Mudp «MepexeBa KOMI IOTEpHA TPay

CTYAEHTCBKA HAYKOBA POBOTA
Ha TEMY:

«MepexkeBa KOMII'IOTEPHA IPa B KaHPI
Multiplayer First-Person Shooter»

2018 pik



3MICT
B T VI ettt ekt b e e s s b e e srb e e s nbe e e be e e nnneennne e e 3
PO3/ILJT 1 AHAJII3 TIPEAMETHOI OBJIACTI TA IOCTAHOBKA 3AJIAUI........ 5
1.1. AHAII3 TPEAMETHOT OOJTACTI.vvveivveeessreresireeestreessteessssseessssseesssseesssnesssseessssseessnns 5
1.2. AHai3 ICHYIOUHX MIPOTPAMHHUX PIIIEHD HA PUHKY .vveeivvrresssreressueeesssnesssssnesssseeennns 9
J TR I (0T v )& (0] e Y2 Vi - L ¢ KNP 12
PO3/I1J1 2 TTPOEKTHI PIIIEHHS TA IX PEAJIIBALIIA ..o, 13
2.1. 3acoOu po3pOOKHU MEPEIKEBOT KOMIT FOTEPHOT TPH ...vvvervreaireanreesieesieesinesnreeneenness 13
2.2. IIpoexTyBaHHS MOAYIIB MEPEKEBOT KOMIT FOTEPHOT TPH ....vveeureerveerieesieennreenreenneas 15
2.3. CTBOPEHHS €CTETUKU KOMIT FOTEPHOT TPH 1eveviuvrrrieeessurrrnnessssssreesssssssenssssssnneesssnnnns 21
2.4. ITporpaMHa peami3amist PYHKIIIM ......ccuvrerrreersreerreesreesnneeesneeessneesneesnessneesssessssnees 23
BUICHOBK ...ttt ettt be e e nnee s 28
CITUCOK BUKOPUCTAHOI JIITEPATYPH .......cocvovveecereeieeeeee e, 29

JIOIATEKN ... 30



BCTVII

[Iporuec po3poOKu KOMI'IOTEPHUX ITOP € CKIAIHUM, IO MEPII 3a BCE MOB'SI3aHO
13 cnenudikolo KIHIIEBOTO TMPOAYKTY Ta CYyO0’ €KTHBI3MOM, SKHH € HalOUIbII
3HAYyIUM (PAKTOpPOM Yy PO3poOIl KOMIT IOTEPHHUX 1rop 1 OOYMOBJICHMH MO3HUIIIEI0
kopuctyBada (rpaBii). Cy0’€KTUBHE CHPUNHATTS 1rop, AWHAMIYHI 3MiHU PO3BUTKY
IrpoBOi 1HAYCTpIi Ta, K HACTIIOK, MOTpeda B Opi€HTAIlli Ha ILJIOBY ayIUTOPIIO
YCKJIQAHIOE TIPOIEC PO3pOOKHU. ICHYe CKIamHICTh MPOTHO3YBAaHHS Ta IUTAHYBaHHS
pOOIT Mpu po3poOIIl irop, 11e MOTpedye OAHOYACHO EKCIIEPTHOTO TEXHIYHOTO JOCBITY,
TanaHTy Tomo. CyKymHICTh BHILEBIA3HAUYCHUX (HAKTOPIB CHPHsUIA JTOCTIIKEHHIO
0COOJMBOCTEN PO3POOKHU K KOMIT FOTEPHUX IrOp B LIJIOMY, TaK 1 MEPEKEBUX ITOp B
xanpi Multiplayer First-Person Shooter.

AKTyanbHICTh pO3poOKH MepexeBoi rpu B xkaHpi Multiplayer First-Person
Shooter oOymoBeHa HU3KOK YMHHHUKIB, @ caMe: HE3alMOBHEHOCTI CETMEHTY irpoBOl
IHAYCTPil MPOAYKTaMHU JAHOTO KaHPy 3 O€3KOLITOBHOK MOJEIUIIO PO3MOBCIOAKEHHS;
MaJiol0 KUIBKICTIO O€3KOIITOBHUX irop >kaHpy Multiplayer First-Person Shooter 6e3
BHYTPIIIHIX TPaH3aKIlii; BUCOKMMH BHUMOTaMU JIO arapaTHOro 3a0e3MEUeHHS Yy
ICHYIOUMX NPOrpaMHUX MPOAYKTIB HAa PHUHKY; MOTPEOOI0 B SKICHUX ITPOBHX
nporpamMax yKpaiHCbKHX PO3POOHUKIB B I[IJIOMY.

[IpoGnemam po3poOKM KOMIT'IOTEPHUX 1TOp, BHU3HAYEHHS 1X Xapakrepy,
CTBOPEHHIO MPOTOTHUIIIB, TECTYBaHHIO, MPUHLMUIIAM ITPOBOrO AW3aHY NPHUCBSYEHI
npari E. ABenona, b. Carron-Cwmira, K. Cyeitna, C. Xoddmana, T. dynneprona,
Jlx. Henna, C. Pabina, I1. Bopaepep, I1. Ban Ilent, pazoM 3 ThuMm, He3BaKarouu Ha
BEJIMKY PI3HOMAHITHICTh ICHYIOUMX TOCIIKEHb 3 €l MpoOieMaTuku, yce OLIbIIol
HEOOX1THOCTI TOTpedy€e BHUBUCHHS TPHUHIIUIIB, METOAUK, 1HCTPYMEHTIB PO3POOKH
KOMIT FOTEpHHUX 1T0p.

MeTor TOCHIIKEHHS € CTBOPEHHS CUCTEMH MEXaHIK JJisi Tpu y kaupi First-
KOMAaH/IHO1 MEPEXKEBOI I'PHU.

OO0’eKTOM JOCIIKEHHSI € MPOIEC MPOEKTYBAaHHSA Ta PO3POOKU Irop y KaHpi



Multiplayer First-Person Shooter.

[Mpenmer nociimkenHs € rpa y xanpi Multiplayer First-Person Shooter.

BianoBigHo 10 METH MOCTaBJEHHI HACTYITHI 3aB/IaHHS:

3MIACHUTH aHali3 MpeaIMEeTHOI 00JacTi, U0 BKIIIOYAE TOCHIKEHHS 1CHYIOUUX
MpPOrpaMHUX PIIIEHb HA PUHKY;

BU3HAYUTH MPOCKTHI PIIlICHHS Ta 3A1MCHUTH X peaizallio.

Jlis JOCATHEHHsSI MOCTAaBJICHOT METH Ta PO3B’S3aHHSA BHU3HAYEHUX 3aBJIaHb
BUKOPUCTAHO HACTYIHI METOAM JOCHIIPKEHHS, a caMme: AaHaMITUYHMA — JUIs
BU3HAYECHHSI OCHOBHUX MPOLECIB M1J Yac PO3POOKH KOMIT IOTEPHUX 1rop, HAHOLIbII
TUTIOBUX CKJIQJHOINIB Ta TPUHAHATHUX TPAKTHK TMOJOJAHHS KpU3, METOJ
TEPMIHOJIOTTYHOTO aHaJi3y, KU T03BOJMB (popMaiizyBaTu 00JIaCThb TOCHIIKEHHS 1
3a0€3MEeUUTU PO3KPUTTSI CYTHOCTI SBHUI, IO JOCHIKYIOTbCS; METOJ HAyKOBOI
eKCTPAIOJISILIi, 110 JAO3BOJMB BU3HAUYUTU MOKJIMBOCTI MPAKTUYHOTO 3aCTOCYBaHHS
CTBOPEHOI I'pU Ta PEKOMEHJAIliil CTOCOBHO IMPOLIECY PO3POOKH; METOJ €KCIEPTHUX
OLIHOK, 1110 BUKOPUCTOBYBABCS JJIsl OLIHIOBAHHS KOCTI CTBOPEHOI I'PH.

[ndopmartiitHoro 0a3010 JTOCHIPKEHHS MpH HAMMCaHHI HAyKOBOi poOOTH
CIIyIyBaJId TIpalli HAayKOBIIIB, MaTepiajd HAayKOBO-NPAKTUYHUX KOH(EpeHIii,

ceMiHapiB, METOAMYHI MTOCIOHUKH IO pO3p00Ill KOMIT FOTEPHUX 1TOpP.



PO3/II 1
AHAJII3 TIPEJIMETHOI OBJIACTI TA TIOCTAHOBKA 3A AUl

1.1. Anani3 nmpenMeTHO1 001aCTI

VY cydacHOMY IrpOBOMY CBIT1 ICHY€ BEJIMKAa KUIBKICTh PI3HOMAHITHUX ITPOBUX
MPOAYKTIB, IO MAlOTh MEBHI BIAMIHHOCTI Ta OCOOJMBOCTI irponamy (mporec Tpu Ta
Horo BIIUyTTs), Bi3yaJdbHEe BiIoOpa)XeHHs 1CTOPii Toio. Buxoasuu 3 11b0ro BUHUKAE
HEOOX1HICTh BHU3HAYUTH, IO € KOMII IOTEPHOIO TpOI0, 33 SKUMU KPHUTEPIIMH
KOMIT FOTE€pHI IrpU MOJALISAIOTHCS HA TPYIU, BUSHAYUTH XKaHpP TPU 3 METOIO MOAABIIOL
PO3pPOOKHU.

KoMt 1oTepHi irpu sIK BUJ MUCTENTBA € KOMIJIEKCHUM MOHSTTAM 1 TOEIHYIOTh
y co0l €JeMEHTH Ta HalpalloBaHHS IHIMPOKOTO CHEKTPY TPAJULINHUX MHCTELTB
(;miteparypa, apamaryprig, rpadika, My3uka, kiHemarorpad). Take mnoegHaHHS
CTaBUTh KOMIT'IOT€PHI IrTPM Ha HOBHUM pPIBEHb PO3BUTKY MHCTELTBA 1 CTBOPIOE
YHIKaJIbHY SIKiCTh — IHTCPAKTUBHICTH [1].

Pa3oMm 3 TuM, B 1IHIYCTpIi pO3pOOKM KOMI'TIOTEPHUX 1TOp MOHATTS «IPa» HE Mae
YITKOTO BHU3HAUYEHHS Ta CHOPUMMAETHCS K IHTYITUBHO 3pO3yMiie 1 Mae
HeJIeTepMIHOBaHUN XapakTep. Lle miaTBepmKyeThesl pi3HUMH TOTIIAIaMU aBTOPIB Ta
IrpOBUX JM3aliHEPIB HA BUBHAYEHHS TPH, a CaMe:

— 1€ BIpaBa JIBOX NOOPOBLILHUX CHUCTEM YTMPABIIHHA, Y KM ICHYyEe 3MaraHHs
MDK CUJaMd, OOMEXKEHMMH TMpaBUJIaMU 3 METOI0 CTBOPEHHS He30ajlaHCOBAaHOIO
pe3ynbrary [2]. B 11boMy BU3HAUCHHI BUIUISIOTHCS 0COOIMBOCTI IPH, OJHAK, HA HAIITY
IYMKY, Opakye yTOYHEHHS, IO B IpU TparoTh AJIs 33J0BOJICHHS 1 caM MpOLeC €
aKTUBHUM 3 TOYKH 30pY TPaBIIf;

— 1€ IHTepaKTUBHA CTPYKTypa €HJOI€HHOTO XapakTepy, 110 MoTpedye Bin
IPaBIIiB 3yCUJIb JUIS JTOCSTHEHHS MeTH [3]. Mu BBaXka€Mo, 110 116 BU3HAYCHHS JIO/IA€
BAXJIMBI ACMEKTH, Kl OMUCYIOTh TPy, a came (AKT IHTEPaKTUBHOCTI, HasIBHICTb
MEBHOTO BUKJIWKY TpaBIl0 1, HAWTOJOBHIIIE - 3JaTHICTh CTBOPIOBAaTH BIACHY

BHYTPIIIHIO I[IHHICTb;
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— 11e 3aKpuTa (popManabHa CHCTEMA, SIKa 3aXOIUIIOE TPABIIB Y CTPYKTYPOBaHUM
KOH(ITIKT, III0 BUPIMIYETHCS HEPIBHUMHE pe3ynbTaramu [4]. Ile Bu3Ha4eHHST po3KpUBae
JIBa HOBHX aCIIEKTH, BJacTUBI irpaM. [lo-miepie, irpu MaroTh 3aXOIUTIOBATH TPABIIIB 3
METOI0 iX eMOLIMHOTO 1 MCUXOJOTIYHOTO 3ajJy4yeHHs, 10 JO3BOJISE 3707aTH €PeKT
3HEBIpU Yy HEpeaJlbHICTh TOMAiM, sKki BimOyBaroThes. Ilo-apyre, irpu € 4YiTKO
ONMKMCAaHUMU CUCTEMaMHU, sIKI MalOTh BJIACHI TPaHUIL.

Ha namr mormsan Haitbimem BramuM € Bu3HadeHHs au3aitHepa JIxecci Ilemra
[5], me rpa — 1me cmpsMoBaHa Ha PO3B’SI3aHHSA MPOOJEMH MiSUIBHICTH, J0 SKOI
MIIXOASATh 3 TPAMJIMBUM BIIHOIICHHSAM. 3a3HAYMMO, IO «PO3B’SI3aHHS MPOOJIEMU» B
KOHTEKCTI KOMII FOTEPHUX 1rop — L€ pO3B’sA3aHHS 3a]ayl, 0 CTABUTh NEpel ITPaBLEM
cama rpa. SIk mpaBWJIO Taka 3ajJa4a HE HECe MPAKTUYHOTO 3MICTY 3 OISy Ha P
MICUXOJIOTTYHHX (DAKTOPIB.

Komm’rorepHi irpu, sik Bua mnporpamHoro 3abesneuenHs (I13), HamiieHi
CHUJIBHUMU PUCaMU, TAKUMU SK: TPUHIIUIHN pO3pOoOKHU (TIpu po3poOIli KOMIT IOTEPHUX
IrOp BUKOPUCTOBYIOTHCA Cy4YacHI METOMOJIOTIi, TEXHIKM Ta MpUioMH po3poOku 113,
BUKOPHUCTAHHS SIKMX aJanTyeThCs 10 TBOPYOi crielidiKu CTBOPEHHS KOMIT IOTEPHUX
Irop); HEOOXIJHICTh HAABHOCTI MEPCOHAJIBLHOTO KOMIT I0TE€pa, IrpoOBOi KOHCOJI,
MOOUIbHOTO TenedoHa, CeIiaTi30BaHOTO I'POBOTO aBTOMATY; MPOTpaMHi Ta araparHi
BUMOTH JUIsi POOOTH;, HASBHICTh LUJIBOBOI aylIUTOPii, MPOIEC PO3POOKU BKIIOYAE
eTany MapKeTUHTOBOI KaMIlaHii, peKJiaMu Ta peajizarlii.

Boanouac, komMn'toTepHi irpu MarOTh 0COOMUBOCTI 1 BIIPI3HSIOTHCS BiJ 1HIIUX
BU/JIIB MPOTPAMHUX MPOAYKTIB, a caMe: npu3HaueHHs (npukiaane 13 B ocHOBHOMY
MIPU3HAYCHE JIJIS1 BUPIMICHHS KOHKPETHUX 3aBJIaHb, KOMIT IOTEPHI irpH K, SIK PABHIIO,
CIpsIMOBaH1 Ha KyJIbTYypHi, €CTETHYHI, COIlialbHI OTPEOH JIFOMUHU, Ha 3a70BOJICHHS
notped B JO3BULII Ta po3Barax); KOMI IOTEpHI irpu (OpMYyIOTb KpHUTEpii BUOOPY
IIJTLOBOI aymUTOPii HE HA TOTCHIIIMHIN KOPHCTI B TpHU SK MPOIYKTY, a HA OCHOBI
BIIOI00aHL IO JOCBIAY, SKUW CTBOPIOETHCA TPOIO; KpHUTEpli BUOOPY IIIHOBOI
ayIuToOPIi i1 KOMII IOTEPHUX 1rop € aOCOMIOTHO CYyO0’€KTUBHUMHM [6]; KOMIT IOTEpHI
ITpH SIK MUCTEILKHUM TIPOLIeC HE 3aBKIM MPUIAaTHUHN 10 hopmaizalli Ta TUIaHyBaHHS

poOit. Takok KOMI'IOTEpHI Irpu SIK 0araTOKOMIIOHEHTHE MHCTEUTBO MOTPEOYIOTh



7

TPUBAJIMX IPOLECIB PO3POOKH OKPEMHUX MOAYIIB 3 3aJyYEHHSIM BY3bKOMPOQIIHLHUX
cuemiamictiB. Ll ¢akTtopn 0OYMOBIIOIOTH MHPOIEC PO3POOKH 3 BUKOPUCTAHHIM
THYYKHX MeTojoJiorid po3pooku [13 [7]; ynpaBiniHHA puU3MKamH, 110 TOB'SI3aHO 13
CyO €KTUBHUM CIPUHHATTSAM TpaBlEM €CTETHYHOI CKJIAJ0BOI — BIOMOOAHHS
KOJIbOPOBUX CXEM, CTWUJIICTUKH iHTepdeicy, aHiMallil; 3aBXId ICHY€ PHU3HUK, IO
KIHIIEBHH NPOAYKT He Oy/ie CIPUUHIATHH IIIJILOBOIO ayTUTOPIETO.

Ha nanuii MOMEHT BiJICyTHA €lIMHA Kiacu(ikaiis KOMI IOTEpHUX Irop, ska
JIO3BOJISIE YITKO PO3MOAUIMTH ITPU MO Kjacam, IO HE MaloTh IepeTuHy. 3 Iie€l
IPUYMHH, ICHY€E JAEKIIbKa Kiacu(ikaiiii KOMII IOTEPHHX Irop 3a iX TEXHIYHHUMH,
CCTeTHUYHUMHU YW ITPONAAHUMH OCOONMBOCTSIMHU. Po3IIsiHEMO 3araibHONPUIHATI
Kiacudikari.

3a kigbKicT0 rpaBuiB. HaiiOinbi 3aransHa kiacudikaliis po3nojauvise irpy 3a
KUIBKICTIO TPaBIIiB, HA K1 BOHU pO3paxoBaHi. Ha o0noeo kopucmysaua — JJisl TpU HE
noTpiOHE MIAKIIOUEHHS J0 MeEpexi [HTepHeT, KOpUCTyBa4 € €IUHUM TpaBIEM-
moauHo0 'y rpl. Ha o0eox ma 6Ginvuwe kopucmysauie — 1rpu, siKi TOTPeOYIOTh
MIKITI0YeHHST 10 Mepexi [HTepHeT (abo nokanbHoi Mepexi, LAN) 1 po3paxoBaHi Ha
B3a€MOJI1I0 TPABLIB-JIIOEH OIMH 3 OHUM Y PaMKax irpOBOTO BCECBITY.

3a ecreTukoro. TpusimipHi irpu ado 3D irpu (Big anri. «three dimensionaly») —
ITpH, B3a€EMOJIIS 3 CEPENIOBHINEM SIKUX BIIOYBAETHCS Yy TOPU3OHTAJIBHIN TUIONIHWHI B
KoopAMHaTax X, Z, Ta y BEpTUKAJIbHIN IJIOMIKHI IO KoopAuHati Y. /IBoBUMIpHI irpu
a00 2D irpu (Bix aHr1. «two dimensional») — irpu, B3a€EMOIis 3 CEPEIOBHUILEM SIKUX
BiI0OyBaeThCA Jnuiie B IomuHax X Ta Y. Sk mpaBwio, Taki irpu OJIU3BKI [0
KJIACMYHHUX HAcTUIbHUX irop. Ilompu Te, 110 B3aeMois 3 cepeloBUIEM OOMEXeHa
JIBOMa OCSMU KOOpAMHAT, 1€ HE O3Hayae, II0 camMa ecTeTHKa OOMexeHa
JBOBUMIPHUMHU IpapiYHUMU €JIEMEHTaMHU.

3a noso:xkeHHsiM KaMmepu. [lompu Te, 110 MOJTOKEHHSI KAMEPU HE € BUZHAYHOIO
XapaKTEPUCTUKOIO 1rop, SKa Clajae Ha MyMKy mpu (opmaiizaiii, OJHaK caMme Bij
HBOTO 3aJIeKaTh IrpoJIajiHi 0COOMUBOCTI Tiei um iHmIoi rpu [8]. Bix mepiroi ocodu
(aam. «first person») — MOMISA Ha Bi3yallbHY CKJIQJIOBY TPH MOMAETHCS 3 TOUYKU 30PY

MepcoHaka BUIISIOM «3 ouei». Bim Tpethoi ocobu (anmi. «third persony») —
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Bi3yajbHA CKJIAJIOBA TMOMAETHCS K «BUTVISAA 300Ky», TOOTO TpaBellb MOXE OaunuTu
MOJIENIb TIEPCOHAXA, 32 SIKOTO BiH I'pa€ Ta TPaBI0 JOCTYIHI 1HII KyTH OISy HA CBIT
B 1ijomy. Buj 3ropu (anmn «top-down») — Bi3yalibHa CKJIaJIOBa MOJIA€ThCS B TaKUi
crocid, mpu SKOMY CIIOCTEepirad 3HAXOAUTHCS HA TEBHIA BIACTaHI MO oci Y Haj
CEpellOBUIIIEM TpH, YMOBHO JaHWM TUMN Mopayl ONM3bKUM 1O TMojadi «3 BHUCOTHU
NTAIIMHOTO MOJIBOTY.

3a xanpom. JXKanpoBa kiacudikaiis € HAHOUTBII 3arajdbHONMPHMHATOIO Ta
1H(OPMATHUBHOIO 3 TOYKHU 30py irponany. B cBoro uepry, skaHp Ipu BU3HAYA€ETHCS ii
IrpOJIATHUMUA OCOOJIMBOCTSMH. 3 PO3BUTKOM KOMIT IOTEPHUX IrOp Ta IMOCIIJOBHUM
3aI03UYEHHSAM €JEMEHTIB OJHOTO HANpsIMy 3 1HIIOTO, YITKE dKAHPOBE PO3MEKYBaHHS
cTajo MeHIl edekTuBHUM. Hapa3li BHAUIAIOTH Taki OCHOBHI Kareropii irop:
OJHOKOPHUCTYBallbKl Irpy  (po3paxoBaHl Ha TIpy 3 OJHUM KOPUCTYyBaueM);
KOOIEpaTUBHI 1rpu (0 MIECTH TPaBIIB 00 €THYIOTHCS B OJHY KOMaHIy ISl TpU
IPOTH CYIPOTUBHUKA, KOHTPOJIHOBAHOTO KOMII FOTEPOM, SIK 3 BUKOPHUCTAaHHSIM MEpExKI
IatepHer, Tak 1 0e€3); ceciliHI OaraToKOpMCTyBallbki irpu (po3paxoBaHi Ha
KOPHUCTYBauiB, 10 MO€JHAHI uepe3 Mepexy [HTepHeT), ceciiiHuil xapakTep BKasye,
IO ITPU € JUCKPETHUMU y 4Yacl 1 MPOBOJATHCS y paMKax Cecli, M03a KO0 HEMOKIIMBO
rpatd 3 BHOpaHUM HAa0OpOM TpaBIiB MPH 3aJaHUX YMOBaX; 0araTOKOPUCTYBAIlbKI
Oe3nepepBHi irpu (cecisi Tpu YMOBHO HEOOMEXKEHA y Yaci 1 rpaBlli IPUETHYIOTHCS J10
cecii 6e3 oomexenb) [9].

Hamu 3amponoHoBaHa po3poOka MepeKeBOi KOMIT'IOTEPHOI IpU B JKaHPI
Multiplayer First-Person Shooter (a1 «0ararokopucTyBaibka CTpijelbka rpa Bif
nepioi ocodbm») — 1e Tpa, sika depe3 Mepexy [HTepHeT 3amydae A0 TpoIecy rpu
YOTUPHOX Ta OLIBIIE TPABIIB (K MPABHUIIO, HE MEHIIE ACCSATH) Ta PO3MOLISE X Y 1B
yy OUTbIIE TPYMH, fAKi, 3aBISKH 3yCHIISM Ta KooIlepallii IpaBIliB MePETBOPIOIOTHCS
Ha KOMaHIM (SK MPABWJIO 3 YITKUM PO3IMOALIOM POJICH) ISl AOCSITHEHHS CHUTHHOI
METH IIBUIIIE 32 KOMaHly OIIOHEHTIB.

TepMmiH «baraTokopHcTyBallbKa» O3HAYae€, M0 rpa pO3paxoBaHa HA B3AEMOIIIO
TPaBIliB, SIKI € pEaTbHUMHU JIOAbMH, OJWH 3 OJHHUM, a HE 3 CHUCTEMOIO, IO

KOHTPOJIIOETHCSI KOMIT I0OTepOM. TepMiH «MepexkeBa» 00yMOBIIIOE IIEBHY apXITEKTYpy
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IpH, siKa MIATPUMYETHCS Mepexeto [HTepHeT. HeszanexxHo BiJ KOHKPETHUX JeTanen
apXITEKTYpH OKPEMOTO MPOEKTY, KJIIOYOBUM ACHEKTOM € HASIBHICTH MiJKIIOYECHHS 10
Mepexkl [HTEepHEeT 3 KOMIT'I0Tepa KOXKHOTO OKpeMoro rpaBis. OcTaHHS CKJIaJoBa
«shooter», Mmae HaliMEHIINK BIUIMB HA BU3HAUEHHS B LIJIOMY, OCKIJIBKU JUKTY€E >KaHP

I'pH, SKUH HE 3a3HA€ ICTOTHUX 3MiH BiJl YCIX 1HITUX KOMITOHECHTIB.

1.2. AHami3 iICHYIOUMX MPOTPAMHUX PIllIEHb HA PUHKY

BBaxkxaemo 3a JOIIbHE PO3MISSHYTH 1CHYIOU1 HaWOLIbII YCHIIIHI ITpU B YKaHPi
Multiplayer First-Person Shooter 3a xapakrtepuctukamu: (iHaHCOBA MOJEb
TUCTPUOYIIIl; ecTeThKa, Bi3yaJbHE Ta ayaio OopOpMJICHHS; TEXHIYHA peaizallis 3
TOYKH 30py TpaBIyl. s aHamizy icHyroumX pimieHb oOpaHo irpu: Team Fortress 2;
Overwatch.

I'pa Team Fortress 2 pospobieHa kommnaniero Valve nais mnepcoHaNbHUX
KOMIT 10TepiB, BunymeHa y 2007 pori.

®dinancoBa mojaesb gucTtpudyuii. Ha mouarky cBoro icHyBanust Team Fortress
2 pO3MOBCIOIKYBajach sIK rpa ¢ (IKCOBAHOIO OJHOPA30BOIO Iuiaroro, ajie 3 2011 p.
cTajia OE3KOIUTOBHOIO. BoaHouac, BNpPOBAaIKEHO MarasuH TMpEAMETIB TpU, €
peaTizoBaHO MOXJIMBICTh MPUAOAHHS 3a peajbHl TPoIll KOCMETHUYHI MPEAMETH IS
nepcoHaxiB, adu mMoaudikyBaTu iX 30BHIIIHINA BUIIAA. [le cramo ocHOBOIO 300piB
rpu. B 1inoMy, cydacHa MozeNb € MPUWHATHOO, HOBI T'PABIll MOBHOIO MIPOI0 MAalOTh
MOJKJIMBICTh HACOJIOAMTHCS Tporo Oe3komToBHO. CHucTema nmpuaOaHHs MPEAMETIB Y
Mara3vHi He BIUIMBAa€ Ha (PaKTUYHY €(PEKTUBHICTHh I'paBI MiJ Yac IpH, a JIMIIE Ha
Bi3yaJbHUN CTUJIb, TOMY JaHUW MiXij 3a0e3rneuye CHpaBenjiuBy Tpy sl TPaBIliB
HE3aJIeKHO BiJ 1X (PIHAHCOBUX BKJIAJCHb Y TPOAYKT.

Ecreruka, BidyajibHe Ta aynio odopmiiennsi. BizyanpHe odopmileHHS Tpu
Team Fortress 2 BuxkoHaHe Yy MYyJABTHIUTIKALIHHOMY CTWII, SIKAM, BOJHOYAC,
MIJICUITIOETBCS.  KOHTPACTOM YOPHOTO TyMOpY TMOAIN, M0 BiAOyBalOThCA y Tpi.

[Tpuknaz BizyasbHOTO 0OpMIIEHHS TIpencTaBieHo Ha puc 1.1.
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Puc. 1.1. [lepconaxi rpu Team Fortress 2

MynbTUIITIKALITHUI CTHIIb TOJIOBHUX FE€POiB TOMOBHEHO YAaCOBUM BIJIPI3KOM, Y
akomy BiOyBaeThes rpa — 1960-1i poku. ['pa Mae eneMeHTH MIMUTYHCHKOI TEMAaTUKH,
10 3HAXOJUTh BAOOpakeHHs B 0()OpMIIEHHI 1HTep(dEiCcy TPy Ta JIOKALId. 3 MOMEHTY
Burycky rpu B 2007 poiii Oyiia BUITyIIIeHA BEJIMKA KIJTBKICTh TEMATUYHUX OHOBJICHD,
K1 MIPUHECIIN y Bi3yallbHY CKJIAJ0BY JIOAATKOBI ejaeMeHTH. Ha Ham morsaa mosaioH1
3MIHM HE JIOCHUTH MO3WTHBHO BIUIMHYIM HA €CTCTHKY Ta CIIPUUHATTSA TPH B IILIIOMY.
My3uuHne opopMIICHHS BUKOHAHO JUIS MIATPUMKH CTHIIICTUKH BiAIOBITHOTO MEPIOTY,
B SKOMY BIJOYBa€ThCsl T'pa. BUKOHAaHO MOBHE O3BYUYEHHS MEPCOHAXKIB JJISI TOYHOT
nepeaaydl 0CoOJMBOCTEN X XapaKTepiB Ta 00pasiB.

Texniuna peaJsizaunis 3 Touku 30py rpaBus. Ha namy nymky, B Tuiafi
TEXHIYHOI peasi3allii rpa Ma€e NEBHI HEIOJIIKM Yepe3 CBiil ABUTYH. ICHYIOTH omiii
BUKOPHUCTAHHS CEpPBEpIB, IO HAJNAIOThCA BUIABIEM TIpH, ab0 € MOXJIUBICTh
BJIACHOPYY BUCTYIUTH Y POJIi CEpBEpa IS irop.

Otrxe, Team Fortress 2 mae psig mnepeBar: Baajio miaiOpaHa eCTETHKA,
30amaHcoOBaHUN y OUIBIIOCTI CHUTyaIliil KjIacoBWiM amapar, (iHaHCOBa MOJENb
PO3IMOBCIOMXKEHHSI Ta MIATPUMKA Mmiciig odimiiiHoro 3amycky. Jlo HeqoMiKiB rpH CIijl
BIIHECTH OaJlaHC ITPOBUX MPEAMETIB, IO 3’SIBISIOTHCS 3 OHOBJICHHSIM, 3arajibHUM
perpec eCTEeTUKH 3 JOJaHHSIM Mara3uHy KOCMETHYHUX MPEIMETIB Ta JesSKl TpoOieMu
apeHOI0 3MaraHb.

I'pa Overwatch Big xommanii Blizzard Entertainment, Bumymiiena y 2016 porti

JUTsl OCHOBHMX ITPOBHX TIaTGOpM.
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®dinancoBa monesasb auctpudynii. I'pa Overwatch posmoscromkyerbes Ha

KOMEPIIIiHIM OCHOBI 3 OJJHOPA30BUM MpPHUI0aHHS, TOCTYITHUNA Mara3uH BCEpPeInH] Ipu
JUIs TIOKYNKHM 3a peajlbHI I'pOIll KOCMETHYHHX MPEAMETIB Ta aKcecyapiB, IO HE
MaloTh BIUIMBY Ha irpoJiaj.

Ecrernka, BidyaabHe Ta aynio opopmienHns. EcreTuka rpu BUKOHaHa B CTHIIL
MYNbTUILTIKAL], cxoxxoMy 10 Team Fortress 2, 11e cTano NpUYMHOK KOHKYPEHIIIT MK
nBoma irpamu. Ilomii BimOyBarOThCS B MalOyTHROMY, 1 II¢ BIUIMHYJIO Ha
IpPEICTaBICHH 030pO€HHS, CHOPSKEHHS Ta 3A10HOCTEH MEepCOHaXIB TPH.
BizyanbHe BHUKOHaHHS y TO€AHaHHI 3 MPOQPECIMHUM O3BYYEHHSIM, XapakTep
NIEPCOHAXKIB Ta MY3HKaJIbHUI CYNPOBIJ CTBOPUIIM IPUBAOIUBY €CTETHKY /ISl TPABIIIB.
Ha nam mnommsin, Aemo ecTeThka MOoCTpaxjaajda BiJ BIPOBAKEHHS MarasuHy
KOCMETUYHHUX IMPEIMETIB Ta akcecyapiB, sk Le craimocs 3 Team Fortress 2 3a
aHaJIOT1TYHUMU TnpuunHaMu. [Ipukiaa BizyaJlbHOrO O(GOpPMIIEHHS IPEJICTaBICHO Ha

puc. 1.2

S

D\‘IER\;V/'\TCH -
0 \ ( \ .

Puc. 1.2. O6knanuHKa Tpyu 3 OJHIEIO 3 TEPOTHD

Texniuna peaJjizamiss 3 TOYKH 30py rpaBus. 3 TOYKH 30py KIHLEBOIO
KOpHCTyBa4a, Tpa BJAJO peaji3oBaHa Ta ONTUMI30BaHA. B 1urani opradizailii MaT4iB
yci 000B’A3KH MOKJIaIeH] HAa KOMaHay BUAABI, IPaBI JIUIIE 3ayCKAIOTh MOMIYK IPH.

Otxe, Overwatch € ycrmimHUM NPOTYKTOM Ha PUHKY 32 KOJIOPUTOM €CTETHKH,
I[IKaBUM TIEpCOHaXKaM, i1CTOpIi Ta IrpoJaJlHUM MexaHikaMm. BBakaeMo, BapiaTUBHICTb
IpU JIemo ooMexeHa ii [u3aiiHoM, a IiaTHa GopMma JUCTPUOYIIIT € MEePEnIKoI0 J10

MOSIBY HOBUX TPABIIiB.



12
1.3. ITocranoBka 3amaui

HaykoBa po6ora mosnsrae y CTBOPEHHI KOMAaHJIHOI 0araToKOpHUCTYBalbOl
mepexxeBoi Tpu y kanpi Multiplayer First-Person Shooter. HeoOxigHO po3poOuTH
CaMOCTIMHUNA MPOrpaMHUM TPOAYKT, JOCTYHHUN KOpHUCTyBauaM 3 OE3KOIITOBHOIO
MOJIEJUTIO PO3TOBCIO/KCHHS, SIKUW Oy/le BUKOPUCTAHO ISl OpraHizailii JA03BULIS Ta
COIMJTBHAX B3aEMOJII.

[Inarpopmoto mporpaMHOTO TPOAYKTY € TIEPCOHANbHI KOMIT'IOTEpH 3
onepauiinumu cuctemamu Windows, NpuiiHATHI cUcTeMU nounHarouu 3 Windows 7.
Komm’torepHa rpa Mae OyTH MakCMMaJbHO MPOCTOIO0 Y BCTAHOBJIEHHI, 3 MiHIMAJIbHUM
HaObOpOM oreparriil.

Komm’rorepHa rpa moBMHHA MaTh 3acOOM JiJii CTBOPEHHSI OOJIKOBUX 3aIMCIB
KOXKHOTO TpaBIlsl, BIJCIIJKOBYBaTH ITPOBY CTAaTUCTUKY KOPHCTYBaudiB, CTBOPCHHSI
iIrpoBux cecidi. HeoOximHO peami3yBaTH MOXJIMBOCTI  COINIAJIBHOI  B3aeMOil
KOPHUCTYBAYiB ITiJ] 4ac irpoBoi cecii.

BpaxoByroun cnenudiky KOMII IOTEPHHUX 1TOp SK MPOTrpaMHOro 3a0e3reyeHHs,
rpa MOBMHHA MaTW MiHIMajdbHI BHUMOTH J0 amnapaTHOI CKJIAJ0BOi MEPCOHAIBHOTO
KOMIT I0Tepa, a caMe HeoOXi/JHa HasBHICTb.

1) Bimeo-kapTH 3 MiATPUMKOI TexHosorii DirectX Bepcii 9 abo Buiie, 1110
noTpedye stk MiHIMyM 512 MeraGalT onepaTuBHOI MaM’sIT1 1JIs KapTH;

2) BiJIbHA OlepaTUBHA MMaM’SITh B 00CsA31 He MeHIe | rirabaiTy;

3) mporiecop 3 CyMapHOK TaKTOBOKO YAacTOTOK SJAep HE MeEHIIe HiK 2
rirarepiiu;

4) 3ByKOBa KapTa JIsl MATPUMKHU 3BYKY.

[Ipouiec po3poOKH MepexkeBOi KOMIT FOTEPHOI IpH Ta ii eTamnu: MPOEKTyBaHHS
rpu Ta ii MomymiB (BUOIp MepekKeBOi apXITEKTypH; CTBOPEHHS IW3aliHy Irpojamy;
CTBOPCHHS TU3aiHY €CTETUKH T'PH); MPOrPpaMyBaHHS IrpOJaay; CTBOPCHHS €CTETHUKU
Ipy; IHTErpalis CKJIaJOBUX YACTHH MPOTrPaMHOro 3a0e3MEYeHHs; TECTYBaHHS Ta

BUTIPABJICHHS AC(EKTIB.
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PO3JILT 2

[MPOEKTHI PIIIEHHS TA IX PEAJII3ALILSI

2.1. 3aco6u po3poOKK MEpeKEeBOI KOMI FOTEPHOI IpU

Jns BuOOpYy BHUKOPHUCTAaHHS MPOrPaMHOTO 1HCTPYMEHTapil0 TMpPOBEACHA
JIEKOMITO3HMIIIS 3aBJIaHb 3 BUILICHHSIM O0COOJIMBOCTEN 3 TEXHIYHOI TOUKH 30DpY:

1) cTBOpEeHHSI CHUCTeMH, sKa 3a0€3MEUUTh CHUMYJALII0 (i3MIHOT B3aeMOii
TPaBIiB: PyX B FOPU30HTAIBHINA Ta BEPTHUKAIbHIN IUIONIMHAX, TpaBiTallis; BIUIMB Ha
1HIII1 00’ €KTH; KOJII31A OJUH 3 OJJHUM TOIIIO;

2) BimoOpakeHHs rpadiuHuX O0O0’€KTIB HAa €KpaHi MOHITOPY (i3HYHOIO
CUCTEMOIO a0 1i JOMOBHEHHSIM Y BUIJISA1 OKPEMOTO MOYJIIO;

3) BiATBOPEHHS 3BYKY CHCTEMOIO;

4) inTerpamiss B MepexeBy cucTreMy (i3udHOI cuctemu Ta ii TpadidHe
300paKEHHSI, 3 METOI0 TPaHCIIOBAHHA 3MiH, 3pOOJEHUX OJHHMM 3 TpaBliB YCIM
1HIITNM;

5) Bi3yasibHE MPEACTABICHHS 00’ €KTIB I'PH;

6) MexaHi3M BeIeHHS 00JIIKY JTaHUX KOPHUCTYBaYiB.

3anaudi 1 — 4 € ckJIaOBUMU OJIHOTO HAJl-3aB/IAHHS, @ CaM€ CTBOPEHHSI IrPOBOTO
JIBUTYHA.

[rpoBuii NBUTyH — MNpPOrpaMHUA KOMIUIEKC, SIKUA HAJae pPO3POOHUKY
MOJKJIMBOCTI CUMYJIAL1 YMOB PEAJIbHOTO CBITY y Uu(ppoBoMy mpoctopi. [Januii tum
IPOrpaMHOTO 3a0€3MEUYeHHS Ja€ BUCOKOPIBHEBI MPOTpaMHi PIIICHHS JJIS BTUICHHS
IrpOJIaJTHUX 3ayMiB.

Po3pizHsitoTh ABa HAMOUIBII 3aradbHUX MIAXOAW JO BHUKOPHCTAHHS ITPOBUX
JBUTYHIB TIPU PO3POOII 1TOp: BIacHA peaiizailis; BUKOPUCTAHHS TOTOBUX PUHKOBUX
pILIEHB.

[Mepmmit migxia nependayae, Mo yci QyHKINT, HEOOX1AHI Tu3aiHepy TPy I il
CTBOPEHHS, pPO3pPOONSIOTHCS BIACHOPYY 3 BUKOPUCTAHHSIM Oa)xaHOi MOBHU
nporpamyBaHHs. JlaHuii miaxig noTpedye 3HAUHKUX BMIHb Ta 3HaHb 7151 peanizaitii. [lo

nepeBar MiJxoay BITHOCHUTHCS MOXIIMBICTH IMOKPAIIEHOI OMTHUMI3alli, YHIKaJIbHUX
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0COOMMBOCTEM, HE BIACTHBHUX IHIIMM cHcTeMaM. Jl0 HEeMOMiKiB BIIHOCSTH BKpai
BHUCOKY CKJIQJHICTh peaisallii, sika TITHEe 3a co00r0 3HavHi (piHAHCOBI Ta YaCOBI
BUTpaTH. Takoxk, dyepe3 MacITaOHICTh 3aBJIaHHS, 3HAYHO IIJIBUIIYETHCS KUIBKICTb
MOTEHIIHHUX 1e(EKTiB, K1 3’ SIBISAIOTHCS K MPU BUKOPUCTAHHI PO3POOHUKAMH, TaK 1
M1J1 9yac eKCIuTyarallli KiHIleBUM KOPUCTYBAaYEM.

BukopuctanHsi roTOBUX PUHKOBHUX PIIIEHb € HACTIIKOM MEpPUIOTo MiAXOMy, 3a
BUHSATKOM TOTO (PaKTy, 110 PO3POOHUKH TPU B CBOIO YEPTy € KOPUCTYBaYaMH 1HIIOTO
POrpamMHOro 3a0e3MeueHHs — ITPOBOrO JBUTYHA B JIAHOMY KOHKPETHOMY BHUIIAJIKY.
[IpuitHATO pIilIEHHS CKOPUCTATHCS TOTOBUMHU PUHKOBUMHU NpoAyKTamu. Bubip
IrpOBOTO JIBUT'YHA OOMEXEHUN MOBOIO IIPOrpPaMyBaHHs, Ky BIH MMIATPUMYE.

Bupimieno o6paru irposuii neuryH Unity Engine 3 HacTynmHUX NpUYUH:

1) BukopuctanHs MoBH C# B SIKOCTI OCHOBHOI — IIeH MiJXiJl Hajae OaaHc Mix
HIBUKOAIEIO KIHIIEBUX MPOAYKTIB Ta MIBUAKICTIO 1 3pYYHICTIO PO3POOKH;

2) BUTiIHI YMOBHM JiIIEH3yBaHHS — OE3KOIITOBHA PO3po0OKa Ta BUIYCK irop
KOMaHJiaMu, 5Kl 310panu Ha po3poOKy MeHme Hixk 100 tucsy ponapiB CIIIA abo x
piuHuii noxia skux He nepeunrye 100 tucsa nonapis CIIA;

3) mmpokwuii BUOip 3ac00iB MEPEKEBOTO MPOCKTYBAHHS;

4) HasBHICTh MarasuHy rotoBux maketiB — Unity Asset Store.

BpaxoByroun yci BuIe3zasHaueHi MyHKTH Ta nepearu oopano Unity Engine B
SIKOCT1 IrpOBOTO JIBUTYHA IS BUPIIIICHHS 3aBiaHb | — 3.

Jsist po3B’si3aHHS 3a7a41 4 BUPIIIEHO BUKOPUCTOBYBATH 3aCO0M, SIKI HATAIOTHCS
came Unity Engine.

Oopano Unity Networking (Unet) ta ¥ioro ckiamoBy Unity Matchmaking, sika
JIOTIOBHEHA BIIACHOIO peaizalli€ro.

Jlns BupimieHHs 3aaa4i 5 HeoOXigHI 3acOo0M KOMIT FOTEPHOTO MOJCITFOBAHHS.
OCKIJIbKY TpaJUINHO irpu B KaHpi shooter € TpUBUMIPHUMHU, 1M TTPOCKT TAKOXK 3
MOJIIOHOI0 €CTETUKOI0. {7151 CTBOPEHHS €CTETUKH 3 HAsIBHUMHU pecypcamu pPo3poOKu
oOpaHo KOMOIHOBaHMM MiAXiJ — yacTUHA Mojesien B3saTa 3 Unity Asset Store, iHIIa
3MO/IeNIbOBaHa BiacHOpydY. [l CTBOPEHHsSI KOMIT IOTEPHOI Tpadiku BUKOPHCTAHO

oe3kormToBHUN mporpamuuii naket Blender. [nmii ommii, sik ot Autodesk 3Ds Max,
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Autodesk Maya Tomo He Oynu BHKOPHCTaHI 4epe3 iX IiHY, YMOBH JIIEH3yBaHHS Ta

BiACYTHICT, BOymoBaHoi iHTerpamii 3 Unity Engine nampsmy. lns cTBOpeHHs
eleMeHTIB rpadiuHoro iHTepdeicy BHUKOPUCTAHO OE3KOIITOBHUN pPacTPOBHIMA
pemakTop Gimp.

JIJisi BUKOHAHHS 3aBJaHHSA 6 BHUPIIIEHO BUKOPUCTATU TOTOBUI Moayib 3 Unity
Asset Store — Database Control Free. Jlane pimenns Hagae 6a3y manux MySQL,
PO3MIIIIEHY Y XMapHOMY CEpBICI, M1 BEIEHHS OONIKYy KOPHUCTYBa4diB CUCTEMHU Ta iX
naHux. JlaHuii Moaynb OOMEXEHUH y CBOiM OE3KOIITOBHIM JIEH31i, OJHAaK HOTro
OOMEXEHHSI  3aJ0OBOJIbHSIOTH BHMOTaM. [HIIMKA JOCTYNHHMI  BapiaHT — 1€
BUKOPHCTAHHS BJIACHOI peari3allii, o TsIrHe 3a co00r0 3aBIaHHs MPOCKTYBaHHS 0a3n
JaHUX, il po3MIiIeHHs Ta mATpUMKH. [1om1i0H1 3aBAaHHS HE € IPUHHATHUMH 3 OTJISTY
Ha JJOCTYMHI PECYPCH PO3POOKH.

Otrxe, oOpaHo HacTynmHui iHcTpyMeHTapiii: Unity Engine Ta MoBy

nporpamyBanns C#; Unity Networking; Database Control; Blender; Gimp.

2.2. IlpoekTyBaHHS MOMYJIIB MEPEKEBOT KOMIT IOTEPHOI T'PU

3Bakalouu Ha PECypcH, BHUJUICHI Ha PO3pOoOKYy, IOIIILHO PO3MOYaTH
MPOEKTYBAaHHS CaM€ 3 MEPEXKEBOI apXIiTEKTypH, aJKe caMe IPOIYCKHI MOXKIIMBOCTI
MIJKIIOYEHHST Ta CIHPOMOXKHICTH MPOrpaMHOi peanizaiii 3a0e3MeuynuTd HEeOoOX1AHY
IIBUKICTh POOOTH 3 JAaHWMH, OTPUMAHUMHU 3 MEPEKl BU3HAYATh MOAANIBIINNA BIUIUB
Ha ITpOoJIaJ] T €CTETHUKY.

IIpoexkTtyBaHHs MepeskeBOi apxiTekTypu. Jlns peanizauii  MepexeBoi
CKJIaZioBOi rpu BupimeHo BukopucroByBatu Unity Networking, ab6o »x Unet. Unet
MPOIOHY€E Hablp BUCOKOPiBHEBUX Mporpamuux iHTepdericis (HLAPI, Big anmi. «high
level application programming interface» [10]) siki mpu3HayeHi Ui CTBOPCHHS
MepexeBux Bzaemomin [11]. Bci irpu, moOymoBaHi 3a JTOMOMOTOI0 JAaHOI CHCTEMH,
BKJTIOYAIOTh:

1) cepBep — KoIIist TPy, 0 SKOI i’ €IHYIOTHCS yCi 1HII TpaBIli Mpu OaXkaHHI

sirpatu pazoMm. CepBep, SK MPaBWIO, 3I1MCHIOE KOHTPOJIb HaJl PI3HOMAHITHUMHU
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acrleKTaMH TpU, TaKUMU SIK 30€pekKeHHsI PaxyHKy TpaBIliB, MepeBipKa 3aKOHHOCTI
3allMTIB BiJl KOPUCTYBAUiB, BiAMIPaBKa JaHUX KIIIEHTAM;

2) KIIIEHTH — 1€ KOImii I'pH, fAKI IMIJKIIOYalOTbCS [0 CepBepy 3 IHIIHX
KoM 1oTepiB. KimieHTH MOXyTh MiAKIIOYATUCH K JoKadbHOIO Mepexero (LAN, Bix
anrn. «local area network»), Tak i depe3 Mepexy Inteprer. Ocoba, mo Kepye
KJIIEHTOM, MOKE TpaTH 3 1HIIMMU JIFOJbMH, SIK1 IMAKIIOUYAINCH 0 JAHOTO CepBepy 3i
CBOTX KIJTIEHTIB.

Cepsep 3 Touku 30py Unet moxe Oytu BuaiieHumM (host-cepsepom):

1) BuiIeHnd cepBep — Iie KOIIis TPH, sSKa 3amylieHa JUIs TOro, 100 JisTH B
SKOCT1 CEPBEPY, 3 METOIO 3a0€3MeUeHHsT TPAHCIIOPTHOTO BYy3Jia Ta KOHTPOJIIO CTaHY
Ipy;

2) host-cepBep — y BUIaaKy BiJICyTHOCTI BUIUICHOTO CEPBEPY, OJIUH 3 KIIIE€HTIB,
sSKi rparoTh, Oepe Ha cebe mIo poib 1 crae host-cepsepom. Takuii cepBep CTBOPIOE
KOIIIIO TPH, sIKa Ha3UBa€eThCs NOSt, 1110 0THOYACHO TIPAITIOE K CepBEp 1 SIK KITIEHT.

Ha puc. 2.1 npeacraBneHo 0ya0By I'pH, KOJIM OJIMH 3 KIIE€HTIB BUCTYTIAE sIK host.

Puc. 2.1. Bynosa mepesxeBoi rpu 3 host-cepsepom

Sk BugHO 3 puc. 2.1, NOKaNbHUN KIIIEHT MIOKIIOYAETHCS IO CEpBEpy 1
BiIOYBa€ThCA 3allyCK Ha OAHIN MammuHi. Bigganeni Kii€eHTH 3amyieHl Ha 1HITUX
MPUCTPOSX TM HEOOX1THO MIAKIIOYUTHCH JI0 CEPBEPY.

B mepexeBux irpax iCHye JBa 3arajlbHUX IAXOU 0 POJIi CepBepa:

1) aBTOpHUTapHHUI cepBep — NPHU TaKii MOJEN came cepBep, AK YIOBHOBaKCHA
OJIMHULIS BUPILIYE, YA MIT TpaBelb 3A1MCHUTHU 110, PO Ky MOBITOMHUB CEPBEPY, YU

Mae€ TpaBa Ha 3HAXO/KECHHSI Y CTaH1, PO SKui moBioMuB. CepBep BHUPIITYE MUTAHHS
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KOMIICHCAIIll 4acy BIATYKY IO MEpexi, mepenOadeHHs M TpaBIlsd IJIs ONMTHMI3allii
MIBUKO1i, aHaNi3y CTaHy T'pH, CHHXpOHi3allii rpaBuiB. s Mogens mae mepeBaru B
HIM peali30BaHa MOXKJIUBICTE OOpOTHOM 3 HEJOOPOCOBICHUMH TpaBLSMH Ta
3a0e3neueHHs OUTBII MPUHHITHOTO OCBiMy Tpu [12];

2) He-aBTOPUTAPHUI CEpPBEp — JaHHU THIT CEPBEPY MEPEIAE IHIIMM TPABIAM JIii
MEBHOTO KOHKPETHOTO KIIIEHTA, aje HE BUKOHYE iX CaMOCTIMHO 1 HE MepeBipsie Ha
TOCTOBIpHICTB. OTXKe, cepBep JOBIpsA€ KIIEHTaM 1 HE TepeBipse IX il 1 HE KOPUTYE.
OCHOBHUMHU TepeBaraMu TaKOTO METOAY € 30UIbIICHHS MIBUAKO/II, 32 paXyHOK TOTO,
[0 CepBEp HE 3AIMCHIOE OOYHMCIIEHHS Mepe] BIAMPABKOI JaHUX IHIIUM TPaBISIM 1
3aTpUMKa Mepexki € MeHIor. [Toa10Huil miaxi € MPUUHATHUM JJIs KOOIIEPATUBHUX
1rop, Mpu KOMaHIHI{A TPl MPOTH CYNPOTUBHUKIB 3 KOHTPOJIEM KOMIT IOTEPA, JIe HEMAE
CEHCY B HEIOOpOCOBICHIA TIpi, aje sl 3MarajibHuUX I1rop mnoaiOHa MoOJenb He
nouiiapHa [12].

3 ypaxyBaHHSIM PpECypCiB pPO3pOOKM Ta 3agad o0OpaHO apXITEKTypy
aBTOpUTapHOro host-cepepy, iHTerpoBany 3 cepBicamu Unity mmsa pobotu 3
I1IKJTFOYCHHSIM T'PaBIIIB 10 CEPBEPY.

CrBopenHsi irposaany. Irponan koMmm’rOTEpHOI TpU TOAUIAETHCS Ha JIB1
CKJIJI0B1 — B3a€EMO/Iis TPABIIS 3 TPOIO 1032 IFPOBOIO CECIEI0 Ta 1] Yac iIrpoBoi cecii.

B3aemonis rpaBiis mo3a irpoBoIO CECi€r0 peicTaBlieHa Ha puc. 2.2.

HanawTysarHA
rpadikn rpu

'

Exig 8 odnikosmi
3BMKC KOPUCTYEAYA

Bwxig 3 odnikoeoro
EELY

ry

paselE

CTEOpEHHA HOBO

FPeecTpalina HoBoro
oGniKoBOro 3anucy

MepernAag
CTATUCTUEM TPABLA

MiaknKyeHHs 1o
icHyr4oi irposoi ceci

irposoi cecii B AKOCT
cepeepy

Puc. 2.2. CxemaTudHe npeIcTaBiICHHS B3a€EMO/Iii TPaBIIA 11032 irPOBOIO CECIEI0
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I'paBers Mae MOXJIMBICTH MPOBOJUTH HANAIMITYBAaHHS TPpHU, MEPEensiIaTh
CTaTHCTHKY CBOiX JOCSTHEHb, MIIKIIOYUTUCh 10 ICHYIOYOi irpoBoi cecii abo
CTBOPHUTH HOBY, B SIKiil TaHMI KOHKPETHHI TpaBellb BUCTYIA€ B poii host-ceprepy.

B3aemonis 3 rporo Ha IbOMY eTarli nepeadadyeHa HaCTyITHUM YHHOM:

1) kopucTyBau 3amyckae TIpy, WOMY HAIA€ThCS BIKHO HaJAIITyBaHb IS
oOpaHHs OaxaHOTo BiOOpakeHHS TrpadiuHUX €JIIEMEHTIB, PO3MIpPIB EKpaHy
MOHITOPY, NPUB’A3KM KIABIII, PEXUMY BIIOOpaXXeHHS TPH Yy 3TOPHYTOMY YU
po3ropHyToMy BikHi. Ha maHoMmy erami KOpHCTyBau IMOBUHEH MaTH MOKJIMBICTb
nepepBaTH  HANAIITyBaHHSA, CKAaCOBYIOYM 3allyCK TpH, abo0 MiATBEPAUTH
HaJAIITYBaHHS Ta 3aIlyCTUTH TPY;

2) micis MIATBEPDKEHHs 3aIlyCKy TIepea KOPHCTyBaueM BiqoOpakaroThCs
noroturu Unity Engine ta po3poOnuka rpu;

3) BinZOyBaeThCs BXiJ IO TOJOBHOTO MEHIO, KOPHUCTYBay IOBHHECH YBIWTH B
OOJIIKOBMIA 3aIuC, SKIIO IPaBelb HOTO HE Mae€, BIH Ma€ MOXKIIUBICTh 3apeeCTPyBATH
HOBUH. € MOXIIUBICTh BIIpa3y BUITH 3 IPOrpamu;

4) micnst BXoay abo peectpallii BiIOyBaeThCS MEPEXia 0 CTOPIHKH TPaBIld, 1€
I'PaBIIO MPEACTABICHO KUIBKICTh 3apO0JIEHUX 040K, CTATUCTUKY I'PH, a TAKOXK (GOpMHU
3 TIEPEJIIKOM JOCTYIHUX ITPOBUX CECii Ta Juisi CTBOpEeHHS HOBOi. Ha manomy erari
rpaBellb Ma€ MOXJIMBICTH BHMTH 3 OOJIKOBOTO 3amuicy abo X TPHUETHATUCS 0
OaxaHOi TPHU YU CTBOPUTHU HOBY.

[Tponiec rpu BinOyBa€eThcsl B pealbHOMY Yacl Ta OUIBIIICTh JiH, 0 31HCHIOE
rpaBellb, TaKUX K pyX, araka, MOBOPOTH KaMmepH, BilOyBalOThCS 31€01IBIIOTO
OJHOYACHO, HAa HaIly AyMKY HE € BIajJUM 300paKeHHS 3a JIOTIOMOTOI0 Jiarpam.
[lepeiinemo 10 CIIOBECHOTO OIMMKCY IrpoJialy 3 TOYKU 30PY ITPOBOI cecii.

[lepmr 3a Bce, 3a TpaaMiiero irop »xkaHpy Shooter, rpa mnoBuHHa OyTH
TPUBIMIPHOIO JUIsi 3a0€3MeUeHHs OUIbIIOI TAaKTUYHOI CBOOOAM Ta JUMHAMIKH.
HeoOxigHuM € cTBOpeHHS TpH Bia mepiioi ocobu 3 MipKyBaHb Oamancy. [lompu Te,
10 ICHYIOTh Irpu B skaHpi shooter Big Tpethoi ocobu (Fortnite, Playersunknown
Battlegrounds, Mass Effect), momiOHa mepcriekTiBa He CHPHUSAE peaizMy, OCKIIbKH

IPaBISM JOCTYIIHI KyTH OIVISAY, SIKI HEMOXJIMBI Jyisi dtoauHu. [lomiOHuit miaxin
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YCKJIaJTHIOE€ KOHTPOJIb CTPLIBOU Ta Bi3yaJibHE COPUUHATTS SIKOCTI.

BpaxoByioun BuIlle3a3Hau€HE, 3apPONOHOBAHO MPOLEC B3a€MOJIl TpaBIs M
Jac 1rpoBoi cecli:

1) micst MiOKIIOYCHHST 10 irpoBOI cecii mepex TpaBleM 3 SBISETHCS OIS
iIrpoBoi Mamu B peanbHOMY dYaci. BigoOpaxaeTbcss MEHIO 3 BHOOpPOM KOMaH,
JOCTYIMHUX JJI1 TPHUEJIHAHHS Ta KUIBKICTh TpaBIiB B KOXHIM 3 Hux. Jusa
IPOJOBXKEHHS, TpaBellb Mae 00OpaTH OJHY 3 AOCTYIHHMX KOMaHj a0o K BiH MOXe
BiJIpa3y MOKUHYTH iTPOBY CECIIO;

2) miciist BUOOPY KOMAaHIM Mepe]l TPABIEM 3’ SBIISETHCS 1HIIIE MEHIO JIJIsl BHOOPY
Kiacy mnepcoHaxka. [lepcoHaxki BiAPI3HAIOTHCS 30BHIIIHIM BUIJISIOM, HabopaMmu
JOCTYIIHOTO CIIOPSA/UKEHHST Ta CBOIMH pPOJSIMM Mia yac rpu. Bubip mepconaxa
3aJIeKUTh B1Jl BNOJOOAaHb rpaBlsd. € MOXKIMBICTb NMOBEPHEHHA 10 MEHIO BHOODPY
KoMaHau. i1 mpOAOBKEHHS HEO0X1IHO 00paT KOHKPETHUM KJ1ac IEPCOHAXKa;

3) micis BUOOPY KJacy 3MIIHCHIOETCS Y BIKHI BUOIP JOCTYITHOTO CIIOPSIKECHHS
(rpaBers MOKE 3aIHMINIUTH JOCTYIHI 3HAYCHHS 32 3aMOBUYAHHSIM Ta IPOIOBXKHUTH,
iATBEPIUBIIH BHOIP);

4) micnst mATBEPDKEHHS, MOJIEIh TPABIIS TEHEPYETHCS y IrPOBil CIIEHI B OJTHIH
3 TOYOK T'eHeparllii rpaBiiB, a00 CTAPTOBUX IMO3HUIIM, AKI M7 YMOBHUM KOHTPOJIEM
KOMaH/I1 rpaBlisl. 3 IbOIO MOMEHTY YIIPaBIiHHS IEPEAaHO TPABLIO;

5) MeTa KOXHOTO MaTdy IMOJIATa€ y JIKBiAamii HEoOXimHOI KUIBKOCTI
CYNPOTUBHUKIB 3a BIJIBEICHUA Yac 3 KOMaHIHUMHU 3YCHWJUIAMH. SKIO KomaHzaa
Jocsirae  HEOOX1JHOI  KIJIBKOCTI, BOHA OTOJIOUIYETHCA MEPEMOXKLIEM 1 Mary
3aBEpIIYETHCS. SKIO yac MaTyy 3aKiHYY€THCS O MOMEHTY JIOCSTHEHHS Oy/b-SKOIO 3
KOMaHJl KPUTHYHOTO 4YHWCIa JIKBIAOBAaHUX  CYNPOTHBHUKIB, TEPEMOKEIb
BU3HAYAETHCS 332 TOTOYHOIO KUIBKICTIO TEPEMOKEHHUX OMOHEHTIB. Y BUIAAKY PIBHOTO
paxyHKY OTOJIONTY€ThCS HIUUS,

6) s TOCATHEHHST METH MaT4y IpaBlli IOBUHHI JIIKBiJOBYBATH I'PABIIiB 1HIIOT

KOMaH/M Ta YHUKATH JIKBIJIalliil 3 BIACHOI CTOPOHU;
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7) KOXEH TpaBelb 030pOEHU TBOMA OJUHHIISIMH BOTHENAIBHOI 30p0i pi3HUX
XapaKTepUCTHK, HAOOPOM MeETaJbHHX CHApsAIB — TpaHaT Pi3HOI MOTYKHOCTI, Ta
0COOJIMBUM TIPEIMETOM, THI SIKOTO BU3HAYAETHCS KIACOM IPaBIIS;

8) koxkeH TpaBenr Mae Ha0lp 0a30BUX XapaKTEPUCTHK, SKi HAIpsIMY
BIUIMBAIOTh HAa MOTO €(hEKTUBHICTD y T'pi:

a) 37I0pOB’S — YMOBHA BEJIMYMHA, I[0 BHU3HAYA€, SKY KIJIBKICTh MOIIKO/KCHb
MOKE€ OTPHMATH TpaBellb J0 TOTO, SIK Oy/e BBa)KATHICS JIIKBIOBAHUM Ta BTPATHTH
00€31aTHICTD 1 MPU3BEJIE 0 MOTPEOH Y BIIPOKECHHI.

b) enepris — yMOBHa BeJIMYMHA, IO BUKOPHUCTOBYETHCS ISl BEPTHKAIBHOIO
nepeMilieHHs] Bropy (MoJbOTIB) Ta NPUILIBUALIEHHS TOPU30HTAIILHOTO MEPECyBaHHS
(cnpunty). SIKmi0 TpaBellb HE Mae€ €Heprii, CHPUHT Ta TMOJBOTU CTaIOTh
HEJOCTYITHUMH JI0 BIIHOBJICHHS €HEPTisl HE BITHOBUTHCS 3 INTMHOM 4acy CaMOCTIIHO;

C) 6oe3amnac 30poi — KiIIBKICTh aMyHIIIii, IO TOCTYITHA JUI KOXKHOI KOHKPETHOT
30poi I'paBIls B JaHU MOMEHT Yacy,

d) 3amac MeTanpbHHX MPEIMETIB — KUIbKICTh METATLHUX MPEIMETIB, TOCTYITHUX
y TaHW MOMEHT 4Yacy, 11 XapaKTepUCTUKa aHaJIOT14Ha 0o€3anacy;

9) okpiM 06a30BUX XapaKTEPHUCTHUK, ICHYIOTh TTOKa3HUKH KIJILKOCT1 OajiB TpaBIIs
B TOTOYHIN cecii, sIKI HapaXxOBYIOTHCS 3a: JIKBIJAIIO CYMPOTUBHUKIB; HAJaHHS
MIITPUMKH OOempHUiacaMy COIO3HUKAM; HAJIaHHS MATPUMKA MEAUYHUMHU MaKeTaMHu
COIO3HUKAM;

10) micns  3aBepIieHHS MaT4dy TpaBIli CIOCTEPIraloTh 3a TrpadidyHUMHU
eJIeMEHTaMH, 10 300paKyI0Th pe3yJbTaT MaTdy, YCiX HOro y4yacHHUKIB Ta ix Oanw,
BIJIOYBAETHCS 3aKPUTTS MAT4y, a BCl IPaBli NOBEPTAIOTHCA B MEHIO BUOOPY ITPOBUX
Cceciil.

Irponan B 1iJioMy HajlalITOBAaHWNA Ha Te, 1100 I'paBIll SKOMOTa IIBUAIIEC Maju
MOJIMBICTh TPUETHATHCH JO MaTdy, oOpaTH YIIOOJEHWW Kiac, CIOPSHKCHHS Ta

NePEeNTH 10 TMHAMIYHOI TPU.
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2.3. CTBOpEHHS €CTETUKH KOMIT I0TEPHOI I'pH

BaxxmBuM acriektoMm irop xkaHpy ShoOter € BiAMOBIAHICT €CTETUKHU irpoay.
OCKUIBKM TPUHHATO pIMIEHHS peaizyBaTH IIBUAKANA TEMII TPU 31 3HAYHOIO
JTWHAMIKOIO TOAIH, sSKa, OHAK, HE BIATOBIIAE peali3My, HeOOX1THO 3aKpIimuTH €(eKT,
CTBOPIOBAaHUM 1rpoJIaloM 3a JIOMOMOTOI0 BIJMOBIAHOI €CTETHKH. Y SKOCTI CTHIIIO
odopmIIeHHsT BUOPaHO MAaJIOMOIITOHAIBHUN MIHIMATICTUYHUHE CTHIIb, BIIOMHUIL K lOW
poly. Takuiéi CTHIb BIACTUBHHA MYJIBTHILIIKAINI, IO JIOJATKOBO ITJIKPECIIOE
HEpEeaJTiCTUYHI acCHeKTH ITPOBUX MEXaHIK y BUTIAHOMY cBiTIl. [IpoekryBaHHs
CCTETHKHU CKJIAQa€ThCsl 3 PO3B’SA3aHHS 3aBAaHb: CTBOPEHHS 30BHIIIHBOTO BUIVISAY
ITPOBOTO OTOYECHHS; CTBOPCHHS TPOTOTHUITY MOJCIEH TpPABIliB; KOHIENTyalbHUN
JU3aiiH CIOPSAJDKEHHS; po3poOka iHTepdeilicy KOpHCTyBaua; aHIMallisl TPaBIliB Ta
CHOPAJIKEHHS; IHTErpallisl 3ByKOBUX €(DEKTIB.

IrpoBe oTouenHsi. /{751 CTBOPEHHS 30BHINIHBOTO BUINISIAY ITPOBOTO OTOYCHHS
BUKOPHCTAHO HACTYMHI iHCcTpyMeHTH: Blender; BOymoBani 3acoou Unity Engine; Pro
Builder — ogiuiitne monosrenHs Unity Engine 1ist CTBOpEHHS HU3BKOIOIITOHATIBHOT
TPUBUMIPHOI rpadiku; TOCTYMHI OE3KOIITOBHI MOJEl OTo4eHHs, oTpuMani 3 Unity
Asset Store.

B pesynbrari npuiiHsaTO pimieHHsS chOpMyBaTH IrpoBYy Mamy B JEKOpallisx
MaiJIaH4YUKy TIOPTOBOTO cKiady. JlaHuii miaxia 103BOJIsSi€ BUKOHATH yCi 3aBIaHHS, SKi
CTaBHUTH TIepe/I AU3aitHepOM Mar sxkaHp Shooter, a came:

1) HasIBHICTb YKPHUTTS — KPUTHYHO Ba)KJIMBO YHUKATH TOIIKOKCHb BiJ 1HIIUX
rpasiiB. CamMe TOMy IrpoBa Mama TOBMHHAa OyTHM HAacHYEHOK O00’€KTaMu Ta
YKPUTTSIMHU, aOM TpaBI[l MOTJIM IIBHJKO MEPEMICTUTUCS Ta CXOBATUCH BIJ BOTHIO
CYNPOTUBHUKA;

2) MOETHAHHS CTPUICHBKAX JHCTAHIIH — BaXJHMBHUM acleKTOM TIpH €
MpaBUJIbHE TIOEHAHHS Ta YEPTyBaHHS PI3HUX CTPUICHIBKUX AWCTaHIii. Hanmpuknan,
3aKpUTI TPHUMIMICHHS 200 OCOOJMBOCTI MICIIEBOCTI, SIKI MOTPEOYIOTh OTHOYACHOTO
KOHTPOJII0O 0aratbOX TOYOK ITOSIBH CYNMPOTHBHHKA, BUMArarTh BiJ T'PaBIS MIBHJIKOI

peaxiiii Ta BMiHHA. Taki BUMOTH HE 3aJI0BOJIBHSIOTH MOTPEOU 1HINOI TPYIU TPABIIIB,
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HANPUKIIAJ CHaiMNepiB, AKUM NMOTPiOHA JIiHIA BUAMMOCTI A0 CYIPOTHUBHUKA Ta 3HAUYHA
BiJicTaHb 70 HbOTO. OOpaHi AeKoparlii J03BOJISIOTH BMIJIO TTOEIHYBATH OOHIBA BUIA
CTPUICIBKUX TUCTAHITIHN;

3) CTBOpPEHHS «30H aKTUBHOCTI» — SIK MPABWIIO, JIJIS 3a0€3MIEUCeHHS TUHAMI3MY,
MOTPIOHO MaKCHUMI3yBaTU MPHUCYTHICTh TPaBIIB PI3HUX KOMaHJ y TEBHIN JUISHII.
OToOuYeHHS CKJIAJChKUX TMPUMIIIEHb J03BOJIsIE €()EKTUBHO CTBOPIOBAaTH 30HU
aKTUBHOCTI PI3HUX CTPUICIIBKUX TUCTAHIIIN;

4) BepTUKAIbHUN pPyX — BpPaxOBYIOYH IrpojaaHi OCOOJIMBOCTI, 0OpaHi
JeKoparllii 4y10BO HIAXOAATH JIJIsl CTBOPEHHS PyXy HE JIMIIE B TOPU3OHTAIBHIN, a 1y
BEPTUKAJIbHIA IUIOMIMHI, IO 3HAYHO 30UIbIIYE MOKJIMBOCTI IEpPECyBaHHS Ta
JTUHAMIKY TPH.

B uiumomy, IirpoBe OTOYEHHS MPOEKTYETbCS TAKUM YHWHOM, 00 CHIpUATH
HIATPUMIN JIMHAMIKK TPH, HAJAaBaTH MOXIIMBOCTI PyXy, CTBOPIOBATH PI3HOMAaHITHI
MapuIpyTH Ta 30HU aKTUBHOCTI.

MopeJti rpaBuiB. ['paBiii moAUISIIOTHECS HA JIBa Kjacu — O1HIA-MeIuKa Ta 011
NIATPUMKA. BupimieHo ctuitizyBaTd MOJEN TpaBIliB MiJ poOOTIB, IO JIEBITYIOTh HA
MEeBHIN BUCOTI HaJ 3eMJyiet0. Mojiesni TpaBIliB PI3HUX KOMaH/ BIJIPI3HSIIOTH KOJIHOPOM,
BJIACTUBMM KOMaHail. Y JoJaTKy A TpeaCcTaBIeHO MOJENl TpaBlliB, IO
BUKOPHUCTOBYIOThCS y T'pl. Mopesni TpaBIliB BIIPI3HSIIOTHCS OJWH BiJl OJHOTO Ta
HAJal0Th TI€BHE YCBIAOMJIEHHS IHIIMM TpaBUsSM, 4YOrO OYIKyBarH BijJ JaHOTO
KOHKpeTHOro Oiitig. 30post aHuMu poOOTaMU TPUMAETHhCS MArHITHUM TIOJIEM,
3aKJIaJIEHUM B KOHCTPYKIIIIO.

Mopneai cnopsigskenHsi. Mozeni criopsiipKeHHs, a came 30poi Ta 0oenpunacis,
OyldyBaliCh HAa OCHOBI pEaJbHUX MPOTOTHUIIB 30poi Ta ACSIKUX (PaHTACTHIHHUX
Bapianii, mo0 miaTpuMaTu GyTypUCTUUHUI BUMIIS Mozieniel rpaBiiB. [oToB1 Mozent
30poi Ta CHOPSDKEHHS 10 3aCTOCYBaHHS TEKCTyp NIpeacTaBieHo y aoxatky b. B
IIJIOMY, €CTeTHKa 30poi Ta CHOPSA/KEHHS HAaIllJIeHa Ha CHHEPTil0 3 €CTETHKOIO
OTOYCHHS Ta 30BHIITHIM BUIJISIZIOM T'PaBIIiB.

InTepdeiic. [on0BHI 3aBHaHHsS, MO CTOSUIM TPU MPOEKTyBaHHI iHTEpdency

KOPHUCTYBa4a — MPOCTOTa Ta 3pO3yMUTICTh. Jlu3ailH BUKOHAHO B MIHIMaJICTUYHOMY



23

CTWJTL JUTSl TIIATPUMKH 3arajibHOi ecTeTUKH. MakeTn Au3aiiHy HaBeIeHO y 1omaTky B.
[atepdeiic € mpocTuM Ta IHTYITUBHUM, IJi 3PYYHOCTI BHKOPHUCTaHHS. Takox,
eJeMeHTH 1HTepdelicy MacTaOyroThCs BIIMOBIAHO JI0 PO3MIPY €KpaHa I'paBIIs.

Animanii. bienricTe aHiMaIii crocyerbes 30poi Ta B3aemomii 3 Hero. [lompu
T€, M0 MPOIEC CTBOPEHHS aHIMAlllil € TPYIOMICTKMM Ta 3a3BUYail BUKOHYETHCS Y
CTOpOoHHIX nporpamax, Unity Engine Hagae BOynoBaHi 3aco0u Jyisi MOAIOHUX 3aBIaHb.
Boun BukopucTani i aHiMmarlii dacthH 30poi Mg dYac CTpuihOM, pyxy Ta
nepe3apsaakd. Bcl iHIN Bi3yadbHI pPyXH BIIOYBalOThCA 3a pPaxyHOK (PiI3UYHOTO
JIBUTYHA 1 HE € aHIMaLlIsIMU.

3BykoBuii cympoBia. B sxocTi 3ByKOBOro CyNpOBOJIY BHKOPHCTaHO 3BYKOBI
01610TEeKH 3 NineH31er0 Bukopuctanus Royalty Free. O3ByueHHs peruiik epcoHaxiB
3MIIMCHEHO 3 BUKOPUCTAHHSIM 3BYKOBUX JOPIKOK 3 MOAIOHOIO JIIEH3IEI0 Ta YACTKOBO
CaMOCTIifHO. Y TpaBIiB € MOXJHMBICTh 3 BUKOPHCTAaHHSM €JEMEHTIB iHTepdercy

HAJICWJIATH TIOTIEPETHRO 3aITMCaH1 TOJI0COB1 KOMaHAM MEPEKEIO JI0 1HIIUX TPABIIIB.
2.4. IlporpamHua peamizaiiisi GyHKITIH

[licns mpoexkTyBaHHs irpojiafy Ta JAW3aiiHy, 3IIMCHEHO peati3alliio
cupoekroBaHux GyHkuid. Jlnsg peanmizamii BUKOPUCTAHO NPUHLMIHN 00’ €KTHO
OpIEHTOBAHOTO MPOTpaMyBaHHs, IpuiioMu peduiekcii Ta abcrpakiiii. [IporpamyBanHs
3aiicHeHo 3a gomomoroto moBu C# Ta mmardopmu .Net. [[ns meskux acnekTiB
po0OTH 3 OCBITIIEHHSIM T'padiKu BUKOPUCTOBYBaJach MOBa mporpamyBanHs HLSL —
high level shader language.

Peausizanis B3aemogiii mo3a irposoro ceciero. Ilicist BuOopy HanamryBaHb Ta
3allyCKy TpHW TpaBellb IMOTparvisie 10 €KpaHy aBrtopuzanii. Ha BiamiHy BiA
npukiaagaoro I13 ta iHmux irpoBux aBuryHi, y Unity Engine BukopucTOBY€ThCS
MOHATTS. «CUEHW» JIJIsl TIO3HAYEHHsI KOHTeWHepy Ayig 00’€kTiB. ToMy B OJIHIN CIIE€HI
MOke OyTH MOBUTbHA KIJTBKICTh TaK 3BaHUX €KpaHiB. B maHomy Bumanky, Bci mii
TpaBIls 10 peeCTparlii uu aBTopu3allii BiOyBalOTh B MeXaX OJIHIE] CIIEHU — CIICHH
aBTOpU3AIlii.

KopuctyBau moBuHEH Mae 3MOry 3apeecTpyBatuch. B 000B’s3ku  (popmu
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peecTpairii BXOIUTh TEPEBIpKa BBEIACHUX JAaHUX —IOMYCKAOTHCS JIAIIE JIATUHCHKI
CUMBOJIM JJISi YHUKHCHHS TIOIIKO/DKEHHS IITICHOCTI 0a3W JaHWX Ta KOPEKTHOTO
BIIOOpakKeHHS Ha MalllMHAX IHIIMX TPaBIiB, SKI MOXYTh HE MaTH BIAMOBIIHOTO
KoAyBaHHs. Takox, HANTOJOBHIIIKUM KPUTEPIEM € HEOOXIAHICTh Yy MepeBiplll IMEH BXKe
ICHYIOUUX KOPUCTYBauiB JJIi YHUKHEHHs NyOJikariB. Y pasi JOMYIICHHS MOMUIIOK
KOPUCTYBaY€M BHUBOJIUTHCSA MOBIAOMJICHHS MPO MOMUIIKY. Y BHUIIAJIKY, SIKIIO BBEIICHI
JIaHl 1MEHI KOpHUCTyBaua Ta TapoJi0 BIAMOBIJAIOTH HOpPMaM, KOPHUCTyBau
PEECTPYETHCS Ta Biipa3y Ma€ 3MOTY YBIMTH B 00JIIKOBUI 3aITucC.

[Ipu HaTUCKaHHI HA KHOIKY BUXOJly 3 IPOIPaMH BiJIOYBa€TbCS 3aKPUTTA TPH 31
3BUIBHEHHSIM YCI1X PECYPCIB, sIK1 OyJIM BULIIEHI HA 11 pOOOTY.

B3aemonis 3 6a3010 gaHMX 3AIMCHIOETHCS 3a JIomoMoror mnakery Database
Control Free. 3rizHO yMOB IileH3ii, JaeTalbHa CTPYKTypa Oa3W JaHUX HE
PO3KpUBAETHCS  KIHIIEBOMY KOPHUCTyBady. MeETOIOM 3BOPOTHOTO I1HXUHIPUHTY
3’sCOBaHO, 0 0a3a JaHUX CKIAJAEThCS 3 TPHOX aTpUOYTIB TEKCTOBUX THIIIB, SIKi
30epiraloTh JaHi 1M’ KOPHCTyBaya, MOro mnapojib Ta 30IpHI JOJATKOBI JaHi.
[udpyBaHHs HE HATAETHCSL.

JBuryn 6a3u gqanux — MySQL. BigomocTi po cepBepHY CKJIaJ0BY KiHIICBOMY
KOpUCTYyBauy HE HAJAIOThCA. B momanmeiiomy, mpu pO3BUTKY MPOEKTY, MOXKIIKBA
BJIacHa peajizamis a0o K OHOBJCHHS JIIEHI] BHUINE3TaJJaHOTO TIaKeTy IS
OTPUMAaHHS JTOJIATKOBUX MOXKJIMBOCTEH. BUXiaHI KOAu MOIY/TiB HaBeaeHO y moaatky I.

[Ticnst aBropu3arii KOpUCTyBad MOTpAIUISE JO 1HIIOI CIICHH, a caMe 10 TakK
3BaHOTrO «J10001». [laHa cueHa moeaHye y coOl HacTymHi (YHKIIi: BlAOOpaKeHHS
CTaTHUCTHKM KOPUCTyBaya; HadaHHS (OpMU JUIsl CTBOPEHHS HOBOI IFPOBOI Cecli;
HaJaHHs 1HTEepEnCy IS TAKIIOYSHHS 10 IrpOBOi Cecli.

B minomy, B3aeMoii TpaBIs 3 TPOO 11032 MaTYEM € IPOCTHMH Ta 3BOJSATHCS JI0
B3a€MOIII 3 iHTepdeiicom rpu.

B3aemonis rpaBus mig yac irpoBoi cecii. [[{oiiHo rpaBers mia’ €IHYETHCS 10
KOHKPETHOI 1rpoBOi cecli, oOupaeTbcsi OJlHA 3 JIBOX JOCTYMHUX KomaHza. Komanau
BIJIPI3HSIIOTHCS BI3yaJlbHO Ta HAOOPOM ay/io CyNmpOBOIY B PO3MOPSKEHHI TPaBIliB.

MOoXJIUBICT, TIPUEAHATHCS JO TIEBHOI KOMaHIM OOMEXeHa MOTOYHOK KUIBKICTIO



25

rpaBIiB Ha 11 0ol — JaHe 0OMekeHHsI oOpaHe 3 MipKyBaHb OajaHCy, 00 YHUKHYTH
HepiBHUX KoMaH. Ha etami BUOOpY CTOPOHU TPpaBIi0 HAAAETHCS OIS MO 0010 st
OILIIHKY CTaHOBHIIA, a TAKOXK MOXKJIUBICTh OApa3y K MOKUHYTH ITPOBY CECIIO.

[Ticast BubOpy oHi€T 3 KOMaH, IEPE]] TPaBLIEM MOCTae BUOIp, SIKUM caMe Kiac
obOpatu. JlocTymnHi Ba Kjacu — OOENb-MATPUMKH Ta Meauk. dopma BHOOPY KiiaciB
HAJIa€ OMUC X pOJIeH, TAKOXK € MOXJIMBICTh MOBEPHEHHS A0 (GOopMU BUOOPY KOMaHIU
Ha BUMAJOK, SKIIO TpaBelb MepeaymMaB, ad0 3MIHUIACH KUTBKICTh TPABIlIB y IHIIIN
KOMaH/I1 1 € MOXKJTUBICTB TIEPEXOY.

[Ticns BUOOpY Kiacy NEpCOHaxy, BiOYBA€TbCS BUOIP CHOPSAJKEHHS, 3 SKUM
rpaBelb 3 IBUThCS y Ipl. MOXIIMBE MOBEPHEHHS 10 BUOOPY Kilacy MepcoHaxka abo K
Oe3mocepenHs IUCIOKaIlisl TPaBIs Y ITPOBIi CIIECHI.

@OyHKIIT JUCTOKAIli IpaBUsi y CLEHI peai30BaHl 3 BUKOPUCTAHHSAM TPbOX
OKpeMHUX MOAYIIB. [lepiuit — MeHeKep TUCIIOKAIIl — BIJIMOBITAJIbHUMN 32 B3a€EMOJII10
KOpHUCTyBaya 3 iHTepdeiicom Ta repeaady oOpaHUX MapaMeTpiB Ha PIBEHb MPOTPAMH.
Jpyruii — BIANOBIZAE 3a B3aEMOJII0 3 MEHEIKEPOM MEpEXEeBUX i, a came 3a
BIJIMPaBKY HU3BKOPIBHEBUX TPAHCIOPTHUX 3alUTIB JO CEpPBEPY Ta BCIM 1HIIUM
rpaBIsIM 3 cepBepy. TpeTiit € pO3MOALIEHUM IO OKPEMUM MOIYIISIM 3 BUKOPUCTAHHSIM
yacTKOBHX KiaciB MoBu C#, BiamoBizae 3a reHepailito iHTepdency KOpUCTyBada,
redepartito rpadiku Ta JOriku 30poi JIS JOKaJbHOTO KIIEHTa Ta YCIX B MeEXax
IrpoBOi cecli, CTBOPEHHS Ta HalallITyBaHHS 00’ €KTa KIII€EHTA B irpoBii cueHi. Bigpasy
MiCsl JAUCIIOKAIli TPaBIl0 JOCTYIHI YCI MOXJIMBOCTI ympasiiHHS. Po3risHeMo ix
OLIBII JETAILHO.

Pyx. [lepen0OaueHo pyx y rOpU30HTAJIbHIN Ta BEPTUKAIbHIN MiomuHax. Koxen
TUTl pyXy HE MOXE IOJOJAaTH IIUTICHI MEPErOHU 30BHINIHHOTO OTOYEHHS — CTIHH,
KOHTeWHepu, 60ukH, 1HII rpaBii. OKpiM I[bOTO, TOPU30HTAIBLHUN PYX HE OOMEKEHUN
HIYUM, B TOH 4Yac SK BEPTUKAIbHHN pyX OOMEKEHUN 3armacoM €Heprii TpaBIis.
CuHXpOHI3AIlIA PyXy MEPEKEI0 BiAOYyBaEThCS BIJ KIIIEHTA JO CEPBEPY, a BII HHOTO —
IHIMM  KJieHTaM. Lle 3a1iCHIOEThCS 3aBASIKM  BUKOPUCTAHHIO BHCOKOPIBHEBHX
inTepdeiici Bix Unity Networking, a came Network ldentity kommoHeHTiB.

Crpinbba. Ctpinsba y rpi € OCHOBHUM CIIOCOOOM JIIKBiJAIlli CYIIPOTUBHHUKIB.
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Y 1pi mepenbadeHO TPU PEKUMH CTPUIBLOM: O0OUHOYUHUN — KOXKHHM TOCTPILI
BiIOYBa€ThCSA IMICIIA HATUCKAHHS HA KIABIIIY MOCTPULY; 6I0Ciukoi0 — Ha KOXKHE
HaTHUCKaHHS Ha KJIABIITY MOCTPiIy BIIOYBAaEThCs (hpiKCOBaHA MOCIIIOBHICTh MOCTPLIIB,;
aemomamuyHull — CTPUIb0Aa BUKOHYETHbCA OE3MEPEpPBHO 3 ypaxyBaHHSIM TEMITY
CTP1IbOM KOHKPETHO1 30p0i Ta KUIBKOCTI OO€MPHUITIACiB, 10 JUIITUIACh B Mara3uHi.

I'panatn. BuOyxiBka BHKOHaHa TaKUM YHWHOM, III00 CHMYJIIOBAaTH IOJIT
rpaHaTd K ¢i3ugHOrO TiNa. ['paHaTy BUCTYMarOTh 30pO€I0 MAaCOBOTO ypakKeHHS, sIKa,
MOM1DXK 1HIIIKAM, JTO3BOJISIE HAHOCHUTH TOIIKOMKEHHS 03 MPSMOi JIiHIT BUIUMOCTI.

Boenpunacu. AwmyHilig rpaBug NOpuB’s3aHa A0 Horo 30poi, ofHaK ii
BIJIHOBJICHHS € KPUTUYHUM aCIIEKTOM I'pH. B oMy, mpuHIMN peanizanii CX0XKUN Ha
TaKuW K JJIs TpaHaT — I'paBellb, 10 Tpae OIMIEeM-TIIATPUMKH, HaTUCKA€E BIIMOBIIHY
KHOTIKY, MOJIEJIb TPABIS KM€ TaK 3BaHUN MakeT 3 Ooempunacamu.

Menuuni nakeru. B 11iioMy, moBHa aHayioris 3 siUKaMu 3 Ooempumnacamu y
MPUHITUII A1, OJJHAK B JAHOMY KOHTEKCTI BIIHOBJIIOETHCS 3I0POB’S 10 MAKCUMYMY Ta
30UTbLIEHA KIJIBKICTh OYOK 32 JIIKyBaHHS COFO3HHKIB.

InTepdeiic kopucryBawa. InTepdeiic kopuctyBaya €, 31€0LIBIIOTO,
rpadiyHUM BIJOOpaXKEHHSIM CTaHy XapaKTepUCTUK IpaBis. Came TOMy peai30BaHO
OKPEeMHI MOIIYJIb, SIKUH 3/IIHCHIOE MOHITOPUHT TaKUX 3MIHHUX, SIK 3JI0POB’sI, CHEPTis,
KUIBKICTh HA0OIB Ta rpaHar. Takoxk BAOOpakaeThCsl TaK 3BaHE MEPEXPECTS MPHUIILITY,
IO Ja€ YSBICHHS MPO OOJIACTh MOKIMBOTO BIy4YaHHS TMOCTPUTYy B KOHKPETHUH
MOMEHT 4acy.

MeH10 ros10coBuX KOMaH/. J[aHe MEHIO CTBOpPEHE JIs TOTO, 11100 BIATBOPUTHU
rOJIOCOBY KOMaHIy IMEBHOI TEMAaTWKH 3 METOI0 MPUBEPHEHHS yBaru A0 MOJIH, IO
B1I0YBaIOTHCSL.

Crpiuka JgikBigauiii. Jlanuii eneMeHT iHTEpdeicy NOKIMKAHUN MiATPUMYBATH
aKTyalpHy 1H(GOpPMAIII0O TIPO OCTaHHIX JKBigMoBaHUX rpaBiiB. lle mo3BosIE
MPUOIN3HO OIIHIOBATUA CTaH MaTdy, XTO CaM€ € TOJIOBHOIO 3arp03010 Ta, MOTEHIIIITHO,
Horo Micie3HaxomkeHHs. CTpiuka OHOBIIOETHCS IOpa3y NpH JIKBIAAIi TpaBLs

Oymb-sK0i 3 KoMaH 1. [meHTudikarliss KoMaH 1 31ACHIOETHCS KOJTHOPOM.
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Menio nay3u. /[03Boisie BiApErynatoBaTH TYYHICTh 3BYKOBHX €(EKTIB y TIpi,
MOKWHYTH KiMHaTy a00 >k mpomoBxuTH. CIiJ 3a3HAYMTH, 110 May3a HE BIUIMBAE HA
IHIITUX TPABIIiB, a MIPU3YIIUHIE PyX JIUIIE SIS TOTOYHOTO TPaBIIs.

Crpiuka crany mardy. BigoOpakae, CKUTbKM 4Yacy 3aJIMIIAIOCH JO KIHIIS
MaTdy, a TaKOXK CKUJIbKH JIIKBIJAIlld Mae KOKHA 3 KOMaH[A. € KPUTUUYHUM €JIEMEHTOM
JUISL CBIJIOMJICHHS LIJIEH MaTdy Ta MOTHBALIii TPaBIs A0 JIii.

PeiiTunroBa Tadaunsa. Hamae moToyHWit peHTHHT yCiX TpaBIiB IS
yCBiJIoMJIeHHsI e(peKTUBHOCTI i komaH. KopuicHa 1j1s 3aaHHS TIPIOPUTETY IijIeH
KOMaH/IH.

3aBepuieHHss MaT4y. B MOMEHT, KOJIM OfHA 3 KOMaHJ JI0cCsSrae HEoOXiTHOT
KUTBKOCTI JIIKBiJaIlii 200 K CIUIMBA€E Yac MaTdy, BU3HAYAETHCS KOMaH/Ia IIePEeMOXKEITb.
VYciM rpaBIsiM KOMaHAW JEMOHCTPYETHCSI €KpaH 31 CTaTyCOM MaTdy BIJMOBIAHO A0 iX
KOMaH/I{, TICJs OTO BiIOOpa)kaeThcs Tabnuis pe3yabTariB. Jlani, cepBep oOpuBae
MIJKJITIOYCHHS 70 KIIEHTIB MOBIIOMJISIIOUH, 10 MaTy 3aBepiieHo. Il{ofiHo ocraHHIN
KJIIEHT MOKHUJA€ MaTd, CEpBEp 3HUIIYE MaT4d Ta Wae caM. TakuM YMHOM IrpoBa Cecis
He Oyjie 3’ SIBJISITUCH Y CIIHCKY JIOCTYIHHUX, OCKUIBKH € 3aBEPILICHOIO.

Binpom:kenns. Ilicns nmikBinaiiii, rpaBeilb BTpayae KOHTPOJIb HAJl IEPCOHAKEM
Ta 3JaTHICTh [IATH Ha TIeBHUH mepiog dacy. Ha mneilt iHTEepBan rpaBIio
BIJIOOpaYKAETHCS MEHIO BUOOpY CHOPS/DKEHHS Ha BUIAJOK, SKIIO TOW MoOaxkae
CKOPUCTATUCh THIIOKW 30po€r0 4 3MiHUTH kjac. Ilicns 3aBepiieHHs dacy, 010 Mae
MUHYTH JI0 BIJIPOJKEHHS, TPaBellb MOXE 3HOBY BIJIPOIUTHUCS HA OJHIN 31 CTAPTOBHUX
TOYOK, 1110 KOHTPOJTFOIOTHCS HOTO KOMaHIO¥0.

HanamryBannst rpu. Jlana cTpykTypa HE0OX1Ha ISl KOMYHIKAIli 3 1HIIUMHU
TpaBIsIMU Ta mepenadi iM 0a30BUX JaHMX TPO MaTd, CTAHAAPTHUN Yac Maruvy,
KOJIbOpHM KOMaHj, 0a30Ba KUIBKICTh JIKBIJAIIN JJIsI TIEPEMOTH, Ha3BU KOMAaH],
HAsSBHICTh YW BIJICYTHICTh TOIIKOKEHb IO COIO3HUKAM, iX KOE(]IIIEHT y pasi
HasBHOCTI Tomio. Lli HamamTyBaHHS HENOCTYMHI JUISl peAaryBaHHsS TpaBIsIMH 1 €

3aKOI0BAHUMHM Y BUXIAHUI KO/ TPH.
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BHUCHOBKHA

B pesynaprari BUKOHAaHHA HAayKOBOi pOOOTH 3MA1MCHEHO MPOEKTYBaHHS
MepekeBol Komm'rotepHoi rpu y okanpi Multiplayer First-Person Shooter, ii
MOCITITOBHY PO3pOOKY Ta TECTyBaHHS.

Po3pobka mepexeBoi komm'toTepHoi rpu B >kaHpi Multiplayer First-Person
Shooter mae meBHI OCOOJMBOCTI 1 € YHIKQJIBHUM MPOIECOM, IO TMOEAHYE TBOPYIL
3MI0HOCTI, TEXHIYHMNA TalaHT Ta BMIHHS TPEACTaBUTH CTBOPEHUN MPOIYKT.
Komm’totepHa rpa peanizoBaHa IT€paTUBHO, 3 BUKOPUCTAHHAM METOOJIOTII THYYKOi
PO3pOOKH, 1IeH MiAXIJl JO3BOJUB KOPUTYBATH MOCTABIIEHI 3aja4l Y BiAMOBITHOCTI JI0
ymoB. Ilig vac po3poOku 3aiiiCHEHO 4YiTKE IUIAaHYBaHHS 3aBllaHb Ta PO3MOALT iX
npiopuretry. CTBOPEHHS MEpEKeBOI KOMIT'IOTEPHOI I'pM Ha OCHOBI Cy4YacHHUX
NPOrpaMHUX 1HCTPYMEHTIB JO3BOJMJIO 3HAYHO CIPOCTUTH MPOLEC PO3POOKM Ta
NOJIETIUUTH BUKOHAHHS HU3bKOPIBHEBUX 3aBJaHb peani3allii TexHIYHUX naerajneil. Lle
3a0e3MeunsIo aJIaliTUBHICTh PO3POOKHM TpPU JO HOBUX BHUMOI Ta €(EKTUBHICTH
BUKOPHCTAaHHS PECYPCIB — SIK MaTepialbHUX, TaK 1 YACOBUX.

Cepen BapiaHTIB pO3BUTKY MEPEKEBOI KOMIT FOTEPHOI I'PU € HACTYIIHI:

1) nponoBkeHHs (hiHAHCYBAaHHS, HAPOILTYBaHHS MEPEXKEeBOI 1HPPACTPYKTYpH 3
Unity Engine Tta migroroBka [0 KOMEPIIHHOI AUCTpUOYIi Yy BIAMOBIIHHX
maThopmax;

2) npunuHeHHsT (DIHAHCOBHMX BKJIQJICHh Ta OE3KOIITOBHE PO3MOBCIOIKEHHSI
IPOEKTY;

3) miaroToBKa MpPOEKTy 10 aucTpuOymii yepes Unity Asset Store 3 mertoro
HaBYaHHs Oaxkatounx. [IpoeKkT mponoHye HETpUBIAIbHI MOXJIMBOCTI 3 TOYKH 30PY
irposialy Ta 3HaYHUN HaOlp BUCOKOSIKICHUX MOJENEH, sIKl, Y KOMILJIEKCI, MOXYTh
3a0XOTUTH IHIIUX PO3POOHMKIB OTPUMATH NPOEKT B OCBITHIX MUISX IS

BUKOPHUCTAHHS Yy pO3pOOKax.
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JIOJATKH

Jonmarox A

Puc. A.1. — Moaens rpaBus DIATPUMKHU 10 3aCTOCYBaHHS TEKCTYp, YaCTHHA |

Puc. A.2 — Mogenb rpaBiis MiATPUMKH 0 3aCTOCYBAaHHS TEKCTYp, YaCTHHA 2

Puc. A.3 — Mopenb rpaBiis MiATPUMKH JI0 3aCTOCYBAaHHS TEKCTYp, YaCTHHA 3
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Puc. A.4 — Mopens rpaBis MeJIMKa 10 3aCTOCYBaHHS TEKCTYp, YacTuHa |

Puc. A.5 — Mogaenb rpaBiis MATPUMKH JI0 3aCTOCYBaHHS TEKCTYp, YaCTHHA 2

Puc. A.6 — Mogaenb rpaBiisg MeIuKa J0 3aCTOCYBaHHS TEKCTYp, YaCTHHA 3



Jonmarok b

Puc. b.1 — Monens peBoibsBepy Raptor S4

Puc. b.2 — Monens HaniBaBromaruuHoro micronery Raider MK2

Puc. 5.3 — Mognens reunatisku FW45
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Puc. 5.4 — Mogens aBromaruynoi rBuHTiBKH LA-416

Puc. B.5 — Monens aBromatnunoi rsuHTiBKH FAR-1000

Puc. .6 — Monaens apobosuka Jungle Fighter
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Puc. b.7 — Monens resuntiBkn GEWHER-7.62

Puc. 5.8 — Monens npotumixoTHoi rpanatu M1

Puc. 5.9 — Mogens na3eproro microsery Pigeon MK4
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Puc. .10 — Mogens nictonery Tazer X2

Puc. b.11 — Mopnens mommnoBoro apodosuka Rammington MCS Combat

Puc. .12 — Monens peoibiepy Colt «Old But Gold»
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Puc. b.13 — Mogens npo6osuka Maretti 780

Puc. b.14 — Mogenp makeTy 3 OoenpuriacaMu

Puc. .15 — Moaenb MeIUYHOTO TIAKETY



Honarox B

Welcome to the club,
buddy!

Leave game

Puc. B.1 — InTepdeiic kopuctyBada micist 3aycKy rpu

Back to login Register

Puc. B.2 — Turepdeiic hopmu peecTpaiiii HOBOro 00JI1KOBOTO 3auCy
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Join Game Host Game Player Stats

Total score loading
Create room Time played loading

Score per minute loading

No room avallable at the
moment...

Puc. B.3 — InTepdeiic ekpany mouryKy Ta CTBOPEHHS TPU

Time.leftiin this battle: 8:45

Who would you want to join?

Cheeky lads Pesky fellas
Fighting now: 0 Fighting now: 0
Killed 0 of 50 Killed 0 of 50

Leave this match

.

Puc. B.4 — Intepdeiic BuOopy KoMaHIM KIMHATH



Time.leftiin this battle: 6:54

Preparing-for drop:“Who would
you choose?

Support Dude Medic Fella

Your walking ammo store = this dude ‘can
literally shoot for days. Loves rifles of all
types, has ammo for you and can support
teammates with intense fire. For someone who
want to be a "team-bro".

Back to team selection, traitor?

. Leave this match

Puc. B.5 — Intepdetic Bubopy kiacy rpaiis

Time.leftin this battle: 3:53

Choose your arms, soldier!

Primary gun: Remington 870 MCS ~

Back to class selection Deplo

. Leave this match

Puc. B.6 — InTepdeiic BuOOpy criopsIKeHHs IpaBLIst
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Cheeky lads Pesky fellas

Ne Name Points Ne Name Points

il 123456 0

Puc. B.7 — Intepdeiic Tabnulii 040K y4aCHUKIB

Volume:  enm—

Continue

Control Keys

Leave room

Puc. B.8 — Intepdeiic meHto nays3u
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1. Kontponep aBropu3aii (LoginMenu.cs):

Honmarok I’

BuxigHi Koy mporpaMHOro 3acoly

using UnityEngine;

using System.Collections;

using UnityEngine.Ul;

using DatabaseControl;

public class LoginMenu : MonoBehaviour

{

public GameObject loginParent;

public GameObiject registerParent;

public GameObject loadingParent;

public InputField Login_UsernameField,;

public InputField Login_PasswordField;

public InputField Register_UsernameField;

public InputField Register_PasswordField;

public InputField Register_ConfirmPasswordField;

public Text Login_ErrorText;

public Text Register_ErrorText;

void Awake(){

ResetAllUIElements();

}

void ResetAllUIElements(){
Login_UsernameField.text = "*;
Login_PasswordField.text = ";
Register_UsernameField.text = "*;
Register_PasswordField.text = "";
Register_ConfirmPasswordField.text = ";
blankErrors();

}

void blankErrors(){

Login_ErrorText.text = "";
Register_ErrorText.text =",

}

IEnumerator LoginUser(string username, string password){
IEnumerator e = DCF.Login(username, password);
while (e.MoveNext()){

yield return e.Current;
}
string response = e.Current as string;
if (response == "Success"){
ResetAllUIElements();
UserAccountManager.instance.LoglIn(username, password);
}
else{
loadingParent.gameObject.SetActive(false);
loginParent.gameObject.SetActive(true);
if (response == "UserError")
Login_ErrorText.text = "Error: Username not Found";
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else{
if (response == "PassError")
Login_ErrorText.text = "Error: Password Incorrect";
else
Login_ErrorText.text = "Error: Unknown Error. Please try again later.";

}

IEnumerator RegisterUser(string username, string password, string data){
IEnumerator e = DCF.RegisterUser(username, password, data);
while (e.MoveNext()){
yield return e.Current;

}

string response = e.Current as string;

if (response == "Success"){
ResetAllUIElements();
UserAccountManager.instance.LoglIn(username, password);

}
else{
loadingParent.gameObject.SetActive(false);
registerParent.gameObject.SetActive(true);
if (response == "UserError")
Register_ErrorText.text = "Error: Username Already Taken";
else
Login_ErrorText.text = "Error: Unknown Error. Please try again later.";
}

}
public void Login_LoginButtonPressed(){

string username = Login_UsernameField.text;
string pass = Login_PasswordField.text;
if (username.Length > 3){
if (pass.Length > 5) {
loginParent.gameObject.SetActive(false);
loadingParent.gameObject.SetActive(true);
StartCoroutine(LoginUser(username, pass));
}
else
Login_ErrorText.text = "Error: Password format Incorrect (length must be > 5)";
}
else if (username.Length == 0 && pass.Length == 0)
Login_ErrorText.text = "Error : Blank Field, Try again please.";
else
Login_ErrorText.text = "Error: Username format Incorrect (length must be > 3)";
}
public void Login_RegisterButtonPressed(){
ResetAllUIElements();
loginParent.gameObject.SetActive(false);
registerParent.gameObject.SetActive(true);
}
public void Register_RegisterButtonPressed(){
string username = Register_UsernameField.text;
string password = Register_PasswordField.text;
string confirmedPassword = Register_ConfirmPasswordField.text;



if (username.Length > 3){
if (password.Length > 5){
if (password == confirmedPassword){

registerParent.gameObject.SetActive(false);

loadingParent.gameObject.SetActive(true);

PlayerStatsObject initStats = new PlayerStatsObject(){
totalScore = 0,
scorePerMinute = 0,
timePlayed = 0.0f

%
StartCoroutine(RegisterUser(username, password, JsonUtility. ToJson(initStats)));
}
else
Register_ErrorText.text = "Error: Password's don't Match";
}
else
Register_ErrorText.text = "Error: Password too Short";
}
else

Register_ErrorText.text = "Error: Username too Short";

}

public void Register_BackButtonPressed(){
ResetAllUIElements();
loginParent.gameObject.SetActive(true);
registerParent.gameObject.SetActive(false);

}

public void LoggedIn_LogoutButtonPressed(){
ResetAllUIElements();
UserAccountManager.instance.LogOut();
loginParent.gameObject.SetActive(true);

}
2. Monyinb 00miky nepconanbaux ganux (UserAccountManager.cs):

using System;
using System.Collections;
using UnityEngine;
using DatabaseControl;
using UnityEngine.SceneManagement;
public class UserAccountManager : MonoBehaviour
{
public static UserAccountManager instance;
public static string PlayerUsername { get; protected set; }
private static string PlayerPassword = String.Empty;
public delegate void OnDataReceivedCallback(string data);
public static bool IsLoggedIn { get; protected set; }
public string loggedInSceneName = “Lobby";
public string loggedOutSceneName = "LoginMenu";
void Awake(){
if (instance != null){
Destroy(gameObject);
return;
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instance = this;
DontDestroyOnLoad(this);
}
public void LogOut(){
PlayerUsername = String.Empty;
PlayerPassword = String.Empty;
IsLoggedIn = false;
SceneManager.LoadScene(loggedOutSceneName);
}
public void LogIn(string _Username, string _Password){
PlayerUsername = _Username;
PlayerPassword = _Password;
IsLoggedIn = true;
SceneManager.LoadScene(loggedInSceneName);
}
public void SendData(string data){
if (IsLoggedIn)
StartCoroutine(SetData(data));
}
IEnumerator SetData(string data){
IEnumerator e = DCF.SetUserData(PlayerUsername, PlayerPassword, data);
while (e.MoveNext()){
yield return e.Current;
}
string response = e.Current as string;
if (response == "Success")
Debug.Log("Succes sending data");
}
public void GetData(OnDataReceivedCallback onDataReceived) {
if (IsLoggedin)
StartCoroutine(GetData_numerator(onDataReceived));
}
IEnumerator GetData_numerator(OnDataReceivedCallback onDataReceived){
string data = "Error";
IEnumerator e = DCF.GetUserData(PlayerUsername, PlayerPassword);
while (e.MoveNext()){
yield return e.Current;
}
string response = e.Current as string;
if (response == "Error")
Debug.Log("Error: Unknown Error. Please try again later. GetDataProblem");
else
data = response;
if (onDataReceived != null)

onDataReceived.Invoke(data);

}
3. Moayns B3aemoii 3 10001 (UserAccount_Lobby.cs):

using UnityEngine.Ul;
using UnityEngine;
public class UserAccount_Lobby : MonoBehaviour {

public Text usernameText;



}
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void Start(){
if (UserAccountManager.IsLoggedIn)
usernameText.text = "Logged in as: " + UserAccountManager.PlayerUsername;
else usernameText.text = "Not logged in.";
}
public void LogOut(){
if (UserAccountManager.IsLoggedin)

UserAccountManager.instance.LogOut();

4. Monyns eneMeHTy crimcky kimaat (RoomListltem.cs):

using UnityEngine;

using UnityEngine.Networking.Match;

using UnityEngine.Ul;

using System;

public class RoomListltem : MonoBehaviour {

}

public delegate void JoinRoomDelegate(MatchInfoSnapshot _match);
private JoinRoomDelegate joinRoomCallback;
[SerializeField] private Text roomNameText;
[SerializeField] private Text roomSizeText;
private MatchInfoSnapshot match;
public void Setup(MatchInfoSnapshot _match, JoinRoomDelegate _joinRoomCallback){
match = _match;
joinRoomCallback = _joinRoomCallback;
roomNameText.text = match.name;
roomSizeText.text = String.Format("{0}/{1}", match.currentSize, match.maxSize);
}
public void JoinRoom(){
joinRoomCallback.Invoke(match);

5. Monaynas 1ist cTBopeHHs BiacHoro maruy (HostGame.cs):

using System;

using UnityEngine;

using UnityEngine.Networking;

public class HostGame : MonoBehaviour {

[SerializeField] private uint roomSize = 20;
private string roomName = "Default room name";
private NetworkManager networkManager;
private void Start(){
networkManager = NetworkManager.singleton;
if(networkManager.matchMaker == null)
networkManager.StartMatchMaker();
}
public void SetRoomName (string _name){
if (!String.IsNullOrEmpty(_name))
roomName = _name;
}
public void CreateRoom(){
if (roomName != String.Empty && roomName != null)
networkManager.matchMaker.CreateMatch(roomName, roomSize, true,



o0, 0, networkManager.OnMatchCreate);

}
6. Moy [JIs MIKII0YCHHS 10 icHyro49oro Matdy (JoinGame.cs):

using UnityEngine;
using UnityEngine.Ul;
using UnityEngine.Networking;
using UnityEngine.Networking.Match;
using System.Collections.Generic;
using System;
public class JoinGame : MonoBehaviour {
[SerializeField] private Text status;
[SerializeField] private GameObject roomListltemPrefab;
[SerializeField] private Transform roomListParent;
List<GameObject> roomList = new List<GameObject>();
private NetworkManager networkManager;
private void Start(){
networkManager = NetworkManager.singleton;
if(networkManager.matchMaker == null)
networkManager.StartMatchMaker();

RefreshRoomList();
}
public void RefreshRoomList(){
ClearRoomList();
networkManager.matchMaker. ListMatches(0, 20, ", false, 0, 0, OnMatchList);
status.text = "Loading...";
}

public void OnMatchList(bool success, string extendedInfo, List<MatchInfoSnapshot> matchList){
status.text = String.Empty;
if(matchList == null){
status.text = "Couldn't get room list.";
return;
}
foreach (MatchInfoSnapshot match in matchList){
if (NetworkManager_Custom.playerMatchStates.ContainsKey(match.networkld)){
if (NetworkManager_Custom.playerMatchStates[match.networkId])
continue;
else{
GameObject _roomListltemGameObject = Instantiate(roomListltemPrefab);
_roomListltemGameObject.transform.SetParent(roomListParent);
RoomListltem _roomListltem = _roomListltemGameObject.GetComponent<RoomListltem>();
if (_roomListltem != null)
_roomL.istltem.Setup(match, JoinRoom);
roomList. Add(_roomListitemGameObject);

else{
GameObject _roomListltemGameObject = Instantiate(roomListltemPrefab);
_roomListltemGameObject.transform.SetParent(roomListParent);
RoomListltem _roomListltem = _roomListltemGameObject.GetComponent<RoomListltem>();
if (_roomListltem != null)

_roomListltem.Setup(match, JoinRoom);
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roomList. Add(_roomListltemGameObject);

}
if (roomList.Count == 0)
status.text = "No room available at the moment...";
}
void ClearRoomList(){
foreach (GameObject roomltem in roomList){
Destroy(roomltem);

}

roomList.Clear();
}
public void JoinRoom(MatchInfoSnapshot _match){
if (NetworkManager_Custom.playerMatchStates.ContainsKey(_match.networkld)){
NetworkManager_Custom.playerMatchStates.Add(_match.networkld, false);
NetworkManager_Custom.currentMatch = _match.networkld;
}
networkManager.matchMaker.JoinMatch(_match.networkld, ", ", **, 0, 0, networkManager.OnMatchJoined);
ClearRoomList();

status.text = "Joining...";

}
7. Monayne ynpasniaas mepexero y matdi (NetworkManager_Custom.cs):

using System;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Networking;
using UnityEngine.Networking.Match;
using UnityEngine.Networking.NetworkSystem;
public class NetworkManager_Custom : NetworkManager {
[Space(10)]
[Header(""Deployment configuration™)]
[SerializeField] private GameObject[] playerPrefabs;
internal string characterToDeploy;
internal string teamToDeployOnto;
internal static Dictionary<string, Player> playersOnServer = new Dictionary<string, Player>();
internal static UnityEngine.Networking. Types.NetworkID currentMatch = 0;
internal static Dictionary<UnityEngine.Networking.Types.NetworkID, bool> playerMatchStates = new
Dictionary<UnityEngine.Networking.Types.NetworkID, bool>();
public override void OnStartServer(){
for (inti = 0; i < playerPrefabs.Length; i++){
this.spawnPrefabs.Add(playerPrefabs[i]);
}
base.OnStartServer();
}
public override void OnClientConnect(NetworkConnection conn){
RegisterConnection(conn.connectionld, conn);
for (inti = 0; i < playerPrefabs.Length; i++){
ClientScene.RegisterPrefab(playerPrefabsli]);
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public override void OnServerAddPlayer(NetworkConnection conn, short playerControllerld, NetworkReader extraMessageReader)
{
string prefabName = String.Empty;
string team = String.Empty;
if (extraMessageReader != null){
StringMessage message = extraMessageReader.ReadMessage<StringMessage>();
string [] data = message.value.Split(|);
prefabName = data[0];
team = data[1];
}
GameObject selectedPlayerPrefab = null;
for (inti = 0; i < playerPrefabs.Length; i++){
if (prefabName == playerPrefabs[i].name)
selectedPlayerPrefab = playerPrefabs]i];
}
if (selectedPlayerPrefab == null)
selectedPlayerPrefab = playerPrefab;
GameObject characterModel;
Transform transform = GetStartPosition();
characterModel = (GameObject)Instantiate(selectedPlayerPrefab, transform.position, transform.rotation);
NetworkServer.AddPlayerForConnection(conn, characterModel, playerControllerid);
foreach (KeyValuePair<string,Player> pair in GameManager.players)
{
if (pair.Value.GetComponent<WeaponManager>().getCurrentWeapon() != null){
pair.Value.GetComponent<WeaponManager>().EquipWeapon(pair.Value.GetComponent<WeaponManager>().getCurrentWeapon().weap
oninfo.weaponName);
}
if (conn.connectionld == pair.Value.GetComponent<NetworkIdentity>().connectionToClient.connectionld){
pair.Value.GetComponent<PlayerSetup>().CmdSetTeam(pair.Key, team);
break;
}
pair.Value.GetComponent<WeaponManager>().EquipWeapon(pair.Value.GetComponent<WeaponManager>().getCurrentWeapon().weap
oninfo.weaponName);
}
}
public override void OnStartClient(NetworkClient client){
base.OnStartClient(client);
}
public override void OnClientDisconnect(NetworkConnection conn){
UnregisterConnection(conn.connectionld);
}
public override void OnMatchCreate(bool success, string extendedInfo, MatchInfo matchinfo){
if (success){
currentMatch = matchiInfo.networkld,;
playerMatchStates.Add(matchInfo.networkld, false);
currentMatch = matchiInfo.networkld,;
}
base.OnMatchCreate(success, extendedInfo, matchinfo);
}
public static void RegisterConnection(int id, NetworkConnection conn){
GameManager.clientConnections.Add(id, conn);

}
public void RegisterPlayerOnServer(string id, Player player) {



playersOnServer.Add(id, player);
}
private void UnregisterConnection(int id){
GameManager.clientConnections.Remove(id);
}
internal NetworkConnection GetConnection(int id){

return GameManager.clientConnections[id];

}
8. Moayib criocTepexxeHHs 3a ctanom matay (MatchMonitor.cs):

using System;
using System.Collections;
using System.Collections.Generic;
using System.Ling;
using UnityEngine;
using UnityEngine.Networking;
using UnityEngine.Networking.Match;
public class MatchMonitor : NetworkBehaviour {
public static MatchMonitor instance;
[SerializeField] private float endgamePauseBeforeDrop = 14f;
[SyncVar] private float matchTimer;
[SyncVar] private int firstTeamKillCount = 0;
[SyncVar] private int secondTeamKillCount = 0;
internal string winnerTeamName = String.Empty;
private int killCount;
public bool isPlaying = true;
public delegate void OnTeamScoreChangedCallback();
public OnTeamScoreChangedCallback onTeamScoreChangedCallback;
public delegate void OnMatchEndCallback();
public OnMatchEndCallback onMatchEndCallback;
void Start() {
matchTimer = GameManager.instance.matchSettings.standardMatchTime;
killCount = GameManager.instance.matchSettings.standardKill Amount;
}
private void Awake(){
if (instance != null)
Debug.LogError("More than one manager in the scene!™);
else
instance = this;
}
void Update() {
if (matchTimer > 0f)
matchTimer -= Time.deltaTime;
if ((matchTimer <= 0f && isPlaying) || (secondTeamKillCount == killCount || firstTeamKillCount == killCount)){
isPlaying = false;
CalculateWinnerTeam();
CmdEndMatch();

}

[Command]

public void CmdEndMatch(){
RpcEndMatchOnClients();
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EndMatchOnServer();

}

[ClientRpc]

internal void RpcEndMatchOnClients(){
if (isServer)

return;

StartCoroutine(EndMatch());

}

internal void EndMatchOnServer(){
StartCoroutine(EndMatch());
NetworkManager_Custom.singleton.matchMaker.DestroyMatch(NetworkManager_Custom.currentMatch, 0, OnMatchDestroy);
}
public void OnMatchDestroy(bool success, string extendediInfo) {
if (success)
Debug.Log("Match destroyed, info is: " + extendedInfo);
}
internal IEnumerator EndMatch(){
onMatchEndCallback.Invoke();
yield return new WaitForSeconds(endgamePauseBeforeDrop);
MatchInfo matchInfo = NetworkManager_Custom.singleton.matchInfo;
NetworkManager_Custom.playerMatchStates[NetworkManager_Custom.currentMatch] = true;
NetworkManager_Custom.currentMatch = 0;
NetworkManager_Custom.singleton.matchMaker.DropConnection(matchInfo.networkld, matchinfo.nodeld, 0,
NetworkManager_Custom.singleton.OnDropConnection);
NetworkManager_Custom.singleton.StopClient();
}
private void CalculateWinnerTeam(){
if (firstTeamKillCount > secondTeamKillCount)
winnerTeamName = GameManager.instance.matchSettings.firstTeamName;
else if (firstTeamKillCount < secondTeamKillCount)
winnerTeamName = GameManager.instance.matchSettings.secondTeamName;
else winnerTeamName = String.Empty;
}
public float GetMatchTime(){
return matchTimer;
}
private void SetMatchTime(float _time) {
matchTimer = _time;
}
internal void SetFirstTeamKill(){
firstTeamKillCount++;
}
internal void SetSecondTeamKill(){
secondTeamKillCount++;
}
public int GetFirstTeamKills(){
return firstTeamKillCount;
}
public int GetSecondTeamKills(){
return secondTeamKillCount;
}
public int GetStandardKillCount(){
return killCount;
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}
9. Moyib yrpaBiiHHS Tporo Ha ctopoHi rpasis (GameManager.cs):

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Networking;

using System.Ling;

public class GameManager : MonoBehaviour {
[SerializeField] internal GameObject sceneCamera;
public static GameManager instance;
public MatchSettings matchSettings;
public delegate void OnPlayerKilledCallback(string _killer, string _killerTeam, string _source, string _victim,

string _victimTeam, bool isObserver);
public OnPlayerKilledCallback onPlayerKilledCallback;
[Space(10)]
[Header(""Spawnable weapon info")]
[SerializeField] internal GameObject[] medicFirstSlot;
[SerializeField] internal GameObject[] medicSecondSlot;
[SerializeField] private GameObject[] medicThirdSlot;
[SerializeField] internal GameObject[] supportFirstSlot;
[SerializeField] internal GameObject[] supportSecondSlot;
[SerializeField] private GameObject[] supportThirdSlot;
internal Dictionary<string, GameObject> availableMedicWeapons = new Dictionary<string, GameObject>();
void Awake(){
if (instance != null) {

Debug.LogError("More than one match monitors in the scene!");

}

else{
RegisterMedicWeapons();
instance = this;

}

}
public void SetSceneCameraActive(bool isActive) {

if (sceneCamera == null)

return;

sceneCamera.SetActive(isActive);
}
private const string PLAYER_ID_PREFIX = "Player ";
internal static Dictionary<string, Player> players = new Dictionary<string, Player>();
internal static Dictionary<int, NetworkConnection> clientConnections = new Dictionary<int, NetworkConnection>();
public static void RegisterPlayer(string _netID, Player _player){

string _playerID = PLAYER_ID_PREFIX + _netID;

players.Add(_playerID, _player);

_player.transform.name = _playerID;
}
public static void UnregisterPlayer(string _playerID) {

players.Remove(_playerID);
}
public static Player GetPlayer(string _playerID){

return players[_playerID];



public static Player[] GetPlayers(){
return players.Values.ToArray();
}
private void RegisterMedicWeapons(){
for (inti = 0; i < medicFirstSlot.Length; i++){
availableMedicWeapons.Add(medicFirstSlot[i]. GetComponent<PlayerWeapon>().weaponInfo.weaponName,
medicFirstSlot[i]);
}
for (int i = 0; i < medicSecondSlot.Length; i++){
availableMedicWeapons.Add(medicSecondSlot[i]. GetComponent<PlayerWeapon>().weaponInfo.weaponName,

medicSecondSlot[i]);
}

}
10. OcHoBHi xapakTepuctiku rpasus (Player.cs):

using System.Collections;
using UnityEngine.Networking;
using UnityEngine;
using System;
[RequireComponent(typeof(PlayerSetup))]
[RequireComponent(typeof(DeploymentManager))]
public class Player : NetworkBehaviour
{
[SyncVar] private bool _isDead = false;
public bool isDead{
get { return _isDead; }
protected set { _isDead = value; }
}
[SerializeField] private GameObject playerGraphics;
[SerializeField] private float maxHealth = 100f;
[SyncVar] private float currentHealth;
[SyncVar] public string username;
[SyncVar] public string team;
[SyncVar] public float score;
public float scorePerMinute;
public float timePlayed;
[SerializeField] private int basePointsForKill = 20;
[SerializeField] private int additionalPointsForKill = 0;
[SerializeField] private float pointModifier = 1.0f;
[SerializeField] private Behaviour[] disableOnDeath;
[SerializeField] private GameObject[] disableGameObjectsOnDeath;
private bool[] wasEnabled;
private bool firstSetup = true;
private void Start(){
if (isLocalPlayer)
playerGraphics.GetComponent<MeshRenderer>().enabled = false;
MatchMonitor.instance.onMatchEndCallback += OnMatchEnd,;
}
public void SetDefaults(){
isDead = false;
currentHealth = maxHealth;
for (inti = 0; i < disableOnDeath.Length; i++){



disableOnDeath[i].enabled = wasEnabled[i];

}

for (inti = 0; i < disableGameObjectsOnDeath.Length; i++){
disableGameObjectsOnDeath[i].SetActive(true);

}
Collider _col = GetComponent<Collider>();
if (_col !=null)
_col.enabled = true;
}
[ClientRpc]
public void RpcTakeDamage(float _damage, string _sourcelD, string _weaponName){
if (isDead)
return;

}

Player damager = GameManager.GetPlayer(_sourcelD);
if (damager.team == this.team && damager.username != this.username) {

if (GameManager.instance.matchSettings.isFriendlyFire) {

float teamDamage = _damage * GameManager.instance.matchSettings.friendlyFireModifier;

if (teamDamage > 0.0001f)
currentHealth -= teamDamage;

}

else
currentHealth -= _damage;
if (currentHealth <= 0)
Die(_sourcelD, _weaponName);
if (damager != null && damager.username != this.username && damager.team != this.team){
if (currentHealth >= _damage)
damager.score = damager.score + (_damage) * damager.pointModifier;

else damager.score = damager.score + (currentHealth * this.pointModifier);

[ClientRpc]
internal void RpcHeal(float _amount){

}

currentHealth += _amount;

IEnumerator Respawn(){

}

Transform _spawnPoint = NetworkManager.singleton.GetStartPosition();
transform.position = _spawnPoint.position;

transform.rotation = _spawnPoint.rotation;

yield return new WaitForSeconds(GameManager.instance.matchSettings.respawnTime);
yield return new WaitForSeconds(0.2f);

SetupPlayer();

private void Die(string _sourcelD, string _weaponName){

isDead = true;
PlayerVoiceController _voiceController = GetComponent<PlayerController>().voiceController;
_voiceController.PlaySound(VoiceCallType.Death);
WeaponManager wm = GetComponent<WeaponManager>();
wm.ResetOnDeath();
for (inti = 0; i < disableOnDeath.Length; i++){
disableOnDeath[i].enabled = false;

}
for (inti = 0; i < disableGameObjectsOnDeath.Length; i++){
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disableGameObjectsOnDeath[i].SetActive(false);
}
Collider _col = GetComponent<Collider>();
if (_col !=null)
_col.enabled = false;
if (isLocalPlayer){
GameManager.instance.SetSceneCameraActive(true);
GetComponent<PlayerSetup>().playerUlInstance.SetActive(false);
}
StartCoroutine(Respawn());
Player killer = GameManager.GetPlayer(_sourcelD);
if (killer = null) {
GameManager.instance.onPlayerKilledCallback.Invoke(killer.username,  killer.team, _weaponName, this.username,
this.team, isLocalPlayer);
if (killer.username != this.username && killer.team != this.team){
killer.score = killer.score + (this.basePointsForKill + this.additionalPointsForKill) * killer.pointModifier;
AddKillToTeam(killer);

}
private void AddKillToTeam(Player killer){
if (killer.team == GameManager.instance.matchSettings.firstTeamName){
MatchMonitor.instance.SetFirstTeamKill();
}
else if (killer.team == GameManager.instance.matchSettings.secondTeamName){
MatchMonitor.instance.SetSecond TeamKill();
}
MatchMonitor.instance.onTeamScoreChangedCallback.Invoke();
}
public float GetHealth(){
return currentHealth;
}
public float GetMaxHealth(){
return maxHealth;
}
public void SetupPlayer(){
if (isLocalPlayer {
GameManager.instance.SetSceneCameraActive(false);
GetComponent<PlayerSetup>().playerUlInstance.SetActive(true);
}
CmdBroadCastNewPlayerSetup();
}
private void OnMatchEnd(){
PlayerController playerController = GetComponent<PlayerController>();
playerController.PauseCurrentMovement();
for (inti = 0; i < disableOnDeath.Length; i++){
disableOnDeath[i].enabled = false;

}

[Command]
private void CmdBroadCastNewPlayerSetup(){
RpcSetupPlayerOnAlIClients();



[ClientRpc]
private void RpcSetupPlayerOnAllClients(){
if (firstSetup){
wasEnabled = new bool[disableOnDeath.Length];

for (inti=0; i <wasEnabled.Length; i++)

{
wasEnabled[i] = disableOnDeath[i].enabled,;
}
firstSetup = false;
}
SetDefaults();

}
11. Monyns ynpasininas rpasuem (PlayerController.cs):

using UnityEngine;
[RequireComponent(typeof(PlayerMotor))]
[RequireComponent(typeof(PlayerVoiceController))]
[RequireComponent(typeof(ConfigurableJoint))]
public class PlayerController : MonoBehaviour {
[SerializeField] private float speed = 5f;
[SerializeField] private float lookSensitivity = 5f;
[SerializeField] private float thrusterForce = 1500f;
[SerializeField] private float thrusterFuelBurnSpeed = 1f;
[SerializeField] private float thrusterFuelRegenSpeed = 0.3f;
[SerializeField] private float thrusterFuelAmount = 1f;
public float getThrusterFuel Amount(){
return thrusterFuelAmount;
}
private PlayerMotor motor;
private ConfigurableJoint joint;
internal PlayerVoiceController voiceController;
[SerializeField] private LayerMask environmentMask;
[Header(""Spring settings:")]
[SerializeField] private float jointSpring = 20f;
[SerializeField] private float jointMaxForce = 40f;
private void Start(){
motor = GetComponent<PlayerMotor>();
joint = GetComponent<ConfigurableJoint>();
voiceController = GetComponent<PlayerVoiceController>();
SetJointSettings(jointSpring);
}
private void Update(){
if (PauseMenu.IsOn || GameManager.instance.sceneCamera.activeSelf){
PauseCurrentMovement();
if (Cursor.lockState != CursorLockMode.None)

Cursor.lockState = CursorLockMode.None;

return;
}
if (Cursor.lockState != CursorLockMode.Locked && !PlayerUl.isCommandOn && !PauseMenu.IsOn)
{

Debug.Log("Locking cursor");
Cursor.lockState = CursorLockMode.Locked;
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}
RaycastHit _springHit;
if (Physics.Raycast (transform.position, Vector3.down, out _springHit, 100f, environmentMask)){
joint.targetPosition = new Vector3(0f, -_springHit.point.y, 0f);
}
else
joint.targetPosition = new Vector3(0f, -_springHit.point.y, 0f);
float _xMov = Input.GetAxisRaw("Horizontal");
float _zMov = Input.GetAxisRaw("Vertical");
Vector3 _movHorizontal = transform.right * _xMov;
Vector3 _movVertical = transform.forward * _zMoyv;
Vector3 _velocity = (_movHorizontal + _movVertical).normalized * speed;
motor.Move(_velocity);
if ('PlayerUl.isCommandOn){
float _yRot = Input.GetAxisRaw("Mouse X");
Vector3 _rotation = new Vector3(0f, _yRot, 0f) * lookSensitivity;
motor.Rotate(_rotation);
float _xRot = Input.GetAxisRaw("Mouse Y");
float _cameraRotationX = _xRot * lookSensitivity;

motor.RotateCamera(_cameraRotationX);

}

else{
motor.Rotate(Vector3.zero);
motor.RotateCamera(0f);

}

PerformThrusterMovement();
}
private void PerformThrusterMovement(){
Vector3 _thrusterForce = Vector3.zero;
if (Input.GetButton("Jump") && thrusterFuel Amount > 0){
thrusterFuel Amount -= thrusterFuelBurnSpeed * Time.deltaTime;
if (thrusterFuel Amount > 0.01f){
_thrusterForce = Vector3.up * thrusterForce;
SetJointSettings(0f);

}
}
else{

SetJointSettings(jointSpring);

thrusterFuel Amount += thrusterFuelRegenSpeed * Time.deltaTime;
}

thrusterFuel Amount = Mathf.Clamp(thrusterFuel Amount, 0f, 1f);
motor.ApplyThruster(_thrusterForce);

}

internal void PauseCurrentMovement(){
motor.Move(Vector3.zero);
motor.Rotate(Vector3.zero);
motor.RotateCamera(0f);
SetJointSettings(jointSpring);
thrusterFuel Amount += thrusterFuelRegenSpeed * Time.deltaTime;
thrusterFuel Amount = Mathf.Clamp(thrusterFuel Amount, Of, 1f);
motor.ApplyThruster(Vector3.zero);

}
private void SetJointSettings(float _jointSpring)



{
joint.yDrive = new JointDrive{
positionSpring = _jointSpring,
maximumForce = jointMaxForce
b3
}

}
12. Moayns yupasiinasg pyxom rpasus (PlayerMotor.cs):

using System;
using UnityEngine;
[RequireComponent(typeof(Rigidbody))]
public class PlayerMotor : MonoBehaviour
{
[SerializeField] private Camera cam;
[SerializeField] private float cameraRotationLimit = 80f;
[SerializeField] private GameObject graphicsObject;
[SerializeField] private float graphicsRotationLimit = 30f;
private Vector3 velocity = Vector3.zero;
private Vector3 rotation = Vector3.zero;
private float cameraRotationX = 0f;
private float currentCameraRotationX = 0f;
private float graphicsRotationX = Of;
private float currentGraphicsRotationX = 0f;
private Vector3 thrusterForce = Vector3.zero;
private Rigidbody rb;
private void Start(){
rb = GetComponent<Rigidbody>();

}

public void FixedUpdate(){
PerformMovement();
PerformRotation();

}

void PerformMovement(){
if (velocity != Vector3.zero)
rb.MovePosition(rb.position + velocity * Time.fixedDeltaTime);
if (thrusterForce != Vector3.zero)
rb.AddForce(thrusterForce * Time.fixedDeltaTime, ForceMode.Acceleration);
}
public void Rotate(Vector3 _rotation){
rotation = _rotation;
}
public void RotateCamera(float _cameraRotationX){
cameraRotationX = _cameraRotationX;
graphicsRotationX = _cameraRotationX;
}
void PerformRotation(){
rb.MoveRotation(rb.rotation * Quaternion.Euler(rotation));
if (cam != null){
currentCameraRotationX -= cameraRotationX;
currentCameraRotationX = Mathf.Clamp(currentCameraRotationX, -cameraRotationLimit, cameraRotationLimit);
currentGraphicsRotationX -= graphicsRotationX;
currentGraphicsRotationX = Mathf.Clamp(currentGraphicsRotationX, -graphicsRotationLimit, graphicsRotationLimit);
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}

cam.transform.localEulerAngles = new Vector3(currentCameraRotationX, Of, Of);

graphicsObject.transform.localEulerAngles = new Vector3(currentGraphicsRotationX / 2, Of, 0f);

public void Move(Vector3 _velocity){

}

velocity = _velocity;

public void ApplyThruster(Vector3 _thrusterForce){

}

thrusterForce = _thrusterForce;

public Vector3 GetCurrentVelocity(){

}

return velocity;

public Vector3 GetCurrentRotation(){

}

return rotation;

public Vector3 GetThrusterForce(){

}

return thrusterForce;

13. Monynb ctpineou (PlayerShoot.cs):

using UnityEngine;

using UnityEngine.Networking;

using System.Collections;

[RequireComponent(typeof(WeaponManager))]

public class PlayerShoot : NetworkBehaviour {

public float throwForce = 15f;
private const string PLAYER_TAG = "Player";
private const string DESTRUCTIBLE_TAG = "Destructible";

private float fireTime;

public float maxSpreadAngle = 0.5f;

[SerializeField] internal Camera cam;

[SerializeField] private LayerMask mask;

internal PlayerWeapon currentWeapon;

private Grenade currentThrowableltem;

internal WeaponManager weaponManager;

private PlayerMotor playerMotor;
float currentGunZOffset = Of;

float currentGunXRotation = 0f;
private void Start(){

}

if (cam == null)

this.enabled = false;
weaponManager = GetComponent<WeaponManager>();
weaponManager.onWeaponChangedCallback += OnWeaponChangedCallback;
playerMotor = gameObject.GetComponent<PlayerMotor>();

private void Update(){

if (lisLocalPlayer)
return;
currentWeapon = weaponManager.getCurrentWeapon();
currentThrowableltem = weaponManager.getCurrentThrowableltem();
if ((currentWeapon.weaponlinfo.firingMode == WeaponFiringMode.Auto && !Input.GetButton("Firel"))
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|| (currentWeapon.weaponlinfo.firingMode != WeaponFiringMode.Auto)){
if (fireTime > Of) fireTime -= Time.deltaTime;
if (currentGunXRotation > 0f)

currentGunXRotation -= Mathf.Lerp(currentGunXRotation, 0f, 0.5f);
if (currentGunZOffset > 0f)

currentGunZOffset -= Time.deltaTime;

}
if (currentWeapon.weaponinfo.firingMode == WeaponFiringMode.Auto)
{

if (!Input.GetButton("Firel"))

Cancellnvoke("'Shoot");

}
if (PauseMenu.lsOn)

return;
if (ManageReload())

return;

if (currentWeapon.ammolnCurrentClip < currentWeapon.weaponInfo.maxBulletsInClip && currentWeapon.ammolLeft > 0)

{
if (Input.GetButtonDown("Reload")){
weaponManager.Reload();
return;
}
}

if (Input.GetKeyDown(KeyCode.G))
ThrowExplosive();

if (currentWeapon.ammolnCurrentClip > 0 && !'weaponManager.isReloading){
if (currentWeapon.weaponinfo.firingMode == WeaponFiringMode.Single

|| currentWeapon.weaponlInfo.firingMode == WeaponFiringMode.Shotgun)

if (Input.GetButtonDown("Firel"))
Shoot();
}
else if (currentWeapon.weaponinfo.firingMode == WeaponFiringMode. Auto){
if (Input.GetButtonDown("Firel") && 'weaponManager.isFiring){
InvokeRepeating("Shoot", 0f, 1 / currentWeapon.weaponInfo.fireRate);
}
else if (Input.GetButtonUp("'Firel™)){

CancelInvoke("Shoot");

}
weaponManager.currentWeaponModel.transform.localPosition
Vector3(weaponManager.currentWeaponModel.transform.localPosition.x,
weaponManager.currentWeaponModel.transform.localPosition.y,
-currentGunZOffset);

weaponManager.currentWeaponModel.transform.localEulerAngles = new Vector3(-currentGunXRotation,

weaponManager.currentWeaponModel.transform.localEulerAngles.y,
weaponManager.currentWeaponModel.transform.localEulerAngles.z);
}
private bool ManageReload(){
if (currentWeapon.ammolnCurrentClip <= 0 && currentWeapon.ammoLeft > 0 &&

('weaponManager.isFiring || 'weaponManager.isDrawing || 'weaponManager.isReloading)){

weaponManager.Reload();
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fireTime = 0Of;
return true;
}
else {
return false;
}
}
[ClientRpc]

void RpcDisplayShootEffects(){
weaponManager.getWeaponGraphics().muzzleFlash.Play();
}
[Command]
void CmdOnShoot(){
RpcDisplayShootEffects();
}
[ClientRpc]
void RpcDisplayHitEffects(Vector3 _pos, Vector3 _normal){
GameObject ~ _hitEffect = (GameObject)Instantiate(weaponManager.getWeaponGraphics().hitEffectPrefab,  _pos,
Quaternion.LookRotation(_normal));
Destroy(_hitEffect, 2f);
}
[Client]
void Shoot(){
if (lisLocalPlayer || weaponManager.isReloading || weaponManager.isDrawing || weaponManager.isFiring)
return;
if (currentWeapon.ammolnCurrentClip > 0) {
if ('weaponManager.isFiring) {
fireTime += currentWeapon.weaponinfo.firingMode == WeaponFiringMode.Auto ? Time.deltaTime
currentWeapon.weaponlInfo.baseAccuracy;
currentWeapon.ammolnCurrentClip--;
CmdOnShoot();
weaponManager.OnFire();

if (currentWeapon.weaponinfo.firingMode == WeaponFiringMode.Shotgun)

{
for (inti = 0; i < currentWeapon.weaponinfo.bulletsPerBurst; i++)
{
RaycastShot();
}
}
else
RaycastShot();

}

else Cancellnvoke("Shoot");
}
private void RaycastShot(){
RaycastHit _hit;
Quaternion _fireRotation = Quaternion.LookRotation(cam.transform.forward);
Quaternion _randomRotation = Random.rotation;
float maxCurrentSpread = CalculateCurrentSpreadAngle();
_fireRotation = Quaternion.RotateTowards(_fireRotation, _randomRotation, Random.Range(0.0f, maxCurrentSpread));
if (Physics.Raycast(cam.transform.position, _fireRotation * Vector3.forward, out _hit, currentWeapon.weaponInfo.range, mask))

{
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float actualDamage = currentWeapon.weaponInfo.damageDropOff.Evaluate(_hit.distance /
currentWeapon.weaponinfo.range) * currentWeapon.weaponinfo.damage;
if (_hit.transform.tag == PLAYER_TAGQG)
CmdPlayerShot(_hit.collider.name, actualDamage, transform.name, currentWeapon.weaponInfo.weaponName);
if (_hit.transform.tag == DESTRUCTIBLE_TAG)
CmdDestructibleShot(_hit.collider.gameObject, actualDamage);
CmdOnHit(_hit.point, _hit.normal);
}
if (currentWeapon.weaponinfo.firingMode == WeaponFiringMode.Auto | currentWeapon.weaponinfo.firingMode ==
WeaponFiringMode.Burst){
currentGunZOffset = Mathf.Lerp(currentGunZOffset, fireTime / 8, 1f);
currentGunXRotation = Mathf.Lerp(currentGunXRotation, maxCurrentSpread, 1f);

}
public float CalculateCurrentSpreadAngle(){

float moveModifier = Of;
if (playerMotor.GetCurrentVelocity() != Vector3.zero)
moveModifier = currentWeapon.weaponinfo.moveSpreadModifier;
if (playerMotor.GetThrusterForce() != Vector3.zero)
moveModifier = moveModifier + (currentWeapon.weaponInfo.moveSpreadModifier * 2);
return currentWeapon.weaponInfo.spreadPattern.Evaluate((fireTime + moveModifier) /
currentWeapon.weaponInfo.timeToMaxSpread) * (currentWeapon.weaponinfo.maxBulletSpreadAngle);
}
public float GetFireTime(){
return fireTime;
}
private void OnWeaponChangedCallback(){
fireTime = Of;
}
[Command]
void CmdPlayerShot(string _playerID, float _damage, string _sourcelD, string _weaponName){
Player _player = GameManager.GetPlayer(_playerID);
_player.RpcTakeDamage(_damage, _sourcelD, _weaponName);
}
[Command]
void CmdDestructibleShot(GameObject _item, float _damage){
Debug.Log("Item name is " + _item.name);
Destructible ds = _item.GetComponentInParent<Destructible>();
if (ds = null)
ds.RpcTakeDamage(_damage);
else Debug.Log("Object tagged as destructible, but has no proper component on it.");
}
[Command]
void CmdOnHit(Vector3 _pos, Vector3 _normal){
RpcDisplayHitEffects(_pos, _normal);
}
void ThrowExplosive(){
if (iisLocalPlayer == false)
return;
if (weaponManager.currentThrowableAmount > 0)
CmdSpawnGrenade();
}

[Command]
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void CmdSpawnGrenade(){
if (weaponManager.currentThrowableAmount < 1)
return;
GameObject grenade = Instantiate(currentThrowableltem.gameObject, weaponManager.weaponHolder.transform.position,
weaponManager.weaponHolder.transform.rotation);
Rigidbody rb = grenade.GetComponent<Rigidbody>();
rb.velocity = cam.transform.forward * throwForce;
NetworkServer.Spawn(grenade);

weaponManager.currentThrowableAmount--;

}
14. Monynb yIpaBJIiHHS 30po€to Ta CIIOPSHKCHHSAM IpaBIls

(WeaponManager.cs):

using UnityEngine;

using UnityEngine.Networking;

using System.Collections;

using System.Collections.Generic;

using System;

[RequireComponent(typeof(Player))]

class WeaponManager : NetworkBehaviour {
[SerializeField] private string weaponLayerName = "Weapon";
[SerializeField] private GameObject firstSlot;
[SerializeField] private GameObject secondSlot;
[SerializeField] private GameObject thirdSlot;
[SerializeField] private Grenade throwableltem;
[SerializeField] internal Transform weaponHolder;
internal Grenade currentThrowableltem;
internal PlayerWeapon currentWeapon;
private WeaponGraphics currentGraphics;
internal GameObject currentWeaponModel = null;
private Player player;
private Queue<GameObject> activeltems;
[HidelnInspector] public bool isReloading = false;
[HidelnInspector] public bool isFiring = false;
[HidelnInspector] public bool isDrawing = false;
[SyncVar] internal float medkitTimer = Of;
[SyncVar] internal float healthRefill Timer = Of;
[SyncVar] internal float ammoRefill Timer = Of;
[SyncVar] internal float grenadeRefill Timer = Of;
private float itemDropTimer = Of;
internal int maximumThrowableAmount = 0;
[SyncVar] internal int currentThrowableAmount = 0;
internal Dictionary<string, GameObject> activatedWeapons = new Dictionary<string, GameObject>(5);
[SyncVar] internal string firstSlotWeapon = String.Empty;
[SyncVar] internal string secondSlotWeapon = String.Empty;
[SyncVar] internal string thirdSlotWeapon = String.Empty;
[Space(10)]
[Header("'Spawnable weapon prefabs™)]
[SerializeField] private GameObject[] spawnableWeapons;
public delegate void OnWeaponChangedCallback();
public OnWeaponChangedCallback onWeaponChangedCallback;



private void Start()
{
player = GetComponent<Player>();
InitSetup();
currentThrowableltem = throwableltem;
currentThrowableltem.owner = player;
maximumThrowableAmount = currentThrowableltem.maximumCarried;
currentThrowableAmount = maximumThrowableAmount;
if (thirdSlot.GetComponent<ThrowableActionable>() != null)
activeltems = new Queue<GameObject>(thirdSlot.GetComponent<ThrowableActionable>().maxInstances);
}
private void Update()
{
if (ammoRefillTimer > 0f){
ammoRefillTimer -= Time.deltaTime;
}
if (healthRefillTimer > 0f){
healthRefillTimer -= Time.deltaTime;

}
if (medkitTimer > 0f){

medkitTimer -= Time.deltaTime;
}

if (itemDropTimer > 0f){
itemDropTimer -= Time.deltaTime;

}

if (grenadeRefillTimer > 0f){
grenadeRefillTimer -= Time.deltaTime;

}

if (PauseMenu.1sOn || PlayerUl.isCommandOn){
return;

}

if (Input.GetKeyDown(KeyCode.Alphal)){
EquipWeapon(firstSlotWeapon);

}

if (Input.GetKeyDown(KeyCode.Alpha2)){
EquipWeapon(secondSlotWeapon);

}

if (Input.GetKeyDown(KeyCode.Alpha3)){
if (thirdSlot.GetComponent<PlayerWeapon>() '= null)

EquipWeapon(thirdSlot.GetComponent<Player\Weapon>().weaponInfo.weaponName);

else

Throwltem(player.GetComponent<PlayerShoot>().cam.transform.forward, player.GetComponent<PlayerShoot>().throwForce * 0.4f);

}
}
void InitSetup()
{
for (inti = 0; i < spawnableWeapons.Length; i++)
{
SpawnWeaponDirty(spawnableWeapons[i].GetComponent<PlayerWeapon>(), false);
}

firstSlotWeapon = DeploymentManager.firstSlotName;
secondSlotWeapon = DeploymentManager.secondSlotName;
thirdSlotWeapon = DeploymentManager.thirdSlotName;
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CmdSetWeaponName(1, DeploymentManager.firstSlotName);
CmdSetWeaponName(2, DeploymentManager.secondSlotName);

firstSlot = activatedWeapons[firstSlotWeapon];

secondSlot = activatedWeapons[secondSlotWeapon];

EquipWeapon(firstSlot. GetComponent<PlayerWeapon>().weaponInfo.weaponName);

StartCoroutine(WeaponDrawDelay());

internal void EquipWeapon(string _weaponName)

{

}

if (lisLocalPlayer)
return;
if (isReloading)
return;
if (currentWeapon != null){
if (currentWeapon.weaponInfo.weaponName == _weaponName){
ToggleWeapon(true, currentWeapon.weaponinfo.weaponName);

return;

}

if (activatedWeapons.ContainsKey(_weaponName)){
ToggleWeapon(false, currentWeapon.weaponInfo.weaponName);
currentWeapon = activatedWeapons[_weaponName].gameObject.GetComponent<PlayerWeapon>();
StartCoroutine(WeaponDrawDelay());
currentWeaponModel = activatedWeapons[_weaponName];
ToggleWeapon(true, currentWeapon.weaponinfo.weaponName);
onWeaponChangedCallback.Invoke();

return;

void SpawnWeaponDirty(PlayerWeapon _weapon, bool state){

}

GameObject _weaponins = Instantiate(_weapon.gameObject, weaponHolder.position, weaponHolder.rotation);
_weaponlns.transform.SetParent(weaponHolder);
currentGraphics = _weaponIns.GetComponentInChildren<WeaponGraphics>();
if (currentGraphics == null)
Debug.LogError("No WeaponGraphics component attached to object: " + _weaponIns.name);
if (isLocalPlayer){
Util.SetLayerRecursively(_weaponlins, LayerMask.NameToLayer(weaponLayerName));
}
_weaponlins.SetActive(state);
currentWeaponModel = _weaponlns;
activatedWeapons.Add(_weapon.weaponInfo.weaponName, _weaponIns);
currentWeapon = activatedWeapons[_weapon.weaponinfo.weaponName].gameObject.GetComponent<PlayerWeapon>();
currentWeapon.SetDefaults();

public PlayerWeapon getCurrentWeapon(){

}

return currentWeapon;

public Grenade getCurrentThrowableltem(){

}

return currentThrowableltem;

public WeaponGraphics getWeaponGraphics(){

return currentGraphics;



public void Reload(){
if (isReloading || lisLocalPlayer)
return;
StartCoroutine(ReloadDelayCoroutine());
}
public void OnFire(){
if (isFiring || lisLocalPlayer)
return;
StartCoroutine(WeaponFireDelay());
}
private void ToggleWeapon(bool state, string weaponName){
if (lisLocalPlayer)
return;
CmdToggleWeapon(state, weaponName);
}
private IEnumerator WeaponDrawDelay(){
isDrawing = true;
yield return new WaitForSeconds(currentWeapon.weaponInfo.drawTime);
isDrawing = false;
}
private IEnumerator ReloadDelayCoroutine(){
isReloading = true;
if (currentWeapon.ammolnCurrentClip > 0){
CmdOnReload(false);
yield return new WaitForSeconds(currentWeapon.weaponInfo.reload TimeQuick);

}
else{

CmdOnReload(true);

yield return new WaitForSeconds(currentWeapon.weaponlinfo.reloadTimeLong);
}

if (currentWeapon.ammolLeft >= (currentWeapon.weaponInfo.maxBulletsInClip - currentWeapon.ammolnCurrentClip)) {
currentWeapon.ammoleft =  currentWeapon.ammoLeft - (currentWeapon.weaponInfo.maxBulletsInClip
currentWeapon.ammolnCurrentClip);
currentWeapon.ammolnCurrentClip = currentWeapon.weaponInfo.maxBulletsInClip;

}

else{
currentWeapon.ammolnCurrentClip += currentWeapon.ammoLeft;
currentWeapon.ammoleft -= currentWeapon.ammoLeft;

}

isReloading = false;
CmdSetAmmoAmount(currentWeapon.ammoLeft, currentWeapon.weaponInfo.weaponName);
}
private IEnumerator WeaponFireDelay(){
isFiring = true;
CmdOnFire();
yield return new WaitForSeconds(currentWeapon.weaponInfo.minShootTime);
isFiring = false;
}
[Command]
private void CmdToggleWeapon(bool state, string weaponName){
activatedWeapons[weaponName].SetActive(state);
if (state == true)
currentGraphics = activatedWeapons[weaponName].GetComponentInChildren<WeaponGraphics>();
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RpcToggleWeapon(state, weaponName);

}

[Command]

private void CmdSetAmmoAmount(int ammo, string weaponName){
activatedWeapons[weaponName].GetComponent<PlayerWeapon>().ammoLeft = ammo;

}

[ClientRpc]

private void RpcToggleWeapon(bool state, string weaponName){
activatedWeapons[weaponName].SetActive(state);
if (state == true){

currentGraphics = activatedWeapons[weaponName].GetComponentInChildren<WeaponGraphics>();

}
[Command]
void CmdOnReload(bool longReload){
RpcOnReload(longReload);
}
[ClientRpc]
void RpcOnReload(bool longReload){
Animator anim = currentGraphics.GetComponent<Animator>();
anim.ResetTrigger("Fire");
if (anim == null)
return;
else{
if (longReload)
anim.SetTrigger("LongReload");
else anim.SetTrigger("Reload");

}
[Command]
private void CmdOnFire(){
RpcOnFire();
}
[ClientRpc]
private void RpcOnFire(){
Animator anim = currentGraphics.GetComponent<Animator>();
if (anim == null)
return;
else
anim.SetTrigger("Fire");
}
[Command]
public void CmdSetWeaponName(int _slotNumber, string _weaponName){
RpcSetWeaponName(_slotNumber, _weaponName);
}
[ClientRpc]
private void RpcSetWeaponName(int _slotNumber, string _weaponName) {
switch (_slotNumber)
{
case 1:
firstSlotWeapon = _weaponName;
break;

66



}
public void ResetOnDeath(){
firstSlot.GetComponent<PlayerWeapon>().SetDefaults();
secondSlot.GetComponent<PlayerWeapon>().SetDefaults();
}
void Throwltem(Vector3 direction, float throwForce){
if (isLocalPlayer == false)
return;
if (itemDropTimer <= 0.001f){
ThrowableActionable throwable = thirdSlot. GetComponent<ThrowableActionable>();
if (throwable == null)
return;
if (activeltems.Count >= throwable.maxInstances)
CmdDestroyFirstThrowedItem();
CmdThrowltem(direction, throwForce);
if (activeltems.Count < throwable.maxInstances)
itemDropTimer = throwable.minimumSpawnDelay;
if (activeltems.Count >= throwable.maxInstances)

itemDropTimer = throwable.spawnDelay;

}
private void DestroyFirstThrowedltem(){

NetworkServer.UnSpawn(activeltems.Peek());
Destroy(activeltems.Peek());
activeltems.Dequeue();
}
[Command]
private void CmdDestroyFirstThrowedItem(){
NetworkServer.UnSpawn(activeltems.Peek());
Destroy(activeltems.Peek());
activeltems.Dequeue();
TargetUnregisterActiveltem(connectionToClient);
}
[Command]
void CmdThrowlItem(Vector3 direction, float throwForce) {
GameObject throwable = Instantiate(thirdSlot, weaponHolder.transform.position, weaponHolder.transform.rotation);
ThrowableActionable ta = throwable.GetComponent<ThrowableActionable>();
ta.ownerName = this.player.name;
Rigidbody rb = throwable.GetComponent<Rigidbody>();
rb.velocity = direction * throwForce;
NetworkServer.Spawn(throwable);
activeltems.Enqueue(throwable);
TargetRegisterActiveltem(connectionToClient, throwable);
}
[TargetRpc]
public void TargetRegisterActiveltem(NetworkConnection connection, GameObject activeltem){
if (lisServer)
activeltems.Enqueue(activeltem);
}
[TargetRpc]
private void TargetUnregisterActiveltem(NetworkConnection connection){
if (lisServer)

activeltems.Dequeue();
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}
15. OcHoBHU MoTyITb iHTEpdeiicy kopuctyBada (PlayerUl.cs):

using System;
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
public class PlayerUl : MonoBehaviour {
[SerializeField] RectTransform thrusterFuelFill;
[SerializeField] Text healthText;
[SerializeField] Text ammoText;
[SerializeField] Text throwableText;
[SerializeField] GameObject pauseMenu;
[SerializeField] GameObject scoreboard;
[SerializeField] GameObject commandMenu;
[SerializeField] GameObject crosshair;
[SerializeField] GameObject matchMonitorUl;
[SerializeField] Text matchTimer;
[SerializeField] RectTransform firstTeamProgressBar;
[SerializeField] RectTransform secondTeamProgressBar;
[SerializeField] GameObject InGameUl,
[SerializeField] GameObject EndGameUl;
[SerializeField] Text gameEndStatus;
[SerializeField] CanvasScaler rootScaler;
[SerializeField] Transform crosshairContainer;
private Transform crossTop;
private Transform crossBottom;
private Transform crossLeft;
private Transform crossRight;
private float crosshairDistance = Of;
private float previousOffset = Of;
internal Player player;
private PlayerShoot playerShoot;
private PlayerController controller;
private WeaponManager weaponManager;
private RMF_RadialMenu radialMenuController;
public static bool isCommandOn = false;
private float timeToCommandMenu = 0.2f;
private float commandTimer = Of;
private void Start()
{
PauseMenu.IsOn = false;
rootScaler.referenceResolution = new Vector2(Screen.currentResolution.width, Screen.currentResolution.height);
radialMenuController = commandMenu.GetComponentInChildren<RMF_RadialMenu>();
GameManager.instance.onPlayerKilledCallback += OnKill;
MatchMonitor.instance.onTeamScoreChangedCallback += OnTeamScoreChanged;
MatchMonitor.instance.onMatchEndCallback += OnMatchEnd,;
playerShoot = player.GetComponent<PlayerShoot>();
SetCrosshairParts();
firstTeamProgressBar.GetComponent<Image>().color = GameManager.instance.matchSettings.firstTeamColor;

secondTeamProgressBar.GetComponent<Image>().color = GameManager.instance.matchSettings.secondTeamColor;



69

firstTeamProgressBar.GetComponent<Image>().fillAmount = Of;
secondTeamProgressBar.GetComponent<lmage>().fillAmount = Of;
}
private void OnTeamScoreChanged(){
SetKillCounts();
}
private void OnMatchEnd(){
InGameU|.SetActive(false);
Cursor.lockState = CursorLockMode.Confined;
if ('MatchMonitor.instance.winnerTeamName.Equals(String.Empty))
gameEndStatus.text = player.team == MatchMonitor.instance.winnerTeamName ? "VICTORY" : "DEFEAT";
else gameEndStatus.text = "DRAW";
EndGameUl.SetActive(true);
}
void Update() {
SetFuelAmount(controller.getThrusterFuel Amount());
SetHealthAmount(player.GetHealth());
SetAmmoAmount(weaponManager.getCurrentWeapon().ammolnCurrentClip, weaponManager.getCurrentWeapon().ammoLeft,
weaponManager.currentThrowableAmount);
SetMatchTimer();
UpdateCrosshairPosition();
if (Input.GetKeyDown(KeyCode.Escape))
TogglePauseMenu();
if (Input.GetKey(KeyCode.Q))
if (isCommandOn == false) {
commandTimer += Time.deltaTime;
if (commandTimer > timeToCommandMenu)
ToggleVVoiceCommandMenu();
}
if (Input.GetKeyUp(KeyCode.Q)){
commandTimer = 0f;
if (isCommandOn == true)
ToggleVVoiceCommandMenu();
}
if (Input.GetKeyDown(KeyCode. Tab))
scoreboard.SetActive(true);
else if (Input.GetKeyUp(KeyCode.Tabh))

scoreboard.SetActive(false);

}
private void SetKillCounts(){
firstTeamProgressBar.GetComponent<Image>().fillAmount = ((float)(MatchMonitor.instance.GetFirstTeamKills()) /
((float)MatchMonitor.instance.GetStandardKillCount()));
secondTeamProgressBar.GetComponent<Image>().filAmount = ((float)(MatchMonitor.instance.GetSecondTeamKills()) /
((float)MatchMonitor.instance.GetStandardKillCount()));
}

public void TogglePauseMenu(){
pauseMenu.SetActive(!pauseMenu.activeSelf);
crosshair.SetActive(!crosshair.activeSelf);
PauseMenu.IsOn = pauseMenu.activeSelf;

}

public void SetPlayer(Player _player){
player = _player;
controller = player.GetComponent<PlayerController>();



70

weaponManager = player.GetComponent<WeaponManager>();

}

void SetFuelAmount(float _amount){
thrusterFuelFill.localScale = new Vector3(_amount, 1f, 1f);

}

void SetMatchTimer(){
int time = Convert. Tolnt32(MatchMonitor.instance.GetMatchTime());
matchTimer.text = (time / 60).ToString() + ":" + (time % 60).ToString("'00");

}

void SetHealthAmount(float _amount){
healthText.text = ((int)_amount).ToString();

}

void SetAmmoAmount(int _amount, int _maxAmount, int _throwablesLeft){
ammoText.text = _amount.ToString() + " /" + _maxAmount.ToString();
throwableText.text = _throwablesLeft. ToString();

}

public void ToggleVoiceCommandMenu(){

if (isCommandOn == true)

{
Button attachedButton = radialMenuController.elements[radialMenuController.index].button;
if (attachedButton != null)
attachedButton.onClick.Invoke();
else Debug.Log("Attached button is null");
}

isCommandOn = IcommandMenu.activeSelf;
Cursor.lockState = CursorLockMode.Confined,;
Cursor.visible = !Cursor.visible;
commandMenu.SetActive(!commandMenu.activeSelf);
crosshair.SetActive(Icrosshair.activeSelf);
}
public void OnKill(string _Killer, string _killerTeam, string _source, string _victim,
string _victimTeam, bool isObserver) {
if (PauseMenu.IsOn)
TogglePauseMenu();
}
private void SetCrosshairParts(){
crossTop = crosshairContainer.Find("Top");
crossBottom = crosshairContainer.Find("Bottom");
crossLeft = crosshairContainer.Find("Left");
crossRight = crosshairContainer.Find(“Right");
crosshairDistance = crossTop.localPosition.y;
}
private void UpdateCrosshairPosition(){
float fireModifier = playerShoot.CalculateCurrentSpreadAngle();
if (fireModifier >= 0.0005f){
fireModifier = Mathf.Lerp(previousOffset, fireModifier * 15, 0.1f);
crossTop.localPosition = new Vector3(0f, crosshairDistance + fireModifier, 0f);
crossBottom.localPosition = new Vector3(0f, -crosshairDistance - fireModifier, Of);
crossLeft.localPosition = new Vector3(-crosshairDistance - fireModifier, 0f, Of);
crossRight.localPosition = new Vector3(crosshairDistance + fireModifier, Of, 0f);

previousOffset = fireModifier;

else
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if (previousOffset > 0f){
previousOffset = Mathf.Lerp(previousOffset, 0f, 0.1f);
crossTop.localPosition = new Vector3(0f, crosshairDistance + previousOffset, 0f);
crossBottom.localPosition = new Vector3(0f, -crosshairDistance - previousOffset, 0f);
crossLeft.localPosition = new Vector3(-crosshairDistance - previousOffset, Of, 0f);

crossRight.localPosition = new Vector3(crosshairDistance + previousOffset, Of, Of);

}
public void AttackCall(){

controller.voiceController.PlaySound(VoiceCall Type. Attack);

}

public void AffirmativeCall(){
controller.voiceController.PlaySound(VoiceCall Type.Affirmative);

}

public void AmmoCall(){
controller.voiceController.PlaySound(VoiceCall Type. Ammo);

}

public void NegativeCall(){
controller.voiceController.PlaySound(VoiceCall Type.Negative);

}

public void HelpCall(){
controller.voiceController.PlaySound(VoiceCallType.Help);

}

public void MedicCall(){
controller.voiceController.PlaySound(VoiceCallType.Medic);

}

public void ThankCall(){
controller.voiceController.PlaySound(VoiceCallType. Thank);

}

public void TauntCall(){
controller.voiceController.PlaySound(VoiceCall Type. Taunt);



