JAOCTYMHHUX ITPOBHX

kimMHaT. [{e 703BOsIsIE THITUM KOMIIOHEHTAM CUCTEMHU OTPUMYBATH JIOCTYI A0 iH(pOopMaIlii
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po cecii 0e3 MpsIMUX 3aMUTIB 10 cepBepa. Takoxk Kilac MICTUTh MyOJiYH1 MOCUJIAHHS Ha
oO'ektn iHTepdeiicy (mainMenu, loading, roomMenu, joinRoom), 10 [103BOJISAE
peaizyBaTy JIOTIKYy MepeMUKaHHS €KpaHIB 3aJIe)KHO BiJl MOTOYHOTO CTaHY MEPEKEBOIO
3'€THaHHS.

JlicTuHr xony:

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UlElements;
using Photon.Pun;
using Photon.Realtime;
public class PhotonLauncher : MonoBehaviourPunCallbacks
{
public static List<string> RoomList = new List<string>();
public GameObject mainMenu, loading, roomMenu, joinRoom;

[Tporec inimianizarii MepeKeBOro 3'€THAHHS PO3MOYMHAETHCA B METOI Start, je
Bukinkaerbest  pynkiis  PhotonNetwork.ConnectUsingSettings().  Lleit  merton
BUKOPUCTOBYe  KoHbirypamiinuii  ¢aitn  PhotonServerSettings,  momepeaHbo
HajamrToBaHuit y pemakrtopi Unity, s BcTaHOBIeHHS 3B'SI3Ky 3 Master Server
BIZIMOBIIHOTO perioHy. Ilicisi ycmimrHOro BCTAHOBJIEHHS HU3BKOPIBHEBOTO 3'€THAHHS
aBTOMAaTHYHO CIpPaIboBye MeTon 3BopoTHOro Bukinky OnConnectedToMaster. V Timi
IILOTO METOAY BHUKOHYeThCcs komaHaa PhotonNetwork.JoinLobby(), sika mepemimrye
KJIieHTa 10 3arajibHoro xoiy (Lobby), 110 € HeoOXiTHO YMOBOIO JUISI OTPUMAaHHS CITUCKY
KIMHaT. Kpim TOTO, TYT BCTAHOBITFOETHCS BJIACTHUBICTD
PhotonNetwork. AutomaticallySyncScene y 3HadenHs true, 1m0 rapaHTye aBTOMATHYHY
CUHXpOHIi3allif0 3aBaHTaxeHoi crieHn MKk Master Client (xocToM) Ta BciMa 1HIIMMHU

y9aCHUKAMH cecii, 3a0e31euyrodH IUTICHICTh I'POBOTO MPOIIECY.



JlictuHr xony:

void Start()
{

}

public override void OnConnectedToMaster()

{

PhotonNetwork.ConnectUsingSettings();

PhotonNetwork.JoinLobby();
PhotonNetwork.AutomaticallySyncScene = true;

}
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Jlorika BI3yaJIbHOTO CYIpOBOAY 3MIHM MEpPEKEBUX CTaHIB peaji3oBaHa uepes

Meronu OnJoinedLobby ta OnJoinedRoom. Konu kii€HT yCHilmHO TPUEAHYETHCS 0

1001, meron OnlJoinedLobby neaxtuBye exkpan 3aBanTaxkeHHs (loading) Ta axkTuBye

rojoBHe MeEHIO (mainMenu), HaJalO4YM KOPUCTYBAa4eBl JOCTYN [0 (YHKIIIOHATY

CTBOPEHHS 200 MONIYKY irop. AHaJIOTYHO, IPU YCHIIIHOMY BXO/I1 10 KOHKPETHOT iIrpoBOi

kiMHaTH cripaioBye callback OnJoinedRoom, sikuii mepemukae iHTepdeiic Ha MEHIO

KiMHaTU (roomMenu), MiATBEPIKYIOUH TOTOBHICTH JI0 MOYaTKy Tpu. s glarHOCTUKHU

MOMWJIOK TIiJT 4ac CTBOpPeHHs ceciii mepemndaueno meton OnCreateRoomFailed, sxuii

BUBOAUTD l'IOBiI[OMJIGHHfI IIpo NIMpUINHY 30010 B KOHCOJIb HaJIAarrOKCHHA, IO CIIPOIIYy€

MPOLIeC TECTYBAHHS Ta BUSBICHHS MPOOIEM 3 MEPEXKEIO.

JlicTuHr Komy:

public override void OnJoinedLobby()

{
loading.SetActive(false);

mainMenu.SetActive(true);
Debug.Log("Connected to Lobby");

public override void OnJoinedRoom()

{
Debug.Log("Connected to the Room");

loading.SetActive(false);
roomMenu.SetActive(true);

}

public override void OnCreateRoomFailed(short returnCode, string message)

{
}

Debug.LogError("Not connected to the Room. " + message);
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Kputnuno BaxiIMBUM aclekToM pPOOOTH Kiacy € oOpoOka OHOBJIEHb CIUCKY
JOCTYIIHUX KIMHaT, peanizoBana B Metoi OnRoomListUpdate. Lleit MmeToq BUKIHKAETHCS
CEepBEpPOM aBTOMATUYHO MpHU OyIb-SKUX 3MiHAX Yy J001 (CTBOpPEHHS, BUJAJICHHS KIMHAT
a0o0 3MiHa iX mapaMmeTpiB). AJTOPUTM MOUYMHAETHCS 3 MOBHOTO OYUIIEHHSI CTaTUYHOTO
cnucky RoomList, micas yoro BigOyBaeThCs iTepallisi M0 OTPUMaHIM KOJeKIli 00'eKTiB
RoomlInfo. IMeHa akTUBHMX KIMHAT IOAAIOTHCS JI0 JIOKAJIBLHOTO CIIHMCKY, 1110 3a0e3medye
aKkTyalbHICTh JaHuX. [licisi OHOBIEHHS AaHUX CKPUIT 3BEPTAETHCS JO KOMIIOHEHTA
ListOfRooms, posmimienoro Ha 00'ekTi joinRoom, 1 Bukiaukae metoq ChangeRooms,
HiIouN nepelyoBy rpadiuHoro iHTepdeicy cnucky KiMHaT ajisi KopuctyBada. Taka
apxiTeKTypa peaji3ye TMarepH crocTepiradya, 1€ 3MIHA Ha CepBepl MHUTTEBO
Bi100OpaxaroThCsl Ha KIIIEHTCHKOMY 1HTEep(deiici.

Jlictunr Kony:

public override void OnRoomListUpdate(List<RoomInfo> roomList)

{
RoomlList.Clear();

foreach (var el in roomList)

{
}

joinRoom.GetComponent<ListOfRooms>().ChangeRooms();

RoomList.Add(el.Name);
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3 TECTYBAHHS TA BEPU®IKALISI IPOI'PAMHOI
PEAJIIBAIII 3D-I'PH

3.1 Mertoauka TecTyBaHHA Ta NepeBipKa Mepe:KeBol MiACUCTeMH

Etan TecTyBaHHS pPO3pOOJEHOTO TPOTPAMHOTO TMPOAYKTY € KPHUTHYHOIO
CKJIQJIOBOIO JKUTTEBOTO ITUKITY PO3POOKH, CIIPSIMOBAHOIO Ha BepHUQIKaIlilO BiIMIOBIIHOCTI
peanizoBaHuX (PyHKIIH BUMOraMm, cOpMyIbOBaHUM Y APYroMy pPO3IUIL. 3 ONISIAy Ha
crenudiky poboTu, sika nepeadavae iHTETpailio KIi€EHT-CEPBEPHOI apXiTEeKTypH Ha 6a3i
Photon PUN 2 Ta ¢i3uunoi cumymsii 3acooamu Unity PhysX, nporniec TectyBanHs Oyio
PO3UICHO Ha JIBa KJIFOUOB1 BEKTOPH: MEepPeBipKa CTaOUTBHOCTI MEPEKEBOTO 3’ €THAHHS Ta
BaJIifaIlis IrpOBUX MEXaHIK y peaJlbHOMY 4Yaci.

TectyBanus iHtepdeiicy kopuctyBada (Ul) crmyryBaso BXITHOIO TOUYKOIO IS
NepPEeBIPKM KOPEKTHOCTI iHIIIaMi3a1il MepekeBUX MOAYIIB. SIK 3a3Havaiocst B OIHKCI
apxitektypu, kimac PhotonLauncher BiamoBimae 3a nepBHHHE 3’ €IHAaHHS 3 XMapHUM
cepBepoMm. [Ipu 3amycKy 3acTOCYHKY KOPHUCTYyBadeBl BIJOOpakaeThbCsl TOJIOBHE MEHIO,

peamnizoBane 3acobamu Ul Toolkit.

@ Admin - M M Wind M; Unity 6.2 (6000.2.13f1) <DX12> o X

Main Menu

Create Loby

Connect To Loby

Puc. 3.1 — I'onosne menio epu ma inmepghetic 6ubopy pexicumy 63aEmooii
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Ha (puc. 3.1) npoaeMOHCTpOBaHO CTAPTOBUM CTAH CUCTEMH IIICI]S YCHIIITHOTO
BukoHaHHs Metony PhotonNetwork.ConnectUsingSettings(). IaTepdeiic micTuTh 1Ba
KJIFOUOB1 €JIEMEHTH KepyBaHHs: cTBOpeHHs 1001 ("Create Loby") Ta migkiroueHHS 10
icayrodgoro ("Connect To Loby"). Bizyanizariss uux eaeMeHTIB CBIAYUTH MpO Te, IO
KJIIEHT YCIIIIHO MPOWIIOB aBTeHTH(]iKalio Ha Master Server 1 roToBuUil 10 poOOTH 3
KIMHaTaMmH, 110 TIATBepKYyeThes Jiorikoto Mmetony OnConnectedToMaster, onucaHoro B
JICTUHTY KOTY .

HacTymHuwm eTamom TecTyBaHHS cTalla MepeBipka (yHKIIIOHATy CTBOPEHHS HOBO1
irpoBoi cecii. Ilpy HaTHCKaHHI HA KHONKY CTBOPCHHS KIMHATH aKTUBYETHCS MONIYIb
CreateRoom, sxuii BUMarae BiJf KOpUCTyBaya BBEJCHHS YHIKaJIbHOIO iJeHTU(IKaTOpa

cecil.

@ Administrator: My project (1) - Menu - Windows, Mac, Linux - Unity 6.2 (6000.2.13f1) <DX12> - [u] X
File Edit Assets GameObject Component Services Jobs Window Help

Create room

filler text

Puc. 3.2 — Iumepdpeiic cmeopernns nogoi ieposoi kimuamu (Room Creation)

Sx BugHO 3 (puc. 3.2), cuctema nepeadavae BaIiAaIliio BXIIHUX JaHUX. 3T1IHO 3
mporpamMHoro peanizaiieto, meton CreateRoomBtnOnClicked BukoHye nepeBipky psiaka
Ha TOPOXHEUY IMepes] BIANPaBKOI 3anmuty Ha cepBep . lle 3amobirae CTBOPEHHIO

"aHOHIMHUMX" KIMHAT, K1 MOTJIM O CIPUYUHUTH OMUIIKM MapUIpyTU3allli KIIIEHTIB.
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[TapanenbHo Oyn0 TPOTECTOBAHO MEXaHI3M BIIOOpaXEHHS CHHUCKY aKTUBHUX
cecii. Knac ListOfRooms nuHaMiuHO TreHepye mepenik AOCTYIHUX KIMHAT,

BUKOPHMCTOBYIOUH JaH1, oTpuMani yepe3 callback-meron OnRoomListUpdate.

list of rooms

Puc. 3.3 — Bizyanizayis cnucky docmynuux KiMmuam 0jisi NpUEOHAHHS

(puc. 3.3) neMOHCTpY€E pe3yabTaT poOOTH ANITOPUTMY OHOBJICHHS JI001: HA TEMHOMY
¢doHi BimoOpakaeThcs KHOIKa 3 Ha3Borw TecToBoi KimHaTtu ("test"). Ile migTBepmkye
KOpEKTHICTh poboTtu 1ukiy foreach, sxuit itepye orpumanuii cnmcok RoomlList Ta
iHcTaHmitoe BinmopiaHi Ul-enemenTty . HaTuckaHHs Ha KHOMIKY 1HIIIIIOE TIpsIME 3'€THAHHS
gyepe3 meToa PhotonNetwork.JoinRoom.

[Ticas ycminmHOTro CTBOPEHHS a00 MPUETHAHHS 10 KIMHATH KOPUCTYBAY MOTpAILise
B MeHI0 ouikyBaHHs (Lobby Room), ne BinOyBaeThcsi ocTaTOYHA CHHXPOHI3AIliS MEepe

ITOYaTKOM irpOBOTO MPOIIECY.
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@ Administrator: My project (1) - Menu - Windows, Mac. Linux - Uity 6.2 (6000.2.13f1) <DX12> - a x

File Edit ts GameObject Component Services Jobs Window Help

KomHaTa cosgaHa: test

Start Game

Puc. 3.4 — Mento ouixysanus ma niomeepodiceHHs cmamycy aOMiHICmpamopa

KiMHamu

Ha (puc. 3.4) BimoOGpakeHo ctaH KiMHatu '"test". BaXJIMBUM acIeKTOM,
nepeBipeHUM Ha I[bOMY €Talli, € pojiboBa Moxesb AocTymy. Knomnka "Start Game" (Ha
ckpuHIoTi — "Start Game") cTae aKTUBHOIO BUKJIIOYHO JJIS KJIIEHTA, SKUW Ma€ CTaTyc
Master Client . Ile 3abe3neuye eHTpani30BaHUI KOHTPOJIb 3a 3aIyCKOM CHMYIIAIIII,

3aro0iraroyu PO3CHHXPOHI3AIIIl CTAPTy CIICHH JUIS PI3HUX YYACHHUKIB.
3.2. TectyBaHHs irpoBoi MexaHiku Ta Gi3HYHOI cUMYJISLil

[Ticns inimiamizamii irpoBoi cecii BiiOyBaeThCs 3aBaHTAXKCHHS CIICHU 3 THACKCOM 1,
0 CYIPOBO/KYETHCS AaBTOMAaTUYHOIO CHHXPOHI3AINIEID BCiX KIIEHTIB 3aBISKH
HanamryBaHHI0O PhotonNetwork. AutomaticallySyncScene = true. KimtogoBum 06'exkTom
MEePEeBIPKU HA IIbOMY €Talll CTaB KOPEKTHUH CTaBH (ITOsBa) MEPCOHAXKA Ta 1HIIIATI3aIlisg

MOro KOMIIOHEHTIB.
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@ Administrator: My project (1) - Game - Windows, Mac, Linux - Unity 6.2 (6000.2.13f1) <DX12> - o X

File Edit Assets GameObject Component Services Jobs Window Help

Puc. 3.5 — Ieposuii npocmip ma moodens 30poi 8i0 neputoi ocoou

(puc. 3.5) gemMoHCTpye ycmimHy poOoTy ckpunty PlayerManager, sxuii 3a
nonomororo Merony PhotonNetwork.Instantiate ctBopuB nipedad rpasus B Toutti (0,0,0).
BinoGpaxenns mozem 30poi Ta KOpeKTHa TMO3UIlS KaMepu CBiadaTh MpoO Te, IO
JIOKaJbHUM KIIIEHT TPaBWIbHO iMeHTH(]iKyBaB "cBoro" rpaBis. BaxIMBUM TEeXHIYHUM
HIOAHCOM € Te, 0 KaMepH 1HIMUX (BiAJaJeHUX) rpaBIiB OyIM aBTOMAaTHYHO BHAAJICHI
3rigHo 3 Jorikor Merony Awake y kmaci PlayerController , mo 3amo6irae xoHdmikry
peHaepuHTy (HaKJIaaHHIO 300paKeHb 3 KUTBKOX Kamep).

TectyBanHsa (i3uyHOT B3a€MOAII MPOBOAMIIOCA IIISXOM TEPEBIPKU KO3k Ta
pobotn mexaHi3My Raycast. Criena MicTuTh cTaTudHi 00'€eKTH (YEpBOHI KyOH), SKi
CIYTYIOTh MIINICHSIMHU IS TIEPEBIPKM TOYHOCTI CTPUILOM Ta pPO3PaxXyHKY BEKTOPiB

BJIy4aHH.
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Puc. 3.6 — Ilepesipxa cucmemu npuyinioeanns ma 8i3yanizayis 00 €Kmie 0moueHHs;

Ha (puc. 3.6) mokazaHo IrpoBuUil mpolec 3 JWHAMIYHUM OCBITJIEHHSM Ta
reometpieto piBHA. [Ipu HaTHCKaHH1 KiIaBilli TOCTPUTY cipaiboBye MeToa Shoot(), sikuit
reHepy€e HEBUIUMUM TPOMIHB 3 IIEHTPY eKpaHa. DakT HAsSABHOCTI YITKOI reoMeTpii KyOiB
703BOJIsA€ TIepeBipuTH KopekTHicTh poboTn BoxCollider. TectyBanHs miaTBEpAwIIO, 1110
MPOMiHb KOPEKTHO TEPETHHAE KOJNAWJEpH IMEPEeIIKod, MOBEpTaruu iH(GOpMAIII0 PO
TOYKY 31TKHEHHS 4yepe3 CTpyKkTypy RaycastHit.

OxpemMy yBary Oyli0 MPHUAUIEHO TECTYBaHHIO MOBEJIHKH KaMepu Ta 30poi mpu

AKTUBHUX MaHITYJISITISAX.



@ Administrator: My project (1) - Game - Windows, Mac, Linux - Unity 6.2 (6000.2.13f1) <DX12>

File Edit Assets GameObject Component Services Jobs Window Help

Puc. 3.7 — Tecmysanus nabausxcenns 0o gizuunux o6 'ekmis (Collision Detection)

Ha (puc. 3.7) nponeMOHCTpPOBaHO CUTYaIliIF0 OJIM3bKOI B3aEMOIIT 3 00'€KTOM THITY
"muniaap". Ile mo3Bomumio mepeBiputu HanamTyBaHHs Clipping Planes kamepu Ta
kopekTHIicTh podoTu CapsuleCollider rpaBiig. Moaens 30poi He MPOXOAUTH KPi3b CTIHU
(3aBISKM HaJAIITYBAaHHSM IIapiB PEHACPUHTY), a caM I'paBellb (PI3UYHO 3YNMUHIETHCS
nepes Mepelkoio, o MIATBEPIKYE NpaBUIbHY poOoTy kommoHeHTa Rigidbody B
PEXKUMI IHTEPITOJIALIIT PYXY.

ITin gac HamaromKeHHs MPOEKTY Oyio 3adiKCOBAaHO BHMAAKHU, SKI MOTpeOyBaIu

aHaii3y apxiTekTypHux pimens Unity.
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@ Administrator: My project (1) - Game - Windows, Mac, Linux - Unity 6.2 (6000.2.13f1) <DX12> = o X

File Assets GameObject Component Services Jobs Window Help

Display 1

Puc. 3.8 — Jliacnocmuune nogioomnenus npo 8i0Cymuicms peHoepuney Kamepu 8

pearcumi Haknaoanus Ul

(puc. 3.8) umrocTpye cnerudiuHUN cTaH, KOJIU MOBEPX IrpoBOTo Mporiecy (30pos Ta
IIWTIHIAP BUAMMI Ha 33 IHROMY TUJIaH1) HAKJIaIaeThesl cUCTeMHE moBiomieHHs "Display 1
No cameras rendering" abo x eneMeHTH 1HTepdelCcy epeKpUBaroTh OISl Y KOHTEKCTI
pO3p0o0JIeHOT CUCTEMH 1€ MIATBEPKYE pOOOTY MEXaHi3My PO3AUICHHS JIOKAIHHOTO Ta
B1JIJIAJICHOTO KOHTPOJIIO: SIKIO T'paBellb poOUTh 4 KJIika TO BOPOTY BUMHKA€E KaMepy
JIOKaJBHOTO TpaBlld Pyl TpuUnuHsAE BUBIM 300pakeHHs. lleil TecTt minTBepauB
HEOOXIMHICTh CYBOPOi TIEPEeBIPKHM MeEpexeBoi inmeHTHdikamii mepen Oyab-IKUMU

MaHIMyJSIISIMH 3 KaMEPOIO, SIK 1€ PeaTi30oBaHO B KOJI.
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BUCHOBKH

VY Xomi BUKOHAHHSI MaricTepcbkoi poOOTH Oyl0 BHUPINIEHO HAYKOBO-NPAKTHYHE
3aBJaHHS CTBOPEHHS TPUBHMIPHOTO 0araTOKOPHCTYBAIIbKOTO irpOBOTO CEpEAOBHUINA 3
IHTErpOBaHOIO CUCTEMOIO Pi3nuHO1 cuMyIsiiii. Ha ocHOB1 mpoBeieHOro A0CHIIKEHHS Ta
NPAaKTUYHOI peanizalii MoXKHa 3pOOUTH HACTYIHI BUCHOBKU:

1. Teopernunuii ananiz. BcranosineHo, mo eBomtonis 3D-irop TiCHO moB's3aHa 3
pO3BUTKOM arapatHoro 3abesmnedyeHHs Ta rpadgiuaux APl (OpenGL, Direct3D).
CyuacHUl eTan XapaKTEepH3YEThCS TEPEXOJIOM JI0 3arallbHOAOCTYITHUX IrPOBUX
pyLIiiB, 0 JAEMOKpaTu3yBaiu mpoiec po3pooku. [lopiBHsubHUI anani3z Unity,
Unreal Engine tTa Godot mokasas, 110 JjIs1 MOCTABJICHUX 3aBJaHb ONTUMAJILHUM
BuOopoM € Unity. Lle 3yMOBIIEHO HOTO KOMITOHEHTHOIO apXiTEKTYpOIO, TITHOOKOFO
iHTerpaii€eto 3 MoBoto C# Ta HasgBHICTIO PO3BUHEHOI €KOCUCTEMU JIJISI MEPEKEBUX
pIIIIEHb.

2. ApxitextypHi pimeHHs. Po3poOiieHa MoayiabHa —apXiTeKTypa IpOTrpaMu
3abe3reunsia diTKe PO3MEKYBaHHS BIAMOBINAJIBHOCTI MDK TiJACHCTEMaMHU.
Buninenns okpemux piBHiB ajist iHTepdeiicy kopuctysada (Ul Toolkit), mepesxeBoi
noriku (Photon Launcher) ta refimmiero (PlayerController) no3Bonmiio cTBOpUTH
THYYKY CHCTEMY, CTiKy 10 3MiH Ta MaciitaOyBaHHs. BukopucTtaHHs MmarepHiB
npoekTyBaHHs, Takux sk Singleton (mmst GameController) Ta Observer (mis
OHOBJICHHSl CMHCKY KIMHAT), CHOPHSUIO TMIiIBUIICHHIO HAIIHHOCTI KepyBaHHS
CTaHAMU TPH.

3. Ilporpamua peamizaris. Peamzarmis ¢izuanoi moxeni Ha 6a3i NVIDIA PhysX
JO3BOJIMIIA JOCSATTH TIepeadadyBaHOi TOBEAIHKM 00'exTiB. [l omnrumizarii
MepexxkeBoro Tpadixky Oymo oOpanHo TIOpMAHWN MAXiA: pPyx MEepPCOHAXKA
3MIHCHIOETBhCS depe3 ¢izmunuii mMetonm MovePosition, a MexaHika cTpinsOu
pealiizoBaHa METOIOM TpacyBaHHs mHpomeHiB (Raycasting) 3aMicTb CTBOpPEHHS
bi3uyHux cHapsaiB. lLle pimieHHs AO03BOJNIMIIO MIHIMI3yBaTH 3aTpUMKH  Ta

3a0€3MeYNTH MUTTEBY PEECTPALIIIO BIIyYaHb, 1110 € KPUTUYHUM JIJI51 )KaHPY LTyTEPIB.
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4. MepexeBa B3aemopis. Inrerpanis ¢peitmBopky Photon PUN 2 3abesneuunna
CTaOUIbHY CHHXPOHI3aIlilo A1 KOpUCTyBauiB. PeanizoBaHa cxeMa po3MeKyBaHHS
npaB  noctyny (Master Client) Ta mepeBipka BIAcHOCTI  00'€KTIB
(photonView.IsMine) edekTuBHO BUPIIIWIKN TPOOIeMy KOH(DIIKTIB KEpyBaHHS Ta
nyOntoBaHHS KaMmep y criibHiM ciieHl. MexanisMm RPC (Remote Procedure Calls)
rapaHTyBaB KOPEKTHY CHUHXPOHI3AIlll0 KPUTUYHUX TMOJIM, TaKUX SK HAHECEHHS
YpOHY Ta 3MiHa CTaHy 37I0pOB'sl IEPCOHAXIB, HA BCIX MIAKIIOYECHUX KITI€HTAX.

5. Pesynbratu TectyBanHsA. [IpoBeneHe TecTyBaHHS MIATBEPAWIO Mpale3laaTHICTh
yC1X KJIOYOBUX BY3J11B CUCTEMU: Bl CTBOPEHHS JI001 Ta MIAKITIOYEHHS /10 KIMHATH
710 KOPEKTHOT 00poOKku Koz y 3D-npocTtopi. BusiBieni mig yac HajgaromkKeHHs
0CcoOMMBOCTI (HAMpUKIIAA, HEOOXIAHICTh PO3AUICHHS KaMep JIOKAJIBHOTO Ta
BIJIZIaJICHOTO I'PABIIIB) Oy/IM YCIIITHO BpaxoBaHi B (iHAJbHIN peasizailii Koay.

Takum YrHOM, pO3pOOJICHUI MMPOTrpaMHUI TIPOAYKT MOBHICTIO BiJIITOBIIa€ BUCYHYTUM

BUMOTaM, IEMOHCTPYIOUH CTaOUThHY po0O0TY (hi3UYHOT Ta MEPEKEBOT MIICHCTEM, 1 MOXKE

CJIyT'yBaTH OCHOBOIO JIJIsl MOJAJIBIINX TOCHTIPKEHD Y Tally31 MEPEKEBUX CUMYJISLIIM.
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JIEMOHCTPALIIITHI MATEPIAJIU (ITpe3entauis)

JIEP)KABHUM VHIBEPCUTET IH@OPMAgIﬁHO-
KOMYHIKAIIMHUX TEXHOJIOT'T!

Kadenpa [HdopmariiitHux crcteM Ta TEXHOJIOTIH

«CtBopenns 3D-rpu 3 peanizauicio piznanoi
cuMysilii 00'ekTiBy

Bukonas: crynent rpynmu IC/IM-61 Mukura BUKOB

Hayxosuii kepiBauk: PhD Banentuna JIJAHUJIBHEHKO

META, OB’EKT TA NMPEAMET OOCHIIXEHHS

* Mera pobdorn: [lpoekTyBaHHA Ta NporpamMHa peanisauif
npotoTtuny 6aratokopucTtyBaubkol 3D-rpu, WwWo 3abeanevye
cTabinbHy B3aeMofito rpaeuis 1a ¢isn4yHUX 06’ekTiB ¥ peanbHOMy
yaci.

* 00 exT nocaimxenns: [Npouec po3pobku TPUBUMIPHOTO irpoBoro
3aCTOCYHKY 3 BUKOPUCTAHHAM Cy4aCHUX IHCTPYMEHTaNnbHNX
3acobis.

* [Ipeamer pocaipxennsi: Metoam peanisauii pisnyHol cumynauii
TBEPAMX TiN Ta MEXAHI3MW CUHXPOHI3aLLii irpOBUX CTaHIB Y
MepeXXeBoMy cepeloBULL.



*XaHp: bararokopuctysaubkuit 3D-LwyTep Bia nepwoi ocodu (FPS).
*KnioyoBi mexaHiku:

MepecysBaHHA 3 ypaxyBaHHAM isuku (Rigidbody).

Crpinbba meTogom TpacyeaHHsi npomeHis (Raycasting).

Mepexesa B3aemopaisa (Lobby, Room, Game).

*OcobnusocTi:

M6puaHa mogens pyxy (MovePosition).

PoaaineHHs npas goctyny (Master Client).

BiacyTHicTb ghisnyHmx Kynb Ans ontumisauii Tpadiky .
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MPOIrPAMHI 3ACOBW PEAISALLI
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3ATAJIbHA AIATPAMA BUKOPUCTAHHA(draw.io)

PEAJISALIA PO3POB/THOI MPU




BACKEND PO3PO

ement;
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_pame;

ene,
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OnJoinedLobby

onJoinedRoom

BVCHOBKW/

+[lpoananisoBano: CyyacHi irposi pywii, obpaHo Unity sk onTUMansHWA iIHCTPYMEHT.
*Po3pobneHo: MoaynbHy apxiTekTypy KnieHT-cepBepHOi rpu 3 BUKopucTaHHAM Photon
PUN 2.

*PeanizoBaHo:

*QianyHy mogens pyxy Yyepes Rigidbody ta PhysX.

+OnNTUMI30BaHy MexaHiky cTpinsbu (Raycast).

+Cuctemy cUHXpoHi3auil ctaHis yepes RPC .

*Pesynbrat: CTBOpeHo poboyui NpoToTUn rpu, AKMA AeMOoHCTpYye cTabinsHy poboty
mepexeBoi Ta (isu4HOI nigcucTem.




AMPOBALIIA:

Bceeykpaincska HayKOBO-IIPAKTHYHA KOH(epeHUis « AKTyausHi npobremn kibepOesnekny», Ha TeMy

«AKTyanbHi npo6nemu kibepbeanekn GaHkiBCbKoi cdhepu B yMoBax LudpoBisaLii diHaHCOBUX nocnyr»
c1.107, 24 xomTHs 2025 pokKy.

Crparterii ki6epcTifikocTi: ynpasniHHA pusmkamu Ta 6eanepepBHicTb BizHecy, Ha TeMy «CTparerii
KibepcTinkocTi 6aHKIBCbKUX YCTAHOB: yNpaBniHHA pu3nkamu Ta 3abesneveHHs 6eanepepBHocTi BisHecy»
17 motoro 2026 pik.

OAKYHO 3A YBAI'Y!
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