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AHOTANLIA

Bunyckna kBagigikauniiina 6axasaBpcbka podora: 68 c., 22 puc., 8 Tabin., 3
noxaart., 33 jkepena.

Tema: Po3po6xka Bineorpu 3a motuBamu “World Chase Tag”

Merta po6oru: CTBOpeHHs apxiTekTypu nooOyaoanoi Ha Unity-components
system JJ11 KOMII' FOTEPHO1 TPH.

O0’eKT D0CiTKeHH: TPOIEC PO3POOKHU apXITEKTYPH JJisi CTBOPEHHS
KOMIT I0OTEPHUX 1rop

Ipeamer nocaimxennsi: O6’eKTHO-OpIEHTOBaHA MapagurMa NporpaMyBaHHs,
KOMITOHEHTHO-OPIEHTOBAHUM MIX1/I.

PesyabTat

JIOoCIiJIPKEHO MOXKITMBICTh 3aCTOCYBAaHHSI KOMIIOHEHTHO-OP1€HTOBAHUMA
miaxoay, 1o 3abe3nevye CTBOPEHHS 1 MOBTOPHE BUKOPUCTAHHS KOMIIOHEHTIB.
3aBepiieHa peaizallisi KOMIIOHEHTHO-OPIEHTOBAHUH MiAXOAY, IO MPEACTABIISIE
c00010 KOMIT IOTEPHY TPY.

BucHoBkmu

B CTBOPEHHII 1 T MOTHBaMHU MIKHAPOHOT

bys cTBOpE oekT “CatchUp” 3a moTuBa 1PKHApPOJHOTO
yemnionary “World Chase Tag”. Ha qanuit MOMEHT MPOEKT € IIJIKOM TOTOBUH
710 BUXOJ1Y HA PUHOK.

Bupimeni npo6aemMu 1o’ s3aHi 3 iepeaaveto MoBiIOMJICHb Ha CepBep Ta
ix onrumizariero. 3aBasku mpboMy “CatchUp” He moTpedye BeanKux
O00YHMCITIOBATFHUX MOTY>KHOCTEH HA CTOPOHI cepBepa Ta MPOIMYCKHOT 31aTHOCTI
Ha kiieHTa (B/s).



AHHOTALUA

BoeinyckHas kBanupukanuoHHas 0akajaaBpckasi padora: 68 c., 22
puc., 8 Tabiu., 3 nom., 33 UCTOUYHHKA.

Tema: Pa3zpaborka Buneourpsl no motuam "World Chase Tag"

Heas padorei: Co3nanue apxuTeKTypbl mocTpoeHHor Ha Unity-
components system Jiji1 KOMIIbIOTEPHOU UTPBI.

O0beKT ncejie0BaHus: POLECC Pa3pabOTKU apXUTEKTYPhI s
CO371aHUsI KOMITBIOTEPHBIX UTP

HpeleeT HCCJICIOBAHUA: O6’I)€KTHO-OpI/ICHTI/Ip0BaHHa$I mapagurma
MporpaMMupPOBaHH, KOMHOHCHTHO-OpI/IGHTI/IpOBaHHBIﬁ IOAXO.

PesyabTat

HccnenoBana BO3MOXHOCTh TPUMEHEHUSI KOMITOHEHTHO-
OpPUEHTUPOBAHHBIN MMOAXO0, 00ECIICUNBAIOLIUI CO3aHIE U TIOBTOPHOE
UCIOJIb30BaHNE KOMIIOHEHTOB. 3aBepIlieHa peann3aiusi KOMIIOHEHTHO-
OpPUEHTUPOBAHHBIN MOAXO, MPECTABISAIONUNA COO0H KOMITBIOTEPHYIO UTPY.

BriBoabl

bout coznan npoext "CatchUp" mo MOTHBaM MEXTyHAPOIHOTO
yemmnuonara "World Chase Tag". Ha naHHbBIif MOMEHT MPOEKT MOJHOCTHIO TOTOB
K BBIXOJTy Ha PHIHOK.

Pemrensl mpo6iieMsl, CBsI3aHHBIC ¢ Mepeadeii COOOIEeHHI Ha CepBEp U UX
ornrumm3anueit. bnarogaps stomy "CatchUp" He TpeOyet Gonbmmx
BBIYHMCITUTEIHHBIX MOIIIHOCTEN HA CTOPOHE CepBEpa U MPOMYCKHOW CITOCOOHOCTH
Ha kiueHnTa (B/s).



SUMMARY

Final qualifying bachelor's thesis: 68 pages, 22 figures, 8 tables, 3
appendices, 33 sources.

Topic: Development of a video game based on "World Chase Tag"

Objective: To create an architecture built on the Unity-components
system for a computer game.

Object of research: the process of developing an architecture for creating
computer games

Subject of research: Object-oriented programming paradigm,
component-oriented approach.

Result

The possibility of applying a component-oriented approach that provides
the creation and reuse of components has been investigated. Completed the
implementation of a component-oriented approach, which is a computer game.

Conclusions

The project "CatchUp" was created based on the international
championship "World Chase Tag". At the moment, the project is quite ready to
enter the market.

Resolved issues related to sending messages to the server and optimizing
them. Due to this, "CatchUp" does not require large computing power on the
server side and bandwidth per client (B /s).
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IEPEJIIK OCHOBHUX TIO3HAYEHb, CUMBO\IIB,
CKOPOYEHD

UnityScript — BaxnBuii KOMIIOHEHT ycix mporpam B Unity.Binnosigarots 3a mii
00’€eKTa 4M HaJl 00’ €KTOM, 3UUTYIOTh TPUrepH Ta 1BeHTU. KpiM 1bOTr0, MOKHA
BUKOPUCTOBYBATH JJI CTBOPEHHS IpadiuHuX e€(eKTiB, KOHTPOIIO (Hi3UUHOL
NOBEIIHKU 00'€KTIB.

Transform - koxeH 00'exT y cuieHi Mmae kommnoneHT Transform. Bin
BUKOPUCTOBYETHCA JIJIs1 30€piraHHs Ta MaHIIyJIIOBaHHS MOJIO0KEHHAM,
obOepraHHSIM Ta MaciTaboM 00’ ekta. Koxxen kommoneHT Transform moxke matu
0aTbKIBCHKUH €JEMEHT, SIKUM JO3BOJIE€ 3aCTOCOBYBATH MOJIOKEHHSI, 00EpTaHHS
Ta MaciITa0yBaHHS 1€papXIYHO.

BlendTree — ocobnuBuii THI cTaHy B aBTOMATi aHimarrii. BlendTree
BUKOPHUCTOBYIOTHCS JUIsl TJIABHOTO 3MIIITYBAaHHS JIEKUIBKOX aHIMAIIiH,
BKJIFOYAIOUHU BC1 iX YaCTHHH PI3HOIO MipOI0.

RPC - MeToa BUKIIMKAETHCS 3 KIIIEHTA 1 BUKOHYIOTBCSI Ha cepBepi

CMD — BuKIIHMKaIOTHCS Ha CEpBEPi Ta BUKOHYIOTHCS Ha KITIEHTaX

API - inTepdeiic, skuit BU3HAYAE B3aEMOIII0 MK O€3/T1UUI0 MPOrpaMHUX
T0aTKIB 200 3MIIIaHUMU armapaTHO-IMPOTPAMHUMH MTOCEPETHUKAMU
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BCTVYII

[mxeHep mporpamMHOro 3a0e3MeueHHs BiJIIIOBIIa€ 3a HAMTMCAHHS THYYKO1
apXITEKTYpH, sIKa JO3BOJISIE BHOCUTHU 3MIHU B MPOEKT. ApxiTekTypa Unity, 110
o0y 10BaHa Ha KOMITIOHEHTaX (KOMIIOHEHT € KJIaCOM-HACIITHUKOM BiJ
MonoBeheivor) 3060B’s13aHa po3noaUTHTH 000B’I3KM KOMITOHEHTIB JIJIS 1X
MOIAJIBIIIOTO HAJIAIITYBAHHS Ta HE CTBOPIOBATH 3AJICKHOCTEH AOCTpaKIisi-
KOMITOHEHT.

OnHiero 3 mpoOJieM 1HXKEHEpa MPOrpaMHOTO 3a0€3MEUCHHS € ONTUMI3aIlis
3anuTiB 10 cepBepy. OCKUIBKH 1€ 103BOJISI€ 3HU3UTH HaBaHTaKEHHS 3 cepBepa
Ta 3MEHILIUTHU KUIbKICTh 3aIUTIB, IO OOMEXKYIOTHCS, Y TAHOMY BUMAJIKY,
IPOIYCKHOIO 3/1aTHICTIO Ha KimieHTa - 4000(B/s). [1aTtepn Observer
BUKOPHUCTOBYETHCA JIJIs1 OUTBIIOCT] 3BE€PHEHD HA CEPBEP, L0 MPU3BOIUTH 10
3MEHILIEHHS 3arajibHO1 KUTBKOCTI 00’ €KTIB cepiaiizalii.

MeTtoau po3podKku

Unity Animation - moBHH# KOHTPOJIb Baru aHiMaIlii i 4yac BUKOHAHHS,
BUKJIMK IO/ 13 BIATBOPEHHS aHIMallii, CKIaJHUN aBTOMAT iepapxii, KjlacTepu

rpadis.

Unity HLAPI - Hagae qocTyn 10 KOMaH/I, SIKi OXOILTIOIOTH OLIBIIICTh
3arajlbHuX BUMOT, HE TYpOYIOUHCH IIPO JIeTalll peatizailii «HMKIOro PiBHSY.
Binmosizmae 3a

e KepyBaHHS MEpeKEBUM CTAaHOM T'pH 3a J1oromMoror “Network
Manager”

e CepiamizyBaHHs JaHUX

o 3niiicHeHHs Bignanenux BukiukiB mpouenyp (RPC) 13 cepsepin
kiieaTam Ta CMD

e Network Event System

Unity Physics - imiTyBaHHs (i3WKH: TPUCKOPSHHS 00’ €KTiB, 3ITKHCHHS,
peaxilisi Ha BIIACTUBOCTI TOBEPXOHB, CHJIA TSOKIHHSA Ta Pi3HI 1HII CHITH.
MoxnuBicTh KiTacTepusyBatu (pi3udHi 00’ €KTH
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3axa4i nporpaMHoOro iH:keHepa

e Po3poOka rHy4KOi apXITEKTYpH, 5IKa JO3BOJISIE BHOCUTH 3MIHU B MIPOEKT

e Hanamrysanns 38°s13ky Kiient-CepBep. Bupimenss npobiem
CUHXPOHI3allii Ta IHTepHOJIIOBaHHS KoMIloHeHTa Transform’.

e Po3poOka cucreMu aHiMaIlii

Oco0ucTHii BHECOK CTy/JAeHTA:

Po3pobxka apxiTekTypu s KOMIT I0T€pPHOT I'pH, 110 mooyaoBana Ha Unity-
components system. Bupimenns npoOiem, nos'si3anux 3 Mepexamu. CTBOpEHHs
2-xnactepHoro rpady aHimMamin

Sk pe3ynbTat — 1UIKOM roToBuil npoekt “CatchUp”

CrpykTypa Ta 00csar podooTu

Po6ora BukianeHa Ha 68 cTOpiHKax IPYKOBAHOTO TEKCTY, SIKUM
CKJIQJIa€ThCS 13 BCTYITY, TPHOX PO3/LTIB, BACHOBKIB, CIIMCKY BUKOPUCTAHUX
mxepen (23 HaitmenyBanHs ). Po6ota micTuTh 12 Tabnuiib, 32 pUCyHKH Ta 3
0aaTKu, oocsirom 12 crop.
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PO3JILI 1

AHAJII3 TAPAJIUT'M IPOTPAMYBAHHS TA COEP
IX 3ACTOCYBAHb

1.1 lIporpamHua iH:KeHepist HA OCHOBIi KOMIIOHEHTIB

[Iporpamua iHxeHepist Ha ocHoB1 komnoHeHTiB (CBSE), siky Takox
HA3UBaIOTh pO3POOKOI0 Ha 0cHOBI kKoMnoHEeHTIB (CBD), - 11e rany3s iHxeHepii
IPOrpaMHOro 3a0e3nevYeHHsl, sika MiJKPECTIOe PO3MEXKYBaHHS MPOOJIeM 11010
MIUPOKUX PYHKIIOHATBHUX MOXIMBOCTEH, TOCTYITHUX Yy MEBHIN MporpaMHiii
cuctemi. Lle miaxiz, 1o IpyHTY€EThCSl HA TOBTOPHOMY BUKOPUCTaHHI, /10
BU3HAUEHHS, peaii3allii Ta CKJIaJaHHs He3aleKHUX KOMIIOHEHTIB y cucteMu. Ls
NPaKTUKa CIIPSIMOBaHA HA OTPMMAHHS OJHAKOBO IIIMPOKOTO CTYIMEHs MepeBar sk
y KOPOTKOCTPOKOBIH, TaK 1 B JOBTOCTPOKOBii MEPCIIEKTHBI.

[HIMBiTyanbHUI KOMIIOHEHT MPOTPAMHOTO 3a0e3MeueHHs - 11e
NpOrpaMHMI MakeT, BeO-cyx0a, BeO-pecypc abo MOAYIb, SKUH THKATICYITIOE
HaO1p MoB’s13aHuX QyHKIIIHN (a00 JaHUX).

[Ilo cTocyeThcst KOOpAMHAIlI{, KOMITOHEHTH B3a€MOJIIIOTH MikK COOO0I0
yepes inTepdeiicn. Konu KOMIIOHEHT MPOITOHYE TOCTYTH IS PEIITH CUCTEMH,
BiH NpuiiMae HagaHuH iHTepdeiic, SKUil BU3HAYAE MOCIYTH, SIKI MOXKYTh
BUKOPHUCTOBYBATH 1HIIII KOMIIOHEHTH, 1 CIIOCi0 ix BUkopuctanHus. KimeHTy He
noTpiOHO 3HATH PO BHYTPIIIHIO POOOTY KOMITIOHEHTA (peanizailii), moo
ckopucTaTics HUM. L{eit mpuHIUT MPU3BOIUTH IO TOTO, IO KOMIIOHEHTH €
IHKATCyJIbOBAaHUMH.

Jlns gocTymy 10 KOMIIOHEHTa a00 CIUIBHOTO BUKOPUCTAHHS B KOHTEKCT1
BUKOHaHHS 200 MEpeXeBUX MOCUIIaHb, BAKOPUCTOBYIOTHCS Cepializarlis.

EaraTopa3OBe BHKOPHCTAHHS € BAXKIIMBOIO XapPaKTCPHUCTHUKOIO
BUCOKOSIKICHOT'O IIpOorpaMHOro KOMIIOHCHTA.

KoMmoHeHTH MOKyTh CTBOPIOBATH 200 CIIOKUBATH TOJIii Ta MOXKYTh
BUKOPUCTOBYBATHUCS TSI apXiTEKTyp, KepoBanux nofismu (EDA).



1.2 ApxiTrekTypa, KepoBaHa NOAIAMH
ApxitekTypa, kepoBaHa nogisiMmu (EDA) - nie napagurma apXiTeKTypu
MIPOrpaMHOro 3a0e3MeUYeHHs, 0 CIPHUse BUPOOICHHIO, BUSBIEHHIO,
CIIO’KMBAHHIO Ta pearyBaHHIO Ha MOJII.

Le#t apxiTekTypHuil mada0H 3acTocoByeThes y 113, B Tomy umncni, 1 115
ONTHUMI3allli KUIbKOCT1 3BE€pHEHB JI0 CEPBEPY HACTYITHUM YHMHOM !

Class BombGiver: NetworkBehaviour

{
[SyncVar (hook = nameof(OnActiveSet))]

public bool isActive;
public void OnActiveSet(bool a)

{
bomb.SetActive(a);

CmdResetTimer();

Kirac BombGiver BignoBizae 3a nepenady poiii rpasiid. bynesa sminHa
isSActive CHHXPOHI3Y€EThCS 3 cepBepoM. [Ipu 1i 3MiH1, cepBep OAHOYACHO
MOBITOMHUTH YCIX KJIIEHTIB MO Moit0. Takoxk, 10 3MIHHOI MPUB’ I3aHUN METOT
OnActiveSet, 1110 BUKOHAETHCS TIPH 3MiH1 3HaYeHHS 1SActive.

[ToGymoBa crcTeM HABKOJIO KEPOBAHOT MOIISIMU apXITEKTYPH CITPOIIYE

14

TOPU3OHTAIBHY MAacIITAOOBAaHICTh B PO3MOAUICHUX O0YHCIIFOBAIBHUX MOJICIIAX 1
poOuUTH iX ORI CTIKUMHU 110 BiAMOB. Lle moB’a3aH0 3 THM, 1110 CTaH MPOTpaMu

MO>KHA CKOITIFOBATH Yepe3 KUTbKa MmapajebHUX 3HIMKIB JIJI1 BUCOKO1

noctynHocTti. HoBi mozii MokyTh OyTH iHIIIHOBaH1 B Oyb-IKOMY MICIIi, ajie, 110
I11e Ba)XXJIUBIIIE, TOMHUPIOBATUMYTHCS IO MEPEK1 CXOBUII JAHUX, OHOBIIOIOYH 1X

0 Mipi HaJIXOKEHHS.
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1.3 IlpuHUMIIM KOMIIOHEHTHO-OPiEHTOBAHOI apXiTeKTypH

1. Husbke 3ueruieHHS

3YEIUICHHS - 1I€ Mipa TOro, HACKUIbKK MIITHO OJIUH €JIEMEHT MOB'SI3aHUM, 3HAE YU
MOKJIaJa€ThC Ha 1HII eleMeHTH. HU3bKHii 3B'SI30K - 1€ OI[IHHA MOJC/Ib, SKa
JTUKTYE, K PO3MOIUIUTH BIATOBIIANBHICTD 32 HACTYIIHI II€peBaru:

e MEHIIA 3aJIEKHICTh MK KJJacaMH,
® 3MIHH B OJIHOMY KJIaci, 1110 Ma€ MEHIIIMI BIUIMB Ha 1HIII KJ1acH,
® BUIIMI MOTEHI[1AJ TOBTOPHOTO BUKOPUCTAHHS.

2. Bucoxka 3rypToBaHicTh

Bucoka 3rypToBaHICTb - II€ OIliHHA MOJICJIb, SIKa HaMaraeTbcs 30eperTd 00’ €KTH
HAJIC)KHUM YUHOM C(OKYCOBAaHMMH, KEPOBAHUMHU Ta 3po3yMimnMu. Bucoka
3rypTOBaHICTh, BAKOPUCTOBYETHCS JIUIS MIATPUMKH HU3BKOTO

3uericHHs. Brucoka 3rypToBaHICTh O3HaYae, 10 0OOB'SI3KH JIAHOTO eIeMEHTa
TICHO TIOB'sI3aH1 Ta BUCOKO 30cepe/keHi. PO30UTTs mporpaM Ha Kjacu Ta
MiJCUCTEMH € MPUKIAJOM JIISUIBHOCTI, 110 TMIBUINYE IITICHI BIACTUBOCTI
CHCTEMU.

3. 3aneXHOoCTi KOMIIOHEHTA BiJ abcTpakilii
[TpuHIMm 3a1eXKHOCTEH KOMIIOHEHTA BiJl aOCTpakKIlii JUKTY€E HACTYITHI MpaBUIa:

A. Moaysi BUCOKOTO PiBHS HE TTOBUHHI 3aJI€KaTH BiJl MOYJIIB HU3BKOTO
piBHs. | Te, 1 1HIIIE MTOBUHHO 3ajie)KaTH Bix aOCTpaKIlii (HalpuKIiIai,
iHTEephEHCiB).

B. AGcTpakiiii He TOBUHHI 3aJie)KaTH BiJl KOMIOHEHTIB. KommoHeHTH
(KOHKpETHI peajizallii) MOBUHHI 3ajJie)KaTH BiJ aOCTPaKITiH.
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A. SlckpaBuUM MPHUKIIAZIOM IIHOTO MOXe cayryBatH inTepderic IBombView.
IBombView peanizyrors GameEnderView ta BombBoomer. [eit
iHTepdeiic abcrparye nousaTrss GUI Big KOHKpEeTHOro KOMIOHEHTA
BombBoomer, 1o Hamae MoxnuBicTh cTBOproBaTH iHImUi Bug GUI He
3MiHIOIOYH KoMIIoHeHT BombBoomer.

B. 3anexnocti abcTpakiii Bii KOMIOHEHTa HE TIOBUHHO OYTH B
nporpamMHoMy 3a0e3neueHHi. KOMIOHEHTH — BUKOHABY1 KJIacH, 1110
HacinyoThes Bin ki1acy MonoBeheivor. Ie okpemuii Motyib, 1o
NOBUHEH MaTH HU3bKUI MOKa3HUK 34eruieHHs. [Iprukiaqom BUKOHAHHS
IIbOTO TIPUHIIMITY MOXKE CIIYTYBaTH arperaitisi abctpaxitii Timer.
TimerView ta BombBoomer arperytors Timer Ta 3anexats BijJ HbOTO.
Timer, xo4 i € HacaigaukoM MoNoBeheivor — He € KOHKPETHOIO JAETAILTIO.



1.4 BucHoOBKHM 10 po3aiiy
[IpoekT BUKOHAHUI 3 TOTPUMAHHIM BCIX BUMOT MPOrPAMHOI IHXKEHEPIT Ha

OCHOBI KOMIIOHEHTIB. 3 BUKOpUCTaHHM natepHy Observer.
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[poexT BinnoBinae cranaapty Oinaproro intepdeticy “Component Object

Model” (COM)

MonoBehaviour

Timer

+ maxTime:float

+ time: float

TimerView

+ CmdGetTime()

RN

+ RpcUpdateTime(float)

NetworkBehaviour

Networkldentity

NetworkManager

+ netld: int

+ localPlayerAuthority: b

+ isLocalPlayer: bool

==[nterface==
IBombView

+ IsBoomTime(float): bool

GameEnderView

—— + Lose()

+ Win()

BombEoomer

+ pbombGiver: BombGive

+ CmdGetTime()

+ RpcGeiTime(float)

+ rotate: Vector3

+ Scale: Vector3

+ playerControllerld:int —,_o + connectionToClient: o_l— +igServer: bool
F.y
+ connectionToServer + isClient:bool
BombGiver AnimationSubcontroller

+ igActive: bool + restMode: float

+ bomb: GameCbject + speedx: int

+ OnActiveSet(bool a)

NetworkTransform
RigidBody
+ position: Vector3
o + AddForce()

+ velocity: Vector3

T

Jump

Walk

+ isGround: GroundChet

+ maxSpeed:float

+ jumpForce: float

+ speed: float




-
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PO3JILT 2

PEAJIIBAIIA 3B’SA3KY KIIIEHT-CEPBEP IIPH
PO3POBII KOMIT’'IOTEPHOI I'PH

2.1 High Level API
Unity’s multiplayer High Level APl (HLAPI) - e cuctema ais
CTBOPEHHs 0araTOKOPUCTYBALbKUX MOXJIMBOCTEH /ytst irop Unity. Bin
noOyI0BaHU Ha HUKHBOMY PiBHI Ta 00po0Jisie 0araTo 3arajibHUX 3aBJ/IaHb,
HeoOX1THUX it OaraTokopucTyBalbkux irop. HLAPI - no3Bosisie onHoMy 3
YYaCHUKIB OyTH OJTHOYACHO 1 KJIIEHTOM, 1 CEpBEPOM, TOMY BUJILJICHUIN CEpBEP HE
noTpiOeH.

2.2 NetworkManager

NetworkManager - 1ie OCHOBHHI KOMITOHCHT yIIPaBJIiHHS
06araToKOpHUCTyBaIbKOIO TPOIO.

Jlns NetworkManager pegaktop 103BOJIsSI€ HANAIITYBATH Ta
KOHTPOJIIOBATH 0araTo pedeii, MoB’ I3aHUX 3 MEPEKEIO.

Network Manager peanizoBaHuii OBHICTIO 3a goroMoror API Bucokoro
piBast (HLAPI), Tomy Bce, 1110 BiH pOOUTH, TAKOXK JIOCTYITHE 32 JTOTIOMOT'OF0
cuenapiiB. Kommonent Network Manager 06'etHye 6arato KOpucHUX (QyHKIIIH B
OJIHE MICIIE.
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NetworkManager (Deprecated)

d and will be ren

16
v

mm.unet.unity

Script

2.3 YrpasJ/liHHS irpOBUM CTAHOM
MeperxeBa 6araToOKOpHCTyBaIlbka I'pa MOKE MPAIIOBATH B TPHOX
peXuMax - K KIT€EHT, K BUAUICHUN cepBep abo sk “Xoct”, SKUil 0JHOYACHO € 1
KIIIEHTOM, 1 CEpPBEPOM.
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JInst HanyucaHHs: KACTOMHOTO MEHIO TaK0K OyB BUKOPHMCTaHHIA
NetworkManager a came Taki #10ro METOIU SIK:

NetworkManager.StartClient() — ais ctBopeHHsT 00bEKTY, IO
MPEICTABIISIE KIIIEHTA.

NetworkManager.StartServer() — s 3amycKy HOBOTO CepBepy.

NetworkManager.StartHost() - ayis 3amycky "xocta" - cepBep 1 KIIIEHT B
OJTHOMY 00’ €KTI.

JIuist 1IMX METO/1iB BUKOPUCTOBYIOThCS motist NetworkAddress ta
networkPort 3 NetworkManager, sik aapecy ISl miKITFOUSHHS Ta BIAKPUTTSI
3’ € THAHHS.

Kiient, moBepuytuii 13 StartHost (), € cnierianbHuM "moKaaTbHUM"
KJIIEHTOM, SIKUHM 3[IIHCHIOE 3B'I30K 13 IPOLIECOPHUM CEPBEPOM 32 TOTIOMOTOI0
Yepru NOBIIOMJIEHb 3aMICTh pealibHOT MEPEX1. AJie Maike y BCIX 1HIIUX
BUIIAJIKaX 0 HHOTO MO>KHA CTABUTHCH SIK /10 3BUYANHOTO KJII€HTA.

2.4 HanamtyBaHHsI MepeskeBoi ajipecu Ta MOPTY B KOMIOHEHTi
NetworkManager
VY sikoMy 0 pexxuMi rpa He moYrHaIacs (KJIIEHT, CepBEP UM XOCT),
BUKOPHCTOBYIOThCS BiractuBocTi networkAddress ta networkPort. ¥
KIIIEHTCHKOMY PEKHMMI I'pa HAMAra€eThCs MiIKITIOYUTUCS 10 BKa3aHOI aipecH Ta
nopty. Y pexxumi cepepa abo XOCTy Tpa IPOCIyXOBY€E BX1/IHI 3'€/IHAHHA Ha
BKa3aHWM IMOPT.

ITix gyac po3poOKHM IT'py KOPUCHO BKazaTH (PiKCOBaHY ajipecy Ta
HaJIAIMTYBaHHS MMOPTY B WX BiIacTUBOCTsIX 11 Matchmaker, mo Oyne
BHKOpHCTaHa, 00 3HAHTH MaT4i B [HTepHET1 IS MiIKITFOYCHHS
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2.5 YnpasJinasa Spawn
VY npoekTi OyB Bukopuctanuii NetworkManager mist ynpasiainas Spawn.

¥ Spawn Info
Player Prefab | Player o
Auto Create Player [+
Player Spawn Methe| Randam al
Registered Spawnable Prefabs:
—  Enemy [WEnemy | @
+ —

VY naHoMy MPOEKTI TpaBellb MpeacTaBieHuit y Burisau Prefab, Tomy mi
Ma€eMO 3MOTY IEPEIaBUTH MOT0 Y SIKOCTI 3HAYEHHS JJIsl 3MIHHOI.
Bukopucrosytoun mosie Player Prefab rpasens GameObject aBromaTnyaHO
CTBOPIOETHCH 3 1IbOTO Prefab st koxkHoro kopuctyBaua B rpi. Lle crocyerses
JIOKAJIBHOTO MPOTpaBaya Ha PO3MIIIEHOMY CEpBepi Ta BiIJAICHUX MPOrpaBaviB
Ha BIJIaJI€HUX KJIICHTaX.

Jlo npedaby 060B’I3KOBO TOBUHEH OYyTH MPETHAHUM KOMITOHEHT
Network Identity.

Networkldentity (Deprecated)

— W
H=
ﬁ The high level APl classes are deprecated and will be removed in the

future.

Server Only cannot be set for Local Player Authority

Authority "

- Server Only - rapanT Toro, mo Unity ctBoproe GameODbject nurre Ha
cepBepi, a He Ha KITIEHTaX.

- Local Player Authority - rananus xiienry, skuii Bosonie GameQObject,
MMOBHOBKHUI MepexeBHi KOHTPOJIb Iiboro GameObject.



2.6 Bukopucranuns BipryanbHux metoniB NetworkManager
V xnaci NetworkManager € BipTyanbHi (pyHKII1i, IO BAKOPUCTOBYIOTHCS JIJIS
HaJallTyBaHHs Mepexi. BoHU 1at0Th 3MOT'y, CTBOPHUBIIM BIACHUMN MOX1AHUI
KJiac, skuil ycnaakoBye Big NetworkManager, peanizyBatu 1i QyHKIII:

e OnClientEnterLobby() - BukinkaeTbes Ha BCix 00'eKTax IpaBlisd IPH
BXO/I1 10 CepBepY.

e OnClientExitLobby - BuknukaeTbcst Ha BCix 00'€ekTax rpaBLs i Yac
BUXOJY 3 CEpPBEPY.

e OnClientReady - BuknukaeTscs Ha KiieHTaX, komu LobbyPlayer
IEPEMHUKAETHCS MK CTAHAMHU TOTOBUM YU HE TOTOBHUM IIOYATH TPY.

® Ta IHIII...

Jlns peanizaitii irpoBoro 10601 O0yB CTBOPEHHHI Kj1ac
CustomNetworkLobbyPlayer ra CustomNetworkLobbyManager. ds
CTBOPEHHS IMOJIii Ha MiAKIIOYCHHS OYB Mepe3anucaHuil BipTyaabHUNH METOJ 3
kiaacy CustomNetworkLobbyPlayer(naciinyetses Bix NetworkLobbyPlayer).

public override void OnClientEnterLobby()

{
base.OnClientEnterLobby();

Debug.Log("Client is Enter to Lobby");
var slots = FindObjectOfType<CustomNetworkLobbyManager>().lobbySlots;

var playerList = FindObjectOfType<LobbyController>();
playerList.ShowLobbyPlayer(slots);

23
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2.7 30epe:keHHs iH(opmanii mpo rpaBus 10 irpoBoOro cTaHy

Jls1 30eperxenHst iHdopmMaIlii mpo rpa.iis A0 IrpoBOTO CTaHy, TOOTO B CTaH1
MeHto, Oysi0 NpUHATE PILIEHHS TPEACTABIIATH IPABII 00’ €KTOM
NetworkLobbyPlayer. NetworkLobbyPlayer 36epirae taki nani sik

- Im’s rpaBus
- T'oroBHICTH po3nouatu rpy

OckiTbKM OJIHIEIO 3 33724 OyJia po3poOKa THYYKOi apXiTeKTypH, TO OyB
CTBOpEHUH Kiac, mo HachigyeThes Bin NetworkLobbyPlayer. ¥V pasi notpe6u,
KJ1ac MOKHA MOAM(iIKyBaTH/HACTIAYBATH HE 3aUiIUISIOYH IHIIMX KOMIIOHCHTIB
porpamu.

VY irpoBoMy cTaHi mporpamu, 00’ €KT 3aMiHIOEThCs Ha Player, mo Biamnosinae 3a
MOBEIIHKY IrpOBOTO MEPCOHAXKA.

CTBOpHTH rpy OGpaTi nw
O v

L jiﬂTEep_El,;:l-'T\

LobbyPlayer

R — , /E'—'_'_'_“*\\

/\ o ropea )
Flayer \—q_._._ﬂ-’//
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2.8 BucHoBKHM 10 po3ainy

VY xopi peanizarlii 38’ 3Ky KJI1€HT-cepBep OyJ0 MpoaHaai30BaHO ICHYIOU1
peainizanii 3B’ 513Ky KiIieHT-cepBep. byiio BupilieHo npoliaemMu peanizailii 3B’ 13Ky
KJIIEHT-CEpBEp MOB’sA3aHi1 3 BIAKIIOUEHHSM IpaBlis, yepe3 HecTaOlIbHE IHTEPHET
HAKIIOYEHHS

Byno ctBopeHo BiacHi Bepceii kinacie NetworkLobbyPlayer
NetworkLobbyManager, mo 103Bonuio 36epiratu By3bKOCIEIiali3oBaHy
1H(pOopMaIliio Ta J03BOJUIO CTBOPUTH BIACHY OOTOPTKY Ha IrpoBe JIOOI.
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PO3JILT 3
KJIACTEPH3AIS TPA®Y AHIMAIIINA

AHIMaliiHUI KOMIOHEHT BUKOPUCTOBYETHCS ISl BIITBOPEHHS aHIMAIlI.

AHIMaIilH1 KK NPU3HAYAIOThCSI KOMIIOHEHTY aHiMallii Ta KOHTPOJIIOIOTh
BIITBOPEHHS 31 cBOTO cleHapito. Cuctema animanii B Unity 6a3yerbcst Ha

3MIITyBaHH1 aHIMaIlii
OJaBaHH1 aHIMAaIli
KJ1actepuzariii

AnimationState BAKOPHUCTOBY€TbCA JIJIsl 3MIHM PI1BHA aHiMallii, 3MiHUA

IIIBI/I,ZIKOCTi BillTBOpeHHSI Ta OJId 6€3HOC€pe}IHLOFO KOHTPOJIO HAQ 3MiIIIyBaHHSIM

3.1 Animauiiina cucrema

Cuctema aHiMarlii 3abe3mneuye:

[TpocTuit poGouuii mpoliec Ta HaMAMITYBaHHS aHIMAIlT I BCiX
€JIEMEHTIB BKIIIOUAIOYU 00’ €KTH, CHMBOJIU Ta BIIACTUBOCTI.

[TigTpuMKa IMITOPTOBAHMX aHIMAI[IMHKUX KITIMIB Ta aHIMaIlii

Craporenuii pobouuii poriec /sl BUpIBHIOBaHHS aHIMAI[IMHUX KITIIIIB.
[Tonepeauiii nmeperis aHIMaIMHUX KIIIITIB, IEPEXOIB Ta B3a€MOJIIl MK
HUMH.

VYrpaBiiHHS CKJIQIHOK B3a€EMOJIIEI0 MIXK aHIMAITIEIO 32 JOTIOMOTOF0
THCTPYMEHTY Bi3yaJIbHOTO IIPOrpaMyBaHHS.

AHIMaIlisg pi3HUX YaCTHH Tij1a 3 PI3HOIO JIOTIKOIO.

Oco6nmuBOCTI KIacTepu3allii Ta MaCKyBaHHS

3.2 PoGounii npouec animamii
Cucrema animaiii Unity 6a3yeThCsi Ha KOHIEMIIT aHIMAIIIMHUX KIIIIIB, SIKi

MICTSTh iH(OpMAITito PO Te, K TMEeBHI 00’ €KTH MOBUHHI 3MIHIOBATH CBOE
MOJIOKEHHSI, OOEPTAHHSI UM 1HIII BJACTUBOCTI 3 YacoM. KoskeH Kimim MoxHa
CIIpUMMATH K €IUHUHN JIHIMHUN 3aIuC.



[Tpu cTBOpeHHi aHiManii ays nepconaxa CatchUp BukopucToByBaBcs
Blender. ¥ nanomy penakropi Oyiau CTBOpPEH1 HACTYIIHI aHIMaIlii:

Idle0 — Animarrist “3armymika”

Idlel — mepmia aHimMarrist BIIMIOYMHKY

Idle2 — npyra aniMartisi BiAMOYUHKY

Jump — animarnisa crpudky

Land — animariist mpu3eMIICHHS

PoseLib - animariist mozyBaHHs

SideWalk.L — animariis 60k0BOi X0a601(JTiBO)
SideWalk.R - animariist 00k0B01 X060 (TIpaBo)

Armature|ldle 0
Armature|ldle 1

Armature|ldle 2

Armature|Jump

0:00 (000:0%) Frame™0
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3.3 Animator Controller
AHIMaIilHI KA OPraHi30BYIOThCA Y CTPYKTYPOBaHY CX0XKY Ha OJIOK-
CXeMy CHCTeMY, sika Ha3uBaeTbess Animator Controller. Bin Binctexye sikuid
KJIIIT TOBUHEH B1ITBOPIOBATHUCS B JJAHUM MOMEHT, 1 KOJIM aHiMallisi TOBUHHA
3MiHIOBaTHUCS a00 MOEIHYBATHUCS.

Animator Controller BukopucToBye Habip mapaMeTpiB s IEPEXOLY MIXK
ctanamu. HasBH1 napameTpu:

e SpeedX(float) — mBuaKicTs MepcoHaxa mo oci X
e SpeedY (float) - mBuaKicTh MepcoHaxa mo oci Y
e RestMode(float) — BuOip animarii BinmounHky (kepyerscst Unity.Random)
e [sMoving(bool) — skio nepconax pyxaerbcs: true
e IsFlying(bool) - sikiio nepconax B moBitpi: true
e IsJumping(Trigger) - sikio rpaBel HATUCHYB “cTpUOOK™: true
Layers Parameters

O-

RestMode

IsMoving

IsFlying

IsJumping

Kepye mium nporecom kirac AnimationSubcontroller, po36ip ogxoro 3
METO/IIB:

private void Walking()

{

if (gc.onGround)

{
animator.SetFloat(speedX, Input.GetAxis("Horizontal"));
animator.SetFloat(speedY, Input.GetAxis("Vertical"));

}

else

{
animator.SetFloat(speedX, 9);
animator.SetFloat(speedY, 9);

}
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Meton Walking() 3unTye aaHi 3 mpuiany BBOAY JaHUX ( MOXKIIUBICTh
00po0IsITH 1aHi 3 OyAb-SKUX MPUIIAJIB BBOJY JIaHUX) Ta BCTAHOBIIOE 3HAUCHHS
napameTpiB SpeedX, SpeedY. SAKkmio xk nepcoHax 3HAXOAUTHCS HE HA 3€MJI1 —
BKJIIOYA€ aHIMAIIII0 XOJb0U NEPCOHANkA, IHTEPIIONIOIOUH ii 3 aHIMAI[IEIO MaIHHS
Ta CTPUOKY.

3.4 Knacrepu animanii
[Tpu po3poOi1i 1aHOTO MPOEKTY BUHUKIIA MpodiemMa “HakIagaHHs
aHimManiid. byno npuitHATO pileHHS KIAaCTEPU3yBaTH OKPEMi YacTUHHU rpadis. Y
XOJI1 KJacTepu3alii Oyiu BUILICH] HACTYIHI KJIacTepu

e Ground(BiamoBigae 3a aHIMaIlilO MIEPCOHAYXA HA 3EMJT1)
e Air(Biamosizae 3a aHIMaIlil0 IEPCOHAXA Y TTOBITP1)

Ground

Air

Knactep Air € AxnutuBuauM, Ha BiaMiny Big Ground(Override). Takum
YUHOM BJAJIOCH 3aI100IrTH “‘HaKJIaaHHs’ aHIMAaIlli.

3.5 I'pad animaniii
ITepexin cTaniB Ha Tpadi BUKOHYETHCS 3a JOIIOMOT OO ImapaMmeTpiB. Ha
KJ1actepi Air HasBHI HACTYMHI CTaHU aHIMAIIii:

e AirNone — BUKOHY€ETHCS y SIKOCTI “3aryIIKu”, KOJU KIacTep HE €
AKTUBHUM

e JUMp — BUKOHYETHCS TIPU HATHCKAHHI TpaBIieM (YHKI[IOHATHHOI KJIaBIIIH
“cTpuOOK”™

e Fly — BUKoHYy€eThCS y BHITAIKY, KOJU TIEPCOHAXK 3HAXOAUTHCS B IIOBITPI

e Land — BUKOHYETHCS y BHITAJIKY, KOJHU BiIOYBAETHCS IEPEXi] BiJl CTaHy
Fly no AirNone
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Ockinbku rpad opieHTOBAaHUM, TO MEPEXOY CTaHIB BIIOYBAIOTHCA Y 3aaH1i
nociigoBHocTi. [Tepexin 3i ctany Jump go crany Fly € MosknmuBuM, ane He y
3BOPOTHOMY HAMpPsIMKY, OCKUTBKHM (PYHKIIISI JUMP HE MOBUHHA OYTH JOCTYIHA HE
Ha 3eMJIL.

AirNone

3.6 Blend tree. InTepnossiniss animamiii
Blend tree BUKOPHCTOBYIOTBCS JIJIs TUTABHOT'O 3MIIITyBAHHS IEKIIBKOX
aHIMalIli}, BKIIFOYal0Ud BC1 1X 4aCTUHM Pi3HOI0 Mipor. CyMa, Ky KOXKEH 3 PyXiB
BHOCHTH y KiHIICBHI €EKT, KOHTPOIIOETHCS 3a JOIMOMOTOI0 IapameTpa
3MIITyBaHHS, SKAW € JIUIIE OJTHUM 13 YUCIIOBUX MapaMeTpiB aHIMaIlii, 1o
BUKOPHCTOBYIOTBCS JIJIs 3B'A3KY MK crieHapismu ta AnimatorController.

Jlanwuii Blend tree BukoprcToBy€e HACTYITHI TapaMETPH .

e SpeedX
e SpeedY

Armature_!
Walk Armature

Armature|3

Armature|ldle O

Walk
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[Ipu iX 3MiH1 BUKOHYETHCS IHTEPIOJIOBAHHS PI3HUX aHIMallid. TakuM YUHOM
MO>KHA JIOCSATTH IUIABHOTO MEPEXOY MK MOYATKOM XOAbOH Ta BIATIOYMHKOM,
ab0 0IHOYACHOTO MPOTpaBaHHA aHIMallli X0p0u Brepea Ta BOIK.

3.7 BUCHOBOK 10 po3aiiy
VY xoji npoBeieHHs] POOOTH 3 aHIMaIli€l0 OYJI0 MPOaHaII30BaHO ICHYIOY1
METO/IM MpOTpaBaHHs aHuicaiiil. byio BupimeHo npo0iaemMu nporpaBaHHs
aHIIMaIlii OB’ A3aH1 3:

e CriBBITHOIIEHHSM IIBUIKOCTI aHIMAIlIil 10 MIBUAKOCTI IEPCOHAXKA

e “HaxiagaHHAM’’ aHIMAIlA

e Cunxponizauii (pi3UYHOro BIJIITOBXYBAaHHSA 3 aHIMAI[IEIO
BIJIIITOBXYBaHHSI

e 3anexicTro a”iManii Bixg komnouenta Walk

Byno crBopeHo aBokiactepuumii rpad aniiMaiiii. BlendTree, mo kepyerbes 3a
JIOTIOMOTO0 JIBOX TIapaMeTpiB
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PO3JILT 4
YIIPABJITHHS IEPCOHAKEM

4.1 cnocodu nepemimenHns Ty Unity

Unity nepenbavae HaCTYIHI THITA TIEPEMIIIICHb:

1. 3mina kommonenTa Transform

Koxen GameObject, 110 € Ha clieHi IPOSKTY Ma€ KOMIIOHEHT

Transform. kommonenT Transform sianosigae 3a 30epexenHs iHGopmarrii
PO MICIIE TIOJIOKEHHSI OObsIKTa. Ma€e HaCTYIH1 MOJIS:

a. Position: Vector3

b. Rotation: Vector3

c. Scale: Vector3

3a 10MOMOT0I0 TPHOX TOJIIB MOXKHA OMTUCATH TOYHE TTOJIOKEHHSI
KOMIIOHEHTA Ha CIIEHI.

. Character controller — kommoneHT, 1110 BiZIIIOBi1a€ 3a IEPEMIIICHHS

nepcoHaka. Mae HaCTyMH1 TOJIS 711 peJaryBaHHs .

a. OOMexeHHs HaXuy

OOMexye Komaifiep JIMile TAMU CXUJIAMU, SIK1 € MEHII
KpyTuMu (y rpajycax), HDK 3a3HaU€HE 3HAUYCHHSI.
. 3CyB KpPOKY

[lepcoHaxx akTUBI3yBaTUME CXOJIU TUILKU B TOMY BHUIIAJIKY,
SIKITO BIH Oyjie OJvyKde 10 3eMJIi, HiX 3a3HaueHe 3HadeHHs. Lle He
noBuHHO OyTH Oinbie BucoTn Character controller, a6o e
npu3Be/E A0 MTOMUIIKH.
[IIuprHa 0OKIIaTUHKH

JIBa Koaniepy MOKYTh TPOHUKATH OJIUH B OJTHOTO TaK
rIMOO0KO, SIK iX MIMpUHA MKipH. biibia mypuHa MKIpH 3MEHIITY€E
KonmBaHHS. Hu3bKa mmprHa MIKipHu MOKE MPU3BECTH 10
3aCTpsITaHHS IEpCOHaka. XOpoLIUM MmapaMmeTpoM € 3HaueHHs 10%
paniyca.
. MiHimManapHa BiICTaHb NTEPEMIIICHHS

Sxmo Character controller cipodye nepeiitTu Hrkde
BKA3aHOTO 3HAYCHHS, BiH B3araii He Oyne pyxatucs. Lle moxxna
BUKOPUCTOBYBATH JIJIsi 3SMEHIICHHS KOJIMBaHHS. Y OUIBIIOCTI
BUTIAJIKIB 1€ 3HAYSHHS CITi 3anumaTti Ha 0.

. Lentp
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Ile xoMIIeHCY€E KanCyJIbHUM KOJIAWJEP Y CBITOBOMY MPOCTOPI1
1 He BIUTMHE Ha Te, K ob0epTaeThest Character controller.
f. Panmiyc
JloBxkuHa pajiyca KancyjabHOro konaiaepa. [o cyri, 1e
LIMpUHA KoJauaepa.
g. 3pict
3MiHa 1IbOro MaciITaldy Mpu3Beae 10 MaclITadyBaHHS Konainepa
B3JI0BX OC1 Y SIK B TIO3UTUBHOMY, TaK 1 B HETaTUBHOMY HaIlpsiMKax.
3. RigidBody
RigidBody no3Bossie 00'ekTam B3aeMOIATH 3 (izukor0. J{ist
pEeaNiCTUYHOIO PyXy TBEPJIMX TUI HA OCTAHHIX BIUIMBAE cujia 00epTaHHS
Ta 1HII1 cuiu. Byab-skuii irpoBuil 00'€KT MOBUHEH MICTUTH TBEPAE TLIO,
SIKe TJJISTae TpaBiTallii, A19TU BIATIOBITHO A0 CHJI, TPU3HAYCHUX
CIleHapieM, a00 B3aEMOJIISITH 3 IHIIUMU 00'eKTaMu uepe3 (i3uIHuN
asuryn NVIDIA PhysX.

4.2 IIpobsemMu nepemMilieHHS
1. 3mina komnonenTa Transform a6o CharacterController

3a 10MOMOTO0 ITUX KOMITOHEHTIB MOKHA JOCSTTI YITKOTO MepEeMIlIeHHS
oObeKTa 1o KOOpAMHATHIN cuctemi. Peamizalis ctpubKky motpedye
mporpaMyBaHHsI OUIbIII HU3bKOTO PIBHS.

private float CalculateJumpSpeed(float jumpHeight, float gravity)
{

}

return Mathf.Sqrt(2 * jumpHeight * gravity);

Age 1ie#t crioci0 He nepeadayae peakxiiii 3 XapakKTepUCTHKaMH TTOBEPXHI,
TOMY OYJI0 MPUMHATO PIICHHS BIIMOBUTHUCH BiJl YIIPaBIIiHHS 32 IOTIOMOT'OIO0
3Minu komnoneHTa Transform a6o CharacterController.

2. RigidBody

VYrpaniaaS 311HCHIOETBCS 3a Jonomororo Mmetona AddForce() mo Hamae
“cuiy” 10 00’exTa, y Gi3udHOMY 11 po3yMiHHI. OCKUIBKH y TAKOMY
MEePEMIIICHH] BaXKJIMBA KUTBKICTh IT€palliidl y CeKyHIY — BUKOHYETHCS METOJT y
timi metona FixedUpdate(). Tak MOXHA YHUKHYTH 3MiHH IIBUKOCTI Yepe3
PI3HHUIIIO Y KUTBKOCTI KaJAPiB B CEKYHY.
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Tak sk AddForce() He mprOupae CHIH BiJl CepeIOBUINA, HAIPUKIIAT CHITA
TSOKIHHS 200 peakiiii Oropu, TO BIH € TApHUM PILIEHHAM ISl YIIPABIIIHHSA, 1110
MO€THAHE 3 BIUIMBOM CEPEIOBHIIA.

4.3 IIpoOs1eMH NPUCKOPEHHS
Xoua y npoekti i Bukiukaetscsi AddForce() TUIbKH y Tl METO1A
FixedUpdate(), asie mpoGiiema mpucKopeHHsI Ha I[boMY He BupiiieHa. OCKUTbKU
JUIS IOYATKY pyXy NOTPIOHO OUIbIIE CHIIM HIXK JJI MOTO MIATPUMKHU — HACTA€E
OUTaHHS: “SIK ypIBHATH CUJIM JJISI MUTTEBOTO PyXY Ta 3alI00IrTH MPUCKOPEHHIO
Ha CTajii HOro MATPUMKU?”.

[Ipuknan xony, 10 BIANOBIAAE 32 IEPEMIILICHHS IEPCOHAXKA:

Vector3 b = new Vector3(Input.GetAxis("Horizontal"), O,
Input.GetAxis("Vertical™));
if (b.magnitude > 1)

b = b.normalized;

if (Input.GetAxis("Vertical") < @)
b.x /= 2;
b = transform.TransformDirection(b) * speed;

var velocityChange = b - rb.velocity;
velocityChange.y /= 2;

rb.AddForce(b * speed, ForceMode.VelocityChange);

Vector3 b = new Vector3(Input.GetAxis("Horizontal™), O,
Input.GetAxis("Vertical™));

OTpumaHHs orneparliii mepeMilieHHs aOCTparoBaHe BiJl IPUCTPOIO BBOJY.
Ile m03BOJIsSIE BAKOPUCTOBYBATH Pi3HI BUJIM BBOAY HE 3MIHIOIOUH KOMITOHEHTH,
110 BIAMOBIAAIOTH 3a MEPEMIIICHHS TTePCOHAXaA.

if (b.magnitude > 1)
b = b.normalized;

VY BUMajaKy, SKIIO JOBXKHHA BEKTOpA MIEPEMIIIeHHS O1JIbIIa 32 OJTMHHMITIO,
TO BEKTOp MOTPIOHO HOpMaJi3yBaTu, TOOTO 3pOOUTH HOTO JTOBKUHY PiBHOI
onuHuill. Tak BIamoch 3amo0IrTv 3pOCTaHHIO MIBUAKOCTI, 1110 BUHUKAE Y pasi
xoab0u 1o giaronanmi(1,0,1).

b = transform.TransformDirection(b) * speed;
var velocityChange = b - rb.velocity;

[ToBepTarounch 10 muTaHHA “SK YPIBHATH CHIIH JIJIT MUTTEBOTO PYyXY Ta
3amo0irTH MPUCKOPEHHIO Ha CTafli HOro mMATPUMKH?” .
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Byno npuitHaTo pimieHHs: OpaT MOTOYHY MIBUAKICTH 00'€KTY Ta
3MIHIOBATH 11 B 3aJIEKHOCTI B mocTaBiaeHO] “MakcuMaibHOI mBUAKOCTI . Tak
MOXHA YSIBUTH MIBUAKICTH Y SIKOCT1 OJHOMIPHOT BEIUYMHU. SIKIIO K MOTOYHA
IIBUJIKICTh OLIBINA 32 MAKCUMAaJIbHY JI03BOJIEHY, TO TOTPIOHO MPOBECTH
oreparlito BiIHIMAHHS TOTOYHOT MIBUJIKOCT1 B1J] MAKCUMAJIbHOT IBUJIKOCTI.

rb.AddForce(b * speed, ForceMode.VelocityChange);

4.4 Peakuisi mnoBepxHi
di3uka MaTepiall BAKOPUCTOBYETHCS JIJIsl HAJAIITYBAaHHS BILUIUBY TEPTS 1
B1IMOB 00'€KTIB MPH 3ITKHEHHI.

Tepts - 11e 3HaUEHHSI, SIKE BIIMOBIZAE 32 3aMI00ITaHHS TOTUPAHHS
MMOBEPXOHb OJIUH MPOTH OAHOTO. TepTst Moke OyTH ABOX BUIB, TUHAMIYHUM 1
ctatTudHUM. CTaTUYHE TEPTS BUKOPUCTOBYETHCS, KOJIU 00'eKT HEpyxomuid. Lle
HE JI03BOJIUTh TAKOMY 00'€KTY pyxaTucs 06€3 BIUIMBY 30BHIIITHIX CHJI.

Ockinbku ynpasiinas y rpi CatchUp He € 3BuyaitHum, a came 6a3yeTbes
Ha PI3KUX CTPIMKHUX PyXaxX 3 BEJIIMKUM MEP10JIOM OUYIKYBaHHS, TO BaXKJIUBY POJIb
BIJII'pa€ IMITYBaHHS JIbOAY, IK OCHOBHUMN THUIT TOBEPXOHb.

Average

Average

Tak 3a monomororo Physic Material Baaiock 1ocsrtv 1oBoJ1i OJIM3bKOT0
710 CTIPABKHBOTO JILOY IMITaIlli. Y CTaHH CIIOKOIO TIEPCOHAX He Oy/e pyXaTuch,
OCKLTHKU Ha HBOTO JII€ CTAaTUYHE TEPTs, 110 NopiBHIOE Koedimienty 0.3. 3aBnsku
IIbOMY OyJia YHUKHYTa TakKa MpodJieMa SK MOCTIMHE 3MIHEHHS KOMIIOHEHTA
Transform, oo TsarHe 3a co000 MOTPEOy CUHXPOHI3AIIIT 3 KIIIEHTaMHU Ta
CEpBEPOM, 3arpyxarouu IHTEpHET Tpadik 1 pO3paxyHKOBI IOTYKHOCTI CEpBEPY.

VY crani nepeMinieHHs Ha MEPCOHaKA MOYMHAE TIATA JUHAMIYHE TePTH,
CIIOBUTHHIOIOUH TIEPCOHAXKA KOXKHY 1Tepalliro ¢pi3udaH0T 0OpOOKH CIICHH. 3aBISKH
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LBOMY JIOCSITA€ThCS IUITABHUM Mepexia MK MepeMILIEHHSAM Ta 3yITUHKOIO
MIEPCOHAXA.

Monens TepTs, 10 BUKOpUCTOBYeThCs nBuryHoM Nvidia PhysX,
HaJaIITOBaHA HA MPOAYKTUBHICTH 1 CTA0UIbHICTh MOJICIIFOBAHHS, 1 HE
000B'I3KOBO MpeCTaBIIsie€ OJIM3bKE HAOMMKEHHS (PI3UKU PEAIbHOTO CBITY.
30KpeMa, KOHTAKTH1 MOBEPXHI, K1 OUTBIII 332 OIHY TOUKY OYIyTh
0o0UHrCITIOBAaTUCA SIK TaKl, III0 MAOTh JIB1 KOHTAKTHI TOYKH, 1 MAIOUU CUJIA TEPTS
B/BIY1 OUIBII, HIX Y (Di3ULlI peaIbHOTO CBITY.

4.5 Event s 3B°513Ky 3 aHiMalisiMu

AmniMallis nepeMillieHHs MOBUHHA HE TITIbKU OpaTH MOTOYHY HIBUIKICTD
o ocsaM koopauHat X 1a Y, a s BIANOBIAATH “pUBKaM’ 1O IMITYIOTb
BIZIIIITOBXYBAHHS BiJl OBEPXHi. 3a KOXKeH puBOK Bianoaigae kommnonent Walk,
came BiH BU3HAYa€ MPOMDKOK Yacy Mk pUBKaMH, a OTKE 1 BiH IOBUHEH
BIJIMOB1/IaTH 32 BUKJIUK METOMIB. JIJIsI 3aro0iraHHs MOPYIICHHS TPUHITUTIIB
3B’s13H0CTI — Walk peanizye intepdeiic |Animator. Tak Branocek abctparysaTu
aHiMaIlii, 1o MPU3BeJIO J0 30UTbIICHHS THYYKOCT] apXITEeKTypH IPOEKTy. Takum
YUHOM MOKHA 3MIHIOBaTH aHIMaIlii(KOHTpOJEp KX, pearidye iHTepdeiic
|Animator) ne3Bakaroun Ha komroneHt Walk.

4.6 CunxpoHizauis nepemMimeHHs
Network Transform cuaxponisye pyx i obepranus GameObject mo Bcii
Mepexl.

Lle#t KOMIIOHEHT BpaxoBye MOBHOBAXECHHS, TOMY JIOKaJIbHUH MPOrpaBay
GameObjects (ki MarOTh MICIIEB1 TOBHOBa)KEHHS ) CHHXPOHI3YIOTh CBOIO
MO3UIIIIO 3 KJIIIEHTA Ha CepBep, a MOTIM 3 IHIMMU KiieHTaMmu. [Hii GameObjects
(13 TOBHOBa)XCHHSIMH CEPBEPA) CHHXPOHI3YIOTh CBOIO TTO3HMIIIIO 3 CEpBEpa Ha
KJIIEHTIB.

GameObject i3 komrnoneHToM Network Transform Takox moBUHEH MaTH
kommoHeHT Network Identity. Komu Bu ctBOproeTe kommoneHT Network
Transform na GameObject, Unity Takox cTBoproe komnoneHT Network Identity
Ha uboMy GameQObject, K10 HOTO 1€ HEMAE.
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A ¥ NetworkTransform (Depr

XYZ (full 3D)
L 10

None

c Angular

OckiIbKM Ha eTari BUOOpY METOAY MepeMIlIeHHs TepcoHa)xa OyB
BuOpanuii meto Rigidbody, To # cuHxpoHi3allist 3 cepBepoM Oyjie MPOBOIUTUCH
no Rigidbody. [lns ekonomii Tpadiky OyB 30UIblIEHUI MIHIMAIBHUN TTOPIT JTS
IIPOBEICHHSI CHHXPOHI3aIlli, OCKUIbKH T'pa MO0y 10BaHa Ha PI3KUX MOIITOBXaX JIe
HE € BaXJIMBUM 3MIHEHHS IMOJIO’KEHHS Ha Majnux Macitadbax. Takox Oyra
30UTBIIICHA MIBUAKICTH THTEPIOJIALT TOBOPOTY Y€pe3 BUCOKY JUHAMIUHICTh
CatchUp.

Cepianizamis komrnoneHTa Rigidbody BukoHy€eThCS 32 HACTYITHUMH
apaMeTpamH:
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4.7 BUCHOBKHM /10 pPO3iiLy

VY xox1 npoBesieHHd poOOTH 3 yIPaBIliHHS NEPCOHAKEM OyJI0 MPOaHaI130BaAHO
ICHYI0Y1 METOJIY YNPABIIIHHS Ta BUSIBICHO HAWOUIBII MIAXOAAIIUNA JO TaHOTO
TUIY yIpaBiiHHA. Byno BupinieHo npoOiaeMu nepeMilieHHs MoB’ sI3aHi 3:

PeakI1i€ro Ha HaBKOJIUIIIHE CEPEOBUILE

3MIHOIO MIBUAKOCTI, B 3aJIEKHOCTI BiJl KUIBKOCT1 KaJpiB B CEKYHIY
[IpuckopeHHsIM TIepcoHa)ka, Yepe3 HEIBHY CUCTEMY peaKIlii MOBEPXHi 3
G13UYHOI0 MOIEIUTIO TIEPCOHAXKA.

CunxpoHizallii (13U4HOr0 BIAMITOBXYBAHHS 3 aHIMAIIIEIO
BIJIIITOBXYBaHHS

3anexHicTio aniManii Big komnouenra Walk

CroBUIbHEHUM MTOBOPOTOM MOJIEJI IEPCOHAXKA 1HIIIOTO IPaBIs
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BUCHOBOK

bys crBopenuii npoekt “CatchUp” 3a MOTUBaMH MI>XHAPOJAHOTO
yemmionaty “World Chase Tag”. Ha ganuii MOMEHT HpPOEKT € IIUIKOM TOTOBHIA
710 BUXO/1y HA PUHOK.

[IpoeKT BUKOHAHUM 3 TOTPUMAHHSIM BCIX BUMOT MPOTPAMHOI 1HKEHepii Ha
OCHOBI KOMIIOHEHTIB. 3 BUKOpHUCTaHHsIM matepHy Observer.

[poexT Binnosinae cranaapty Oinaproro intepdetricy “Component Object
Model” (COM)

Byno Bupimeno npobieMu peanizalii 3B’ 13Ky KIIEHT-CEpBEp MOB’sI3aHi 3
BIJIKJIFOYEHHSIM TPaBIIsl, Yepe3 HeCcTaOUTbHE IHTEpHET MiAKII0YeHHS. CTBOPEHO
BitacHi Bepcii kiaciB NetworkLobbyPlayer NetworkLobbyManager, 1o
JI03BOJIUIIO 30€epiratu By3bKocTmellianizoBany iH(opMallito Ta J03BOJIUIIO
CTBOPHUTH BJacHY OOTOpTKY Ha IrpoBe J10001.

VY xopi npoBeieHHS POOOTH 3 aHIMAIli€l0 OYJI0 MPOaHAII30BaHO ICHYIOY1
METOIM TIPOTPaBaHHsI aHIlicaliid. byyo BupimeHo nmpoGieMu mporpaBaHHs
aHIIMaIli mos’s13aui 3:

e CriBBITHOIIECHHSM IBUAKOCTI aHIMAITIiT 10 MIBUJIKOCTI MEPCOHAXKA

e “Haxiaga”HHaAM’’ aHIMAIlN

e CuHxpoHi3zalii ¢i3UIHOTO BiAMITOBXYBAaHHS 3 aHIMAIII€I0
BIJIINITOBXYBAHHSI

e 3anexHicTio a"niManii Bix komnouenta Walk

Byno crBopeno aBokinactepuuii rpad aniiMaiiii. BlendTree, mo kepyetbes 3a
JIOTIOMOT OO JTBOX ITapaMeTPiB.

VY xoxi npoBeieHHs poOOTH 3 yIPaBIliHHS MEPCOHAKeM OyIJI0 MTPOaHaIi30BaHO
ICHYIOY1 METOJIY YTIPABIIiHHS Ta BUSIBICHO HAWOUTBII MiAXOISIINHA 10 TAHOTO
TUIY yIpaBiiHHA. byno BupimeHo npobaeMu nepemilieHHs MoB’ s3aHi 3:

e Peakiriero Ha HAaBKOJIUIITHE CEPEIOBUIIE

e 3MiHOIO MIBUAKOCTI, B 3aJI€)KHOCTI BiJl KUTBKOCTI KaJpiB B CEKYHIY

o [IpuckopeHHsIM IIEpCOHAXa, Yepe3 HeSIBHY CHCTEMY PEaKilii MOBEpPXHi 3
(b13MYIHOI0 MOJIEIUTIO TIEPCOHAXKA.

e CHOBUTBHEHHM MTOBOPOTOM MOJIEITI IEPCOHAXKA IHIIIOTO TPABIIS



40

Bupimieni npoGaemMu noB’si3aHi 3 nepeavero MoBiIOMJIECHb Ha CEpBeEp Ta
ix onTuMmizani€ero. 3apasku nbomy “CatchUp” He moTpedye BeIMKUX

00YHUCIIOBATBHUX MOTY>KHOCTEH HA CTOPOHI CepBepa Ta MPOMYCKHOT 31aTHOCTI
Ha kiieHTa (B/s).

UNET ID: 9979752
Last updated: a month ago (May 13, 2021 07:36:15 +0300)

Global CCU Limit

20 CCUs

. Currently used by all projects

0 CCUs
[ Used by this project
0 CCU usage 20
0 CCUs
CCU is an abbreviation for "concurrent users”, the
number of players that can be interacting using Bandwidth per client (can be changed in live mode)
the multiplayer service.
B/s

Max players per room

5 players
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JloanaTok A

public class AnimationSubcontroller : NetworkBehaviour

{

private
private
private

private
private

private
private
private
private
private
private

private

private

{

int
int
int

int
int
int
int
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JTOJATKH

isFlying = Animator.StringToHash("IsFlying");
isMoving = Animator.StringToHash("IsMoving");
isJumping = Animator.StringToHash("IsJumping");

idlel
idle2

Animator.StringToHash("idlel");
Animator.StringToHash("idle2");

Animator.StringToHash("SpeedX");
Animator.StringToHash("SpeedY");

speedX
speedY

float restMode = Animator.StringToHash("RestMode");

PlayerController player;
Animator animator;
NetworkAnimator netAnimator;

Random rn;

void Awake()

netAnimator = GetComponent<NetworkAnimator>();
netAnimator.SetParameterAutoSend(0, true);
netAnimator.SetParameterAutoSend(1, true);
netAnimator.SetParameterAutoSend(2, true);
netAnimator.SetParameterAutoSend(3, true);
netAnimator.SetParameterAutoSend(4, true);
netAnimator.SetParameterAutoSend(5, true);

animator = GetComponent<NetworkAnimator>().animator;
new Random();

rn

player

}

GetComponent<PlayerController>();

private void Update()

{

if (isLocalPlayer)

{

}
}

Resting();

Walking();

Jumping();
Flying();

private void Resting()

{
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var stateInfo = animator.GetCurrentAnimatorStateInfo(0);
if (stateInfo.IsName("Idleo"))

{
switch (rn.Next(2))
{
case 0O:
animator.SetTrigger(idlel);
animator.ResetTrigger(idle2);
break;
case 1:
animator.SetTrigger(idle2);
animator.ResetTrigger(idlel);
break;
}
}
}
private void Walking()
{
if (player.isGrounded)
animator.SetFloat(speedX, Input.GetAxis("Horizontal"));
animator.SetFloat(speedY, Input.GetAxis("Vertical"));
}
else
{
animator.SetFloat(speedX, 0);
animator.SetFloat(speedyY, 9);
}
}
private void Jumping()
{
if (Input.GetButtonDown("Jump") && player.isGrounded)
{
netAnimator.SetTrigger(isJumping);
animator.SetTrigger(isJumping);
}
else
animator.ResetTrigger(isJumping);
}
private void Flying() => animator.SetBool(isFlying, !player.isGrounded);
}
Honarok b

public class PlayerController : NetworkBehaviour

{

[SerializeField] private float speed = 5.0f;
[SerializeField] private float speedMax = 10.0f;
[SerializeField] private float jumpForce = 200.0f;
[SerializeField] private LayerMask layerMask;
[SerializeField] private Transform target;

[SerializeField] private float waitTime = 0.5f;

private bool isMoveTime = true;



private Rigidbody rb;
public bool isGrounded;
private bool isJumpKeyDown;

private void Awake()

{
Cursor.lockState = CursorLockMode.LlLocked;
rb = gameObject.GetComponent<Rigidbody>();
}
private void Start()
{
if (isLocalPlayer)
{
target.gameObject.SetActive(true);
}
}
private void Update()
{
if (!isLocalPlayer) return;
MouseControll();
if (Input.GetButtonDown("Jump"))
isJumpKeyDown = true;
}
private void FixedUpdate()
{

if (!isLocalPlayer) return;

isGrounded = Physics.Raycast(transform.position,
transform.TransformDirection(Vector3.down), 0.1f, layerMask);
if (isGrounded)

Move();
Jump () ;
}
private void Move()
{

if (rb.velocity.magnitude >= speedMax)
return;

Vector3 direction = new Vector3(Input.GetAxis("Horizontal"), O,
Input.GetAxis("Vertical")).normalized;
Debug.Log(direction);

if (direction.magnitude == 1 && isMoveTime)

rb.AddRelativeForce(direction * speed, ForceMode.Impulse);
isMoveTime = false;

StartCoroutine(WaitMoveTime());



#region
/*

Vector3 b = new Vector3(Input.GetAxis("Horizontal"), @, Input.GetAxis("Vertical"));

if (b.magnitude > 1)
b = b.normalized;

if(Input.GetAxis("Vertical™) < 0)
b.x /=2;
b = transform.TransformDirection(b) * speed;

var velocityChange = b - rb.velocity;
velocityChange.y /= 2;

rb.AddForce(b*speed, ForceMode.VelocityChange);
*/

/* Move Velocity
b = transform.TransformDirection(b) * speed;
rb.velocity = b + Vector3.up * rb.velocity.y;

*/
#endregion
}
private IEnumerator WaitMoveTime()
{
yield return new WaitForSeconds(waitTime);
isMoveTime = true;
yield return null;
}
private void Jump()
{
if (isJumpKeyDown)
{
if (isGrounded)
rb.AddForce(jumpForce * Vector3.up);
}
isJumpKeyDown = false;
}
}

private void MouseControll()

{

float mouseX = Input.GetAxis("Mouse X");
float mouseY = Input.GetAxis("Mouse Y");

const int max = 80;
const int min = -40;
var angle = target.rotation.eulerAngles.x;

if (angle > 1890)
angle -= 360;

var toolLow = angle < min && mouseY < 0;
var tooHigh = angle > max && mouseY > 0;
var normal = angle >= min && angle <= max;
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transform.Rotate(Vector3.up * mouseX);
if (toolLow || tooHigh || normal)
target.Rotate(-Vector3.right * mouseY);

}

Jlonatok B
public class BombCreator : MonoBehaviour

{
void Update()

{

var bomb = FindObjectOfType<BombGiver>();
if (bomb != null)

{
var allBombs = FindObjectsOfType<BombGiver>();

if(allBombs.All(x => !x.isActive))
bomb.isActive = true;

Destroy(this);

}
Honarok I'

public class BackController : MonoBehaviour

{
private PageHistory pageHistory;
private void Awake()
{
pageHistory = FindObjectOfType<PageHistory>();
pageHistory.OnHistoryChanged += Display;
}

private void Start() => Display();
public void Back()

{
GetFirstChild(pageHistory.GoBack())
.SetActive(false);
GetFirstChild(pageHistory.Get())
.SetActive(true);
}
private void Display()
{
if (pageHistory.Count() <= 1)
gameObject.SetActive(false);
else
gameObject.SetActive(true);
}

private GameObject GetFirstChild(GameObject gameObject) =>
gameObject.transform.GetChild(@).gameObject;

}
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Hoxarok /1
public class PageHistory : MonoBehaviour

{
public Stack<GameObject> pagesHistory = new Stack<GameObject>();

public delegate void HistoryHandler();
public event HistoryHandler OnHistoryChanged;

private void Start()

{
var main = FindObjectOfType<MainMenuController>().gameObject;
pagesHistory.Push(main);
}
public void Add(GameObject gameObject)
{
pagesHistory.Push(gameObject);
OnHistoryChanged.Invoke();
}

public GameObject Get() => pagesHistory.Peek();
public int Count() => pagesHistory.Count;

public GameObject GoBack()

¢ GameObject result = pagesHistory.Pop();
OnHistoryChanged.Invoke();
return result;
}
}
Honarok E
public class PageSwitcher : MonoBehaviour
{

private PageHistory pageHistory;
private void Awake() => pageHistory = FindObjectOfType<PageHistory>();

public void SwitchToPage()

{
GetFirstChild(pageHistory.Get())
.SetActive(false);
pageHistory.Add(gameObject);
GetFirstChild(gameObject).SetActive(true);
}

private GameObject GetFirstChild(GameObject gameObject) =>
gameObject.transform.GetChild(@).gameObject;

}

Homarok 7K
public class CustomNetworkLobbyPlayer : NetworkLobbyPlayer
{
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public override void OnClientEnterLobby()

{
base.OnClientEnterLobby();

Debug.Log("Client is Enter to Lobby");
var slots = FindObjectOfType<CustomNetworkLobbyManager>().lobbySlots;

var playerList = FindObjectOfType<LobbyController>();
playerList.ShowLobbyPlayer(slots);
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