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AHOTALIIS

Cmacoscvkuti A.B. CTBOpEHHsI ITpOBOT0 JOJATKy CKJIAJHOI apXiTEKTypH B
cepenoBuii Unity 3 BUKOpUCTaHHSIM (hpeiiM-BOPKIB.

KBamigikarmiitna pobota Ha 3700yTTS OCBITHBOIO CTYIEHs OakamaBp 3a
cnemiaibHicTIO 122 «Komm’roTepHi Hayku». — YHIBEPCUTET MUTHOI CIIpaBH Ta
dbinancis, [uinpo, 2023.

[TosicaroBanpHa 3amucka: 109 c., 12 pucynkis, 21 mxepero.

MeTtoro poOOTH € IOCIHIIKEHHSI CTBOPEHHSI IrPOBOTO JIOJIATKY 31 CKJIaIHOO
apxiTektyporo B cepefoBuili Unity 3 BuKOpucTaHHAM (peilmBopkiB. Pobota
30cepeKeHa Ha po3poOlll IpH, sIKa IEMOHCTPYE MEPEA0B] apXITEKTYpHI MaTEPHU Ta
OPUHIMON I8 TOKpaIlleHHS  MOJYJBHOCTI,  MacumTaboBaHOCTI  Ta
CYIPOBOJI>)KYBAHOCTI.

VY nocniKeHHI BUBYAIOTHCS Pi3HI (PPEHMBOPKH, TOCTYIIHI JJI PO3POOKH 1rop
Ha Unity, B TOMy 4YuCal IJIi CHCTEM THUITy 'CYTHICTh-KOMIOHEHT", 1H’ €KIIi
3aJIEKHOCTEH, YNpaBiIiHHSA CTaHaMHu. BuUKopucTOBYHOUM 11 (PpeliMBOpKH, poOOTa
Ma€ Ha METI JIOCATTH THYYKOi Ta PO3UIMPIOBAHOI apXITEKTypH, sKa CIPUsE
MOBTOPHOMY BHKOPHCTAHHIO KO/ Ta MOJICTIIYE ITEPATHBHUM MPOIIEC PO3POOKH.

OcHOBHUMHU pe3ysIbTaTaMu JOCTIIKEHHS € po3po0Ka Ta peaizailis irpoBoro
JONIaTKy, KWW JEMOHCTpYye 3acTocyBaHHs 1ux (peiimBopkiB B Unity. PoGora
JEMOHCTpPY€E TEpeBaru BUKOPUCTaHHS (PPEUMBOPKIB AJIA CIPOILUEHHS PO3POOKH,
MOKpAIICHHS OpraHi3allii Koy Ta IMiIBUIIECHHS 3arajIbHOT TPOIyKTUBHOCTI TPH.

KpiMm Toro, mocmimkeHHs pO3Tisgac HAyKOBY HOBU3HY 3aCTOCYBaHHS ITHX
dbperiMBopkiB y cepenonuiili Unity, poOiisiur BHECOK B ICHYHOUYHI MacUB 3HaHb PO
apxIiTEKTypy po3poOku irop. [IpakTudHa MIHHICTH MOJSATAE B TOMY, 1110 PO3POOHUKH
OTPUMYIOTh YSIBJICHHS MPO BUKOPUCTAHHSA (PPEUMBOPKIB i €(EeKTUBHOTO
CTBOPEHHS CKJIAJHUX ITPOBHUX JOJATKIB.

KitouoBi croBa: Unity, po3po6ka irop, ppeiMBOpKH, 00’ €KTHO-KOMIIOHEHTHA
CUCTEMA, 1H €KIS  3aJEeKHOCTEH, VyOpPaBIIHHSA  CTaHAMH, MOJYJIBHICTb,

MacmTaboBaHICTh, IOBTOPHE BUKOPUCTAHHS KOy, ITEpaTHBHA PO3POOKA.



ABSTRACT

Stasovskyi A.V. Creating a game application of complex architecture in the
Unity environment using frameworks.

Qualification work for the bachelor’s degree in specialty 122 "Computer
Science." — University of Customs and Finance, Dnipro, 2023.

Explanatory note: 109 p., 12 figures, 21 references.

The aim of the work is to study the creation of a game application with a
complex architecture in the Unity environment using frameworks. The project
focuses on developing a game that demonstrates advanced architectural patterns and
principles to improve modularity, scalability, and maintainability.

The research explores various frameworks available for developing games in
Unity, including entity-component systems, dependency injection, and state
management. By using these frameworks, the project aims to achieve a flexible and
extensible architecture that promotes code reuse and facilitates an iterative
development process.

The main results of the research are the development and implementation of
a game application that demonstrates the use of these framewaorks in Unity. The
project demonstrates the benefits of using frameworks to simplify development,
improve code organization, and increase overall game performance.

In addition, the research considers the scientific novelty of using these
frameworks in the Unity environment, contributing to the existing body of
knowledge about game development architecture. The practical value lies in the fact
that developers get an idea of how to use frameworks to effectively create complex
game applications.

Keywords: Unity, game development, frameworks, object-oriented system,
dependency injection, state management, modularity, scalability, code reuse,

iterative development.
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BCTVII

OcranHiMu pokamu cdepa po3poOKM irop 3a3Haja 3HAYHOTO MPOTPECY,
OCKIJIBKM 3pOCTa€ MOMUT Ha CKIJIAJIHI Ta 3aXOIUII00Yl irpoBi npouecu. OCKUIbKU
HOMYJISIPHICTh ITPOBUX JOAATKIB MPOJIOBXKYE 3pOCTATH, POSPOOHUKH CTHKAIOTHCS 3
poOJIEeMOI0 CTBOPEHHS IrOp 3 HAAIMHOI0 apXITEKTYyporo, sika MOxke e(hEeKTUBHO
CIPABJISITUCS 3 yCiMa CKJIaAHOILIAMU, TIOB’ I3aHUMHU 3 HUMHU.

IIpeomemom odocniddncenns nanoi poOOTH € po3poOKa IrpoBOro JAOJIATKY 31
CKJIQJIHOIO apXITEeKTyporo B cepenoBulili Unity 3 BUKOpUCTaHHSIM (HPEHMBOPKIB.

06'ekmom docniddicenns i€l pOOOTHU € apXITEKTYPHUIN JU3aifH Ta peai3allis
IrPOBOTO  JIOAATKy, SKUH JI€MOHCTPYE MOJYJbHICTh, MACIITa0OBAHICTh Ta
PEMOHTONPUIATHICTh, MPU 1BOMY €(PEKTUBHO CIPABIISIOYUCH 31 CKJIATHOIIAMH,
MOB'SI3aHUMU 3 CYYaCHOIO PO3POOKOIO 1rop.

Mema 111€i poOOTHM — NaTH YSABICHHS IPO PO3POOKY Irop 31 CKIAJTHOIO
apXITEKTYPOIO, MIAKPECIUBIIN AKTYaJbHICTh 1 BaXJIUBICTh MOIIYKY €()EKTUBHUX
pillieHb Tpo0JeM, 3 IKUMU CTHUKAIOTHCS PO3POOHUKHU Yy cdepi po3poOKu irop, 1o
MOCTIITHO PO3BUBAETHCS.

Linno € po3poOka HAAIHOrO Ta MacIITaAOOBAaHOTO ITPOBOTO JTOAATKY, KU
BIJIMOBIIa€ BUKJIMKAM CY4YaCHOI IrPOBOT pO3POOKH.

AxmyanvHicme 1€l poOOTH TONATA€ B TOJOJIAHHI PO3PUBY  MIXK
JOCIIIJIPKEHHSIMU B Tally31 apXITEKTYpH po3pOOKH 1Irop Ta MPAaKTUYHOIO PeaTi3alli€lo.
BukopuctoByroun (ppeiMBOpKH Ta MPHUHIMIKM MPOCKTYBaHHS, 1151 poOOTa Mae Ha
MET1 3pOOUTH BHECOK Y PO3BUTOK MPAKTUKHU PO3POOKHU IrOp Ta HAJATH YSBIEHHS PO
CTBOPEHHS CKJIAJHUX ITPOBUX apXiTEKTYP.

Ilpakmuuna noéuzna poOOTH TONArae B 1 MOTEHUINHOMY 3aCTOCYBaHHI B
MUTHHMX OpraHax Ta IHIIMX YCTaHOBax, Je€ HeoOXigHa po3poOka MpPOrpamHOro
3a0e3nedeHHs i1 po3Bar ab0 HaBYaHHS KOpHUCTyBadiB. Po3poOnenwii irpoBuit
JIOJIATOK 3 TIOKPAIIEHUMH TEXHIYHUMH XapaKTEPUCTUKAMHU MOXKE 3alpOINOHYBATH
IIKaBUM Ta 3aXOIUIIOIYMI KOPUCTYBAIIbKUM JIOCBiJ, 3a0€3Meuyroud MpHU IbOMY

THYYKY Ta NIATPUMYBaHy KOAOBY 0a3y /g MalOyTHIX YAOCKOHAJIEHb.
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B kxonmexcmi nodionux pobim 1 AUIUIOMHA poOOTa BUAUISETHCA THUM, IO
JIEMOHCTPY€ BUKOPHUCTaHHS (QPEHMBOPKIB 1 MEPENOBUX MPHUHIIMITB JU3ANHY IS
CTBOPCHHsI CKJIATHOTO IrpOBOrO 10AaTKy. lloemHyrounm TeopeTHdHi 3HAHHS 3
MPaKTUYHOIO pealti3alli€lo, 115 po0oTa poOUTh CBiil BHECOK Y PO3BUTOK apXiTEKTypHU
po3poOku irop Unity i € IHHAM pecypcoM JjIsi MaHOYTHIX JOCIIIKEHB 1 pO3POOOK
y I ramdy3i.

CrtpykTtypa poboTH:

— BCTYT,

— 3 po3ainm;

— BHCHOBKU;

— CIIMCOK BOKOPHUCTAHUX JDKCPCII;

1 nonaToxk.

PoGora chopsiMoBaHa Ha BHpPIMIEHHS NPOOJIEMH UUISIXOM JIOCHIIKEHHS
CTBOPEHHSI 1TPOBOT0O JIOJATKy 31 CKIIAJHOIO apXiTEeKTypor B cepenoBumi Unity 3
BUKOpUCTaHHAM (GpeiiMBOpKiB. Bubip 11i€i TemMu AOCHiDKEHHS OOTpyHTOBaHUMN
HEOOXIJTHICTIO TOJOJAHHS PO3PUBY MIK CYYaCHUMH JOCHIDKEHHSIMH B Traiysl
PO3POOKH Irop Ta MPAKTUYHOIO peasTi3alliero CKIATHUX apXITEKTYP.

3aBAsSKA KPUTUYHOMY aHAJI3Yy CTa€ OYEBUIHUM, 110 Cy4acHa po3poOKa irop
noTpedbye apxXiTeKTyp, SAKI CHPHUSIOTH MOAYJIBHOCTI, MacITabOBaHOCTI Ta
CYIpPOBOJKYBAHOCTI. TpaauIiiiiHi MOHOJNITHI MIAXOAW YacTO MPHU3BOJAATH JO
CTBOPCHHSI KONy, SIKUH Ba)XKO MIATPUMYBATH, SKOMY Opaky€e THYYKOCTI Ta SKHM
oOMexxye MaitOyTH1 iteparii. Tomy cyTh mpobiiemMu mojsirae B po3poOili irpoBoro
JOAATKy 3 apXiTEKTyporo, sKa BpPaXOBY€ I OOMEXEHHs, J103BOJIsIE €()EKTUBHO
pO3po0IISITH 1 3a0€31edy€e OCHOBY ISl MAOYTHIX YIOCKOHAJICHD.

J11st 3a0e3nedeHHs JOCTOBIPHOCTI PE3yIbTaTiB 1 BACHOBKIB, OTPUMAHUX Y II1H
KBamQikaliitHii poOoTi, OyJI0 BUKOPUCTAHO KOMIUIEKC Memooi8 OOCHIONHCEHH.
Koxen Metos OyB peTensHO BiliOpaHuii HA OCHOBI HOTO MPUAATHOCTI /I BABYCHHS
KOHKPETHHUX aCIEKTIB TEMH JIOCII1KCHHS.

1. Anami3 nitepaTypHuX pkepell. byno npoBeaeHo BCeOIUHUM OISy JIITepaTypu

JUTSI BUBYCHHS ICHYIOUMX JOCITIKEeHb, (DPEHMBOPKIB Ta HAUKpAIIMX MPAKTUK B
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rajxysi apxiTeKTypu po3poOku irop. Lleit Meron BkirouaB TIMOOKHM aHaI3
HAyKOBUX CTaTed, KHUT Ta OHJIAH-pecypciB, MOB’A3aHUX 3 pO3POOKOIO 1Irop Ha
Unity, cxmagauMu apxiTekTypamu Ta (pedMBOpkamMu. 3aBISKA  OTIISTY
JiTepaTypu OyJIO CTBOPEHO MILHUM (YyHIAMEHT, SKUW JO3BOJIUB KPUTUYHO
OCMHUCTUTH TpPEAMETHY 00JacTh Ta BUOpATH BIAMOBIIHI (HpPEHMBOpPKH IS
peaizari.

2. ExcnepumenrtanbHa po3poOka. [[ns mpoekTyBaHHS Ta pPO3pPOOKH IrpOBOTO
JOJIaTKy 31 CKJIQJHOI0 apXiTEKTypor OyJI0 3aCTOCOBAHO E€KCIEPUMEHTATHHHMA
miaxia. lle Brimowano peanmizaiito  pi3HUX ~ ApXITEKTYpHHUX IAaTEPHIB,
(peiiMBOpKIB Ta MPUHLUIIIB MNPOEKTYBAHHS, BU3HAYEHUX Ha €Taml OTIJIsLy
mitepatypu. lllnsxom iTepatuBHOI po3poOKU pi3HI KOMOIHauIi (HperMBOpPKIB
OyJIu TPOTECTOBAHI Ta OLIHEHI Ha MIPEIMET IXHbOI €(PEKTUBHOCTI y T1IBUIIIEHH]
MOJTYJIbHOCT1, MaCIITaAO0OBAHOCTI Ta CYIPOBOJIKYBaHOCTI.

3. AHani3 IpOayKTUBHOCTI. AHaJI3 MPOAYKTUBHOCTI OyB MPOBEACHUM JIs1 OIIHKH
BILJTUBY BIPOBAKEHUX (PpeMBOPKIB Ha IPOYKTUBHICTH ITPOBOTO JA0AaTKy. Lle
BKJTFOYQJI0 BHMIPIOBAHHS KJIIOYOBHX ITOKa3HUKIB MPOTYKTUBHOCTI, TaKHX SK
4acToTa KaJpiB, BUKOPUCTAHHS IMaM’sTi Ta 4yac 3aBaHTakeHHs. [lopiBHSIHHS
MPOJYKTUBHOCTI IrPOBOTO JIOAATKy 3 BIPOBALKEHUMHU (PpeliMBOpkamMu Ta 0Oe3
HUX JI03BOJIUJIO 00’ €KTHUBHO OLIIHUTH €PEKTUBHICTH OOPAHOTO apXiTEKTYPHOTO
MIIXO0Y.

Bubip mux meToaiB JOCHIIKEHHS 3a0e3leuye JAOCTOBIPHICTh OTPUMAHUX
pe3ynbTaTiB 1 BHCHOBKIB KUIbKOMa crocobamu. MeTton ormisiay JitepaTrypu
rapaHTye, mo poOOoTa TIPYHTYEThCS Ha ICHYIOUHMX JOCTIDKCHHSIX Ta YCTAICHHUX
dbpeliMBopkax, 3abe3neuyroud  MIIIHE  TEOpPEeTHYHE  MIAIPYHTS.  Mertona
EKCIIEPUMEHTAILHOT PO3POOKH TO3BOJIAE 3AIMCHIOBATH MPAKTUYHY pealti3alfiio Ta
ITepaTHBHE BIOCKOHAJICHHS, TAPAHTYIOUH, [0 BUCHOBKY IPYHTYIOTHCS Ha PEATbHUX
crieHapisx 1 mocsifi. Hapemnri, metos anamizy eeKTUBHOCTI HAJa€ KUIBKICHI JTaHi
JUTSL TATPUMKH OINIHKH apXITEKTypPHOTO MIAXOy, CIPHUSIOUN 00’ €KTHBHOCTI Ta

HaJIIHHOCTI BUCHOBKIB pOOOTH.
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BukopucToByI0UH 111 METOAM HAYKOBOT'O AOCIIHKEHHS, LSl TUIIJIOMHA PoOOTa

HE TUIBKHM JOCIIIKY€ TCOPETHYHI aCIEeKTH CKJIAIHOI IrpOBOi apXiTEKTypH, ajie i

nepeBips€ iX TpakTUYHE 3aCTOCYBaHHS dYepe3 peamizalilo Ta aHai3

MPOAYKTUBHOCTI. [loeqHaHHSA 1IUX METOMIB MIABHUIINYE HAIMHICTh pe3yJbTaTiB Ta

JI03BOJIsIE€ 3pOOUTH 3MICTOBHI BUCHOBKH, IO CIIPUSITHME MOJATBIIOMY Mi3HAHHIO Ta

PO3YyMIHHIO apXITEKTypH po3poOKH irop y cepenonuii Unity.

[IpoaykTt, sikuit Oyme po3poOsieHO, MaTUME KiJbKa KIHOYOBHX TEXHIYHHMX

XapaKTEePUCTHK, 110 CIIPUATUMYTh HOTO 3arajbHii sIKOCTI Ta IPOAYKTUBHOCTI.

1. MonynbHa apxiTekTypa. [rpoBuii 1o1aToK MaTUME MOAYJIBHY apXITEKTYpy, sKa
CIpus€ Oprasizamii Koay Ta HOro MOBTOPHOMY BHKOPHCTAHHIO. 3aBISKU
BUKOPUCTAHHIO (PpEWMBOPKIB [JI1 KOMIIOHEHTHOI CHUCTEMH Ta 1H €Kil
3aJIeKHOCTEH, KOJIOBY 0a3y Oy/ie pO3/IIJICHO Ha 3B A3H1 Ta HE3aJIekH1 MOTYJI1, 110
MOJIETIIUTH OOCIYTOBYBaHHs, MacITa0yBaHHs Ta MailOyTH1 BAOCKOHAJICHHS.

2. MacmtaboBaHiCTh.  ApXITEKTYpHUH  JAM3aliH  HaJaBaTUME  TIPIOPUTET
MacIITab0BaHOCTI, IO JO3BOJHUTH ITPOBOMY JOJATKYy OOPOOJSATH 3pOCTarOdy
KUIBKICTh (DYHKIIIM, pecypciB Ta B3aeMOJ1A 0€3 MIKOAM JUIsl MPOAYKTHBHOCTI.
3aBAsSKA BHUKOPUCTAHHIO (PEHMBOPKIB [JIsi YMPABIIHHS CTaHOM TpH Ta
MITYYHOTO 1HTENEeKTY, J0JTATOK JE€MOHCTPYBaTUME e(eKTUBHY
MaciTaboBaHICTh, 3a0€3MeUyI0YH IUIABHUM ITPOBUI MPOIEC HABITH 31 CKJIATHOIO
ITPOBOIO0 MEXAHIKOIO.

3. @yHKIIOHATBHICTh. BrpoBamkeHa apXiTeKTypa MiIKPECIIOBATHME 3pPyUYHICTh
oOCITyroByBaHHs,  MOJETIIYIOYM  KOMaHIl  pPO3POOHUKIB  MOMJIHUBICTh
OHOBJIIOBaTH, MOJIU(]IKyBaTH Ta AOJABATH HOBI (PYHKIIi JO IrPOBOTO JOAATKY.
BnpoBamxennst ppeliMBOpPKIB, SIKI CIPUSIOTH TPAKTUKaM YHCTOrO KOy, OJILTY
3aBAaHb Ta PO3MEXKYBaHHIO (DYHKIIIH, MpU3Bee 10 CTBOPEHHS IMiATPUMYyBaHOI
KOMOBO1 0a3u, IO 3MEHIINTh PU3UK BHECEHHS TOMMJIOK Ta TOJETIIUTh
aJarTamnio HOBUX YWICHIB KOMAH/IH.

OuikyBaHuii TEeXHIYHUH e€(EeKT B BOPOBA/HKEHHS TaKoi CKJIAJAHOI
apXITEKTypu — CTBOPEHHsI HAJIHHOTO Ta PO3IMIMPIOBAHOTO irpOBOTO IOMATKY.

MonynpHuii nu3aiiH MABUIINTE €(PEKTUBHICTH PO3POOKH, OCKUIBKH OKpeMi



9

KOMIIOHEHTH MOXYTh PO3pOOJIATUCS 1 TECTYBATUCA 13071b0BaHO. MaciiTaboBaHICTh
rapaHTye, 10 IFPOBUM JOJATOK MOXKE POCTH 1 aJanTyBaTUCS JO BHUMOT, IO
3MIHIOIOTBCS, 3a0€3MeUyI0YN OCHOBY JJII MaOyTHIX pO3MIUPEeHh a00 OHOBIICHB.
Kpim Toro, 30cepekeHICTh Ha MIATPUMII 3MEHIIUTh TEXHIYHUN OOPT 1 103BOIUTH
MIBUIIIE TIPOBOJUTH ITEpaIlii Ta BUIMIPABIATH MMOMUJIKH, IMOKPAITYIOYH 3arajibHUI
POLIEC PO3POOKH.

3 EKOHOMIYHOI TOYKH 30pY, BIPOBAHKEHHS J00pe NpPOAyMaHOi Ta
e(eKTUBHOT apXITEKTypu MOKE€ MaTH KijbKa MO3UTHUBHUX edekTiB. MoaymnbpHa i
MaciTaboBaHa MPUPOJIa IrPOBOTO JIOAATKY CKOPOUYE Yac 1 3yCHIJIS Ha PO3POOKY,
110 MOTEHI[IMHO MPU3BOAUTH 10 €KOHOMII KOIITIB. 3pYUYHICTh MIATPUMKH KOJIOBOT
0a3u 3HUKYE JTOBFOCTPOKOBI BUTPATH Ha OOCIIYyTOBYBAaHHS 1 MOJIETIIy€e MailOyTH1
OHOBJIEHH# a00 iTepaiii. KpiMm Toro, irpoBuii 10/1aTOK 3 MOKPAIIEHUMH TEXHIYHUMHU
XapakTepUCTUKaMM Ma€ TMOTEHINal JUIsl 3aJlydyeHHs OUIbIIOI  KUIBKOCTI
KOPHCTYBayiB, 110 MIPU3BOJUTH o 30UIbIIEHHS JIOXO/IIB 1

KOHKYpCHTOCHpOMO)KHOCTi Ha PUHKY.
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PO3/ILT 1.
AHAJII3 IPEAMETHOI OBJIACTI TA TIOCTAHOBKA 3AJIAUI

1.1  Ommc 3aBmaHHs

OcHOBHUM  3aBJaHHSIM € po3poOka OaratokopuctyBaipkoro 3D-
iaTgopmMepa 31 CKIIAHOIO apXITEKTYporo B cepenoBuili Unity 3 BUKOPUCTAHHSIM
cydyacHux (peiMBOpKiB. IrpoBmii momaTok (OKyCyeThcsi Ha 3a0e3MedeHHI
PO3BaXKaJIbHOTO Ta 3aXOIUIIOI0YOI0 J0CBILY AJIsl KOPUCTYBaulB, IEMOHCTPYIOUH IIPU
bOMY BUKOPHCTAHHS NEPEIOBUX apXITEKTYPHUX MaTepHIB Ta (PPEHMBOPKIB.

Konyenyis epu

CrBoputu OaraTokopuctyBaubkuil 3D-nmatgopmep 3 TOJIOBOJIOMKAMHU IS
IBOX rpaBuUiB. Po3poOutu Bi3yanbHO NOpHUBAOJMBI pIBHI 31 CKIAJHUMU
roJIOBOJIOMKAMHM Ta eJeMeHTaMu Iuiatdopmepa. PeamizyBatu MexaHIKH, SIKi
320X04YIOTh KOOMEpAIil0 Ta KOOPAUHALIIO MIXK IBOMA I'PaBLISIMU.

Apximexkmypa

Po3pobut  MOIynbHY apXiTeKTypy, SKa CHOpUS€ OpraHizaiii Komuy,
MOBTOPHOMY BUKOPUCTaHHIO Ta miATpuMLi. Bukopucrtatu dpeiimBopk Zenject ais
1H €KINli 3aJeKHOCTEH, MO0 KepyBaTH KOMIIO3HUIIIEI0 O0’€KTIB Ta TOJICTIIUTH
po3’€HaHHS ITPOBUX KOMIIOHEHTIB. I[HTerpyBatu dpeitmBopk PUN 2 mns
0e3nepeliiftHOl 6araToKopucTyBaIbKoi (PYHKIIIOHATBLHOCTI, 110 J03BOJISIE TPaBLSIM
MIIKITI0YaTUCA Ta B3a€EMOISTH B peanbHOMY 4Yaci. [HrerpyBatm DOTween mmns
IUJIaBHUX 1 BI3yaJbHO MPUEMHUX aHIMallid Ta nepexoAiB. Bukopucratu UniRx nms
peanizallii peakTUBHOTO MPOrpaMyBaHHs, 00 3a0€3MEeYUTH THYUYKY Ta KEPOBaHY
MOJIISIMU ITPOBY JIOTIKY.

bazamorxopucmysayvka ¢hynkyionanvruicmo

[arerpyBatu dpeitmBopk PUN 2 myis MepexeBoi CHHXpOHI3aIiil Ta miaoopy
rpaBIliB. 3a0e3neunTr OE3MEePEnIKOHY B3a€MO/III0 TPABIlIB, HAIPHUKIIAA, CIIIbHE

PO3B’A3aHHS TOJOBOJIOMOK Ta CUHXPOHI30BaHe MepecyBaHHs MIaTGopMoIo.
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Kopucmysaywvxuii inmepghetic ma kopucmysayvkuil 00c8i0

Po3pobut  1HTYITMBHO  3pO3yMUIMH Ta  BI3yaJdbHO IpUBAOIUBUI
KOpHUCTyBallbkuil iHTepdeiic 1t mento, irpoBoro HUD Ta B3aemonii rpasiiiB.
PeanizyBatu cuctemy MipaxyHKy OYOK Ta €JIE€MEHTH 3MaraHHs JIJisi MOKpaIeHHs
irpoBoro nocBimy. PeamizyBaTu MexaHi3MH 3BOPOTHOTO 3B’S3Ky, LI00 HaaaTu
IpaBIsIM 4ITKY 1H(OpMAaIIio Ipo IXHi Aii Ta mporpec. 3abe3neunTu 6e3nepediiiny Ta
qyiHY poOOTy KOpUCTyBaua 3aB/Isiku €(heKTHBHINA 00poOIll BBOIY Ta aJJalTUBHOMY
YIPaBIiHHIO.

Tecmysanns ma onmumizayis

[IpoBecTu perenbHE TECTYBaHHS /AJIsl BUSBICHHS Ta BUIPABICHHS MOMIIIOK,
3a0e3neunBIIM CTAOUTbHUA Ta BIAUUTIPOBaHUM 1rpoBHM nocBia. OnTUMIZyBaTU
MPOYKTUBHICTh ITPOBOTO JIOJATKYy, BPaXOBYIOUM Taki (hakTOpH, K 3aTpUMKa B

MEpEexi, 4aCTOTA KaJPIB 1 BAKOPUCTAHHS MaM’SITi.

1.2 Onumc npenMeTHOi 001aCTl 1 HAMPSIMKIB JOCIIKSHHS

Onuc npeomemnoi ooracmi

[IpeameTHa 00naCTh 1I€i TUMIIOMHOI pOOOTH JIEKUTH HA MEPETUHI PO3POOKH
1rop, CKJIaIHOT apXITEeKTypH Ta CydacHUX (PpeiMBOpKiB. BoHa 0XOMUIIOE BUBUYECHHS
Ta 3aCTOCYBaHHS apXITEKTYpHUX TMaTepHiB, (PPEeWMBOPKIB Ta TEXHOJIOTIH Yy
cepenoBuili Unity Juist CTBOpEHHs1 OararokopucTyBaibkoi 3D-mardopmepHoi rpu.

[IpeameTHa 00ONaCTh 3arfdUONIOETHCS Yy BUKIHUKH, 3 SIKHMHU CTUKAIOTHCS
PO3POOHUKHU ITOP MPU MPOEKTYBAHHI Ta BIPOBAIKEHHI CKJIAHUX apXITEKTYp, 1110
MIJBUIIYIOTh MOJAYJBHICTh, MACIITA0OBAHICTh Ta PEMOHTOINPHUIATHICTh. BiH
JOCIIJIKY€E 1HTETpaIlil0 CydyacHUX (QperMBOpKiB, Takux sk Zenject, PUN 2,
DOTween ta UniRx, a1 ontumizariii po3poOku, MOKpalleHHs opraHizaiii Koy Ta

MBUIIEHHS 3arajbHOT MPOAYKTUBHOCTI IPOBOTO J0JATKY .
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Hanpsmxu oocnioscens

Apximexmypa po3pooxu icop:

— JIOCHIJKCHHSI PI3HUX apXITEKTypHUX TMATEpHIB Ta MPHUHIMIIB, IO
3aCTOCOBYIOTHCS JI0 PO3POOKH 1rop;

— aHali3 mepesar Ta HeJOJIKIB PI3HUX apXITEKTYPHUX MIAXO/IB Y KOHTEKCTI
OaratokopucTyBalbkux 3D-miargopmepis;

— BU3HAYEHHs CTpaTeridl JUisl MOKpAIllEHHsS OpraHi3aili KoJy, MOBTOPHOTO
BUKOPHCTAHHS Ta CYMPOBOAY y CKJIQJHHUX ITPOBHUX MPOCKTAX.

DpetimMeopKU ma MexHoN02li.

— JIOCJIIJDKEHHSI Ta OIlIHKAa MOXJIMBOCTEH Ta OCOOJMBOCTEN CydyacHHX
dbperimBopkiB, 30kpeMa Zenject, PUN 2, DOTween ta UniRx;

— BUBYCHHSA IHTETpallli Ta BUKOPUCTaHHS IUX (GPEHMBOPKIB Y CepeOBUIII
Unity 1151 moKpaiieHHs po3po0KH irop;

— OIlIHKa  BIUIUBY  (PpEeWMBOpPKIB HAa  TEXHIYHI  XapaKTEPUCTHKH,
MPOYKTUBHICTH Ta KOPUCTYBAIILKHI JIOCBIJT IPOBOTO J0JIATKY.

bazamoxopucmysayvka ¢hynkyionanvruicmn:

— JOCIIDKCHHS BUKJIMKIB Ta MIPKYBaHb, IIOB’S3aHUX 3 peaji3alli€ro
0e31m0BHOI ~ OararoKOpHUCTyBalbkoi  (QyHKIioHasbHOCTI B 3D-
iaTopMepHiit Tpi;

— BHUBYCHHS METOJIB MEPEKEBOI CHHXPOHI3aIlli, aJrOpUTMIB IiI00pY
IpaBLiB Ta IPOTOKOJIIB 3B’ 3Ky B PEAIbHOMY Yaci.

— BUBYCHHS CTpATETii JJIsl MPOCYBAHHS KOOMIEPATUBHOTO 1TPOBOTO MPOIIECY
Ta TOKPAIIeHHS 0araTOKOPUCTYBAIBKOTO JIOCBI Y.

Iumepdgheiic kopucmysaua ma KopucmysayvbKuil 00Csio:

— JMOCHIPKCHHS TPUHIUIIB JW3aiiHy KOPHUCTYyBaIlbKOro 1HTEpdeiicy Ta
HalKpalux MpaKkTHK I 0araTOKOPUCTYBAIIbKUX irop;

— BUBUCHHS METOIB 3a0€3MEUEHHs] YITKOTO 3BOPOTHOTO 3B’SI3Ky Ta

IHTYITUBHO 3p0O3yMLIOT B3aEMO/IIi MI>K TPABISIMU;
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— JOCJIJDKEHHS ~ CTpaTeridi  omTuMizallli KOPUCTYBallbKOTO  JOCBIY,
BpaxoByIOUM OOpPOOKYy BBEJICHHS, IIBUJKICTh peakilii Ta Bi3yaJlbHY
€CTETHUKY.

Tecmyeannus ma onmumizayis.

— JMOCHIIKCHHS  METOMOJOTiA 11 e(pEeKTHBHOTO  TECTyBaHHS  Ta
HaJaro)KeHHs 0araTOKOPUCTYBALIbKUX ITPOBUX JIOIATKIB;

— BHUBYCHHSA METOJAIB ONTHUMI3aIlli MNPOJYKTUBHOCTI MEPEXKEBUX 1rop,
BKJIFOYAIOYU 3MEHIIEHHS 3aTPUMOK, ONTUMI3allil0 MPOMYCKHOI 3aTHOCTI
Ta yMNpaBJIiHHS CHHXPOHI3alli€10;

— BUBYEHHS CTparterii 300py Ta aHajidy BIATYKIB KOPUCTYBadiB JUIsl
ITEpaTUBHOTO TOKpAIIEHHSI IrPOBOr0 TMpOIECy, Ju3ailHy pIBHIB Ta

3arajJibHOIr0 KOPpUCTYBAIIbLKOI'O I[OCBiIIy.

1.3  BucHOBKHM J10 IEPUIOTO PO3ILITY

Y upoMy po3nuIl MPEACTAaBICHO OIMUC 3aBJAaHHS Ta MPEIMETHOI 00JacTi
JTUTUIOMHOT po0oTu. O61acTi TOCHTIIKEHHS BKITIOYAI0Th apXITEKTYpY, (ppedMBOpKU
Ta TEXHOJIOTII PO3pOOKH irop, OaraTOKOPUCTYBaLbKY (YHKIIOHAJIBHICTS,
KOpPHUCTYBaIlbkuii 1HTEepdelc Ta au3ailH KOPUCTYBAIIbKOTO JIOCBIy, a TaKOX
TECTyBaHHS Ta ONTHUMI3aIlii0. 3BEPTAlOYUCh 10 UX cep, podoTa mparHe CpuaTu
PO3YMIHHIO Ta MNPAKTUYHOMY 3aCTOCYBAaHHIO CKJIAJHUX ITPOBUX apXITEKTyp Ta
cydacHuX (peiMBOpKiB. Pe3ynbraTtoM yCHIIITHOTO 3aBEplIeHHS pPOOOTH CTaHe
NOBHO(QYHKIIOHATBHUI ITPOBUN JOJATOK, KM MPOJAEMOHCTPYE IMEpeBaru LUX

MIJIXO/I1B Y CTBOPEHH1 3aXOIIJIUBOr0 0araTOKOPHUCTYBAI[LKOTO JTOCBIY.
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PO3/ILI 2.
ICHYIOUI PO3B’S13KU ITOCTABJIEHOI 3AJAUI

2.1  Amnaii3 1 XapakTepucTUKa 00’ €KTa MPOEKTYBaHHS

O0’eKTOM MPOEKTYBaHHS I[1€1 AUILIOMHOI POOOTH € OaraTOKOPUCTYBAIbKUIMA
3D-mnatdopmep 3 aKIIEHTOM Ha CKJIaIHY apXITEKTypy Ta BUKOPUCTAHHS Cy4acCHUX
bpeitmBopkiB. ['pa mokimkaHa 3a0€3MEUYUTH 3aXOIUTIOIYMA Ta 3aXOILTIOIOYHMA
JOCBI 171 TpaBliB, MOEJHYIOUM BHUKJIMKH IUIaTQopmepa 3 €JIEeMEHTaMu
KOOTIEPATUBHOTO BUPIIIEHHS TOJIOBOJIOMOK.

OcHoBHa MeTa 00’€KTa MPOEKTYBaHHS — CTBOPUTU IHTEPAKTUBHE Ta
JUHaMiuHe O0araToOKOpUCTYBAallbKE€ CEpENOBUILE, SKE CHOpUs€e CIHIBOpall Ta
KOOpJIMHALIl MK JBOMa TpaBlsIMU. ['pa Marume Bi3yaJdbHO MpPUBAOIMBI Ta
XUTPOMYAPO PO3pO0JCHI PIBHI, IO MPEACTABISITUMYTh TPAaBISIM PI3HOMAHITHI
NEPEIIKOAN Ta TOJIOBOJIOMKH JJIs [TOI0JIaHHS.

ApXiTeKkTypa IrpoBOro JOAATKy € BaXJIMBUM AacleKToM 00’€KTa
npoekTyBaHHs. BoHa cripsiMoBaHa Ha MIBUIIEHHS MOTIYJIHOCTI, MACIITA00OBAHOCTI
Ta PEMOHTONPHUAATHOCTI, TapaHTYIO4M, M0 KOJOBa 0asza 3aJWIIAETHCA
OpraHi30BaHOI0 Ta JIErKO po3iupioBaHo0. OOpaHuil apXiTEKTYpHHH MiaXij
boKycyeThbcsi Ha BAKOPUCTaHHI (PPEHMBOPKIB, K1 TTOJICTIITYIOTh PO3AUICHHS KOy Ta
CTHPHUSIOTH TOBTOPHOMY BUKOPHCTAHHIO.

bararokopucryBaibka (DyHKI[IOHAJIBHICTh € (PYHIAMEHTAIbHUM AaCIIEKTOM
00’exTy mpoekTyBaHHs. be3lmoBHa iHTEerpauis 0araTOKOPUCTYBAlbKUX (DYHKIIIM
3a0e3rnedye KOMYHIKAI[IF0 Ta CHHXPOHI3AIlI0 MK TpaBIsIMU B pPeaJbHOMY 4Yacl,
J03BOJISIIOUM iM OpaTH y4acTh y KOONEpaTUBHOMY IeiMIuIel Ta pa3oM BUPIIIYBaTH
rojIoBOJIOMKH. Peanizaniss 0araTrokopucTyBalbKOi (YHKIIOHAIBHOCTI BHUMAarae
HAJIWHOT MEpPEeKeBOi CHHXPOHI3aIlli Ta aaroOpuTMIB MiI0Opy TpaBIiB, 1100
3a0e3neunTu 6e3nepeliliHy Ta MpUeMHY 0araTOKOpPHUCTYBAIbKY IpPY.

Ju3zaitn iHTepdeiicy KopucTyBaya IrpoBOro JOAATKY € 1€ OJHUM BaKJIUBUM

MOMEHTOM. BiH TparHe HajaTu TPaBUSIM IHTYITUBHO 3pO3YMITUN 1 Bi3yaJIbHO
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npuBaOIuMBUIN 1HTEepdEICc, SKUM TOKpallye IiXHIO B3a€EMOJIII0 Ta 3arajJibHUN
KOpHUCTYBalbKuil JocBia. YiTki Ta iHGOpPMATUBHI MEXaHI3MU 3BOPOTHOTO 3B’SI3KY
JIOTIOMAralTh TPaBIsIM Yy MPOXOJDKEHHI TPU Ta JAIOTh BIAYYTTSA YCHIXy MicCIs

BHUKOHAHHA 3aBJdaHb.

2.2 OOrpyHTyBaHHS  ONTHMMAJIbHOIO  BapiaHTa  peaiizamii  MeTu

KBai(ikaiiiHoi poOOTH

Jlist peanizariii MeTH po3poOku 6araTokopuctyBaibkoro 3D-matdopmepa 3i
CKJIQJTHOIO apXiTEKTyporo OyJ0 PETENbHO PO3MVISIHYTO Pi3HI JAOCTYIHI BapiaHTH.
[Ticnst peTenbHOrO aHamizy oOpaHui MIIX1A MO€IHYE B cOOl KuIbKa (DaKTOpIB, AKI
pOOIIATH HOTO HAWKpAIIUM BapiaHTOM JIJIsl JOCATHEHHS LLJIeH poOOTH.

Pimiennst po3poOuTH OGaraTOKOPUCTYBAIbKUN ITPOBUNA JTOJATOK BIAMOBIIAE
MeTi 3a0e3Me4YuTH I[IKaBHM Ta 1HTEpAaKTUBHMM JIOCBIJ ISl  TPaBIIiB.
YMOXIIMBIIIOIOUM CIIBIPALI0 B PEKHUMI pPEaJbHOTO 4Yacy Ta CHUIbHUN 1rpOBUMN
npoiiec, 0OpaHuil BapiaHT MiABHUIIY€E 3arajibHE 3aJI0BOJICHHS BiJl TPU Ta ii I[IHHICTh
JUTSI TOBTOPHOTO TPOXOJIKEHHS.

Buxopucranss Cki1agHOT apXiTEKTYpPH Ma€ BaKITUBE 3HAYCHHS JISI CTBOPCHHSI
HAJIHOTO, MacIITaOOBAHOTO Ta MiATPUMYBAHOTO IrPOBOTO A0/aTKy. Takuii BHOIp
N03BOJIsIE  €DEKTUBHO YIIPABJSITH OPTaHI3aIll€l0 KOOy 1 CHpUSiE MOBTOPHOMY
BUKOPHUCTAHHIO, 3a0e3Meuyroun Jo0pe CTPYKTYPOBaHY 1 pPO3UIMPIOBAHY KOJIOBY
0a3y. Bukopucranns cydacHuX (hpeiMBOpPKIB Ie OUIbIIE 3MIIHIOE apXITEKTYpYy,
HAJal0Yu 1HCTPYMEHTU Ta OIO0MIOTEKH, SKI MOJIETHIYIOTh peali3allio KIFYOBHX
(GyHKILIOHATBHUX MOXJIMBOCTEH Ta MiJBUILYIOTh €(EKTUBHICTh PO3POOKH.

OO6panwmii BapianT 3D-mmatdgopmepa 3abe3nedye OaraTe Ta 3aXOILUTIOIOYE
cepenopuiie st TpaBiiB. [lmaTdopmepHi 3aBmaHHS Ta €JIEMEHTH CIUJIBHOTO
pO3B’sI3aHHST TOJIOBOJIOMOK CIIPHUSIIOTh 3aXOIUIMBOMY ITPOBOMY TIPOIECY, SIKAN
MPUBAOIIOE MIUPOKY AYTUTOPIIO.

AKIIEHT Ha ONITHUMI3allii Ta TECTYBaHHI B paMKax 00paHOTO MiAX0y FapaHTyeE,

IO ITPOBUI JOJATOK J0OpEe Mpalfoe Ha pi3HUX IuiatgopMax 1 MPUCTposx. Taka
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yBara Jio MpoAyKTUBHOCTI Ta CTaO1ILHOCTI rapaHTye 0e3nepeOiitHui Ta TpUeEMHUN
KOPHCTYBAIIbKUN JOCBI/I, IO CIIPHUSIE 3aTaIbHOMY YCITiXy POOOTH.

BpaxoByroun i dakropu, oOpaHuit BapiaHT pO3pOOKH
OaraTokopucTyBalbkoro 3D-mnaTgopMepHOTO irpoBOrO AOJATKy 31 CKIIATHOIO
apXiTEeKTypOIO, 3 BHUKOPUCTAaHHSIM Cy4YacHHX (pEeHMBOPKIB, BHUSBISETHCS
HaWKpammM Ii1IX010M JIs peai3alii mijei kpamdikaiiiaoi poodortu. Lleit BapianT
MOETHYE B €001 €JIEMEHTH 3aXOITMBOTO TEHUMIUICI0, HAIiHOI apXiTEeKTYypH,
MacmTabOBaHOCTI,  PEMOHTONPHIATHOCTI  Ta  ONTHMI3aIlii, = CTBOPIOIOYHU
BHCOKOSIKICHUN ITPOBHMM JOJATOK, KWW BIAMOBIJIAE IIIAM poOOTH Ta 3abe3meuye

3aXOIUTIOIOYUI Ta TPUEMHUM JTOCBI JIJIs1 TPABIIIB.

2.3 Onwmc anropuTMy 1 MPOrPaMHOTO 3a0e3MeUeHHS

Obrpynmysanus eubopy CH#, K Mo8U NPO2PAMYBAHHS

Bubip moBu mnporpamyBanHs C# € IIJIKOM BUIIpaBJaHUM I peaizarlii
aJIrOPUTMY Ta IPOTPAMHOI0 3a0€3MEUCHHS B JJaH1i TUIIOMHIN pOOOTI.

C# e odimiitHOI0O MOBOIO pymmisi po3poOku irop Unity, mo € oOpaHuM
cepeloBUIIEM I po3poOku OaratokopucTyBailbkoi 3D-mmaTdopMepHoOi Tpw.
BuxopuctroBytoun C#, po3poOHUKH MOXYTh CKOPHUCTAaTUCS  IMUPOKUMHU
MOXJIMBOCTAMH Ta (yHkmioHasiom Unity, BKIIIOYalOud TMOTYXKHUH HaOIp
1HCTpyMeHTIB, 010mioTek Ta API, cnemniaibHO po3poOeHUX AJisi pO3POOKH 1rop.
Taka TticHa interpariss Mk C# Ta Unity 3abe3neuye Oe3/10TaHHY CyMICHICTh Ta
ONTUMAJIbHY TIPOTYKTHUBHICTb.

C# - 1e 00’e€KTHO-OpIEHTOBAHA MOBa IMPOrpaMyBaHHS 3 BUCOKHMM PIBHEM
abctpakiii, mo poOuth ii m00pe MNPUAATHOIO JUIsI PO3POOKH CKIIQTHOTO
nporpaMHoro 3abesneueHHs. baratuit HaGip MOBHHMX MOXIJIMBOCTEH, TaKuX SK
KJlacH, 1HTep(delicu Ta ycnaJKyBaHHA, CIIPUs€ Oprasizailii Koay, MOAYJIbHOCTI Ta
Oaratopa3oBoMy BHUKOPHCTaHHIO. [[I XapakTepUCTHKKW MalOTh BHpIIIATHHE
3HAYEHHA ISl PO3POOKH CKIIAHOI apXITEKTypH Ta MIATPUMKHU CTPYKTYPOBAHOI 1

3pYYHOI /TSI MATPUMKH KOJIOBO1 Oa3u.
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C# mupoKo BiOMa CBOEIO TMOTY>XKHOIO CUCTEMOIO THIIIB, KA MIABHUIILYE
HaJIHHICTh Ta Oe3meky Koay. MoBa 3a0esneuye CyBOpy THII3aIlil0, 3MEHITYIOUH
HMOBIPHICTB ITOMUJIOK ITiJT YaC BUKOHAHHS Ta 3a0€3MeUYI0UH Kpallly MepeBipKy KOAY
B mporeci po3podku. Ileit acmexkT o0co0aMBO BaXIIMBUKA MpH  peamizaiii
0araToKOpuCTyBaIbKO1 (PYHKITIOHAIBHOCTI Ta MEPEKEBOI CHHXPOHI3aIli1, OCKIJTLKH
JornoMarae 3a0e3neYuTH y3ro/KeHICTh 1 HaJIHHICTh KOMYHIKAIlI MK TPaBISIMHU.

[lle oxniero nmepeBaroro BukopuctanHs C# € BenMka Ta akTHMBHA CHUIBHOTA
po3pobHukiB. Ll cnimpHOTa Hamae 6e31iu pecypciB, HABYAIBHUX MOCIOHHUKIB Ta
dbopymiB, mpuCBIUCHUX Po3poOIIl irop Ha C#. JlocTymn 110 1i€l 6a3u 3HAHb MOJICTIIIYE
BUpPILIEHHS MpoOJeM, NPHUIIBHALIYE Yac pO3pOoOKH Ta 3a0X0Yy€ JI0 CHIBIpall 3
THIIUMHU pO3POOHUKAMHU.

C# mporoHye 4yy/oBy HIATPUMKY aCUHXPOHHOI'O MPOTpamMyBaHHS 3aBISIKU
TakuM (YHKLISAM, SK async/await, 110 Mae BHUpIIIAJbHE 3HAYEHHS 11 00poOKU
B3a€MOJIIi B pealbHOMY Yaci, MEPEKEBOTO 3B’SI3Ky Ta IIBUJKOCTI pearyBaHHs B
0araToKOpHUCTyBaIlbKOMY IrPOBOMY JIOJIATKY.

VYHiBepcanbHicTh C# BUXOAUTH 32 MEX1 po3poOku irop. Lle yHiBepcanbHa
MOBA, sIKa IITUPOKO BUKOPUCTOBYETHCS B pi3HUX chepax, BKII0Ua0un BeO-po3poOKy,
KOpIIOpaTUBHE MporpamMHe 3a0e3MeueHHs] Ta Po3poOKy MOOUIBHUX AonatkiB. Lls
YHIBEPCAIBHICTh BIJKPUBAE MOMKIIMBOCTI JUII MaWOyTHHOTO PO3IIMPEHHS Ta
MOTEHI[IHOT  iHTerpamii 3 I1HIIMMH TPOTPAMHUMH  KOMIIOHEHTaMu  abo
aThopMamH.

BpaxoByroun 111 npuynHU, BUOIp MOBU TporpamyBaHHs C# € BUNpaBIaHUM
JUISL peaizallii aJiroOpuTMy Ta NpPOrpaMHOro 3a0e3leueHHs B JaHii JUIUIOMHIM
po6orti. TicHa inTerpamis 3 Unity, cuiibHI 00’€KTHO-OPIEHTOBAHI MO>KJIMBOCTI,
CyBOpa THIIi3allisl, aKTHBHA MIJTPUMKA CIIJIBHOTH Ta YHIBEPCAIBHICTh POOIATH il
YyJI0BOKO NI PO3pOOKH CKJIQTHOIrO OaraTokopucTyBalbkoro 3D-mnatdopmepa 3

HAJIHOIO apXITEKTYPOIO Ta BUCOKUMHU XapaKTEPUCTHKAMU MTPOTyKTUBHOCTI.
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Obrpynmysanns eubopy Unity, sik cepedosuwa po3pooKu

Bubip Unity sik cepenoBuilia po3poOKu irop B AaHiN IUIIIOMHINA poOOTI €
I[IJTKOM BHIIPABIaHUM dYepe3 ACKIIbKAa KIIYOBUX (DaKTOpiB, SKI POOJIATH HOTO
171eaIbHUM BHOOPOM.

Unity — me mmpoko BijjoMa Ta CTaHHapTHa B 1HIYCTpii Iurardopma s
pO3pOOKH 1rop, siKa MPONOHYE MTOBHUM HaOIp 1THCTPYMEHTIB, (DYHKIIINA Ta pecypciB.
[le moryxHe Ta IHTYiTUBHO 3pO3yMije CEpEeAOBHINE PO3POOKU, SIKE CIIPOIILYE
ctBopeHHss 2D Tta 3D irop, BKIIOYaOUM PO3POOKY OararoKOpHCTYBaIbKOI
dbynkuionansHOCTI. BizyansHuit penaktop Unity 103BOJSiE€ MIBUAKO CTBOPIOBATH
MPOTOTHUIIM Ta 1TEepallii, 10 Ja€ 3MOTY PO3pOOHUKAM IIBUKO BTUIIOBATH CBOI 1/€1 B
KHUTTHA.

Unity npornoHye BiIMIHHY KpOC-TUIATOPMHY CYMICHICTh, IO JO3BOJISIE
pO3ropTaTH IrpoOBHMA JIOAATOK Ha PI3HUX IUIaTPopMax 3 MIHIMAIbHUMU
JT0JIATKOBUMU 3y CUJUISIMU IPU po3poOi1ii. HezanexxHo Bij TOro, Ui Opi€eHTOBaH1 BOHU
Ha [IK, koHncom, MOOUIbHI mpucTpoi abo HaBiTh MIATGOPMU BIPTYATbHOT
peanbHOCTl, Unity Hajgae HaAidHYy MIATPUMKY Ta MOXJIMBOCTI ONTHUMI3alllil s
pizaux miatdgopm. Taka yHIBepcalbHICTh 3a0e3leuye IIMpIIe OXOIUICHHS Ta
NOTEHI1I1HY 0a3y KOPUCTYBauiB AJis1 PO3POOIEHOr0 IrPOBOTO JIOAATKY.

Benuke cxoBume pecypciB Ta ekocuctema Unity Hagae po3poOHUKAM
BenuYe3Hy O10J1I0TeKy TOTOBUX pECypciB, CKpUNTIB Ta ruariHiB. lle Oarate Ha
pecypcH cepeIoBUIIE MPUCKOPIOE Yac po3pOOKH Ta MOJIETIIYE peaTi3alliio CKIaIHUX
byHKIIM 1 MOXITUBOCTEH. JlOCTymHICTh TIariHiB Ta (GpedMBOPKIB 71T pO3POOKH
OaratokopHcTyBalbKuX irop, Takux sk Photon Unity Networking (PUN), miaBuiiye
MPOCTOTY Ta €PEKTUBHICTH pealizallii 6ararToKOpUCTyBalbKO1 ()yHKIIIOHATBLHOCTI B
ITPOBOMY JTOJIATKY.

[le oaniero 3HauHOIO mepeBaroto Unity € MOTyXHa MIATPUMKA CHUIBHOTH.
CrninpHoTa Unity € BeNIMKOIO, aKTUBHOIO Ta PI3HOMAHITHOIO, MPOTIOHYIOUH Oe3mid
pecypciB, GopyMiB Ta HaBYAIBHUX OCIOHUKIB. PO3pOOHUKHN MOXKYTh 3BEpTATHUCS JI0
€1 CHIJTBHOTH 3a MOpajaMu, CIIBOpAIfOBATH Ta BYUTHCS Ha JIOCBIAl IHIIMX.

AxtuBHa cnutpHOoTa Unity 3a0e3nedye AOCTYyN [0 TIOCTIHHUX OHOBJICHb,



19

BUIPABJICHB Ta IMOKPAIICHb, 110 CIIpUsIE CTAOLTFHOCTI Ta HAIMHOCT1 pO3POOIECHOTO
POrpamMHOro 3a0e3MeYeHHSI.

Unity Hajgae sKiCHYy TOKyMEHTAllll0 Ta HaBUYajJbHI pecypcH, IO POOHUTH il
JIOCTYITHOIO JIJI1 PO3POOHUKIB pi3HOrO piBHs KBamidikamii. HasBHiCTh odirmiiHux
HaBYAJIbHUX MOCIOHMKIB, OHJIAWH-KYPCIB Ta JOKYMEHTAIIl T03BOJIIE€ PO3POOHUKAM
HIBUIKO BUBYUTH Ta 0cBOiTH Unity, 110 nae iM 3MOry eeKTUBHO peanizoByBaTh
OakaH1 aJITOPUTMHU Ta PYHKIIIT IpOrpaMHOTO 3a0€3MeUCHHS.

BOynoBana niarpumka 2D Tta 3D rpadiku, ¢i3uku, aniMarii ta ayaio B Unity
CIPOIIY€E peaji3alliio 3aXOIUTIOIYOro Ta BI3yallbHO MNPUBAOIUBOTO IrPOBOTO
nporiecy. [nterpaiis nux ¢yskiii B Unity 703BoJIsI€ OE3MEPEIIKOTHO IMIIOPTYBATH
Ta peJaryBaTH PeCypcH, 3MEHIIYIOUM MOTpedy B 30BHIMIHIX IHCTpYMEHTax abo

CKIadHHUX pO60‘-II/IX Imponccax.

2.4 Bubip 1 oOTpyHTYBaHHS CTPYKTypH MPOEKTYBaHHS CHUCTEMH Ta ii

KOMITOHEHTIB

Photon Unity Networking sk ¢petimeopx 0151 bacamoxopucmy8aybkKux icop

Y PeanbHOM) 4acl

Bubip Photon Unity Networking B saxocti ¢peiiMBOpKYy  ais
0araToKOpHUCTYBAIbKOT (PYHKI[IOHAIBHOCTI B pEalbHOMY 4Yaci B IiH JUILIOMHIN
poOOTI BHUIIpAaBJAHUN KUIbKOMa KJIIOYOBUMHU MPUYMHAMH, SIKI POOJSATH HOTO
qyJIOBUM BUOOPOM.

Photon Unity Networking cnerianbHo po3poOiieHuid 11 po3poOKH irop Ha
Unity, mo poOuth ioro 6e3moraHHo iHTerpoBaHuM 3 pyimiem Unity. g TicHa
IHTErpallisi CHPOIIy€E peaizalito 0araTOKOPUCTYBaIbKOI (YHKIIIOHATBHOCTI,
ockinbku Photon Unity Networking Hamae BucokopiBHeBud APl saxuit
abcTparyeTrbcs Bl 3HAYHOI YAaCTWHU CKJIAIHOUIIB, TOB’SI3aHUX 3 MEPEKEBOIO
B3aeMO/Ti€10. PO3pOOHMKN MOKYTh 30CepEANTHCS Ha TredMILIeT Ta MEXaHiIll, a He Ha

HU3bKOPIBHEBOMY MEPEKEBOMY MPOrPaMyBaHHI.
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Photon Unity Networking mpomonye HaiiiHi Ta €(pEKTHBHI MOKJIHUBOCTI
MEpeXeBoi CHHXpOHI3allli, 3a0e3rmeuyloud IUIaBHUM Ta TOCTIJOBHUN ITPOBUMN
mporiec IJIs BCiX rpaBiliB. BiH 00po0Oisie Taki BaKJIMBI aCNEKTH, SIK KOMITCHCAIIIS
3aTPUMOK, IHTEPMOJIALISA Ta KOMIICHCAIlld 3aTPUMOK, 3a0e3Meuyroun HaaiiHUN Ta
yyiHUN OaratoxopucTyBalbkuil 4ocBil. L1 GyHKIIT MaOTh BupiliadbHe 3HAUCHHS
JUIsl 0araTOKOPHUCTYBAIIBKUX 1MOp Y peajbHOMY Yaci, OCKUIBKA BOHU MIHIMI3YIOTh
BIUIUB MEPEKEBUX 3aTPUMOK 1 FapaHTYIOTh, 1110 BCI I'PaBlll CHHXPOH130BaHI.

[le opniero 3HayHOO mepeBaroto Photon Unity Networking e iioro
MacmTaboBaHIiCTh. BiH miaTpuMye sSK Maii, Tak 1 BEJHMKI 0araTOKOPUCTYBaIlbKi
HaJaIlITyBaHHS, 10 OXOIUTIOIOTh IIMPOKUI CIEKTP TUITIB irOp Ta KUIBKOCTI FPABLIB.
HezanexxHo Bim TOro, 4M 1€ KOOIMEpaTHBHA Tpa I JBOX TPaBIliB, YA MacoBa
OaratokopuctyBallbka oHjaiiH rpa, Photon Unity Networking Moxe
MacmTadyBaTucsl BIANOBIAHO JO BHMOT, 3a0€3ME€UylOYM THYYKE PILICHHS IS
PO3pO0KH 0araTOKOPUCTYBAIIbKUX 1T0p.

O6mmpHa noxkymenTaiis Photon Unity Networking Ta akTuBHA miaTpuMKa
CHUIBHOTH € TOAATKOBUMHU (PAKTOpaMH, sIKI pOOJIATh Oro NpuBabIMBUM BUOOPOM.
@OpeiiMBOpPK TPOIOHYE JTOKYMEHTAIlI0, HaBYaJIbHI MOCIOHUKUA Ta MPUKIAAH, IO
JI03BOJISIE PO3POOHUKAM IIBUIKO 3pO3YMITH HOT0O KOHIIEMIIIT Ta peati3allito.

Cminbaota Photon Unity Networking € eHepriifHOl0 Ta aKTHUBHOIO, 3
dbopymamMu Ta pecypcamMu, IJOCTYMHUMHU I ITIOIIYKY JOIIOMOTH Ta OOMIHY
3HaHHAMU. Taka noTy»Ha NiATPUMKA CIUIBHOTH 3a0€31euy€e JOCTYII 0 MOCTIMHUX
OHOBJICHb, BHUIPABJICHb Ta MOKpPAIIECHb, 110 CIPHUSE CTA0LILHOCTI Ta HAIIHHOCTI
0araTroKOpHUCTyBalbKO1 ()YHKI10HATIBHOCTI.

Photon Unity Networking cymicHa 3 pi3HUMHU IUIaTQOpMaMu, BKIIIOUAIOUH
[1K, xoHCOM1 Ta MOOLITBHI MPUCTPOI, IO JO3BOJISIE TPATH B 0AraTOKOPHUCTYBAIbKY
rpy Ha pi3HHX Iuargopmax. Llsi cyMiCHICTD PO3MIMPIOE OXOIJIEHHS pO3pOOJIEHOTO
ITPOBOTO JOJIATKY, JO3BOJISIOYM TPABISIM Ha PI3HUX MPUCTPOSX OE3MEPEIIKOTHO
M1KITF0YATUCS 1 TPATH Pa3oM.

[Ipocrora BukopucranHs Photon Unity Networking Tta MoxnuBocTi

MIBUJKOTO CTBOPEHHS TMPOTOTHINIB J00pe Y3TrOMKYIOTHCS 3  ITEPaTUBHUM
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XapakTepoM po3poOku irop. Bin 3abesnedye npoctuii poOouuii mporec s
CTBOPEHHS 0araTOKOPHUCTYBAIbKO1 (PYHKIIIOHAJIBHOCTI, JO3BOJISIFOYM PO3POOHUKAM
MIBUAKO TECTyBaTH Ta iTepamii cBOiX irpoBux inedl. Lledt rHyukudd miaxig 1o
pO3poOKHU CIIpHsIE e(heKTUBHIN Tepartii Ta BJIOCKOHAJICHHIO
0araToKOpPUCTYBAaLbKOTO ITPOBOTO JIOCBIAY.

Zenject sK hpelimeopk 0ns in 'ekyii 3anedcHocmelt

Pimennst BukopucToByBaTH Zenject ik hpeiMBOPK JUTs 1H €KITIT 3aIe)KHOCTEN
y Wil JUMJIOMHIA poOOTI OOIPYHTOBAHO KiTbKOMa KJIIOYOBHMHU MPUYMHAMH, SKI
pOOIIATH HOTO BUCOKOS(EKTUBHUM BHOOPOM.

Zenject MPONOHYE JIETKUHM Ta THYYKUN MIAXIJ 0 1H €KL 3aJI€KHOCTEH, 1110
J03BOJISIE pO3pOOHHMKAM €(EKTUBHO KEpyBaTH 3aJeXHOCTAMH. [[oTpuMyrouuch
MPUHITUIIB 1HBEPCIT yIPaBIIHHS Ta 1H €KIII1 3aJIeKHOCTEH, Zenject Cipuse BUTbHOMY
3B’SI3Ky Ta MOJYJBHOCTI KOMIIOHEHTIB CHCTeMH. Taka MOJyJibHa KOHCTPYKIIS
MOKpAIye PEMOHTONPHUAATHICTE Ta PO3IIMPIOBAHICTh KOJOBOI 0a3M, OCKUIBKH
3aJIEKHOCTI MOYKHA JIETKO 3aMIHUTH a00 MOJu(iKyBaTH, HE BIUIMBAIOYM HA BCIO
CHCTEMY.

Zenject Hamae MPOCTUH Ta IHTYITUBHO 3po3ymiunii API, mo mnonermye
1HTerpariro Ta podoTy 3 HUM y npoekTtax Unity. @peiliMBOpK BUKOPUCTOBYE ICHYIOYI
konneniili Unity, Taki sk MonoBehaviours Ta ScriptableObjects, mo mo3BoJsie
Oe3mnepenmkoaHo iHTerpyBarucs B pyuriit Unity. Lls inTerpaiiist moJierurye iH’€KIiiro
3aJIEKHOCTEN y CKPUIITH, IrpOB1 00’ €KTH Ta 1HIII KOMIOHEHTH Unity, CIIpOILyOYn
poliec po3pOOKH Ta 3MEHIIYIOUN KUIbKICTh IIA0JIOHHOTO KOJTY.

IIle onHI€IO CHIBHOIO CTOPOHOK Zenject € MIATPUMKA 1HXKEKIIi
KOHCTPYKTOpIB, 1HXEKIIII BJIACTUBOCTEW Ta 1HXKEKIIi METOoJIB, 10 3abe3mnedye
THYYKICTh Y TOMY, K 3aJIe)KHOCTI BOYJOBYIOTHCS B KOMIIOHEHTH. [HXKeKIist
KOHCTpPYKTOpa 3a0e3neuye BHPIIMIECHHS 3alieKHOCTE IpU CTBOPEHHI 00 €KTa,
rapaHTyIOuH, 1110 KOMIIOHEHTH MalOTh BC1 HEOOXI THI 3aJIE’KHOCTI 3 CAMOTO TIOYaTKY.
[HKekIiss BIIACTHBOCTEH 1 METOJIB JO3BOJISIE OUIBIN JIETAIBHO KOHTPOJIOBATH
BUPIIICHHS 3aJIe)KHOCTEH, JO3BOJISIOYN KOMIIOHEHTaM OTPUMYBATH 3aJIEKHOCTI 32

OTPEOOO i YaC BUKOHAHHS.
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Zenject TakoK MPOIMOHYE Taki QYHKIN, SK 00’ €THaAHHS 00 €KTIB, III0 MOXE
3HAYHO MIJBUIUTU MPOAYKTHUBHICTh 32 PAaXyHOK MOBTOPHOTO BUKOPHCTAHHS Ta
nepepoOKkn 00’€KTIB 3aMiCTh TOTO, I00 CTBOPIOBAaTM Ta 3HHUINYBATH iX
OaratopasoBo. g pyHKIIis 0COOMMBO IIHHA Y PECYPCOEMHUX CIIEHAPISAX, TAKUX K
KepyBaHHsI iIrpoBUMHU 00’ €kTaMu a60 00poOKa eeKTiB YACTHHOK.

Zenject cripusie BUKOPUCTAHHIO 1HTEp(EHCIB Ta aOCTpakKiiii, 10 J03BOJIsE
JIETKO 1MITyBaTh Ta TecTyBaTh o00’ekTH. Ilokimamarounce Ha iHTepdeicH,
PO3POOHUKH MOXKYTh CTBOPIOBATH TECTOBAHHWM KOJ, SKUW BiJOKPEMJICHHHA BiJl
KOHKpeTHUX peamizamiii. Lleli acmekT mokpallye TeCTOBaHICTh CHCTEMH,
JO3BOJISIIOYN  PEai30ByBaTH MOJYJIbHI TECTH 1 TOJETIIyIOYH BHUSIBICHHS
MOTEHUIMHUX MPpoOIeM a00 MOMHIIOK Ha paHHIN CTajli HUKIY PO3POOKH.

Zenject Hamae dYynOBY JIOKYMEHTAIil0 Ta MIATpUMYE cruibHOTY [19].
JokymenTanisi (ppediMBOpKY BHuYepnHaA 1 J00pe MIATPUMYETHCSA, MPONOHYIOUYU
JeTalbHI TIOSICHEHHS, HaBYaJIbHI MOCIOHMKM Ta TMPUKIAIU, SKI JIOMOMOXYTb
po3poOHHKaM e(heKTUBHO BUKOPUCTOBYBATH Zenject. AKTUBHA CIIJIbHOTA HABKOJIO
Zenject 3abe3rneuye n0cTyn 10 (popyMiB, JUCKYCiM Ta AOJATKOBUX PECYpPCIB, 1110
JI03BOJISIE  PO3POOHWKAM  IIYKaTH  HACTaHOBU, JUIMTUCA 3HAHHAMH  Ta
CHIBIPAIIOBAaTH HaJ BUPILIEHHAM MPOOJIEM.

Bubip namepuy npoexmysanms MVP

Pimenns mnpo BukopuctanHs marepny MVP (Model-View-Presenter)
(pucyHok 2.1) B maHiif AUIIIOMHIA poOOTI OOIPYHTOBAaHO KiJIbKOMAa KIFOYOBHUMHU
MPUYUHAMH, SIKI pOOJIATH MOTO 11ealIbHUM BUOOPOM ISl CTPYKTYPH TIPOEKTYBAHHS

CHCTCMU.
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Presenter

Pucynok 2.1 — Ilatepn npoekryBannss MVP

Mopens MVP po3auisie npobiemu 1 Cpusie YiTKOMY pO3MOALTY 000B’s3KIB
MDK PI3HUMH KOMIIOHEHTAaMM CHCTeMH. Mojenb TpeacTaBiisie aHi Ta Oi3Hec-
JIOTIKY, TIPE/ICTaBIICHHS 00p00JIie KOPUCTYBAIbKUM 1HTep(delic Ta mpe3eHTaIlito, a
JIOTIOBIJIa4 BUCTYMHAa€e B POJl MOCEPEIHUKA, TMOJIETIIYIOUM KOMYHIKAIII0 MIXK
MOJICIJITIO Ta Mpe/iCTaBIeHHIM. Takuil mo/i 3a0e3neuye Kpalily OpraHizallio Komay,
MOAYJIBHICTh 1 pPEMOHTONPUIATHICTh, OCKUIBKU KO)KEH KOMIIOHEHT Ma€ KOHKPETHY 1
YITKO BU3HAUEHY POJib.

Hotpumytouuck narepHy MVP, po3poOHUKH MOXYTh JOCSTTH BHCOKOTO
CTyIieHs KepoBaHOCTi. Po3mineHHs 3aBaaHb JO03BOJSIE TPOBOAWTH MOAYJIbHE
TECTyBaHHS OKPEMHMX KOMIIOHEHTIB, TaKUX SK MOJENb 1 JOMOBiAay, 130JbOBAHO
onvH Bix oxaHoro. lle moserirye HamMcaHHS KOMIUIEKCHHUX TECTOBUX KEHCIB,
NEepPeBIPKY MPaBUIBHOCTI JIOTIKM Ta BHSBJICHHS MOTEHUIAHUX MpoliaeM abo
MOMMWJIOK Ha PaHHIX CTaisIX PO3POOKH.

[Ile onniero nepeBaroro natepny MVP e fioro miaTpuMka po3IIMprOBaHOCTI
Ta THYYKOCTI. 3aBASKH YITKOMY TMOJUTYy MIDK MOJACIUII0, TPEACTaBICHHSIM 1
MIPE3EHTATOPOM, CTa€ JIeTie MOAU(IKYBaTH a00 3aMIHUTH Oy/Ib-IKUH KOMIIOHEHT,
HEe BIUIMBAIOYM Ha iHII. Taka rHYyYKICTh OCOOJIMBO I[iIHHA MPU PO3poOIl irop, 1e
BUMOTH Ta (DYHKIIIT 4acTO PO3BHBAIOTHCS 1 3MIHIOIOTHCS 3 "yacoM. [latepar MVP
JIO3BOJISIE JIETKO aJanTyBaTUCS JIO HOBUX BHUMOT 1 CIIPOIIYE MPOIEC IHTerparlii

JOAATKOBUX (DYHKIIIHA B CUCTEMY.
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Takoxx narepn MVP cripusie CTBOpEHHIO YHCTOI Ta 3py4YHOT JIJIs MIATPUMKHU
KOJI0BOi 0a3u. Po3moin 3aB/1aHk 1 MOJTyJIbHA CTPYKTYpa KOMIIOHEHTIB POOJISATH KO
Ounpln  opra”izoBaHuM 1 unTabenbHuM. lle moOkpamrye cmiBOpamioo MiX
pPO3pOOHUKAMHU Ta MIJBUILYE PEMOHTONPUIATHICTH KOAY, OCKUIBKH CTa€ JIETIe
3HAaXOJUTH Ta PO3YMITH KOHKPETHI (DYHKIIIOHAIbHI MOXKIIUBOCTI B CUCTEMI.

[Tarepp MVP takox niaTpuMye MOBTOPHE BUKOPUCTAHHA. Bimokpemiroroun
O13HEC-JIOTIKY BiJ] KOPUCTYBAI[LKOTO 1HTep(eiicy, MOACHb 1 MPE3EHTATOP MOXKYTh
OyTH TOBTOPHO BHKOPHUCTaHI B PI3HHUX MPEACTaBICHHAX abo iHTepdeiicax. Take
Oararopa3zoBe BUKOPUCTaHHS 3MEHIINYE JyOJtOBaHHS KOAY 1 CIHpuUsie OUIbII
e(heKTUBHOMY MPOIECY PO3POOKH.

[Tarepp MVP no6pe y3romkyerbcst 3 cepeaoBuieM po3poOku irop Unity.
KommonentHna apxitektypa Unity HOpUPOJHO MOEAHYEThCA 3 marepHoM MVP,
OCKUJIBKM KOXXEH KOMIIOHEHT MO’K€ BIAMOBIIATH TMEBHIN poni B Tpiaai MVP. L
1HTerpallist J03BoJIsie Oe3nepenkoHo iHTerpyBatu nareps MVP y npoektu Unity,
MOJIETHIYIOUM TIPOILIEC PO3POOKH Ta YMOXKIIMBIIIOIOYHM Kpally OpraHizaiiio Ta

YIIPaBJIIHHS ITPOBOIO JIOT1KOIO Ta B3aEMOJIIEI0 3 KOPUCTYBAILKUM 1HTEepdeiicom.

2.5 BUCHOBKH 0 JpYyroro po3aiury

OTmxe, aHali3 Ta XapakTepUCTUKAa OO’€KTYy NPOEKTyBaHHS, pa3oM 3
OOTpyHTYBaHHsIM OOpaHUX BapiaHTIB, 3a0e3meuyuiau MIIHUNA GyHIAMEHT ISl
peamizaiii Metu kBamidikamiiHoi pobotu. Onuc anropuTMy Ta MPOTPaMHOTO
3a0€3MeUYEHHsS] BHCBITJIIIOE BHKOPHCTAHHS BIANOBIIHUX (PPEMBOpPKIB Ta MOB
nporpamMyBaHHSl JJIsl JOCSTHEHHS OaxkaHoi (PyHKIIOHAJBHOCTI Ta €(PEeKTUBHOCTI.
Kpim Toro, BuOip Ta OOIpyHTYBaHHS CTPYKTypHU IPOEKTYBaHHS, BKIIIOUAIOUU
npuitHaTTs MVP-naTTepHa npoekTyBaHHS Ta BHOIp KOHKpPETHUX (PpelMBOpKIB,
3a0e3nevyyloTh 100pe OpraHizoBaHy, MOIYJIbHY Ta MHiATpUMYBaHy cuctemy. Lli
MIPKYBaHHSI B CYKYMHOCTI CHPHSIIOTh YCIIINIHIA peaizallii TUMIoMHOT poOOTH, B
pe3yabpTaTi 4yoro OyJ0 CTBOPEHO HAJIMHUN Ta €PEeKTUBHHUI IrpOBUN OAATOK 31

CKJIQJHOO apXITEKTYPOIO Ta Cy4aCHUMU (HpEeiHMBOPKaAMHU.
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PO3/ILI 3.
BUPIIIEHHS ITOCTABJIEHOI B KBAJII®IKALINHIN POBOTI 3AJAUI

3.1  OcHOBHI pillIeHHS 3 peani3allli CHCTeMHU Ta il KOMIIOHEHTIB

Peanizayis namepny MVP

Byno npuifHITO KiIbKa KJIIOYOBHUX pIlIEHb 1100 peanizalii marepny MVP
(Model-View-Presenter), o 3a0e3neunio eheKTUBHE Ta y3Tro/KeHE TPOCKTYBaHHS
KOMITOHEHTIB CUCTEMH.

OnHe 3 OCHOBHHMX PIlIEHb — BCTAHOBUTU YITKUM PO3MOJLT 3aBJaHb MIX
MOJIEJITIO, TPEJCTABIICHHSM 1 Ipe3eHTaToOpoM. Mojieib MpecTaBIise faHi Ta Oi3Hec-
JIOTIKY, TOJIaHHS BIAMOBITAE 3a 1HTepdelc KOpHUCTyBaua Ta MPE3EHTallllo, a
JIOTIOBi/Tad BUICTYIIA€ MOCEPETHUKOM MiX MOJCIUIIO Ta MOJAAHHSIM, IOJICTITYIOYH
KOMYHIKaIIIl0 Ta KOOpJuHaIio. Takuid mojaul J03BOJISE€ 31HCHIOBATH MOAYJIbHY
PO3pOOKY, OCKITTBKH KOKEH KOMIIOHEHT MOKe OyTH pO3p00JIeHUH 1 TPOTECTOBAHUM
HE3aJIEKHO, 1O CIPHUSE€ MTOBTOPHOMY BUKOPHCTAHHIO KOAY 1 HOTO MIATPUMIII.

[HIIMM Ba)XKJTUBUM PIIICHHSIM € BU3HAUYCHHS YITKO BU3HAYEHUX KOHTPAKTIB Ta
iHTEepdeiciB MK MOJEIUII0, MPEACTABICHHAM Ta JIONOBiJaueM. 3aBJsKU
BU3HAUYCHHIO YITKUX 1HTep(deiciB B3aeMoOJis MK KOMIIOHEHTaMU CTa€
CTaH/apTU30BAHOI0, 10 J03BOJISIE OE3MEPEIIKOIHO CIIBIPAIIOBATH Ta 3MEHIIYE
3anexHICTh. L[l KOHTpakTH HaJalTh CXEMY AJI KOMYHIKAlli 1 rapaHTylOTh, LIO
KOXXEH KOMITIOHEHT pOo3yMi€ CBOT 000B’SI3KH 1 B3aEMO/III0 B paMmKax Tpiagu MVP.

Byno npuitHaTO pillieHHs HAJaTH MPIOPUTET 1H €KITIT 3aJIEKHOCTEN SIK METOTY
YIPaBIIHHS 3aJEKHOCTIMU MK KOMIIOHEHTaMH. BukopucroByroun (ppeiiMBOpK
JUISL  1H €KIIT 3aJIeKHOCTEH, Takuil sAK Zenject, 3aJEKHOCTI MOXKHA JIETKO
BOY/IOBYBaTH B presenter, SMEHIITYIOUH TICHUM 3B’ 30K 1 MABUILYIOUH THYUYKICTb.

public class MainScenelnstaller : Monolnstaller

{

public override void InstallBindings()

{
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BindScreens();

private void BindScreens()
{
Container.BindViewAndPresenter<MainMenuScreenView,
MainMenuScreenPresenter>();
Container.BindViewAndPresenter<LobbyPopupView,
LobbyPopupPresenter>();

k
k

Takuit migxim 3a0esnedye BUIBHHN 3B’SI30K MK KOMIIOHGHTAMH, IO
noJierurye MoauQikaiiro, 3aMiHy a00 pPO3MMPEHHA (DYHKIIOHAIBHOCTI, HE
BIUTMBAIOYH Ha BCIO cucTtemMy [16].

Kpim Toro, mporpamyBaHHs1, KEpOBaHE MOAISIMU, OyJI0 OOpAHO K HAWKpaITHii
MEXaHi3M 3B’SI3Ky MDK KommoHeHTaMu. [loaii  10O3BOJISIIOTH  PO3’€qHATU
KOMYHIKaIIiF0, KOJIU OJIMH KOMIOHEHT MOJKE IMOBIJIOMIJISATH 1HII MPO TEBHI Jii ado
3MIHM CTaHy, HE BUMAarar4u MOpsIMUX MOCWIaHb. Take pPO3IIJICHHS IiJIBUIILYE
MOJYJIBHICTb, PO3IIUPIOBAHICT Ta TECTYEMICTh CUCTEMHU.

public class MainMenuScreenView : MonoBehaviour

{

[SerializeField] private Button multiplayerButton;

public event Action ClickedMultiplayerButton;

private void Awake()
{
multiplayerButton.OnClickAsObservable().Subscribe(delegate {
ClickedMultiplayerButton?.Invoke(); })
AddTo(this);
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public class MainMenuScreenPresenter : Ilnitializable
{
private readonly MainMenuScreenView _view;

private readonly ScreenNavigationSystem _screenNavigationSystem;

public MainMenuScreenPresenter(MainMenuScreenView  view,
ScreenNavigationSystem screenNavigationSystem)
{
_View = view;

_screenNavigationSystem = screenNavigationSystem;

public void Initialize()
{
_view.ClickedMultiplayerButton += delegate {
_screenNavigationSystem.Show<LobbyPopupView>(); };

¥

Takoxx Oyno mTpUAHATO PIMIEHHS BUKOPHCTOBYBAaTH KOMIIOHEHTHY
apxitektypy Unity nmns peamizanii narepay MVP. Komnonentu Unity, Taki sk
MonoBehaviours (pucynok 3.1) Tta ScriptableObjects, m00pe y3romkyroThcs 3
KoMrioHeHTaMu MVP (Mmognens, nmonaHHs, nomnoBigad), 3a0e3nedyroun Oe3IIOBHY
IHTErpalilo Ta BUKOPUCTaHHA BOyaoBaHOi ¢yHkIioHansHOCTI Unity nams

MOJICTIIICHHS PO3POOKH.



@ Inspector 0t Pri

[‘Slj' ¥ RedStickman
- Tag Untagged r Default

s Transform

) v capsule Collider

#  Rigidbody

None

Continuous

n v Character View (Script)

n Photon View

Set at runtime
Takeover

Unreliable On Change
Auto Find All

B v Photon Rigidbody View

v Enable teleport for large distances
[Teleport if distance greater than

Synchronize Velocity

Synchrenize Angular Velocity

Add Component

Pucynok 3.1 — MonoBehavours komnonentu Unity Ha irpoBoMy 00’ €KTi

TOJIOBHOTO MTEPCOHAXKY
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OdikyeThCsl, MO 3aBIASKH IIMM KIIOUYOBHMM DPIIICHHSM peati3allis MaTepHy

MVP npussene

0 CTBOPEHHs J00pe CTPYKTYpOBAaHOI,

MOJYJIBHOI1

Ta
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niaATpuMyBaHoi cucteMu. [loais 3aBanb, BU3HAYEHHS KOHTPAKTIB Ta iHTEPGENCIB,
1H’€KINS  3aJIEKHOCTEHM, MporpaMyBaHHs Ha OCHOBI TMOJIA Ta IHTerpamis 3
KOMIIOHEHTHOIO apxiTekTypoio Unity B CYKYNHOCTI COpPHUSAIOTh €PEKTUBHOMY Ta
MacmTaboBaHOMY JAHW3aiiHy, IO CHOpPUsE€ TOBTOPHOMY BHUKOPHUCTAHHIO KOIY,
TECTYBAHHIO Ta THYYKOCTI B MTPOLIECI PO3POOKH.

Imnnemenmayis Zenject gppetimeopky

BropoBamkennss ¢peliMBOpKYy Zenject B cucTeMy Iepeadadae Kiibka
KITIOYOBHX KPOKIB /1715 3a0€3MeUeHHs HOro yCHIIIHOI IHTerpallii Ta BAKOPUCTAHHS B
pamkax npoekty [19].

Bcmanoenenns

[TepiirM KpoKOM € 3aBaHTaXKEHHSI Ta BCTAHOBJICHHS (hpeMBOPKY Zenject 10
npoekty Unity. Ile mMokHa 3poOUTH HIISXOM IMIOPTY BIJMOBIJHOTO IMaKyHKa
Zenject abo 3a JIOIOMOTOI0 MEHEKepa NMaKyHKiB, Hampukian, Unity’s Package
Manager (pucynok 3.2) abo CTOPOHHBOIO MEHEIKepa IaKyHKIB, HAIPHKIA],
OpenUPM.

Hanawmysanns

[Ticnst BcTaHOBJIEHHS Zenject HACTYITHUM KPOKOM € HaJIaIITYBaHHS MPOCKTY
Uit epeKTUBHOTO BHUKOPHUCTaHHS #oro wmoxiauBocTedl. Ile mnependauae
BCTAHOBJICHHSI HEOOX1THUX TPHUB’SA30K 1 3aJIEKHOCTEH, 1100 YMONKIMBUTH 1H EKIIIIO
3anexHocte. [IpuB’s3ku BH3HA4alOTh acoramli MK 1HTepdelicaMu Ta ix
KOHKPETHUMH peanizalisiMy, 110 103BoJIsie€ Zenject BUPIIIYBaTH Ta BIPOBAIKYBATH

3aJICKHOCTI IT1] 4YaC BUKOHAHHS.
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Pucynox 3.2 — BcranoBieHHs ¢ppeiitMBOpKy Zenject

Hanawmyeannsa konmetinepa

[Ticns koH]IrypyBaHHS TPOEKTY HEOOXIHO HaJAIITyBaTH KOHTEHHED
Zenject (pucyHnok 3.3). Konrtelinep ji€ sk IEHTPAJIbHUN PEECTP IUIsl KEpyBaHHS
CTBOPEHHSM OO0’ €KTIB, 1H €KIII€I0 3aJCKHOCTEH Ta BHJAJIICHHSIM 00’€kTiB. BiH
BI/IMOBIZA€ 3a BUPIMICHHS 3aJ€KHOCTEH 1 CTBOPEHHS €K3eMIUIAPIB 00’€KTIB 3a

3aIIUTOM.
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Project Context (Script)
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v
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Add Component

Pucynox 3.3 — HamamryBanHs romoBHOro KoHTeHEpY Project Context

Cknao 06 ‘ekmis

[Ticns HanmamTyBaHHS KOHTEHHEpA HACTYITHUM KPOKOM € BU3HAYEHHS CKIIATy
o0’extiB y cucremi. Ile mnepembayae CTBOPEHHSI CKPUIITOBUX 00’ €EKTIB,
MOHOMOBEIHOK a00 IHIIMX KOMIIOHEHTIB, 0 SKMX OyayThb J0JlaHi HEOOXigH1
3anexHOoCTI [5]. 3anexHoCTI MOXKYTh OyTH JI0/1aHI Yepe3 iH €KIiI0 KOHCTPYKTOpa,
1H €KIIII0 BJIACTUBOCTI a00 1H EKIII0 METOMAY, 3aJeKHO BiJ KOHKPETHHX MOTpPeO
KOXKHOTO KOMITOHEHTA.

36’a3ysanns ma in 'exyis

[Ticns Toro, sk 00’€KTH BHU3HAYEHO, HACTYIMHUM KPOKOM € BCTaHOBJICHHSI
HEOOXITHUX 3B’S3KIB Ta 1H €KINS 3aJeKHOCTEH Yy BIAMOBIIHI KOMIIOHEHTH.
[TpuB’s13k1 MOKYTh OyTH BCTAaHOBJICHI 3a ToroMororo 3pyuHoro API Zenject abo 3a
JIOTIOMOTOI0  KOH(IrypauiiHux QainiB, Takux fAK I1HCTaIATOpu Zenject abo
CKPHUIITOBI IHCTAIATOPH 00’ €KTIB. 3aJIEKHOCTI MOKHA BCTABJISITH, BKa3ylOUn Oa)kaHi
TOYKHU BOYJIOBYBaHHS B KOMIIOHCHTAX.

public class GameScenelnstaller : Monolnstaller

{

public override void InstallBindings()



32

BindControllers();
BindObjects();
BindInput();
}
private void BindControllers()
{
Container.BindInterfacesAndSelfTo<CharactersController>().AsSingle().No
nLazy();

}
private void BindObjects()

{
Container.BindInterfacesAndSelfTo<CharacterView>().FromComponentsin
Hierarchy().AsSingle();

}
private void BindInput()

{

#if IUNITY_EDITOR && (UNITY_ANDROID || UNITY_IOS)

Container.BindInterfacesAndSelfTo<MobilelnputService>().AsSingle().Non
Lazy();

#else

Container.BindInterfacesAndSelfTo<StandalonelnputService>().AsSingle().
NonLazy();

#endif

¥
k

Tecmysanns ma éanioayis
[Ticns BmpoBamxkeHHsT Zenject Ta 1H'EKIIi 3aJEKHOCTEH  BaXKIMBO
NpoTEeCTyBaTH Ta MepeBipuTH (GYyHKUIOHAIBHICT, cuctemu. lle mnepenbauae

HAIMMCAaHHSA MOJYJBHUX TECTIB JJISI OKPEMUX KOMITOHEHTIB, 100 IEPEKOHATHCS, 1110
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3QJICKHOCTI TNPABUJILHO BHUPIMIYIOTBCS 1 JOCSATaEThes OakaHa IOBEJIIHKA.
TectyBaHHs jomnoMarae BUSBUTH Oy/b-sKi TpoOjieMu ad0 OMUJIKU B peaizaliii 1
JI03BOJIsIE€ HA paHHIM CTa/li BUSBUTHU 1 BUPIIIKUTH MOTEHIIHHI IPOoOIeMHu.

JloTpuMyrOYHCh MUX KIIOYOBUX KpOKIB, (pelMBOpK Zenject Oyiio
IHTETPOBAHO B CUCTEMY, IO J03BOJS€ €()EKTHUBHO BIPOBAKYBATH 3aJIEKHOCTI 1
CIPHUSATH CTBOPEHHIO MOJYJIBHOTO 1 MiATpUMyBaHOTO Koay. Etanu koHdirypaiiii,
HaJIalITyBaHHS KOHTEMHEPIB, KOMIIO3UINI 00 €KTIB, 3B’SI3yBaHHA, 1H €KIIIi,
TECTYBaHHS Ta BaliJallii rapaHTyIOTh, 10 Zenject BIPOBAIKEHO MPABUIBHO Ta
BUKOPHUCTAHO JUIsl MOKPAIICHHS 3arajibHOTO MPOIECy PO3POOKH Ta BIIOCKOHATICHHS
apXITEKTYpPU CUCTEMHU.

Cmeopenns 6a308ux mMexanik, 06’ '€kmie Ha cyeHi ma KOpucmy8aibHUYbK020

inmepdgeticy

[Ilo6 cTBOpuTH 0a30BYy MexaHiKy, 00’€KTHM Ha CIIEHI Ta KOPUCTYBallbKUN
iarepdetic (UI) mist irpoBoro g01aTky, Oyja0 BUKOHAHO KiJTbKa KIIFOUOBHUX KPOKIB.

[To-nepite, BU3HaYE€HO OCHOBHI MEXaHIKH I'PH, TaK1 sIK pyX IPaBIIsl, B3aEMOIIs
3 00’ €KTaMU Ta BUPIIIEHHS TOJ0BOJIOMOK. [{e mepenbdauano po3poOKy Ta peanizaiiito
HEOOXITHUX CKPHUNTIB 1 KOMIIOHEHTIB JUIsi poOOTH 3 IIMMU MEXaHI3MaMH,
3a0e3Meuyr0UH TIAaBHUH Ta IHTYITHBHO 3p03yMuIMi irpoBuii mporec [7].

Hactynui monst € BaXJIMBUMU KOMIIOHEHTAMU CKPHUNTY  TPaBIs:
characterType (BUKOpPHUCTOBYEThCS [UIsi BHU3HAUYEHHS THUIy I[EPCOHAXKA),
characterAnimations (BuJ, IO BiANMOBiZa€e 3a aHiMarllilo mepcoHaxka), Speed
(mpencraBisie MBUAKICTh pyXy), JumpForce (Bu3Hauae cuiy, 10 3aCTOCOBYETHCS
nasi crpubOka),  RotationSpeed — (BuzHawae — mBHUAKICTE  0OepTaHHS),
MinDistanceToGround (Bu3Hauae MiHIMaJabHY BIJCTaHb BiJ TpaBIlsd 10 3€MII),
GravityScale (Bu3Hauae mkamy TpaBiTamii 1js TpaBis), transform (MicTHTH
KOMIOHEHT TpaHchopmMarii rpaBipi), rigidbody (mocunaerbcsi Ha KOMIIOHEHT
YKOPCTKOTO Tisia TpaBisi), photonView (mocmmaerbes Ha kKoMmrmoHeHT PhotonView
JUISt 0araToKOpHUCTyBaIbKOT CUHXPOHI3aIlii), _characterAnimationType
(npencraBnsie TN aHiMmanii nepcoHaxa) Ta _isGrounded (Bka3zye, 4M TpaBellb

3a3eMJICHUM ).



[SerializeField] private CharacterType characterType;
[SerializeField] private CharacterAnimationsView characterAnimations;
private const float Speed = 6;

private const float JumpForce = 11;

private const float RotationSpeed = 30;

private const float MinDistanceToGround = 0.3f;

private const float GravityScale = 1.5f;

private Transform _transform;

private Rigidbody _rigidbody;

private PhotonView _photonView;

private CharacterAnimationType _characterAnimationType;
private bool _isGrounded = true;

public CharacterType CharacterType => characterType;

public PhotonView PhotonView => _photonView;
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TakoX CKpUIT rpaBUs y JUIUIOMHOMY IMPOEKTI MICTUTh HACTYIIHI METOIU

HaIpsIMKY .

public void Move(float directionX)
{
Vector3 velocity = _rigidbody.velocity;
velocity.x = directionX * Speed,;
_rigidbody.velocity = velocity;
Vector3 gravity = -Physics.gravity.y * GravityScale * Vector3.down;

I pyxy Ta B3aemoii 3 00’ ekram: Move(float directionX), sikuii Binmosigae 3a pyx
IpaBIls Ta 3aCTOCYBaHHS IpaBiTalii, JUMpP() 1151 BAKOHAHHS CTpUOKa, SKIIO I'paBelb
3azemiicHuid, Ta Awake() mis iHimiamizamii HEOOXiTHUX KOMIIOHEHTIB, TaKHX SIK
transform, rigidbody ta PhotonView. Kpim toro, ckpunt mictuts Update() mis
OHOBJIEHHA aHiMmauii nepcoHaxa, IsGrounded() ana mnepeBipku, YW TpaBellb
3a3eMJICHUI 3a JOTOMOTOI0 MpomeHeBoro kactuHry, Ta UpdateRotation(float

directionX) mist 0O0poOku oOepTaHHS MOJENl TpaBlsg Ha OCHOBI BBEICHOTO
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_rigidbody.AddForce(gravity, ForceMode.Acceleration);
_isGrounded = IsGrounded();
UpdateRotation(directionX);

}
public void Jump()
{
if (_isGrounded)
{
_rigidbody.velocity = new Vector3(_rigidbody.velocity.x, JumpForce,
0f);
}
}
private void Awake()
{
_transform = transform;
_rigidbody = GetComponent<Rigidbody>();
_photonView = GetComponent<PhotonView>();
}

Meron IsGrounded() y ckpurti rpaBiisi IEpEBIpsi€, YU € MEPCOHAXK HA JAHHM
MOMEHT 3a3€MJIEHUM, BUKOHYIOUM MPOMIHb BHU3 3 MEBHOI MO3UIIII 1 TOBEPTAIOYU
true, SKIIO TMPOMIHb TMOTpAaIUIsiE HAa HETPUTEPHUM KOJaaep, a MeTol
UpdateRotation() oHOBIIOE OOEpTaHHS MOJENl TpaBlsl HAa OCHOBI HAIpPSIMKY
BBEJICHHS, TUIAaBHO MEPEXOJA4r J0 MOTPiOHOro KyTa 3a gomomoror LerpAngle 1
BCTAHOBITIOIOYH 00epTaHHs TpaHchopmarllii BiIMOBITHAM YAHOM.

private bool IsGrounded()

{

bool isGrounded = false;
Vector3 raycastOrigin = _transform.position;

raycastOrigin.y += MinDistanceToGround / 2;
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if (Physics.Raycast(raycastOrigin, Vector3.down, out RaycastHit
raycastHit, MinDistanceToGround))

{
isGrounded = IraycastHit.collider.isTrigger;
}
return isGrounded;
¥
private void UpdateRotation(float directionX)
{
float desiredAngle = directionX switch
{
<0=>90,
>0 =>-90,
_=>0
¥
float targetAngle =  Mathf.LerpAngle(_transform.eulerAngles.y,

desiredAngle, RotationSpeed * Time.deltaTime);

_transform.rotation = Quaternion.Euler(0, targetAngle, 0);

k
k

JHam Oyno cTBopeHO 00’€KTH Ha CILIEHI Ta MPaBWJIBHO iX po3TamoBaHo. Lle
BKJIIOYAJI0O B ceOe MpoekTyBaHHs Ta MojeiroBaHHs 3D-aktusiB (pucynok 3.4), i
PO3MIIIICHHS iX y IrPOBOMY CBIiTi 3a JIOIOMOTOI0 penakropa cieH Unity (prcyHOK
3.5). OO’exTH TOBUHHI BIAMOBIAATH MEXaHII[I TPU Ta CIYI'yBaTH CBOEMY
MpU3HAYEHHIO0, Oynb TO TEPEmKOad, IIaTOpMH, KOJEKIHHI TpeIMeTH Yu

CJIEMEHTH TOJIOBOJIOMKH [1].
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Pucynox 3.5 — O6’extu Ha clieHi
EnemenTtn kopucrtyBaupkoro intepdeicy Oynu po3poOiieHi Ta peaizoBaHi
Tak, mo0 3abe3meuntn Oe3mepediliHy pobOTy KopucTyBaya (pucyHok 3.6). Lle
nepeadano CTBOPEHHS TMOJOTEH 1HTepdeicy, KHOIMOK, HAMWCIB Ta 1HIIHMX

IHTEPAKTUBHUX €JIEMEHTIB, Kl TOJIETIIYIOTh BBEJCHHS Ta 3BOPOTHIN 3B 430K 3
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rpaBueM [3]. Iatepdeiic cTaB iHTYITUBHO 3pO3yMIJIMM, Bi3yajlbHO MPUBAOIUBHUM 1

BIJIMOBIIa€ 3arajbHIi TeM1 Ta CTUJIIO TPH.

Pucynox 3.6 — Expan nouryky Ta CTBOpEHHS! KIMHAT JIJIsl TpU

[Tics Toro, Ik MEeXaHiKu, 00’ €KTH Ta elIeMeHTH iHTepdelicy Oynu BU3HAYECHI,
OyJ0 HamucaHoO CIeHapid 1 mporpamy, o0 BTUIMTH iX y XUTTA. CroAu BXOIUTbH
HAIMCaHHS KOAY Uil OOpOOKM BBOJY TpaBIls, B3aeMoAil 00’€KTiB, (i3MYHOTO
MOJICNIIOBAHHS, aHiMaIli Ta IHmMUX crneuudiuanx ans rpu Qyskiid. Crenapii
opranizoBani (pucyHok 3.7), MOIyJIbHI Ta 100pe 3a0KyMEHTOBAHI I 3pY4YHOCTI

00CIIyroByBaHHS Ta MaOyTHIX YIOCKOHAJICHb.
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C# Connector.cs
C# IPunManager.cs
C# Matchmaker.cs
C# PhotonEventCode.cs
C# PunManager.cs
v [ Data
v [ DataProxy
> [ Player

C# IDataPr

™ Gameplay

> [ Character
> [ Lake

™ Infra

> [ GameStateMachine

> [ SceneManagement

™ Installers
CH# GameScenelnstaller.cs
C# MainScenelnstaller.cs
C# ProjectContextlnstaller.cs
™ Screens
™ Services
> [ Gamelnput
> [ Saveload
> [ utils

Pucynok 3.7 — CTpyKTypa CKPHUNTIB POEKTY

Iumeepayis mepedicesozo gpetimsopky Photon Unity Networking 2 ona
bazamoxopucmysaybKux ieop
CrouaTky ¢peliMBOpK OyJio 3aBaHTakeHO 3a jgomomoror Unity Package

Manager (pucynok 3.8) Ta imnoproBaHo a0 npoekty Unity.
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Pucynok 3.8 — 3aBantaxkenns Photon Unity Networking 2

Jlami mpoekT OyJ10 HaJaIITOBAHO JIl BCTAHOBJICHHS 3’ €JIHAHHS 3 CEpBEpaMu
Photon. Bynu Bu3HaueHi BIMOBIIHI MEPEKEB1 HATAIITYBAaHHSI, BKJIFOUAIOYH aJpecy
cepBepa, HOMEp MOPTY Ta MPOTOKON 3’e€nHaHHA. 1[I HamamTyBaHHS J103BOJIHIIA
ICPOBOMY JOJIaTKy BCTAHOBHUTH HaJIfHE Ta Oe€3ledHe 3’€JHaHHSA 3 XMapHUMU

cepBicamu DOTOH.
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Pucynok 3.9 — HanamryBaHHs Ta BCTAHOBJICHHS 3’ €THAHHS B cepBepamu Photon

[Ticns xoudiryparii Oyna CHpoeKTOBaHa Ta peali3oBaHa MeEpexeBa

apxitektypa. lle BKiIro4ano BU3HaUCHHS MEPEKEBUX 00’ €KTIB, TAKUX SIK MEPCOHAXKI
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I'paBIIIB, IFPOBI1 MIPEAMETH Ta IHTEPAKTUBHI €JIEMEHTH, a TAKOK CUHXPOHI3al11k0 IXHIX
CTaHIB y Mepexi. Bylo CTBOPEHO KOpPHCTYBallbKy MEpEXEBY MOBEAIHKY LIS
00poOKK 00’€KTiB, Tiepeaadi MpaB BIACHOCTI Ta BIIJAJICHUX BUKIMKIB MPOLEIAYP
(RPC), mo6 3abe3meynT MOCHII0BHUNA 1 CHHXPOHI30BaHUM ITPOBUH MPOIIEC IS
BCIX TIJKIIOUYCHUX TPABIIIB.

Kpim Toro, Oymm CTBOpeHI MepekeBl TIOAllI Ta CHCTEMH OOMIHY
MOBIJJOMJICHHSMH JIJIsl TIOJIETIICHHS KOMYHiKalii MK rpaBigsMu. Lle Bkirouano
BIIPOBA/DKCHHS MeEXaHI3MIB 00poOkum momiii Photon, mo mo3Boimio TpaBmsm
HAJICWJIATH Ta OTPUMYBATH TMOBIJOMJICHHS, CIOBIIICHHS Ta OHOBJIEHHS B PEXUMI
peanbHoro  4acy. Ile  3a0e3meumsio  Oe3mepediiiHy Ta  €QEKTUBHY
0araToKOpHCTYBALIbKY B3a€EMOJIIO B IP1.

[Ilo6 3abe3neuntu Oe3mepediliHy OaraTOKOPUCTYBAIbKY B3a€MOJIiI0, OyJO
peanizoBaHO (YHKIIi 3HAloMCTBAa TpaBLIB Ta YIOpaBIlHHA KIMHaTamu 3
BukopuctanuaMm APl nns 3HaliomcTBa Ta cTBOpeHHs KiMmHAT Bim Photon. Ile
JTIO3BOJIMJIO TPaBLSAM MpUEAHYBATHCS a00 CTBOPIOBATH ITPOBI KIMHATH, UIyKaTH
JOCTYITHI MaT4l Ha OCHOBI OaXaHUX KpUTEPIiB Ta €(EKTUBHO KEPYBATH ITPOBUMU
CECISIMH.

3miHHi Ta moxii kimacy Mtchmaker 3 ¢yHkmissMu 3HaiiOMCTBa T'paBIliB Ta
yIIpaBJIiHHS KIMHATAMU

private const int MaxPlayers = 2;

private readonly IPunManager _punManager;

private readonly Connector _connector;

private readonly ReactiveProperty<int> playersCount = new();
private readonly CompositeDisposable _compositeDisposable = new();
private List<RoomInfo> _roomInfos;

private string _gameSceneName;

private readonly Subject<bool> _joiningRoom = new();

private readonly Subject<bool> _joinedRoom = new();

private readonly Subject<bool> _startingGame = new();

public I0bservable<bool> JoinedRoom => _joinedRoom;
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public 10bservable<bool> JoiningRoom => _joiningRoom;
public 10bservable<bool> StartingGame => _startingGame;

public IReactiveProperty<int> PlayersCount => playersCount;

Ckpunt Matchmaker Bxirogae B cebe MeToau 3 3 PYHKITISIMA CTBOPEHHS 200
OIAKIIOYEHHS [0 KIMHAT Ta 3HaiiomcTBa rpaBiiB. JoinRandomRoom(string
gameSceneName) 1HILIIOE TPUETHAHHS  BHUMAQJAKOBOI  KIMHATH  IIUISIXOM
MIIKITIOYCHHS 710 JI0O01 Ta BUKIMKY mnporeaypH, JoinRoom() oOGpoGise mporiec
MpPUEIHAHHS KIMHATH, TEPEBIPSIIOYM JIOCTYMHI KIMHATH, COPTYIOYM iX Ha OCHOBI
KUJIBKOCTI T'PABI[IB Ta NPUEAHYIOUHUCH O ICHYI0YO1 KIMHATH a00 CTBOPIOIOYHM HOBY
KIMHATYy, SIKIIIO HE 3HANIEHO >KOJIHOI MIIXOASII01 KIMHATH.

public void JoinRandomRoom(string gameSceneName)
{
_gameSceneName = gameSceneName;
_connector.ConnectToLobby(Connector.DefaultLobby,
delegate { MainThreadDispatcher.StartCoroutine(JoinRoom()); });

private IEnumerator JoinRoom()
{
yield return new WaitWhile(() => _roomlInfos == null);
_playersCount.Value = 1;
_joiningRoom.OnNext(true);
PhotonNetwork.AutomaticallySyncScene = true;
_punManager.JoinedRoom.Take(1).Subscribe(delegate {
OnJoinedRoom(); }).AddTo(_compositeDisposable);
List<RoomInfo> list = _roominfos.Where(info => info.IsOpen &&
info.PlayerCount < info.MaxPlayers).ToList();
if (list. Any())

{
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list.Sort((roomInfoA, roominfoB) => roominfoA.PlayerCount -
roomIinfoB.PlayerCount);

RoomlInfo roominfo = list.Last();

PhotonNetwork.JoinRoom(roomInfo.Name);

}

else
{
PhotonNetwork.CreateRoom(Random.Range(1, 101).ToString(),
new RoomOptions
{
IsVisible = true,
IsOpen = true,
MaxPlayers = MaxPlayers,
PlayerTtl =0,

CleanupCacheOnLeave = false,

bk

Meron OnlJoinedRoom() y ckpunti Matchmaker o6poGmsie naii, 1m0
BUKOHYIOTbCSI TPH YCHIIIHOMY NpPHUEIHAHHI 10 KIMHATH, Taki SIK OHOBJIEHHS
KUTBKOCTI TPaBIlIB, IMIAMKCKA Ha TMOAIi BXOAY Ta BHUXOAY TIpaBIiB 3 KIMHATH,
aBTOMAaTUYHA CUHXPOHI3aIlis CLIEHH, IEPEBIPKa MAKCUMAJIbHOT KIJIbKOCTI TpaBLiB Ta
1HILIFOBAHHS TMPOILIECY 3aIlyCKy I'PH, a TaKOXK 3aBAHTAXEHHS 1TPOBOI CLEHH, SKILO
MOTOYHUH KIIIEHT € TOJIOBHUM KIJIIEHTOM.

private void OnJoinedRoom()

{

Debug.Log(*"Joined room");
_joinedRoom.OnNext(true);
_playersCount.Value = PhotonNetwork.CurrentRoom.PlayerCount;
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_punManager.PlayerEnteredRoom.Subscribe(delegate
{

_playersCount.VValue = PhotonNetwork.CurrentRoom.PlayerCount;
}).AddTo(_compositeDisposable);
_punManager.PlayerLeftRoom.Subscribe(delegate
{

_playersCount.Value = PhotonNetwork.CurrentRoom.PlayerCount;
}.AddTo(_compositeDisposable);
PhotonNetwork.AutomaticallySyncScene = true;
_playersCount.Where(i => [ ==

PhotonNetwork.CurrentRoom.MaxPlayers).Take(1).Subscribe(delegate

{
if (PhotonNetwork.IsMasterClient)

{
PhotonNetwork.CurrentRoom.IsOpen = false;
PhotonNetwork.CurrentRoom.IsVisible = false;

}
Observable. Timer(TimeSpan.FromSeconds(1)).Subscribe(delegate

{
_startingGame.OnNext(true);
if ('PhotonNetwork.IsMasterClient) return;
PhotonNetwork.LoadLevel(_gameSceneName);

b
}).AddTo(_compositeDisposable);

¥

[IpoTsirom ycboro mporecy peaiiszallii MpoBOAUIOCS PETEbHE TeCTyBaHHS
JUTs1 3a0e3MeUeHHs HaIHHOCTI Ta CTa0lIbHOCTI MEPEKEBOT0 IrPOBOTO MPOIIECY.

3aBAsSKY YCHINIHOMY BIIPOBaHKeHHIO GpeiimBopky Photon Unity Networking
2, cucTeMa JocArjia HaJaliHOI Ta MaciTaboBaHOI 0araToOKOPHUCTYBAaIbKOT

(GyHKIIIOHATBLHOCTI B PEKHUMI PEaIbHOTO Yacy.
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3.2 IucTpykiis poOOTH KOpUCTYBaya 3 CUCTEMOIO.

L[5 iHCTPYKIIiS HAJACTh OCHOBHI BKa31BKU Ta 1HGOPMAIIO, SIKI JOTIOMOXKYTh
e(eKTHUBHO OPIEHTYBATHCS B CUCTEMI Ta KOPUCTYBATHUCS HEIO.

Ozna0 cucmemu

IrpoBuii ogaTok siBiIsIE 0000 OaraTokopucTyBallbkuii 3D-mmatdopmep 3
eJIEeMEHTaMH T'OJIOBOJIOMKH, PO3PaXOBaHMM Ha JBOX TpaBIliB. MeTa rpu mojisrae y
CHIBIIPAlli 3 BAIlIUM MTAPTHEPOM JIJIsI [TOI0JIaHHS BUKJIMKIB, BUPIIIICHHS TOJIOBOJIOMOK
1 TOCSATHEHHS KIHIISI KOYKHOTO PiBHS.

llouamox epu

[Ticns 3anmycky Tpu 3’SIBUTBCA €KpaH TOJ0BHOro MeHio (pucyHok 3.10). Ha
HbOMY MO’KHA pO3[I0YaTH HOBY I'py, 3MIHUTH HaJallITyBaHHS a00 OTpUMATH TOCTYI

JI0 TOJJATKOBUX (PYHKIIii.

RED AnD BLUE

" MULTIPLAYER

Pucynok 3.10 — ["'onoBHE MeHIO
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Enemenmu xepysanns eporo

[Ilo6 mepecyBaTucs, cTpubaTH, B3aEMOMIATH 3 00 ’€KTaMU Ta BUKOHYBATH
1HIN i1, HeoOX1AHI AJI1 MPOXOKEHHS TPU MOTPIOHO BUKOPUCTOBYBATHU KJIaBIII
WAD Ha knaBiatypi.

Ieposuu npoyec

I'pa ckimamaerbes 3 IEKIILKOX PIBHIB, KOXKEH 3 SIKUX MPEJICTABIISE YHIKATbHI
3aBAaHHs Ta TOJ0BOJOMKHU. [loTpiOHO mpairoBaTd pa3oM 3 MapTHEPOM, 100
MOJI0JIATH TEPEIIKOIU Ta BUPIMIUTH rojioBojJoMKu. KoMyHikaris Ta coiBmpans -
Kiou 0 ycmixy. [loTpiOHO 3BepTatd yBary Ha MiJKa3KM HABKOJUITHBOTO
cepenoBuIa, 00’ €KTH Ta IHTEPAKTUBHI €JIEMEHTH, 1100 3HAUTH PIIICHHS 1 EPEHUTH
Ha HACTYNHHWI piBeHb. MO’KHA BIJICTE€KYBaTH CBIM MpOrpec 1 MOTOYHI LIl 3a
JIOTIOMOTOI0 €KPaHHUX €JIEMEHTIB iHTepdeicy.

bacamoxopucmysayvki ynxyii

IrpoBuit 10/1aTOK BUKOPUCTOBYE 0araTOKOPUCTYBAILIbKY (PYHKIIIIO B PEKUMI
peanbHOro 4acy, 110 JO03BOJISE MIIKII0YAaTUCA Ta TPAaTy 3 1HIIUM TpaBieM. MoxxHa
MPUETHATUCS IO CUCTEMH TOIIYKY NapTHEPIB, 00 3HANTH MIIXOIAIIOr0 NapTHEpa
a00 CTBOPUTH BJIACHY KIMHATY JUIS TPH.

3b6epestcennn ma 3a8aHMANCEHHS.

['pa aBTOMaTHuHO 30€pirae mporpec micis 3aBepiieHHs piBHs (pucyHok 3.11).

Mo>kHa POOBKUTH TPY 3 TOTO MICIS, HA IKOMY 3yTTUHUIIHCS.

&f Pepaktop peectpa - O X
®avin [lpaska Bwa MszbpanHoe Cnpaeka
Komnorotep\HKEY_CURRENT_USER\SOFTWARE\Unity\UnityEditor\DefaultCompany\red_and_blue

New Unity Project ~ || Uma Tun
Practical work #1

3HaueHwne

ab|(Mo ymonuanuo) REG_SZ (3HaueHwWe He NPUCBOEHO)

red_and_blue

UnityProgramming
UnityProgramming
UnityProgramming
UnityProgramming
UnityProgramming
UnityProgramming
UnityProgramming

HowToRuildVanrGame

>

s| GameData_h509..

#s|PUNCloudBestRe...

W8/ unity.cloud_useri...

ol

#s|UnityGraphicsQu...

We| Unity.player_sessi..
el Unity.player sessi...

REG_BINARY
REG_BINARY
REG_BINARY
REG_BINARY
REG_BINARY
REG_DWORD

7b22706C 61796572 4d 6f 64 65 6c 22 3a 7b 22 ..
65753b38333b657500

37356634 62 36 38 61 36 62 39 61 66 61 66 34 34.
31323600

3239 34 37 38 38 39 30 36 37 34 32 38 30 37 32 35..
0x00000005 (5)

Pucynox 3.11 — 36epexeHHuii mporpec rpu B peecTpi
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3.3  BucHOBKHU 10 TPETHOTO PO3ALTY

OTxe, KIIOYOBI pIIIEHHS, MPUMHATI MiJ Yac peaji3allili CHUCTEMH, Taki sK
NPUHHATTS naTepHy npoekTyBanHsd MVP, Bukopuctanus ¢ppeiiMBopKky Zenject s
edekTUBHOI 1H €Ki 3anexHocTed Ta iHTerpamis Photon Unity Networking 2 s
0araToKOpHUCTyBaIbKOi (PYHKIIIOHAJIBHOCTI B PEXKHUMI PEAJIbHOTO 4acy, CIPHUSIIU
YCIIIIHIN peaizalii mijied poOoTH.

[HCTpyKIIE pOOOTM KOpUCTyBaya 3 CHUCTEMOIO HAJa€ KOPUCTyBayam
BCEOIYHUM OIS ITPOBOTO JIOAATKy Ta MOT0 MOXKIMBOCTEH. BiH mpomoHye 4iTki
IHCTPYKII1 OO0 MOYaTKy pOOOTH, PO3YMIHHS MEXAHIKM ITPOBOTO IpOIECy Ta
Hapirauii B Tpi. JloTpuMyro4unch NOCIOHHMKA, KOPHCTYBaul MOXYTh JIETKO
JOJTy4aTHCsl 10 0araTrOKOPHUCTYBAIlbKO1 CIIBIIpalll, BUPIITYBaTH TOJIOBOJOMKHU Ta
MPOXOJUTH PiBHI 0€3 MEPENIKO/ 1 3 3aJ0BOJICHHSIM.

Pazom 111 po3aiiu 1eMOHCTPYIOTh TPOIyMaHe MIaHyBaHHS, TEXHIUHI PIIICHHS
Ta OPIEHTOBAHMI HA KOPUCTYBaya IiIX11, 3aCTOCOBAHUI I1]] 4ac pO3pPOOKH IrpOBOTO
nonatky. KirodoBi pimeHHsI Ta KEPIBHUITBO KOPHUCTyBada CIYTyIOTh BaXKJIMBUMU
KOMITOHEHTAaMH y CTBOPEHH1 J00pe NpoJayMaHOoi Ta 3py4yHOI JJii KOpUCTyBaua

CUCTEMH, SIKa BIAMOBIA€E IIJISIM TUTJIOMHOT POOOTH.
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BHUCHOBKMU

Y xomi poboTH HaJ IUILNIOMHOIO POOOTOI0 OYyJI0 YCHIIIHO PO3poOJeHO
IrpOBUI JIOJIAaTOK CKJIAIHOT apXITeKTypu B cepeaoBuili Unity 3 BUKOPUCTaHHSIM
¢peiimBopkiB.  PeamizoBaHmii = mporpamMHHi  TPOAYKT  SIBIsiE  COOOIO
OararokopuctyBalbkuii 3D-mnatdopmep 3 rojioBOJIOMKaMH, IO BKIIIOYA€E B cede
CydacHI TEXHOJOTIi Ta MaTepHH AW3aiHy I 3a0e3MeUYeHHs 3aXOIUTI0IYO0ro Ta
CHUIBHOTO IrPOBOTO JOCBITY.

Ha ocHOBiI KpUTHYHOrO aHamizy Ta JOCHIKEHb OyJIM TPUHHATI KIHOYOBI
pimieHHs o0 peamsauli cucremu. [IpuitHaTTsa mabdnony npoexkryBanas Model-
View-Presenter (MVP) 3a0e3neuniio CTpyKTypOBaHUN 1 MOJIYJBHHN MiAXiJT 1O
apXITeKTYpH TMPOrpaMHOro 3a0€3MEYeHHs, [0 MOJETWI0 MIATPUMKY Ta
po3mMpeHHs konay. IHrerpaimiss Takux (peHMBOpPKIB, sK Zenject mjid 1H €Ki
3anmexHoctet Ta Photon Unity Networking 2 nams  6GararokopucTyBaibKoi
(GyHKIIIOHATBHOCTI B peaIbHOMY 4aci, 3HAYHO MOKpaIluia Mpoiec po3poOKu Ta
JTI03BOJIAJIA CTBOPUTHU Oe3nepebiitHuil MepeKeBUi TeMILIEH.

[Iporpamuuii IpoOyKT MPOJEMOHCTPYBAB CBOIO €(DEKTUBHICTH Ta MIPAKTUYHY
3HAYYIIICTh B 1rpoBii 1HAYCTpli. [lociOHMK KOpUcTyBaya MICTUTh YITKI 1IHCTPYKIIT
Ta pPEeKOMEHMAIlli JUIs TPaBIliB, IO JIO3BOJIIE iM JIETKO OpPIEHTYBAaTHUCS B TPi,
CIIBIPAITIOBATH 3 IHIITUMH Ta JI0JaTH TpyaHOIIi. IrpoBa MexaHika, Ju3aifH piBHIB Ta
KOpUCTYBallbkUil 1HTepdeiic Oyiaum peTeabHO Ppo3poOJIeHI [JIsi  CTBOPECHHS
3aXOILTIOI0YOT0 Ta MPUEMHOTIO iIrpOBOTO JIOCBIY.

[TepeBaramu po3po0JIEHOr0 MPOTPAMHOTO MIPOYKTY € HaJllHA apXITEKTypa,
edeKkTBHA OaraToKOpHUCTyBallbka (DYHKIIOHAJIBHICTh Ta 3pY4YHUH 1HTEpQENic.
Peanizamis marepHy npoekryBanas MVP 3abesneuye wiTkuil po3moais 3aBaaHb i
MOJIETIIY€ MallOyTHI OHOBJICHHS Ta BAOCKOHaNeHHs. Bukopucrtanus Photon Unity
Networking 2 ymoxiuBitoe Oe3nepediiiHy 6araTOKOpHUCTYBallbKy B3a€EMOII0 Ta
CUHXPOHI3Y€ ITPOBUI TIPOIIEC 3a PI3HUX MEPEKEBUX YMOB.

OnHak Ba)XJIMBO BU3HATHU II€BHI OOMEKEHHS Ta MOTEHIIIMHI MOKJIIUBOCTI JJIA

BJIOCKOHAJICHHS. Ha TpoayKTHUBHICTH IrpOBOI MpPOTpaMyd MOXKYTh BIUIUBATH
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3aTPUMKH B MEPEXi Ta KUIbKICTh OJJHOYACHUX TpaBIliB. [loganbpina ontuMizalis Ta
MIpPKYBaHHSI 010 MacIITa0yBaHHS MOKYTh IMMOKPAITUTH 3arajbHUMN JOCBI] I'PaBIIiB.
KpiMm Toro, po3mmpeHHs KOHTEHTY TPH, BKIIOYaI0YH OUIbIIE PiBHIB, TOJIOBOJIOMOK
1 GyHKIH, 3a0e3neunso 0 po3MMPEHUH IIPOBHI MPOIIEC 1 MiABUIIUIO O I[IHHICTh
MTOBTOPHOTO TIPOXOKEHHS.

3 TOYKM 30pYy 3aCTOCYBaHHS B MHUTHHUX OpraHax Ta IHIIMX YyCTaHOBaXx,
NpPOrpaMHUl MPOAYKT € TPHUKIAIOM BHUKOPHUCTAHHS CKJIQJHOI apXITEeKTypu Ta
cydacHUX (pPEHMBOPKIB MJIsi PO3BaXATBHUX IIUICH a00 HaBYaHHS KOPUCTYBadiB.
Peanizaiiisi 6araTokopucTyBalbkoi (DyHKIIIOHAILHOCTI B PEXUMI PEabHOTO 4Yacy
MOXe OyTHM ajJanToBaHa [0 PI3HUX CHEHapiiB, L0 BUMAaralTh CHIBIpali Ta
KOMYHIKaIlil MK KOpUCTyBayaMH.

Takum 4YWHOM, B JaHIl JMIUIOMHIA POOOTI OyJI0 YCIIIIHO PO3p0OJIeHO
IrpOBUI  TOJJATOK 31 CKJATHOIO apXITEeKTypor 3 BukopuctandsM Unity Ta
dbpeitmBopkiB. [IporpaMuuii MpoyKT JEMOHCTPYE €PEKTUBHY peai3allilo marepHy
muzaitny  MVP,  Buxopucranus Photon  Unity Networking 2  nmns
OaraTokopucTyBalbKoi (DYHKI[IOHATBLHOCTI Ta 1HTErpaiio Zenject 11 ePeKTUBHOT
1H €K1l 3anexxHocTe. Bona 3a0esnedye 3aXOIUTIOOYUN  ITPOBUH  JOCBI,
JEMOHCTPYIOUH IMOTEHI1aJ ii 32CTOCYBAHHS B MUTHUX OPTaHax Ta IHIIKUX yCTaHOBAX.

Ha ocHOBI oTpuMaHHX pe3yJbTaTiB PEKOMEHIYEThCS MPOBECTH TMOJANbIIE
TECTyBaHHS Ta  ONTHUMI3allil0 JUId  TMIABUIIEHHS  MPOJYKTUBHOCTI  Ta
MacmTaboBaHOCTI rpu. KpiM TOro, MOCTiHHI OHOBJIEHHS Ta PO3IUMPEHHS! KOHTEHTY
TpU  MOXYTh 3alydydTH IIUPIIY ayJAUTOPII0 Ta TOKPAIIUTH 3arajbHUi
KopucTyBallbkuii nocBig. PobGora ciyrye dyHaaMeHTOM it MaiOyTHBOTO
PO3BUTKY Ta MOJEpHi3allii, TOCIIIKYIOUM HOBI T€XHIYHI PIIICHHS Ta 1HHOBAIlll B
IrpOBiH 1HAYCTPII.

B  umimomy, 1sg gumuioMHa — poOoTa  JIOCATHYJda  CBOIX  IIUIEH,
MIPOJIEMOHCTPYBABIIIH YCIIIIHY PO3POOKY CKIIATHOTO ITPOBOTO IOAATKY Ta HAJABIIH
IIHHY 1H(OpMAII0 MPO peaji3aimiio cydacHuX (pedMBOPKIB Ta TATEPHIB

IIPOEKTYBAHHS.
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JIOJIATOK A

TekcT mporpaMHOTO KO1y.

Connector.cs

using System;

using Data.DataProxy.Player;
using Photon.Pun;

using Photon.Realtime;

using UniRX;

using UnityEngine;
namespace Core.PUN

{

public class Connector : IDisposable
{
private readonly IPunManager _punManager;
private readonly IPlayerDataProxy playerDataProxy;
private readonly CompositeDisposable _compositeDisposable = new();
private Action _onConnectedToLobby;
private string _lobbyName;
public const string DefaultLobby = "Game";
public  Connector(IPunManager punManager, IPlayerDataProxy
playerDataProxy)
{
_punManager = punManager;
_playerDataProxy = playerDataProxy;
¥
public ~ void  ConnectToLobby(string lobbyName,  Action
onConnectedToLobby = null)

{
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_lobbyName = lobbyName;
_onConnectedToLobby = onConnectedToLobby;
if (PhotonNetwork.IsConnected)

{
OnConnected();

}

else
{
_punManager.ConnectedToMaster. Take(1).Subscribe(delegate  {
OnConnected(); })
AddTo(_compositeDisposable);
PhotonNetwork.LocalPlayer.NickName =
_playerDataProxy.Nickname.Value;
PhotonNetwork.ConnectUsingSettings();

¥

private void OnConnected()
{
if (PhotonNetwork.InLobby &&
PhotonNetwork.CurrentLobby.Name == _lobbyName)

{
OnJoinedLobby();

}

else
{
_punManager.JoinedLobby.Take(1).Subscribe(delegate {
OnJoinedLobby(); })
AddTo(_compositeDisposable);
PhotonNetwork.JoinLobby(new TypedLobby(_lobbyName,
LobbyType.Default));



¥
private void OnJoinedLobby()

{
Debug.Log("Connected to lobby");

_onConnectedToLobby?.Invoke();

¥
public void Dispose()
{
_compositeDisposable.Dispose();
}
¥
}

IPunManager.cs

using System;

using System.Collections.Generic;
using ExitGames.Client.Photon;
using Photon.Realtime;

using UniRx;

namespace Core.PUN

{

public interface IPunManager

{
|Observable<bool> ConnectedToMaster { get; }
IObservable<bool> Connected { get; }
IObservable<DisconnectCause> Disconnected { get; }
IObservable<bool> JoinedLobby { get; }
IObservable<List<RoomInfo>> RoomListUpdate { get; }

55
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IObservable<bool> JoinedRoom { get; }

IObservable<(short, string)> JoinedRandomFailed { get; }

IObservable<(short, string)> JoinedRoomFailed { get; }

IObservable<bool> LeftRoom { get; }

IObservable<Player> PlayerEnteredRoom { get; }

IObservable<Player> PlayerLeftRoom { get; }

IObservable<Hashtable> RoomPropertiesUpdate { get; }

IObservable<(Player, Hashtable)> PlayerPropertiesUpdate { get; }

IReadOnlyReactiveProperty<string> CurrentRegion { get; }

IReadOnlyReactiveProperty<IlEnumerable<KeyValuePair<string,
int>>> AvailableRegions { get; }

void SendEvent(PhotonEventCode eventCode, object content,

ReceiverGroup receiverGroup = ReceiverGroup.All, EventCaching

cachingOption = EventCaching.DoNotCache);

IDisposable SubscribeToEvent(PhotonEventCode eventCode,
Action<object> action);

¥

Matchmaker.cs

using System;

using System.Collections;

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

using Photon.Pun;

using Photon.Realtime;

using UniRx;

using UnityEngine;

using Random = UnityEngine.Random;
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namespace Core.PUN

{

public class Matchmaker : IDisposable
{
private const int MaxPlayers = 2;
private readonly IPunManager _punManager;
private readonly Connector _connector;
private readonly ReactiveProperty<int> _playersCount = new();
private readonly CompositeDisposable _compositeDisposable = new();
private List<RoomInfo> _roominfos;
private string _gameSceneName;
private readonly Subject<bool> _joiningRoom = new();
private readonly Subject<bool> _joinedRoom = new();
private readonly Subject<bool> _startingGame = new();
public Matchmaker(IPunManager punManager, Connector connector)
{
_connector = connector;
_punManager = punManager;
_punManager.RoomL.istUpdate.Subscribe(delegate(List<RoomInfo>
list) { _roominfos = list; })
AddTo(_compositeDisposable);
¥
public 10bservable<bool> JoinedRoom => _joinedRoom;
public 10bservable<bool> JoiningRoom => _joiningRoom;
public 10bservable<bool> StartingGame => _startingGame;
public IReactiveProperty<int> PlayersCount => playersCount;
public void JoinRandomRoom(string gameSceneName)
{
_gameSceneName = gameSceneName,;

_connector.ConnectToLobby(Connector.DefaultLobby,
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delegate { MainThreadDispatcher.StartCoroutine(JoinRoom()); });
¥

public void LeaveRoom()

{

if ("PhotonNetwork.InRoom)

{

throw new InvalidOperationException();
}
PhotonNetwork.LeaveRoom();
_compositeDisposable.Clear();

¥

private IEnumerator JoinRoom()
{
yield return new WaitWhile(() => _roomlInfos == null);
_playersCount.Value = 1;
_joiningRoom.OnNext(true);
PhotonNetwork.AutomaticallySyncScene = true;
_punManager.JoinedRoom.Take(1).Subscribe(delegate {
OnJoinedRoom(); }).AddTo(_compositeDisposable);
List<RoomInfo> list = roomlinfos.Where(info => info.IsOpen &&
info.PlayerCount < info.MaxPlayers).ToList();
if (list. Any())
{

list.Sort((roomInfoA, roominfoB) => roomlInfoA.PlayerCount -
roomInfoB.PlayerCount);

RoomlInfo roominfo = list.Last();

PhotonNetwork.JoinRoom(roominfo.Name);

}

else

{
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PhotonNetwork.CreateRoom(Random.Range(1, 101).ToString(),

new RoomOptions
{
IsVisible = true,
IsOpen = true,
MaxPlayers = MaxPlayers,
PlayerTtl =0,

CleanupCacheOnLeave = false,

H;

¥

private void OnJoinedRoom()

{
Debug.Log("Joined room™);

_joinedRoom.OnNext(true);

_playersCount.VValue = PhotonNetwork.CurrentRoom.PlayerCount;

_punManager.PlayerEnteredRoom.Subscribe(delegate
{
_playersCount.Value
PhotonNetwork.CurrentRoom.PlayerCount;
}).AddTo(_compositeDisposable);
_punManager.PlayerLeftRoom.Subscribe(delegate
{
_playersCount.Value
PhotonNetwork.CurrentRoom.PlayerCount;
}).AddTo(_compositeDisposable);
PhotonNetwork.AutomaticallySyncScene = true;
_playersCount.Where(i => [
PhotonNetwork.CurrentRoom.MaxPlayers).Take(1).Subscribe(delegate

{
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If (PhotonNetwork.IsMasterClient)

{
PhotonNetwork.CurrentRoom.IsOpen = false;
PhotonNetwork.CurrentRoom.IsVisible = false;

}
Observable. Timer(TimeSpan.FromSeconds(1)).Subscribe(delegate

{
_startingGame.OnNext(true);
if ("PhotonNetwork.IsMasterClient) return;
PhotonNetwork.LoadLevel(_gameSceneName);

b
}).AddTo(_compositeDisposable);

k
public void Dispose()
{
_compositeDisposable.Dispose();
k
k

PhotonEventCode.cs

namespace Core.PUN

{

public enum PhotonEventCode

{
¥

PunManager.cs
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using System;

using System.Collections;

using System.Collections.Generic;

using ExitGames.Client.Photon;

using Photon.Pun;

using Photon.Realtime;

using UniRx;

using UnityEngine;

using Hashtable = ExitGames.Client.Photon.Hashtable;

namespace Core.PUN

{
public class PunManager : MonoBehaviourPunCallbacks, IPunManager
{
private readonly Subject<bool> _connectedToMaster = new();
private readonly Subject<bool> _connected = new();
private readonly Subject<DisconnectCause> _disconnected = new();
private readonly Subject<bool> _joinedLobby = new();
private readonly Subject<List<Roominfo>> roomListUpdate = new();
private readonly Subject<bool> _joinedRoom = new();
private readonly Subject<(short, string)> _joinedRandomFailed = new();
private readonly Subject<(short, string)> _joinedRoomFailed = new();
private readonly Subject<bool> _leftRoom = new();
private readonly Subject<Player> playerEnteredRoom = new();
private readonly Subject<Player> playerLeftRoom = new();
private readonly Subject<Hashtable> roomPropertiesUpdate = new();
private readonly Subject<(Player, Hashtable)> _playerPropertiesUpdate
= new();

private readonly Subject<EventData> _eventReceived = new();
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private readonly ReactiveProperty<IEnumerable<KeyValuePair<string,

int>>> availableRegions =
new(new Dictionary<string, int>());

private readonly ReactiveProperty<string> _currentRegion = new("");

public IObservable<bool> ConnectedToMaster =>
_connectedToMaster;

public 10bservable<bool> Connected => _connected;

public 10bservable<DisconnectCause> Disconnected => _disconnected,;

public 10bservable<bool> JoinedLobby => joinedLobby;

I
Vv

public IObservable<List<RoomInfo>> RoomL.istUpdate
_roomListUpdate;

public 10bservable<bool> JoinedRoom => _joinedRoom;

public  IObservable<(short, string)> JoinedRandomFailed =>
_joinedRandomFailed;

public ~ IObservable<(short,  string)> JoinedRoomFailed =>
_joinedRoomFailed;

public 10bservable<bool> LeftRoom => _leftRoom;

public IObservable<Player> PlayerEnteredRoom =>
_playerEnteredRoom;

public 10bservable<Player> PlayerLeftRoom => playerLeftRoom;

public IObservable<Hashtable> RoomPropertiesUpdate =>
_roomPropertiesUpdate;

public 10bservable<(Player, Hashtable)> PlayerPropertiesUpdate =>
_playerPropertiesUpdate;

public  IReadOnlyReactiveProperty<string>  CurrentRegion  =>
_currentRegion;

public
IReadOnlyReactiveProperty<IEnumerable<KeyValuePair<string, int>>>

AvailableRegions => _availableRegions;
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public override void OnConnectedToMaster()

{

_currentRegion.Value = PhotonNetwork.CloudRegion.Replace(*'/*",

"),

_connectedToMaster.OnNext(true);

}

public ~ override  void OnRegionListReceived(RegionHandler
regionHandler)

{

base.OnRegionL.istReceived(regionHandler);

_availableRegions.Value = GetAvailableRegions(regionHandler);

¥

public override void OnDisconnected(DisconnectCause cause)

{

_disconnected.OnNext(cause);

StartCoroutine(Reconnect());

}
public override void OnJoinedLobby()

{
_joinedLobby.OnNext(true);

¥

public override void OnRoomL.istUpdate(List<RoomInfo> roomL.ist)

{
_roomListUpdate.OnNext(roomL.ist);

¥

public override void OnJoinedRoom()

{

_joinedRoom.OnNext(true);
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public override void OnJoinRandomFailed(short returnCode, string

message)
{
_joinedRandomFailed.OnNext((returnCode, message));
}
public override void OnJoinRoomFailed(short returnCode, string
message)
{
_joinedRoomFailed.OnNext((returnCode, message));
}
public override void OnLeftRoom()
{
_leftRoom.OnNext(true);
¥
public override void OnPlayerEnteredRoom(Player newPlayer)
{
_playerEnteredRoom.OnNext(newPlayer);
}
public override void OnPlayerLeftRoom(Player otherPlayer)
{
_playerLeftRoom.OnNext(otherPlayer);
¥

public override void OnRoomPropertiesUpdate(Hashtable
propertiesThatChanged)

{
_roomPropertiesUpdate.OnNext(propertiesThatChanged);

¥
public override void OnPlayerPropertiesUpdate(Player targetPlayer,

Hashtable changedProps)
{
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_playerPropertiesUpdate.OnNext((targetPlayer, changedProps));

}

public void SendEvent(PhotonEventCode eventCode, object content,
ReceiverGroup receiverGroup = ReceiverGroup.All, EventCaching

cachingOption = EventCaching.DoNotCache)

{
RaiseEventOptions raiseEventOptions = new()
{
CachingOption = cachingOption,
Receivers = receiverGroup,
o
PhotonNetwork.RaiseEvent((byte) eventCode, content,

raiseEventOptions, SendOptions.SendReliable);
PhotonNetwork.SendAllOutgoingCommands();
¥
public IDisposable SubscribeToEvent(PhotonEventCode eventCode,
Action<object> action)
{
return _eventReceived.Where(data => data.Code == (int)
eventCode).Select(data => data.CustomData)
.Subscribe(action);

¥

private void OnEventReceived(EventData obj)

{

_eventReceived.OnNext(obj);

¥

private Dictionary<string, int> GetAvailableRegions(RegionHandler
regionHandler)

{

Dictionary<string, int> regionsDictionary = new();



foreach (Region regHandlerEnabledRegion
regionHandler.EnabledRegions)
{
regionsDictionary[regHandlerEnabledRegion.Code]
regHandlerEnabledRegion.Ping;
by

return regionsDictionary;

¥

public override void OnConnected()

{

base.OnConnected();

_connected.OnNext(true);

¥

private static IEnumerator Reconnect()

{
while (PhotonNetwork.NetworkClientState

ClientState.Disconnected)

{
if ('"PhotonNetwork.ReconnectAndRejoin())

{

PhotonNetwork.Reconnect();

by
yield return new WaitForSeconds(0.1f);

¥

public override void OnEnable()

{
base.OnEnable();
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PhotonNetwork.NetworkingClient.EventReceived

OnEventReceived;

¥

public override void OnDisable()

{
base.OnDisable();

PhotonNetwork.NetworkingClient.EventReceived

OnEventReceived:;

¥

IPlayerDataProxy.cs

using UniRx;
namespace Data.DataProxy.Player

{

public interface IPlayerDataProxy

{

IReadOnlyReactiveProperty<string> Nickname { get; }

PlayerDataProxy.cs

using System;

using Data.Models;

using UniRx;

namespace Data.DataProxy.Player

{
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public class PlayerDataProxy : IDataProxy, IPlayerDataProxy
{
private GameDataModel _gameDataModel;
private readonly ReactiveProperty<string> _nickname = new();
public event Action GameDataChanged;
public IReadOnlyReactiveProperty<string> Nickname => _nickname;
public void UpdateData(GameDataModel gameDataModel)
{
_gameDataModel = gameDataModel,;
_nickname.Value = _gameDataModel.playerModel.nickname;
}
public void ClearData()
{
¥

IDataProxy.cs

using System;
using Data.Models;
namespace Data.DataProxy

{

public interface IDataProxy

{
event Action GameDataChanged;
void UpdateData(GameDataModel gameDataModel);
void ClearData();



GameDataModel.cs

using System;
namespace Data.Models
{
[Serializable]
public class GameDataModel
{
public PlayerModel playerModel;
public static GameDataModel CreateNewGameDataModel()
{
return new GameDataModel
{
playerModel = PlayerModel.CreateNewPlayerModel()

}

PlayerModel.cs

using System;
using Random = UnityEngine.Random;
namespace Data.Models
{
[Serializable]
public class PlayerModel
{

public string nickname;
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public static PlayerModel CreateNewPlayerModel()
{

return new PlayerModel

{
nickname = "Player" + Random.Range(1000, 9999)

}

CharacterType.cs

namespace Data.Types

{

public enum CharacterType
{

Red,

Blue

DataController.cs

using System.Collections.Generic;
using Data.DataProxy;

using Data.Models;

using Services.Saveload;

using UniRx;

namespace Data
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public class DataController
{
private readonly ISavelL.oadService _savel.oadService;
private readonly List<IDataProxy> _dataProxies;
private GameDataModel _currentGameData;
public DataController(ISavelLoadService savelLoadService,
List<IDataProxy> dataProxies)
{
_saveloadService = savelL.oadService;
_dataProxies = dataProxies;
foreach (IDataProxy dataProxy in _dataProxies)

{

dataProxy.GameDataChanged += SaveData;
}
Observable.EveryApplicationFocus().Where(hasFocus =>
IhasFocus).Subscribe(delegate
{
if (_currentGameData == null) return;
SaveData();

bk

public void SetGameData(GameDataModel gameDataModel)

{
ClearData();

_currentGameData = gameDataModel;
UpdateData();

¥

private void SaveData()



_saveloadService.SaveGameData(_currentGameData);

¥

private void ClearData()

{

foreach (IDataProxy dataProxy in _dataProxies)

{
dataProxy.ClearData();

}
private void UpdateData()

{

foreach (IDataProxy dataProxy in _dataProxies)

{
dataProxy.UpdateData(_currentGameData);

Character.cs

using Photon.Pun;

using Services.Gamelnput;
using UniRx;

namespace Gameplay.Character

{

public class Character

{

private readonly CharacterView _view;
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private readonly lInputService _inputService;

private readonly bool _haveStateAuthority;

public Character(CharacterView view, lInputService inputService, bool

haveStateAuthority)
{
_View = view;
_inputService = inputService;
_haveStateAuthority = haveStateAuthority;
Initialize();
}
private void Initialize()
{
if (! _haveStateAuthority) return;
RequestOwnership();
Observable.EveryFixedUpdate().Subscribe(delegate
_view.Move(_inputService.PlayerlMovementDirectionX); })
AddTo(_view);
_inputService.PlayerlJumpAction.Subscribe(delegate
_view.Jump(); }).AddTo(_view);
¥

private void RequestOwnership()

{

if (_view.PhotonView.IsMine) return;

_view.PhotonView.TransferOwnership(PhotonNetwork.LocalPlayer);

¥

CharecterAnimationsView.cs
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using UnityEngine;
namespace Gameplay.Character

{

public class CharacterAnimationsView : MonoBehaviour

{

private Animator _animator;

public void SetAnimationState(CharacterAnimationType
characterAnimationType)
{
foreach (CharacterAnimationType animationType in

Utils.Utils.GetEnumValues<CharacterAnimationType>())
{
_animator.SetBool(animationType. ToString(), animationType ==

characterAnimationType);

}
k

private void Awake()

{

_animator = GetComponent<Animator>();

¥

public enum CharacterAnimationType
{

Isldle,

IsRun,

IsPush,

IsFloat
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CharactersController.cs

using System.Collections.Generic;
using Data. Types;

using Photon.Pun;

using Services.Gamelnput;

using Zenject;

namespace Gameplay.Character

{

public class CharactersController : lInitializable

{
private readonly List<CharacterView> _characterViews;
private readonly lInputService _inputService;

private readonly List<Character> _characters = new();

public CharactersController(List<CharacterView> characterViews,
IInputService inputService)
{
_characterViews = characterViews;
_inputService = inputService;
¥

public void Initialize()

{

foreach (CharacterView characterView in _characterViews)

{
bool haveStateAuthority =

(PhotonNetwork.IsMasterClient &&
characterView.CharacterType == CharacterType.Red) ||
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(!PhotonNetwork.IsMasterClient &&
characterView.CharacterType == CharacterType.Blue);
_characters.Add(new Character(characterView, _inputService,
haveStateAuthority));

}

CharacterView.cs

using Data.Types;
using Photon.Pun;
using UnityEngine;
namespace Gameplay.Character
{
[RequireComponent(typeof(Rigidbody))]
public class CharacterView : MonoBehaviour
{
[SerializeField] private CharacterType characterType;
[SerializeField] private CharacterAnimationsView
characterAnimations;
private const float Speed = 6;
private const float JumpForce = 11,
private const float RotationSpeed = 30;
private const float MinDistanceToGround = 0.3f;
private const float GravityScale = 1.5f;
private Transform _transform;
private Rigidbody _rigidbody;
private PhotonView _photonView;



77

private CharacterAnimationType _characterAnimationType;
private bool _isGrounded = true;
public CharacterType CharacterType => characterType;
public PhotonView PhotonView => _photonView;
public void Move(float directionX)
{
Vector3 velocity = _rigidbody.velocity;
velocity.x = directionX * Speed,
_rigidbody.velocity = velocity;
Vector3 gravity = -Physics.gravity.y * GravityScale * Vector3.down;
_rigidbody.AddForce(gravity, ForceMode.Acceleration);
_isGrounded = IsGrounded();
UpdateRotation(directionX);
UpdateAnimation(directionX);

¥
public void Jump()

{
if (_isGrounded)

{
_rigidbody.velocity = new  Vector3(_rigidbody.velocity.x,
JumpForce, 0f);
¥
}
private void Awake()
{
_transform = transform;
_rigidbody = GetComponent<Rigidbody>();
_photonView = GetComponent<PhotonView>();

}
private void Update()
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characterAnimations.SetAnimationState(_characterAnimationType);

¥

private bool IsGrounded()
{
bool isGrounded = false;
Vector3 raycastOrigin = _transform.position;
raycastOrigin.y += MinDistanceToGround / 2;
if (Physics.Raycast(raycastOrigin, Vector3.down, out RaycastHit
raycastHit, MinDistanceToGround))

{
isGrounded = !raycastHit.collider.isTrigger;
¥
return isGrounded,;
}
private void UpdateRotation(float directionX)
{
float desiredAngle = directionX switch
{
<0=>090,
> (0 =>-90,
_=>0
o

float targetAngle = Mathf.LerpAngle(_transform.eulerAngles.y,
desiredAngle, RotationSpeed * Time.deltaTime);
_transform.rotation = Quaternion.Euler(0, targetAngle, 0);

¥

private void UpdateAnimation(float directionX)

{
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CharacterAnimationType animationType =
CharacterAnimationType.lsldle;

if (!_isGrounded)

{

animationType = CharacterAnimationType.IsFloat;

}

else

{
if (directionX 1= 0)

{

animationType = CharacterAnimationType.IsRun;

}

_characterAnimationType = animationType;

LakeType.cs

namespace Gameplay.Lake

{
public enum LakeType

{
Water,

Lava,
GreenMud
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LakeView.cs

using UnityEngine;
namespace Gameplay.Lake

{

public class LakeView : MonoBehaviour

{
[SerializeField] private LakeType lakeType;
public LakeType LakeType => lakeType;

GameStateMachine.cs

using Data;

using Infrastructure.GameStateMachine.GameStates;
using Infrastructure.SceneManagement;

using Screens;

using Screens.LoadingsScreen;

using Services.Saveload;

using Utils.StateMachine;

using Zenject;

namespace Infrastructure.GameStateMachine

{

public class GameStateMachine : StateMachine, lInitializable
{
public GameStateMachine(ScenelLoader scenelLoader,
ISaveLoadService savelLoadService,
DataController  dataController, LoadingScreen loadingScreen,

ScreenNavigationSystem screenNavigationSystem)
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AddNewsState(new BootstrapState(this, scenelLoader));
AddNewState(new LoadProgressState(this, savel.oadService,
dataController));
AddNewsState(new LoadLevelState(this, scenelLoader,
screenNavigationSystem, loadingScreen));
AddNewsState(new GamelLoopState(this));
}

public void Initialize()

{
Enter<BootstrapState>();

BootstrapState.cs

using Infrastructure.SceneManagement;
using Utils.StateMachine;
namespace Infrastructure.GameStateMachine.GameStates

{
public class BootstrapState : IState

{
private readonly GameStateMachine _gameStateMachine;
private readonly ScenelLoader _sceneloader;
public BootstrapState(GameStateMachine gameStateMachine,
ScenelLoader sceneLoader)
{
_gameStateMachine = gameStateMachine;

_scenelLoader = scenelLoader;



b
public void Enter()

{
_scenelLoader.Load(SceneName.InitialScene,
OnLoadedInitialScene);

¥

private void OnLoadedInitialScene()

{

_gameStateMachine.Enter<LoadProgressState>();

}
public void Exit()
{
}

GamelLoopState.cs

using Utils.StateMachine;
namespace Infrastructure.GameStateMachine.GameStates

{

public class GameLoopState : I1State

{
public GamelLoopState(GameStateMachine gameStateMachine)
{
by
public void Enter()
{

b
public void Exit()
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LoadLevelState.cs

using System;

using Infrastructure.SceneManagement;

using Screens;

using Screens.LoadingsScreen;

using UniRx;

using Utils.StateMachine;

namespace Infrastructure.GameStateMachine.GameStates

{

public class LoadLevelState : IPayloadedState<SceneName>
{
private const float SceneLoadDelay = 1;
private readonly GameStateMachine _gameStateMachine;
private readonly ScenelLoader _sceneloader;
private readonly ScreenNavigationSystem _screenNavigationSystem;
private readonly LoadingScreen _loadingScreen;
public LoadL evelState(GameStateMachine gameStateMachine,
ScenelLoader sceneLoader,
ScreenNavigationSystem screenNavigationSystem, LoadingScreen
loadingScreen)
{
_gameStateMachine = gameStateMachine;
_scenelLoader = scenelLoader;

_screenNavigationSystem = screenNavigationSystem;
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_loadingScreen = loadingScreen;

¥

public void Enter(SceneName sceneName)

{

_screenNavigationSystem.ClearAvailableScreens();

_loadingScreen.Show();

Observable. Timer(TimeSpan.FromSeconds(ScenelL.oadDelay)).Subscribe(delegate

{
_scenelLoader.Load(sceneName, OnLoadedScene);
bk
}
private void OnLoadedScene()
{
_loadingScreen.Hide();
_gameStateMachine.Enter<GameLoopState>();
}
public void Exit()
{
}
}

LoadProgressState.cs

using Data;

using Data.Models;

using Infrastructure.SceneManagement;
using Services.Saveload;

using Utils.StateMachine;
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namespace Infrastructure.GameStateMachine.GameStates

{

public class LoadProgressState : IState
{
private readonly GameStateMachine _gameStateMachine;
private readonly ISavel.oadService _savel.oadService;
private readonly DataController _dataController;
public  LoadProgressState(GameStateMachine  gameStateMachine,
ISavelL.oadService saveloadService,

DataController dataController)

_gameStateMachine = gameStateMachine;
_saveloadService = savelL.oadService;
_dataController = dataController;

}
public void Enter()

{
LoadGameData();
_gameStateMachine.Enter<LoadLevelState,
SceneName>(SceneName.MainScene);
}
public void Exit()
{
}
private void LoadGameData()
{
GameDataModel gameDataModel =
_savel.oadService.LoadGameData();

ValidateGameData(gameDataModel);
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_dataController.SetGameData(gameDataModel);

¥
private static void ValidateGameData(GameDataModel
gameDataModel)
{
GameDataModel emptyGameDataModel =
GameDataModel.CreateNewGameDataModel();
gameDataModel.playerModel ?77=

emptyGameDataModel.playerModel;
}

ScenelLoader.cs

using System;

using System.Collections;

using UniRx;

using UnityEngine;

using UnityEngine.SceneManagement;
namespace Infrastructure.SceneManagement

{

public class ScenelLoader

{

public void Load(SceneName sceneName, Action onLoaded = null)

{

MainThreadDispatcher.StartCoroutine(LoadScene(sceneName,
onLoaded));

¥
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private IEnumerator LoadScene(SceneName sceneName, Action
onLoaded = null)

{
if (SceneManager.GetActiveScene().name == sceneName.ToString())
{
onLoaded?.Invoke();
yield break;
by
AsyncOperation waitNextScene =

SceneManager.LoadSceneAsync(sceneName.ToString());
while ('waitNextScene.isDone)
yield return null,

onLoaded?.Invoke();

SceneName.cs

namespace Infrastructure.SceneManagement

{

public enum SceneName

{

InitialScene,
MainScene,

LevellScene,

GameScenelnstaller.cs
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using Gameplay.Character;
using Services.Gamelnput;
using Zenject;

namespace Installers

{

public class GameScenelnstaller : Monolnstaller

{

public override void InstallBindings()
{

BindControllers();

BindObjects();

BindInput();
¥

private void BindControllers()

{

Container.BindInterfacesAndSelfTo<CharactersController>().AsSingle().NonLazy
0;

¥

private void BindObjects()

{

Container.BindInterfacesAndSelfTo<CharacterView>().FromComponentsinHierar
chy().AsSingle();

by
private void BindInput()

{
#if IUNITY_EDITOR && (UNITY_ANDROID || UNITY_IOS)
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Container.BindInterfacesAndSelfTo<MobilelnputService>().AsSingle().NonLazy(
)i

#else

Container.BindInterfacesAndSelfTo<StandalonelnputService>().AsSingle().NonL

azy();
#endif

¥

MainScenelnstaller.cs

using Screens.LobbyPopup;
using Screens.MainMenuScreen;
using Utils;

using Zenject;

namespace Installers

{

public class MainScenelnstaller : Monolnstaller

{

public override void InstallBindings()

{
BindScreens();

¥

private void BindScreens()

{

Container.BindViewAndPresenter<MainMenuScreenView,

MainMenuScreenPresenter>();



Container.BindViewAndPresenter<LobbyPopupView,

LobbyPopupPresenter>();

¥

ProjectContextinstaller.cs

using Core.PUN;

using Data;

using Data.DataProxy.Player;

using Infrastructure.GameStateMachine;
using Infrastructure.SceneManagement;
using Screens;

using Screens.LoadingsScreen;

using Services.Saveload;

using Zenject;

namespace Installers

{

public class ProjectContextinstaller : Monolnstaller

{

public override void InstallBindings()

{
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Container.BindInterfacesAndSelfTo<GameStateMachine>().AsSingle().NonLazy(

);

Container.BindInterfacesAndSelfTo<ScenelLoader>().AsSingle().NonLazy();

Container.BindInterfacesAndSelfTo<DataController>().AsSingle().NonLazy();
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Container.BindInterfacesAndSelfTo<ScreenNavigationSystem>().AsSingle().Non
Lazy();

Container.Bind<LoadingScreen>().FromComponentinHierarchy().AsSingle();
BindServices();
BindDataProxies();
BindPhoton();

¥

private void BindServices()

{

Container.BindInterfacesAndSelfTo<PlayerPrefsSavelLoadService>().AsSingle().
NonLazy();

¥

private void BindDataProxies()

{

Container.BindInterfacesAndSelfTo<PlayerDataProxy>().AsSingle().NonLazy();

¥
private void BindPhoton()

{

Container.BindInterfacesTo<PunManager>().FromNewComponentOnNewGameO
bject().AsSingle().NonLazy();

Container.BindInterfacesAndSelfTo<Connector>().AsSingle().NonLazy();

Container.BindInterfacesAndSelfTo<Matchmaker>().AsSingle().NonLazy();
¥



LoadingScreen.cs

using UnityEngine;
namespace Screens.LoadingsScreen

{

public class LoadingScreen : MonoBehaviour

{
public void Show()

{
gameObject.SetActive(true);

¥
public void Hide()

{
gameObject.SetActive(false);

LobbyPopupPresenter.cs

using Core.PUN;

using Infrastructure.SceneManagement;
using Zenject;

namespace Screens.LobbyPopup

{

public class LobbyPopupPresenter : IInitializable

{



93

private readonly LobbyPopupView _view;
private readonly Matchmaker _matchmaker;
public LobbyPopupPresenter(LobbyPopupView view, Matchmaker
matchmaker)
{
_View = view;
_matchmaker = matchmaker;

¥

public void Initialize()
{
_view.ClickedQuickStartButton += delegate {

_matchmaker.JoinRandomRoom(SceneName.Level1Scene.ToString()); };

¥

LobbyPopupView.cs

using System;

using UniRx;

using UnityEngine;

using UnityEngine.Ul;
namespace Screens.LobbyPopup

{

public class LobbyPopupView : ScreenView

{
[SerializeField] private Button quickStartButton;

public event Action ClickedQuickStartButton;
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private new void Awake()

{
base.Awake();

quickStartButton.OnClickAsObservable().Subscribe(delegate {
ClickedQuickStartButton?.Invoke(); })
AddTo(this);

MainMenuScreenPresenter.cs

using Screens.LobbyPopup;
using Zenject;
namespace Screens.MainMenuScreen

{

public class MainMenuScreenPresenter : lInitializable
{
private readonly MainMenuScreenView _view;
private readonly ScreenNavigationSystem _screenNavigationSystem;
public MainMenuScreenPresenter(MainMenuScreenView  view,
ScreenNavigationSystem screenNavigationSystem)
{
_view = view;
_screenNavigationSystem = screenNavigationSystem;

¥

public void Initialize()

{



_view.ClickedMultiplayerButton += delegate
_screenNavigationSystem.Show<LobbyPopupView>(); };

¥

MainMenuScreenView.cs

using System;

using UniRX;

using UnityEngine;

using UnityEngine.Ul;

namespace Screens.MainMenuScreen

{

public class MainMenuScreenView : MonoBehaviour
{

[SerializeField] private Button multiplayerButton;

public event Action ClickedMultiplayerButton;

private void Awake()

{

multiplayerButton.OnClickAsObservable().Subscribe(delegate
ClickedMultiplayerButton?.Invoke(); })
AddTo(this);

ScreenNavigationSystem.cs

using System;
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using System.Collections.Generic;
namespace Screens

{

public class ScreenNavigationSystem
{
private readonly Stack<ScreenView> navigationStack = new();
private readonly Dictionary<Type, ScreenView> _availableScreens =
new();
public void AddScreen(Type type, ScreenView screenPresenter)

{

_availableScreens.Add(type, screenPresenter);

¥

public void Show<TScreenType>(object extraData = null, bool
setAsLastSibling = true)

{
Show(typeof(TScreenType), extraData, setAsLastSibling);

¥

public void Close<TScreenType>() where TScreenType : ScreenView

{
if (_availableScreens.TryGetValue(typeof(TScreenType), out

ScreenView screen))

{

Close(screen);

¥

public void ClearAvailableScreens()

{

_availableScreens.Clear();

¥

public void ForceCloseAllScreens()
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int stackCount = _navigationStack.Count;
while (stackCount-- 1= 0)
{

ForceCloseCurrentScreen();

¥

private void AddScreenToStack(ScreenView screenPresenter)
{
screenPresenter.OnClose = delegate { Close(screenPresenter); };
if (_navigationStack.Count '= 0 && _navigationStack.Peek() ==
screenPresenter) return;
_navigationStack.Push(screenPresenter);
}
private void Show(Type screenType, object extraData = null, bool
setAsLastSibling = true)
{
if (_navigationStack.Count I= 0 &&
I availableScreens.ContainsKey(screenType))

{

return;
¥
ScreenView screenPresenter = _availableScreens[screenType];
screenPresenter.ShowOnPosition(setAsLastSibling);
AddScreenToStack(screenPresenter);
screenPresenter.OnShowCallback?.Invoke(extraData);

¥

private void Close(ScreenView screenPresenter)

{

if (!_navigationStack.Contains(screenPresenter)) return;
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screenPresenter.MoveTolnitialPosition();
RemoveScreenFromStack(screenPresenter);

¥

private void RemoveScreenFromStack(ScreenView screenPresenter)
{

if (_navigationStack.Count == Q) return;

ScreenView peek = _navigationStack.Peek();

if (peek == screenPresenter)

{
_navigationStack.Pop();

¥

private void ForceCloseCurrentScreen()

{
if (_navigationStack.Count == Q) return;
ScreenView peek = _navigationStack.Peek();
if (peek == null) return;
peek.MoveTolnitialPosition();

RemoveScreenFromStack(peek);

ScreenView.cs

using System;

using UniRx;

using UnityEngine;
using UnityEngine.Ul;
using Zenject;
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namespace Screens
{
[RequireComponent(typeof(CanvasGroup))]
public class ScreenView : MonoBehaviour
{
[SerializeField] private Button closeButton;
private CanvasGroup _canvasGroup;
private ScreenNavigationSystem _screenNavigationSystem;
public Action<object> OnShowCallback;
public Action OnHideCallback;
public Action OnClickedCloseButton;
public Action OnClose;
[Inject]
private void Construct(ScreenNavigationSystem
screenNavigationSystem)

{

_screenNavigationSystem = screenNavigationSystem;

}
public void ShowOnPosition(bool setAsLastSibling = true)

{
if (setAsLastSibling)

{
transform.SetAsLastSibling();

}

ActivateScreen();

¥

public void MoveTolnitialPosition()

{
OnHideCallback?.Invoke();

DeactivateScreen();
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b
protected void Awake()

{

if (closeButton != null)

{
closeButton.OnClickAsObservable().Subscribe(delegate

{
OnClickedCloseButton?.Invoke();
OnClose();
}).AddTo(this);
¥
AddScreenToAvailableScreens();
_canvasGroup = GetComponent<CanvasGroup>();
_canvasGroup.alpha = 0;
_canvasGroup.blocksRaycasts = false;

}
private void Start()

{

DeactivateScreen();

¥

private void AddScreenToAvailableScreens()

{
_screenNavigationSystem.AddScreen(GetType(), this);

¥

private void ActivateScreen()

{
_canvasGroup.alpha = 1;
_canvasGroup.blocksRaycasts = true;
gameObject.SetActive(true);
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private void DeactivateScreen()

{

_canvasGroup.alpha = 0;
_canvasGroup.blocksRaycasts = false;

gameObject.SetActive(false);

lInputService.cs

using System;
namespace Services.Gamelnput

{

public interface lInputService

{
float PlayerlMovementDirectionX { get; }

IObservable<bool> PlayerlJumpAction { get; }

float Player2MovementDirectionX { get; }
IObservable<bool> Player2JumpAction { get; }

MobilelnputService.cs

using System;
namespace Services.Gamelnput

{

public class MobilelnputService : lInputService



102

public float Player1MovementDirectionX { get; }
public 10bservable<bool> PlayerlJumpAction { get; }
public float Player2MovementDirectionX { get; }
public 10bservable<bool> Player2JumpAction { get; }

StandalonelnputService.cs

using System;
using UniRx;
using UnityEngine;
using Zenject;
namespace Services.Gamelnput
{
public class StandalonelnputService : IllnputService, lInitializable,
IDisposable
{
private readonly Subject<bool> _playerlJumpAction = new();
private readonly Subject<bool> _player2JumpAction = new();
private readonly CompositeDisposable _compositeDisposable = new();
public float PlayerlMovementDirectionX =>
GetMovementDirection(KeyCode.A, KeyCode.D);

public 10bservable<bool> PlayerlJumpAction => playerlJumpAction;

public bool IsPlayerlJumpButtonDown =>
Input.GetKeyDown(KeyCode.W);
public float Player2MovementDirectionX =>

GetMovementDirection(KeyCode.LeftArrow, KeyCode.RightArrow);
public 10bservable<bool> Player2JumpAction => player2JumpAction;
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public bool IsPlayer2JumpButtonDown =>
Input.GetKeyDown(KeyCode.UpArrow);
public void Initialize()

{
Observable.EveryUpdate().Subscribe(delegate

{
If (Input.GetkKeyDown(KeyCode.W))

{
_playerLlJumpAction.OnNext(true);

}
if (Input.GetKeyDown(KeyCode.UpArrow))

{
_player2JumpAction.OnNext(true);

¥
}).AddTo(_compositeDisposable);

}
public void Dispose()

{

_compositeDisposable.Dispose();

}
private static float GetMovementDirection(KeyCode leftKey, KeyCode

rightKey)

bool leftKeyPressed = Input.GetKey(leftKey);
bool rightKeyPressed = Input.GetKey(rightKey);
if (leftkeyPressed && rightKeyPressed)

{

return O;

by
if (leftKeyPressed)
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return -1;

by
if (rightkeyPressed)

{

return 1;

}

return O;

|Savel.oadService.cs

using Data.Models;

namespace Services.Saveload

{

public interface ISavelL.oadService

{
public void SaveGameData(GameDataModel gameDataModel);

public GameDataModel LoadGameData();

PlayerPrefsSaveloadService.cs

using Data.Models;

using UnityEngine;
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namespace Services.Savel.oad

{

public class PlayerPrefsSavel oadService : ISavelLoadService
{
private const string GameDataKey = "GameData";
public void SaveGameData(GameDataModel gameDataModel)
{
PlayerPrefs.SetString(GameDataKey,
JsonUtility. ToJson(gameDataModel));
PlayerPrefs.Save();

}
public GameDataModel LoadGameData()

{

return

JsonUtility.FromJson<GameDataModel>(PlayerPrefs.GetString(GameDataKey))
??

GameDataModel.CreateNewGameDataModel();

|ExitableState.cs

namespace Utils.StateMachine

{

public interface IExitableState

{
void Exit();
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IPayloadedState.cs

namespace Utils.StateMachine

{
public interface IPayloadedState<TPayload> : IExitableState

{
void Enter(TPayload payload);

|State.cs

namespace Utils.StateMachine

{

public interface IState : IExitableState

{
void Enter();

StateMachine.cs

using System;
using System.Collections.Generic;
namespace Utils.StateMachine

{

public class StateMachine

{

private readonly Dictionary<Type, IExitableState> _states = new();
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private IExitableState _activeState;
public void Enter<TState>() where TState : class, IState
{
|State state = ChangeState<T State>();
state.Enter();
¥
public void Enter<TState, TPayload>(TPayload payload) where TState :
class, IPayloadedState<TPayload>
{
TState state = ChangeState<T State>();
state.Enter(payload);

}
protected void AddNewState(IExitableState state)

{
_states.Add(state.GetType(), state);

}
private TState ChangeState<TState>() where TState : class,
IExitableState
{
_activeState?.Exit();
TState state = GetState<T State>();
_activeState = state;
return state;
by
private TState GetState<TState>() where TState : class, IExitableState
=> states[typeof(TState)] as TState;

¥

Extentions.cs
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using Zenject;
namespace Utils

{

public static class Extentions
{
public static void BindViewAndPresenter<TView, TPresenter>(this
DiContainer container)
{
container.Bind<TView>().FromComponentinHierarchy().AsSingle();

container.BindInterfacesAndSelfTo<TPresenter>().AsSingle().NonLazy();
¥

Utils.cs

using System;

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

namespace Utils

{

public static class Utils

{

public static IEnumerable<T> GetEnumValues<T>()

{
return Enum.GetValues(typeof(T)).Cast<T>();



