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AHOTAIIS

Junnomua po6ota: 105 c., 13 puc., 3 tabm., 34 mxepena, 4 101aTKH.

s qumuiomHa po6oTa MPUCBSIUCHA POSKTYBAHHIO Ta pO3pOO0Il KOMIT IOTEPHOT
rpu Ha pyurii Unity.

MeTo10 TUIJIOMHOI pO00TH € PO3POOJICHHS KOMIT FOTEpHOI Tpy Ha pytrii Unity
JUTSI TIABUIICHHST €()EKTUBHOCTI TEXHIYHOTO TU3AIHY.

3aBaaHHA TOCTiKEHHA:

AHaJli3 Ta cucTeMaru3allis MiIXoA1B 10 TEXHIYHOIO AU3aiHY irop Ta po3podka
BJIacHO1 rpu Ha pymrii Unity.

I[JUI JOCATHCHHA MOCTaBJICHOI METHU Tpe6a BI/IpiIIII/ITI/I TaKi 3aBAaHHA.

e [lpoanamizyBaT Ta CHCTEMaTHU3yBaTH TEOPETUYHI 3acaad Ta TEXHIYHI

MIJIXOAH I pO3POOKH 1rop
e 3IMCHUTH aHAJII3 MPOrPAMHO-TEXHOJOTTYHUX PIIIEHB AJI1 PO3POOKH 1rop.

e CrnpoekTyBaTu Ta peaiizyBaTu KOMI IOTEPHY Py BIAMIOBIAHO 10 TOCTABICHHUX
BHMOT Ta 3 YpaxyBaHHSIM TOIMEPEIHIX TOCIIIKEHb.

O0’exT H0C/TIIKEHHS.

[Iporiecu cTBOpEHHS KOMIT FOTEPHUX 1TOP.

IIpeamer mocaigxeHHs.

[IporpamHO-TeXHIYHI 3acaay MIJBUILEHHS €(PEKTUBHOCTI TEXHIYHOTO AU3aiHY
Ta po3poOku irop Ha Unity.

MeTtoan T0OCTiaKEeHH.

UML-moaentoBaHHs, aHaJIOTis 3aIy4yeH] B MPOIIeci MPOEKTYBAHHS Ta pO3pOOKU
BJIACHOT T'PH, METOJI TIOPIBHIHHS, 1[0 3aCTOCOBAHO JJIsl aHAJI3y HAsBHUX PECYpCIB Ta
TEXHIYHUX PIIIEHb JJIS PO3POOKU 1rop, METOJ 1HIAYKIII Ta CUHTE3Y JJISl BUALICHHS
BJIACHUX TIXOIB JI0 BUPIIICHHS MOMIMPEHUX 3aBJAaHb PO3POOKH KOMIT FOTEPHOI T'PH.
OnucoBuil MeTOJ BUKOPHUCTAHO IMPHU OMHUCI alrOPUTMIB, HUIIXIB PO3pOOKH 1rpoOBOT
JIOT1KHM 1 OCHOBHHUX THCTPYMEHTIB JIJIsl PO3POOKHU.

Kurouogi cioBa: Bineorpa, Unity, C#, ['elimzaes.



ABSTRACT

Thesis: 105 pages, 13 figures, 3 tables, 34 sources, 4 appendices.

This thesis is devoted to the design and development of a computer game with
Unity Engine.

The purpose of the thesis is to develop a computer game on the Unity engine
in order to increase the efficiency of technical design.

To achieve this goal you need to solve the following tasks:

e To analyze and systematize theoretical foundations and technical approaches
for game development

e To carry out the analysis of software and technology solutions for game
development.

e To design and implement a computer game in accordance with the
requirements and taking into account previous research.

Object of study.

Game development processes.

Subject of study.

Software and hardware principles to increase the efficiency of technical design
and game development at Unity.

Research methods.

UML modeling, analogy involved in the design and development of my game,
comparison method used to analyze available resources and technical solutions for
game development, induction and synthesis method used to identify own approaches
for solving common problems of game development. The descriptive method was
used to describe algorithms, ways to develop game logic and the main game
development tools.

Keywords: videogame, Unity, C#, Gamedev.
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ITEPEJIIK YMOBHUX ITO3HAYEHb I CKOPOYEHb
API — Applied programming interface;
VEX — Visual effects;
FPS — frames per second.
OOP — Object-oriented programming
ECS — Entity Component System
FRP — Functional Reactive Programming
CCD - Continuous Collision Detection
K-D Tree — K-Dimensional Tree

BinmoBocTiiikicTs (fault tolerance) — 3qaTHICTE IPOrPAMHOI CUCTEMHU MTPOJIOBKYBATH
KOPEKTHY poOOTY NMONpHU BUHUKHEHHS MOMUJIOK Y ii OKpeMHX 0JI0Kax abo CyMIKHUX
CUCTEMAX.

IrpoBuii accet (game asset) — 1upoBuil 00’ €KT, HAOIp OJHOTUITHUX JTAHUX, TKUH €
MOBHICTIO 200 YaCTKOBO CAMOCTIMHUM B1I00pa’KEHHAM IIEBHOT'O IrPOBOT0 KOHTEHTY.



BCTVYII

[Tepma xomm’rorepHa Tpa Nimatron Oyna po3poOiieHa 1 3amylieHa Ha
eJeKTpoHHOMY mpucTpoi me y 1940 pori. HoBuil mpoekT MIBUIKO 3aXOMHUB yBary
ayJIMTOPii Ha BUCTABIIl, TOK Y HOBOYTBOpEHY c(epy nmovanu inBectyBatu. Bxke y 1952
poui Anekcanapom Jlyrimacom Oynu HamucaHi XpECTUKU-HYIUMKH N7 KOMIT'FOTepa
IBM, a y 1958my Binbsawm ['irin6oram mpoeMOHCTpYBaB BIacHY BiI€Orpy B TEHIC. 3
[OI'0 MOMEHTY IOYaJla PO3BUBATHCh HOBa TUIKa y cdepl CTBOPEHHS MPOrPaMHHX
INPOAYKTIB — po3poOKa KOMII'IOTEpHHX Biaeoirop. HoBoyTtBopeHa cdepa moyana
IIBUJKO PO3BUBATUCH Ta IO3MYaTH Oarato Mojesied Ta MPUHIMUIIB 13 CEKTOPY
pO3poOKM 3BHUAWHOrO mporpamHoro 3abesnedyeHHs. I[Ilpore 3 wyacoM mouanu
BIJIOKPEMJIIOBATHCH OCOOJIMBI PUCH ITPOBOI PO3POOKH, 1 BIAMOBIIHO MEBHI MIAXOAU
cTaBaJId O1IbII €()eKTUBHUMHU 32 CBOIX KOHKYPEHTIB. biibIlie Toro, AesKi miaXxoau, SKi
HE BBAXAJINCH MOMYJISIPHUMH TSI BAKOPUCTAHHS Y MIpOIlecax po3poOKH MpoTrpaMHOro
3a0€3IeUeHHsI, 3HAUIILIN HOBE KUTTA Y PO3poOILIl BIACOITop.

AKTyanbHicTh Jociaimkennsi: [Iporsrom octanHix 40 pokiB Bifeoirpu
3aiiMalOTh BaXJIMBE MICIIE Yy CEKTOp1 po3Bar Ta ocBiTH. | BiamoBinHO 0a3za 3HAHb
TEXHIYHOTO XapaKTepy OTpUMaIa dy»Ke CTPIMKUI po3BUTOK. [lounHae 3apoKyBaTHCh
3BOPOTHA TEHJAEHISI — CHPOOM 1HTErpyBaTH JesKI METOJOJIOT PO3poOKU
KOMIT FOT€PHUX 1rop y po3poOky I13. CTBOpeHHs 1rpOBOr0 MPOAYKTY 3a O3HAYEHHSIM
nependavae BENUKY JUHAMIKY 3MiH, BHCOKY CKJIQJHICTh 3aBIaHb Ta MpoOsieM,
KOMILJIEKCHY KOJIOBY 0a3y. MeTtononorii, BkapOOBaHi y TAKUX yMOBax, MOBUHHI OyTH
JOCTII)KEHUMH Ha TIM00KOMY PiBHI.

Meta pocaimxennsi: Po3pobnenns xomm’roTtepHoi rpu Ha pymii Unity mms
MIJBUIICHHS €(PEKTUBHOCTI TEXHIYHOTO AU3ANHY.

3aBaaHHA JOCTiKEeHHA:

e JlocmiauTu METOAM TEXHIYHOTO AU3aiHY B1ACOITOp.
o JlocmiauTé  OCHOBHI  TapaJiurMH  TPOTPaMyBaHHS IO
BUKOPUCTOBYIOTHCS Y pO3p0OOIIl BiACOIrOp.

o BwusHaunTH OKpemi MOIIMPEH] 3aBJIaHHS 1110 BUHUKAIOTH 1] Yac
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PO3pOOKHU BiJI€OIrOp Ta JOCTIAUTH HalleheKTUBHIIII T1IXOAH JUIS iX

BUPIIICHHS.

e JlocmiauTu IHCTpYMEHTapiil 17151 CTBOPEHHS irop.
o BuBunTH HeoOXiaHI 6a30B1 IHCTPYMEHTH, SIKI BUKOPHUCTOBYIOTHCS
IIpU PO3pOOII iIrop.
o JlocHiauTH MOKIMBOCTI PI3HUX ITPOBUX PYIIIiB.
o BwusHauuTu ocHoBHI oco6nuBocTI podoTH Ha Unity. B ToMy uucni i
OCHOBHI HEOE3IEKH Ta HEJOJIIKH, IKI MOTPIOHO MaTH Ha yBa3l MpU
pOo3po0I1Ii TpH.
e CnpoeKTyBaTH OCHOBHI €JIEMEHTH T'PH.
o BH3HAUYNTH KOHIIETIIIIO TPH.
o CnpoektyBatu mpaBuia rpu, reiMILIEHHI TUKIIN Ta 1H.
e PeanizyBaru rpy.
o CHOpoekTyBaTh OCHOBHY NPOTPaMHY JIOTIKY I'PH.
o Hammcatu ocHOBHI MeXaHIKU, KOHTPOJUIEPH Ta 1H.
o IHTerpyBaTu HeOOX1AHUH Bi3yan y Ipy.
o CtBoputHu HeoOxiaHi VFX.
o PeamizyBatu UI.
o 3aBeplIMTH 00’ €JHAHHS BCIX KOMIIOHEHTIB IPH.
o IlporectyBaru irpoBUii MPOEKT y CEPEAOBHIIIL PYIIIis T BUIPABUTH
KPUTHUYHI HECTIPABHOCTI.
o 310paTy MpOEKT Mij LJIbOBI MIaTHOPMHU
o IlporectryBatu mpoekT Ha target mimaTtdopmax Ta BHUIPABUTH
KPUTUYHI HECIIPABHOCTI
00’exT nociimkenns: [Ipouecu cTBOpeHHsS! KOMIT IOTEPHUX 1TOP.
IIpeaMer aoCHiIKEeHHS: [IporpamMHO-TeXHIUHI 3acaad  ITJIBUIICHHS
e(EeKTUBHOCTI TEXHIYHOTO AU3aiiHy Ta po3poOku irop Ha Unity.
Metoau pocaimxennsi: Jlms peamizamii mocTtaBiIeHHMX 3amad Ta IS

dhopMyBaHHs 3BITY IILOTO IPOIIECY, OyJIM BUKOPHUCTAH1 HACTYITHI METOIH:
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e Meton aHami3zy Ta JEKOMIIO3ULII BUKOPUCTAHO TIPU PO3IIIAI
TEXHIYHOT'O IU3alHy 1HIITUX B1JEOITOp.

e Meroa 1HAYKIII Ta CHHTE3y NPH BUIUICHHI BJIACHUX IIJIXOMIB 0O
BUPIIICHHS MOMIMPEHNUX 3aBJaHb PO3POOKH KOMI IOTEPHOT TPH.

e MeTron HayKOBOTO MOJENIOBAHHS BUKOPUCTAHO MpHU (OpMyBaHHI
cXeM redMIUIeHHUX LUKIIIB, AlarpaM apXiTeKTypH kinaciB Ta cxem UL

e OnucoBUil METOJI BUKOPUCTAHO TPHU OIMKCI AJTOPUTMIB Ta HUISXIB
pPO3pOOKH I1TPOBOi JIOTIKH, OMHMCI OCHOBHHX IHCTPYMEHTIB IS
PO3pPOOKHU.

IIpakTnyHe 3HAYEHHS OJepP:KAHMX pe3yiabTaTiB: Bkiaa y cucremaTusanito
3HaHb y c(epl TEXHIYHOTO [W3aiiHy BIJIEOITOp Ta JAEMOHCTpalis MNPaKTUYHOrO
BUKOPUCTAaHHS CUCTEMATU30BaHMX MeTojiB. IliBHILIEHHS €()EKTUBHOCTI CTBOPEHHS
BIJICOIrOp, BUPILLIEHHS MOIIUPEHUX CKJIAJHUX 3aB/IaHb.

Crpykrypa podoru:

Kgamidikarriitna podoTta 0akanaBpa CKJIAJA€ThCA 31 BCTYIy, TPHOX PO3ILIIB,

PO3MOIJIEHUX Ha MIIPO3/17I1 Ta BUCHOBOK.



PO3AUI 1 TEOPETUYHI 3ACAI1 TA TEXHIYUHI IIIIXOAN AJIA PO3POBKHN
BIJIEOIT'OP

1.1 BuxkopucranHsa Moiesiel Ta mapajurM mporpamMmyBaHHs y po3po0lll BiIeoirop

Komm’torepHa rpa B 3arajipbHidl IUIOIIMHI HE BIAPI3HAETHCS BiJ OyIb SKOTO
1HIIIOTO MPOTPAMHOTO MPOIYKTY, TOMY MOKHA KOHCTaTyBaTH, 1[0 TIPU pO3pOOIIi irop
BUKOPUCTOBYIOThCS T1 3K caml 3arajbHO NPUUHATI MOJIENl Ta TapagurMu
nporpaMmyBaHHs. 3 1HIIOro OOKY, Ha BIIMiHY BiJl OUIBIIOCTI MPOEKTIB HATMCAHUX JIJISI
CyYaCHHUX KOMIIIOTEpIB, MHPOrpaMHHUI YCTpPiil BIAECOIrOp YCKIAAHEHU BUCOKUM
PIBHEM KOHTPOJIIO B pealIbHOMY 4acl BiJl KOPUCTYBaya, BETUKOIO KUTbKICTIO CKIaIHUX
MaTEeMaTHYHUX CUMYJIAIIA Ta BUCOKAM CTYTIEHEM PO3TalyXEHOCTI CUCTeMH. ToMy 3a
BCIO 70-TU piuHy ICTOPIIO KOMIT IOTEPHUX ITOP MPUPOJHIM IUIIXOM BHOKPEMIIUCH
HalOUIbII ONTUMAJIbHI MOJIEN Ta MapagurMu Ui NOOYAOBH TaKUX KOMIUIEKCHUX

nporpam. Po3risiHeMo K0XHY OUIbII TOKJIAJIHO.
Object Oriented Programming

Haii6inpm nomyssipHa Mozienb MoOyI0BU Oynb SIKUX MPOTPAMHHUX MPOJIYKTIB.
Bona n100pe miaxoauTh AJisi CTBOPEHHS MPOEKTIB BUCOKOI CKJIAJHOCTI Ta BEIUKOIO
o0csry, 30KpemMa KoM I0TepHuX irop. Opranizaiiis KoJ0Boi 0a3u HaBKOJIO 00’ €KTIB y
BUTJISIAI HAOOPY JaHMX Ta METOJIB SIKI iX OMPAalbOBYIOTh, HAJAE BEJIHUKY KUIBKICThH

IiepeBar, a came:
e BijcyTHICTh AyOmiKanii.

MO>XJIMBICTh MOBTOPHOTO BUKOPUCTAHHSI CTPYKTYp AAHUX Ta METOMAIB

poOOTH 3 HUMH.

e Bucokuil CTyliHb 3aXUILEHOCTI JaHUX 1 B PE3YJbTaTl — HU3bKUI PU3HK

MOPYIIEHHS X CTPYKTYPHOI Ta JIOTTYHOI LITICHOCTI.
® 3JaTHICTH O PO3IMIMPEHHS CUCTEMH.
HoBi 00’ €kt MOXYTh B3a€MOISTH 3 iIHTEpdEHcOM THIHMX 00’ €KTIB.

e HanpsiMku po3MIUPEHHS CUCTEMHU MOXKYTh 0OMEKYBaTHUCh PO3POOHUKOM.



13

Ile migBuiye epeKTUBHICTH KOMAaHAHOI PO3POOKH, amxe Oyab SKUM
HACTyIHUH pO3pOOHMK OyJe MPHUCTOCOBYBATH CBIM KOJ MiJ 0OMEKCHHS
MOTIEPEIHRO CTBOPEHOI BHINOI CYTHOCTI 1 TaKMM YHHOM 3a3BUYai BCS

KOMaHJIa PyXa€eTbCsl B OJJHOMY HAIPSMI.
e JloBra icTopis pO3BUTKY Ta 3HaYHE PO3MOBCIOKECHHS.

3a ocranni 60 pokis mix erigoro OOII Hapoauiack Bennye3Ha KUTbKICTb
napajgurm, MPUHIIMIIB Ta MAaTEPHIB MPOeKTyBaHHA. LI cTanmapT 3Ha4HO
CIPOLLYIOTh CTBOPEHHSI MPOTPaMHOrO 3aCTOCYHKY 3 KOJOBOK 0a30r0

BHCOKOT SKOCTI.
Entity Component System

Ha BinMiHy BiJl 00’€KTHO OpPIEHTOBAHOrO MiAXOAY Il MOJENb IPOrpAMYBaHHS
HE TaK BiJoma Ha 3arajgbHoMy puHKy. [Ipote ECS miaxia mociB ayxe BaXKJIUMBE MiCIe
y irpoBiii po3poOiii. B ocHoBi i€l Mmogeni aexuts Komnonent (Component), HaOip
KOMITOHEHTIB mpejicTaBiisie coboro CyTHicTh (Entity), CyTHOCTSIMU Ta KOMIOHEHTAMHU
onepyroTh Cucremu (System). Taka MoJienb 103BOJISIE IEKOMITO3YBATH ITPOBY JIOTIKY
Ha ApiOHI camoaocTaTHi 010Kku. TunoBumu TexHikamu B ECS € CTBOpeHHS HEBETMKUX
CTPYKYTp JaHHMX, SIKI BIJOOpa)karOTh II€BHY BJIACTHBICTh CYTHOCTI, HAIIMCAHHS
MOAYJISIPHUX CUCTEM JIsl MIATPUMKH OKpeMHX (DYHKIIIH IPOEKTy Ta AUHAMIYHA 3MiHA
CYTHOCTEH mij 4ac pobotu mporpamu. Adu BusHauuTH YoMy came ECS Tak moOpe
MIIXOMUTh ISl pO3pOOKH ITpPOBUX TPOEKTIB, PO3TJISHEMO OCHOBHI MepeBaru Ii€i

MOJIENIL:
e ["apaHTis HU3BKOI 3B’ SI3HOCTI OKPEMHX CHUCTEM.
e Bucokuil cTyIiHb JEKOMITO3HUIIIT JIOT1IKM IPOEKTY Ha PiBHI JaHUX
® ['HYYKICTb.

MoskHa BITBHO J0JaBaTH Ta BHIAIATH CHUCTEMH, KOMIIOHCHTH Ta

CYTHOCTI, HAJATO HE MEePEeUMaIOUrCh MPO 3aJICKHOCTI.

e Po3MileHHsI CYTHOCTEH y 1am’sITi.
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ECS BBaxkaetbcs wMopemno 3 data-driven migxomom. MoaymsipHa
oprasizaiis JaHuX, €JUHE CXOBUIIE Ta MBUAKUN nocTyn g0 HUX B ECS

3HAYHO ONTHUMI3y€ BUKOPUCTAHHS ONEPATUBHOI ITaM'STI.
o CXWIBHICTH J0 apayieTbHUX 00UYHUCIICHb.

Hwusbka 3B'I3HICTD Ta MIBUIKHUI 1 IPOCTUH SISl PO3YMIHHS IMOTIK JaHUX
pobuts ECS migxin maixke ieadbHUM A7 HapajelbHOTO BUKOHAHHS

0araTbOX 3aBJAaHb.

e Bucoka cyMmicHICTh 3 iHIUMU MeTojonorisiMu. B ECS npoekTu nerko
BIIPOBA/KYIOTHCS 1HII TeXHIKH, Taki gk Dependency Injection, Inversion

of Control a6o rinobansuuii Command Pattern.
Functional Reactive Programming

Ille olHa TOCUTH BXKHMBaHA Y po3poOlll 1Irop nmapaaurma rnporpamyBaHHs. Bona
npecTaBisie COO0K0 MOENHAHHS (PYHKIIIOHAIBHOIO Ta PEAKTUBHOTO IPOrpaMyBaHHS.
B ocHOBI nexaTh XxapakTepHi pucH 000X mapaaurm: «4ucti GyHkiii», lazy data flow,
event stream Ta referencial trancparency. CucteMu B peakTUBHOMY MpOTrpaMyBaHHI

MOBUHHI HACIIAYBaTH HACTYITHI TPUHITUIIH:
e KepoBaHICTh 3a IONOMOTOI0 1HCTPYKIIiH Ta 3aMUTIB.

Cucrema TOBHICTh TMpaIlO€ 3 TOTOKOM IHCTPYKIIH  (HEpiAKO

ACMHXPOHHUM) y BUIJISIAI event stream abo MpsMUX 3aIUTIB.
e Biaryk y peaibHOMY 4aci.

CucrteMa MoBHHHA IIBUJIKO pearyBaTy Ha 3alUTH.
e CTIHKICTb.

Cucrema NOBMHHA 3aJUIIaTUCh AaKTUBHOIO Ta 30epiratv 37aTHICTh

00pOOIISTH 3aIMTH HAB1Ib ITICJISI BAHUKHECHHS TTIOMHJIOK.

® ['HYYKiCTb.



15

Cucrema NOBMHHA MaTu 3[aTHICTh O PO3LIMPEHHS Ta MEPErpy30K 1 Mpu

IIbOMY 30€piraTu MOXKJIUBICTh OOPOOISTH 3aITUTH.

Xoua i KpuTepli BUIISAAIOTH JOCUTH MPUPOIHIMU JIJIsl OYIb SIKOTO CEpBICY,
HAIMCAaTH CUCTEMY Ha PEaKTHBHINA MOJEN MporpamMyBaHHs AOCUThH ckiiaaHo. Koxen
BY30J1 OOpOOKH 3alUTIB TaKOi CHCTEMHU MOBUHEH OyTH aCHHXPOHHUM HEOJOKOBAHUM
MOJIyJIEeM 3 BHCOKOIO BiZIMOBOCTIMKICTIO. IIpu po3poOrui irop peakTHUBHHMA MiaXina
AKTUBHO BUKOPHCTOBYETHCS JIJII CTBOPEHHS KOMIUIEKCHHMX TpadiuyHuX 1HTEpQenciB.
[IpoanamnizyeMo yHIKaJIbHI PUCH ITI€T MO, a0M BUSHAYUTH IPUYMHU BUKOPUCTAHHS

peakTUBHOTO MporpaMmyBanHs y irpax 3 Ul cuctemamu BemKkoro oocsry:

e [IpencraBiieHHS JaHUX Yy BHUIUIIAL «IIOTOKIB», TOOTO ITOBIJIOMJIEHB IIIO

PO3MIIIEH] Y IUIONIHHI Yacy.

Takuit miaxia 103BOJISIE HE OUIKYBAaTH YBECh HEOOXITHUM 00CAT BXITHUX
JaHUX, a TPAIOBATA 3 THUMH JaHUMH IO BXXKE HAMIWIILIH, JOJATKOBO

OUIKYIOYH HOBHX.
e UYucrti ¢pynkmii. Immutability (He3MiHHICTB).

Yucti QyHkiii — ne GyHKIii, pe3yiabTaT BUKOHAHHS KOTPUX 3AJTCKHUThH
JUIIe Bl BX1IHUX ApaMeTpiB, a HE B1Jl CTaHy cucTeMH. Taki QyHKLIi He
CTBOPIOIOTH TaK 3BaHUX «MOOIYHUX €(EKTIB», TOOTO TOJATKOBUX 3MiH Y
3aranbpHIi cuctemi. e 3HaYHO 3HMKY€E pU3UK BUHUKHEHHS TTOMHJIOK Ta
KPUTUYHUX HECNpaBHOCTEH y poboTi mporpamu. PeaktuBHi (yHKIIT
(map, filter, scan) He 3MIHIOIOTH CaM IOTIK JIaHUX, @ CTBOPIOIOTH HOBUM
Ha OCHOBI 3pa3ka, J0JalouM BIJMOBIAHI BJIACTUBOCTI a00 3MIHIOIOYHU

CTPYKTYPY YHOPSJIKYBaHHS TIOTOKY JaHUX.
e Push-pull propagation. Bmactusicte Backpressure.

Konu 3MiHIOETBCS CTaH TIEBHOI CYTHOCTI, TTOBIJIOMJICHHS PO IO TOAII0
PO3MOBCIOJKYETHCS TIO BCIM CHCTEMI 3a JIOMOMOTOIO0 TOTOKIB (reactive

streams). Pull anroputmu BH3HA4YalOTh aKTUBHOIO CIOXKMBAaya, SKHUM
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MOCTIHHO TMepeBipsie, YU JHKEPEIOo TOTOBE BiAAaTH OHOBJEHI aaHi. Push
ANTOPUTMH BH3HAYAIOTh TACUBHOTO CIIO’KUBAYa, IKU OTPUMY€ OHOBJICH1
JdaHl BiJ JpKepena, sK TUIBKH JpKepeso rortoBe o 1mporo. Push-pull
QITOPUTMU € TIOpUJIHOIO KOHIIEMIEI0, B SKIM CHOXHBAY OTPUMYE
KOPOTKE TIOBIAOMJICHHS BiJI KEpeJia IMpo Te IO CTaH CUCTEMHU 3MIHUBCA,
1 TS bOTO POOUTH 3aMUT JIO JDKEpesia Ha OTPUMaHHS JaHuX. Takum
YIHOM peaji3yeThCs TaK 3BaHa BIACTUBICTH backpressure, KOIH pKepeno
Hajae 1HGOpMaIliI0 TUIbKA B TOMY BHUIAJKY, KOJIU CHOXXKUBA4Y rOTOBUH 1i
oTpuMatu Ta 0opooutu. Lle nocuTh epekTUBHUI CIIOCIO KOMYHIKAIT MiXk

OKpEMHMU CUCTEMaMU Ta oprasizauii data flow.
e BukopuctanHs e()eKTUBHUX CTPYKTYP JaHUX.

ApXiTeKTypa CHCTEMH, IO BHUKOPHCTOBYE MOJEIb PEaKTUBHOTO
IporpaMyBaHHs, YaCTO OPraHi30BaHa y BUTIISL iepeB a0o rpadis. Takum
YUHOM MOXXHA 3HAYHO IMiIBUIIUATH 3PYYHICTH MOJAIBIIOTO PO3ITHPEHHS
CUCTEMH, CTPYKTYpPOBAaHICTh  Ta  €(QEKTHBHICTh  aJITOPUTMIB
PO3MOBCIOKEHHS TAHUX TI0 CUCTEMI. Y TTOETHAHHI YUCTUMU (PYHKITISIMHA,
1 BJACTUBICTh CTaX 1€ OLIBII MOTYKHOIO, a/Ke JO3BOJISIE PEAKTUBHUM
cucTeMaM HaOJM3UTUCh JI0 IIBUAKOCTI BHKOHAaHHS CHCTEM 3
IMIIEPATUBHOIO MOJIEJUTI0. BUKOPUCTOBYIOUM BJIACTUBOCTI UYUCTUX
(GyHKLIA, HA eTani KOMOUIALIT OKpeMi OJIOKH MPOrpaMu 3aMiHIOIOTHCS Ha
KOHKpPETHI 3HA4Y€HHS, TaKUM YWHOM pO3MAaKOBYIOUU JIEPEBO y 4YEpry

OpSIMUX IHCTPYKIIIH.
® ACHHXpOHHA CKJIaJIOBa.

CucremMu Ha PEaKTUBHIM MOJIETI 3aBKIH PEKOMEHIYEThCSI CTBOPIOBATH 3
MIITPUMKOIO0 ACHHXPOHHOT'0 BUKOHAHHS oriepaiiiii. B camomy migxomi s
BOr0 3aKjajJeHe HeoOXigHA HE3aIEKHICTh MK MHOTOKAMH aHHX,

PO3MOILT iX Y Yaci, HeOJOKOBAaHICTh MMOTOKY Ta 3aXUIIEHICTh B1J] 3MiH.

® PeakTUBHI PO3IIUPEHHS.
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Mogens peakTUBHOTO TIPOTPaMyBaHHS MOXXE€ BHKOPHUCTOBYBATHUCH
OaraTpMma criocobamu. € 4nucTe BUKOPUCTAHHS, SIKE BBAXKAETHCS 3arajioM
HE JOIIJIBHUM TpPH ITPOBIM po3poOIll, yepe3 CKIAAHICTh MOOYIOBH 1
OIATPUMKA YHCTUX PEAKTUBHUX CHCTEM. ToMy BemuKuUd oO0csT
BUKOPHUCTAHHS PEaKTUBHOI MOJIENI MPUIATAE HAa CEKTOP PO3LINPEHD IS
IHIIMX ~ MOJelel  mporpaMmyBaHHs. 3arajioM Taki  pO3IIMPEHHS
MO3HAYAIOThCSI KOJMOBUM mocTdikcoM Rx. IcHye 0esmiu  pi3HHX
dpeitmBopkiB, Takux Ak UniRx, RxJava, ski  J103BOJSIOTH
BUKOPHCTOBYBaTH AaCHMHXPOHHI IMIJXOAM OCHOBaHI Ha pPEaKTUBHUX
notokax jgaHux pazom 3 OOP abo ECS. Takox y mnoeaHaHHi 3
PEaKTUBHUMU PO3IMIMPEHHAMH 100pe mpaitoe nartepH Observer (amke
BiH € ()aKTUYHOIO aHaJori€e0 peakTuBHUX 11l B OOP Mozeni) Ta pobota

3 JaHNMH 49C€PEC3 3allUTH.

B pe3ynbTaTi mpoBeaeHUX JOCIIIKEHb CTa€ 3p03yMLJI0, 1110 HE MOXKHA CTABUTH
Ha METI MOIIYK HaWKpaIioi MoJIeJli TporpaMyBaHHs IrPOBOTO 3aCTOCYHKY 3a1s 1i
MOTAJTBIIIOTO BUKOPUCTAHHS y MMPOCKTYBaHHI BChOT'O JOMATKY. BakmuBum €
MpEeIMETHE MOPIBHAHHS KOKHOTO aCleKTy PI3HUX MOJIEeJIeH Ta mapajanurm, Ta
BUSIBJICHHS X CUJIBHUX CTOpPIH. B pe3ynbrari HallepeKTUBHIIIKMM CYy4aCHUM M1IX00M
JUJISL PO3POOKH IrPOBOTO MPOEKTY € 3aCTOCYBAHHS MYJIbTUIIAPATUTMEHHOTO
nporpamyBaHHs. [licist Bi1acHOTO BIIaCHOTO aHai3y HallKpaIux Mojesel y irpoBii

pO3pO0III MO’)KHA BUOKPEMUTH HACTYITHI BUCHOBKHU:

® (OO0’eKTHO-OPIEHTOBAHMM MIAX1J BapTO 3aCTOCOBYBATH JII CTBOPEHHS
IEHTPAIbHOI apXITEKTYPHOI JIAHKHW, BUCOKOTO piBHS aOctpakiiit. Ls
MOJIETIb Ma€ TpaHy CYMICHICTb 3 OyAb SKMMH IHIIUMH MapajurMamMu, Ta
3a0€3MeUnTh CTIMKUM Kapkac MailOyTHbOrO noAaTky. Takox mei miaxina
rapHo cebe neMoHcTpye mpu po3podi HeBenmmkux Ul cucrtem. 3aramom
OOP monenb Mae TOCTATHIO MOTYKHICTh JJI TOTO 1100 3a ii JOMOMOTH
peanizyBaTH yCl YaCTUHH MPOTPaMHOI JIOTIKK. BTIM 11€ HE OIIIBHO NpH

301IBIICHHI PO3MIpY Bifeorpu, ado MpH yCKJIaTHEHH] 3B’ sI3KIB B IrpOBii
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JoTiIi. Y TakuxX BUITQJKax Kpallle BITIATH BiJ 00’ €KTHO-OPIEHTOBAHOT

napajgurMu Ha KOPHUCTh 1HIINX MO/JICIICH.

e Entity Component System Hapa3i € HaWBaKJIUBIMIO MOJCIUTIO IS
BUBYCHHS Ta BHUKOPHCTaHHS Yy pO3pOOIN BiJICOITPOBUX IPOEKTIB.
MopaynbHICTh, 3AaTHICTh JI0 IIBUJKUX 3MiH, BHCOKa €(EKTUBHICTH
oOuuncieHHs, eheKkTuBHE 30EpeKCHHS Ta Tepenada JaHuX 1 BEIUKUR
CTyIiHb CYMICHOCTI 3 Oararbma IHIIUMH €(OEKTHUBHUMU TEXHIKAMH
IporpamMyBaHHs, poOJIATh 3 L€l MapagurMu JTy>K€ BIAJIUN 1HCTPYMEHT
Ui poOOTH 3 TaKOK JUHAMIYHOIO 1 KOMIUIEKCHOIO CHCTEMOIO, SIK

Bijieorpa.

e VYV CBOIO uUepry peakTHUBHI PO3LIMPEHHS HEOOXITHO BUKOPHCTOBYBATH,
AKIIO y T'pl MOTPIOHO MIATPUMYBATH IIUPOKUIN CHEKTP KOPUCTYBALBKUX
HaJIAIITYBaHb N1€PE/l OCHOBHUM IeMMIUIeEM, a00 AKILIO caM MEHEIKMEHT
a00 HaJlalITYBaHHS Ta €KCIIEPUMEHTH 3 ITPOBUMHU CYTHOCTSIMU B Xa0i 1 €
BAKJIMBOIO CKJIAJIOBOIO Tpu. B Takux Bumajgkax HEOOXITHO pO3pOOMTH
rpadiuamii iHTepdeiic BeIrKol CKIaaHOCTI. PeakTMBHUMN TiaXia 3HAYHO
CIPOCTHTbH HaIMMCaHHs CKIIaaHMX 1 6aratomaposux Ul cuctem, 103BOJIUTH
00poOIsATH OJpa3y JdEKUIbKa 3alWTiB BIJ TpaBIl Ta ITJABUIIUATH
BIIMOBOCTIHKICTh CUCTeMU B nuomy. Lli acnekTu HamnpsiMy BILTUBAIOTh
Ha IrpOBUHM JOCBIJ, TOMY 0araTto IrpOBHX pYIIIiB MalOTh CBOI BJIACHI

piteHHs y cepi peakTUBHOTO MPOTPaMyBaHHS.

2.1 EdpexTuBHI miIX0au 10 BUPIMICHHS CKIAIHUX 3aBAaHb IFPOBOT PO3POOKH

KoskeH irpoBuii mpOEKT Mae psii CXOKHUX 1 JOCUTh CKJIQJAHHUX MpoOJeM, sKi
HEOOX1IHO BUPINIUTH Yy TIpoieci po3poOku. JIeKoMro3yemMo OCHOBHI 3 HHUX, Ta

nigoepeMo HalKpallli pilieHHs.
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BipryaabHuii npocrip

Ha nmouaTky po3poOku O6yap sikoi rpu MPOEKTYIOTHCS TPU OCHOBHUX ACTICKTH
MalOyTHBOTO TOJIATKY: BIPTyaJIbHHI MPOCTIpP, COre-MEXaHIKU Ta MPOTrpaMHe
MIPECTaBJICHHS IrPOBOI'0 KOHTPOJLIEPY (CIOciO B3a€MO/Ii1 TpaBIs 3 TPOIO).

3ynuHUMOCS Ha MEPLIOMY .

BipryansHuit mpocTip 3a3BU4ail Ma€e MPEACTABICHHS y BUTIISIII OKPEMHX
IrPOBHUX PiBHIB Pi3HOTO po3Mipy ab0 €IMHOTO BIAKPUTOTO iIrPOBOTO CBITY 3 LII031€10
BiZICYTHOCTI pO3MEXyBaHb. [CHyIOTh TPH OCHOBHI MiIXOAH IO CTBOPEHHS

BIPTYaJbHOI'O IFPOBOTO MPOCTOPY:
e [Iponenypna renepaitis
e BiracHOpy4YHE KOHCTPYIOBaHHS
e ['1OpunHMil miaxina

Jlns mpotienypHO1 reHepaliii HeoOXiJHO CTBOPUTH aJTOPUTM, SKUH SK TIPABUIIO
€ TIOCTIJOBHUM BUKOHAHHSM JICKUIHKOX 1HIIUX aJITOPUTMIB. AJITOPUTMHU
MPOIICAYPHOI I'eHepallii MalOTh B OCHOBI BUITQJIKOBI, & TOYHIIIE - TICEB/IO BUITA/IKOBI

yucna. [CHye 1Ba OCHOBHUX MiAXOU A0 MPOIETYPHOI reHepartii:

1. Tak 3BaHMil «3amnedyeHui» BapianT. Kojn mpocTip TreHepyeTbesi OAUH pas,
Ipy TEPIIOMY 3alyCcKy ajropuTMy, a IMOTIM 30epiraeTbCsi y mam’ siTi
INPUCTPOIO. 3a3BUYAll CTBOPIOIOTHCA CIELlajdbHl THCTPYMEHTH TiOpUIHOTO
X0y, K1 JO3BOJISIIOTh 3T€HEPYBATH BUTIAJKOBUN BIPTyaTbHHUI MPOCTIP
MIEBHOTO PO3MIPy B SIKOCTI OCHOBH, TICJISI YOTO PO3POOHHK BIACHOPYY

JONPaIbOBY€ 3reHEPOBAHUI accerT.

B sixocTi npukiany po3risiHeMO reHepaiito KiMHaT, abo Tak 3BaHUX
«aamxkeit». Taka cTpyKTypa iIrpoBOT0O MpoCTOpy AyKe MOIIMpEHa y irpax 3

MPOIIEAYPHOIO T'eHEPAIII€TO.

B ocHOBy aniropuT™My il reHepallii KIMHAT, 3’ €JHAaHUX KOPUIOpaMH, 3a3BUYal

MOKJIaAAal0Th KOHTPOJbOBAHY MHOKMHY BHUITAJIKOBUX 3HAYCHD. I[JIH ObOTo
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BUKOPHUCTOBYETHCS HOPMAJIBLHUM PO3IOILI BUMTAAKOBO1 BeIMUrMHU (po3moaii ["ayca)
abo reHepartop ncesao-punaaAkoBux uncen [lapka-Mimnepa. L{i meToau nocuthb
IIBU/IKO T€HEPYIOTh MOCHII0BHICTh IICEB/I0-BUIIAIKOBUX 3HAYEHb HA JOCTaTHBO
BEJIMKOMY Jiana3oHi. 3HaYeHHs , JIs TeHepallii KIMHAT Ta KOPUAOPIB, OTPUMaHI 3
reHepaTopy, BUKOPUCTOBYIOTHCS Y CTBOPEHHI HAOOPY JOBUTBHUX MPSMOKYTHHKIB.
J1o1aTKOBO BBOJIUTHCS OOMEKEHHS Ha CIIBBIIHOIIEHHS CTOPIH, a0M MaTH OLIbIIE
KOHTPOITIO HaJ popMoro MailOyTHIX KiMHAT. [licist reHepallii mpsIMOKYTHUKIB 1X
HEOOX1THO MOoeAHATH rpad)oM y BUTIISAI MIHIMAJIbHOTO OCTOBHOTO JiepeBa. PeOpa
rpady OyayTh CIyryBaTH NpoxojgaMu MK KiMmHaTamu. 11[o0 niboro mocsrru,
CIIOYATKY 3aCTOCOBYETHCS METO TpiaHTyJsAIii [[enone abo po3ouTTs BopoHoro 3

MMoJaJIbIMUM BUKOPUCTAHHAM AJITOPUTMY HpI/IMa 3 MCTOXO BUOKPCMHUTH MiHIMaJbHE

OCTOBHC ICPCBO.

Pucynok 1.1 - I'enepaiiisi BUmajKkoBoi Mepeki KIMHAT

Jlo oTpuMaHOro JepeBa MOKHA JJOJATH BUMAIKOBY KIJIbKICTh BEKTOPIB 3

TpilaHTyJIbOBAHOTO rpady, abu OTpUMATH JIEKIJIbKA 3alIMKJICHUX [UISAXIB.

Ha nactynmHomy kpotii HeoOX1HO 3reHepyBaTH NMPOXO0I1 Ha OCHOBI
ctBopeHoro rpady. s nporo go0pe miaxoAuTh AJITOPUTM MOIIYKY HIIIXy A*.
Hanamryemo rpad tak, o6 nuisix OyB AemeBIIMM Kpi3h Maii KIMHAaTH (MaOyTHI

KOPHUJOPH) Ta IOPOKYUM KPi3b BEIUKI KIMHATH.
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Pucynok 1.2 - 3rerepoBaHa Mepeka KiMHAT

VY TpuBHMIpHOMY HPOCTOPI TpiaHTYJIAIIs JeoHe TeX Mae BapiaHTH PIllIeHb 3
BUKOPHUCTAaHHAM c(ep 3aMICTh KiJI, AITOPUTM TMOIIYKY HUISIXY TaKOX MOXe OyTH
aIaNTOBAHMM JIJIS PyXY y HOAATKOBIN IJIOMIMHI KOOPAWHAT. TakKUM YHHOM MOJKHA
CTBOPIOBATU HE3JIIUEHHY KIJTBKICTh YHIKAJIBHUX KOMOIHAIIIM KIMHAT Ta KOPUIIOPIB, SIKI

CIIyI'yBaTUMYTbh ITPOBUM IOJIEM.

2. JlpyruM BapiaHTOM MPOIEIypHOI TreHepailii, € TeHepalis y pealbHOMY
yaci 3 BHKOPHUCTAHHSIM KOHTPOJIbOBAHMX BUMAAKOBUX YHCEN IS
OTPUMAHHS CTAJIUX PE3YyJbTaTiB MPHU OJIHAKOBUX BXITHUX MapaMeTpax.
Takuii Bug renepartii npuOrpae ToJJOBHUN HEIOMIK TOMEPETHBOTO THITY —
BUKOPUCTAaHHA BEIUKOro oOcsary mam’siti. [Ipote 31 3pocTtom OGaxaHoi
CKJIQJTHOCT1 IrPOBOTO PiBHS, 3HAYHO 3POCTAE OOUMCITIOBAIBHA CKIIA/IHICTh

aJTOPUTMY 1 BIAMOBIAHO HaBaHTaKkeHHsS HAa CPU.

[Tormupenum Ta ePEeKTUBHUM MiAXO00M JI0 peajizallii pyroro TUITY
IpoLEAYPHOI reHepallii, € BAKOPUCTaHHS MO3UIIi1T IrPOBOr0O MEpCcoHaXka y MpocTopi B
SIKOCTI1 3epHa JUIsl aJITOPUTMY TeHepallii HAaBKOJHUIIHBOTO cepeoBUIa. Takum YHHOM
JOCATAETHCS BUMAIKOBICTh 3T€HEPOBAHUX JAHUX Y PI3HUX YaCTUHAX MPOCTOpPY, aje
reHeparis A Toi caMoi MO3UIIT 3aJIMIIA€ThCs CTaN00. B 0CHOBY MOXHa 3HOBY

MOKJIACTH TeHepaTop MceBo BUmaakoBux uucen [lapka-Mimnepa. Ane Ha 1ieit pas
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BU3HAYUTH HEBEIMKUN Jiara30H FreHEpOBAaHUX 3HAYEHb, Ta TIEpeIaBaTH MIOTOYHY
MO3UIIIIO TPaBLA B KOCTI 3epHA [Tl reHepallii. B pe3ynpTaTi MOXHa OTpUMAaTH
cepenoBHIIe aOCOFOTHO BUTIAJKOBOTO BUTIIATY, SIKE TEHEPYETHCS Y peaIbHOMY Yaci,
3aitmae ymoBHO 100 MO omepaTHBHOI IaM’STi, Ta 3aJUIIAETHCS CTAOUIBHUM TIPU

MOBEPHEHH1 TPaBIls Ha MONEPETH] MO3HIII].

B sikocTi miacyMKy, BapTO BiA3HAYUTH, 110 BAXKIMBOIO CKIIAJ0BOIO MPHU
reHepariii BUIaJKOBOI'O BIPTYaJIbHOTO IIPOCTOPY € BCTAHOBIJIEHHSI OOMEXEHb Ta
nia01p rPAaHUYHUX 3HAYEHb, SIK1 B pE3YyJIbTaTl CTAOTh IHCTPYMEHTAMU HaJlalllTyBaHHS

JUTISL OTpUMaHHS OakaHUX pe3ysbTaTiB.

CamocrTiliHe KOHCTPYIOBAHHS PIBHIB, 1€ €KCTCHCUBHUI BapiaHT IU3aiHY
irpoBOTO cepenoBUIa. AJe M| IMiIXi 3HAYHO MIBUIIIEC BIPOBAKYETHCS, Ha1a€
OUTBIINY KOHTPOJIb HAJ TPOIECOM CTBOPEHHS ITPOBOTO TTOJISI Ta TO3BOJISE

PO3pOOIISITH CKIIQHIII PIBHI 3 OLIBIIT BUBAKECHUM JTH3aHHOM.

Jl1s1 BMacCHOPYYHOT'O CTBOPEHHS IPOBOT0 cepeaoBuina, pymiiid Unity Mae
BOy/I0BaHMI 1HCTpyMeHTapiil. BiAkpuTicTh KOJOBOI 0a3u pyliisl 103BOJIsIE
JIOTIOBHIOBATHU CB1M MPOEKT BIACHUMU IHCTpYMEHTaMHu. [0 TOro * CyCHiIbCTBOM
po3poOHuKiB Unity Bike OyJid CTBOPEHI KOPUCTYBAIbHULIBKI PO3IIUPEHHS IS
nu3aiiHy piBHIB, Taki sk Polybrush. Cam FOHITI 0kpim 3ac00iB 6e3mocepeIHbOro
penaryBaHHS MOJITOHIB JOJAATKOBO MAa€ METOAM 30€pEKEHHS CTBOPEHUX PECYPCIB Y
BurJsii npedadis (prefab) ado cien (scene). [Ipedadbu y cBorO uepry MaroTh JAesKi
BJIACTUBOCTI, 1110 IpUTaMaHH1 00’ €KTaM y 00’ €KTHO-OpiEHTOBaHi# mapaaurmi. Bonu
MOKYTh MaTH HaIa/IKiB, Tak 3BaHUX prefab variant, o CTBOPIOIOTHCS HA OCHOBI
3BuYaiiHoro npedady, KOTpuii BUCTyMHae y poui 3pa3ka (template). 3aBasku oMy
MO’KHA JIETKO 3MIHIOBATH CIIJIbHI €IEMEHTH Y 0araThb0X B3a€MOIOB’3aHUX acCeTax.
[Ipu po3miienHi npedada Ha IrpoBY CIIEHY CTBOPIOETHCSA MOTO KOs TIIBKU B
paMKax 1i€i cuenu (aHanor narrepHa [Iporotun), o 3ano0irae po3noBCIOAXKEHHIO

nyOiKaTiB y pecypcax mpoeKTy.
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Pucynok 1.3 - BracHopyu ctBopeHi Prefab Variant irpoBux piBHiB

Jiist Toro 100 BrieBHEHO onepyBaTu rpadiyaumu o0’ ektamu B Unity, ipu
KOHCTPYIOBaHHI PiBiHIB, 10JaTKOBO MOTPIOHO MaT MIHMaJIbHI 3HaHHS y 00J1acTi

KBaTEPHIOHIB.
Collision detection in runtime. Cumyasinist ¢pi3uku y Bigeorpi.

[lepen TuM sIK MEpelTH A0 core-MexaHiK, HEOOXIAHO PO3IJSHYTH IIE OAHY
HETpUBIAJIbHY MPoOJIeMy - cUMYJISIIis (Hi3udHOi B3aeMojii 00’ €kTiB Mixk coboro. Ha
MpaKTULl 0arato pyuIiiB MarOTh y c001 AOJATKOBUN JOUIPHIN PYILIN sl CUMYJISLIT
¢bi3uku. Tyau BXoasTh BOyJOBaHI aJTOPUTMHU Ta IHCTPYMEHTH JUIsl IMITaIlli pi3HUX
GI3UYHKX SBUI PEATHHOTO CBITY (CHUMYJISIIS TKAHUHH, CUMYJIAIIS BOJU, CUMYJISIS
TepTs, rpaBiTalli, Barv, Npy>KWHU, NpuckopeHHs). Ha npaktuii y 611b110CTI BUTIAKIB
MO>KHa 001MTHCH 0€3 3HAYHOI KITHKOCTI 3aITPOIMIOHOBAHUX (DI3UIHUX CUMYJIAILIIA, OKPIM

cumyJiALii 31TkHeHb (collision detection).

Unity Mae BJIaCHY CHUCTEMY KOJIi31i, OCHOBaHy Ha (izuuHomy pyurii Unity

Physics. B octannix Bepcisix komanna Unity 10AaTKOBO BIIPOBAKY€ HOBHUI pPyIIiif



24

Ju1st 6111 ckagHol cumysisaii izuku — Havok Physics, sikuit Oyae mpairoBatu Ha

DOTS mapagurmi, mo € immieMmenTaiero ECS migxomay B Unity.

BaxxnuBo 3HaTH, 110 ¢izuka B Unity mozginena Ha 2d ta 3d cekropu. s poGoTu
Unity Physics HeoOximHo, mo0 Ha o00’ektax OyB kommnoHeHT Rigidbody abo
Rigidbody2D, sikuii € mapkepoM TOTO 10 00’€KT € YaCTUHOIO MEBHOTO (Di3HUHOTO
cBiTy. Rigidbody nonaTkoBo Hajae nmepenik mapameTpiB AJisl HAAIITYBaHHS (PI3UIHIX

BJIACTUBOCTEH 00’ €KTa (Maca, omip, rpaBiTarlisi, TUIT KOJIi31H).

[Ticns 3akpimnenHs Rigidbody Ha 006’ekTi HEOOXiIHO m0AaTH IIE OAWH
komnoHeHT — Collider. Ileit komMmoHeHT Mae Oe€3Ji4 Bepciil, € MOXKIUBICTh

HajamTyBatu Gopmy, po3Mip 1 MPU3HAYECHHS KOJI3ii.

Movement To Target (Script)

Add Component

Pucynox 1.4 - Komnonent Capsule Collider Ha 06’€exTi toHITa

[Ticns nux mpurotyBanb Oyab sikuii 00’ €KT 3 Komainepom 1a Rigidbody 6yne
MaTHy NMacuBHI (Pi3UYH1 BIACTUBOCTI. JJ0AaTKOBO MOKHA BUKJIMKATH (QYHKIIIT

(b13UYHOTO Py 13 CKPUIITIB, A0M CUMYJTIOBaTH aKTUBHI (Pi3UYH1 BIACTUBOCTI.

Takoi cuMynsIIii JOCTaTHRO AJISE PO3POOKHU MPOEKT 3 MAJIEHBKOIO KiJTbKICTIO
(GI13MYHMX areHTiB 1 BEJUKUM 3a11acoM O0YHCIIIOBAIBHOI MOTYXHOCTI. KoxkeH
KoJIaiiep, 1e 10AaTKOBI Momironu, koxxeH Rigidbody nie HaMikoBi po3paxyHKH

Gb13UYHUX B3aEMOJIIN Pi3HOI CKIIagHOCTI. ToMy Ha naHomy etari Unity He 37aTeH
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MIATPUMYBATH aIeKBaTHY KiJbKICTh FPS, K110 y clieHi 3a/1isHa BeIuKa KIJIbKICTh

00’ €KTIB 3 MATPUMKOIO CUMYJIALIT (DI3UKH.

VY Bunajakax, KoJu HeoOX1THO CUMYJIFOBATH KOJi311 BEJIMKOI KIIbKOCTI areHTIiB
OJTHOYAaCHO, BapTO BUKOPHCTOBYBATH BJIACHI PILIICHHS, TOMY PO3IJITHEMO MOKIJIHBI

BapiaHTH:
1. Bukopuctanus Physics.Raycast

[e#t miaxia € HAUIBUIIINM 1 HAUTIPOCTIIINM JIJISI CUMYJISIIT TPAUMITHUBHUAX
KOJI1311 Mk 00’ €eKTaMH. BUKOpHCTOBYIOYHM METO/1 3 TOTO camoro pyiiis Unity
Physics, MoxHa 3HaYHO ONTUMI3YBAaTH PO3paxyHKH (Pi3UKH, ajie BTPATUTH Y SAKOCTI
cumysii. dyukionan meroay Physics.Raycast 1o3Boiisie mpoBecTH BEKTOp 3a1aHO1
JOBXUHU Ta POPMHU y KOHKPETHOMY HAIPSIMKY, Ta OTPUMATH PE3yJIbTaT HOTO
MEePETUHY 3 IHIMUMH KoJlaliepamMu. € TIEBHI HaJAIITyBaHHs, HAIPUKIIA] MOKHA
OTpUMATH BCl MEPECIYEHHS Ha IIUIAXY, & MOXKHA 3pOOUTH 3aIUT JIUIIE HA MEepIe
BIIyYaHHs y Kojaiep. IcHye orilisi BECTH HE BEKTOP TOYOK a BEKTOp cep, abo
1HIIMX 00’€eMHHUX (Iryp, 3 METOIO 30LIbIIEHHS TUIoLI nepeTuHy. Ha ocHOBI1 LIbOTO

CUMYJIAIIIO KOJI31i MOXHA peali3yBaTH y TaKui CIocio:

e Ha xoxnomy kazapi (izuuHOTO IUKIY poOuTH Raycast karmcymm, cxokoi Ha
00’€KT 3a pO3MIpOM, BiJ] camMoro 00’€KTa y HampsMKy HOTO pyXy Ha 3aJaHy

B1JICTAHb.

e [IpopaxyBatu KBaJpaT [MUCTaHLIi 1O HAHOIMKYOTO TMEpPEeTUHY 3 IHIIUM

KOJIaHUJIEpOM.

e SIKiio oTpuMaHe 3HaYCHHS € MEHIITUM 3a KBaJIpaT MPUUHATHOTO BIIXUJICHHS, TO

BUKJIMKATH (PYHKIIIIO 3yTUHKHA MOTOYHOTO 00’ €KTA.

Hes3Baxkarouu Ha MPOCTOTY JAHOTO PIllIEHHS, BOHO JOOpE Mpaltoe s KoJi31i
00’€KTa 3 BIpTyaJIbHUM IIPOCTOPOM (aBaTapy rpaBlis 31 CTIHAMH, OOpIIOpaMH,

JIepEBaMH Ta 1HITUMH 00’ €KTaMH OTOYEHHS ). J[01aTKOBOIO ONTHMI3AIlI€I0 [IHOTO
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MIJIXO0Y € HaJaITyBaHHS MaTPHII IapiB y HanamTyBaHHAX ¢i3uku pyuiisa (Edit ->

Project Settings -> Physics).

N

T
{
v
[ v
v
v
g v
v

Cloth Inter-Co

Pucynok 1.5 - HanmamryBanns Layer Collision Matrix

BukopucToByrouHr 1€l IHCTPYMEHT MOKHA HAJIAIITOBYBATH (PI3HUHY
B3a€EMO/III0 OKpeMuX IapiB. Ha Oyap sikuii 1map MOXHa TOKJIACTH Oy/Ib SIKY KIJTBKICTh

00’exTiB. Unity 31aTe€H MIATPUMYBATH J10 25 KOPUCTYBALIbKUX ILIAPIB.
Bapto Big3HauuTu Henomiku migxoay 3 Raycast:

e Ha Benukiii MIBUAKOCTI BUHUKAE Tak 3BaHui Tunneling. SABuie,
MIpU IKOMY 00’ €KT PyXa€ThCsl HACTUIBKHU MIBUJIKO, 110 TPOXOAUTH
Kp13b 1HIIIN KoJIalaepu MK BoMa kajapamu. [lomosxenns Raycast
B 3QJIC)KHOCTI BiJI IBUJKOCTI 00’ €KTA JIUIIIE YACTKOBO MPUXOBYE

110 IpodIIeMYy .

e V paHTaiiMi 10Ci IPUCTYHS BEJIMKa KIJTBKICTh KOJIAWEPiB, SKi
CTBOPIOIOTH 3HauHe HaBaHTakeHHs Ha CPU Ta onepartuBHy

nmam’ AThb.

e BijcyTHicTh nacuBHOI (i3uku. [IpopaxyBaHHs KOMi31i 1032
HAMPSIMKOM pyXy 00’€KTa 3HAYHO CKJIAIHIIIE 1 JOPOKYIE

IpopaxyBaTH, BUKOPUCTOBYIOUM Raycast.
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2. Continuous Collision Detection

Leit miaxia BApTO BUOKPEMUTH, TOMY 1110 BiH BUpilye nmpodiemy Tunneling.
3aBASKN BUKOPUCTAHHIO JIHIHHOT IHTEPITOIIALIT MOXKHA TPOPaxyBaTH TOUHY
MO3HUIIIIO0, JIe Ma€ ONMMMHUTUCH T1JIO IMiJ1 Yac KOJIi3ii, Ta BUKOPUCTATH 1[I0 MO3UIIIIO IS
KoperyBaHHs pyxy 00’ekta. CCD miaxig MOXe CTaTH MPSMHUM BJIOCKOHAJICHHSIM

Raycast cuctemu. [l 1poro He0OX1IHO:

e Bu3HauUTH KOOPJAMHATH TOYKHU Ha BIJCTaHI pajilyca KoJjlaijiepa HaIIoro

o0'exTa B TOUKM niepeTuHy Raycast, y HanpsiMmky 00'ekTa.

e [IpopaxyBaTu TOYHUI MOMEHT KOJIi31i 32 JIONOMOTOI0 PIBHSHHS JIIHIIHOT
IHTEpHOJIALL, Ta MepeAaTH Lel Yac JUisl HACTYTHOTO MPOPAaXyHKY MO3UIIIT

00'exTa.

CCD moxe OyTH 3acTocoBaHHH 3 OaraTbMa IHIIMMU Tiaxoaamu. Llei Mmeros
Mae€ JIOCUTh BUCOKY OOUMCITIOBANIbHY CKJIQAHICTh, 1 HOTO YUCTE BUKOPUCTAHHS TIPH
30UTbIIEHH] 00’ €KTIB MPU3BEE 10 3pOoCcTaHHs HaBaHTaxeHHs Ha CPU y
reometrpuyHiit iporpecii. Tomy CCD ciiiji BAKOPUCTOBYBATH TiJIbKU Y MOETHAHHI 3
MEHIII TOYHUM Ta JenieBuM collision detection aaropuTMoM Ta TUIbKH 32 YMOBH, 1110
y TPl € 00’ €KTH, 1110 PyXarOThCA HAJITO MIBUJIKO JIJISl TOKAAPOBOT MEPEBIPKU
3BUYAMHUMH MeTo/aMu. Takoxk HeoOX1HO sikoMora pifiie npopaxoByBatu CCD,

TOOTO TUIBKH MEPE] CAMOIO KOJI3I€I0.
3. Spatial Hashing

[eit miaxia mojsirae y po3auieHHs mpocTtopy Ha 6soku (chunks), Ta 3amicTh
HiApaxyHKy KOHKPETHHUX MO3UIIIHM KOKHOTO 00’ €KTa BITHOCHO MO3UIIIH KOXKHOTO
1HIIIOTO 00’ €KTa, Y OOUYMCIICHHSI BUKOPUCTOBYIOTHCS JIMIIIE CEKTOPH MPOCTOPY, Ta

MePEBIPSAETHCS HASBHICTH 00’ €KTIB B IIMX CEKTOpaXx.

Spatial Hashing mae 6araro piznux peamizaiiii. HalimpocTimmm € 3Budaitae

PO3AUICHHS MPOCTOPY HA PENIITKY, Ta BIACTEKEHHSI, B SIKIM KIIITUHI 3HAXOUTHCS
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KOXKEH 00’ €KT y KOXKHUIA MOMEHT 4acy. BTiM Takuit mijaxia Opu3BOIUTh 0 MPoOIeM
y MiIpaxyHKy Ha Mexax Mk KmiTuHaMud. OTHUM 3 BapiaHTIB BJOCKOHAJICHHS 1IbOTO
METO/y € BUKOPUCTaHHS MIECTUKYTHHUKIB 3aMICTh KIIITHUH JUIsl PO3/IJICHHS TIPOCTOPY.
VY Takuii crocid 3HaYHO 3MEHIIYETHCS UMOBIPHICTh HEBU3HAYEHOCTI HAa KOPJOHAX

YaHKIB.

Btim HaiiO11b11 €()eKTUBHUM MIAXOA0M JAJISl IPOPaxXyBaHHs KOJi31i € O
POCTOPY 3 BUKOPUCTAHHSIM CTPYKTYP JIaHUX, SIKI MIATPUMYIOTh €()eKTUBHUMN MOIIYK
noTpiOHUX 3HaueHb. OTHUM 3 BapiaHTIB € BUKopucTanHus K-D nepes. lepeBo
3alIOBHIOETHCS MO3HIISIMU 00’ €kTiB. [Ipu mogaBaHH1 10 nepeBa, 00’ €KT
PO3MIIIY€ETHCS BIIHOCHO ME/IIaHM CBOET MO3MIIIT B3/I0BXK IEBHO1 OC1 B 3JIEKHOCTI Bl
MOTOYHOI KpaTHOCTI 1 — X, 2 —Y, 3 — z (151 ABoBUMIpHOT KoJizii 1— X Ta 2— 7). B
pe3yJIbTaTi MPOCTIp MOIIAETHCS Ha OJIOKH JTIOBUIBHOTO 00’ €My, SIK1 30€pIraloThCs y
CTPYKTYpi aepeBa. KoxeH By30J1 Ma€ piBeHb, IPUUOMY HAUOIUKY1 €JIEMEHTH MAIOTh
HaliMEHIIy PI3HUIIIO Y pIBHIX. B pe3ynbpTaTi 3a110BHEHHS JIepeBa, BY3JH 1110
3HAXOJ/ATHCS HA OJTHOMY PIBHI — 1 € TOJIOBHUM KaHJIUAATOM Ha KoJji3iro. J{ami BoHa

BKE€ NIEPEBIPSAETHCSA MPSIMUM MOPIBHSAHHAM 200 31 3actocyBaHHsM CCD.

Pucynox 1.6 - [lpuanun pozainers npocropy mo K-D Tree
EdexruBnicth Bukopuctans KD Tree 3Ha4HO 3HUKYETHCS, SKIIO 00’ EKTH

MarOTh HAJITO Pi3HOMAHITHY (OPMY 1 CHIIBHO JE€TaTI30BaH1 1 CKJIaIHI TUIOIIHMHA
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JOTHKY.
Bupimutu 1ieit Heonik MoXxe cX0Xui MeTo/, sikuit 3amicte KD Tree
BukopuctoBye Bounding Box. Hacripasni 1ie 1 € i cami Unity konaiinepu, BijJ SKHX
MU BIAIHIIUIM HA TIOYATKY AOCHiKeHHs. J{1icHO, s cKiIagHuX (GopM O1IbIIT
e(EeKTHBHOTO METO/Ty MIEPEBIPKHU Ha KOJII3it0 Ie He BuHalaeHo. [IpoTe BracHa
peaizaliis alropuTmy, 1o BukopuctoBye Bounding Box miaxia, moxke OyTu
Habararo MBUAIIO HiXK aHajor Unity. AmKke crieriani3oBaHl PillICHAS 3aBKIU
BUTPAIOTh Y IMIBUIKOCTI y TIOPIBHSHHI 3 3arajilbHUMH. ICHY€ JieKibKa BapiaHTIB
peanizanii Bounding Box Spatial Hashing. 3a ocHOBYy GepeThcsi 0OMeKeHHs
pocTopy KopoOkaMu (KoJiaiiiepaMu ) HABKOJIO KpalHIX Ta IEHTPaIbHUX 00’ €KTIB 1
3aHECEHHS X KOPOOOK y epeBo. TakuM YMHOM MOCTYHOBO KOPOOKH 3BYKYIOThCS, 1
KOJIM BUOKPEMJICHHSI HOBOi KOPOOKH HE Ma€ CEHCY (BOHA HE OyJie MICTUTH 00’ €KTY),

3alIOBHEHHSI JIEpeBa 3aBEPIIYETHCS. Y OTPUMAaHOMY OlHapHOMY JEpEBl KOXKHA Mapa

JIUCTIB OJIHOTO BY3JIa € IOTEHIIIITHOIO KOJI3I€TO.

Pucynoxk 1.7 - Ilpunnun po3ainenHs npocropy yepe3 Bounding Volumes
B pe3ynbpTaTi MOKHA OCTATOYHO BUOKPEMUTH CTPYKTYPY OYyIlb SKOTO
e(eKTHUBHOTO MIAXOAY JI0 MOIIYKY Ta CUMYJISIIIT KOJTi31H:
1. 3aransHU po3/1a NPOCTOPY AJISA MOIIYKY KaHIUATIB Ha KOJI3it0.
[le#t eTan Mae BUKOPUCTOBYBATH 3arajibHi METOJAM OMTHUMI3aIlii, Ta MBUJIKI
METOAM PO3MOJLITY HasBHOIO MPOCTOpY Ha mifgosoku. HailedekTuBHImmmu
Ha IIbOMY eTami cebe MpOosIBIAIOTh MeTOAu, 3acHoBaHl Ha K-D Tree a6o

Bounding Values.
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2. BwusnadeHHs 00’ €KTIB 110 31TKHYJIHUCK.
SKI10 BUKOPUCTOBYBATH JIEPEBOMOIOHI CTPYKTYPH, TO TI€H €Tal MOJIATaE Y
IIPOCTOMY IOPIBHSIHHI MO3UIIN CYCITHIX JIMCTIB JiepeBa. B iHIIMX Bumaakax
MOXHa 3aCTOCYBAaTH MOPIBHSAHHSA MK CYyCITHIMH YaHKaMH a00 COPTYBaHHS.
3. Toune MomemtOBaHHS BUSHAYCHHUX KOJI31M.
VY BUmajaky HEOOX1THOCTI, Ha IbOMY €Tarl MPOPaXxOBYIOTHCS YTOUHIOIOYH
KOOPJIMHATH [IJI1 KOPEKTHOTO BIMOOpakKeHHS KOJIi3ii, Ta MOJAIBIIOT
MOBEMIHKKA 00 €kTiB. HalHamiiMHIIIMM METOJAOM Ha I[bOMY €Taml €

3actocyBaHHs CCD.

PO3AUI 2 AHAJII3 ITPOTPAMHO-TEXHOJIOTTYHHUX PIIIEHD JJIA
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PO3PObLKU BIAEOIT'OP

2.1 HeoOxiguuit HaOlp IHCTPYMEHTIB JIsI CTBOPEHHS ITPOBOT0 3aCTOCYHKY.

Po3po6ka irpoBOro mpoekTy 3 TOYKH 30py Oprasizailii Ta mooyJaoBH MPOLECIB
poboTH Mae OaraTo CHIJIBHUX PHUC 13 PO3pOOKOI0 KOMILJIEKCHHX BeO-cepBiCiB abo

MOOLTFHUX 3aCTOCYHKIB.

B ocHOBY 3aki1aga€ThCst KOHIISIITIS

¥

KoHremniist po3BUBAETHCS A0 AU3AWH JOKYMEHTY

¥

Bu3HayaroThbCs OCHOBHI MOI[YJ'Ii Maﬁ6YTHBOFO A0HATKY Ta IIOYNHAECTHCA

dbopMyBaHHS MEPITUX TEXHIYHUX BUMOT.

¥

[Touarok mnapanenabHOi POOOTH HAA MEPUIMM MPOTOTUIOM Ta MOAATBIIUM

YAOCKOHAJIEHHSAM JIU3aliH TOKYMEHTY.

¥

Buxin Ha iTepaTuBHUE npouec 13 3acTocyBaHHIM Agile moaeni

DopmynioBaHHA
BAMOr

Pucynok 2.1 - ItepatuBHHI ITporiec

‘l’\!\')ﬂ{\ﬁtfnf

JList
KOM(OPTHOTO Ta e(hEeKTUBHOTO

UKy PO3pOOKH HEOOX1HO BMITH KOPUCTYBAaTUCh HACTYTHUMH 1HCTPYMEHTaMHU:



e (Cucrema ynpaBiiHHS IPOEKTaMU

e (Cucrema Bi3yalbHOI JOIIKH JJIs1 TPOCKTYBaHHS

e (Cucrema KOHTPOIIIO BEPCiii

e |DE

e IrpoBuii pymrii

e EnexrponHuii abo (hi3nyHUN 3aITUCHUK
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[IpoBeaemMo MOPIBHSIBLHUN aHATI3 TOMIUPEHUX CUCTEM YIPABIIHHS:

Tabnuusg 2.1 — IlopiBHSIHHS CUCTEM YNPABIIIHHS MPOEKTAMU

JIRA Asana Trello
[TinTpumka Agile
. HasBHa HasBHa YacTKOBO MPUCTYHS
METOO0JIOT1H
Kanennapuuit Hasgsuuit Hasgsuuit Hasgsauit
TJIaHep
[aTerpanis 3 Git HasBHa HasBHa Tinsku 3 Git Hub
CHUCTEMaMH
HasiBHa HasBua npu HasBua npu
AHaiiTuka BCTAHOBJICHH1 BCTAHOBJICHH1
POTYKTUBHOCTI JIOJATKOBOTO JIOJATKOBOTO
PO3IIMPEHHS PO3IIUPEHHS
MOKJIHBICTH Hasasna Hasasna Bigcytus
CTBOPIOBATH
BJIACHI IIa0JI0HHU
: Mae Atlassian BincyTns Tex € yaCTUHOO
PosmuproBanicTs
SDK saxuit Atlassian cimelicTBa.
CUCTEMU

JO3BOJISIE€
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CTBOPIOBATH

BJIACHI PIIIICHHS

Cucrema poieit y

KOMaH/I1

Hassua

Hasasaa

Hasasna y
CIIPOIIEHOMY

BapiaHTi

Mae iHTerpariiro

3 BJIaCHHUMH

HasiBHa iHTerpartis

3 XMapHUMU

Mae inTerpariiro 3

BJIaCHHUMH

[HTerparis 3 cepBicamMu TpyIu cepBicamMu cepBicamMu IpyIu
iHIMME cepBicamu Atlassian Atlassian
(Confluence,
Bitbucket)
J103B0JIsI€ BECTH Jlo3Bosie Tex mae 3acobu s

Benenns

JTOKyMEHTAIT 1

JTIOKYMEHTAIIIIO Y
MOTYKHOMY
cepBici
Confluence, Ta
IHTErpyBaTu
3py4Hi
ITOCHJIAHHS JI0

3a1a4

KOJICKTHMBHO BCCTH

JIOKYMEHTHU

MOo€THaHHS 3 043010

JIOKyMEHTAaIlli B

Confluence.

Cucrema 0Oe3mneku

Bucokuii piBeHb

Pomni,
mudpyBaHHS,

oydep IP aapec

CepenHiii piBeHb
3axuileH1 cepBepu

HeMoxIuBIiCTh

JIOKAJILHOTO 3aMyCKy

CepenHiii piBeHb

ITocTiitH1 Oekamnu,

TOTOBI PO3IITUPECHHS

IUTST OE€3IIEKH
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[linTpumka Hasasna BincyTas Hasasna
YKpaiHCBKOI1
JIoKaJi3ari
MOXITUBICTB [aTerpartis 3 Zoom MOIIUBICTh
1HTerparii 3 ta Jira Cloud OTPUMATH yCIO
Discord BEJIMKY ITOTY)KHICTh

bararo BapiaHTiB

: : . : cepaiciB Atlassian
YHIKaNbHI MOXITHBICTH iHTerparii 3 P y
' . . 00JIeTIIIEHOM
0COOJTHBOCTI TIOBHOT PI3HUMHU y
N 1HTEepPeict
KacToMizartii XMapHUMHU
GyHKLINA cepBicy cepBicaMu
yepe3 SDK
Cepenus mina 7.50% 113 53

Cepen mpoaHaii3oBaHUX CEpBICIB ympaiiHHA Tpoektamu JIRA HaiiOimbIme
MIXOAUTh JOCBIIUEHHMM KoMaHjaMm. T1, XTo HE JIIOOMTH a OOIThCS TaKoi BHCKOI
(GyHKIIIOHATBLHOCTI Ta TepeBaHTaXeHUX iHTepdeiciB, MoxyTh mouatu 3 Trello, Ta
noctynoBo iHterpyBatuch B JIRA. Cepen cucteM ympaBiiHHS BiJ YKpPaiHCBKUX
pO3pOOHUKIB Hapa3i HaXalb HEMae KOHKYPEHTHO CIPOMOXKHOTO TMPOIYKTY.
HaitycnimHimmii mpoekT Bia yKpaiHChKOI KOMaHAM y wii ramy3i — Casual, 3apa3
NOBHICTh opieHTOBaHUI Ha puHOK CIIIA 1 He Mae TO1 (PyHKIIIOHAIbHOI TOBHOTH, AKY

MaroTh CEPBICH, PO3TJISTHEHI BUIIIC.

[Tepen moyaTkoM pO3pOOKH ITPOBOTO MPOEKTY, OKPIM IMIATOTOBKH CHUCTEMU
YOPaBIIHHS TPOEKTaMH, HEOOXITHO CTBOPUTH PEMO3UTOpPiN y git abo subversion
cucTteMi. Y BUIbBHOMY JOCTYIII HasiBHA BeJIMKa KUIbKICTh BeO-cepBiciB, desktop Kili€HTIB
Ta HIIMX PIIEHb I 3pYYHOTO BUKOPUCTAHHS CUCTEMH KOHTpPOJIIO Bepciid. B pemri
pemT 0arato XTO BHKOPHUCTOBYIO 3BHYAlHY KOMaHJHY CTpoky abo GitBash.

[MopiBHsiemo HavnomyspHimmi krieHT GitHub Ta miii ocoducTuii Bubip — SmartGit:



Ta6mung 2.2 — [opiBusaus GitHub kmieHTiB

GitHub Desktop SmartGit
[HTerparis 3
] ] _ HasBHa HassHa
GitHub/GitLab/Bitbucket
OcHOBHI KOMaH/H git y . .
' . ' Hasasni Hasasni
rpadiuyHomy iHTEpderic
BinoOpaxxenns nepena
. Hasgne HasiBre
BEpCIU
Hagiraris Mixk BepcisiMu
Hasgna HasBna
1o rpady
[lepernsn pi3HuLl y
Iporpeci Mixk IBoMa HasBHa HasBHa
riIKaMu
[Tose KOMaHIHOT CTPOKH Bincyrtue HasBre
ABTOMaTUYHE BUPIIIICHHS
o HasBne HasBue
KOH(JTIKTIB
BnacHopy4He BUpileHHS
o HasBsue HasBue
KOH(DITIKTIB
Side-to-side mopiBHAHHS _
. BincyrtHe Hassue
BEpCIH
Iarerpariis git-flow Hassna HassHa
BinoOpaxeHHs .
BincyTtHe Hasasue

MOB1OMJIEHD 3 KOHCOJI1
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OiapTpHU Ta POIMIUPEHUI
MOIIYK 32 KJIHOYOBUMHU

CJIOBaMH

Obmesxenuit GyHKITIOHAT

CTaHJIApPTHUX (UILTPIB

HasiBHi y moBHI# Mipi

[TpuB’si3ka KaBiiI yepes3

Vim

BincyTas

Hasasna

Kon peBbro

Hasasue

Hasasue

VHikaJIbH1 0COOJMBOCTI

Job6ep cknaaeHui
MIHIMaJTICTUYHU

1HTEpPeic

Mo>Ha BiICTEKUTH
MTOBHUM JIAHITIOT 3MIH
Bepcii daiiny abo obsacti

KOy

[ixa

beskomroBHul 17151 open-

source MPOEKTIB

beskomtoBHUM 1 BC1X
MIPOEKTIB, SIK1 HE
3apO0JISIOThH OLIBIIIE

100 000 mommapiB Ha pik

HaBenena TtalOnuns € apryMeHTOM MOIO BHOOpPY gIit-KJIIEHTY Ha KOPHUCTH

SmartGit.

Git cucTeMn He MarOTh KOJHUX HEJOMIKIB 1 B Oy/Ib SIKiM CUTYaIlii I1IBUIIYIOTh

e(hEeKTUBHICTh Ta HAJINHICTh PO3POOKH MpOEeKTy. €nuHa Bigoma HeOe3mneKa Mpu

BUKOPUCTAaHHI CUCTEM KOHTpOIIO Bepciii Ha 0a31t git — ne Hash collision. [ns

nudepeHIiIoBaHHsT BepCiid git BUKOPHCTOBYE XEII-KIIIO4i, II€ JO03BOJIIE 3HAYHO

OOJIETLINTH HABAHTAKEHHS Ha KIIIEHT-CEPBEPHY B3aEMO/IIIO Ta MaM’ATh xMapH. [IpoTte

iCHy€e WMOBIPHICTb TaK 3BaHOI KOJi311 XEIIiB, KOJIU JABl BEPCii MalOTh OJTHAKOBUM XEIII

KJIF0O4, Ta BiI[HOBiI[HO OIICPYIOTHCA CHUCTCMOIO OAHAKOBO, HIO IPHU3BOAUTHL 10

Jerpaaarlii ycboro CXOBHIIA Ta KPUTHIHUX TOMUJIOK. IMOBIPHICTH IILOTO SIBUIIIA TYKE

Maia,

TOMY git-CUCTeMHU KOHTpPOJIO Bepcii Joci

Halle(DeKTUBHIMNX Ta HAWOE3MEeUHININX.

BBaXarOTbCi1d OAHHUMHU 3



84-bit  160-bit _ Oddsofa
hash vaues  hash vaues  hash collision
5.06 billion  1.42 x 1024 1in2
1.97 billion  5.55 x 10% 1in 10 Odds of a full house in poker
g 609 million  1.71 x 102 1in 100 !
2032 192 million 541x102  1in 1000 i e r-0F &-ind I poker
27 60.7 million  1.71=10%  1in 10000 0dds of being struck by lightning
204 19.2 million  5.41x 104" 1in 100000 | in 576000
93 6.07 million  1.71x 107" 1inamilion Odas of winning a &/43 lottery
30 1.92 million 5.41x=1 Elh.- 1in 10 million 0dds of dying in a shark attack
10 607401  1.71x10%° 1in 100 million *—— 11in 300
192077  541=10'%  1inabillion
60740 17110 1in 10 billion
19208 541=10'  1in 100 billion
6074 171=10"  1inatrillion Odds of a metsor
1921 541=10'7  1in 10 trillion | 7”5'{19_0_” your house
508 1.71=10"  1in 100 trillion
193 541x10'¢ 1in 102
61 1.71=10"¢ 1in10"®
20 541x%10'° 1in 10"
7 171%10'" 1in10'
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Pucynok 2.3 - 3anexHicTh iiMoBipHOCTI hash collision Bij JOBXUHU XelTy

Sk 6aunMo 3 HaBEJEHUX MIIPaxXyHKIB, YUM OlIbIIa JOBKHUHA XEII-KIII0Ya, THM
MEHIIIa UMOBIPHICTh BAHUKHEHHSI K0J131H. [Ipy BUKOprCcTaHH1 Xela JOBXUHO B 160
OIT momis KOdi3ii Maibke HEeMOXJIMBa, MPUONM3HO 1 HA MinbsApa Bumagok. B git

CUCTEMaX BUKOPUCTOBYIOTHCS XEIU JOBXKHUHOIO 256 OIT.

2.2 [lopiBHAJIBHUHN aHaNI3 ITPOBUX PYUIIiB.

3a 70 pokiB PO3BUTKY BIJIEOITPOBOI MPOMHUCIOBOCTI, CYCIUIHCTBO CTBOPUIIO
0e3114 TOTOBUX PIIIEHb JJI1 BUKOPUCTAHHSA B SIKOCTI 0a3UCy JIJIsl TIOJIAJIBIIOI PO3POOKU
irop. Lli pimeHHss BapylooTbcs Bi OKpemMux 010mi0Tek abo (GperdMBOpPKIB 10
CHEllaJIbHOr0 MPOrpaMHOro 3al0e3nedeHHs. I[CHylOThb HaBiTh ITpU JJIs CTBOPEHHS
IHIIMX 1rop, 110 NOOYyIXKye MOJOZAE TOKOJIHHS J0 KpPEaTUBHOCTI Ta PaHHBOTO

3a0X0YEHHS JJ0 poOOTH Y 11iH cepi.

HalinoTyxHIlIUM 1HCTPYMEHTOM [IJIi CTBOPEHHS BIJACOITPOBHX MPOEKTIB €
irpoBuii pymriid. Pymrii Bigpi3HAIOTBCS MAXOAOM JO po3poOKH, iHTepdercom,
OpIEHTOBAHICTIO HA IEBHY MOBY IIPOIPaMyBaHHsI, 3acO0aMU 30€pEKEHHS Ta KOHTPOJIIIO

1H(dopMarlii, NiATPUMKOIO TIaTGopM Ta iH.
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Barato irpoBux cTyaiii CTBOPIOIOTH BacHi pylnii, abu 3aJ0BUILHUTH BJACHI
notpebu. Y mnonschkoi CdProjectRed Bmacuuit pymiit RedEngine, y Himerko-
typeubkoi Crytek — CryEngine, a y 3aransHoBi0MOi Valve — BnacHuit Source Engine.
[IpoTe iCHYIOTH 1 3arajibHO JOCTYMHI pyIii. be3nepeunumu nigepamMu cepes HUX €
Unity Engine Bim Unity Technologies ta Unreal Engine Bim Epic Games.
[Ipoananizyemo obusiBa pyiisi, A 1bOro 0yJAeMO BUKOPHUCTOBYBATH OCTaHHI BepcCii

000X.

Tabmuusg 2.3 — [lopiBHSHHS ITpOBUX pPYIIIIiB

Unity Unreal Engine

Pik Buxony y 3arajabHui
2005 1998
JOCTYTI

Cepenns yacrora . . . .
Jlexinbka pasiB Ha piK [Ipubsm3HO pa3 B 6 pokiB

OHOBJICHb
[ToBHiCTIO
MYJIbTUILIAT()OPMEHU I [linTpuMye yci royoBHi
_ py1iiA. € MOXJIHUBICTh iaThopmu, ane
[{insoBa muatdopma ' _ .
310patu npoektu mig PC, IPIOPUTETHOIO 3aBXKIU
Mobile, Web, PS, Xbox, oyna PC

Mac, Nintendo Switch

OcHoBHa — C#

Mo>kHa BCTaHOBUTHU
JIOJIaTKOBI IUIAriHA IS OcuoBHi MoBH — C++ Ta

MogBa nporpamyBaHHs _
POrpaMyBaHHs Ha BJ1acHa MoBa Blueprint.

JavaScript, C++ Ta HaBiTb

Python.
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Buximganii koxq

Hapnae open-source
JOCTYTI TIJIBKH TiCIIS

npuI0aHHS.

[ToBHicTIO Open-source

[Topir Bxoay

Hwuzbkuit

JlocTaTHBO BUCOKHUI,
yepes HeoOX1HICTh

BuBYatu Blueprint

3py4yHUil Ta KOMIAKTHUH.

3pyuHuid, ane Tpeda

['padiunmii inTepdeiic [nTyiTHBHE BUTPATHUTH YaC HA
POEKTYBaHHS. BUBYAHHSI.
[IpucyTtHi okpemi
Takox mae

[acTpymenTapiit ais 2D

irop

MOTY>KHI €KOCUCTEMH JIJIsI
2D irop. Bix
crieiayibHOTO (h13UYHOTO
pyILIs 10 TOKPEMOTO

Render Pipeline.

IHCTpYMEHTAapIN ISl
CTBOpeHHs 2D npoekTiB.,
IIPOTE 3HAYHO MEHIINM

HiX y Unity.

[acTpymenTapiit nist 3D

irop

Mae noBHu# HabOip
IHCTPYMEHTIB JIJIs1
ctBopeHHs 3D irop Bix

MOYaTKY JI0 KIHIIS.

Mae abCcomoTHO TOBHUM
HaO01p IHCTPYMEHTIB IS
ctBopenHs 3D irop.
MictuTh O1IbIIE BY3bKO
HaIpaBJICHUX

iHCTpyMeHTiB, HIX Unity.

AR/VR

Mae miaTpuMKy OKpeMHx
IUIAr1HIB IS
KOM(DOPTHTOi pO3poOKU
AR Ta VR irop.
Hanpuxknaza marig

Vuforia.

Mae BnacHi notyxHi AR
ta VR (dpelimBopku 11t
CTBOPEHHSI irop y I1ii

coepi.
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IncTpymenTu s

Mae nocratHiit Habip
IHCTPYMEHTIB JIJISI aHATI3y
CTa0KUX MICT Ta iX
BJIOCKOHaJICHHS. €

IHCTPYMEHTH JIJIsI

Mae noBHuit HaOIp
THCTPYMEHTIB JIJIsl aHAJI3y
c1abKUX MICT Ta iX
BJIOCKOHAJICHHS. MiCTHUTH

HAAMOTYKHUHN HaOIp

onTumizarii IHCTPYMEHTIB JJIsI
ABTOMATHUYIHOT o .
o . onTuMizanii rpadiku
onTumi3zaiii rpagiku, .
_ pi3auMu Metosamu (LOD,
CKPHIITIB Ta )
. Defeaturing, Proxy
BUKOPUCTAHHS [1aM’SITI.
Geometry)
Mae nepesnik peHaep
Mae niepesnik peHaep nalraitHiB Ha BUOIP.
nairaiiHiB Ha BUOIp, B VYHIKaJIBHOIO PUCOIO €
3aJIEKHOCTI B1JT BapilaHT peHaep
cnerudiku npoekty. Cam nanruiaiiHy st
PEHIEPIHT T0CUTH KiHO(171bMIB. PeHkepiHr
MOBUIbHUM, POTE HE 3HAYHO NIBUIIINN Ta
Penpiepinr KPUTUYHO. ONTHMAaJIbHIIINI HIXK B
: : Unity. Mae notyxH
B ocTtanHIX Bepcisax y YUY
, cuctemy Post Procrssing.
JI0IATKOBO 3’ SIBUJIACH
MOKJIUBICTh Vs rpadivuna cucrema
PO3IIMPIOBATH HASIBHI Ta pO3IIUpIOBaHA Ta
CTBOPIOBATH BJIACHI BIIKPUTH J10
peHAep ManuTUIaiHH. KOPHUCTYBALIbKUX
HaJallTyBaHb.
Mictuth BlacHUN Mae 3HayHO NMOTYKHIIIUN
AmnimMarnii

KOMIUIEKCHUM IHCTPYMEHT

JUISL CTBOPEHHS 1

THCTPYMEHTApIN ISt

animarii. Ha 6a3i Unreal
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KOHTPOJIIO aHIMaIlii, B
OCHOBI SIKOT'O JICJKHTh
FSM. € MoKJIuBICTD

CTBOPIOBATH OJICH/IH Ta

7K€ TOHKO
HaJIaIlITOBYBaTH

aHIMAIliH] K.

Engine ocranHix Bepciit
CTBOPIOETHCS TYKE
6arato nugppoBUx
MPOAYKTIB HABITh JJIs

MyJIbTHUIBEMIB Ta QIBMIB.

Mae TOHKI HaNamTyBaHHS
CBITJIA y CLIEHI. €
MOJKJIUBICTB JIJIS1 BIACHUX
pieHb. CBITIIO MOXKHA

3aiKaTy Ta

Sk 1 B iHmux cdepax
rpadiku, y ciTii Unreal
Engine nepeBaxae Unity.

O0iemHe CBITIIO,
MIITPUMKA PI3HUX BUJIIB

Phyics based ocBiTiienHs,

CaiTiio BUKOPHCTOBYBATH 1HIIT1 .
_ BHCOKHY P1BCHb
MOIIMPEH] METOIN o
. onTumizauli Ta npo30pun
onrtuMizaii. Mae
MpoleC HAJIAIITYBaHHS
MOTYXXKHHM
. L CTBOPIOIOTH BPaXKCHHSI
IHCTpyMEHTapii CBiTIIa
. HEOOMEKEHOT 0
1151 2D TIpOEKTIB. . o
MOTEHI[lany y rpadiri.
Unity mae BracHy Mae BilacHy 3py4Hy Ta
UnityShaderLab Tta MOTYKHY MOBY JUIS
CKOCHCTCMY T HaIlMCaHHs e IepiB.
CTBOpEHHS 1HCTPYKITIH TpucyTHs 3pyuHa
IIporpamyBanHs

rpadigyHOTO MpoIecopa

rpadgiyHOMY TIPOIICOPY
pi3HMX BUJIB. Takox €
MOKJIUBICTh

BHKOPHUCTAHHI MOB

HLSL, GLSL Ta in.

iHTerpanis 3 C++.
3arajioM nporpamyBaHHs
1ist TpadigHOTO
nporecopa B Unreal

Engine BBaxkaeThcst OB
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OIITMMI30BaHUM Ta

3pyYHUM Y BUKOPHCTaHHI.

VY HasBHOCTI € HaOip
IHCTPYMEHTIB JIJIS
ctBopeHHs VEX. A came

Particle System,

Mae nyxe
(GYyHKIIIOHATTBHY CUCTEMY
U1 ctBopeHHs Particle.
CaMi mapTikiId MaroTh
JeK1IbKa BapiaHTIB

MMpCACTABJICHA KOXKCH 3

VEX _ AKHX JOCKOHAJIO
rpadiuHuil pegakTop . .
ONTHUMI30BaHUMN IS
ShaderLab ta 6araro
o BUPILIEHHS IEBHUX
TJIariHiB, IOCTYIHUX Y .
3aBaHb (B1]] CTBOPEHHS
Asset Store.
UMY Ta BOJIU IO
TeHEepyBaHH BIACHUX
MapTIKIIIB)
Mae abcomtoTHy
OUTBIIICTh IHTETpaIli 3
. . € miaTpuMKa ycix
Pi3HOMaHITHUMH _
OCHOBHMX I'pa(iyHHX
rpadiuanmu API. DiretX,
[TinTpuMka rpadiaaux API. Ane mae
Metal, Vulkan, OpenGl.
API CKJIQJTHIIITNI TpoIIec

3a paxyHOK LIbOTO Ma€
MOYKJIUBICTh
M1ATPUMYBaTH

OararormiaTgpopMEeHICTb.

BIIPOBAP)KEHHS] CTOPOHHIX

API.

[HCTpyMEHTH KITIEHT-

CEepBEpPHOI B3aEMOIT

s Unity Oynu cTBOpeHi
psn ehEeKTUBHUX IUIATIHIB
JUTSI peaizailii pi3sHUX

3daBJIdHb, TAKHUX K PCCr-

Mae Bi1acHy HaANOTYXKHY
CUCTeMY JUIs peati3alii
MYJIbTHUILICEDY.

PeanizoBani edexkTuBHI
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to-peer MmynbTHILIEED TA
1H.
IIpuknanom €

BuKopucTanHsa Photon a6o

Colyseus.

pIILIEHHS psiy TIpobiieMm,
BIJl CUMYJISIIT (P13UKH Y
MYJIBTUIUICEPHUX iTpax 10
1,100py Ta KOHTPOJIIO

MM IKITFOYEHHS KOIEHTIB.

[TinTpumka mMemia

dbopmartin

HasBHa 3pyuna
MiATPUMKa BCiX
MOIIUPEHUX Meia

dbopmarin

HasBHa 3pyuHa
MiITPUMKA BCIX
MOIIUPEHUX Mejia

(dbopmarin

Asset store

Mae Benmmkui asset store 3
noHazx 31000 roroBux

pIIIEHB Ta YIOCKOHAJICHbD.

Mae nocTaTHBEO BEJIUKHN
asset store 3 moHazn 10000
TOTOBHX PIIICHb Ta

YJIOCKOHAJICHb.

KoM’ roHiT1

Mae BenuuesHe
KOM FOHITI, 1[0 HAPAXOBYE
nmoHax 63% B1x 3arajabHOI

KUIBKOCT1 PO3POOHUKIB

irop.

Mae BeMKke KOM IOHITI 3a
pPaxyHOK JIOBTOi 1CTOpii Ta
SIKICHO HaJaBaHUX
nociayk. KiibkicTh
oIiHI0ETECS MK 13% Ta
20% Bi1J 3arajnpHOT
KUJIBKOCT1 pO3pOOHHKIB

irop.

Texaiyna miaTpUMKa

HasBHa sikicHa TexHIuHa

niarpumka 24/7 ta

BEPCISM.

3pyunuit bug tracking mo

HasBHa mocuts sikicHa
TEeXHIYHa miaATpuMKa 24/7,
IIPOTE 3a CTATUCTUKOIO

BOoHa niporpae Unity/

Performance

Mogsa C# nobpe

Moga C++ npekpacHo

MIIXOOUTE IS CKIaTHUX

MIIXOUTh J1JI1 PO3POOKHU
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irop Ta 3Ha4HO JIeTIIa y
3aCTOCYBaHHI JI0
BUPIIICHHS TIPOo0JIeM
irpoBoi po3pooku. Cam
pymIii ayxe 1o00pe
ONITHUMI30BaHUMN AJIs
CTBOPEHHSI MPOEKTIB ITi]T

MOOUTBHI TIAT(HOPMH.

MaTEeMaTUYHUX
PO3pPaxyHKIB, 110 pOOUTH
il my»ke BIaJiuM BUOOpOM
11 PO3POOKH CKIIATHUX
1rop JUIsl MOTY>KHUX
MaluH. BBaxkaeTscs 1o
Unreal Engine
HaliKkpamuii BuoOip cepen
3araJbHONOCTYITHUX
PYLIIiB JJI1 PO3POOKH ITi]T

PC mnardpopmu

InTerparis 3 rit

Hasasna

Hasasna

InTerparis 3 IDE

Hasgna 3 ycima IDE mo

miaTpumyroTh C#

Hasgna 3 ycima IDE o

miaTpuMyroTh C++

Biacna O1g-matmaa

Icaye BnacHa 6111
mairHa Unity Cloud
Build. Bona mae yBech
HeoOX1aHUM (QyHKIIOHAT
JUTSl TapajenbHOi COOpKH,
BIJIJIOBY Ta BUITPABJICHHS
MOMUJIOK, TIIATPUMKH
BEpPCIOHHOCTI,
aBTOMAaTH3allli MPOIIeCiB
Ta JJOMHTH 3py4YHa y

BUKOPHCTAHHI.

BincyThs

Ane moxe OyTH
IHTErpoBaHa 3
BUKOPHCTaHHAM

CTOPOHHBOTO MJIariHa abo

I13.

JlokymeHTarris

HassHa y noBHOMY
00cs31. JlomaTkoBo €

0arato HaBYaJILHUX

HasBHa y noBHOMY

o0cs31.
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MartepialiiB BiJl
PO3pOOHUKIB Ha
odimiiHIA maTdopmi
Udemy. Hapuanns Ha
miaTdopmi OE3KOIITOBHE,
refiMipikoBaHe Ta Ma€e
6araTo MpOEKTIB Y SKOCTI

pPUKIIATY.

VHIikaJIbH1 0COOJUBOCTI

Mae BnacHi xmMapHe
CXOBHUIIIE, IHCTPYMEHTH

aHamiTuku Ta crashlytics.

Po3po0iisie iHHOBaLIHY
cuctemy DOTS B sikocTi
OCHOBHOTO MiJIXOTY /10
PO3pOOKH KOJIOBOI 0a3u
I'POBUX MPOEKTIB, B
ocHoOBI sikoro ECS
MOJIEJIb Ta TapayieNbH1

00YHCIICHHS.

Haanoty:xuuii
IHCTpYMEHTAapIN IS

CTBOpPEHHSI rpadiKH.

Bpane noegquanust C++ ta
Blueprint, mo 1o3Bossie
CTBOPIOBATH YK€
MacuTabHi irpoBi
MPOEKTH 0€e3

YIOBUIBHEHHS Y TEMITI

PO3pOOKHU.

Use Cases

Cuphead, Ori and the

blind forest, Monument

Valley 1-2, Hollow
Knight

Hellblade: Senua’s
Sacrifice, Fortnite,
Batman, Star Wars,

Stalker, Gears, Bioshock

I{iHOBa mOTITHKA

758 B Mics1Ib 3a pro

BEPCIIO

5% 3 mpoaaxis

PO3pO0JIEHOr0 MPOEKTY

Jlns cBoro mpoekty s oopaB Unity Engine, ajgke Hapasi Bijjaro rnepeBary MoBi

C# Ta BUCOKIN MIBUAKOCTI po3poOku. JloknaaHuii aHami3 pyuIiiB po3poOKy HE TIIBKU
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T03BOJIsIE 00paTH Kpalui 1 cede IHCTPYMEHT, a ¥ 0ipa3y BU3HAUNTH, SIKi aCIICKTH
pO3pOOKH MOXYTh OyTH HaWCKIAAHIIIMMU. Takui MiAXiA HaJae 3MOTY Ofpasy
OIIIHUTH TPHOJU3HMA Yac BHUKOHAHHS OKPEMHUX CTaJiii PO3pOOKH, Ta JIOMOMOKE
ONTUMI3YBaTH IIIJIKOM yBeCh mpoliiec. ToMy aam s HaBeay OUIbII JOKJIAIHUN aHasi3

nepeBar Ta HeJI0JIKiB 0OpaHOTO PYIIis:

IlepeBaru:

e Jlyxe moTy>Ha cucTeMa KpocCIuiaT)OpMeHOCTI.

e ['Hyuka rpadiyHa KOMIIOHEHTHO-OpPIEHTOBaHA CHUCTEMA IJisi PO3POOKH
ITPOBOI JIOTIKH.

e Benuka BIIKPUTICTh 10 pO3MIMPEHHS. € THCTPYMEHTH ISl pO3MIMPEHHS
(yHKLIOHATY  BI3yaJIbHOTO  CEpPEelOBHINA, (YHKUIOHATY CHUCTEM
peHepiHry, (QYHKIIOHAN OyayBaHHS TMPOEKTYy M1 IulatpopMu Ta
0aratbOX I1HIIMX CUTEM. Y IUIATHIA Bepcii pyWd Mae MOBHICTIO
BIIKPUTHUHN KOJI.

e EdextuBna ontumizaiiisa po3mipy aoaatky. Unity mae TOBruil mepesik
METO/IB, SIKI MOXYTh 3HAYHO OINTHUMI3yBaTH KUIBKICTh Mam’sTi, SAKY
3aiimae Ba goaTok. Ha BuOip € nekiiibka MeTO1B CTUCHEHHS TpadiuHuX
acetiB. [IpucTtyHe aBTOMaTWuYHE BUKIIOYEHHS 13 300pPKH HEBKHUBAHUX
acieTiB, Ta THUX, fKl cTocytoThcsi Timbku Unity Editor. € miarpumka
3pYYHHX IMPEKTUB IS TUHAMIYHOT KoMmiuiii daiini. J{ogarkoBo Unity
HAJa€ TMOTYXXHUWA ITHCTPYMEHT MJIA PO3AUICHHS MPOEKTY Ha OKpeMi
OaHmIH, 0 AO3BOJISIE TMHAMIYHO JIOJaBaTH Ta MPUOUPATH KOHTEHT BXKE
MICJIsl BABAaHTAKEHHS y Mara3uHHu.

e BuacHi pimenns y cumyisanii ¢pizuku. L{e 3HauHO NpUCKOPIOE CTBOPEHHS
MaJIeHBKHX MTPOCKTIB.

e BoOygnoanwmii Profiler anst 360opy Ta aHamizy CTaTUCTUKH MO TEXHIYHUM
napamMeTpaMm i 4Yac pobotu Bamoro mpoekTy. Profiler mo3Bosse
MOOAYUTH JOBOJI JOKJIATHI JaHi MPO IIBUAKICTh BUKOHAHHS BaIOro
KOy, TMpOILIECY PEHAEPIHTy, MEpPEKEBHUX IMPOLECIB 1 BUKOPUCTAHHS

nam’sTi. Lleit iHcTpyMEeHT 3HaYHO TMOJIETIY€ BUSBICHHS CIa0KUX MICIIb,
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BU3HAYEHHS MEPEIIKO/] Ta MPOBEACHHS ONMTUMI3allii.

e Inctpyment ShaderGraph, skuii 703BoJisi€ CTBOpIOBAaTH IIEHACpU
OTIEPYIOYM KOMIIOHEHTaMH Y BI3yaJIbHOMY CEpeJIOBHINI, TOOTO 0e3
HAIMCaHHS KO .

e Benuue3nuii o0CSAT AOJATKOBUX IHCTPYMEHTIB, CHUCTEM Ta KOPHCHUX
JaHUX, SIKI MOXKHA 3aBaHTaXXUTH 3 €IMHOTO cepenoBuia UnityAssetStore.
[HImIi KOpHCTyBauM MalOTh 3MOTY CTBOPIOBaTH 1 3aBaHTaXyBaTH ¥y
AssetStore BiacHi pillleHHS, Ta MOIIMUPIOBATH iX OE3KOIITOBHO abo y
SAKOCT1 TOBapy 3 (hIKCOBAHOIO I[IHOIO.

e IlinTpumka HoBuX Bepciit C#. Hapasi HailHOBIIIA MATpUMYyBaHa BepcCis —
C#9.0

e 3pyuHe Ta ONTHUMAalbHE PIIICHHS AN 30€peKCHHs, HANAIITyBaHHS Ta
nepeaadi qaHux y Burisiai ScriptableObject.

e Jly>xe BenuKka Ta akTMBHE KOM 1oHITI. He icHye npoOnemu, sika 0 He OyJia
BJK€ KHMOCH OIlpalboBaHa ab0 BupimeHa. bararo iHgopmarii MoxHa
3HAUTH Ha oDimiitHUX hopyMax, Kl JOCUTH 3pyYHO MoOyaoBaHi. Takox
Unity Trchnologies MarTh akTUBHY KOMaHIy pO3pOOHHKIB, sKa
HapaxoBye 05113bk0 900 0ci0, Ma€e AKICHUN BIJ1T MIATPUMKH Ta OCTIHHO
KOMYHIKY€ Ha THX caMuX Gopymax.

Heponiku:

e Benukuii ctynine aBTOMaru3anii y 0araTbOoX BUMNAAKaX MPHU3BOAUTH 10
HAJUTUIIKOBUX PIIIEHB, K1 O0TSHKYIOTh IPOEKT. SICKpaBUM MPHUKIAIOM €
MonoBehaviour. Ile namanuit Unity 06a3oBuii kiac st OyIb SIKOTO
00’ €Ty 1110 Mae OyTH MPECTaBICHUH Ha CIICHI, Ta TOBUHEH B3a€HOISATH
3 BOynoBanumu B Unity ¢ynkuismu. Lleit kiac mictuth HaaTo Oarato
BOYZIOBAaHUX MOXJIMBOCTEH, SIK1 JIOBOJII BaXKKO BiAkatounTH. Hampukmias
7oBra cepis BOyJIOBaHMX BIATYKIB Ha event-QyHKII, sIKI TOO1 MOXYTb
OyTH 1 HE TOTPIOHUMU, 3HAYHO CHOBUIBHIOIOTH X1l BAKOHAHHS POTPaMHU.
Tomy kinbKicTh HamankiB MonoBehaviour po3poOHUKM HamararoThCs

MIHIMI3YBaTH, HATOMICTh CTBOPIOIOYH BJIACHI PIIICHHS.
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e BincyTHicTh HOpManbHOI MATPUMKHA  0araTOMOTOYHOCTI.  YBECh
KUTTEBUNA UK Oy/b siIKkoTo 00’ ekTy B Unity mpoTiKae y €IMHOMY main
notoui. Hapasi Unity po3BuBae cuctemMu Ajisi MiATPUMKH MMapauieIbHOTO
nporpamyBanHs y Burisiii DOTS cuctemu, sika BiKe MPOJAEMOHCTpYBaia
CBOIO 3HAYHY MOTY>XHICTh y cepi ontumizaliii oduncnens. [Ipu mpomy
caMl KOpPHCTyBaul BX€ JaBHO 3alpOINOHYBAJM CBOI pIMICHHS s
BUKOPWCTAHHS CTAaHIAAPTHHUX MPAKTHK MapajieIbHOTO MPOTpaMyBaHHS Y
C#. Hanpuknan maria UniTask, skuit mo3uiiionyeThes sik zero-allocation
async tasks.

e BukopucranHs Tak 3BaHOro stop-the-world garbage collector. Ileri
30Mpay CMITTS ITiJT YaC BUKOHAHHS CBOIX Jil TMOBHICTIO 3yIHUHSIE POOOTY
npoekty. Tomy po3poOnuku Ha Unity ny»e yBaXKHO KOHTPOJIIOIOTH MOTIK
JAHUX Yy CBOiX CHUCTEMax 1 HaMararoTbCs PO3MOAUIMTH 301p CMITTS Ha
JeKUTbKa KaapiB.

e Jlyxe CTpIMKHMII PO3BUTOK pyuIis MPU3BOAUTH A0 MailkKe MOCTIMHOL
HEaKTyaJIbHOCT1 BepCii BaIIoro mpoekTy, Tomy podota 3 Unity morpedye
JIOBOJI1 YaCTOTO MEPEHECEHHs MPOEKTY HAa HOBI BEpCIi pyIIisl.

e Unity Hanucanuii yactkoBo Ha C++ Ta yactkoBo Ha JavaScript. Ilpu
IIbOMY OCHOBHOIO MOBOIO TporpamyBanHs y pymiii € C#. B pesynbrari,
HaIMCaHui po3poOHUKOM Ko Ha C# Mpu KiHLIEBOMY OyTlyBaHHI TPOEKTY
IPOXOJIUTh KOMIUIEKCHUH mporiec inTepnpuraiiii y C++ 3 BUKOPUCTAHHAM
pediuekcii. Ile He Mae cepiHO3HOTO NPSAMOIO BIUIMBY Ha IIBUIKICTH
OTPUMAHOTO JIOJATKYy, MPOTE JOCBIMUEHUN PO3POOHUK TOBUHEH 3HATH
ToHKOMI iHTepnpuTarii C# y C++, abu BuKopucTaTu 11l PakTop s

MIKPOOIITUMI3AIlii.

Pymmiit nist cTBOpeHHS Bieoirp, 1€ TyKe KOMIUIEKCHA IIporpama, sika motpedye
rInOOKOT0 BUBYEHHS. BUCOKa excriepTi3a Ta 3HaHHS B 00J1aCTlI BAKOPUCTAHHS I'POBUX
PYIIIiB BUCOKO IIHUTHCS HA PUHKY TIpalli, aJKe 1el (PaKTop € MOKa3HUKOM BEIIUKOTO

nocBiny. bynp gkuil po3poOHUK MyCHUTH CpoOyBaTH PO3POOMTH HEBEIMYKUN pet-
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project Ha IEeKUIBLKOX PI3HUX PYIIiSAX, aJKe 11€ 3HAYHO MOTIUOII0E PO3YMIHHSI TOTO SIK
OpalioTh 1[I MPOrpaMyd Ta MIJBUILYE €QPEKTUBHICTh PO3POOKHU BiJEOTpH 3a
nornomMororo oyas sikoro I13.

[lin vac po3pobku 3a nomomororo Unity s Oyay BUKOPHCTOBYBAaTH YcCi
MO>KJIMBOCTI OTY>KHOT MOBU C#, 3py4H1 IHCTPYMEHTH PYIIis JUIsl CTBOPEHHS aHIMaIlii

ta VFX 1 miarpumyBaTu 6aanc MK YUCTUMH KjlacaMu Ta kiacamu MonoBehaviour.
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PO3/ILJI 3 TIPOEKTYBAHHS TA PO3POBKA KOMITIOTEPHOI I'PU HA PYILII
UNITY

3.1 IlocTaHOBKA TEXHIYHHUX Ta PYHKIIOHATHHUX BUMOT

B pamkax qumioMHOTo nmpoekTy 0yio oOpaHOo po3poOUTH MOKPOKOBY TPy
Ka3yaJIbHOTO KaHPY, SKa MOXE MPaIfoBaT Ha JEKUIbKOX Iu1aTgopMax.
OnuiieMo MOJIEh TPHU MO il OCHOBHUX CTPYKTYPHHUX OJIOKaX:

e BipryanbHuii MpOCTip — piBEHb Y BUTIIAI IJIACKOT Mamnu 3 OpyCcKaMH B SIKOCTI
nepernoH. bpycku oOMexyroTh nieBHI TepuTopii. Ha 1BoX Takux TepUTOpisax
CTOSITh MTOYaTKOB1 MO3UIIIi TPaBIIiB.

e ['0JI0BHA MeXaHIKa — MOKPOKOBUM IPOILIEC, 1€ KOKHUI rpaBellb Ha CBOEMY
KpOIli Mpuorpae OpyCcoK 3 METOIO 3aXOMUTH OUIBIITY TepuTopito. Komu Mix
TEPUTOPISIMU TPABIIIB HE 3AIUIIAETHCS MEPETIOH — 1€ 3ITKHEHHS Ta
M1JPaxXyHOK pe3yJIbTaTiB.

® YMOBH NEPEMOTH — [IepeMarae Toi rpaBellb, SKUN 3aXOMHUB OUIbIITY TEPUTOPIIO
710 MOMEHTY 31TKHEHHS 3 OTIOHEHTOM.

DyHKITIOHATBHI BUMOTH:
e 3pyuyHuil Au3aliHep PiBHIB
I'pa Oyae maTu fekinbKa piBHIB, MOTEHIIMHO HEOOMEXKEHY KITbKICTh. Tomy
HE0OX1THO 3a0€3MeYNTH JIeTKe KOHCTPYIOBaHHSI piBHs. BaxnBa cTangapTusaiis
METPUK Ta CTPYKTYPHHUX OJIOKIB PIBHS.
e Irposuii Ul
['paBens moBuHEH opieHTyBaTHCS y rpi. HeoOXimHO BioOpaxkaT MOTOYHUI
nporpec (HoMep piBHs), IHPOpMaLIiIO PO pe3yJIbTaT IrpoBoi cecii (mepemora adbo
nopaska).
e IlokpoxoBa cucrema
Heo0xigHo 3a0e3neunTi MOKPOKOBY cucteMmy rpu. I1ig gac Kpoky ormoHeHTa
rpaBellb HE MOBUHEH MATH MOYJIMBICTh 3pOOHUTH BJIIACHUIA KPOK a00 3aBaIUTH 1HIITUM

YUHOM.
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e OnoHEHT KepOBaHUI KOMII’'IOTEPOM.

JIropnHa MOBUHHA MATH 3MOTY TpaTH 3 KoM 1otepoM. [Ipu nbomy HeoOXiaHO
CHPOEKTYBAaTH MIPOrpaMy TaK, 100 KOMII FOTEPHOTO OITOHEHTAa OYJIO JETKO 3aMIHUTH
Ha OIOHEHTAa-TPaBL, a/)K€ Y I'PU € OHJIAMH MOTEHIIIAJ.

o Ilinkaskm y mpoueci rpu

B ka3yanpHux irpax kpaiie BIpOBa/)KyBaTl HaBYaHHS MEXaHIKaM oJpa3y B
irpoBuii iporiec. ToMy HEOOX1THO peasizyBaTH MiJIKa3KH, SKIIIO T'PaBeIb JOBrO HE
MO3K€e 3pOOUTH CBIH XifI.

e 3adesneuenns 30-60 FPS

JlocmipKeHHS TOKa3y0Th, 0 MOBHUM LMK 00poOKH 1H(GOpMaLli y JIFOAUHH

3aiimae 240Mc. YMOBHO JIFOICHKE CIPUIHATTS 1H(OpMaIlli MO>KHA MOJUIMTH Ha 3

MPOLIECOPH: MEPLETTUBHUM, KOTHITUBHUI Ta MOTOPHUH.

=1UGH€ um

Lp'lul
FROM / N\
SENSES => | \ :J:» USCLES

EC[PTUAL COGNITIVE NOTCR

Pucynok 3.1 - YMOBHI npo1iecopu JIr0ICbKOT0

(v
ATIMTMIMIILTaT™a

Takox BiJIOMO 110 JIFOAMHA B)KE ITOMIYAE IT1IBUCAHHS T'PH SKIIO YaCTOTa KaJIpiB
Hx4de Hixk 30 3a cexynay. Jlonyctumi tpu kaapu 3atpuMku npu 30fps 3aiiMmyTh
3/30*1000 = 100 mc, To6TO Ha npakTtuili 6ap’ep He 240mc a 100 mc. [Tpuunna y
TOMY, III0 YC1 TPH YMOBHI JUISTHKA 00poOKu 1HDopmartii (cpuitHsTTs — 100Mmc,
ycBiioMIIeHHs — 70Mc, MoTOoprKa — 70MC) MpalioroTh HE TTOCIIOBHO a OJTHOYACHO.
Uepes 11e, KOJIM yCBIJOMIICHHS MEPIIOro 070Ky iH(pOopMaIllii 3aBepIIHIOCH,
COPUMHATTIO Apyroro 3anumuiaoch He 100mc, a nuie 30mc. Tomy HEOOX11HO

3abe3neunTH ctadbumbHi 30-60 fps.
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o MyabTUIIIATGOPMEHICTH
VY cyyacHOMy CBITI BEJIMKHIA 0OCAT iIrpOBOTO PUHKY MPHUIMAIa€e caMe Ha
MOOUIBHI IIaTGOopMHU, 0OCOOJIMBO Y KazyaabHOMY ceKTopl. Uepes 11e HeoOXi1HO adu
PO3p0o0ITIOBaHM 10/IaTOK MPAIFOBAB K HA KOMIT FOTEP1, TaK 1 Ha TeJaepoHax pi3HUX
MOKOJIiHB. B paMkax mpakTuku opieHTyeMoch Ha tuatdopmu Android.
e JlogaTkoBi BiTuyTTs BiJ 101aTKY
3HauHy poJb B YCIMIXY Ka3yalbHOT T'PU Ma€ TOAATKOBUMN MOMIIIUHT 3aCTOCYHKY.
OOpanuii MHOIO JOJJaTOK MIOBUHEH MICTUTH Bi3yalibH1 €()EKTH Ta 3aCTOCOBYBATU

BiOpaIlito Ha MOOUTHHUX TIIAThOpPMAX.

3.2 ImmuiemMeHTallisi OCHOBHUX MOJYJIIB I'pU Y BIMOBIIHOCTI JIO MOCTABICHUX
BHUMOT.

11 yac IpOXOMKEHHS MPAKTUKU MEH1 BAAJIOCS JOCITTH 3pYYHOIO
KOHCTPYIOBaHHS P1BHIB I'PH, IMIUIEMEHTYBATH OCHOBHI MEXaHIKH, 3aIIyCTUTH IPOEKT
Ha KOMIT F0Tepl Ta ONTHUMI3yBaTH Horo mig MoouibH1 iargopmu. Takox Baanocs
3aCTOCyBaTH BiOpaIliiiHi BIACTUBOCTI Tee(OHIB.

KoncrpyroBanus piBHiB

B ocHOBI KOHCTpYyIOBaHHS piBHIB Oy/ie KiiTuHA. KiliTHHA 0THOYaCHO

MOCITYKHUTh 1 0JJOKOM OY/IIBHUIITBA PIBHS 1 YaHKOM JIJIsl TPaBIIIB.

ndCellType Type GroundCellType.Free

2 DrMichael

oundCellType type

PathUtilities.IsP ssible(fromNode, toNode

Pucynox 3.2 - IIporpaMHe npeAcTaBiIeHHS KIITUHU
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Ha nesxux xkimituHax OyayTh po3miniatuch 0ap’epu. bap’ep oOmMexye neBHy
obnacte. [Ipubpasiu 6ap’epr KOKEH IpaBellb MOXKE 3aXOMHUTU TEPUTOPIIO, AKY BiH
00OME)XyBaB.

[ ocTaHHIM €7IeMEHTOM € TeHTH TPaBIIiB, SIK1 T0O3HAYAIOTh MTOYATKOB1 KJIITHHH,

Ta BIJIMTOBITHO MIOYATKOBY TEPUTOPIIO.

Pucynox 3.3 - Ilpuxnan roroBoro piBHs B cepenopuii Unity

MexaHika 3aX0IJICHHS KJIITHH

OcHoBHa MexaHika — npuOupaHHs 0ap’epiB AJiA 3aXOIJICHHS HOBUX KJIITHH.
3anns ii poOoTH cioyaTKy peanizyeMo kiac PlayerInput, sikuit Oyzae BianmoBigatu 3a
3YNTYBaHHS BXITHOTO KOHTPOJIIO I'paBIls Ta mpubupatu 010ku. J{is Toro mob
BU3HAYMTH HA IKUH OJIOK IpaBeIlh XOTIB MPUOPATH BUKOPUCTAEMO TEXHOJIOTIIO
Raycast Ta iHTepnosIiit0 KOOPIMHAT Ha TJIOLUIMHY MEPCIEKTUBHOT KaMepH.

[Ticns Toro sik 6ap’ep npuOpaHuil mporpaMa aHajizye HOB1 BIAKPUTI KIITUHH, 1
SIKILIO BOHU MAIOTh CTaTyC HE3alHATUX, TO OTPUMYIOTh CTAaTyC 3aXOIUICHUX TPABIEM.
[eit mporiec mparroe 3a JOMOMOTO0 AIrOpUTMY A* 1iist «omyKy nuisaxy». [Ticis
BIJIKPUTTS HOBO1 00J1aCTi MU 00X0IMMO TI0 Tpady BCl KIITHHU Ta MIEPEBIPSIEMO iX
craryc. [lone rpu Mae gikcoBaHy IUIOUIMHY TOMY I'pad MOXKHA HAJAIITyBaTH

3a3JaJeriap U1 OUTHIIOT OMTUMI3Ali.



\j . I ~  Layer Default

Pucynok 3.4 - Citka nis anroputmy A*

Onrumizanis mix MoOiibHI mu1argopmu

ITo 3axorneHii TepUTOpii PO3XOAITHCS BEJIUKA KUIBKICTh FOHITIB TPaBIIs, a il
Jac 31TKHEHHS 3 OIIOHEHTOM BCi IIi IOHITH MaloTh OMTHCH. Ha KiHIeBUX eTamax maprii
Ha M0JII MOXke 3HaXoauTuch 10 200 I0HITIB, TOMY IepeOrpaTh MPSIMUM ITPOXOI0M
40000 oneparriit 151 BU3HAYCHHS 1IJIEH pa3 Ha KUJIbKa KaJpiB Oy/ie HEAOULIBHO.
Hamn yanku y BUTIISA1 KJIITUH MOTJIM O CIIPOCTUTH CUTYAIl10, ajle€ MOLIYK
HaHOIMKYUX BOPOKHUX KIIITUH TEX JOCUTh KOLITOBHA Oorepauis. A micias BUSHAYCHHS
IIJIeH FOHIT TOBUHEH III¢ ¥ OIrTH B 3aJjaHy MO3HUIIIIO.

Jl71s1 BUpiiIeHHs 11i€T TpoOJieMH BAAJIO MiIXOAUTh METO/, SIKUU s1 pO3TJISHYB
panime — KDTree (k-dimentional tree). Ilin yac ioro anami3y 0ys0 BU3HAYEHO, IO
HOT0 OCHOBHA 00J1aCTh BUKOPUCTAHHS - CUCTEMH KOJi3iii B irpax. [Ipote ronosue
aOCTpaKTHE 3aBJaHHs, IKE BUKOHY€E aJTOPUTM - MOUIYK JABOX HAHOIMKUYUX CYCIIIB,
TOX sl BAKOPHUCTAIO HOTO JIJIs ONIYKY HAHOIMKYOTO BOPOKOTO IOHITA. Y came
nepeBo s Oyay J0J1aBaTH KIIACH IOHITIB, a IEpEeBO Oy/ie onepyBaTH iX MO3UIISIMU Y
TPUBUMIPHOMY MPOCTOPI.

[Tomryk Haitbmux4voro cyciga mo KDTree mae o0uucioBanbHy CKIaIHICTh
O(nlog(n)), 110 3Ha4YHO MPUCKOPHUTH MOITYK JJIs FOHITIB. JlomaBaHHs €IeMEHTY 110
JiepeBa TeX HE € CUIIHLHO KOIIITOBHOIO OTEpalli€ro, HOro 00UncIroBalibHA CKIIATHICTh
O(h), ne h — Bucota nepea. ToOTO urm OUIBIIIE FOHITIB B OAHOMY BY3JI1, TUM
mIBUIIIE Oy/ie MpairoBaTH aepeBo. Ll 3amexHicTh 100pe BIUCYETHCS B M1 MPOEKT
aJI>ke I0HITH TIOCUTh TICHO CTOSITh 1 3 BEJIMKOIO BIPOTIAHICTh OYAYyTh A0AaBaTHUCh 1]

OJIH BY30.JI.
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IToxkpamieHHs BiA4yTTH Bil 10JATKY

OcHoBHMMHU 3ac00aMHu TSI TOKPAILIEHHS BITUYTTS BiJ irop € aHiMartii,
Bi3yasibHI €PEKTH, CTEPEO 3BYK, 3aCTOCYBaHHS BIOPOBIATYKY Ta 1HIINUX YHIKAJIBHUX
JUTst TUIaTOpMU BJIACTUBOCTEH (HAMPUKIIAJ OMip TPUTepiB Ha pKOUCTUKY PSY).

Jns ctBopennss VEX B Unity € neBamii HaOlp iHCTpyMeHTapito. S Oyxy
BUKOpUcTOBYBaTH Particle System, 11eif iHCTpyMEHT J103BOJIsIE CTBOPUTH aHIMOBaHI1
Bi3yaJbHI €)eKTH Ha OCHOBI CHCTEMa YacCTUHOK. MeH1 HeoO0Xi/1HO OyJI0 CTBOPUTH
aHIMOBaHe KOH(ETTI, sike 6 CUMaIoCh 3rOpH, SKIIO rpaBellb nepemir. JJis npboro MeHi
NOTPiIOHO CTBOPUTH MaTepia Ha OCHOBI TEKCTYypU KOH(PETT1, OJUH 00’ €KT 3 TAKUM
MartepiajioM 1 0yie Halllor YacTUHKOO (particle). J{ami ctBopuMo 00’ €KT 3
KoMnoHeHToM ParticleSystem, ne 6yaemo onepyBaTH TaKUMH YaCTUHAMH.

Tenep 1 MOXY BUCTaBUTH KUIbKICTh YACTHHOK, K1 OYyTh 3’ SIBJISITUCH KOXKHY
CeKyHAy a0o kaap, (opMy iX pO3MOBCIOIHKEHHS, pO3MIp, TPAEKTOPItO pyxy. [lo Toro

K BCI 111 TapaMeTPpU MOXKHA PAHIOMI3yBaTH Ta aHIMYBAaTH.

® ConfettiBlastRainbowU!

&5 VI Nl

Pucynox 3.5 - HamamryBanus Particle System



56
BHUCHOBOK

Otxe, y pe3ysibTaTi BUKOHaHHS KBaji(ikaiiitHoi poOooTu OakanaBpa Oyia
CTBOpPEHA KOoMIT F0TepHa rpa Ha pymrii Unity. Ha eTami miaroToBku 10 po3po0iaeHHS
J0/1aTKy OYyJI0 MPOBEEHO MEepeiK JOCIIIKEHb, a CaMe:

e bynu nocmimkeHi HahedEKTUBHINIT MoJell MOOYyJO0BH MPOrPaMHUX
CHCTEM Y BiJICOITPOBii pO3pOOIIi.

e bynu mnpoaHani3oBaHi HAWMOIIMPEHIII MpoOJieMH Ta 3aBIaHHS, IO
3yCTPIYAIOThCA Y MPOLeci PO3pOOKH KOMIT FOTepHUX irop. s KoxHO1
npoOJeMu s BU3HAYMB IMEPENIK MOMIMBHUX pPIIIEHb Ta BHOKPEMHUB
Halle(DEeKTUBHIIII 3 HUX.

e Ha npyromy erami MiATOTOBKM S 3aTBEPAMB TMEPEIIK HEOOXITHUX
IHCTPYMEHTIB JUIsI CTBOPEHHs Bieorpu. JlomaTtkoBo Oy MHpoOBEIEHI
JOCITIJIKEHHSI HAWBaXIUBIIIUX 3 HUX — CUCTEM YTIPABIIIHHS MPOCKTaMH,
CUCTEM KOHTPOJIIO BEPCIi Ta IrPOBUX PYILIIIB.

e S BUKOHAB TOpPIBHSUIBHUI aHaji3 JBOX HAWIMOMYJSIPHINIAX ITPOBHUX
pymiiB — Unity ta Unreal Engine. Ilicas mporo si mpoBiB TinOOKe
JTOCHDKeHHs1 mepeBar Ta HepodiikiB  Unity Engine, skuit s
BUKOPHCTOBYBAB JJIs1 PO3POOKH CBOET IPHU.

[IpoBeneHi HOCHIIKEHHS TOTIOMOTJIM MEHI CKOPETYBaTH TEXHIUHE 3aBIaHHS, B
3aJIEKHOCTI Bl HASIBHOTO 1THCTPYMEHTAPIIO PYILisi, 0OMEXUTUCH IEBHUM CTEKOM
TEXHOJIOT1# JIJIsi CTBOPEHHS BJIACHOI TPU 1 TPUCKOPUTH PO3POOKY. B pesynbrari MeHi
BJIAJIOCS peaizyBaTh OCHOBHI MEXaHIKU, PO3POOUTH TOCUTh 3pYUHUMN 1 TAKOHIYHUN
UI, BUKOpUCTATH BEIMKY KIIBKICTh IHCTpYMEHTIB Unity AJis MOKpaUIEHHS! CUCTEMU
KOHTPOJTIO TPABIS Ta YIOCKOHAJICHHS 30BHINTHBOTO BUTITISITY JOJATKY. Takox s 3Mir
BUKOPHUCTATH JEKJIbKA 30BHIIIHIX PillleHb, K1 mpeacTaBieHl y Unity Asset Store,
JUTSI TIOKPAIIIEHHS TPH, TAKKUX SIK TUIATIH JJI IHTeTparlii BIOpOBIATYKIB TenedoHa.

Po3pobena rpa npairoe Ha KOMIT OTEpi 3 omneparliiiHoo cuctemoro Windows

Ta TesneoHax 3 onepaiiiinoro cuctemoro Android.
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TIOJIATOK A

using System.Collections.Generic;
using System.Threading.Tasks;
using CrowdT.Level;

using Pathfinding;

using UnityEngine;

namespace CrowdT
{
public abstract class UnitsSpawner : MonoBehaviour

{

[SerializeField] private SingleUnit unitPrefab;
[SerializeField] private float spawnInterval;
private LevelController _levelController;

private void Awake ()
{

_levelController = FindObjectOfType<LevelController>();
}

public async void Spawn (int amount, Vector3 targetPos)
{

for (var 1 = 0; 1 != amount; ++1)

{

var cooldown = 0f;

while (cooldown < spawnlInterval)
{
cooldown += Time.deltaTime;
await Task.Yield();

var unit = Instantiate (unitPrefab, transform.position,
Quaternion.identity);

_levelController.crowdController.RegisterUnit (unit) ;

unit.pathData.path = MakePath (new
Vector3 (transform.position.x, 0, transform.position.z), targetPos);
}
}

// calculates a path and copies it from A*PFP's vectorPath to a
FixedList4096

private List<Vector3> MakePath (Vector3 fromPos, Vector3 toPos)
{

var destPath = new List<Vector3>();
var unitGraph = GetUnitGraph() ;

var fromNode = unitGraph.GetNearest (fromPos,
NNConstraint.Default) .node;

var toNode = unitGraph.GetNearest (toPos,
NNConstraint.Default) .node;
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if (PathUtilities.IsPathPossible (fromNode, toNode))
{
ABPath path = null;
path = ABPath.Construct ((Vector3) fromNode.position,
(Vector3) toNode.position);
AstarPath.StartPath (path);
path.BlockUntilCalculated() ;

for (var 1 = 0; i != path.vectorPath.Count; ++1i)

{
destPath.Add (path.vectorPath[i]);

}
}

return destPath;

}

protected abstract NavGraph GetUnitGraph():;

Kiac, 1m0 103B0oJIsl€ CTBOPIOBATH FOHITIB Ha IrPOBOMY MOJI1

using System;

using System.Collections.Generic;
using System.Threading.Tasks;
using Sirenix.OdinInspector;
using UnityEngine;

namespace CrowdT

{
[Serializable]
public class PathData

{
public List<Vector3> path;
public int waypointIndex;
public bool reachedEndOfPath;

}

public class SingleUnit : MonoBehaviour

{
[SerializeField] private float pathSpeed;
[SerializeField] private float battleSpeed;
[HideInInspector] public int health = 1;
[SerializeField] private int damage;
[ReadOnly] public bool isDead;
[SerializeField] protected SingleUnitView view;

[ReadOnly] public PathData pathData;

[ReadOnly] public SingleUnit targetUnit;
[ReadOnly] public SingleUnit attackedBy;

[HideInInspector] public bool targetsExist = true;



private MovementByPath movementByPath;
private MovementToTarget movementToTarget;
[HideInInspector] public CrowdController crowdController;

private void Awake ()

{
_movementByPath = GetComponent<MovementByPath>() ;

_movementToTarget = GetComponent<MovementToTarget>();

private void OnEnable ()
{

_movementByPath.OnStart += () => view.SetIdle (false);

_movementByPath.OnComplete += () =>
crowdController.unitsOccupiedTheirCellsAmount++;

_movementByPath.OnComplete += () => view.SetIdle(true);

_movementToTarget.OnComplete += Attack;

private async void Start()

{
await movementByPath.Move (pathData, pathSpeed);

public void FindTarget ()
{

if (isDead) return;

targetUnit = FindClosestTarget()
if (!'targetUnit)

{

targetsExist = false;

return;

targetUnit.attackedBy = this;

StartCheckingForTargetAlive () ;
MoveToTargetUnit () ;

protected virtual SingleUnit FindClosestTarget () => null;

private async void StartCheckingForTargetAlive ()

{
while (targetsExist && !targetUnit.isDead)

{
await Task.Yield();

view.SetIdle (true);

if (targetsExist)
FindTarget () ;



private async void MoveToTargetUnit ()

{

if (targetUnit == null) return;
view.SetIdle (false) ;

await movementToTarget.MoveTo (targetUnit, battleSpeed);

}

private async void Attack()

{
view.SetIdle (true);
view.SetAttack () ;

const int delayBetweenHits = 1;

while (!isDead)
{

awalt new WaitForSeconds (delayBetweenHits) ;

if (targetUnit)
Hit () ;
}

FindTarget () ;
}

protected virtual wvoid Hit ()

{
targetUnit.TakeDamage (damage) ;

}

private void TakeDamage (int amount)

{

health -= amount;
if (health <= 0)
Die ()

}

private void Die ()

{

if (isDead) return;
view.SetRandomDeath () ;
isDead = true;

crowdController.UnregisterUnit (this);

}

public void Win ()
{

view.SetRandomDance () ;

}

private void OnDisable ()

{
_movementByPath.OnStart -= () => view.SetIdle (false);



64

_movementByPath.OnComplete -= () => view.SetIdle(true);

_movementByPath.OnComplete -= () =>
crowdController.unitsOccupiedTheirCellsAmount++;

_movementToTarget.OnComplete -= Attack;

}

Knac noriku rouHita

using Sirenix.OdinInspector;

using Unity.Mathematics;

using UnityEngine;

using Random = UnityEngine.Random;

namespace CrowdT
{
public class SingleUnitView : MonoBehaviour
{
[SerializeField] private Renderer bodyRenderer;
[SerializeField] private Material deathMaterial;

[SerializeField] private Renderer weapon;

[BoxGroup ("HitParticles™) ]

[SerializeField] private ParticleSystem hitParticles;
[BoxGroup ("HitParticles") ]

[SerializeField] private Transform hitParticlesSpawner;

BoxGroup ("HitImpactParticles") ]

SerializeField] private ParticleSystem hitImpactParticles;
BoxGroup ("HitImpactParticles") ]

SerializeField] private Transform hitImpactParticlesSpawner;

[
[
[
[

private Animator anim;

private static readonly int Idle = Animator.StringToHash ("Idle");

private static readonly int Attack =
Animator.StringToHash ("Attack");

private static readonly int Death =
Animator.StringToHash ("Death") ;

private static readonly int DeathVariant =
Animator.StringToHash ("DeathVariant") ;

private static readonly int Dance =
Animator.StringToHash ("Dance") ;

private static readonly int DanceVariant =
Animator.StringToHash ("DanceVariant") ;

private void Awake ()

{

_anim = GetComponent<Animator>();

public void SetIdle (bool value)
{

_anim.SetBool (Idle, value);
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public void SetAttack()
{
_anim.SetTrigger (Attack);

public void SetRandomDeath ()

{
var variant = Random.Range (0, 3);
_anim.SetInteger (DeathVariant, variant);
_anim.SetTrigger (Death);

ChangeColorToDeath () ;

private void ChangeColorToDeath ()
{

bodyRenderer.material = deathMaterial;

weapon.gameObject.SetActive (false);

public void PlayHit ()
{
var particle = PoolParty.Instantiate (hitParticles,
hitParticlesSpawner.position, quaternion.identity);
PoolParty.Destroy (particle,
hitParticles.main.startLifetimeMultiplier);

}

public void PlayHitImpact/()
{
var particle = PoolParty.Instantiate (hitImpactParticles,
hitImpactParticlesSpawner.position, quaternion.identity);
PoolParty.Destroy (particle,
hitImpactParticles.main.startLifetimeMultiplier);

}

public void SetRandomDance ()

{
var variant = Random.Range (0, 3);
_anim.SetInteger (DanceVariant, variant);
_anim.SetTrigger (Dance) ;

public void SetDance (int variant)

{
_anim.SetInteger (DanceVariant, variant);
_anim.SetTrigger (Dance);

public float GetNormalizedTime (int layer = Q)
{
return anim.GetCurrentAnimatorStatelInfo
(layer) .normalizedTime % 1f;
1
1
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Kiac Bizyaiy roniTa

using CrowdT.Level;
using UnityEngine;

namespace CrowdT

{

public class CrowdController : MonoBehaviour

{
public static int TotalPlayerUnitsHitsDuringLastSecond;

public int unitsPerCell;
public Vector3 unitsOffset;

public KdTree<SingleUnit> PlayerUnits = new KdTree<SingleUnit>();
public KdTree<SingleUnit> EnemyUnits = new KdTree<SingleUnit>();

[HideInInspector]

public int unitsOccupiedTheirCellsAmount;
[HideInInspector]

public int playerUnitsAliveAmount;
[HideInInspector]

public int enemyUnitsAliveAmount;

private LevelController _levelController;

private void Awake ()

{
_levelController = FindObjectOfType<LevelController>();

TotalPlayerUnitsHitsDuringLastSecond = 0;
}

public void RegisterUnit (SingleUnit unit)
{
if (unit is PlayerUnit)
{
PlayerUnits.Add (unit) ;
playerUnitsAliveAmount++;

}

else if (unit is EnemyUnit)
{
EnemyUnits.Add (unit) ;
enemyUnitsAliveAmount++;

}

unit.crowdController = this;

}

public void UnregisterUnit (SingleUnit unit)
{

if (unit is PlayerUnit)

{

playerUnitsAliveAmount--;

}
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else if (unit is EnemyUnit)
{

enemyUnitsAliveAmount--;

}

_levelController.TryEndCrowdBattle () ;
}

public void StartBattle ()
{
for (var i = 0; i != PlayerUnits.Count; ++1i)
{
PlayerUnits[i] .FindTarget ()

}

for (var 1 = 0; 1 != EnemyUnits.Count; ++1i)
{
EnemyUnits[i].FindTarget ()
}
}

public void IncreaseWinnerHealth (Character winner)

{

// This method need to be ensure that winner units will be
alive at the end of the battle

// Because for now truly defeated units (in cells
calculating) can win in the battle due to simple crowd battle logic.

// Simple crowd battle logic means that multiple units can
attack single unit.

if (winner is Player)

{

for (var 1 = 0; i != PlayerUnits.Count; ++1i)
PlayerUnits[i] .health = 10;

for (var 1 = 0; i != EnemyUnits.Count; ++1i)
EnemyUnits[i] .health = 2;

else if (winner is Enemy)

for (var 1 = 0; i != EnemyUnits.Count; ++1i)
EnemyUnits([i] .health = 10;

for (var 1 = 0; 1 != PlayerUnits.Count; ++1)
PlayerUnits[i] .health = 2;

}

public void PlayPlayerCrowdVictory ()
{

for (var i = 0; i != PlayerUnits.Count; ++i)

{
if (!PlayerUnits[i].isDead)
PlayerUnits[i] .Win () ;

}

public bool HaveAllUnitsOccupiedCells () =>



(unitsOccupiedTheirCellsAmount) >= (PlayerUnits.Count +
EnemyUnits.Count);

}
}

Knac, 1o BianoBizae 3a rpynoBy MOBEAIHKY IOHITIB Ha MO

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

namespace CrowdT
{
public class KdTree<T> : IEnumerable<T> where T : Component
{
protected KdNode Root;
protected KdNode Last;
private int count;
private readonly bool Jjust2D;
private float lastUpdate = -1f;
protected KdNode[] Open;

public int Count => count;
public bool IsReadOnly => false;

public float AverageSearchLength { protected set; get; }
public float AverageSearchDeep { protected set; get; }

/// <summary>
/// create a tree
/// </summary>
/// <param name="just2D">just use x/z</param>
public KdTree (bool just2D = false)
{
_Just2D = just2D;
}

public T this[int key]
{
get
{
if (key >= count)
{
throw new ArgumentOutOfRangeException () ;

}

KdNode current = Root;

for (int 1 = 0; i < key; i++)
{ current = current.next;

}

return current.component;
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/// <summary>
/// add item
/// </summary>
/// <param name="item">item</param>
public void Add(T item)
{
Add (new KdNode () {component = item});

}

/// <summary>
/// batch add items
/// </summary>
/// <param name="items">items</param>
public void AddAII (List<T> items)
{

foreach (T item in items)

{

Add (item) ;

}

}

/// <summary>

/// find all objects that matches the given predicate
/// </summary>

/// <param name="match">lamda expression</param>
public KdTree<T> FindAll (Predicate<T> match)

{

var list = new KdTree<T>( just2D);

foreach (T node in this)
{
if (match (node))
{
list.Add (node) ;
}
}

return list;

}

/// <summary>

/// find first object that matches the given predicate
/// </summary>

/// <param name="match">lamda expression</param>
public T Find(Predicate<T> match)

{

KdNode current = Root;

while (current != null)

{

if (match (current.component))

{

return current.component;

}

current = current.next;
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return null;

}

public void Remove (int i)

{
var list = new List<KdNode> (GetNodes ()) ;
list.RemoveAt (1) ;
Clear () ;

foreach (KdNode node in list)
{
node. oldRef = null;
node.next = null;

}

foreach (KdNode node in list)
{
Add (node) ;
}
1

/// <summary>
/// Remove at position i (position in list or loop)
/// </summary>
public void RemoveAt (int 1)
{
var list = new List<KdNode> (GetNodes()) ;
list.RemoveAt (1) ;
Clear();

foreach (KdNode node in list)
{
node. oldRef = null;
node.next = null;

}

foreach (KdNode node in list)
{
Add (node) ;
}
}

/// <summary>
/// remove all objects that matches the given predicate
/// </summary>
/// <param name="match">lamda expression</param>
public void RemoveAll (Predicate<T> match)
{
var list = new List<KdNode> (GetNodes()) ;
list.RemoveAll (n => match (n.component));
Clear();

foreach (KdNode node in list)

{
node. oldRef = null;
node.next = null;
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foreach (KdNode node in list)
{
Add (node) ;
}
}

/// <summary>

/// count all objects that matches the given predicate
/// </summary>

/// <param name="match">lamda expression</param>

/// <returns>matching object count</returns>

public int CountAll (Predicate<T> match)

{

int count = 0;

foreach (T node in this)
{

if (match (node))

{

count++;

}

return count;

}

/// <summary>
/// clear tree
/// </summary>
public void Clear ()
{
//rest for the garbage collection
Root = null;
Last = null;
_count = 0;

}

/// <summary>
/// Update positions (if objects moved)

/// </summary>
/// <param name="rate">Updates per second</param>
public void UpdatePositions(float rate)

{
if (Time.timeSinceLevelLoad - lastUpdate < 1f / rate)

{

return;

}

_lastUpdate = Time.timeSincelLevelLoad;

UpdatePositions () ;
}

/// <summary>

/// Update positions (if objects moved)
/// </summary>

public void UpdatePositions ()



}
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//save old traverse
KdNode current = Root;

while (current != null)

{

current. oldRef = current.next;
current = current.next;

}

//save root
current = Root;

//reset values

Clear () ;
//readd
while (current != null)

{
Add (current) ;

current = current. oldRef;
}
<summary>
Method to enable foreach-loops
</summary>

<returns>Enumberator</returns>

public IEnumerator<T> GetEnumerator ()

{

}

/17
/17
/17
/17

KdNode current = Root;

while (current !'= null)

{

yield return current.component;

current = current.next;
}
<summary>
Convert to list
</summary>

<returns>list</returns>

public List<T> ToList()

{

/17
/17
/17

var list = new List<T>();

foreach (T node in this)

{
list.Add (node) ;

}

return list;

<summary>
Method to enable foreach-loops
</summary>



IEnumerator IEnumerable.GetEnumerator ()
{
return GetEnumerator () :;

}

protected float Distance (Vector3 a, Vector3 b)

{
if (_just2D)
{

return (a.x - b.x) * (a.x - b.x)

}
else
{
return (a.x - b.x) * (a.x - b.x)
b.y) + (a.z - b.z) * (a.z - b.z);
}
}

protected float GetSplitValue(int level,
{

if ( Jjust2D)

{

return level % 2 == 0 ? position.

}

else

{

Q

return level % 3 == 0 ? position.

position.y : position.z;
}
}

private void Add (KdNode newNode)

{
_count++;
newNode.left = null;
newNode.right = null;
newNode. level 0;
KdNode parent =

FindParent (newNode.component.transform.position) ;

//set last
if (Last != null)
{
Last.next = newNode;

}
Last = newNode;

//set root
if (parent == null)
{

Root = newNode;

return;

}

+ (a.z - b.z) *

+ (a.y - b.y) *

Vector3 position)

X : position.z;

Q

X : level % 3 ==

float splitParent = GetSplitValuelInternal (parent);

(a.z

(a.y -

177
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float splitNew = GetSplitValue (parent.level,
newNode.component.transform.position);

newNode.level = parent.level + 1;

if (splitNew < splitParent)
{
parent.left = newNode; //go left
}
else
{
parent.right = newNode; //go right
}
}

private KdNode FindParent (Vector3 position)

{
//travers from root to bottom and check every node
KdNode current = Root;
KdNode parent = Root;

while (current != null)

{

float splitCurrent = GetSplitValuelnternal (current);

float splitSearch = GetSplitValue (current.level,
position);

parent = current;

if (splitSearch < splitCurrent)
{

current = current.left; //go left

}

else

{

current = current.right; //go right

}

return parent;

}

/// <summary>
/// Find closest object to given position
/// </summary>
/// <param name="position">position</param>
/// <returns>closest object</returns>
public T FindClosest (Vector3 position)
{

return FindClosestInternal (position) ;

}

/// <summary>

/// Find close objects to given position

/// </summary>

/// <param name="position">position</param>

/// <returns>close object</returns>

public IEnumerable<T> FindClose(Vector3 position)
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var output = new List<T>();
FindClosestInternal (position, output);

return output;

}

protected T FindClosestInternal (Vector3 position, List<T>
traversed = null)
{
if (Root == null)
{
return null;

}

float nearestDist = float.MaxValue;
KdNode nearest = null;
if (Open == null || Open.Length < Count)

{
Open = new KdNode[Count];

}

for (int i = 0; 1 < Open.Length; i++)
{

Open[i] = null;
1

int openAdd = 0;

int openCur = 0;

if (Root != null)

{ Open [openAdd++] = Root;

}

while (openCur < Open.Length && Open[openCur] != null)

{

KdNode current = Open[openCur++];

if (traversed != null)

{

traversed.Add (current.component) ;

}

float nodeDist = Distance (position,
current.component.transform.position);

if (nodeDist < nearestDist)
{
//todo: Quick fix
if (current.component is SingleUnit {isDead: false})
{
nearestDist = nodeDist;
nearest = current;
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float splitCurrent = GetSplitValuelnternal (current);
float splitSearch = GetSplitValue (current.level,
position);

if (splitSearch < splitCurrent)
{

if (current.left != null)

{
Open [openAdd++] = current.left; //go left

}

if (Mathf.Abs(splitCurrent - splitSearch) *
Mathf.Abs (splitCurrent - splitSearch) < nearestDist &&

current.right != null)
{
Open [openAdd++] = current.right; //go right
}
}
else
{
if (current.right != null)
{
Open [openAdd++] = current.right; //go right

if (Mathf.Abs (splitCurrent - splitSearch) *
Mathf.Abs (splitCurrent - splitSearch) < nearestDist &&

current.left != null)
{
Open [openAdd++] = current.left; //go left
}
}
}
AverageSearchLength = (99f * AverageSearchLength + openCur) /
100f;
if (nearest != null)
{
AverageSearchDeep = (99f * AverageSearchDeep +

nearest.level) / 100f;

return nearest.component;

}

return null;

}

private float GetSplitValueInternal (KdNode node)

{
return GetSplitValue (node.level,
node.component.transform.position) ;

}

private IEnumerable<KdNode> GetNodes ()
{

KdNode current = Root;



while (current != null)

{

yield return current;

current = current.next;

}

protected class KdNode

{
internal T component;
internal int level;
internal KdNode left;
internal KdNode right;
internal KdNode next;
internal KdNode oldRef;

Peanizanis KD-Tree 115t KoOpAMHAT Y TPUBUMIPHOMY HPOCTOPI.

BuxopucroByetbest y CrowdController.
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JIOJIATOK B

using Pathfinding;
using Sirenix.OdinInspector;
using UnityEngine;

namespace CrowdT.Level
{
public enum GroundCellType
{
Free,
Obstacle,
Player,
Enemy

}

public class GroundCell : MonoBehaviour
{
[ReadOnly]

public GroundCellType Type = GroundCellType.Free;

public void MarkAs (GroundCellType type)
{

Type = type;
}

public bool IsFreeAndReachable (NavGraph graph, Vector3 from) =>
Type == GroundCellType.Free && IsReachable(graph, from);

public bool IsReachable (NavGraph graph, Vector3 from)
{
GraphNode fromNode = graph.GetNearest (from,
NNConstraint.Default) .node;
GraphNode toNode = graph.GetNearest (transform.position,
NNConstraint.Default) .node;

return PathUtilities.IsPathPossible (fromNode, toNode) ;

Kirac — npeacraBiieHHS 0JTHOTO YaHKY Ha T0JTi

using System.Collections.Generic;
using Pathfinding;
using UnityEngine;

namespace CrowdT.Level
{
public class GroundGrid : MonoBehaviour
{
[SerializeField] private Color playerCellsColor;
[SerializeField] private Color enemyCellsColor;

public GroundCell[] grid;
[HideInInspector] public GroundCell playerCell;
[HideInInspector] public GroundCell enemyCell;



color;

from)

public GroundCell[]

[HideInInspector] public int newOpenedCellsAmount;
[HideInInspector] public int playerCellsAmount;
[HideInInspector] public int enemyCellsAmount;

private void Awake ()
{

InitGroundGrid() ;
}

private void InitGroundGrid()

{

grid = FindObjectsOfType<GroundCell> () ;
}

public void ColorCellsByType (GroundCellType type, params
GroundCell[] cells)

{
if (type == GroundCellType.Player)
ColorCells (playerCellsColor);

else if (type == GroundCellType.Enemy)
ColorCells (enemyCellsColor) ;

vold ColorCells (Color color)
{
for (var 1 = 0; i != cells.Length; ++1i)

{

cells[i] .GetComponent<Renderer> () .material.color =

}

{

}

{

var reachableCells = new List<GroundCell> () ;

for (var i = 0; i != grid.Length; ++1i)
{

GetReachableCells (NavGraph graph,

Vector3

if (grid[i].Type != GroundCellType.Free) continue;

if (!'grid[i].IsFreeAndReachable (graph, from))

reachableCells.Add (grid[i]);
}

return reachableCells.ToArray();

public GroundCell[] GetNewOpenedCellsIn (GroundCelll[]
var newCells = new List<GroundCell> () ;
for (var 1 = 0; i != cells.Length; ++1i)
{ if (cells[i].Type == GroundCellType.Free)

newCells.Add (cells[i]);

continue;

cells)
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}
newOpenedCellsAmount = newCells.Count;

return newCells.ToArray (),

}

public bool IsBarrierBetweenArmies ()

{
var totalGraph = AstarPath.active.data.graphs[2];
totalGraph.Scan() ;

return !playerCell.IsReachable (totalGraph,
enemyCell.transform.position);

}

public bool AreThereFreeCells ()
{
for (var 1 = 0; i1 != grid.Length; ++i)
{
if (grid[i] .Type == GroundCellType.Free)
return true;

}

return false;

Kiac, mo noeiHye okpemi KJIITHHU YaHKIB Y CUCTEMY CITKU

using Unity.Mathematics;
using UnityEngine;

namespace CrowdT.Level

{

public class Barrier : MonoBehaviour, IObservable

{
[SerializeField]
private ParticleSystem destroyParticle;
[SerializeField]
private float destroyParticlesOffset;

private readonly List<IObserver> observers = new
List<IObserver>();

private BarrierGroup _group;
private BarrierController barrierController;

private void Awake ()

{
RegisterObserver (FindObjectOfType<PlayerInput>()) ;

_group = GetComponentInParent<BarrierGroup>();
_barrierController = FindObjectOfType<BarrierController>();
}

public void RemoveWithNotification ()



NotifyObservers () ;

if (_group)
RemoveGroup () ;
else
Remove () ;

}

private void RemoveGroup ()

{
_group.RemoveTheGroupCompletely () ;

}

public void Remove ()

{

SpawnParticles () ;
_barrierController.Remove (this);

Destroy (gameObject) ;
}

private void SpawnParticles()

{
if (destroyParticlesOffset == 0)

{
Debug.LogError ("DestroyParticlesOffset is 0!");

return;

}

var barrierlLength = transform.localScale.z;

var particlesAmount = (int) (barrierLength /
destroyParticlesOffset);

var spawnPos = transform.position;

spawnPos -= transform.forward * (barrierLength / 2 -
destroyParticlesOffset / 2);

for (var i = 0; 1 != particlesAmount; ++1i)

{

var particle = PoolParty.Instantiate (destroyParticle,
spawnPos, quaternion.identity);

spawnPos += transform.forward * destroyParticlesOffset;

PoolParty.Destroy (particle,
destroyParticle.main.startLifetimeMultiplier);
}
}

public void RegisterObserver (IObserver observer)

{

_Observers.Add (observer) ;

}
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public void RemoveObserver (IObserver observer)

{

_oObservers.Remove (observer) ;

}

public void NotifyObservers ()
{

for (var 1 = 0; 1 != observers.Count; ++1i)

{

_Observers[i].UpdateObserver () ;

}

Kiac — npencraBnenns 6ap’epy Ha 1o

using System.Collections.Generic;
using System.Ling;
using UnityEngine;

namespace CrowdT.Level

{

public class BarrierGroup : MonoBehaviour

{

private List<Barrier> barriers;

private void Awake ()

{

_barriers = GetComponentsInChildren<Barrier>().ToList ();

}

public void RemoveTheGroupCompletely ()
{
for (var i = barriers.Count - 1; 1 != -1; --1)
{
_barriers[i] .Remove () ;
_barriers.RemoveAt (1) ;

Knac, mo no3Bossie rpymyBatu 6ap’€py 1 TAKUM YMHOM CTBOPIOBATH iX CKJIATHI
bopmu

using System.Collections.Generic;
using System.Ling;
using UnityEngine;

namespace CrowdT.Level

{

public class BarrierController : MonoBehaviour

{

public List<Barrier> barriers;

private void Awake ()
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{

barriers = GetComponentsInChildren<Barrier>().ToList ()

}

public void RemoveAll ()
{

Feedbacks.Play ("SimpleRemoveBarrier", transform.position,
Vector3.zero);

for (var 1 = barriers.Count - 1; i != -1; --1)
{
barriers[i] .Remove () ;
1
1

public void Remove (Barrier barrier)
{
barriers.Remove (barrier);

}

Knac, mo n03Bos1sie KOHTPOITIOBATH Oap’€pu HA MO
using UnityEngine;

namespace CrowdT.Level
{
public class GroundObstacle : MonoBehaviour
{
private enum ObstacleType
{
Obstacle,
PlayerTent,
EnemyTent
}

[SerializeField] private ObstacleType type:;

private void Start()

{
SetCellTypeBelow() ;
}

private void SetCellTypeBelow ()
{

if (!Physics.Raycast(transform.position, Vector3.down, out
var hit)) return;
var cell = hit.collider.GetComponent<GroundCell>() ;

if (!cell) return;

var groundGrid =
FindObjectOfType<LevelController> () .groundGrid;

switch (type)
{



case ObstacleType.Obstacle:
cell.MarkAs (GroundCellType.Obstacle) ;

break;

case ObstacleType.PlayerTent:
cell.MarkAs (GroundCellType.Player) ;
groundGrid.ColorCellsByType (GroundCellType.Player,
cell);
groundGrid.playerCell = cell;
cell.gameObject.layer
LayerMask.NameTolLayer ("PlayerGround") ;

break;

case ObstacleType.EnemyTent:
cell.MarkAs (GroundCellType.Enemy) ;
groundGrid.ColorCellsByType (GroundCellType.Enemy,
cell);
groundGrid.enemyCell = cell;
cell.gameObject.layer =
LayerMask.NameToLayer ("EnemyGround") ;

break;

Kiac — npencraBnenHs nepenonu Ha noii. B mpoekTi Hapasi croau
BITHOCSITHCS 1 ITAJIATKH TPABIIIB.

using UnityEngine;

namespace CrowdT.Level

{

public class TentView : MonoBehaviour

{

[SerializeField] private Animator anim;

private static readonly int IsClose =
Animator.StringToHash ("IsClose");

public void OpenbDoor ()
{

anim.SetBool (IsClose, false);
}
public async void CloseDoor ()
{

await new WaitForSeconds (1f);

anim.SetBool (IsClose, true);

Knac, 1o BiamoBizae 3a Bi3yas najaToK TpaBliiB

84



using System;
using System.Threading.Tasks;
using UnityEngine;

namespace CrowdT.Level

{

public class LevelController : MonoBehaviour

{

[HideInInspector] public GroundGrid groundGrid;
[HideInInspector] public CrowdController crowdController;
[HideInInspector] public BarrierController barrierController;

[HideInInspector] public Player player;
[HideInInspector] public Enemy enemy;

private Character winner;

public static bool IsEnd;

public static bool CrowdBattleStarted = false;

public Action OnLevelStart;

public Action OnPlayerStartPlaying;
public Action OnLevelEnd;

public Action OnLevelSuccess;
public Action OnLevelFail;

private void Awake ()

{
IsEnd = false;
CrowdBattleStarted = false;

}

private void OnEnable ()

{
OnPlayerStartPlaying += PlayerStartPlaying;

}

private void Start()

{
groundGrid = FindObjectOfType<GroundGrid> () ;
crowdController = FindObjectOfType<CrowdController>();
barrierController = FindObjectOfType<BarrierController>();

player = FindObjectOfType<Player> () ;
enemy = FindObjectOfType<Enemy> () ;

MenuManager.Instance.HideAllMenusImmediately () ;
MenuManager.Instance.MenulList.GameWindow.Show () ;

OnLevelStart?.Invoke () ;
}

private void PlayerStartPlaying()
{

FirstPlayerTurnOnlLevelMadeTracker.IsMade = true;

}
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public async Task TryEndGame ()
{

if (IsEnd) return;
if (groundGrid.IsBarrierBetweenArmies ()) return;
IsEnd = true;

while (!crowdController.HaveAllUnitsOccupiedCells())
await Task.Yield();

_winner = GetWinner();

CrowdBattleStarted = true;
barrierController.RemoveAll () ;
crowdController.IncreaseWinnerHealth( winner);
crowdController.StartBattle () ;

}

private Character GetWinner ()

{
if (groundGrid.playerCellsAmount >
groundGrid.enemyCellsAmount)
return player;

return enemy;

}

public void TryEndCrowdBattle ()
{

if (crowdController.enemyUnitsAliveAmount == ||
crowdController.playerUnitsAliveAmount == 0)

{
if ( winner == player)
{
crowdController.PlayPlayerCrowdVictory () ;

MenuManager.Instance.MenulList.VictoryWindow.ShowWithDelay () ;

OnLevelSuccess?.Invoke () ;

}

else if ( winner == enemy)

{
MenuManager.Instance.Menulist.LoseWindow.ShowWithDelay () ;

OnLevelFail?.Invoke () ;

}

OnLevelEnd?.Invoke () ;

}

private void OnDisable ()

{
OnPlayerStartPlaying -= PlayerStartPlaying;

}



87

Kiac, 110 BianoBizae 3a KOHTPOJIb ITPOBOTO MOJIS

using JetBrains.Annotations;

using Sirenix.OdinInspector;

using UnityEngine;

using UnityEngine.SceneManagement;

namespace CrowdT.Level
{
public class LevelsLoader : MonoBehaviour
{
[SerializeField] public GameObject[] levels;

private void Awake ()

{

Save.Load() ;

var reallevelld = Save.data.level % levels.Length;
Load (reallLevelId);

}

private void Load(int levellID)

{
Instantiate (levels[levellID]);
1

[Button ("Load Level") ]
public void LoadLevel (int levelID)
{
Save.data.level = levellD;
Save.Store () ;

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;

}

[UsedImplicitly]
public static void MoveToNextLevel ()
{

Increaselevel () ;

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;

}

private static void Increaselevel ()

{

var currentlLevel = Save.data.level;
currentLevel++;
Save.data.level = currentlevel;

Save.Store () ;

}

[UsedImplicitly]
public static void RestartLevel ()
{



SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex) ;

}

Kiac, 1o 103B0osIsi€ 3aBaHTaXyBaTH Ta BUBAHTA)XyBaTH PiBHI IpU

namespace CrowdT

{

using UnityEngine;

[System.Serializable]
public class Data
{
public bool firstAppLaunch = false;
public int level = 0;
public int coins = 0;
public float volume = 0.5f;
}

public static class Save
{
public static Data data;
static string keyName = "data";

// Convert the data into PlayPrefs as XML
public static void Store()
{
PlayerPrefs.SetString (keyName, Serializer.Serialize<Data>(data));

}

// Load the data from the PlayerPrefs and parse it into the data object
public static void Load(System.Action whenLoad = null)
{
if (PlayerPrefs.HasKey (keyName))
{
data =
Serializer.Deserialize<Data> (PlayerPrefs.GetString (keyName)) ;
}
else
{
data = new Datal();
Store () ;
}

if (whenLoad != null) whenLoad.Invoke();

}

// Delete the save
public static void Delete()
{
DeleteKey (keyName) ;
}

// Delete the given key inside the PlayerPrefs : DEVELOPER ONLY
public static void DeleteKey(string key)
{
if (PlayerPrefs.HasKey (key))
{
PlayerPrefs.DeleteKey (key) ;
}
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Knac, mo n1o3Bossie 30epiratu mporpec 1mo irpoBOMy piBHIO

using System.Xml.Serialization;
using System.IO;

namespace CrowdT
{
public static class Serializer
{
// Serialize <T> any type
// Convert <T> any type of data into a string
public static string Serialize<T>(this T toSerialize)
{
XmlSerializer xml = new XmlSerializer (typeof(T));
StringWriter writer = new StringWriter ();
xml.Serialize (writer, toSerialize);

return writer.ToString();

}

// De-serialize
public static T Deserialize<T>(this string toDeserialize)

{
XmlSerializer xml = new XmlSerializer (typeof(T));
StringReader reader = new StringReader (toDeserialize);

return (T) xml.Deserialize (reader);

Krac — noMiuHuK, 1110 103BOJIsIE€ CEpiali3yBaTH Ta JiecepianizyBaTu Oy/b sKi
naui yepes ¢popmart Xml

using Sirenix.OdinInspector;
using UnityEngine;

namespace CrowdT
{ public class SavesController : MonoBehaviour
{ public void Start ()
{ Save.Load() ;

}

[Button]

public void DeleteSave ()

{
Save.Delete () ;
Save.Load() ;
Start () ;



KJIaC, 10 AO03BOJIsI€ KOHTPOJIIOBATH ITPOLEC 36CpC}KeHHH Ta 3aBaHTAXCHHA 3
UnityEditor
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JIOJIATOK B

using System.Threading.Tasks;
using CrowdT.Level;
using UnityEngine;

namespace CrowdT
{
public abstract class Character : MonoBehaviour

{

[SerializeField] private UnitsSpawner _unitsSpawner;
protected Character characterEnemy;

private CharacterInput input;
private TentView view;

protected LevelController levelController;

protected virtual void Awake ()

{
_input = GetComponent<CharacterInput>();
_view = GetComponentInChildren<TentView>();

levelController = FindObjectOfType<LevelController>();
}

private async void Start()
{
await Task.Yield(); // Delay to wait while everything is
initialized
FindAndTakeFreeCells () ;
}

private async void FindAndTakeFreeCells ()
{
awailt new WaitForSeconds (.01f); // Delay to wait to
initialize units path

UpdatePathfindingGrid() ;

this.TakeCells();
characterEnemy.TakeCells () ;

UpdatePathfindingGrid() ;

await new WaitForSeconds (.2f); // Delay to wait while all
spawned units will be registered

await levelController.TryEndGame () ;

}

public async Task ExecuteTurn ()
{
_input.StartTurn();

do
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{
await Task.Yield():;

}

while (await input.IsExecuted() == false);

if (!LevelController.CrowdBattleStarted)

{
FindAndTakeFreeCells () ;

}
}

private void UpdatePathfindingGrid ()

{
AstarPath.active.data.graphs[0].Scan();

AstarPath.active.data.graphs([1l].Scan();
}

private void TakeCells ()

{
var allReachableCells = GetReachableCells ()

var newCells =
levelController.groundGrid.GetNewOpenedCellsIn (allReachableCells);

if (newCells.Length == 0) return;
SetCellsType (newCells) ;
ColorCellsByType (newCells) ;

SpawnUnits (newCells) ;

}

protected abstract GroundCell[] GetReachableCells();
protected abstract void SetCellsType (GroundCell[] cells);
protected abstract void ColorCellsByType (GroundCell[] cells);

private void SpawnUnits (GroundCell[] targetCells)
{

_view.OpenDoor () ;

for (var i = 0; i !=
levelController.groundGrid.newOpenedCellsAmount; ++1i)

{

var previousRandOffset = Vector3.zero;

for (var j = 0; j !=
levelController.crowdController.unitsPerCell; ++7j)

{
var randomOffset = GetRandomCellOffset ()

while (UnitsAreTooClose())
randomOffset = GetRandomCellOffset();

previousRandOffset = randomOffset;



randomOffset;

var targetPos =

_unitsSpawner.Spawn(l, targetPos);
bool UnitsAreTooClose ()
{

return (previousRandOffset -

randomOffset) .sgrMagnitude <

levelController.

levelController.

}

crowdController.unitsOffset.x *

crowdController.unitsOffset.x;

}
}

_view.CloseDoor () ;

}

private

{

var

levelController.

levelController.

var

levelController.

levelController.

var
randomzZOffset) ;

Vector3 GetRandomCellOffset ()

randomXOffset =
crowdController.

Random.Range (-
unitsOffset.x,
crowdController.unitsOffset.x);

randomZOffset =
crowdController.

Random.Range (-
unitsOffset.z,

crowdController.unitsOffset.z);

randomOffset = new Vector3 (randomXOffset, O,

return randomOffset;

Kirac 6yap sikoro rpaBiis

using System.Threading.Tasks;
using CrowdT.Level;
using UnityEngine;

namespace CrowdT

{

public class PlayerInput

{

[SerializeField]

private

private
private

private

CharacterInput

private Barrier barrierToRemoveInTutorial;
Vector3 barrierToRemoveInTutorialPos;

TurnBasedBattleSystem turnBasedBattleSystem;
LevelController levelController;

Camera mainCam;

targetCells[i].transform.position +
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private const string PLAYER REMOVE BARRIER FEEDBACK KEY

"PlayerRemoveBarrier";

private void Start()

{
view = FindObjectOfType<PlayerInputView> () ;

if (barrierToRemoveInTutorial)
_barrierToRemoveInTutorialPos =

barrierToRemoveInTutorial.transform.position;

_turnBasedBattleSystem =

FindObjectOfType<TurnBasedBattleSystem> () ;
_levelController = FindObjectOfType<LevelController>();

~mainCam = Camera.main;

private void Update ()

{
CheckForClickOnBarrier () ;

private void CheckForClickOnBarrier ()

{
if (Input.GetMouseButtonDown (0) &&

_turnBasedBattleSystem.state == TurnState.PlayerTurn)
{

var ray = mainCam.ScreenPointToRay (Input.mousePosition);

if (!Physics.Raycast(ray, out RaycastHit hit))
return;

OnBarrierClick(ref hit);

private void OnBarrierClick(ref RaycastHit hit)

{

var barrier = hit.collider.GetComponent<Barrier>();

if (barrier)

{

barrier.RemoveWithNotification () ;
Feedbacks.Play( PLAYER REMOVE BARRIER FEEDBACK KEY ,

transform.position, Vector3.zero);
}
}

public override void StartTurn ()

{

base.StartTurn () ;

TryShowTutorial () ;

private void TryShowTutorial ()

{



// show the tutorial on the first player turn of the first

level of the session

}

if (!FirstPlayerTurnOnLevelMadeTracker.IsMade)
{

view.Show ( barrierToRemoveInTutorialPos);

}

public override async Task<bool> IsExecuted()

{

}

if (!turnMade) return false;

turnMade = false;

if (!FirstPlayerTurnOnLevelMadeTracker.IsMade)
{

view.Hide () ;

_levelController.OnPlayerStartPlaying?.Invoke();

return true;

public override void UpdateObserver ()

{

if ( turnBasedBattleSystem.state == TurnState.PlayerTurn)
base.UpdateObserver () ;

Knac, mo BianoBijae 3a 00poOKY KOHTPOJIIO IPaBLIs

using DG.Tweening;
using UnityEngine;
using UnityEngine.UI;

namespace CrowdT

{

public class CharacterInputView : MonoBehaviour

{

public float delayBeforeFadeln;
public float fadeInDuration;
public float delayBeforeTouch;
public float delayBeforeFadeOut;
public float fadeOutDuration;

[SerializeField] private GameObject hand;
private Animator animator;
private Image handImage;

[SerializeField] private Image tapCircle;
private Animator tapCircleAnimator;

private RectTransform _rectTransform;

private RectTransform canvasRect;
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private void Awake ()

{

_rectTransform = GetComponent<RectTransform>();
_animator = GetComponent<Animator>();
_tapCircleAnimator = tapCircle.GetComponent<Animator>();

_handImage = hand.GetComponent<Image> () ;

_canvasRect =
MenuManager.Instance.MenulList.GameWindow.GetComponent<RectTransform> () ;

}

public void Show (Vector3 worldPos)
{
Vector2 viewportPosition =
Camera.main.WorldToViewportPoint (worldPos) ;

var worldObjectScreenPosition =
new Vector2 (((viewportPosition.x *

_canvasRect.sizeDelta.x) - ( canvasRect.sizeDelta.x * 0.5f)),
((viewportPosition.y *
_canvasRect.sizeDelta.y) - ( canvasRect.sizeDelta.y * 0.5f)));

_rectTransform.anchoredPosition = worldObjectScreenPosition;

Show () ;

private async void Show ()

{

await new WaitForSeconds (delayBeforeFadeln) ;
if (IsShouldBeAborted()) return;

PlayAppearanceEffect () ;

protected virtual bool IsShouldBeAborted() => false;

private async void PlayAppearanceEffect ()

{
_handImage.DOFade (1, fadeInDuration);
tapCircle.DOFade (1, fadeInDuration);

await new WaitForSeconds (delayBeforeTouch) ;

_animator.enabled = true;
_tapCircleAnimator.enabled = true;
_animator.Rebind() ;
_tapCircleAnimator.Rebind() ;

public async void Hide ()

{
_animator.enabled = false;
_tapCircleAnimator.enabled = false;



await new WaitForSeconds (delayBeforeFadeOut) ;

tapCircle.DOFade (0, fadeOutDuration);
_handImage.DOFade (0, fadeOutDuration);

Knac, 1o BianoBizae 3a Bi3yasibHi MiAKa3KH.
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JTOJIATOK T

using Sirenix.OdinInspector;
using System;

using UnityEngine;

using UnityEngine.Events;
using UnityEngine.UI;

namespace Menus
{
[RequireComponent (typeof (Canvas)) ]
[RequireComponent (typeof (CanvasScaler)) ]
[RequireComponent (typeof (GraphicRaycaster)) ]
public class Menu : MonoBehaviour
{

#region Enums

public enum States
{
NotInit,
Hidden,
Hide,
Shown,
Show
}

#endregion
#region Properties

#1if UNITY EDITOR
[UnityEditor.Menultem ("GameObject/Menus/Manager", false, 1)]
public static void CreateMenuManager ()
{
GameObject menuManagerGameObject = new
GameObject (typeof (MenuManager) .Name) ;

UnityEditor.Undo.RegisterCreatedObjectUndo (menuManagerGameObject, "Create
" + typeof (MenuManager) .Name) ;
menuManagerGameObject .AddComponent<MenuManager> () ;
UnityEditor.Selection.activeGameObject =
menuManagerGameObject;

}

[Button ("Show"), FoldoutGroup ("Debug", order: 100),
DisableIf ("DisableIfEditorShowMenu") ]
private void EditorShowMenu ()
{
Show () ;
}
private bool DisableIfEditorShowMenu ()
{
return state != States.Hidden;

}

[Button ("Hide"), FoldoutGroup ("Debug", order: 100),
DisableIf ("DisableIfEditorHideMenu") ]
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private void EditorHideMenu ()
{
Hide () ;
}
private bool DisablelfEditorHideMenu/()
{
return state != States.Shown;
}
#endif

public string ID => gameObject.name;

protected States state = States.NotInit;
/// <summary>

/// Return the state of the menu

/// Shown -> displayed,

/// Show -> transition to be shown,

/// Hidden -> not displayed,

/// Hide -> transition to be hidden

/// </summary>

public States State => state;

/// <summary>

/// Return true when the menu is displayed, including during the
transitions in and out

/// </summary>

public bool IsDisplayed => state != States.NotInit || state !=
States.Hide;

/// <summary>

/// Return true when the menu is shown or during the in
transition

/// </summary>

public bool IsShownOrAlmost => state == States.Show || state ==
States.Shown;

/// <summary>

/// Return true when the menu is hidden or during the out
transition

/// </summary>

public bool IsHiddenOrAlmost => state == States.Hide || state ==
States.Hidden;

[SerializeField, FoldoutGroup ("Basics") ]
protected Transition transitionIn = null;

[SerializeField, FoldoutGroup ("Basics") ]
protected Transition transitionOut = null;

[SerializeField, FoldoutGroup ("Basics") ]
protected bool showAtInit = false;

[SerializeField, FoldoutGroup ("Basics") ]
protected Body body = null;
public Body Body => body;

#if UNITY EDITOR
public void EditorSetBody (Body body)
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body = body;
#endif

[SerializeField, FoldoutGroup ("Events") ]
public UnityEvent OnShowStartEvent = null;

[SerializeField, FoldoutGroup ("Events") ]
public UnityEvent OnShowEndEvent = null;

[SerializeField, FoldoutGroup ("Events") ]
public UnityEvent OnHideStartEvent = null;

[SerializeField, FoldoutGroup ("Events") ]
public UnityEvent OnHideEndEvent = null;

#endregion

#region Methods

protected virtual void OnShowStart (
protected virtual void OnShowEnd ()

protected virtual void OnHideStart (
protected virtual void OnHideEnd ()

o e A

)
{
)
{

public virtual void Initialize()
{
if (showAtInit)
ShowImmediately () ;
else
HideImmediately () ;

}

/// <summary>
/// Show he menu without transition
/// </summary>
public void ShowImmediately (Action callback = null, bool
closeShownMenus = false)
{
if (closeShownMenus)
MenuManager.Instance.HideAllMenusImmediately () ;

state = States.Shown;
gameObject.SetActive (true);
OnShowStart () ;
OnShowStartEvent?.Invoke () ;
callback?.Invoke () ;
OnShowEnd () ;
OnShowEndEvent?.Invoke () ;

}

/// <summary>

/// Show the menu with transition

/// </summary>

public void Show (Action callback = null, bool closeShownMenus =
false, Transition transition = null, bool autoBlock = true)

{



}

if (closeShownMenus)
MenuManager.Instance.HideAllMenus () ;

if (state != States.Hidden)

{
Debug.Log ("The menu is already shown");
OnShowStart () ;
OnShowStartEvent?.Invoke () ;
callback?.Invoke () ;
OnShowEnd () ;
OnShowEndEvent?.Invoke () ;
return;

}

// Get transition by priority
if (!transition)
{
if (transitionIn)
transition = transitionIn;
else
transition = MenuManager.Instance.TransitionIn;

}

// If any transition found show immediately
if (!transition)
ShowImmediately (callback) ;
else
{
state = States.Show;
OnShowStart () ;
OnShowStartEvent?.Invoke () ;
gameObject.SetActive (true);
if (autoBlock)
MenuManager.Instance.Block () ;
transition.Play(this, ()=>
{
state = States.Shown;
if (autoBlock)
MenuManager.Instance.Unblock () ;
callback?.Invoke () ;
OnShowEnd () ;
OnShowEndEvent?.Invoke () ;

/// <summary>

/// Hide the menu without transition

/// </summary>

public void HideImmediately (Action callback = null)

{

state = States.Hidden;
gameObject.SetActive (false);
OnHideStart () ;
OnHideStartEvent?.Invoke () ;
callback?.Invoke () ;
OnHideEnd() ;
OnHideEndEvent?.Invoke () ;
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}

/// <summary>
/// Hide the menu with transition
/// </summary>

public void Hide (Action callback = null, Transition transition

null, bool autoBlock = true)

{
if (state != States.Shown)

{

Debug.Log ("The menu is already hidden");

OnHideStart () ;
OnHideStartEvent?.Invoke () ;
callback?.Invoke() ;
OnHideEnd () ;
OnHideEndEvent?.Invoke () ;
return;

}

// Get transition by priority
if (!transition)
{
if (transitionOut)
transition = transitionOut;
else

transition = MenuManager.Instance.TransitionOut;

}

// If any transition found hide immediately
if (!transition)
HideImmediately (callback);
else
{
state = States.Hide;
OnHideStart () ;
OnHideStartEvent?.Invoke () ;
if (autoBlock)
MenuManager.Instance.Block() ;
transition.Play(this, () =>
{
state = States.Hidden;
gameObject.SetActive (false);
transition.SetToFrom(this) ;
if (autoBlock)
MenuManager.Instance.Unblock() ;
callback?.Invoke () ;
OnHideEnd() ;
OnHideEndEvent?.Invoke () ;

}

#endregion
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using CrowdT;
using CrowdT.Level;
using Menus;
using UnityEngine;

namespace Menus

{

public class LoseWindow : Menu

{

#region Properties

[SerializeField] private float delayBeforeShow;
[SerializeField] private GameObject dancingUnits;

#endregion
#region Menu Methods

// Call at the start of the show animation
protected override void OnShowStart ()

{
base.OnShowStart () ;

}

// Call at the end of the show animation
protected override void OnShowEnd ()

{
base.OnShowEnd () ;

}

// Call at the start of the hide animation
protected override void OnHideStart ()

{
base.OnHideStart (),

}

// Call at the end of the hide animation
protected override void OnHideEnd()

{

base.OnHideEnd () ;
}
#endregion

private void OnEnable ()
{

GetComponent<Canvas> () .worldCamera =
FindObjectOfType<UICamera> () .GetComponent<Camera> () ;
Instantiate (dancingUnits, Vector3.zero, Quaternion.identity);

}

public async void ShowWithDelay ()
{

await new WaitForSeconds (delayBeforeShow) ;
Show () ;

Feedbacks.Play("DisplayLoseWindow", transform.position,
Vector3.zero);
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}

}

public void ClickToContinue ()

{

LevelsLoader.RestartLevel () ;

}

namespace Menus

{

public partial class Menulist

{

[SerializeField]
private LoseWindow loseWindow;
public LoseWindow LoseWindow => loseWindow;

Kiac — npeacraBiieHHs BiKHA TTOpa3Ku

using CrowdT;
using CrowdT.Level;
using Menus;
using TMPro;
using UnityEngine;

namespace Menus

{

public class VictoryWindow : Menu

{

[SerializeField] private TMP Text levelNumText;
[SerializeField] private float delayBeforeShow;
[SerializeField] private ParticleSystem confettiParticles;
[SerializeField] private Vector3 confettiSpawnPos;

[SerializeField] private GameObject dancingUnits;
#region Properties

#endregion

#region Menu Methods

protected override void OnShowStart ()
{
base.OnShowStart () ;

}

// Call at the end of the show animation
protected override void OnShowEnd()
{

base.OnShowEnd () ;

}

// Call at the start of the hide animation
protected override void OnHideStart ()
{

base.OnHideStart () ;

}
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// Call at the end of the hide animation
protected override void OnHideEnd ()
{

base.OnHideEnd () ;

}
#endregion

private void OnEnable ()
{

GetComponent<Canvas> () .worldCamera =
FindObjectOfType<UICamera> () .GetComponent<Camera> () ;

MenuManager.Instance.MenulList.GameWindow.Hide () ;

Instantiate (dancingUnits, Vector3.zero, Quaternion.identity);

levelNumText.text = S$S"LEVEL {Save.data.level + 1} COMPLETED";

}

public async void ShowWithDelay ()
{

await new WaitForSeconds (delayBeforeShow) ;
Show () ;

// Instantiate (confettiParticles,
GetComponent<RectTransform> () .position + confettiSpawnPos,
Quaternion.identity, transform);

confettiParticles.gameObject.SetActive (true);/* = 0;*/
confettiParticles.Play();

Feedbacks.Play ("DisplayVictoryWindow", transform.position,
Vector3.zero);

}

public void ClickToContinue ()

{

LevelsLoader.MoveToNextLevel () ;

}

private void OnDisable ()
{

confettiParticles.gameObject.SetActive (false);

}

}
namespace Menus
{
public partial class MenulList
{
[SerializeField]
private VictoryWindow wvictoryWindow;
public VictoryWindow VictoryWindow => victoryWindow;

}
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