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Kapmok  A.A. Po3pobka rpu  «Global Unrest» B  xaHpi
OaraToKOpuCTyBalbkoro  myrepa 3  BukopucTaHHsMm  Unity.  Pykommc.
Kaamnigixkariitna po6ora 6akanaBpa OIl «lmxenepis mporpamMHOTo 3a0e3meueHHs
cnemianbHOCTI «IHkeHepis mporpaMHOro 3abesnedeHHs». JIylpkuil HallOHATBHUN
TeXHIYHUH yHiBepcuTeT. JIynpk, 2025.

Ksamnigixkariitna pobora 6akanaBpa CKIaTaeTbCsl 31 BCTYIY, TPhOX PO3ALIIB,
BHCHOBKIB, CITUCKY BUKOPUCTAaHUX JDKEPEII Ta T0AATKIB.

VY mepmoMy po3auli MpoaHaNi30BaHO Cy4YacHUM CTaH I1HAYCTpIi 1HMI-1r0p,
PO3IIIAHYTO OCOOJIMBOCTI MOMYJIIPHUX PYIIIiB Ta OOIPYHTOBAHO BHOIp TEXHOJOTIN
JUIsL CTBOPEHHSI OaraTOKOPUCTYBALIbKOI IpU. Y JIPyroMy po3/iii IPOBEAEHO TEXHIYHE
IPOEKTYBAHHS: PO3pPOOJEHO CTPYKTYpPY TIpHU, BHU3HAYEHO apXITEKTypy KIIEHT-
CEpBEPHOI B3a€EMOJIIi, OIMMCAaHO JIOTIKY OCHOBHHMX MEXaHIK 1 CHHXpOHi3auii. Y
TpeThoMy po3ait pearnizoBano rpy Global Unrest y cepemosumi Unity: cTBOpeHO
CUCTEMY YMPaBIIHHS TpPaBlEeM, CTpLIbOY, 3aXOIUIEHHS TOYOK, BUOIp kiacy, Ul Tta
MepekeBe MAKIYeHHs yepe3 Relay; mpoBeneHo TecTyBaHHs Ta yCYHEHHS TIOMUJIOK.
VY BHUCHOBKax MiACYMOBAHO JOCATHYTI pe€3yJbTaTH, MIITBEPKEHO €()EKTUBHICTh
0o0paHOi apXITEeKTYpH Ta BIJ3HAYEHO MOTEHI1a] MOAAJIBIIOTO PO3BUTKY IMPOEKTY SIK
MOBHOIIIHHOTO 0araTOKOPUCTYBAIKOTO MPOTPaMHOTO MPOAYKTY ab0 HaBYAIBHOTO
NPUKJIAAY JUIsl BABYEHHSI MEPEXKEBOI B3a€EMO/IT B Irpax.

KmrouoBi cnopa: Unity, Netcode for GameObjects, MepexeBuil mryTep,
CUHXPOHI3allis, KJIIEHT-CEpBEpHA apXiTeKTypa, OararokopucryBaibka rpa, RPC,

reMau3aiH.



ABSTRACT

Karpiuk A. Development of the game "Global Unrest" in the Multiplayer
Shooter Genre Using Unity. Manuscript. Bachelor's qualification work of the
educational program "Software Engineering"”, specialty "Software Engineering".
Lutsk National Technical University. Lutsk, 2025.

The bachelor's qualification work consists of an introduction, three chapters,
conclusions, a list of references, and appendices.

The first chapter analyzes the current state of the indie game industry, reviews
the features of popular game engines, and substantiates the choice of technologies for
creating a multiplayer game. The second chapter presents the technical design: the
game structure was developed, the architecture of client-server interaction was
defined, and the logic of the main mechanics and synchronization was described. The
third chapter describes the implementation of the game Global Unrest in the Unity
environment: a system for player control, shooting, point capture, class selection, Ul,
and network connection via Relay was created; testing and debugging were carried
out. The conclusions summarize the achieved results, confirm the effectiveness of the
chosen architecture, and highlight the potential for further development of the project
as a complete multiplayer software product or an educational example for studying
network interaction in games.

Keywords: Unity, Netcode for GameObjects, networked shooter,

synchronization, client-server architecture, multiplayer game, RPC, game design.
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BCTYII

AKTyanbHICTh TeMH. Y 3pOCTal0YOMY MOMMUTI HA SIKICHI MYJBTHUILICEPHI 1TPH,
AK1 37aTHI 3a0€3MeUYUTH CTaOlIbHY Ta YECHY B3a€EMOJII0 MDK TpaBIsIMH B yMOBax
peaslbHOTO Yacy, MPOCTEXKYETHCS 3arajibHa TEHACHLIIS PO3BUTKY 1HAYCTPIi Biieoirop
y HampsMKYy OHJIalH-AOCBiTy. ['paBIii OYIKYIOTH BiJl TaKUX MPOEKTIB HE JHUIIE
SAKICHOTO Bi3yaJIbHOTO BUKOHAHHS, a 1 TOYHOT CUHXPOHI3aIlii Jii, HU3bKOi 3aTPUMKH,
3py4YHOI CHUCTEMH MIiJIKIIOYEHHS [0 CEpBEpiB Ta BIACYTHOCTI 3JOBXKHBaHb a00
maxpaiicrea. Po3poOka Takoi rpu Hece 3a cOOOI0 HE TUIBKM CTBOPEHHS MPOAYKTY,
KU Oy/ie KOPUCTYBAaTUCh TIONIUTOM, a M 3yCTpIY 3 BUCOKUMHU BUMOT'AMH JI0 TEXHIYHO
CKJIAQJHOTO >KaHpy, WLIO CHpHUS€E CTPIMKOMY 3POCTAaHHIO HAaBHYOK pPO3POOHHKIB,
iXHBOTO PO3YyMIHHS TMPUHIMITIB POOOTH MEPEKEBUX MPOTOKOJIB, ONTUMI3AI]
Tpadiky Ta MIATPUMKH CTaOIIBbHOI IFPOBOI  JIOTIKM B  yYMOBax BHCOKOI
HABAHTAKEHOCTI.

Meroto kBamidikaiiitHoi poboTu 6akanaBpa € po3poOka MPOTOTUITY MEPEKEBOI
mrytep-rpu i Ha3Boro Global Unrest 13 Bukopuctanusam pyuig Unity Ta 610a10Teku
Netcode for GameObjects, sxa peamizye TIOBHOIIHHY B3a€EMOJIII0 TPaBIIB Y
pearibHOMY 4aci. Y Tpoleci CTBOPEHHS MPOTOTHUITY IMIAHYETHCS TOCSITTA KOPEKTHOI
CUHXpOHI3alii [1id TpaBliB, 3a0e3nedeHHs] 0a30BOi 1MPOBOI JIOTIKK (TIEpEMILLIEHHS,
CTpisib0a, B3a€MOIIS 3 00’ €KTaMM), a TaKOK MOOY0Ba KIIEHT-CEPBEPHOI B3aEMO/IIT 3
MOXJIMBICTIO TTOAAQJIBIIIOT0 MaCIITa0yBaHHS MPOEKTY.

O06’exT poOOTH — GaraTOKOpPUCTyBAIlbka KOMIT IOTEpHA T'pa 3 BUKOPUCTAHHIM
KIIIEHT-CEPBEPHOI apXITEKTYpH Ta 3aco0iB 1HTErpallii B MepexkeBe cepenonuie. Taka
CTpYKTypa 3a0e3reuye He JIMILE [IEHTPATi30BaHe YIPaBJIiHHS IFPOBUM IPOLIECOM, a U
nae 3MoTy e€eKTHBHO pearyBaTh Ha MEPEKEBl MOIli, CHHXPOHI3YBAaTH CTaH T'PH JJIs
BCIX TpAaBIliB Ta KEPyBaTH MiAKIIOUECHHSIMH 3 ypaxXyBaHHSIM HAaBaHTA)XCHHS Ha CEpBEp.

[IpeameT pobOTH — apXiTEKTypa MPOrpPaMHOIO KOy, MEXaHI3M CHHXPOHI3allii
MEpEeXKEeBOI B3a€EMOJIIi MK TpaBIsIMH Ta 3aco0u peamizaimii OCHOBHUX (YHKIIIN
0araToKOpHUCTYyBalbKOTO IIyTepa Ha 0a3i irpooro pyiris Unity 3 BUKOPHUCTaHHSM

616miotexku Netcode for GameObjects. Ile oxoruroe po3poOKy KOMIIOHEHTIB st



KepyBaHHSI TPABIIMH, TEpeadero JaHWX MIXK KIIEHTOM 1 CepBEpPOM, OOPOOKOIO
o y Mepexki, BUSABICHHAM Ta 3MCHIICHHSM 3aTPUMKH, a TaKOX peaizallieio
Oe3meuHoi cucTeMH aBTeHTH]IKalii Ta yHpaBiIiHHSA ceciaMu.[lns HoCsSTHEeHHs
MIOCTaBJICHOI METH OyJIH IMOCTABJICHI HACTYITHI 3aBJIaHHS:

—  TIPOBECTH aHaJIi3 Cy4acHOTO CTaHy MpoOIeMH;

—  TIPOBECTH aHajli3 0COOJIUBOCTEH IrpoBOTO KaHpy FPS;

—  BUOpaTu 3aco0u 1 METOIU JIJIs1 pO3pPOOKH TpH;

—  TPaKTHUYHO peani3yBaTH rpy;

—  TPOBECTH TECTyBaHHS Ta HAJIATOKCHHS TPH;

—  pO3pOOUTH MYJIbTUILICEPHY YACTUHY T'PH;

—  pO3pOOUTH MEXaHI3MH 3aXUCTY TPH;

—  ONTUMI3YBaTH MPOJAYKTUBHICTh TPH.

AmnpoOarmist  pesyabTaTiB  podoTu  (momarok  A):  Kapmiok  A. A.
CypunoBuu O. M. Cunxponizaiisa ta ontumizarniss RPC y Netcode for GameObjects.
Te3n ponosineid X MiXHApOAHOI HAYKOBO-NPAKTUYHOI KOH(eEpeHUli 3 mnpodiem
BUIOT OCBITU 1 Hayku «IH(opmariiiiHi TeXHOJOTIi B OCBITI, HayIll 1 BUPOOHUIITBI

(ITOHB-2025) ( 23-24 tpaBus 2025 poxky). JIyusk: JIHTY, 2025. C. 186-1809.



PO3/1LI 1
AHAJII3 ITPOBOI THAYCTPII I TOCTAHOBKA 3ABJIAHD HA
KBAJI®IKAOIAHY POBOTY

1.1 Anaui3 cy4acHOro cTany npoojeMu

[IpoTsrom ocTaHHIX POKIB IrpoBa 1HAYCTpis 3a3Hana 3HaAYHUX TpaHchopMarlini
HE JIMIlIe B IUIaHI 3MIHW BIOAOOaHb TPaBIIB, @ W Yy cHoco0ax CTBOPEHHS Irop.
Cporoani mopir BXoJy B IeiiM/IeB 3HHU3MBCS HACTUIbKH, IO HABITh OJHA JIOAMHA 3
MIHIMQJIBHUM OIOJIKETOM 1 JOCTYIIOM JI0 BIAKPUTHUX PECYpCIB MOXE PpO3MOYaTH
BJIacHUM mpoekT. lLle cTano MOXIMBUM 3aBISKH PO3BUTKY IPOBUX pYIIIiB,
IHCTPYMEHTIB pO3pOOKH Ta BEIMUYE3HOI KIIBKOCTI HABYAIBHUX MaTepiaiiB.

Ha ¢oni TexHIYHUX CKJIAIHOIIIB, 3 SKMMH CTUKAIOThCSA BeJIMKI AAA-cTymii,
HE3aJICXKHI PO3POOHUKH YacTo OepyTh TOpy came 3aBASKH THYYKOCTI, HIBUJKOCTI
OPUMHATTS pIIIEHb Ta TEXHIYHIA aJanTUBHOCTI. Y TOW 4Yac SIK BEJIUKI HPOEKTH
MOXYTb «IOTOHYTH» B TEXHIYHOMY OOpry a0o CKIaAHIH apXiTeKTypi, HEBEIUKI
KOMaH/JM MalOTh 3MOTY IIBUIKO 3MIHIOBaTH MiJXiJ, €KCIIEPUMEHTYBATH 3 HOBHUMH
MexaHikamMu uu (hopmMaTamu.

CyyacHuil nangmadT 1rpoBoi po3poOKM CTBOPIOE YHIKAJIbHY CHUTYaLlIO:
TeXHIYHa 0a3a JOCTYIMHA MPAKTUYHO KOKHOMY, a IOMUT HAa HECTAaHIApTHI MiAXOMIH,
SAKICHY ONTHMI3aIllI0 Ta YECHY ITPOBY MOJENb JHIIE 3pocTac. | moku Beauki CTyii
CTUKAIOTBhCS 3 KPU3010 JTOBIPH, TEXHIYHO MIATOTOBJIEHI 1HI1-PO3POOHUKH OTPUMYIOTh
IIaHC BUMTH HA TEPIIUNA TIJIaH, CTBOPIOIOYM 1HHOBAIIMHI MPOIYKTH 3a JOMOMOTOIO
BIJIKDUTUX Ta 3PO3YMIUIUX THCTPYMEHTIB.

JlocTynHICTh HaBUYaJIbHUX PECYpCiB — 1€ OAUH KpUTHUHHM (akTop. CoTHI
BiJICOYPOKIB, BIIKPUTUX KYpCiB, GOPYMIB 1 TOKYMEHTAIlii CTBOPIOIOTH CEPEIOBHIIIE, B
SKOMY MOKHa CAMOCTIMHO ONaHyBaTH OCHOBU MEPEKEBOTO MporpaMyBaHHs, (PI3UKH,
Ul/UX-au3aiiny, ontuMizarii Ta MoHeTH3aiii. Lle m03Boyissie MEepeTBOPUTH HABIThH
HaBYaJbHI TPOEKTH HA JI€EBI TEXHIYHI MPOTOTHUNH, TPUJATHI I TOJATBIIOTO
PO3BUTKY a00 AojaBaHHs y nopTdosio. Hanpukian, y MepekeBuX irpax BaxXJIMBOIO €

YiTKa CTPYKTYpH3allisl JIOTIKM KJII€HTa 1 cepBepa, IO CIPOINYE HANAroJKEHHS Ta
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3MEHIIY€ KUIbKICTh KPUTHYHHX TMOMMWJIOK MiJ 4Yac PO3rOpTaHHs. [HCTpyMEHTH Ha
3pazok Netcode for GameObjects B Unity a6o Replication Graph B Unreal Engine
JAI0Th 3MOTY CTBOPIOBAaTH €(EKTHBHI CHCTEMH CHHXPOHI3AIli MO/ 1 CTaHiB, HABITh
y HEBENUKHUX IMPO€KTaX. Yce 1€ [03BOJsi€ TOYATKIBLUAM 30CEPEIUTUCS Ha
reiMan3alifi, MOBEIHIII TPABIlT Ta OCHOBAaX OajaHCy, 3aMiCTh BUTpAaYaTH PECypCH Ha
peatizaiiro HU3bKOPiBHEBOI apXiTEKTYPH.

V¥ 2024 pot1i pyuHOK 1H]II-1TOP JOCSTHYB O€3MpereeHTHOTO 3pOCTaHHs, BIIEpIIe
3pIBHABIINCH 3a goxomamu 3 AA ta AAA mpoektamu Ha muiatdopmi Steam. 3a
nanumu 3BiTy VG Insights, 3 ciuns mo Bepecenb 2024 poky iHmi-irpu npunecnn $4
MUTBSPAN J0XO0Y, III0 CTaHOBUTH 48 % BiJ 3araJIbHOTO JI0XO/y BiJ] MPOJIaXKy TOBHUX
irop Ha mnatdopmi [1]. Ile 3HayHe 3pOCTaHHA MOPIBHSAHO 3 MONEPEIHIMH POKAMHU,
OCKUIBKM 4acTKa iHAi-irop y 2023 pomi cranoBwia jguiie 31 % Big 3araiabHOTO
noxony. KiapkicTh mpojaHux KoOImii 1H1-irop ckiana 58 % Bia 3araabHOro o0csry
mpojaxiB Ha Steam, M0 CBITYUTH IMPO 3POCTAIOYY IOMYJSIPHICTh HE3aJEHKHUX
po3poOHUKIB cepen rpaBuiB. Ha pucynky 1.1 300pakeHO CTaTHUCTHKY
CHIBBIIHOLIEHHS KUIBKOCTI 1HA1-1rOp Ta iX NpuOyTKy BiIHOCHO AA Ta AAA NpOEKTIB

Ha Tuiatgopmi Steam.

State of Indie on Steam in 2024, as of 30" Sep 2024

Number of Games Released Units Sold (Millions) Full Game Revenue (Millions USD)

M indie M ndie M ndie

[ FYYYYYY [ XYY [ YN

42%

48%

58%

Indie Mix Over Time

97.2% 97.9% 98.6% 98.9% 1% 58%

47% 45% 4% 48% 50% 49

48%
24% 27% 28% 29% 32% 31% I

2018 2019 2020 2021 2022 2023 2024 2018 2019 2020 2021 2022 2023 2024 2018 2019 2020 2021 2022 2023 2024
YTD YTD YTD

Video
VG Game Notes: Data as of 30" Sep 2024
Insiahts Full game revenue on this and other slides includes anly revenue from copies sold. It does nat include in-game spend

Pucynok 1.1 — CniBBigHOILIEHHS NPUOYTKY 1H]II iIrop Ha miatgopmi Steam [1]

3HauyHa KUIBKICTh 1HAI-ITOP, IO 3’SIBISIIOTECSA HA PUHKY IIOJHS, CTBOPIOE

CEpiO3HY KOHKYPEHIIII0 HaBITh cepell AKICHUX MPOoeKTIiB. Y 2024 poui Ha muiargopmi
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Steam Oyno BumyIieHo nmoHaa 13 Tucsy HOBUX 1rop, 3 SKuX moHaa 98 % Hanexanu
caMe 10 1HJI-CerMeHTy. Takuili oOCAr KOHTEHTY NPHU3BOAUTH JO MEPEHACHUYEHHS
PUHKY, YCKIQJHIOE BHAWMICTh HOBUX TaWTIIB 1 3HMXKY€ IIAHCH Ha YCHIX IS
MaJOBIAOMHUX PO3pOOHUKIB. Irpu 4HacTo HE OTPUMYIOTh JOCTATHBOI YBaru uepes
00MEXeH1 MapKETUHTOBI PECYPCH, M0 OCOOJMBO KPUTHIHO JIJIs TOYaTKiBIiB. [Ipore,
MOTIPU 111 TPYAHOII, (DiHAHCOBI Pe3yJbTaTH 1HAI-PUHKY JEMOHCTPYIOTh MO3UTHUBHY
tenaeHuio. Ha pucynky 1.2 306paxkeno rpadik npuOyTKy 1HI1 irop Ha miaaTdopmi

Steam, 3 2014 o 2024 pokwu.

Steam Indie Games Full Game Revenue by Segment (Millions USD)?

S4.0Bn -
e | N
- [ | Middle Market

$2.0Bn
$1.5Bn
$1.0Bn
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Pucynok 1.2 — I'padix npubyTky iHai irop Ha matdopmi Steam [1]

B ymoBax, konu BeNluKi CTyli 4acTO JOTPUMYIOThCSI YCTaJICHUX (opMyJT AJis
3HM)KEHHSI PU3HKIB 1 MakcuMizalii npuOyTKy, HE3aleKHl PO3POOHUKH JO3BOJISIOTH
cobi Oinbiie TBOpuoi cBOOOMM. BoHM 31maTHI ekcriepuMeHTyBaTH 3 (opmaTtowm,
M0/IaYel0, TEMIIOM 1 MEXaHIKaMH, 4YacTO MOPYLIYIOUM TEMH, SIKI ITHOPYIOThCA Y
BEJIMKHX MPOEKTAX.

JIyist TpaBIIs 11€ 03HAYA€, HacaMIlepe]l, 1HAUBITYyIbHICTh — OUTBIIICTh 1HII-1TOP
MalOTh BUPKEHY aBTOPCHKY i71et0 a0 1HTOHAIII0, OCKUIBKUA CTBOPIOIOTHCS MaJIMMU
KOMaH/JaMH YM OKPEMHUMH PO3pOOHMKAaMU. 3aBISKHU LIbOMY B TaKHUX MPOEKTAX PIAKO
3yCTpiuaroThcs MIA0JOHHI pIIIEHHS YW TOBEpPXHEBAa pealizalis 3aayMmy. 3aMicThb
OopieHTaIlli HAa TPEHIU PUHKY UM KOPCTKI JEHJaiHHU, PO3POOHUKH MAIOTh 3MOTY

rMOIIe MpOMpaIoBaTh Ti1 ACMEKTH, AKI iM CIpaBil IIKaBl — CIOXKET, atMocdepy,
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HapaTuB, CTUJIICTUKY. lle yacTo pe3oHye 3 TpaBIsIMHU, Kl IIYKAIOTh HE TIIBKU
pO3Baru, a i 3aHypeHHs B /110 a00 OCOOUCTY 1CTOPIO.

KpimM TBOpUOi cBOOOIM, KOPHCTYBaUl MO3UTHUBHO CIPUHMAIOTh 1HAI-ITPH Yepes
JEMOKpPaTU4YHY MOJeNb AUCTpUOYIi Ta JOCTYMHOCTI. SIK TpaBWIIO, TakKi MPOEKTH
KOIITYIOTh 3HAYHO MEHIIIE, a 1HO/I1 — MOIITUPIOIOTHCS 32 YMOBHOIO 200 TOOPOBUIEHOIO
omaroro. Ile 3umkye pinancoBuit 6ap’ep BXomy ISl TPABIIB 1 BOJHOYAC 3MEHIITYE
OUIKYBaHHS, 10 YaCTO HAJMIPHO 3aBUIIYIOTHCA y BHUMAAKY 3 TYUYHUMH peli3aMu
BEJIMKUX CTyAi. Takox BapTO BIA3HAYUTH, IO 1HAI-ITPH, IK MPABHIO, MAIOTh HU3bKI
CUCTEMHI BUMOTH, IO PO3IIUPIOE ayJAUTOPIIO0 HABITH CEpE/ BIACHHUKIB 3aCTaplLIMX
a00 OI0KETHUX KOMIT FOTEPIB.

He MeHm BaxiauBOWO Juisi TpaBUIB € Oe3nocepedHs KOMYHIKalis 3
po3poOHuKamMu. [HI-pO3pOOHHKH, SIK MPABUIIO, BEAYTh BIAKPUTHI J1aJor 31 CBOEIO
ayJIUTOPI€I0: AKTUBHO BIANOBINAIOTh HA 3alUTAHHS, BPAaXOBYIOTh MOOAKaHHS,
pearytoTh Ha Oard Ta OHOBIIIOIOTH TPY Yy BIJAMOBIIF HAa KOHCTPYKTHUBHY KPHUTHKY.
Takuii piBeHb B3a€EMOJIT PIAKO 3yCTPIUAETHCA Y BEIUKUX KOMIIAHISIX 1 Ja€e
KOPUCTYBauy BIIUYTTS MPUHAIEKHOCTI J0 MPOEKTY, 3AyYEHOCTI y MpPOILEC HOro
po3Butky. lle cnopusie ¢GopMyBaHHIO CTIMKHUX CHUJIBHOT JIOBKOJIA 1rop, siKi
HNIATPUMYIOTh IPOAYKT HE JIMIIE Ha CTapTl, @ 1 y JOBITOCTPOKOBII MEPCIIEKTUBI.

CyTT€BOIO BIAMIHHICTIO 1HI-1MOp € TAKOXK MiAXiJ JO0 MOHETH3aIlli. Y GaraTtbox
HE3aJIKHUX MPOEKTAX BIJCYTHI BHYTPIIIHBOITPOBI MOKYMNKH, OOWOBI MPOMYCKH YU
arpecuBHa peksiama. ['paBellb OTpUMye€ 3aBepIICHUN TPOIYKT O0e3 HEeoOXITHOCTI
MOCTIMHO 3AIMCHIOBATH JIOJATKOBI TUIATEXI JJIsi TIOBHOLIIHHOTO KOPUCTYBaHHS
dbynkuionangom. Lle miaBuIye A0Bipy 10 TPHU, OCKIILKH KOPUCTYBAy YIIEBHEHHM, 110
BECh BMICT, 3a SIKWW BIH 3aIUIaTUB, BXKE JOCTYIHHMI 1 HE OOMEXEHUM H0JIaTKOBUMHU
TpaH3aKI[ISIMHU.

[Tormynsipuzaniii 1HAI-CLIEHW CHOpHUSi€ 1 aKTUBHE BUKOPUCTAHHS COIIaIbHUX
Mepex Ta MediamiatGopM. 3aBASKH  BiA€OOTrJIsgaM, CTPUMIHraM, KOPOTKUM
tpeitnepam 'y TikTok, YouTube um Reddit, He3amexHi pO3pOOHUKH MOXKYTh
NpOCyBaTU CBIM MPOAYKT O€3 BEIMKUX MApPKETUHIOBUX BUTpar. I[Hdopmaris

MONIUPIOETHCST BIPYCHO dYepe3 3allikaBJICHHX TpaBiliB, a cniuibHOTH B Discord a6o
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Telegram yacTo BUKOHYIOTh POJIb HEHOPMAIBLHOTO LIEHTPY 3BOPOTHOTO 3B’ 5I3Ky. Taka
npsiMa B3a€EMOJI1sI MK PO3POOHUKOM 1 KOPHUCTYBaue€M CTBOPIOE CEPEIOBUILIC JIOBIPH i
OIATPUMKH, Y SIKOMY HaBITh HEBEJIHKUN MPOEKT MOXE OTPUMATH TJI00aIbHE
OXOTUICHHS.

[HIIOI0 TNPUYMHOIO TOMYJAPHOCTI 1HAI-ITOp € yBara 10 KyJbTYpPHOTO,
COLIIaJIbHOTO YW E€MOIIMHOTO KOHTEKCTy. Toxai SIK KOMEpILiiHI MPOIYKTH PIiJIKO
BIIXOJIATh BiJl TeM O€3MEYHOr0 PO3BAXKAIHHOTO KOHTEHTY, HE3aJIEeKHI PO3POOKU
MOXXYTh TOPKATHCS TIWOIMMX TeM: 130JIAIii, BTPATH, IJEHTUYHOCTI YU ETHIHHX
BUOOpIB. ['paBIll Bce yacTilie cipuiMarOTh ITPU HE JIMIIE K CIIOCIO BIABOJIKTHUCS, a
aK 3aci0 peduiekcii, mMi3HAHHA YM HaBITh Tepamii — 1 caMe 1HAI-CIleHa 3JaTHa
32JI0BOJIBHUTH 110 OTPEOY.

Yce me ¢opmye meBHy AOBIpY M0 iHAI-cepenoBuina. HeszanexHi irpu He
3MararThCs 3 BEJIMKUMU CTyAIsIMU Yy rpadiil 4u o0csarax KOHTEHTY, ajieé BUTPAOTh Yy
IIUPOCTi, KPEaTUBHOCTI Ta MoBa3i 10 rpaBisg. CamMe TOMY 1HII-ITPU MPOJOBKYIOTh
3MIITHIOBATH CBOi MO3UINi y CBITI HU(PPOBUX PO3Bar, 3 KO)KHUM POKOM OXOIUTIOIOYU
BCE€ LIUPIY ayJUTOPIIO.

Irpu wa xmrant Counter-Strike Global Offensive, Battlefield, Squad,
Insurgency: Sandstorm, Hell Let Loose craim penpe3eHTaTUBHUMHE TPHKIAIaMH
BUBIPEHOro OajaHCy MK TEXHIYHMMH MOJKJIMBOCTSIMHU pYIIIiB, 0araropiBHEBOIO
TeHMITICHHOIO B3aEMOJIIEI0 Ta BUMOTaMHU cydacHOTro kopuctyBada [2]. Lle mo3Bosse
BUJIUIUTH Hale(PEKTUBHINII MEXaHIKH, MAXOAU IJisi JOCSITHEHHS BUCOKOTO PIBHS
JTUHAMIKH, OaJlaHCy TPH Ta 3aHYPEHHS I'PaBIls y BIpTyalbHE ToJie 0010, 110 CIIPHSIIO O
K 3aJTyYEHHIO TPaBIliB, TaK 1 CTAOLTLHOMY YTPUMAHHIO iX Y MEXKax Tpu.

OnHi€r0 3 KIIOYOBUX TIEpeBar MyTepiB 3 KOMaHIHOK B3aEMOJIIEI0 € TTOETHAHHS
1HIUBITyaTbHOI MaCTEPHOCTI Ta YITKO CTPYKTYpOBaHOI KOMaHIHO1 Irpu. Hampukman,
y cepii Battlefield me 3 waciB Battlefield 2 wiTko 3akpinieHo moain Ha KJacu:
HITYPMOBUK, MEAMWK, I1HXKeHep 1 cHahnep. KoxkeH 13 HHUX Mae YHIKaJIbHY
(GyHKIIOHATBHICTE: BiJi BIIHOBJIEHHS COIO3HHKIB JI0 PEMOHTY TEXHIKH YW HaJlaHHS
MIJITPUMKH Ha BEJIMKIM BijcTaHil. Taka MO/e/b CTUMYJIIOE TPaBLiB HE MPOCTO JIATH

1HIUBITyaIbHO, @ JIOTIOBHIOBATH OJIHE OJIHOTO, CTBOPIOIOYM KOMAaHJHY CHHEPTIIO.
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[Toni6uui miaxin miarpumyetbest B Hell Let Loose, ne okpemi kiacu MaroTh HaBITh
OOMEXEHHSI Ha KUIbKICTh — HANpPHUKJIAJ, JIMIIE OJHA pajiocTaHIlisl ado oOMexeHa
KUTBKICTh KyJIEMETHHUKIB Y B3BOAI. Lle He Tinbku OanaHcye redmIuieid, a il BUMarae
CTpaTET1YHOTO IJIAHYBAaHHSA Mepe] MOYaTKOM 0010.

[Hmmii mpukinan — Squad, sIkuii BiA3HAYAETHCS MIABUIIICHUM PIBHEM peali3My
Ta JeTami3allli KOMaHIHOTO YIpaBMiHHSA. Y I Tpi KOMaHIUPH MAlOTh JOCTYIT 0
YVHIKQJIbHUX 1HCTPYMEHTIB: PO3rOpPTaHHS TOYOK CIaBHY, Iepeaada paiio3B’si3Ky,
noOysoBa 00OpOHHUX YKpitieHb. KoopawHaris 3aiHCHIOETBCS Yepe3 TOJOCOBUN
3B’SI30K MIX JIiIepaMu MiIPO3/UTIB, IO IMITY€E CTPYKTYpPY CHPaBKHBOTO BIHCHKOBOTO
HiApo3aLTy. 3aBasku mbomMy Squad mMae HaWBHINMK piBEHb TJTMOMHU B OpraHizarii
KOMaH/IHO1 B3a€MO/IIi cepell YCIX CydacHUX LIyTEepiB.

OcoOmuBy yBary BapTo MNPUIAUIMTH TaKOX CHCTeMaM CTpUIbOU 1
NPULILTIOBAHHS, Kl CYTTEBO BIUIMBAaIOTh Ha KopucTyBalbkui mocBig. Y CS:GO
peanizoBaHO KOPCTKO KOHTPOJIbOBAHY CUCTEMY Bijiadi 30poi («recoil patternsy), sKy
NOTpiOHO BHUBYATHU M 3amaM’ATOBYBaTH, L0 HAaJa€ HaBUYKAM TpaBlsd CTPaTEridHOi
Baru. HatomicTs y Insurgency: Sandstorm BUKOpHUCTOBYETBCSI CUCTEMA, JI€ CTPLILOA
BEJIETHhCA 3 MIHIMAJIbHUM IHTEP(HEHCHUM HABAaHTAXEHHSM, a MPUIIUTIOBAHHS YacTo
0a3yeThCcsl HA MEXaHIYHUX MpULUIaX 0e3 MPUUIIBHOI CITKH, L0 3MYUIy€ TIpaBLs
pETENbHIIIE OLIIHIOBATH KOXEH MOcTpul. Taki pillleHHs CHPUSIIOTh TJIMOIIOMY
3aHYpEHHIO Ta (POPMYBAHHIO «TAKTUIHLHOTOY» CIIPUHHSATTS 0OTO.

He wmenm BaxiuBorw € ajamnraiisi 1HTepdehcy 10 YMOB 3MarajibHOro
cepenopumia. CS:GO, Hanpukiaa, Mae Haa3BudaiHo MiHiMamictuaauii HUD, sxwmii
dbokycyeThbcs NUIIe Ha HaWBaKJIMBIIIKM 1HQopMarli: Ooe3amnac, X, paxap, dac. Lle
JT03BOJISIE TPABIIEBl HE BIJIBOJIKATUCS 1 KOHIIEHTPYBATH yBary Ha revmruieid. Y Toi
yac sk y Battlefield intepdetic Oinpin HaCMYCHMI: BIH BKIIIOYAE€ MapKepH KIIACiB,
00’€KTH JIJIs1 B3a€EMO/I11, TOBIIOMJIEHHS TIPO TMOAIl B peaqbHOMY 4aci. [{e BunpaBmano
O1TBIIMM MacIITa0OM MOAIH 1 IIMPIIKUM JT1alla30HOM aKTUBHOCTEH.

Pa3zoM i3 TUM aHami3 Moka3ye 1 TUMOB1 HENOJIKH *KaHpy. O/HIE€I0 3 OCHOBHHUX
npo0seM 3aIMIIaeThes MiI0ip rpaBLiB: y 0aratbox irpax MaTdMeWKIHT HE BPAXOBY€

HE JIWIIE PIBEHb HABUYOK, a ¥ Oa)KaHWW CTWIb T'PH, IO MPU3BOJUTH O TUCOATAHCY
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a00 HeedeKTUBHOI KoMmaHJHOI auHaMiku. Hampuknan, B irpax 0e3 cucTeMu
roJIOCOBOI KOOpJiMHAallli a00 3 HEOOOB’SI3KOBUMHU POJISIMH YacTO BHHHUKAE XaocC, IO
HIKOJIUTh JOCBIY KOMaHAHOI B3aeMo/ii. Jl0JaTKOBO 3aroCTpIO€ CUTYAIll0 HU3bKUN
piBeHb Mojepallii y BOyJOBaHUX dYaTaX, IO CHpPUSE MOMMUPEHHIO TOKCUYHOI
MTOBEIHKH.

Cepen BaXJIMBUX KOHKYPEHTHHUX IIE€peBar Cy4aCHUX KOMaHJHHUX UIyTEpiB
MO>KHA BHJIUTUTU THYYKICTh Y HaJallITyBaHHI kKepyBaHHs, npuuuiis, HUD-enemeHTiB
Ta HaBITh 1HTEpPeiicy KoMaHa. Yl PO3TISIHYTI ITPY HAJAIOTh PI3HUM PIBEHb JOCTYILY
JI0 KacToMizallii, MpoTe YMM BUIIUH 1[el PIB€Hb — TUM 3pYYHIIIE TPABIIO aJaNTyBaTH
rpy Mij CBIM CTWJIb 1 TEXHIUHI MOXJIMBOCTI cucTeMu. Lle mae Ge3nocepenHiii BILUIMB
Ha KOM(DOPT 1 €PEKTUBHICTh TEUMILIEIO.

[TincymMoByrO4H, MOKHA 3a3HAYUTH, 1110 CYy4acHI KOMaH/H1 ITyTepH BiJ MEepIIoi
0ocoOU BIJIPI3HSIIOTBCS BHUCOKUM pIBHEM JeTaiizaimii OOMOBMX MeEXaHIK, a IiX
YCHIIIHICTh HA PHUHKY 3HAYHOIO MIPOI0 BU3HAYAETHCA OajaHCOM MK TJIMOMHOIO,
JTOCTYMHICTIO, 1HTEP(GEWCHOI JIOTIKOKO Ta CTAaOUIBHICTIO B OHJIANMH-PEKHUMI.
Peanizaiisi Takux €JIEMEHTIB, K YITKa POJbOBAa CHUCTEMA, TAKTUYHA KOOpPJWHALIS,
MOJAyJbHA apXITeKTypa MPUIUIIOBAHHS ¥ JAWMHAMIYHHKN 1HTepdeiic, NEeMOHCTpY€
e(eKTUBHUN TiAX1 A0 MOOYJOBHM KOMAaHJHOI B3a€MOJIl, SIKUA BapTO BPAaxXxOBYBaTH

IIPU CTBOPEHHI HOBUX MPOAYKTIB y LILOMY JKaHpi.

1.2 TlocTanoBKa 3aBAaHHs HA KBaJidikamiiiHy po6oTy 6akajaBpa

OcHOBHa MeTa LIbOTO MPOEKTY AOCIIKEHHS apXITEKTypU MYyJIbTUILICEpA Ta
CTBOpPEHHS TPU 3 J00pe TOB’SI3aHUMH MEXaHIKaMd Ui TPUEMHOTO TEUMILIEIO,
30Kpema:

—  TIIPOBECTH aHaJll3 Cy4aCHOTO CTaHy MpoOIemMu;

—  TMPOBECTH aHaII3 0COOIMBOCTEH irpoBOTO Xaupy FPS;

—  BuUOpaTu 3aco0u 1 METOIU JyIsl pO3pOOKH TPH;

—  [PaKTUYHO peajli3yBaTH rpy;

— IMPOBCCTHU TECTYBAHHA Ta HAJIArOIXKCHHS I'PH;
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—  pO3pOoOUTH MYJBTUIUICEPHY YACTHHY TPU;
—  po3poOuTH MEXaHI3MH 3aXUCTY TPU;

—  ONTHUMI3YBAaTU NPOAYKTUBHICTH IPH.

BucnoBkmu 10 po3aiay 1

Y mpoueci aHamizy TEHICHIM PO3BUTKY IrpoBOi IHAYCTpil Ta peamizarii
BJIACHOTO MPOTPAMHOI0 MPOEKTY OyJI0 OTPUMAHO HU3KY MPAKTUYHHUX 1 TEOPETUUHUX
BHCHOBKIB, IIO JIO3BOJISIIOTH Kpallle 3pO3yMITH OCOOJMBOCTI CTBOPEHHS 1HJI-1TOp,
30KpeMa MEpEKEBUX LIYTEPIB BIJ MEPILIOT OCOOHU.

[lepm 3a Bce, AOCHIPKEHHS MIATBEPAWIIO, IO HE3alleKHA PO3poOKa 1rop
ChOTOJHI € JOCTYIHOIO 3aBJSIKM BIJKPUTUM pYIUisM, HaBYAJIbHUM pecypcaMm Ta
IHCTpYMEHTAaM, OpPIEHTOBAaHUM Ha IIUPOKE KOJIO PO3pOOHHUKIB. PuHOK iHAI-IrOp
JIEMOHCTpY€E CTaOUIbHE 3pOCTaHHS SIK 3a KUTBKICTIO MTPOEKTIB, TaK 1 32 TOXOAaMHU.

[To-gpyre, nmpaktuuna peam3zamis rpu Global Unrest mokaszana BaXJIUBICTh
CTPYKTYpOBaHOIO MIAXOAY JAO apXITEeKTypu MyJbTHILIeepa. byna peanizoBaHa
KJIIEHT-cepBepHa Mozeib Ha ocHOBI Unity Netcode for GameObjects, mo no3Bonuna
3a0e3neunT 0a30BYy CHHXPOHI3alll0 TpaBLIB y pealbHOMY uaci, 0OpoOKy Moii,
JIOT1KY KOMaH/I, PO3TO/IiJI CIIaBHIB, TIepeaady KOOPAUHAT 1 BIATBOPECHHS IIH.

VY xomi pocnipkeHHs OyJliM TpOAaHaIi30BaHI TUIOBI Ypa3dUBOCTI, 3 SKUMHU
CTUKAIOTHCSI MYJBTUIUICEPHI ITPH, BKIIOYHO 3 MPOOJIEMaMy aBTOPUTETHOCTI KIIIEHTA,
0o0XiJ TepeBipOK, HABMHCHA 3aTpUMKa IIaKETIB Ta EKCIUTyaTallisi TMOMHJIOK
CUHXPOHI3allii.

[TincymoByroun, MoOXxHa 3a3Ha4yuTH, MO peamnizamis Global Unrest sk i1Hmi-
MIPOEKTY crana BAJKIIMBOIO ITPAKTUKOIO pPO3pOOKH MOBHOI[IHHO1
OaraTokopucTyBalbkoi Ipu. CTBOpEHUIN MPOTOTHUI MOXE CTAaTH OCHOBOIO SK JUJIS
MOJAJBIINX HABYAIBHUX PO3POOOK, TaK 1 JJISI TPOJOBKEHHS POOOTH HAaJ T'POI0 B
paMKax ocoOMCTOro 4 1HKyOaliiHOro npoekTy. OTpuMaHi 3HaHHS 1 JOCB1J MarOTh
BaromMe MPUKIAIHE 3HAYCHHS MJIs1 MOJAJIbIIOr0o MpodeciiiHOro po3BUTKY B Tally3i

1HTEPAKTUBHOTO MIPOTrPaMHOTr0 3a0€3MEeUYEHHSs, 1TOp Ta CUCTEM PEaIbHOro Yacy.
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PO3/11 2
CHELUAPIKALIS BAMOT JIO IT'PU B JKAHPI FPS

2.1 AnaJii3, BU3BHa4YeHHsI BUMOT 10 rpu B :kaHpi FPS

Ha mouaTtkoBoMy etari po60OTH BHHHKIA TOTpeda chopMyBaTH UITKUNA IUIaH
nojaBaHHs HeoOXimHux Juist Tpu B kaHpiB FPS (First-Person Shooter) mexanik. Lle
JTO3BOJISIE 30CEPEIUTUCS HA TOJIOBHUX IIJISIX, HE BUTPAYAIOUM PECYPCU HA IPYTOPSIHI
€JIEMEHTH, K1 MOXYTh OyTH J10J1aHl Ha OUTBII Mi3HHOMY eTami ad0 BIAKHHYTHUCH ITiJ1
qyac po3poOKHu.

['omoBHa BuUMoOra — peaniizailis MOBHOLIHHOTO MYJbTHIUICEPY, JI€ TpaBIll
MOXYTh OauWTH OJUH OJHOTO B pPEAJIbHOMY Yaci, IMEepeMIIATUCsA, CTPUIATH,
OTPUMYBATH WIKOJYy Ta B3a€EMOJIATH 3 cepeloBHIEM. (s 1mbporo rpa mHOBHHHA
3a0e3IeuyBaTh CUHXPOHI3AIlil0 TAKUX KOMITIOHEHTIB, SIK MO3UIIIT TPaBIlB, X aHIMaIii
Ta 1HII MOKA3HUKH.

[ToTpiOHO AaT 3MOTY TPaBII0 BUOMPATHU SAKUNCH 3 ITPOBUX CEPBEPIB a TAKOK
JaTH 3MOTY CTBOPIOBATH BJIACHWHN, HANIPUKIA AJS TpH 3 Apy3aMu. [Ipu nmpuennanui
JaBaTH BUOIp MPUETHAHHS JI0 OJHIET 3 KOMaH/, 0 OYAYTh BIJPI3HATHUCH Bi3yallbHO
Ta MaTH Pi3HI TOYKH CHaBHY Ha IrPOBI KapTi.

JUisi KOHLEHTpauli B3a€MOJIi TpaBLIB Ta MNPOBOKYBAHHIO KOMAaHIOI TI'pH
NOTPiIOHO JToAaTH IrpoBHUM pexuM. Hampukinan 3axoruieHHs] TOYOK ad0 CEKTOpIB, IO
OyAyTh 3HAXOAWTHUCh HA TIEBHMX YacTWHAX MamM. 3aJadeio TpaBIiB Oyne
YTPUMYBaHHS SIKOMOTA OUIBIIOI KUIBKOCTI IIMX TOYOK Ha MPOTA31 MaTdy JUIs
OTPUMYBAHHS OUYOK.

OcCKUIbKY Tpa IpeJICTaBIse 3 cede IIyTep, KPUTUYHO BAKIMBUM €JIEMEHTOM €
CUCTEMa CTPLILOM Ta B3aEMO/IIi 3 30po€ro. Y CBOIH Ipi s peanizyBaB HECTaHAAPTHUN
BUJ 1€ MexaHiku. Ha BigmiHy Bia OUIBIIOCTI 1rop, OCOOJMBO THX, SIKI HE
MOKJIAJAAI0ThCS Ha peati3M, JIe KyJl BWIITAIOTh MPSIMO 3 CEPEIMHU €KpaHy, y MOil Ipi
MOCTPLITA CTBOPIOIOTHCS 3 CTBOJIA 30pOi, IO BUKIMKATHME TIPOMIHB 13 KiHIIS CTBOJIA Y
HampsMKy — uunl.  Ilpy  momanblioMy — JOOMNpalfoBaHHI,  Takuid  Crocio

PO3CHHXPOHYBaHHS KaMepH TpaBIll Ta HOro 30poi, COpUATHME PIZHOMAHITTIO
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IrPOBHUX CHUTYyaIlill Ta OUIbIlIe IMEPCUBHOMY TreiMIuiero. Takoxk MoTpiOHO BpaxoBaTH
€JIEMEHT Bi3yallbHOro (i10€Ky JJIsl TpaBld y BUTJIAAI €PEeKTiB Bijgadi Ta 3BYKOBHX
CYTPOBOIIB.

BaxxnuBuMu € cTabiabHICTh, ONTHUMI30BAHICTh 1 3p0O3yMia JIOTiKa PO3POOKH
koxy. Mosi rpa Mae Ha MeTi OJHOYAaCHO BHKOPHUCTOBYBAaTH JOCTATHHO BEJIHUKY
KUTBKICTh MEXaHIK, MPH [bOMY 30epiraioyu irpa0enbHICTh Ha CIaOKUX MallMHAX a
TaKOXX MaTH 3pO3yMUIMNA, MIHIMATICTUYHUM KOJ, JUIS 3PYYHOCTI JIOJaBaHHS
OHOBJICHb. Hampukiag, KOpPHCTYIOUHCH BiIEOYpOKaMH pPI3HHUX TBOPIIB, OJHUM 3
HAHOUTBIIMX BUKIUKIB OyJI0 30€peKeHHs JIOTTYHOTO 3B’A3KYy MK CKpUIITAMH Ta iX
KOPEKTHOI B3aeMoJiii. 30yZj0BaHa MHOIO CHCTEMa, MOBUHHA J03BOJISATH J0AATH HOBI
TUIX 30pOi, rpaBLiB, 400 HaBITh HOBI ITPOB1 PEXKUMU 0€3 KapAUHAIBHOI epedyn0BU
apXITEKTYpH.

Po3podka Global Unrest — He nuie cipoba CTBOPUTH MOBHOLIIHHY MEPEKEBY
rpy, a ¥ TJIMOOKEe 3aHYpEHHS y TEXHIYHI OCOOJMBOCTI MYJIbTHIUIEEPHOI B3a€MOJII.
3amnaHoBaHI O peali3allii MEXaHIKM Ta CHCTEMHU J03BOJMIM 30CEPEIUTHCS Ha
dyHAaMEHTAIBHUX MNPUHIUIAX CHHXPOHI3alli, onTuUMi3zamii OOMIHY JaHUMHU Ta
CTPYKTYpl KJI€HT-CEPBEPHOI apXiTeKTypu. BUBUEHHS IMX AacHeKTiB Jaji0 3MOTY
Kpauie 3po3yMiTH, K OallaHCyBaTh MK NMPOAYKTHBHICTIO, TOUHICTIO NepeaaBaHHs
1H(popMarlii Ta cCTaOUIBHICTIO IPU B yMOBaX 3MIHHOI SIKOCTI MEPEKEBOI0 3’€IHAHHS.
Takum 4MHOM, 1€l MTPOEKT BUKOHYE SIK HaBYAJIbHY, TaK 1 JOCITIAHUIILKY (PYHKIIIIO,
3aKJajaoun 0aszy NS MOJAIbIINX €KCIIEPUMEHTIB 1 BAOCKOHAJICHHS.

VY xomi peamizaiii MpoekTy OyJIO OMpabOBAaHO HU3KY KIIOYOBUX ACIEKTIB,
30KkpeMa — Mmo0y/IoBa KIIIEHT-CEPBEPHOI apXITEKTypH, Oprasizailisi CHMHXpPOHi3aIlii
IpaBIliB, ONTUMI3allisl OOMIHY JaHUMH, CTBOPEHHS 0a30BUX IFPOBHX MEXaHIK 1
MonymiB B3aemojli. Oco0nMBYy yBary MpHUIIJIEHO 30€peKEHHI0 YHCTOI CTPYKTypHU
KOy, 110 3a0e3nedyye MaciiTabOBaHICTh 1 3PYUYHICTh MOJAIBIIOTO PO3IIUPEHHS
GbyHKIIOHATY.

BaxnuBy pons y rpi Biirpae caMme apXiTeKTypa KOIy: KOMITIOHEHTHa
CTPYKTYypa, YiTKE PO3/IJICHHS BIAMOBIJATLHOCTEH MDK KJacaMH Ta MOJIYJIBHICTh

CUCTEM JO3BOJIAIOTH JIETKO MacmiTadyBaTu rpy. Hampukian, MOXIUBICTH 10AaTH
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HOBI TUIH 30pOi 4K IrpoBl pekrMU 0€3 mepedy10BU 1ICHYIOUYOI JIOTIKH TOBOPUTH PO

XOpOIIly IPOEKTHY JOKYMEHTAIIII0 Ta TPAMOTHE CTPYKTYPYBaHHSI JIOT1KU TPH.

2.2 Bubip 3aco0iB i MeTOiB pO3po0KH rpu

HaitmonynsipHinm cepex He3anexHux po3poOHUKiB pymii — Unity, Unreal
Engine Tta Godot. KoxkeH 13 HUX Mae CBOi OCOOJIMBOCTI W TEXHIYHI MepeBaru, 1o
poOUTH iX NPUIATHUMH MJI I[IMPOKOTO CIEKTpa IMPOEKTIB — BiJl MOOUIBHUX
rOJIOBOJIOMOK JI0 MEpekKeBUX IIyTepiB 1 TpuBuMipHUX RPG.

Unity BHpPI3HSETBCS CBOEIO YHIBEPCAIBHICTIO, BEJIMKOI CHUIBHOTOIO Ta
IPOCTOTOKO 1HTEerpauii 30BHIMIHIX 1HCTpyMeHTIB [3]. IlepeBaramu Unity Takox €
3po3yMija apxiTeKTypa, THy4YKa CHCT€Ma KOMIIOHEHTIB Ta OaraTuil acOpTUMEHT
TOTOBHX PIllI€Hb, JOCTYNMHUX yepe3 Asset Store. Oco0amBo BaxIIMBUM € Te, mo Unity
HaJlae JOCTyn A0 Oi0MiOTeK Mg peaizallii MyJbTUIUICEpa — sIK 0a30BOTrO pIBHS
(manpukinan, Netcode for GameObjects), Tak 1 OUIBIN CKJIAJHUX PIIIEHb, TAKUX SIK
Photon, Mirror, a6o Fish-Networking [4]. Ile mae 3mory mpamoBatu 3
CHHXPOHI3aIli€  cra”iB, mnepenadero RPC-komaHju, Jar-koMreHcaiiero —Ta
aBTOPUTETHICTIO KJIIEHTA YU CepBeEpA.

Unreal Engine, 3 iHmoro 00Ky, MPOMOHY€E MOTYKHI Bi3yaJlbHI MOXJIMBOCTI Ta
BUCOKY MpPOAYKTUBHiCTh. Moro cucrema Blueprint mo3Bosie GymyBaTh JOTIKY IpH
0e3 HamWcaHHA KOXy, IIO0 OCOOJMBO KOPHCHO IS au3aiHepiB. s ckimagHux
MPOEKTIB —OCOOJIUBO THX, SIKI TOTPEOYIOTh PO3IMIMPEHOTO MEPEKEBOTO (QYHKITIOHATY
abo pobotu 3 BenmukuMu cBitamu. Unreal Engine BuaiIS€TbCs cepesl TOCTYIMHHUX
IIUPOKOMY 3arajly pyIIiiB, TUM IO WOTO BHUKOPUCTOBYIOTh HE JIMIIE TOOIWMHOKIB
po3poOHUKH abo 1HAI CTyAll a TakoX 1 JOCBIMYEHHI KOMAaHAW 3 BEITUKUMH
OromxeTamu [5].

Godot — pymriit 3 BIIKpUTHM KOJIOM, IO CTPIMKO HaOMpae MmomyJsspHOCTI [6].
Moro mepeBara — IIOBHA KOHTPOJIOBAHICTb, JIETKa Bara Ta MiATPUMKa 0araTboX MOB

nporpamyBaHHs, BkIr0o4HO 3 GDScript, C# 1 C++. 3aBasku niuensii MIT, Godot €



20

NpuBaOJIMBUM [IJI1 PO3POOHUKIB, SIKI IIYKalOTh MOBHY CB0OOOJY 0€3 MPHUB’SI3KH [0
YMOB JUCTpUOYIIi a00 300DiB.

MoBoro mporpamyBaHHs AJi peanizaiii jJoriku 0yno obpano C# [7]. Bona €
ocHoBHOWO it Unity 1 3a0e3nedye THYYKHM CHHTAKCUC, 00’ €KTHO-OpIEHTOBAHUIA
MiIXiA, a TaKoX MIATPUMKY JeneraTiB, momaii, BmactuBocterd Ta LINQ. 3aBmsaku
bOMY 3py4YHO OyIyBaTH CKJIaJHY JIOTIKY B3a€MOJii MK KOMIOHEHTaMH TpH, a
TaKOX MiATPUMYBATH YUCTY apXiTeKTypy komay. [IporpamyBaHHs 37iHiCHIOBAJIOCH Y
Visual Studio 2022 [8], mo Hagae MOTYXXHI MOKJIMBOCTI JJIsi aBTOJOTIOBHECHHS,
HaJIaropKeHHs, poOoTH 3 git, mpoduUTIoBaHHS PO YKTUBHOCTI TOIIIO.

Jlist peanizaiiii 6araToKOpUCTYBaIbKOTO pexxuMy Oyio obopano Netcode for
GameObjects — pitenns1, sike odiniiiHo miaTpUMyeThes Unity i CTBOPEHE CHEiaTbHO
JUIsL CUHXpOHI3aIlii 00’ekTiB y peanbHoMy yaci [9]. NGO no3Bossie po3poOHUKaM
nerko mpamroBatd 3 RPC-Buknukamu, NetworkVariable, kiieHT-cepBepHOIO
apXITEKTYpOIO0 Ta aBTOPUTETHICTIO. Y Tabmuui 2.1 momano nopiBHsAHHA NGO 3
IHITUMU TOMYJISIPHUMU 010J110TEKaMHu JIJIs1 MYJIbTUILIICEPA:

Tabmuug 2.1 — [HopiBusaaas NGO 3 iHIIMMH NONYJISPHUMHU 010J110TEKaMH 1Sl

MYJIbTHUILIEEPA
Kpurepiit NGO Photon Mirror
[TigTpumka Unity Odiniiina Tpets ctopona Tpets ctopoHa
CkanazHicth ocBoeHHs | Cepenns Jlerka Cepenns
Mopenb aproputety | CepBepHa [TepeBaXkHO KITIEHTCHKA CepBepHa
MacmraboBaHicTh Bucoka ObmerxeHa y Oe3KOIITOBHIN Bucoka
Bepcii
JlokyMeHTallis CucremaruzoBana | Jlyxe JetajibHa Cepenns
Jlintensisa MIT Komepuiitaa MIT

BpaxoByroun oTpumani pesyiabTaTH mopiBHAHHS, BuOip Netcode for
GameObjects s peanizaiii mepexxeBoi yactuHu rpu Global Unrest OyB 1isikom
oOrpynToBanuM. L{g Gi6mioTeka 3a0e3neuye cydacHUi, THYUYKHI TiAXig 10 T00y10BU
KIIIEHT-CEPBEPHOI B3aeMOAii B pamkax pymiis Unity, 1m0 103BOJSIE TMOBHICTIO
KOHTPOJIIFOBATH MpoLec OOMIHY JaHUMHU MK KJII€EHTAMU Ta CEPBEPOM.

Onniero 3 xmouoBux IepeBar NGO e rimboka iHTErpamisi 3 €KOCHCTEMOIO

Unity. Ile mo3Bonsie HampsiMy BHKOPUCTOBYBAaTH TaKi MOXIHUBOCTI  SIK
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NetworkBehaviour, NetworkObject, NetworkVariable, ServerRpc, ClientRpc 6e3
HEOOXTHOCTI ~ MIJAKIIOYEHHS CcTOpoHHIX SDK 4m  1mogaTKoBHX — 30BHINIHIX
iHcTpy™menTiB [10]. Hanpuxman, mist peanizariii CHHXpOHI3aIil Mo3uIIii rpaBms O0ysio
Bukopuctano NetworkTransform, sikuif 103BoJisse 0OMpaTH THUI PeIUTiKaIli (To3uIis,
oOepraHHs, MacmTa®), a TaKOX PEXKUM aBTOPUTETHOCTI — KOJM camMe CepBep
BHU3HAYAE, SIKI 3MIHU BBaXKAIOTHhCS ICTHHHUMH. lle mgae 3Mory yHUKHYTH THIIOBHX
MOMMJIOK, OB’ S3aHUX 13 KJIIIEHTCHKUMH YATAMU YU MEPEKEBUMHU KOH(DIIKTaAMH.

OcobmuBy yBary B peaiizaiiii Tpu OyJi0 NPHUAICHO apXiTeKTypi koxy. Bci
MEpEeKeBl BUKIMKH OyJIM BHHECEHI B OKpEMI KJAcH, IO BIANOBIAIOTH 3a JIOTIKY
CHUIKYBaHHS MDK KIIE€HTOM 1 cepBepoM. Takuil miAXiJ [A03BOJIMB YHUKHYTH
TyOJIFOBaHHS KOAY Ta MiJABUINMB MacIITa0OBaHICTh MpoekTy. Kpim Toro, 3aBasku
YITKOMY PO3/iJICHHIO 000B’S3KIB MK KJIIEHTCHKOIO JIOT1KOIO (YIPaBIiHHSA KaMepolo,
aHiMalisIMH, 1HTEeppeicoM) Ta CepBEpHOIO (PO3PaxyHOK IIKOAM, peecTpamis
nonajaHb, BU3HAYCHHS TIEPEMOXKIIS), 30epiraBcs YUCTUH 1 MATpUMYyBaHui kon. Lle
KPUTUYHO BAXJIUBO JJIA 1HAI-TIPOEKTY, SKUH MOXE HaJall 3MIHIOBaTHCS abo
PO3ILIMPIOBATUCS 3yCUJUISIMU JIUIIIE OJTHOTO YU KIJTBKOX PO3POOHHUKIB.

[actpyment Visual Studio 2022 Oyno o06paHO SK OCHOBHE CEpEIOBUIIE
po3po6ku. Moro migrpumka C#, HasBHicTh iHTerpanii 3 Unity (depes Unity Tools),
BIJIJIAarO/KEHHS Y peallbHOMY 4acl, 3py4yHa HaBiraiisi MK KiIacamH, BUKOPUCTAHHS
BKJIAJICHUX BIKOH Ta IHCTPYMEHTIB aHaJI3y MPOAYKTHBHOCTI 3HAYHO MPHUIIBUIIIINA
UK po3poOku Ta HamarojxkeHHs. OmHIE 3 0COOIMBO KOpUCHUX (QYHKIIN cTana
iHTerpamist 3 Git, ska [03BOJMJIA 3PYYHO KEpyBaTH BEpCISIMH, a TaKOX
BUKOPUCTOBYBATH TUIKYBaHHS MPHU PO3poO0Ill OKpeMUux (DyHKI[IOHATIBHUX OJIOKIB 0e3
PHU3HKY MOIIKOAUTH OCHOBHY JIOTIKY TPH.

JUis miABUILEHHS CTa0UIBHOCTI Ta THYYKOCTI OyJIo peasii3oBaHO CEpPBEPHY
BaJIIJIAIII0 KJIFOYOBUX JAiH: CTPLIBOU, EPEMIILICHHS, 3aX0IIeHHsT ToYoK. KoxkHa nis,
1HiL1OBaHa rpaBueM, HaacwiaeTbes y Burisiai RPC no cepsepa, saxuil nepesipse ii
Ha BIJMOBIHICTH 1 JIMIIE TICIS I[OIO PO3CHJIAE 3MIHM IHIIMM Kii€HTaM. Taka

apXITEKTypa J03BOJISIE 3a100IraTH BUKOPUCTAHHIO OTEHIIIHUX BPa3IuBOCTEH, IO €
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HAJ3BUYAaHO aKTyaJbHUM HaBITh /JIi HABYAJIbHMX MPOEKTIB, SIKI NependayaroTh
MO>KJIMBE BIAKPUTTS HOCTYMY 10 Koy a00 MyJbTUILIeEpa uepe3 [HTepHer.

OanuM 13 TEXHIYHO CKIAJHUX 3aBJaHb Oyla peamizallis NPULILTIOBAHHA 1
CTp1IBOM, 5IKI HE 0a3yIOThCS Ha TPATULIIMHINA MOJIEII «IIPOMEHS 3 LICHTPY KaMepn», a
BUXOJSTHh 3 TyJIBHOTO 3pi3y 30poi. Lle cTBoproe peaniCTUUHINTY CUCTEMY IIOTa/IaHb,
OTHaK MOTpeOye CKIAAHINIOI CHHXPOHI3AIl — OCKUTBKM TIOJIOKEHHS 30poi 1
HaIpsSMOK MOCTPUTy MOBHHHI TOYHO BIJIMOBIJIATH IMO3MINT TPABIlS B CBITI HA CepBeEPi.
Jlst iboro Oysi0 peari3oBaHO KOPEKINio cTpiipOu 3a momomoroto NetworkRaycast,
gKa OOpOOJIIETbCS BUKIIOYHO Ha CepBepl, 1 JIMINE ICIs I[bOTO pe3yibTaT
NepeIaeTbesl BCIM KIIIEHTaM JIJIsl BI3yaJIbHOTO BIATBOPEHHS €(EKTIB MOIMAaJaHHsS Ta
HAHECEHHSI IITKO/IH.

[Ile omguuM acmekToMm, SIKMil MOTpeOyBaB OKpeMoi yBaru, Oyia OmTHMIi3allis
oominy manumu. Mepexeni 3MiHHI (NetworkVariable) BukopucTtoByBasvcs Jiuiie
TaM, Jie HEeoOXiJIHa TMOCTiiiHa CHUHXpOHi3auid. JlJis oAHOpa30BUX MOJINA, TaKUX SK
cTpiibba abo 3MiHa cTaHy TpaBls (mepeMora, CMepTh), BUKOPHCTOBYBAIWCH
ServerRpc ta ClientRpc, 1m0 103BOJIMIO 3HAYHO CKOPOTUTH HABAaHTAXKEHHSI Ha
MPOIYCKHY 3/aTHICTb Mepexi. Jlo Toro >k, IJs 3MEHIIEHHS 00’eMmy Tpadiky
3aCTOCOBYBAJIMCh KOMIIAKTHI TUIH JJaHUX: byte abo bool 3amicTk int, a TakoK yMOBHa
nepeaaya (HampukJiia, OHOBJICHHS JIUIIE B pa3i 3MIHU CTaHy).

Cucrema cmaBHy TpaBIliB, peali3oBaHa Yy Tpi, TMpalOE HA OCHOBI
[EHTPAJII30BaHOTO KOHTpOJIEpa, SKUW PO3MOAUISIE TOYKH TMOSIBU BIAMOBIAHO [0
KoMaHau TpaBis. Lle 103Boisie YHUKHYTH KOHQIIKTIB Yy BHUMAJKaX OJHOYACHOTO
MpPUEIHAHHS KUTbKOX TpaBIiiB. [Ipu mpoMy peandizoBaHO pe3epBYBaHHS TOUYOK Ta
NepeBIpKy, UM JOCTYIHA JaHa no3ullisa (ToOTo 4M He 3aiimae 1i iHmwmii rpaBens). Cama
Jorika Oyna moOynoBaHa 3 ypaxyBaHHSIM MOXJIMBOCTI MacIITa0yBaHHS KapTH 1
30UIBIIICHHS KUIBKOCTI T'PaBIIiB.

Takoxx y rpi Oyyno peani3oBaHO ITPOBUN PEXKUM 3aXOIUICHHS TOYOK, SKUU
cuaxpoHizoBano Ha cepBepl [11]. CepBep ¢ikcye yac mepeOyBaHHS KOMaHI Yy
KOHTPOJIbHIM 30HI, HAPAXOBY€ OUKHU BIAMOBIAHO 10 KIIBKOCTI T'PaBIiB Ta 4YacCOBOIO

IHTEepBady W BIAMNPABISAE€ OHOBJICHHS KIl€HTaM. Takuil mMaxiJ JO3BOJIMB YHUKHYTH
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BIIMIHHOCTEH y MIJIpaxyHKy OaiiB MK KJII€EHTaMH, III0 KPUTUYHO JJISI 3MarajibHOTO
MYJIbTUILIEEPA.

OxpemMO BapTO 3rafaTu MpO peaizalliid aHaJITHYHUX 3aco0iB y pO3poOIl:
JIOTYBaHHSI MEPEXKEBUX OJI1H, CTBOPEHHS IPOCTUX 1HCTPYMEHTIB MOHITOPUHTY CTaHY
3’€IHaHHSA, 3aTPUMKH, BTPAT MAKETIB — yce LI JO3BOJISIO 11eHTHU(IKyBaTH MpodieMu
B MpOIleCi TECTYBaHHSA T'PU Ta MOKPAIIyBaTH SIKICTh MEPEXKEBOI B3a€MOJIi Ha eTarll
neoary.

3aranoMm, oOpaHUM CTEK TEXHOJOTIM TMoKazaB cebe Ak e(ekTUBHUI Ta
macitaboBanuii. Bukopuctanuss Unity y moemnanni 3 NGO ta Visual Studio
JI03BOJIMJIO PO3POOUTH MOBHOLIIHHUNA MEPEKEBUIM MPOTOTUI I'pH, KU BPAaXOBYE SIK
BUMOTU JI0 CHHXpOHI3allli, TaKk 1 JO0 apXITeKTYypHOi oOpraHizaiii MOpOeKTy. Yci
BUKOPHCTAaHI PIIICHHS BIJKPUBAIOTh MOXKIIMBICTD JI0 OJANBIIOTO PO3BUTKY I'PU — SIK
TEXHIYHO ([I0AaBaHHS HOBHX PEXKHMIB, TUIIB 30poi, pO3IMIMPEHHS KapTH), TaK 1
(GyHKLIOHATBHO (MIATPUMKA TOJOCOBOIO 4aTy, IHTErpamis 13 30BHIIIHIMU

wiatdpopmamu ad6o API, BpoBaiykeHHsI MOAYILHOT CUCTEMH 1HBEHTAPIO).

BucHoBkHM 10 po3ainy 2

VY npyroMmy posnauti KBanmidikaiiiHoi poOOoTH OyJio 3A1MCHEHO KOMIUJIEKCHE
OOTpYHTYBaHHSI BHUMOT JI0 MPOTPAMHOTO 3a0e3MeYeHHs Ta 3M1MCHEHO BHOIp
IHCTPYMEHTIB, TEXHOJOTd 1 apXITEKTypHHMX pIllIeHb, HEOOXIAHMX M peai3alii
(GYHKIIOHATFHOTO TMPOTOTUITY MYJIBTHIUIEEPHOT TPU 3 €JIEeMEHTAaMU KOMAaHIHOI
B3a€EMOJIII.

Ha erami gopmyBanHs BUMOT OYyJI0 BUSHAYEHO KJIFOYOBI MEXaHIKH, 1110 MalOTh
OyTu peasi3oBaHl B Tpil: CHMHXPOHI3aIlis pyXy Ta i TPaBIiB Yy peaJlbHOMY dYacl,
cucTteMa CTpianOu, BizyalnbHHM (PigOek, oOpoOKa MOIIKO/KEHb, JIOTIKA KOMaH/, a
TaKOX PEXHUM 3aXOTUICHHS TOUYOK.

Cepen pymiiiB 0yno oOpano Unity 3aBasiku MOTO YHIBEpCaTbHOCTI, BETUKIH
KUIBKOCT1 HaBYaJIbHUX MaTepianiB, miarpumul .NET/C# Ta rHy4kiii KOMIOHEHTHIN

moxeni. Jlms peamizamii MepexeBoi B3aeMoiii Oyno BukopuctaHo Netcode for
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GameObjects — odimiiine pimenns Big Unity, ske 3a0e3mneuye BUCOKHI piBEHb
iHTerpanii 3 ekocuctemoro pymis, marpumky RPC-uknukiB, NetworkVariable ta
THIIMX MEXaHI3MIB KJIIEHT-CEPBEPHOT CHHXPOH13a1lii.

CepenoBuinie po3pobku Visual Studio 2022 Oyno oOpaHo 3a paxyHOK
cTabuUTbHOI mMATpUMKH MOBU C#, MOTY)KHHMX IHCTPYMEHTIB IIJISl BIIJIAaTOJIKEHHS Ta
aBrojonoBHeHHs. Came 1€ J03BOJIMJIO ONTHMMI3yBaTH TIPOIEC PO3POOKH,
MIATPUMYBATH TIOPSIZIOK  y  KOJIOBIM 0a31 Ta e(EKTHBHO peali30oByBaTH HOBY
(GYHKIIIOHATBHICTB.

Takum umHOM, OOpanHmii crtek TexHomoriii — Unity, C#, Netcode for
GameObjects Tta Visual Studio — npoaemMoHCTpyBaB BHCOKY €(QEKTUBHICTH MJis
peamizaii muied npoekty. LI 1HCTpyMeHTH 3a0e€3leuyloTh HE JUIIE CTaOlIbHY
poboty rpH, aje ¥ i MacmTabOBaHICTh, MIATPUMYBAHICTh Ta IOTEHINAT IS

MTOAANBIIOTO PO3BUTKY.
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PO3/11 3
PO3POBKA I'PU «GLOBAL UNREST» B JKAHPI
BATATOKOPUCTYBAILILKOI'O IIYTEPA 3 BUKOPUCTAHHSIM UNITY

3.1 [IpakT4yHa peaJji3auis rpu

Y Mexax kBamidikauiifHoi poOoTu Oyno po3podiieH0 0araTOKOPHCTYBAIbKY
rpy Global Unrest — mrytep Bix mnepuioi ocoOu 3 KOMIIOHEHTaMU KOMAaHIHOI
B3aemoxii. ['paBmi 3maraloThcsi 3a KOHTPOJIb HaA JUITHKAMH Ha  Kapri,
BUKOPUCTOBYIOUM PI3HOMAHITHI KJacu MEPCOHaXiB Ta 030poeHHA. Jljis po3poOKku
3acTocoBaHo irpoBui pymriii Unity, skuii Hajgae HEOOX1AHI 3acO0M Il CTBOPEHHS
3D-irop, Ta MoBy mporpamyBanHa C# st peamizarii irpoBoi joriku. Mepexesa
B3aemolis 3abe3nedena 60i6mioTexoto Unity Netcode for GameObjects, a Takox
cepBicamu Unity Services (Lobby, Relay) nns opranizamii 1001 Ta ymnpaBiiHHS
3’enHaHHsIMU [12].

[IpoexT CTpyK CTypypOBaHO 3riiHO 31 cranaapTHowo Ay Unity opraHizaiii€ro,
AKa repeaoavae Taki OCHOBHI MAMKU:

1) Scripts — wmictuth C#-CKpUIITH, IO BIAMOBIAAIOTH 3a IrPOBY JIOTIKY,
yopasmiHHsg  rpaBisgMu (PlayerSettings.cs,  PlayerController.cs),  30poe€to
(SingleShotGun.cs), inTepdeiicom (GameMenu.cs, LobbyUl.cs) Ta irpoBuMH 30HaMu
(MapArea.cs, MapAreaCollider.cs);

2) Prefabs — micTuTh roToBi irpoBi 00’€KTH, TakKi SK MOJEJI TpaBIliB, 30pos
(SingleShotGun), edextn moctpiniB  (NetworkHitEffect) Ta Toukm cmaBHY
(SpawnPointManager);

3) Scenes — Bkirouae cueHu rpu: rojoBHe MeHro (MainMenuScene), 1001
(LobbyScene), Bubip mnepconaxa (CharacterSelectScene) Ta irpoBy KapTy
(GameScene);

4) Resources — MICTHTh CTaTW4HI peCypcH, Taki sk Tekctypu, 3D-moperi,

aHiMarii ta koudirypamiitai daiiau (Gunlnfo, WeaponLoadout);
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5) Ul — Bkimrouae enemeHTH iHTepdeiicy, Taki sk Canvas Il MEHIO, TEKCTOBI
noiist (TextMeshProUGUI) ansa BimoOpaskeHHs Goenpunacis 1 ciaiinepu (Slider) ans
IIPOrpecy 3aXOMJICHHS 30H.

OcHoBHa JIOTiKa TpU pealli3oBaHa 4epe3 KOMIIOHEHTHO-OPIEHTOBAHMM MiAX1]T
Unity, ge KoxeH IrpoBuii 0O0’€KT Mae Hablp CKPHUNTIB-KOMIIOHEHTIB, IO
BIJIMIOBIIAlOTh 3a #oro moBeminkKy. Hampuknan, ckpunt PlayerController.cs €
HEHTPAJIBHUM JIJIs1 YIIPABIIIHHS T'PaBIEeM, BKIIOYAIOUU PYX, MPULILTIOBAHHS, CTPLILOY
Ta B3aeMojito 31 30poeto. Ckpunt SingleShotGun.cs peanizye MexaHiKy CTpiLIbOH,
nepe3apsaKkd Ta Biagadl Ui OJUHOYHOTO Tuiy 30poi, a MapArea.cs 1
MapAreaCollider.cs BimoBiJat0Th 3a JIOTIKY 3aXOIJICHHS 30H Ha KapTi.

JIns CTBOpEHHSI NEpPCOHa*a BUKOPUCTAHO MOJENb 13 MIATPUMKOIO aHIMAIliil
yepe3 Animator 1 cuctemy Rigging, 1110 103B0JIsSI€ pealiCTUYHO CUHXPOHI3YBAaTU PyXHU
pyk 31 30poero. Ckpunt PlayerSettings.cs BiJimoBijiae 3a HaJlalITyBaHHS TPaBIIs, TaKl
K 1M’ 1 KOMaH/la, a TaKOX CTaH TPaBIl, SIKUM 3MIHIOEThCS 3aJI€KHO BiJ] TOTO YU
rpaBellb 3HAXOAUThCA B cTajii cmepTi. Ha pucynky 3.1 300pakeHO CTPYKTYpy

npedaly rpaBis Ta HOro KOMIIOHEHTH.

¥ PlayerGenS

® O %~ w oA 2v ® =~ 7 Tag Player ayer |Default
~

Transform
v Animator

Network Animator (Script)

v Network Transform

e

Rigidbody

v Capsule Collider

T+

v Network

|

v Player Settings (Script)

v Rig Builder

+ View Stabilizer (Script)

+ Item Transform Stabilizer (Script)
+ Ragdoll Activator (Script)

+ Hands Grip (Script)

i | | |

v Player Map Areas (Script)

DO OO D OO OO O OODO O
T+ O TR T T

[
-
e
B
=
P
B
e
B
B
]
B
]
B

T+

¥ Player Animator Handler (Script)

Pucynok 3.1 — IIpedab rpaBiis Ta HOro KOMIOHEHTH

KirouoBuM eneMeHTOM Ipu € MeXaHika 3aXOIUICHHS 30H, peajli3oBaHa uepes

ckpuntu  MapArea.cs 1 MapAreaCollider.cs. 3ona (MapArea) BiACTEXKYE
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MPUCYTHICTh TpaBIiB y Mexax komnaiaepa (MapAreaCollider) 1 3MiHIOE mporpec
3aXOIJIEHHSI 3aJIe)KHO BiJ KUIBKOCTI TpaBliB KOXHOI KoMmaHau. Ilporpec
BimoOpaxkaeThcs uepes inTepdeiic (MapAreasUIL.cs), skuii BUKOPUCTOBYE claiaepu
(Slider) nna xomang Team A 1 Team B. V mictunry 3.1 300paxeHo koj oOpoOKu

3aXOTUICHHS 30HHU B CKpunTi MapArea.cs.

Jlictunr 3.1 — Kog 06po0ku 3aX0IMIeHHS 30HU B CKpUIITI MapArea.cs

private void Update()
{

int teamACount
int teamBCount

0;
0;

foreach (MapAreaCollider mapAreaCollider in mapAreaColliderlList)

{
foreach (var player in mapAreaCollider.GetPlayerMapAreaslList())

{
int teamIndex =
player.GetComponent<PlayerSettings>().GetTeamIndex();
if (teamIndex == @) teamACount++;
else if (teamIndex == 1) teamBCount++;

}

int netTeamInfluence = teamACount - teamBCount;
float targetChange = netTeamInfluence * captureSpeed *
Time.deltaTime;

if ((netTeamInfluence > © && captureProgress < 1f) ||
(netTeamInfluence < © && captureProgress > -1f))

{
captureProgress = Mathf.Clamp(captureProgress + targetChange, -
1f, 1f);
}
}

KiHeI[b JIiCTUHTY 3.1

Mexanika cTpiipbu peanmizoBaHa uepe3 ckpuntT SingleShotGun.cs, skuii
NIATPUMY€E OAMHOYHI MOCTPUIM 3 ypaxXyBaHHSM OO€NpUNaciB, Mepe3apsaiku, Blaadl
Ta e(eKTiB BiiydaHHs. 30posi BUKOpUCTOBY€E Raycast jjist BuU3HaueHHs 11, a eheKTH
Binydanns (NetworkHitEffect.cs) cuaxponizytorbest Mixk kiaieHTamMu. CKPUNT TaKOXK

peanizye BigAady uepe3 3MillleHHdS mno3uiii 30poi (recoilOffset) Ta crTpuOku



28

(jumpOffset), o qoma€e peanmicTUYHOCTI. Y JCTUHTY 3.2 300pakaHoO KOJ CTpUIbOU B

ckpunTi SingleShotGun.cs.

Jlictunr 3.2 — Kog ctpins6u B ckpunTi SingleShotGun.cs

private void Shoot()

{

if (magazineCapacity <= 0)

{
if (ammoCapacity > © && !isReloading)
{

Reload();

}
return;

}

Debug.Log("Shoot fired");
Ray ray = new Ray(shootPoint.position, shootPoint.forward);

magazineCapacity -= 1;
if (magazineUI != null)
magazineUI.text = magazineCapacity.ToString();

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

{
Debug.Log("Shoot hit");

if (networkHitEffect != null)
networkHitEffect.PlayEffect(hit.point, hit.normal);
else if (hitEffectPrefab != null)
Destroy(Instantiate(hitEffectPrefab, hit.point,
Quaternion.LookRotation(hit.normal)), 2f);

if (hit.collider.TryGetComponent<NetworkObject>(out var
targetNetworkObject))
ApplyDamageServerRpc(targetNetworkObject,
((GunInfo)ItemInfo).damage);

}

ApplyRecoil();
ApplyJump(jumpForce);
ApplyKickback();

KIHEI[b JIICTHHTY 3.2

[aTepdeiic rpu po3pobaeHo 3 BukopuctanHsiM Ul-kommonentiB Unity, Takux

sk Canvas, Button 1 TextMeshProUGUI [13]. Ckpunt GameMenu.cs peaiizye irpose
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MEHIO, SIK€ JO03BOJISIE TPABISIM BiTHOBIIOBATH TIEPCOHAXKA, 3MIHIOBATH KOMaHAy YU
KJIac, moBepTaTucs B J1001 a00 BUXOAWTH 3 TPU. MEHIO aKTHUBYETHCS KIIABIIICIO
Escape i1 Bkimowae migMeHro st BuOopy komanmm (teamSelectMenu) Ta kmacy
(classSelectMenu). ¥V mictunry 3.3 300pakeHO KoOJ OOpOOKM MEHIO B CKPHUIITI

GameMenu.cs.

Jlictunr 3.3 — Kog 06poOku mento B ckpunti GameMenu.cs

changeClassButton.onClick.AddListener(() =>
{

gameMenu.SetActive(false);
classSelectMenu.SetActive(true);

1)

respawnButton.onClick.AddListener(() =>

{
playerSettings.Respawn();

GameMenuDeactivate();

})s

resumeButton.onClick.AddListener(() =>

{
1)

GameMenuDeactivate();

}

private void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))

{
bool isActive = gameMenu.activeSelf;
gameMenu.SetActive(!isActive);
Cursor.lockState = isActive ? CursorLockMode.Locked
CursorLockMode.None;
Cursor.visible = lisActive;

}

KiHeIb JIICTUHTY 3.3

Jns  ympaBmiHHA =~ KJIacaMH — MEPCOHAXIB ~ BHKOPUCTAHO CKPHIIT
PlayerController.cs, sikuii mo3Bonsic obuparu Mmixk kinacamu (Rifleman, Scout,

Machinegunner, Breacher) uepe3 macuB WeaponLoadout. Koxen xkmac wae
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yHIKaJIbHUWA HaOlp 30poi, Bu3HaueHuil y classltems. Ha pucynky 3.2 300paxkeHo

BUTJISI MEHIO BUOOPY KJIacy MepcoHaxa.

Machine

Breache
Sunner reacher

Rifleman Scout

Pucynox 3.2 — Bubip kimacy nmepcoHaxxka B MEHIO

Cucrema pyxy rpasis peanizoBana yepe3 PlayerController.cs, sikuit 06po6iisie
BBCJICHHS 3 KJIaBlaTypy Ta MUII IS TICPEMIIICHHSI, CTPUOKIB 1 TPUIILTFOBAHHS, a
TaKoXX Oepe ydacTb 1 BHUKIUKY CTpUIbOM, nepe3apsaakd Ta 1HmUX gi [14].
Hampuknan, mnpumimoBadHs, MmO BiAOyBaeTbCcs 3a JIOMOMOTOI 3arOTOBJICHUX
no3uiiii, 3BmuyaiiHoi Ta ADS(Aim Down Sights) wixkx skumu BigOyBaeThCs
TpaH@OpMyBaHHs 30pOi NMPU HATUCKAHHI KHONKHM NPULUIIOBaHHSA. Y jicTuHry 3.4

300pakeHO KoJ pyXy rpaBils B ckpunti PlayerController.cs.

Jlictunr 3.4 — Kox pyxy rpasus B ckpurti PlayerController.cs

[ServerRpc]
private void HandleMovementServerRpc(Vector3 moveDir)

{

networkTickRunner.Tick(() =>

{
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moveAmount = Vector3.SmoothDamp(moveAmount, moveDir *
(Input.GetKey(KeyCode.LeftShift) ? sprintSpeed : walkSpeed), ref
smoothMoveVelocity, smoothTime);

UpdateAnimationClientRpc(moveDir.magnitude);

}, Time.deltaTime);

}

private void FixedUpdate()
{

networkTickRunner.Tick(() =>

{

if (IsServer)

{
Vector3 newPosition = rb.position +
transform.TransformDirection(moveAmount) * Time.fixedDeltaTime;
rb.MovePosition(newPosition);
UpdatePositionClientRpc(newPosition);

}
}, Time.deltaTime);

KiHelb JicTUHTYy 3.4

Juis  crabumizamii  30poi Wiy yac  pyXy — BHUKOPHCTaHO  CKPUIT
ItemTransformStabilizer.cs Ta ViewStabilizer.cs, siki CHHXpOHI3y€e MO3UIIII0 30poi 3
pyXaMu TroJIOBU IEPCOHa)a, 3MEHILYIOUYH €()EeKT TPEMTIHHS Ta JOJIal0ud HEBEJIUKE
PO3CHHXPOHYBaHHA MK 00’€KTOM Kamepu 1 30poi, [jsi CTBOPEHHS OuIbLI
peamicuuHoi animarii. Ha pucynky 3.3 300paxkeno, sik ckpunt HandsGrip.cs
3a0e3nedye KOpPEKTHE TMO3MIIIOHYBaHHS pPyK TIEpCOHa)»a BIIHOCHO  30poi,

BUKOPUCTOBYIOUYM NOoYaTKOBI1 3MinieHHs (initialOffset).

Pucynoxk 3.3 — Crabunizalis pyk Ha 30poi
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Takum ymHOM, mpakTtuyHa peanizauis Global Unrest oxoruioe cTBOpeHHs
CKJIAJTHOI CUCTEMHU WIyTepa BiJ Mepiioi oco0M 3 MIATPUMKOI KOMAaHJHOI TpH,
3aXOIIEHHS 30H, BUOOPY KJaciB 1 peamicTuuHoi cTpiiasdu. Bukopuctanns Unity, C# 1
016mioTexkn Netcode T03BONMMIO CTBOPUTHU THYUYKY apXITEKTypy, sika 3abe3rneuye

IHTEpaKTUBHUM 1IrpOBUI TIPOIIEC 13 OaraTUM HaOOPOM MEXaHiK.

3.2 TecTyBaHHS Ta HAJIATO’KEHHS TPH

TecryBanns Ta HamaromkeHHs rpu  Global Unrest mnpoBomunmcs Ha
MEPCOHAILHOMY KOMIT I0Tepl 3 omepailiiiHoro cucremoro Windows 11, mporiecopom
AMD Ryzen 5 5500, 32 I'b onepatuBHoOi mam’sti Ta Bineokaptoro NVIDIA GeForce
RTX 3060. Hdna tecryBanHs BukopuctoByBaBcsi Unity Editor Bepcii 6000.0.3211,
SKUI JTO3BOJIAB 3allyCKaTh TPy B pEXuMi peanmpbHOoro dacy. CUMyIIOBaB KilbKa
KITIEHTIB 5, CTBOPIOIOYM OUIJ TpHU Ta 3allyCKAIOYM HOTO JCKiJIbKa pa3iB OJHOYACHO.
OCHOBHOIO METOI0 TeCcTyBaHHA Oyyio 3a0e3nedyeHHs CTaOUIbHOCTI I'pHU, KOPEKTHOI
pobotn MexaHik (pyX TpaBIlsi, CTpiib0a, 3axOIUIEHHS 30H, BUOIp kiaciB). Ha

pucyHky 3.4 300paxeHo BUTIsi TecToBoro cepenonuiina B Unity Editor.

LT

r
r
[ ]
r
©
-
o]

Pucynox 3.4 — TecroBe cepenosuie B Unity Editor
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Jlns TecTyBaHHS Ta HaJaroJPKEHHs 3aCTOCOBAaHO KIJbKa IMMAXOMIIB, SKi
JTIO3BOJIMJIA BUSIBUTH Ta YCYHYTH IMOMUJIKU B peai3allii rpu:

1) pyune TtectryBanHs. [lepeBipeHO OCHOBHI IrpoBi CIEHApii, BKIIOYAIOUU
ctBopeHHs: rpaBusg (PlayerSettings.cs), pyx 1 ctpuis0y (PlayerController.cs,
SingleShotGun.cs), 3axomnenns 30 (MapArea.cs, MapAreaCollider.cs), a Takox
B3aeMoiro 3 inTepdericom (GameMenu.cs, LobbyUl.cs);

2) noryBanHs. Bukopucrano ¢ynkuito Debug.Log() nmns BuBencHHS
iHpopManii Mmpo cTaH Tpu, NOMUIKA B CKpUINTaX 1 MepexeBi 3amuTu. Jloru
30epiramucs B koHcoii Unity Editor, o nonermryBasno anami3 npooiem. Hampuknazn,
y MapAreaCollider.cs noryBaHHS JOTMOMOTIJIO BiJICTEKUTHU BXOJDKCHHS TPAaBIB Yy
30HU;

3) npodimoBannsa. Jlns aHamizy MPOAYKTHBHOCTI BHKOPHCTAHO Mpodaiiiep
Unity, sKkuili [103BOJIMB BHUSBUTH BY3bKI MiClI B CKpUIITaX, TaKuX SK
PlayerController.cs (o6po6ka pyxy) ta SingleShotGun.cs (o6uncneHHs Bimmadi Ta
CTpLILON).

Haii 3pyunimmm ta TouHimmM OyB caMe METOJI JIOTYBaHHS, OCKITBKH KOPEKTHO
PO3TaBIISIOUM 3aMUTH HA TIOBIJOMJIEHHS B KOJII, MO’KHA KOHKPETHO 3PO3YMITH MiCIIe
B SKOMY KOJI HE BHUKOHYEThCS, a00 BHKOHYEThCS He KopekTHo.Ha pucynky 3.5
300paxxeHo koHconb Unity Editor i3 moramm Ta momepemkyBaHHAMH Tl dYac
TECTYBAHHS.

123:07:58] QosJob: send 10 34.19.21.101:7778 took Oms
UnityEngine.Debug:Log (object)
[23:07:58] QosJob: received 55 responses of 55/55 in 308ms waiting avg 6ms per response
UnityEngine.Debug:Log (object)
123:07:58] QosJob: took 323ms to process 11 servers
UnityEngine.Debug:Log (object)
[23:07:59] Got relay join code: DCRDQF
UnityEngine.Debug:Log (object)
[23:07:59] Host relay data set
UnityEngine.Debug:-Log (object)
123:07:59] [Netcode] StartHost
UnityEngine.Debug:Log (object)
[23:07:59] [Netcode] A ConnectionApproval caliback is defined but ConnectionApproval Is disabled, In order to use ConnectionApproval it has to be explicitly er\abi@.'jI
UnityEngine.Debug:LogWarning (object)

{23:07:59] [Netcode] Initialize

UnityEngine.Debug:Log (object) 1

[23:07:59] [Netcode] [Server-Side] Pending Client-0 connection approved!
UnityEngine.Debug-Log (object)

1
Q [23:07:58] There are 2 audio listeners in the scene. Please ensure there is always exactly one audio listener in the scene. 20

4

0 123:08:20] Shoot fired
UnityEngine.Debug:Log (object)

Pucynok 3.5 — Koncounp Unity Editor 13 joramu ta nonepeaxyBaHHSIMU Mij yac

TECTYBaHHS
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[Tin yac TecTtyBaHHs OyJ0 BHSBICHO HHU3KY TMOMWIOK, SIKI MOTpeOyBaIH
HAJIaroJKCHHS.

AcuHXpOoHHE BifoOpakeHHs1 OoenpumnaciB. Y ckpunti SingleShotGun.cs
3HaueHHd magazineCapacity 1 ammoCapacity He 3aBXIud OHOBIIOBAJIUCS B
iaTepdeiici (TextMeshProUGUI) uepe3 3arpumky imimiamizamii Ul-enementiB. VY
JictuHTy 3.5 300paKeHO, K TpodjemMy OyJo BHUPIMICHO MIISXOM JOJaBaHHS

kopytunu DelayedUISetup(), sika yekae, moku Ul-00’exTu OyayTh 3HANICHI.

Jlictunr 3.5 — Kop Bunpasienns iHimiamizamii Ul B ckpunti SingleShotGun.cs

private IEnumerator DelayedUISetup()

{
yield return new WaitUntil(() =>
GameObject.FindGameObjectWithTag("MagazineUI") != null);
yield return new WaitUntil(() =>
GameObject.FindGameObjectWithTag("AmmoUI") != null);

GameObject objByTag =
GameObject.FindGameObjectWithTag("MagazineUI");
magazineUI = objByTag.GetComponent<TextMeshProUGUI>();

GameObject objByTagl =
GameObject.FindGameObjectWithTag("AmmoUI");
ammoUI = objByTagl.GetComponent<TextMeshProUGUI>();

if (magazineUI != null)
magazineUI.text = magazineCapacity.ToString();
else
Debug.LogError("MagazineCapacity object found, but no
TextMeshProUGUI component attached.");
if (ammoUI != null)
ammoUI.text = ammoCapacity.ToString();
else
Debug.LogError("AmmoCapacity object found, but no
TextMeshProUGUI component attached.");

}

KiHellb JICTUHTY 3.5

Hekopexktne mno3umionyBanus 30poi. Y  PlayerController.cs mig 4ac
npuiitoBanss (Aim()) 30post (weaponRoot) 1HO1 3MililyBajacsi HEMPaBUIbLHO Yepe3

mBUAKI 3MiHK 1SAiming. [TpoGnemy BupimeHo nuiixom 30uTblIeHHS aimSpeed 1
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BUKOpHUCTaHHA Vector3.Lerp mjis miiaBHOTO mepexoay MK mosullisiMu adsPosition 1
owPosition.

[lomunkn 3axomiieHHa 30H. Y  MapArea.cs 1mporpec  3aXOIUICHHS
(captureProgress) iHOAI HE OHOBJIIOBaBCS, SKIINO TIPaBIl IIBHIKO BXOJWIH Ta
BUXOMWIN 13 30HU. Bussneno, mo mapAreaColliderList He 3aBXau KOPEKTHO
BiACTeXXKyBaja TpaBiiB. [lOMUIKY BHUOpPABIEHO NUIAXOM TEPEBIPKUA  CIHCKY
playerMapAreasList y MapAreaCollider.cs 1 g0omarkoBoro JIOryBaHHS ISt
IarHOCTHKH.

[Tin yac nHanamroByBanus IK pury s fMHaMiYHUX aHIMAIli TpUMaHHS 30poi
NepCOHaKEeM, BHUSIBACh MPOOJIeMa, KOJIM PYKH TPaBIlsi CTaBaId B MOTPIOHY TMO3MIIIIO
MiCs CIIAaBHY ajie He CIIIyBaliu 3a 30pO€r0 M 9ac Biagadi, mpoOeMy CIOYaTKy
OyJI0 BUPIIIEHO 3a JOTIOMOTOI0 Mepe30upaHHs piry KOKeH KaJip. AJie 1€ BUPIIIECHHS
MIPU3BEIIO 0 IIe OLTBITNX MpoOJIeM, Yepe3 IeKiTbKa CeKYH T rpa TOYWHAala BUMaraTu
Bce OUTBIIIE pecypciB a HE BIOB31 1 30BCIM mepecTaBaia mnpaioBaT. [Ipobiaemy Oyio
J1arHOCTOBaHO 3a jgomnomoroto Profiler 300pakeHoMy Ha puCyHKY 3.6, HA HBOMY
YiTKO BHJIHO TIKH HaBaHTa)KCHHs, Ta MOXKHA JII3HATHCH SIKUH KOHKPETHO KOMITOHCHT

CIIPUYMHSIE 3aTPUMKHU B 00pOOIIi KajpiB.

M Frame 236 Clear on Play rofile Call Stacks -

rbageCollector
= VSync
Global lllumination

Timeline ive CPU:560.07ms GPU:—-ms
i it 19ms n 1 i |
Main Thread PlayerLoop (4.15ms) EditorLo
edUpdate.ScriptRunDelayedFixedFrameRate (3.101
CoroutinesDelayedCalls (3.10ms)
stroy (0.871 Destroy (2.43ms)
aur.OnDest raData.OnDe

Render Thread G WaltF snds i Oms) RenderLoop (555.62ms)

Pucynox 3.6 — Ilpodaiinep Unity nij yac aHasizy IpoyKTUBHOCTI
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B kinIi s Bijg’enHaB 00’€KTH 3a sIKI TPUMAIOTHCS PYKH MEPCOHAXKY B OKpEMY
lepapxil0 Ta 3a JOMOMOTIOI0 CKPHUIITY IO4YaB IepeaaBaTH MOTPiOHI KOOpJAMHATH Ha
psaMYy, 10 BUMIPABUIIO aHIMAIIIIO Ta HE CIIOKUBAJIO 0araTo pecypciB KOMIT I0Tepa

Jlns mepeBipku iHTEepdecy MPOBOAMIOCS TECTYBaHHS HA PI3HUX PO3AUTBHUX
smatHOCTAX (1920x1080, 2560x1440, 1280x720), mo6 3abe3nedynTH aganTHBHICTH
enemenTiB Ul (GameMenu.cs, LobbyUl.cs). BusiBneno mpobGiemy 3 HakiaaJaHHSIM
kHomok y LobbyCreateUl.cs Ha HU3BKUX PO3TIIBHUX 3AATHOCTSX, SIKYy BHPIIICHO
nusixoM HamamtyBanHa Canvas Scaler my1s macmraOyBaHHS BITHOCHO €KpaHa.

TectyBanHs aHiMarliii mpoBoauiocs g ckpuntiB PlayerAnimatorHandler.cs 1
RagdollActivator.cs. BusiBneno, mio animamis nepesapsaku (IsReloading) 'y
SingleShotGun.cs nmporpaBanack He KOPEKTHO y 3B’SI3KY 3 MPUB’SI3KOI0 PYK TI'PaBIII
no 360poi 3a gomomororw leftHandConstraint Tta rightHandConstraint. [IpoOGnemy
BUPILIEHO NUIIXOM JoAaBaHHs ckpunta PlayerAnimatorHandler.cs, mo 3miHtoe Bary
KOHCTpEeUHTY JiBO1 pyku g0 0 Ha yac mepeszapsaku. Ha pucynky 3.7 300paxkeHO

BUTJIS aHIMaIliT mepe3apsaaKky i yac TectyBanns y Unity Editor.

Pucynok 3.7 — TectyBanHs a"imarii nepe3apsaku B Unity Editor

JIiist nepeBipky cTaOUILHOCTI TPU IPOBOJMWINCH TpHUBaii TeCTH (10 30 XBUIIUH)
y GameScene i3 cumynsuiero kinbkox kiieHTiB y Unity Editor. Ilepesipeno
KOpeKTHICTh podotu SpawnPointManager.cs A cnaBHy I'paBliiB, a TaK0XX 00pOOKy

BUKJTIOUHUX CHUTYaIlll, TAKUX SK TTOMUJIKOBE BBEJACHHS HA3BW JIOO1 YW BHXI1J TpaBIIs
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nig 4vac rpu. Jloru (Debug.LogError) y GamelLobby.cs mornoMoriv BHSBUTH
nomunku Unity Services, Hampukiaa, HeBaam 3anutu 10 RelayService, ski
oOpoOmsiucs uepes try-catch 6moku [15].

VYci KpUTHYHI TOMUIJIKH, Taki K 3001 Tpu 4d HEKOpekTHEe BigoOpaxkenHs Ul,
Oynu BHIIpaBICHI 110 3aBEPIICHHS pO3pOoOKW. TecTyBaHHS Ta HAJIaroHKEHHS
3abe3neumsio ctabinpHy poboTy Global Unrest i3 KOpeKTHOIO peani3aiicro OCHOBHUX
MeXaHiK, 1HTepdeiicy Ta aHiMaIliid, 10 MIATBEPKYE€ TOTOBHICTb TpU [0

BUKOPHUCTAaHHA B pCAJIbHUX YMOBaX.

3.3 Po3poOka MyJIbTHILICEHOI CHHXPOHI3aWil rpu

MynbrumieepHa cunxponizamiss rpu  Global Unrest peanizoBana 3
BukopuctanHaMm 010miorekn Unity Netcode for GameObjects, sika 3abe3rneuye
KJIIEHT-CEPBEPHY apXITEKTYpy JMAJIsI CHHXPOHI3allil IrpoBUX 00’€KTIB, AiH TpaBIiB 1
ctaHy rpu. Jlus ympaBiaiHHS MIAKITIOYEHHSMUA TPaBIiB, CTBOPEHHsS J0O1 Ta
MapuipyTH3alii MepexxeBoro tpadiky Bukopuctano Unity Services, 30Kpema MOJIyJi
Lobby, Relay 1 Authentication. Ile m03BOIMIO CTBOPUTH  CTaOLILHUIMA
MYJIBTUIUICEPHUI PEXUM, Yy SKOMY J0 32 TIpaBUiB MOXYTb OpaTh ydacTb Y
KOMaHJHUX 005X, 3aXOIUTIOBATH 30HU Ta 0OMPATH Pi3HI KJIaCH IEPCOHAXKIB.

OcHoBHa JOTiKa MYyJbTUIUICEpA 30cepemkeHa B ckpuntax GameLobby.cs,
GameMultiplayer.cs, PlayerSettings.cs, PlayerController.cs Ta NetworkHitEffect.cs.
Ckpunt GamelLobby.cs BimoBija€ 3a CTBOPEHHS Ta YIIPaBIIHHS JI001, TIKITIOUEHHS
rpaBIiB 1 HajmamTyBaHHs cepBepa uepe3 Unity Relay. Ckpunt GameMultiplayer.cs
Kepye MiAKIIOYEHHSIM KJIE€HTIB, CHHXpOHI3alli€o ganux rpasiiB 1 NetworkManager,
a PlayerSettings.cs 1 PlayerController.cs 3a0e3nedyioTb CHHXPOHI3AIIO CTaHy
MEPCOHAXKA, BKIIIOUAIOYH MO3UIIII0, KOMaHIY Ta Al (CTpuIb0a, MepeMillieHHs).

JInst iHimiamsamnii MyJbTHILUIEEPHOTO PEXKUMY BHUKOPHUCTOBYETHCS aHOHIMHA
aropmsartiss 4yepe3 UnityAuthenticationService.Instance.SignlnAnonymouslyAsync
y GameLobby.cs [16]. Ile m03Bojsi€ rpaBUsIM MIBUAKO MIAKJIIOYATUCA 10 Tpu 0e3

CTBOpEHHsI 00iKOBUX 3anuciB. Ilicims aBTopm3arlli rpaBeib MOXE CTBOPUTU J0OO1
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(CreateLobby) a6o mnpueanatuca g0 icHyrodoro (JoinWithld, QuickJoin),
BukopucroBytoun Unity Lobby Service. ¥ nomarky b 300paxkeHO KOJ CTBOpPEHHS
710061 B ckpunti GameLobby.cs

Unity Relay BUKOpUCTOBYETBCS JJIsl MAPUIPYTU3aLlli MEpEkKEBOro Tpadiky, 1o
03BOJIsIE YHUKHYTH TipoOiem 13 NAT 1 3a0e3meunTd cTabuThbHE 3’ €IHAHHS MIXK
kiientamu. Y GameLobby.cs meton AllocateRelay cTBoproe posmomin cepBepa, a
GetRelayJoinCode renepye koa mOpuUeTHAHHS, SKUH TEpENaeThbCs KIIEHTAM uepes
nani 51061 (KEY RELAY JOIN CODE). KiieHTH nigkmo4aloThcs 0 cepBepa
yepes JoinRelay i1 HanamroByroTs Unity Transport 11t mepenadi 1aHux.

CunxpoHizallis CTaHy TpaBIliB peanizoBana uepe3 NetworkVariable vy
PlayerSettings.cs. Hanpuknan, networkPlayerName 1 ownerTeamld cuaxpoHi3yI0Th
IM’s TpaBIlA Ta 1HACKC KOMAaHAM MK KIIIEHTaMHU. 3MIHU IIUX 3MIHHUX O0OpOOJISIOTHCS
yepe3 mnoaii  OnValueChanged, 1m0 3a0e3nedye OHOBIECHHS iHTepdelcy
(TextMeshProUGUI nnst imeni) 1 mopemi rpaBus (SkinnedMeshRenderer mpins

KOJIbOPY KOMaH/IN).

Jlictunr 3.7 — Kox cunxpoHizariii iHaekcy komanau rpasis PlayerSettings.cs

[ServerRpc(RequireOwnership = false)]
private void SetTeamServerRpc(int teamIndex)

{
Debug.Log($"[Server] Changing team to {teamIndex} for player
{OwnerClientId}");

ownerTeamId.Value = teamIndex;
UpdateTeam(teamIndex);
Respawn();

KIHEI[b JIICTHHTY 3.7

JIist cuHXpoHi3amii Aifl TpaBIl, TaKUX SK PyX 1 CTpUIb0a, BUKOPUCTAHO
ServerRpc 1 ClientRpc y PlayerController.cs 1 SingleShotGun.cs. Hanmpuknan, y
PlayerController.cs metonq HandleMovementServerRpc o6po6iisie pyx Ha cepsepi, a

UpdatePositionClientRpc onoBmtoe mosuitiro Ha kimieHTax. Y SingleShotGun.cs
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Meton ApplyDamageServerRpc 3actocoBye mikoay a0 I, 3a0e3neduyroud, M0
YIIKOKEHHS 00POOJISIOTHCA JIMIIE Ha CepBepi.

Edextu crpinsbu  cunxponizytotbes uepe3  NetworkHitEffect.cs, ne
PlayEffectServerRpc 1 PlayEffectClientRpc 3a6e3neuyiors BinoOpakeHHsS e(eKTiB
BinydanHns (hitEffectPrefab) na Bcix xmienTax. lle no3Bomnsie yHUKHYTH po301>KHOCTEH
y BI3yalbHOMY BiOOpakeHHI moCTpuliB. Y JicTUHTY 3.8 300pakeHO Ko

CUHXPOHI3alii edeKTiB nomnaaands Kyiab B ckpunti NetworkHitEffect.cs.

Jlictunr 3.8 — Ko cunxpoHizaiiii eeKTiB MonajgaHHs KyJjab B CKPHUIITI

NetworkHitEffect.cs

public void PlayEffect(Vector3 position, Vector3 normal)
{

SpawnEffect(position, normal);

if (IsServer)

{
PlayEffectClientRpc(position, normal);
}
else if (IsOwner)
{
PlayEffectServerRpc(position, normal);
}
}
[ServerRpc]

private void PlayEffectServerRpc(Vector3 position, Vector3 normal)

{
}

[ClientRpc]
private void PlayEffectClientRpc(Vector3 position, Vector3 normal)
{

PlayEffectClientRpc(position, normal);

if (!IsOwner)
{

}

SpawnEffect(position, normal);

KIHEI[b JIICTUHTY 3.8
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Jlns ynpapiiHHS MAKIIOYEeHHIMH TpaBiiB y GameMultiplayer.cs pearnizoBaHo
ConnectionApprovalCallback, sikuil mnepeBipsie, Ui HE TMEPEBUILECHO JIMIT TPaBIIiB
(MAX PLAYER AMOUNT = 32) i yu rpa mie He moyanacs, KOoJ poOOTH IHX
bynkui 300paxeno B jgictuHry 3.9. Cnmcok rpasiiB (playerDataNetworkList)
CUHXpOHI3yeThcs uepe3 NetworkList, 1o g03BoJISIE BiICTEKYBaTH ITiIKJIFOYCHHS Ta

BIJIKJTFOYEHHS! KJIIEHTIB.

Jlictunr 3.9 — Kox nepeipku miakmodeHHs B ckpunti GameMultiplayer.cs

private void
NetworkManager_ConnectionApprovalCallback(NetworkManager.ConnectionApprov
alRequest connectionApprovalRequest,
NetworkManager.ConnectionApprovalResponse connectionApprovalResponse)
{
if (SceneManager.GetActiveScene().name !=
Loader.Scene.CharacterSelectScene.ToString())

{
connectionApprovalResponse.Approved = false;
connectionApprovalResponse.Reason = "Game has already
started”;
return;
}

if (NetworkManager.Singleton.ConnectedClientsIds.Count >=
MAX_PLAYER_AMOUNT)

{
connectionApprovalResponse.Approved = false;
connectionApprovalResponse.Reason = "Game is full";
return;

}

connectionApprovalResponse.Approved = true;

KiHellb JicTUHTY 3.9

Jlna onTuMizamii mMepexeBoro Tpadiky Bukopuctano TICKRunner.cs, skuit
00MEKy€e 4aCTOTy MEpPEKEBHX OHOBJICHB 110 64 pa3iB Ha cekyHay (tickInterval = 1f /
64f). Ile 3MeHIIIye HAaBAaHTAXKCHHS HA CEPBEP 1 KIIIEHTIB, 30epiratoyu MIaBHICTh TPH.
VY PlayerController.cs i SingleShotGun.cs Buxopucrtano networkTickRunner. Tick st
MepiIOANYHOrO OHOBJICHHS TMO3MIII1, poTamii Ta nii. IrpoBa ciieHa 3 MiAKIIOYEHUMHU

TpaBIsIMU 300pa’keHa Ha PUCYHKY 3.8.
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Pucynok 3.8 — IrpoBa clieHa 3 miakJIF0YeHUMHU TPaBLSIMU

Ckpunt RagdollActivator.CS cHMHXpOHI3y€ aKTHBAIlilO/I€aKTHBAIII0 PErAOJLI
gepe3 ServerRpc i ClientRpc, 3abesnedyrodun KOpEeKTHE BiIOOpaKEHHS CMEpPTi
NEPCOHAXKAa Ha BCIX KIIEHTAX, ajie IPU LIbOMY, OCKUIBKM BIH HE € KpUTUYHUM IS
reiimMIuiee, a CIyrye JIMIIE Bi3yalbHUM €(PEKTOM, OOUUCITIOETHCS OKPEMO Y KOKHOTO
rpaBls, L0 MOXE MPU3BECTH JI0 PI3HUX pPE3yJbTaTiB ajie MpU IbOMYy 30epirae
MepexxeBui Tpadik st OUTbIn BaxuMBUX oOuucieHb. Burmsg Ragdoll cranmy y

PI3HUX I'PABIIB 300payKEHO HA PUCYHKY 3.9.

Pucynoxk 3.9 — Pi3nuii Burnsg Ragdoll y nBox rpaiis
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Takum unHOM, MysbTHILIeepHA yacTuHa Global Unrest 3abe3neuye crabinbHe
MIJKII0YEHHS A0 32 TpaBIliB, CHHXPOHI3AIlll0 CTaHy TpH, Ok 1 e€eKTiB, a TaKOX
ynpamninHs 7001 yepe3 Unity Services. Bukopucranus Netcode for GameObjects 1
Relay mo3BoMMI0 CTBOPUTH HANIWHY KIIE€HT-CEPBEPHY apXiTEKTYypy IJIsT KOMaHIHOTO

IryTepa.

3.4 Po3po0uTH MeXaHi3MHU 3aXUCTY I'PH

3axuct rpu  Global Unrest 3ocepemkeHnii Ha 3a0e3leueHH] Oe3NeKH
MEpEeXXEeBUX 3’ €JIHaHb, 3aXUCTI BiJl HECAHKI[IOHOBAHOT'O JIOCTYITY JO IFPOBHX JaHUX 1
N, a TaKOX 3arno0iraHHl HECAHKLIOHOBAHUM 3MIHAM, TAKUM SIK BUKOPHCTOBYBAHHSI
yuTiB. OCKUIBKM Tpa € MYJbTUIUICEPHUM IIyTEpOM BiJ TEpPIIOi OCOOH, SKUN
BUKOPHUCTOBYE KIIIEHT-CEPBEPHY apXITEKTypy, OCOOJIMBA yBara mpujijieHa Oe3reri
MEpEeXKEeBO1 B3a€MO/IIT Ta IITICHOCTI IrpOBOr0 MPOLIECY.

JIJist 3aXUCTy MEPEKEBUX 3’ €JHAHb MK KJIIEHTAMHU Ta CEPBEPOM BHUKOPUCTAHO
Unity Relay Service, skuii 3a0e3neuye mupyBaHHS JaHUX 34 JAOIOMOTOIO
nporokoiny DTLS (Datagram Transport Layer Security). DTLS BukopuctoByeTbest B
UnityTransport (GameLobby.cs) nns mepemaui nanux uepe3 Relay-cepsep, 110
rapantye KOH(QIIEHIINHICTD 1 3aXUCT BiJl MEPEXOIJICHHSI MEpEeXeBUX MakeTiB. Relay
TakoX Bupiinye npoosemMu NAT-TpaHcmsIii, 3SMEHIITYIOUH PU3HK aTak, OB’ sI3aHUX 13
npsMUM JocTynom o [P-aapec Kili€HTIB.

Y ckpunti GamelLobby.cs aBropuzaiiis TpaBIliB 3AIMCHIOETBCS Yepe3
UnityAuthenticationService.Instance.SignInAnonymouslyAsync, 110 reHepye
yHikanbHui igeHTudikatop (Playerld) nns koxknHoro rpasisg. Xowya aHOHIMHA
aBTOpU3AIlisl CIIPOIIYE ITAKIIOYCHHS, BOHA JIOMOBHEHA MEPEBIPKOIO MPaB JOCTYITY B
GameMultiplayer.cs  uepe3  ConnectionApprovalCallback, mo  oOmexye
nigmrodeHHs g0 32 rpaBuiB (MAX PLAYER AMOUNT) 1 6nokye crpobu
MPUETHATUCS TTICIIS TIOYATKY TPH.

JIIst  3aXUCTy BiJl HECAHKIIIOHOBAHMX MEPESKEBUX KOMaH]] BHUKOPHUCTAHO

atpuOyT RequireOwnership y ServerRpc mertomax, takux sk SetTeamServerRpc y



43

PlayerSettings.cs a6o ApplyDamageServerRpc y SingleShotGun.cs [17]. lle
rapaHTye, IO JIMIIE BJIAaCHUK 00’e€kTa (TpaBellb) MOXKE BHUKOHYBAaTH TIEBHI ii,
HAIMPUKJIa], 3MIHY KOMaHAW Y¥ HAHECEHHS IIKOJW, 3amo0Iraloyd MaHIMYJIAIisSM 3
OOKY 1HIIIMX KJII€HTIB.

Jna 3axucty Binm DoS-atak BuUKOpHCTaHO OOMEKEHHS YacTOTH MEPEXKEBUX
oHoBieHb uepe3 TickRunner.cs, sikuif BCTaHOBIIOE 1HTEpBal OHOBIEHHS 1/64
cekyHnu (tickInterval = 1f/ 64f). 1le 3MeHIIIye HaBaHTa)XKEHHS Ha cepBep 1 3amodirae
HaJMIpHUM 3anuTam Bif kiieHTiB. Kpim Toro, Unity Relay mae BOyoBani MmexaHizmMu
oOMekeHHs TpadiKy, K1 OJOKYIOTh Mi03pLIl 3aIUTH.

JIns 3aXMCTy BiJi MaHIMYJIAIIA 13 KIIEHTCHKUMHU JTAaHUMH, TaKUMU SK TTO3UIIISA
YW IIKOJIa, KJIIOYOBI OOYMCIIEHHS BUKOHYIOThCS Ha cepBepi. Y PlayerController.cs
pyx rpaBusa oOpoonsgerscs uepe3 HandleMovementServerRpc, a mo3wuiis
oHoBmoeTbest uepe3 UpdatePositionClientRpe. ¥V SingleShotGun.cs HaneceHHs
KoM peanizoBaHo udepe3 ApplyDamageServerRpc, mo rapantye, mo KIIEHT HE
MO>K€ CAMOCTIMHO 3MIHUTH 370POB’ S THIIIOTO TPABIIAL.

JUist 3aXHMCTy BiJI YUTEpCTBA, TAKOro sK Moaudikamis Ooenpumnacis, y
SingleShotGun.cs 3nauenns: magazineCapacity 1 ammoCapacity nepeBipsitoTbCS Ha
cepBepl mepes CTpuUIbOOI YM Mepe3apsaKoro. SKIO KIIEHT HaJCUIa€ HEKOPEKTHI
JlaHl1, i BIAXUIIETHCS.

JIJist 01aTKOBOTO 3aXMCTy BiJ aTak TUIY «iH €KIlis JaHUX» yCl BXIJHI JaHi,
Taki sk Ha3BH J1001 (lobbyNamelnputField y LobbyCreateUl.cs), nepeBipsroTbest Ha
cTtopoHi cepepa depe3 Unity Lobby Service, skuii BIIXuiasie HEKOPEKTHI 3aIlUTH.
Kpim Toro, FixedStringl28Bytes y PlayerSettings.cs oOMexye HOBXHHY i1MEHI
rpaBIls, 3a11001ralouy HaMIPHOMY BUKOPHUCTAHHIO Mam’sITl.

Taxkum ymHOM, 3axuCT iHpOpMaIiitHO-kKoMi 1oTepHOoi cuctemu Global Unrest
3abe3reuye 0e3neyHy MEpPEKEBY B3a€MOJIII0, LUIICHICTh ITPOBUX JAHUX 1 CTIMKICTH
no TunoBux 3arpo3. Buxopucranns DTLS, cepBepHoi Bamijaiii, 0OMeXeHHs MpaB
noctyrmy Ta Unity Services rapaHTye HaIIiHUNA 3aXUCT MYJBTHILUICEPHOTO

CepeoBUIIA TPHU.
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3.5 Onrumizanis NPOAYKTHBHOCTI TP

Jlns 3a0e3nedeHHss BUCOKOI MPOIYKTUBHOCTI TPH, pO3pOO0JIEHOI Ha OCHOBI
Unity ta Unity Netcode, Oyno peani3oBaHO HHU3KY 3aXOJiB, CIPSIMOBAHMX Ha
ONTUMI3AIII0 MEPEXKEBOI CHHXPOHI3AIll, YIpaBIIHHA pecypcamu, rpapiaHOro
peHaepuHry Ta obuucieHb. Lle 103BonMMIO AOCATTH CTabUIbHOI YacTOTH KaJApiB
(FPS), MiHiMi3yBaTH 3aTpUMKH B 0araTOKOPUCTYBAlIbKOMY pEXUMI Ta 3a0€3MeUUTH
CYMICHICTb 13 IIUPOKUM CHEKTPOM MPUCTPOIB.

OcHoBHa yBara npuJisIacs ONTUMIZAIlT MEPEKEBOi CUHXPOHI3allil, OCKIIIbKH
rpa miATpUMYy€e 0araTOKOPUCTYBAIbKUN PEKUM 13 MAKCUMAJIbHOIO KIJIbKICTIO TPABIIIB
1o 32 (knmac GameMultiplayer, konctanta MAX PLAYER AMOUNT). Jlnsa uporo
Bukopuctano KkommnoHeHT ClientNetworkTransform, sxuii mo3Boisie KiIi€eHTamM
KepyBaTH CUHXPOHI3aIli€l0 TpaHc(opMalliil 00’ €KTIB, 3SMEHITYIOUM HAaBAaHTAXKCHHS Ha
cepBep. Y ckpunti PlayerController peanizoBano cepBepHi Ta kiieHTCbki RPC-
Bukiinku (UpdateRotationServerRpe, UpdatePositionClientRpc), siki 3a0e3neuytorsb
IJIaBHE OHOBJICHHSI MO3MI[IM 1 00€pTaHb rPABLIB 13 YACTOTOI0 64 THUKU HA CEKYHIY, SIK
Bu3Ha4eHo B kiaci TickRunner.

Kpim Toro, y ckpunti SingleShotGun Bukopucrano myn 00’ €kTiB aiisi €(eKTiB
nonanannas (NetworkHitEffect), o mo3Bosisie mOBTOPHO BUKOPHUCTOBYBATH 00’ €KTH
3aMICTh CTBOPCHHS HOBHX, 3MCHIITYIOYH BUTPATH ITaM sITi.

VYrpaBiiHHS pecypcamMu Takox Oyyio onTuMmizoBaHo. Y ckpunti HandsGrip
CUHXPOHI3aIlsl TO3UIid 1 o0epTaHb pPYK TpaBlsi BUKOHYETHCS 3 YypaxyBaHHSIM
nouatkoBux 3MmimeHb (initialOffsetl, initialOffset2), mo 3meHIIye KUIBKICTD
obuncieHb y peanbHoMy uaci. Kpim Ttoro, y kimaci SingleShotGun peanizoBaHo
acuaxponHe HamamrtyBanHa Ul enementiB yepe3 kopyrtuny DelayedUISetup, mo
JI03BOJISIE YHUKHYTHU 3aTPUMOK 111 Yac iHiiagi3amii inTepdeicy.

st crabimizaiii BimoOpaXeHHST KaMepu Ta 30p0i BUKOPUCTAHO CKPHUIITH
ViewStabilizer Ta ItemTransformStabilizer, siki 3acTOCOBYIOTH 3rjaJKyBaHHS
nosurii 1 obepranb (Vector3.Lerp, Quaternion.Slerp) i3 3amaHO0 IIBHIKICTIO

(smoothSpeed). Ile 3MeHIIye TpeMTIHHS OO0’€KTIB MpPH IMIBUAKUX pyxax TpaBlis,
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MoKpalyoud BizyanbHuii kompopt. Ha pucynky 3.10 300paxeHo irpoBy CIIEHY 3
AKTUBOBAHUM TIPUIUTFOBAHHSM, JI€ BHIHO ONTHMI30BaHE poO3TallyBaHHs 30poi Ta

cTabi1i30BaHy Kamepy.

Pucynoxk 3.10 — IrpoBa ciieHa 3 akTUBOBAHUM TMPUIILTIOBAHHSIM

VY npouect ontumizaiii 0yJsio npoBeAeHO npoditoBaHHA 3a gonomororo Unity
Profiler, mo m03BoJIMI0 BUSBUTH BY3bKI MICLS, 30KpeMa HaJMiIpHE BUKOPUCTAHHS
nam’sITi i 9ac CTBOpeHHs eexTiB nonaganHs. [1icis BpoBaKeHHs Myy 00’ €KTIB
y NetworkHitEffect cnoxuBanns mnam’sti 3menmmnocs Ha 15 %. Kpim Toro,
TeCTyBaHHsA Ha MpUCTposix 13 pizHoto npoayktusHicTio (I1K 13 8 I'b O3I1 Ta MobiNIbHI
npuctpoi 3 4 I'b O3II) migTBepAnIo cTablIbHY YacTOTy KajpiB Ha piBHI 60 FPS mns
cepenHix HamamTyBaHb rpadiku. Jlictunr 3.10 nemoHCTpye (parMeHT Koay 3
merony PlayEffect kimacy NetworkHitEffect, sikuit peanizye moBTopHe BUKOPUCTAHHS

e(heKTiB MomaiaHHs.

Jlictunr 3.10 — dparmeHT Koay A onTuUMizallii e(eKTiB moma1aHHs

NetworkHitEffect.cs

private void SpawnEffect(Vector3 position, Vector3 normal)

{
if (hitEffectPrefab != null)

{
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GameObject effect = Instantiate(hitEffectPrefab, position,
Quaternion.LookRotation(normal));
Destroy(effect, effectDuration);

}

KiHers icTuary 3.10

BucHoBku 10 po3uinay 3

VY T1perbomy pozaun KBamiikamiifHOi poOOTH OyJ0 3A1HCHEHO MNPAKTUYHY
peani3alilo OCHOBHUX ITpOBUX MeXaHIK OaraTtokopucrtyBaubkoi rpu Global Unrest,
30KpeMa JIOTIKHM yIPaBIIHHS TpaBleM, CTPUILOU, 3aXOIJICHHS! TOYOK, BUOOPY KJIaCiB,
a Takox 1HTepdelicy kopuctyBada. ['py peamizoBano B cepenoBunii Unity 3
BUKOpPUCTaHHAM MOBHU nporpamyBaHHs C# Ta 610moTexku Netcode for GameObjects,
110 3a0e3ne4rio No0yA0BY CTaOUIBHOI KIIIEHT-CEPBEPHOI apXITEKTYPH.

[Tix yac po3poOku OyJI0 CTBOPEHO CTPYKTYPY MPOEKTY 3 JIOTTYHUM MOIIIOM Ha
CLIeHH, ITpedadu, CKPUITH Ta PECYPCH, 10 TMOJETINIO TIATPUMKY ¥ MaciuTaOyBaHHS
npoekTy. Bcl OCHOBHI KOMIOHEHTHM TIpU peani3oBaHl dYepe3 KOMIIOHEHTHO-
opientoBanui miaxia: PlayerController, SingleShotGun, MapArea, GameMenu Ta
IHIIII CKPHNTH, SKI 3a0e3MeUyl0Th B3aEMOI0 MK TpaBIEeM, CEPEAOBHUIINEM 1
CEpBEPOM.

PeanizoBani MexaHiku OyJau TMeEpeBipeHI B TMpPOIECl TECTyBAaHHS, SKE
npoBoauioca 13 3actrocyBanHaM Unity Editor, moryBaHHsS mofiii Ta IHCTPYMEHTIB
npodunoBaHHA. bylio BHUSBIEHO Ta YCYHYTO HH3KY IIOMWJIOK, IOB’S3aHHMX 13
CHUHXPOHI3aI€r0 00’ €KTIB, CTAOUIBHICTIO 3’ €THAHHS Ta MIPOYKTHUBHICTIO.

Takum uymHOM, po3pobOka Ta HamaromkeHHs Trpu Global Unrest y pamkax
TPETHOTO PO3ALLY MPOJAEMOHCTpYBaia €(QEeKTHUBHICTh OOpaHOi  apXITEeKTypH,
THYYKICTh peaji30BaHUX CHUCTEM, a TaKOXX MPAKTHUYHY JOIUIbHICTh 3aCTOCYBaHHS
cydacHuX TexHoJjorid Unity 1y CTBOpeHHs OaraToKopucTyBalbkux irop. CTBopeHe
ICPOBE CEpPENIOBMINEC BIAMNOBIZa€ BHUMOTraM CTaOILHOCTI, I1HTEPAKTHMBHOCTI Ta
PO3IIMPIOBAHOCTI, IO MIATBEP/PKYE YCHIIIHE JOCATHEHHS MOCTaBICHUX Yy POOOTI

TEXHIYHUX I[IJIEH.
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BUCHOBKHA

VY xoi BUKOHAaHHA KBaiidikaiiifHOT poOoTu OyJ0o peaii3oBaHO MOBHOLIIHHUN
nporotun OaratokopuctyBaibkoi rpu Global Unrest y jkaHpi KoMaHIHOTO LIyTepa
BiJ mepmoi ocobu. IlpoexT moenHaB y cobi AOCHIIKEHHS Cy4acHUX MIAXOMIB A0
pPO3pPOOKH MEPEKEBUX ITOp, MPOEKTYBAHHS ITPOBUX CHCTEM, TOOYAOBY KIII€HT-
CEpPBEPHOI aApXITEKTypH, a TaKOX MPAKTUYHY peajizailil0 OCHOBHUX MEXaHIK Yy
cepenoBui Unity 3 BukopuctanusMm 6i0moreku Netcode for GameObjects.

byno mpoBeneHo anai3 cy4acHOro CTaHy IrpOBOi I1HAYCTpli, 30Kpema B
KOHTEKCTI pO3pOOKH 1HII-Irop Ta 0araTOKOPUCTYBAlIbKUX MPOEKTIB. Po3risiHyTO
KJIFOUOBI TEHAEHINI, pyuni Ta MIarGopMmu, M0 BUKOPHCTOBYIOTHCS Yy CTBOPEHHI
IIyTEpiB, a TaKOX aKTyallbHI IHCTPYMEHTH IS peajizailii MepekeBoi B3aeMOJIii B
Irpax.

[TpoBeneHo anami3 ocobiuBoctelt irpooro xanpy FPS (First-Person Shooter)
Ta BU3HAYEHO OCHOBHI BUMOTH JI0 TPU: MIATPUMKA OaraTOKOPUCTYBAI[bKOTO PEKUMY,
CUHXPOHI3allisl Aii rpaBUiB Y peaJbHOMY 4Yaci, MEXAHIKU CTPLIbOM, MPUIILIFOBAHHS,
BUOOPY KJIACIB, a TAKOX 3pO3yMUIHI IrpoBHil 1HTEpdeEiic.

Ha ocHoBi ananizy 0yJsio o01pyHTOBaHO BUOIp 3ac001B po3poOku: pyuiis Unity,
MoBU miporpamyBaHHs C#, cepenoBumia Visual Studio, a Takox 610mioteku Netcode
for GameObjects, sika 3a0e3neyye HEOOX1IHI THCTPYMEHTHU JJIsi MOOYJTOBU KITIEHT-
CEpPBEPHOT apXITEKTYpH Ta peaii3allii MEpPEeKeBO1 JIOTIKH.

Po3po6aeno ¢ynkmionanpauii nmporotun rpu Global Unrest 3 ocHOBHUMH
ITPOBUMH MEXaHIKaMU: KEpyBaHHsI TpaBlieM, CTpuIb0a, BHOIp Kiacy, 3aXOIUICHHS
TOYOK, 1HTep(deiic KopucTyBaua, MIJKIIOUEHHS 10 cecii, a TakoXX 0Oa3oBa JOrika
ITPOBOTO PEXUMY. YCi KOMIIOHEHTH TpH OyiH peai3oBaHl 3 ypaxyBaHHSIM BUMOT
MacIiTadOBaHOCTI Ta THYYKOCTI.

3MiCHEHO TECTyBaHHS OCHOBHUX CHCTEM TpH, BKIIOYAIOUM TIEPEBIPKY
B3a€MO/IIT TPaBIliB, KOPEKTHOCTI mepenadi JaHux, oopoOku moxdiit Ta moBeainku Ul
[IpoBeneHO HaNMAroKEHHS BHSIBICHUX ITOMIJIOK 13 BHKOPHCTAHHSM I1HCTPYMCHTIB

Unity Profiler Ta noryBanns, 1o 3a0e3neuusio cTabiabHICTh pOOOTH IPH.
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PeanizoBaHo MepekeBy YacTMHY TpU HAa OCHOBI  KJIEHT-CEPBEPHOI
apxitektypu. CTBOpeHO MexaHi3M minkmoueHHs depe3 Unity Relay, nanmamroBaHo
OOMIH JaHMMHU MDK KJIIEHTaMH Ta cepBepoM, BrpoBamkeHo RPC-uxmukw,
NetworkObjectReference Ta NetworkVariables nyst cuHXpoHi3ariii IrpoBUX MOIIH.

Jlnst 3abe3nedeHHs Oe3medHOl B3aeMOAIl peanizoBaHO 0a30Bi MexaHI3MHU
3aXUCTY BiJ HECAHKI[IOHOBAaHMX [I{ KII€HTa, 30KpeMa MepeBIpKy IpaB Ha aTaKy,
OOMEXEHHS WIKOAM, a TaKOoX JIOTIKYy aBTOPUTETHOCTI HAa CTOPOHI cepBepa.
3anpoBa/ykeHO OOPOOKY 3IOBXHMBaHb 4Yepe3 MEpeBIPKY LITbOBUX OO0’€KTIB 1
KOHTPOJIb BUKJIMKY KpUTHUHUX 11 uepe3 ServerRpc.

[IpoBeaeHO oNTUMI3AIIIO MPOAYKTUBHOCTI TPU 3a pPaxyHOK OOMEKEHHS
YaCTOTH OHOBJICHHSI, ONTUMI3ALli MEPEKEBOro TpadiKy, BAKOPUCTAHHS €(PEKTUBHUX
CTPYKTYp JaHUX, a TaKoXX MNpoQUIOBaHHS HaWBaKIMBIIIUX KOMMOHEHTIB. Lle
J03BOJIMJIO 3MEHIIMTA HaBAaHTAKEHHS Ha KIIEHTH W cepBep Ta 3a0e3MednTH
cTabuIbHY pOOOTY I'pU HABITh 32 YMOB aKTUBHO1 B3a€MO/I1i IPABIIIB.

3aranom, BUKOHaHa KBamidikailiiiHa po6oTa 103BOJIMIA OTPUMATH MPAKTUIHHMA
JOCBIJ] y TPOEKTYBaHHI Ta CTBOPEHHI 0araTOKOPUCTYBAlbKUX Irop, MOTJIUOUTH
PO3YMIHHSI TPHUHIMIIIB MEPEKEBOI B3a€EMOJIi B ITPOBOMY CEPENIOBHUII, a TaKOX
chopmyBaTh TexHIUHy Oaszy, sika Moxe OyTH BUKOPHUCTaHa [UJIS MOAAJIBIIOrO

npodeCiifHOr0 PO3BUTKY B Tally31 1HAKEHEPIi MPOTPaMHOTO 3a0€3MeYCHHS.
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SYNCHRONIZATION AND OPTIMIZATION
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Complexity of multiplayer games demands robust solutions for player state
synchronization. To ensure seamless real-time interaction between players,
developers rely on networking tools like Remote Procedure Calls (RPC) in Unity's
Netcode for GameObjects (NGO). This paper explores the application of RPC as
part of a research project focused on optimizing multiplayer game architecture.
The use of RPC has proven effective in coordinating player actions, reducing
latency, and maintaining server authority while minimizing network overhead.

Keywords: Unity, Netcode for GameObjects, RPC, multiplayer games,
network synchronization, latency optimization, game development

VY cyuacHii po3poOii 6araroKOpHCTYBallbKHX 1rop BaKJIMBOIO
CKJIQ/IOBOK0 € HajiiiHa Ta e(eKTHBHA CHHXpOHI3aLlf CTaHy MIiXK
kmeHTaMu. OcobmmBo e CTOCYeThes 1Top, Y SKHX IpaBll aKTHBHO
B3a€EMOAIIOTE Yy peaJbHoMy 4aci. OJHHM 13 [ONYJISPHHUX
IHCTPYMEHTIB JUISl CTBOPEHHSI MYIBTHIUICEPHHX ITOp B CepeJOBHILII
Unity € 06i6moreka Netcode for GameObjects (NGO), sika Hajae

3py4Hi 3aco0M CHHXpOHI3auli 3a J0NoMorow BHKIHKIB Remote
Procedure Call (RPC).
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Merolo gaHoi pobotH Oyro JOocHKEHHS MOMKIHBOCTI
3actocyBaHHd RPC y 616morem Netcode for GameObjects (NGO)
JUIS CHHXpPOHI3aIll J1i IpaBLiB, NepelaBaHHsA JaHHX Ta MoOyIoBH
aApXITeKTYpH MepexkeBol BzaeMo/ii. OCHOBHI 3aBJaHHA:

~ITopieasaTu RPC Ta aqbrepHaTHBHI MeTOH CHHXPOHI3ALIIT;

— JHocnmiaut cnocodu 3actocyBanus RPC;

- Hocmauty  crnocobu  onTUMI3allili  cHHXpoOHI3alil  3a
nonomoro RPC;

RPC (Remote Procedure Call) y Netcode for GameObjects
(NGO) mpamoe Sk MexaHI3M BIJJaJ€HOTO BHKIIHKY METOMIB MIK
KIIIEHTOM 1 cepBepoM. Ko BukmmkaeTses MeTos 3 arpudyrom [Rpc],
NGO aproMaTH4HO cepializye BcCl HOro mapaMeTpH Ta HaJcHIIae
MNOBIAOMJIEHHSI M0 Mepexki /0 NpH3HaYeHOro OTpHMyBada (cepBep
abo kmeHT 3anexHo By THny RPC) [1]. Ihicns orpumaHHs
MOBIIOMIICHHA BIUAMOBIAHHA MeTOJ BHKOHYETBCA Ha CTOPOHIL
OJlepiKyBa4ua JIOKalbHO, Have HOro BHKIIMKAB caMm ojepxkypad. B
NGO Bepcii 1.8.0 1 Bumte atpudyt [Rpc] Moke BUKOPHCTOBYBATHCH
napanensHo 3 [ServerRpc] ta [ClientRpe], 1 1epe3s ioro mapamerpn
BKa3yBaTHCh HaIpsAaMOK BHKITHKY (RpcTarget.Server,
RpcTarget.Clhients, RpcTarget.Owner) Ta  gomarkoBi  ommii,
HAMpHKIaJ, YH BHMAraeTbcss TMpaBo  BONMOJAIHHA 00 €KTOM
(RequireOwnership) [2].

V Netcode for GameObjects (NGO) RPC € yHiBepcaibHUM
IHCTPYMEHTOM 1A Mepejadl KOMaH MK KIEHTaMH Ta CepBEpOM,
O/lHAK HOMY ICHYIOTh allbTepHATHBH, fAKI Kpalle MNIAXOOATh IS
neBHUX 3aBiaHb. Hanpukmnaa, NetworkVariable, 3minna, mo
ABTOMATHYHO OHOBIIOETHCH Ha KIIEHTAX IMIcHs 3MIHHM Ha cepiepi,
NpocTa Yy BHKOPHCTAaHHI Ta J00pe MIAXOAHTE AN CHHXPOHI3aLll
TAaKHX JaHHHUX, sIK 370poB’s abo o4kH, ajlle He s 4dacTHX abo
BEeIIHKHX 3MIH, OCKUIBKH MpH 3MIHI HABITh OJHOTO KOMIIOHEHTY,
CHHXPOHI3YEThCA YBeCh 11 3MICT, IO MOKe MPH3BECTH [0 3ailBOro
MEpekKeBOro HABAHTAKEHHS, X0o4a Y CYYacHHX Bepcifix TOCTYITHI
meronu ontumizamii [3]. NetworkTransform, NetworkAnimator Ta
Moa10H1 clemal3oBadl KOMIIOHEHTH, ONTHMI30BaH1 I8 YacTHX
OHOBIIEHb aJle OOMeMeH1 BHKOHAaHHAM KoHKpeTHoi ¢yHkuii [4]. Y

187

55



cporo 4epry, Custom Messaging System 3abe3sneuye HaHBHILY
THYYKICTE 1 KOHTPOIIb, ajle NepedyBae Ha HUXBKOMY PI1BHI abcTpakii
Ta norpedye HajawTyBaHHA[S]. PekoMeHIyeThesd LIS CHHXPOHI3ALIT
napaMeTpiB BelHKOro oO0cAry, HecTaHJapTHHX [POTOKONIB abo
NpAMOT KIIEHT - KINEHT cuHXpoHi3alii. Xoua y nopieasHHI RPC mae
oOMeskeHHs, alle el MeToJl 3alullaeThes HalkpaliuM BHOOpoM [1uis
CHHXpOHI3alll OUIBIIOCT] IFPOBHX M1, TAaKUX, AK [MOCTPUIH, 3MIHA
cTaHy 00'€KTy Ta IHIIHX, OCKUIBKH € MPOCTHM Y peai3alii 1 Bce Iie
3/1aTeH Iepe/laBaTi BeIUKY KUIBKICTh JJaHHUX.

Y rpi Global Unrest pukopucranus RPC e kinrodoBHM
eleMeHTOM JUIs pealizalii MepekeBol JIOTIKH, 30Kpema s
CHHXpoOH13alll i rpaBmie. OOHHM 13 TpHKIAAIE € Nepelada
KoopauHar pyxy rpasus depez RPC  zamicts cranaaprHol
apTOMaTH4YHOl CHHXpoH13aull 3a Jonomorow NetworkTransform.
Xoua 1eil KOMIOHEHT [03BOMSE IIBHAKO pealli3yBaTH OHOBIEHHS
MO3ML1I, ajle OUIbIIE MIAXOANUTE JUUIS KOONEpaTHBHUX 1rop, ado Takux
Jle He € BaimJIMBHM ILIBH/Ke 3MIHEHHHA Mo3uuii rpasus. MHow Oyio
obpano anerepHaTHBHHI miaxi 4depes OwnerNetworkTransform y
MOETHAHHI 3 pyqHOIO nepenadero pyxy. lle mozponuts 3abesneunTn
CEepBEPHY ABTOPUTETHICTh, KOIIH JIHILE CEPBEp Mae MPaBo OCTATOYHO
BH3HAYATH [OIOKEHHSA rpaBliB. Takuil MIIXiA J03BOJIAE YHHKATH
edekTy  «TelernmoprTyBaHHS», SAKHH MOXKe BHHMKATH 4epe3s
PO30LKHOCTI M1 JIOKAJIbHHMH 00YHCIIEHHAMH KIIEHTIB Ta MEPEKEL0,
a TAKOXK 3HAYHO 3HHUIKYE PU3HKH, MOB s3aH1 3 MOAJIHBHMH cripodaMu
yuTepcTBa 3 OOKy KopHcTyBadiB. Takoxk 3a jgonomorowo RPC
MepefarThesd BUKIHKH NOCTPLIIB, AK1 CepBep Mepelae KIl€HTaM, a Ti
B CBOKO 4epry BHKJIHKaKOTh e(eKTH Ta aHiMamil. Takox UM YHHOM
nepefarThes CTaHH IPaBIliB, Takl, AK 1X Mepexi] 3a 1HITY KOMaHTy, 1X
30pos Ta cTaH CMepTI.

Hna  onrumizami  eukopucranHds RPC vy Netcode for
GameObjects (NGO) J1oumuibHO — BIOpPOBAIKYBATH — MeXaH13MH
onTuMizamii. OqHUM 13 HainomMpeHimux € tickrate — cuctemu, Aka
oOMexkye KulbKicTh BHKIHKIBE RPC 10 dikcoBaHOT KUIBKOCTI pa3iB Ha
cekyHay, Hampukiaan, 32 abo 64 oHOBIEHb Ha CEKYHOY 3aMICTh
BUKIUKY RPC komuoro kanpy. Lle no3Bonse cyTTeBO 3MEHIIHTH
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HABAaHTAXEHHs Ha Mepexy, 30epiraroud INpH LBOMY JOCTATHIO
TOYHICTh. [HILMM MIAXOAOM € arperamis JaHHX — 3aMICTh BHKIHKY
RPC nnsa woxHOI momii 4H mapameTpa MOMKHA IepelaBaTH IPYIy
JaHHX 3a OJWH BHKIHMK. Takoxk JOLHUIBHO BHKOPHCTOBYBATH
AUcKpeTHzalilo ado 1HTepnoslild Ha KIIEHTI, KOJIH CepBep
HAJCHJIA€ JIHILE KIFOYOBI 3HAYEHHS, a KIIEHT IUIABHO BIJTBOPIOE
MNPOMIAHI CTAHU J0KalbHO. JloNaTKOBO BapTO YHHKATH HaJICHIaHHS
He Ba)WIIMBHX [IaHHHX, Ta BIIPOBAJHTH MeXaHi3M IepeBIpKH Ha iX
3MIHY, OO JaHHI BIJACHIAIMCH JIMIIE NMPH iX OHOBIEHHI. Ycl i
MIAXOAH J03BONAKTE MIABHIMHTH e(eKTHBHICTh CHHXpOHI3aIll B
MYILTHIUIEEPHHX IFpax Ta 3HU3MTH 3aTPHMKH il BTPaTH MMaKeTiB.
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Honarok b — JlictuHr koay cTBopeHHs J100i y ckpunti GameLobby.cs

JlictuHr

public async void CreatelLobby(string lobbyName, bool
isPrivate)
{
try

{
Debug.Log("Creating lobby...");

joinedLobby = await
LobbyService.Instance.CreateLobbyAsync(lobbyName,
GameMultiplayer.MAX_ PLAYER_AMOUNT, new CreatelLobbyOptions

{
IsPrivate = isPrivate

1)
Debug.Log("Created lobby: " + joinedLobby.Name);

Allocation allocation = await AllocateRelay();
if (allocation == null)
{
Debug.LogError("Allocation failed");
return;
}
string relayJoinCode = await
GetRelayJoinCode(allocation);
if (string.IsNullOrEmpty(relayJoinCode))
{
Debug.LogError("Failed to get relay join
code");
return;
}
Debug.Log("Got relay join code: " +
relayJoinCode);

await
LobbyService.Instance.UpdateLobbyAsync(joinedLobby.Id, new
UpdatelLobbyOptions

{
{

Data = new Dictionary<string, DataObject>
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{KEY_RELAY_JOIN_CODE, new
DataObject(DataObject.VisibilityOptions.Member, relayJoinCode)

}
}
1)

var transport =
NetworkManager.Singleton.GetComponent<UnityTransport>();

transport.SetHostRelayData(
allocation.RelayServer.IpV4,
(ushort)allocation.RelayServer.Port,
allocation.AllocationIdBytes,
allocation.Key,
allocation.ConnectionData

)

Debug.Log("Host relay data set");

GameMultiplayer.Instance.StartHost();
Loader.LoadNetwork(Loader.Scene.GameScene);

iatch (LobbyServiceException e)

{ Debug.LogError($"Lobby creation failed: {e}");
zatch (Exception e)

{ Debug.LogError($"Unexpected error: {e}");

}

KIHEIlb JIICTUHTY
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