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PE®EPAT

3D-IIYTEP, UNITY, KIJIEHT-CEPBEPHA APXITEKTYPA, JIOBI,
RELAY, NETCODE, MEPEXXEBA CUHXPOHI3ALIIA.

ITosicHroBasibHA 3anucka: 77 ¢., 19 puc., 1 noxa., 10 mxepenn.

O06’eKTOM pO3pOOKHU € KJTIEHT-CEPBEPHA apXITEKTypa Ta CUCTeMa opraHizarii
irpoBux cecid s 3D-mytepa B cepenosuii Unity. Mertoro kBamigikaniiHoi
poOOTH € CTBOPEHHS CTAOUIBHOIO MEPEXKEBOr0 CEpPEeAOoBHINA, IO 3abe3neuye
JIMHAMIYHE CTBOPEHHS IrpOBUX JI0Oi, MiJAKIOUEHHS rpaBliB uepe3 Relay-cepsicu
Ta CUHXPOHI3allil0 CTaHy IrPOBOrO CBITY B peajbHOMY 4Yaci 3a YMOB MEPEKEBHX
3aTPUMOK.

VY po0oTi nMpoBeIeHO aHalli3 Cy4YacHUX MIIXOJIB A0 MEPEKEBOI B3aeMO/Iii B
irpax, oOrpyHToBaHo BuOip inctpyMmeHTtapito: Unity Engine, MoBa nmporpamyBaHHsI
C#, dpeitmBopk Netcode for GameObjects. Po3po0ieHO KIi€HT-CEpBEPHY
apXiTeKTypy, Ji€ cepBepHa Jorika peajizoBaHa dyepe3 ceppicu Unity Gaming
Services (Lobby, Relay), 1110 103B0Jisi€e YHUKHYTH MOTPEOU Y BUJILJIEHUX CEPBEPAX.
JI0 OCHOBHUX KOHCTPYKTMBHUX Ta TEXHIKO-EKCILTyaTalliiHUX XapaKTepUCTUK
CUCTEMH HaJeXaTh: CHCTEMa aBTOMATUYHOTO CTBOPEHHS Ta TOIIYKY J0O0i,
MEXaHi3M CUHXpoHi3alii rpaBuiB uepe3 Unity Relay, iHTerpoBana cucrema
yIpaBJIiHHS 30pO€0 3 MEPEXKEBOIO PEIUIKALIEI0 Ta IHTEPAKTUBHUN i1HTEpdeiic
(HUD) ans BimoOpaxeHHs irpoBoro crany. ['amy3p 3acTocyBaHHSI — po3poOKa
O0aratokopucTyBallbkux 3D-MpoekTiB 13 BUKOPUCTAHHSM  BHCOKOPIBHEBHX
MEPEXKEBUX a0CTpaKIIiid.

BukoHaHo (QyHKIiOHAIbHE TECTYBaHHS MEPEKEBUX MEXaHIK, 30Kpema
nepeBipky CTaOUIBHOCTI  MiJKIIOYEHHS, OOpOOKY pO3pHUBIB 3'€HAHHS Ta
CUHXpOHIi3allito Aiil rpaBuiB y pexumi ayeni (1 Ha 1). 3po0ieHO BUCHOBOK, 11O
po3polJieHa apxiTekTypa 3a0e3nedye HEOOXITHUN pPiBEHb MPOAYKTUBHOCTI JJIs
iIrpoBUX ceciii Takoro THUIy Ta BOJOJAIE MOTEHLIATIOM JUIsi MOAAIBIIOTO

MaciTadyBaHHS 10 OinbI10T KUJIBKOCTI YYaCHHUKIB.



ABSTRACT

VOLUNTEER ACTIVITY, MOBILE APPLICATION, ANDROID,
KOTLIN, MVVM, FIRESTORE, GEOLOCATION, KARMA SYSTEM,
OFFLINE MODE.

Explanatory note: 77 p., 19 figures, 1 app., 10 sources.

The object of development is a client-server architecture and a system for
organizing game sessions for a 3D shooter in the Unity environment. The method
of qualified work is the creation of a stable core that will ensure the dynamic
creation of game lobbies, connecting gravers through Relay services and
synchronizing the state of the game world in real life hours for the minds of the
hemlocks.

The robot analyzed the current approaches to limiting interaction in games,
and used a selection of tools: Unity Engine, C# language programming, Netcode
for GameObjects framework. A client-server architecture has been developed, and
the server logic is implemented through Unity Gaming Services (Lobby, Relay),
which allows the needs of the various servers to be unique.

The main design and technical-operational characteristics of the system
include: a system of automatic creation and search of the forehead, a mechanism
for synchronizing engines via Unity Relay, an integrated fault management system
with fencing replication and interactive Interface (HUD) for displaying the game
screen. Galuz zastosuvannya - development of rich 3D projects from high-quality
edge abstractions.

Functional testing of the boundary mechanics has been completed, including
checking the stability of the connection, processing connection breakdowns and
synchronizing the actions of gravers in the duel mode (1 on 1). It has been
completed that the fragmented architecture will provide the necessary level of
productivity for gaming sessions of this type and has the potential for further

scaling to a larger number of participants.



HEPEJIIK YMOBHHUX TIO3HAYEHDb, CKOPOYEHD TA
TEPMIHIB

API - Application Programming Interface (iHTepdeiic mnpukiagHOT
POTPaMH).

HUD — Heads-Up Display (inTepdeiic irpoBoro expaHna).

IDE — Integrated Development Environment (iHTerpoBaHe cepenoBUIIE
PO3pOOKH).

IK — Inverse Kinematics (iHBepcHa KiHEMaTHKa).

NAT — Network Address Translation (TpaHcisiiisi MEpEXEBUX aJIPEC).

RPC — Remote Procedure Call (BinnaneHuii BUKJIMK OpOLEAYP).

UI — User Interface (intepdeiic kopuctyBaua).

Unity Relay — xmapna ciyx0a Unity st 3a0e3neueHHst 3B'SI3KYy MiX
rpaBusgMU 0€3 BUJIIJIEHOTO CEPBEpA.

I3 — nporpamMHe 3a0€e3MeUeHHS.
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BCTYII

Po3BuUTOK 0OaraTokopucTyBallbKUX BiJIEOIrOp 3a OCTaHHI POKU CYTTEBO
3MiHUBCS 32 MacIITabOM i TeXHIUYHOW CKJaHicTi0. CyyacHi rpaBiii O4iKYHOTb Bijl
IrpOBOTO Mpollecy MUTTEBOI peakilii, HaAIiMHOI CHHXPOHI3AIlil Ta MOXJIMBOCTI
JIErKO TpUEAHATUCS J0 cecil B Oyab-skuii MomeHT. [IpoTe po3pobka MepexeBol
CKJIaJIOBOI 3aJIMINAETHCS OJHUM 13 HAMCKIAMHIIIKMX €TarliB CTBOPEHHS 1rop,
0COOIMBO ISl HEBEJMKMX KOMaHJ, $Ki 4YacTo 3MYIIEHI BHKOPUCTOBYBATH
IHCTpYMEHTH, IO BUMAararOTh JOPOroBapTICHOT CEpPBEpPHOI iHPpaCTPyKTypu abdo
HAJTO CKJIaJHI B HAJIAIITYBAHHI.

[IpakTuuHuii A0CBiA po3poOKM 0araTOKOPHUCTYBALBKUX IIYTEPIB HAOYHO
JIEMOHCTPY€E TOJIOBHY MpoOJjieMy: peaii3allisi KJIIEHT-CEPBEPHOI apXITeKTypu '3
HyJd" noTpedye BUPILIEHHS KOH(QIIIKTIB CTaHy IrpoBOro CBITy, OOpOTHOM 3
MEpEXKEBUMU 3aTpUMKaMU Ta 3a0€3MEUEHHs] Oe3MeKU IrpoBHX AaHuX. IcHytroui
pileHHs], Taki sIK BUAUICHI CEpBEPH, € HEIOCSKHUMU TSl 1H/11-pO3pOOHUKIB Uyepes
BHUCOKY BapTiCTh OOCIIyrOBYBaHHS, a BUKOPHUCTaHHS NpuMiTUBHUX Peer-to-Peer
3'€eIHaHb MPU3BOJAMTH J0 BPA3IMBOCTI 10 YdTepcTBa Ta podjeM i3 NAT y rpabiiis.

OxpeMoro mpoOJIEMOIO € CHUHXPOHI3allisl iIrpOBOT0O CBITY B YMOBax pi3HOrO
piBHSL  CTaOLIBLHOCTI IHTEpHET-3'€HaHHSA. MexaHiKu YHpaBiliHHS  30poE€to,
NepeMIIIEHHS] IEPCOHAXIB Ta (i3uKa 00'€KTIB MAKOTh 3JUINATUCS 1IEHTUYHUMU
JUISl BCIX YYACHHUKIB CECil, HE3AJIEKHO BiJl IXHBOI'O MICLS PO3TALLYBAaHHS YH SKOCTI
3B'a3Kky. HaBuaHHSI pO3pOOHHUKIB HANAIITYBAHHIO CKJIAJHUX MEPEKEBUX CUCTEM Y
peaibHOMY 4aci € TPUBAIUM MPOIECOM, IO MOTPeOY€ PO3YMiHHSI KOHIICMILiH
CEpBEPHOI aBTOPU3Allil, perutiKallii Ta MporHo3yBaHHs Jil rpaBIIsl.

AHaJli3 pUHKY Creliaji3oBaHWX iHCTPYMEHTIB mokasas, 1o Unity Gaming
Services, 30kpema cepBicu Relay ta Lobby, HagatoTh moTy»Hi MOMXJIMBOCTI AJIsI
pO3po0KH, ajne iX BIPOBAIKEHHS Yy MPOEKTU 3 KIIIEHT-CEPBEPHOIO apXiTEKTYPOIO
notpedye peTenbHOro npoekTyBaHHs Ta interpaiii 3 Netcode for GameObjects.

BianoBimiro Ha 11i mpobjieMu CTaB MPOEKT OaraTokopucTyBalbkoro 3D-1nyrepa —

nporpamie cepenoBuuie A Unity 3 ONTUMIZ0BAHOK KIIEHT-CEPBEPHOIO JIOTIKOHO.
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IlentpanbHa ies — aBTOMaTU3yBaTH MOBHUI 1IMKJI irPOBOI CECIi Bijl CTBOPEHHSI JI0O1 J10
CTabLJIbHOIO CHHXPOHI30BAHOIO 1MPOBOrO MpOLECy, 30epiratouv MpU 1OMY BHCOKY
HIBUJIKICTb OOPOOKH MEPEKEBUX MOIH.

Meroro poOOTHM € TPOEKTYBAaHHS, peaii3ailii Ta TECTyBaHHS KIIIE€HT-
cepBepHOi apxitektypu mist 3D-myrepa B cepenosuili Unity, mo 3a0e3neuye
oprasisailito irpoBux ceciii, e()eKTUBHE KepyBaHHS JIOOI Ta CUHXPOHi3allil0 CTaHy
irpoBUX 00'€KTIB MiX TpaBLSIMH.

OO0'exTOM JOCHIJKEHHSI € MpolleC PO3pOOKH MEPEKEBOro MPOrpamMHOro
3a0e3neueHHss sl O0araToKopucTyBallbkuX irop. IlpeameTrom mochigkeHHsS €
CcyudacHi Metoau MepexkeBoi B3aemoii B Unity, mpoTOkonIM mnepenavi JaHuX,
MexaHizMu Relay-3B’s13Ky, ajiropuT™Mu peruiikailii irpoBUX CTaHiB Ta NPUHIUIN
po6otu Lobby API.

3aBiaHHs poOOTH:

- [poaHali3yBaTH iCHYIOUI MiJAXOAU J0 MOOYIOBU MEPEKEBOI apXiTEKTypH B
irpax Ta 0OMeXEeHHS iICHYIOUMX CEPBICIB JIJIsl OpraHizailii ceciii.
- 00rpyHTyBaTH BHOIp TEXHOJIOTIYHOIO CTEKY Ta iHCTpyMeHTiB Unity Gaming

Services s peasnizailii 6araToOKOpUCTYBAI[bKOTO PEXUMY.

- CIPOEKTYBAaTU CTPYKTYpy JOOI-CUCTEMU Ta MeEXaHi3MU O€3[eUYHOro

MiJKJIFOYEHHS rpaBliiB uepe3 Relay.

= pO3pOOUTH AJIrOPUTMH CUHXPOHI3allil IrpOBUX MEXaHIK 3 BUKOPUCTAHHSIM

Netcode for GameObjects.

- CTBOPUTH MEPEXKEBY MOJIe/Ib YMPABIiHHS irpPOBOI0 CECI€I0 Ta CUCTEMOKO

BUOOpY 30poi.

- peanizyBaTH MEXaHI3MM KOPEKTHOTO BUXOJY T[paBlliB Ta BUAAJICHHS

HEAKTUBHUX irPOBUX CECIH.

- IpPOBECTU (DYHKIIOHAIIBHE Ta CTPEC-TECTYBAaHHS MEPEKEBOI B3AEMOIL

[UISIXOM CUMYJIAILIT irpOBUX CECiid JIsl BUSIBIICHHS 3aTPUMOK Ta KOH(IIKTIB

CTaHy.
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1 AHAJII3 NPEAMETHOI OBJIACTI TA ®OPMYBAHHSI
BUMOTI

1.1 Esououisi Ta npo6jemMaTuka irpoux ceciii y 3D-myrtepax

IrpoBa iHgyCTpisi 3a OCTaHHI POKM 3a3Hajia 3HAYHMX TpaHchopmarlii.
baraTokopucTyBalbki irpu nepecrand OyTH MPOCTO KOPUIOPHUMH UIyTEpPaMH,
NEePETBOPUBIINCL Ha CKJIQJHI IHTEPAKTUBHI €KOCHUCTEMH 3 Oe3MepepBHOIO
CUHXPOHI3alliet0 00’€KTIB, JAUHAMIYHOK 3MIHOK OTOYEHHS Ta BUCOKUMHU
BUMOramMu 110 4acy BiaAryky. IllogHs Tucsui rpaBUiB IIYKaIOTh MOXJIMBICTb
MPOBECTU IrPOBY Ce€Cit0, 1 MepeBakHa OUIbIIICTh PO3POOHMKIB-MOYATKIBIIB J0CI
CTUKAETHCS 3 TPYIHOUIAMM IPU peaslizallii MepekKeBOi JIOTiKA, BUKOPUCTOBYIOUH
3actapijii ad0 HEONTHMI30BaHI IHCTPYMEHTH, sIKI HE 3a0€3MeUylOTh CTA0IBHOL
poOOTH B MEpEXI.

Oco0auBo roctpo usg mnpoOiema BiAYYBAETbCA B JUHAMIYHUX LIyTEpax.
['paBui OYIKYIOTH BiJ IpU IUJIABHOCTI PYyXiB, MHUTTEBOI peecTpauii BIy4YaHb Ta
BIJICYTHOCTI 3aTPUMOK TpU B3aeMoJii 3 IHIIKMMU 00'ekTamu. KO rpaBelb
BUTpayae yac Ha 00poThOy 3 "maramu" ab0 HEKOPEKTHY CHHXPOHIi3allif0 MO3MIlik
CyNepHUKa, 1€ MPU3BOAUTH /10 TOBHOI BTPATH iHTEpECY A0 MpOeKTy. ['osioBHA
TE€XHIYHA Mpo0JeMa — BiJICYTHICTh HAAIMHOI cUCTeMHU OpraHizailii irpoBUX CECiid.
B irpax 0e3 neHTpanizoBaHOro yHpaBiiHHS JI0O1 IpaBli YaCTO HE MOXKYTh 3HAUTH
OJIUH OJHOT0, CECil pO3MaJalThCsl Yepe3 MOMUIIKU MiJIKIHOYEHHS, a JyOJOBaHHS

nakeriB a00 "cTpuOKK" IpaBLiB 110 KapTi pyHHYIOTh IrPOBUI T1OCBI.

1.2 AmHaui3 icHylouMX iIHCTPYMEHTIB KOOpAUHALII irpoBuUX ceciit

[lepin Hi’ MPOEKTYBATH BJACHE PillICHHS, OYJIO MPOBEACHO aHaJli3 HasBHUX
IHCTpYMEHTIB 11 o0y I0BU MepexkeBoi apxitektypu B Unity. Metoro aHamizy
CTaJ0 BUSIBJIEHHS (YHKUIOHAIBHUX MPOTAIMH Y MiIX0JaX 10 OpraHizauii cecii
(Lobby ta Relay).

Buxopucranns Buainenux ceppepiB (Dedicated Servers) 3a0e3neuye BUCOKY

HAJIHHICTh, MPOTE JJIsI OUIBIIOCTI MPOEKTIB 1€ HAAMIPHO JOPOTMH Ta TEXHIUYHO
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ckinanuuit muisx. Ha npotuBary npomy, apxitektypa "Host-Client" € nocrymnHoro,
ane 0e3 HanexHol peanizanii Relay-cepBiciB BoHa cTae 0e3mopaaHOl NeEpen
npobnemamu NAT-TpaHchsiii, yepe3 1o rpaBui 3 pi3HUX MEpPEX HE MOXKYTb
3’€IHATUCSI MK COOO1O.

IcHyroui mepexesi 0i0mioreku misg Unity (manpuknan, Mirror abo crapi
Bepcii UNet) yacTo BUMaratoTh rimOOKUX 3HAHb MEPEKEBOTO MPOrpaMyBaHHS, 110
ctae 6ap'epom i po3poOHUKiB. MoOinbHaA Bepcis 6araTboxX MOAIOHUX pillleHb HE
niaTpumye  e€heKTHMBHY  CHUHXPOHI3Allil0  CTaHiB, 110  MNPU3BOJAUTH IO
JeCUHXpOHi3allii 00'ekTiB 30poi uu nepcoHaxiB. IIpoext Unity Gaming Services
(Lobby, Relay, Netcode) mpomonye cy4yacHui miaxia, mpore iHoro iHTerpaitis
noTpedye 4iTkoi joriku oOpoOku craHiB cecii. Ilincymox anamizy: HeoOxigHa
BJIaCHA CIlielliaji3oBaHa CUCTEMa, siIKka MOEIHYE CTAOUIBHICTh MiAKJIIOYEHHS Yepes

Relay, 3pyuHe kepyBaHHs JI001 Ta aBTOMAaTU30BaHUI )KUTTEBUM LIMKIT CECIl.

1.3 MogesoBaHHs poJield rpaBUiB Ta cLieHAPITB BUKOPUCTAHHSA

[Ipy npoekTyBaHHI apXITEKTYpU IrPOBUX CECIii BAXKJIMBO YITKO BU3HAUYMTH
poJIi y4acHUKIB. Y po3po0/oBaHiii cuctemi 3akianeHo Tpu podi: Xoct, KiieHt ta
Cepgic (Unity Cloud).

XOoCT — 1€ I'paBellb, SIKA 1HILIF0E CTBOPEHHSI irpoBoi cecii. Bin Bignosigae
3a 3anyck Relay-anokarii, ctBopenHs 3anucy B Lobby API ta kepyBaHHS ClLIEHO1O.
XOCT MPOEKTYBABCSl 3 ypaxXyBaHHSIM MiHIMI3allii HABAHTAXKEHHS HA CUCTEMY: SIK
TUJIbKHU J1001 CTBOPEHO, BOHO aBTOMAaTUYHO CTA€ JOCTYIMHUM Yy 3arajbHOMY CITUCKY.

KiienT — wme rpaBeub, SIKMA 3iHCHIOE MOIIYK AaKTUBHUX Cecidi Ta
npueaHyeTbes 10 Hux. Cuenapid ans uiei posii 0a3yeTbes Ha MPOCTOTI: T'paBELb
HATHUCKA€ KHOMKY OHOBJICHHSI CIIUCKY, BUOMpae JOCTYNHY cecito i uepe3 Relay-kon
BCTAHOBJIIOE 3’€HaHHs. CucTemMa aBTOMATUYHO MEPEBIpsi€ JOCTYMHICTh JIOO1 Ta
HAsIBHICTh BIJIbHUX MICIIb.

Anminictpatop (Cepsic) — wne Unity Gaming Services, 10 Mouepye
XKUTTEBUH IIUKII CECIH y XMapl.

Ponb xocra Ta jorika CUHXpOHi3alii B Mpoieci pPoO3poOKU CyTTEBO
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YTOUHIOBAJIMCh TMOPIBHSHO 3 MOYAaTKOBMM IuUlaHOM. Ha erami TectyBaHHs
BUSIBUJIACh TEXHIYHA MpoOjeMa: Npu TpUEIHAHHI KIi€EHTa J0 XOCTa He
BiIOyBalacsi KOpPEKTHAa CHUHXpOHI3allisi oOpaHoi rpaBueM 30poi. B pesynbrari
KJIIEHT aBTOMAaTUYHO OTPUMYBAB MOYATKOBY 30pOI0, ITHOPYIOUM 1HAMBIAYAJIbHUN
BUOip rpaBis B MeHto. Lle cTBoproBano auckoM@opT, OCKIJIbKM I'paBellb BTpayan
MO>KJIMBICTh BUKOPUCTaHHSI 00paHo1 30poi M1 yac MaTuy.

Jlyist BupileHHs 1€l mpobsieMu OyJI0 MEPErisIHyTO MEXaHi3M iHirianizamii
rpaBUs MijJ 4Yac MEPEKEBOro cHaBHy. BrHpoBajkeHO mepeaady mnapamerpiB
00paHOro CropsipKeHHsT O€3MocepeHbO B MOMEHT IMiJAKIOUEHHS KIII€HTa J0
MepexeBoi cecii. 3 00Ky XocTa peali3oBaHO MEXaHi3M MePeBipKU HASIBHOCTI IAHUX
npo oOpaHy 30por0, 110 J03BOJUIO CHUCTEMI aBTOMATHYHO IiAXOIIOBATH BHOIp
rpaBlisi, 3aMiCTh NPUMYCOBOI'O BCTAHOBJIEHHSI MOYATKOBUX 3HAY€Hb. 3aBJSKU
boMy iHdopmallist mpo o0paHy 30por0 cTajla KOPEKTHO NepeaaBaTucs Bijl KIII€EHTA
J0 XOCTa IIe Ha eTami MiAKIOYeHHs, 3a0e3Meuyloud 1IEHTUYHICTh 030pO€HHS
I'paBlsl B YCIX YYACHUKIB CECIi.

B3aemonito Mk yciMa ydyacHHMKaMu Ta cepBicamMH BiJOOpa)xx€HO B Alarpami

npeteaeHTiB (auB. puc. 1.1).

MigTpumMEa cecil
(Heartbeat)
HanawTyeatu
napameTpu cecil
: : CTeopuTH NoGi
Xoct Unity Gaming
Services

Knieut
Mpwegxatuca oo nodi
Cuxxporizayis 30poi

Pucynok 1.1 — Jliarpama npeieeHTiB CUCTEMU OpraHi3allii irpoBUX ceciii
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1.4 ®opmyBaHHs (PYHKIiIOHAJBLHUX Ta HEPYHKIIOHAJILHUX BUMOT

[Ticns aHanizy crieHapiiB BUKOPUCTAaHHS CUCTEMM HACTaB 4ac MepeTBOPUTHU
3HAHHS MpPO TMPOEKT HA KOHKPETHI TEXHIYHI BUMOTHW, J€ KOHIEMIIis
OararokopuctyBalpkoro 3D-mryrepa TpaHCPOPMYETHCS Yy MEPETiK YITKHX 1
BUMIPIOBAHUX XapPaKTEPUCTUK. DYHKUIOHAJIbHI BHUMOI'M ONUCYIOTH MOBEIIHKY
IrpoBO1 CcuUCTEMU Ta IMepeadadaroTh, IO CUCTEMA IOBMHHA 3a0e3nevyyBaTH
CTBOPEHHS irpOBOTO JIOOI 3 YHIKQJIbHUM KOJOM JUIsl MiIK/IOUeHHs yepe3 Relay-
cepBicH, 1110 ycyBae noTpedy B HasBHOCTI myOsiuHoi [P-aapecu y xocta. CtaH ycix
00'eKTiB, TaKMX $K IMO3MIli TpaBlliB, CTaH 3J0pPOB's Ta KiJIbKiCTh HA0OIB, Mae
OHOBJIFOBATUCS B PEAIBHOMY 4aci 3a JOMOMOTOI MEXaHI3My MEPEKEBUX 3MIHHUX.
Kosxna nist, 30kpemMa moctpis, nepemiiieHuss adbo 3MiHa 30poi, Mae 00poOIsSTUCS
4yepe3 CHUCTEeMY BiJJIaJIEHUX BUKIMKIB MpoOLEAyp, 10 3a0e3ledyye KOPEKTHY
nepenavyy KoOMaHj Bijl KJIi€EHTa 10 cepBepa-XocTa.
HedyHkuioHanbHi BUMOIM BHU3HAYAIOTh SIKICHI XapaKTEPUCTUKU CUCTEMH, €
HalBAXUIMBILIOW € MiHIMaJlbHA MEpEeXKeBa 3aTPUMKA, OCKUIbKH apXiTEeKTypa
MOBMHHA MIATPUMYBATH BHMCOKY INBUJIKICTh OHOBJIEHHS IrPOBOrO CTaHy JJis
MiHIMi3alii BIUIMBY MIHTY Ha peecTpaiilo Mnoaii. B yMoBax KOpOTKOYAaCHHUX
pPO3pUBIB 3B'SI3KYy cHCTeMa 3000B'si3aHa KOPEKTHO OOPOOJISITU BIAKIHOUYEHHS
KJIIEHTA, HE MPU3BO/ISIUM J0 aBapiiiHOro 3aBEPILIEHHS IFPOBOr0 MPOLIECY AJIs XOCTa.
Xouya MoToYHa peanizailisi opieHToBaHa Ha dopmaT 1 Ha 1, CTPyKTypa MPOEKTY
0a3yerbcsi Ha Netcode, 10 103BOJSIE MOTEHIIHHO MacITadyBaTH KiIbKICTh
rpaBIliB y J001 0€3 KapJAMHAIBHOI 3MiHU MEpPEXKEBOTO Koy. Pertikallist JaHux mMae
Oyt OOMEXEHa JHIIEe KPUTUYHO BAXKIMBUMM 3MiHAMU CTaHy OO €KTIB JJIs
onTtuMizauii Tpadiky Ta 3ade3neyeHHs cTabiibHOI poOOTHU HABITH MPU OOMEKEHIH
nponyckHiii 3patHocti. Konm mpoekty wmae 0OasyBaTHCSi Ha  CTaHJIAPTHUX
koMmnoHeHTax Unity, 10 rapaHTye€ 3py4HICTb MOJAJBIIOTO PO3MIMPEHHST O€3
HEOOXIJTHOCTI MEepenucyBaHHs MEPEKEBOI JIOTIKM, a Oe3neka ceciit peasizyeThes
HUISIXOM OOMEXKEHHSI JIOCTYIy JI0 KEepyBaHHsSI J1001 JuIIEe JJisi aBTOPU30BAHUX
KOpPHUCTYBauiB, 110 3amno0irae crnpodam BTPYYaHHs B IrpOBY CECIl0 TpETIMHU

ocoOaMmu.
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2 OBIPYHTYBAHHSA TEXHOJIOTTYHOI'O CTEKY TA
HHPOCEKTYBAHHA APXITEKTYPHU

2.1 Bu0ip moBu nporpamyBaHHst C# Tta pywist Unity

Po3pobka 3D-mryrepa 3 MEpeXeBOIO apXiTEKTYpOI BUMAarae perejabHOro
HiaX0ay A0 BHOOPY TEXHOJOTIYHOTO CTEKY, 3JaTHOr0 3a0e3MEeYUTH BHCOKY
NPOJAYKTUBHICTh 1 HaJlliiHy poOOTY B yMOBax MOCTIHHOTO OOMiHY AaHUMH MIXK
rpaBusiMu. Sk 06azoBuii iHCTpyMeHTapiii Oysio oOpaHo irpoBuii pyumiiii Unity Ta
MoBY nporpamyBaHHsi C#. Bubip Unity 3ymMoOBiI€HMI HOro rHydykum HabOpoMm
iHCTpyMeHTIB 111 poGotu 3  3D-rpadikoro, Qi3MYHMMH B3a€EMOMISIMHA  Ta
IHTErpOBaHOIO MIATPUMKOIO cydacHUX MepexeBux cepiciB (Unity Gaming
Services), IO KPUTUYHO BAXIWBO JUIS IIBUAKOTO MPOTOTUITYBAaHHS Ta
MacuTadyBaHHsI 0araTOKOPUCTYBALIBKUX MPOEKTIB.

Ha BigmMiHy Bix iHTepnpeToBaHUX MOB ab0 3aco0iB  Bi3yaJbHOIoO
nporpamyBaHHsi, C# 3a0e3nedyye BHUCOKY IIBUJKICTh BUKOHAHHS KOIY 3aBJSIKU
CTaTUYHIM THMi3allii Ta KOMIOIALIT B MalIMHHKME KoJ. B irpoBiii inayctpii o6poOka
koxxHoro kaapy (Update-iMki) € KpUTHYHORO orepalli€ro: Oyib-sika 3aTpUMKa IpH
0o0poO1i BXiJHUX MaKETiB BiJ IrpaBiiB a00 oOpaxyHKy (i3WKdU HPU3BOJIUTH J10
necuHxpoHizaiii crany. C# no3Bosisie €(pEKTMBHO KepyBaTH MaM ATTIO Ta
BUKOHYBAaTU CKJIaJHI OOYMCIEHHS, HEOOXiJHI sl peecTpauii BIy4aHb Ta
IHTEPIOJISLIT MO3UILI 00'€EKTIB.

BupimaabHuM 4YMHHMKOM cTajla pO3BUHYTa ekocucremMa Unity s
po3poOKu MepexkeBux 3acTocyHkiB. CyuacHa 0ibmioTeka Netcode for GameObjects
0a3yeTbcs Ha ACHMHXPOHHMX TMaTepHaX, WLIO [JO3BOJISE€ JIEJeryBaTu CKIaJHI
0oOYHMCIIEHHS, TaKi K cepiaizallisi MepeKeBUX IMaKeTiB a00 3aBaHTaXKEHHS aCETiB,
Ha (¢oHoBi mnortoku. Ile 3amobirae OJOKYBaHHKO T'OJIOBHOIO  IOTOKY,
BIJIMOBIAJILHOTO 32 PEHJEPUHT rpadiku, 0 rapaHTy€e CTaOIbHY YacTOTy KaJpiB
ISl TPaBLISL.

OcHoBHUM cepenouinemM po3pooku ctaB Unity Editor y moeananni 3 IDE

Microsoft Visual Studio.
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2.2 OnTtumizauiss irpoBoro iHTepdelicy Ta acMHXpPOHHA MoJe/b
00poOKM JaHMX

CrtBopenns irpoBoro intepgeiicy (Ul) st 6ararokopucTyBalbKoro mytepa
BUMArae mijxoay, sKuii MiHiMi3y€ HaBaHTaKEHHSI HA TOJOBHUI MOTIK BUKOHAHHSI.
B irpax Oynp-sika 3aTpumMka npu oHoiieHH1 Ul, Hanpuknan, npu BuOOpi 30poi B
7001, MOXE TMPU3BECTH 1O 3aBMUPAHHS TPU HA YaCTKY CEKYHIU, IO €
HETMPUITYCTUMHUM TIiJ 4ac irpoBoro mporiecy. Jlas moOymoBu iHTepdetlicy 0yio
obpano cuctemy Unity Ul y noennanni 3 Event System, 1110 103BoJ1si€ CTBOPIOBATH
yyitHi Ta iHpopmaTuBHi enemeHTd, Taki sk HUD (Heads-Up Display) ta meHto
100i.

OCHOBHUM IHCTPYMEHTOM ONTHUMI3allil poOOTH 3 Mepexew craia
aCMHXpOHHA Mojenb mnporpamyBaHHs Async/Await. B Unity ocHOBHMI mMOTiK
BUKOHAHHS BIANOBiA€ 32 peHJAEPHUHT Tpadiku Ta (i3M4HI 00paxyHKH, TOMY OY/lb-
siKa MEpEeKeBa orepallis, Hanpukian, 3anut 10 LobbyService abo RelayService, 3a
3aMOBUYYBaHHSIM MOX€ OJIOKYBaTHM TIpy [0 OTPUMAHHS BIANOBiAlI BiJ cepBepa.
BukopucTaHHs aCHHXPOHHUX 3aBJIaHb J103BOJISIE BUKOHYBATH MEPEKEB1 3alUTH Y
(OHOBOMY PEXUMI, HE IEPEPUBAIOYH ITPOBUI ITUKIL.

Ha npakruii e Bupinrye npo0jaeMy 3aBUCaHb NMpH CpoOl NiAKIIOUEHHS 10
J001: rpaBellb MPOAOBKYE OauuTH aHiMOBaHWK iHTepdeiic, Toni sk (HoHOBUI
MpoIIEC OUIKY€E MIJATBEPXKEHHS BiJl XMapHOIO cepBicy. 3aBIsSKH 1IbOMY IHTEpderic
3QIMIIAETBCS UYYWHUM HE3QJIEKHO BiJ IMBUJAKOCTI BiamoBiai cepepiB Unity
Gaming Services.

HactynHuii kon AeMOHCTpYE 13015110 MEPEKEBUX 3AMUTIB BijJ TOJOBHOIO
NOTOKY irpoBOro pyiuuis. BHKOpuCTaHHS KJIHOYOBOrO cjoBa await J103BOJIsIE
CUCTEMI NPU3YNUHUTH BUKOHAHHS JIMIIE KOHKPETHOIO METOJAY JIOTIKK J100l,
3QJIMIIAI0YYU TPU [[bOMY PEMITY CUCTEMH (pPEHAEPHUHT, 0OpOOKY BBOJY) MOBHICTIO
npate3narHoto. [lepekiitoyeHHs KOHTEKCTY Ha CUCTEMHI MOTOKM TapaHTye, L0
KJIEHT 3aJMIIAETHCS KEPOBAHUM JUISl TPaBUs HE3AJEXKHO BiJ 3aTPUMKHU IpHU

CUHXPOHI3allil 3 XOCTOM 200 XMapHUM CEPBEPOM.
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[Ipuknaa BUKOPUCTaHHS ACUHXPOHHOIO BUKJMKY JUIS MIIKJIIOYEHHS J10

irpoBOi cecii HaBeIeHO Ha pUCYHKY 2.1.

JoinLobbyById( lobbyId)

ShutdownLobbySystem() ;
EnsureNetworkManagerExists();

UpdateStatusText("Joining...");
try
{
joinedLobby = LobbyService.Instance.JoinLobbyByIdAsync(lobbyId);
relayCode = joinedLobby.Data[KEY_J ODE] .Value;
JoinAllocation joinAllocation = Relay vice.Instance.JoinAllocationAsync(relayCode);

NetworkManager.Singleton.GetComponent<UnityTransport>().SetClientRelayData(
joinAllocation.RelayServer.Ipvd, ( )joinAllocation.RelayServer.Port,
joinAllocation.AllocationIdBytes, joinAllocation.Key, joinAllocation.ConnectionData, joinAllocation.HostConnectionData

I3

if (NetworkManager.Singleton.StartClient()) UpdateStatusText("Connected!");
}
catch (System.Exception e)
{
Debug.LogError("Join Error: " + e.Message);
UpdateStatusText("Join Failed");
}
}

Pucynok 2.1 ®parMeHT KOy aCHHXPOHHOT'O BUKJIMKY JJIs MiAKI0UeHHs 10 Relay-

cecii

2.3 Tiopuana moaenb 30epirannsa ganux: Unity Cloud Ta nokajabHuii
Kell

[Tin yac po3poOkM OAHUM i3 HAWCKIQAHINIMX 3aBJaHb CTajla opraHizarlis
30epiraHHsl Ta CHUHXpOHi3alii aaHux cecii. Cneuudika MepexeBoro uryrepa
BUMAara€e MUTTEBOIO OHOBJICHHS CTaHy CBITY (mo3ullii rpaBuiB, BuOip 30poi) Ta,
BOJHOYAC, BHMCOKOI BiJIMOBOCTIMKOCTI /O MepexeBUX 3arpuMok. Kiacuunuii
3anuT-BiAnoBias HTTP € HeedekTMBHUM I IrpOBHX W€ dYepe3 BHUCOKI
3aTPUMKH, TOMY 0yJi0 00paHo riOpuiHy MOJIEIL POOOTH 3 TaHUMMU.

JUist cMHXpOHi3allil CTaHiB y peaJlbHOMY 4aci BUKOPUCTOBYIOTbCS CEpBICH
Unity Gaming Services (Lobby Ta Relay). Lobby API Bucrynae six xmaphHwuii
peectp, 10 30epirae MeTajiaHi akTUBHUX irpoBuX ceciit. lle 103Bojsie KiieHTam
e(eKTUBHO IIyKaTH JOCTYIHI cecii 6€3 HeOOXiTHOCTI OMMUTYBaHHS BCIX aKTMBHHUX
XOCTIB.

Jliist 3a0e3nedeHHs CTINKOCTI O PO3pUBIB 3B's13KY MOOYA0BAHO apXiTEKTYpy

JIOKQJIbHOTO KellyBaHHS Ha 0a3i cTpykTypoBaHux 00'exTiB C#. JlokanbHuil kel
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30epirae KoOIil0 OCTaHHBOTO BiAOMOro cTaHy JoOi Ta KOHGIrypailito rpaBus
(Loadout). IlpuHuun poOOTH ToJiSITa€ B HACTYNMHOMY: KOJIM T'paBellb BUOUpae
30por0 B MeHIO J100i, JJaHi CIOYaTKy 3alMCYHOThCS B JIOKAJIbHUK 00'€KT Kely, a
NOTIM CHHXPOHI3YIOThCs uepe3 NetworkVariable. SIkmo mepexeBe 3’€IHaHHS Ha
MUTb TE€PEPUBAETHCS, TIpaBellb HE BTpayae CBIi BHUOIp, OCKUIBKM CUCTEMA
ABTOMATUYHO [MOBTOPIOE 3aNIUT HA CHHXPOHI3aLl1I0 MIiCJIsl BIAHOBIICHHS 3B’ SI3KY.

Jliist 3a0e3nedyeHHs: MePCUCTEHTHOCTI BUOOPY TpaBlisi B yMOBAX 3aBEPIICHHS
irpoBo1 cecii OyJ10 peanizoBaHO MEXaHI3M JIOKAJIbHOIO 30€pEKEHHS HalallITyBaHb
3a jnornomoroto PlayerPrefs. Ile no3Bojisse cuctemi BiJHOBIIOBATH CTaH BUOOPY
30poi MpH TMOBTOPHOMY 3aIyCKy 3aCTOCYHKY 0€3 HEOOXiZHOCTi 3BEpHEHHS 0
XMapHHUX CEPBICIB.

®dparMeHT peasizalii Joriku 30€peKeHHs Ta 3aBaHTAXKEHHSI HAaBEACHO Ha

pUCYHKY 2.2.

SaveSelection( weaponName)
SelectedWeaponName = weaponName,;

PlayerPrefs.SetString("SelectedWeapon™, weaponName);
PlayerPrefs.Save();

LoadSelection()

SelectedWeaponName = PlayerPrefs.GetString("SelectedWeapon"”, AK4T);

PucyHnok 2.2 — ®@parMeHT Koy MOJLyJisl 30€pEKEHHS Ta 3aBaHTAKEHHS

HaJalTyBaHb IPaBLs

Kon nemoHCTpye BHKOPHUCTaHHSI CTAaTUYHOTO METOMY JJisi OHOBJICHHSI
notouynoi 3MmiHHOI SelectedWeaponName Ta CHHXpOHHUI 3amuc OOpPaHOIo
3HAYEHHS Y JIOKaJIbHE cXoBullle npuctporo uepe3 PlayerPrefs.Save(). Takuii miaxin

rapaHTye LUNCHICTh TaHUX IIPU BUXO/I1 3 IPU.
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2.4 ApxiTekTypHa Moje/Jib Ta KOHUeEMNLisl YNPaBJIiHHA Mepe:KeBUM
CTAHOM

[Ilo6 YHUKHYTH NEPETBOPEHHS TPOrPAMHOT0 KOy Ha XaOTUYHY CTPYKTYDY,
y TOpoeKTi OyJ0 3acTOCOBAHO MPHUHILIMI MOJYJIBHOI apXiTEKTypH, $Ka YITKO
po3noaiisge 000B'SI3KM MIXK OKPEMUMHU KOMIIOHEHTAMH CHCTEMH. JIOTiKy irpOBOIo
NPOEKTY OYyJIO pO3IUIEHO Ha TpU (YHKUIOHAIbHI WIapW, WO BiAMNOBIAAIOTH
CTPYKTYpi KaTaJloTiB Y MPOEKTi:

[Ilap View (Assets/Scenes, Assets/Prefabs) BianmoBizae BUKIIOUHO 3a
Bi3yasibHE BiJloOpakeHHs1 irpoBoi cueHu Ta Ul-enementiB. BiH He mnpuiimae
CaMOCTIMHUX PILIEHb HI0JI0 MEPEKEBUX 3MiH, a JIMIIE pearye Ha MoAii, OTpUMaHi
BiJl MEHEKEPIB.

[IIap Controller (Assets/Scripts) € sapom cuctemu. Jlorika KO)KHOro MOIYJis
cTporo i3ojboBaHa: miananka Auth kepye aBreHTHdikalicto rpasis yepe3 Unity
Services, Lobby BianoBigae 3a »®UTTEBUM IIUKIT irpoBUX ceciid Ta poOoTy 3 Relay, a
Gameplay 3a0e3neuye CHUHXpOHi3alil0 O€3MocepeHbO IrpoBUX MexaHik. Lle
JI03BOJISIE HE3AJIEAKHO PO3LIMPIOBATU KOXKHY MiZCUCTEMY 0€3 pU3MKY BUHHKHEHHS
KOH(MJIIKTIB y MEPEKEBOMY KOJIi.

[ITap Model (Assets/Data) MiCTUTB YUCTi CTPYKTYpH JaHUX Ta KOHDirypaiiii,
30kpema Weapons. BuHeceHHs JaHUX Yy OKpEMUH 11ap rapaHTye, 110 irpoBa Jorika
onepye aOCTPAaKTHUMM HAJANITYBAHHSIMH, 1110 CIPOUILY€E J0JABAHHS HOBUX THIIIB
030pOEHHS.

BaxxnuBuM apXiTEKTypHMM pIllIEHHSM CTaB TMPUHIUI «EIWHOTO JKepena
ICTUHM» Ha CTOPOHI XocTa. KIieHTH HIKOJIM HE 3MIHIOIOTh IFPOBI 3MiHHI HANpPSAMY,
BoHU HajacwiatoTh 3anuT (RPC), skuii 00po0sieThesl BIAMOBIIHUM KOHTPOJIEPOM.
Xoct Baniaye aito ta oHoBimoe NetworkVariable, micis yoro cran aBTOMaTU4HO
pO3CUJIA€ThCS IHIIUM TpaBIsIM. OCKUIBKM KJIIEHTCHbKI KOHTPOJEPHU MIJINKCaHI HA
OHOBJIEHHS LIMX 3MIHHUX, IFPOBUHA CTaH OHOBJIIOETHCS  ABTOMATHYHO,

3a0€3MeuyouH MJIaBHY CUHXPOHI3aIli0.
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Jloriky cHHXpoOHi3allii, 10 peaji3ye KOHUEIMI LEHTPai30BaHOIO
yIIpaBJliHHS MEPEXKEBUM CTaHOM yepe3 cepBepHi npoueaypu (RPC), HaBeneHo Ha

pUCYHKY 2.3.

[Rpc(SendTo.Server)]

ShootServerRpc(Vector3 pos, Quaternion rot)
if (activeWeapon == || currentAmmo.Value <= 0) return;

PlayWeaponSoundRpc(8);
GameObject bullet = Instantiate(activelleapon.weaponData.bulletPrefab, pos, rot);

Bullet bulletScript = bullet.GetComponent<Bullet>();
if (bulletScript != ) bulletScript.damage = activelWleapon.weaponData.damage;

Collider bulletCollider = bullet.GetComponent<Collider>();
if (bulletCollider != )

{
foreach (Collider col in GetComponentsInChildren<Collider>())

Physics.IgnoreCollision(bulletCollider, col);

}
bullet.GetComponent<NetworkObject>().Spawn( );

Rigidbody rb = bullet.GetComponent<Rigidbody=();
if (rb != ) rb.linearVelocity = (rot * Vector3.forward) * 30f;

PlayRecoilClientRpc();
currentAmmo .Value—;
UpdateAmmoClientRpc(currentAmmo.Value, reserveAmmo.Value);

Pucynox 2.3 — dparmMeHT JIOTiKu MEPEKEeBOI CUHXPOHI3allil MOCTPisTy Ha CTOPOHI

cepBepa

Meton ShootServerRpc Haacuiae 3anut Ha XOCT, SIKUA BUKOHY€ NEPEBIPKY
HasBHOCTI Oo€3amacy Ta CHpPaBHOCTI 30poi, micisi 4Yoro 3/A1iCHIOE CraBH
MEPEXKEBOro 00'€KTa KyJi Ta OHOBJIIOE MMOTOYHUN CTAH MATPOHIB YEPE3 MEPEKEBI
3miHHi (NetworkVariable).

JIyist 3a06e3neueHHs YuCTOl apXiTeKTypu (PaityioBy CTPYKTYpY HMPOEKTY OyJi0
noOy/10BaHO HA OCHOBI JIOTIYHOTO PO3JIUICHHS 32 MPU3HAYEHHSIM, 1110 300pa’KeHO

Ha PUCYHKY 2.4.



Pucynok 2.4 — ®aiinoBa CTpyKTypa MPOEKTY
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3 IMTPAKTUYHA PEAJIIBALIA ITPOBOTO TPOEKTY

3.1 Moayab aBTeHTU(piKALITl KOpUCTYBa4iB

[IpakTruHa peanizalisi irpoBOro Kji€HTa MOYMHAETHCS 3 NOOYI0BU CUCTEMU
inenTudikaiii rpaBusg. OCKiIIbKM MPOEKT OPIEHTOBAHUN Ha IIBUJKE 3aHYPEHHS B
irpoBuit npouec, Oyjso o0OpaHO MOjE/Ib aBTEHTU(iKallil HA OCHOBI YHIKAJIbHOTO
HikHeliMy 0€3 BUKOpUCTaHHSI mapodiB. Lle pillleHHs 103BOJISIE TPABIO MUTTEBO
JOJIy4UTHCS 10 J1001, 30epiralouu mpu LbOMY IEpCOoHaNI3allil0 B MEXax irpoBoi
cecii.

Cucrema miaTpuMye ABa CIEHaApil BXOJY: CTaHIAPTHUH — 3 BBEIEHHSIM
IMEHI BpY4YHY, Ta NPUCKOPEHUI — 3 aBTOMATUYHUM 3aBAHTAKEHHSIM HIKHEHMY 13
JIOKAJIBHOTO CXOBHILA MPUCTPOO. BizyanbHO 1I€#l npoliec peai3oBaHo y BUIIISAII
cneniaapHol GopMU BXONYy, JI€ TpaBellb 3aJa€ CBOE BimoOpakyBaHe iMm's Ta 3a

OaxaHHSIM aKTUBYE (YHKIIiIO 30epekeHHs (quB. puc. 3.1).

-

Pucynok 3.1 — Inrepdeiic ekpany aBTeHTU(DIKaLiT IpaBIs
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3a KOpEKTHICTh POOOTH 11i€1 jloriku BianoBigae moayiab GameAuthManager.
Bin ininianizye mnpouec aBTeHTH(iKallil, MepeBipse HAsSBHICTb 30€peKEeHOro
HIKHEiMYy Ta rapaHtye ioro nepefadyy B MepexeBuid koHTekcT Unity Gaming
Services. dparmMeHT KoAy IHiLiami3alil HIKHEHMY 3 MIATPUMKOIO JIOKAJIbHOTO

30€epexKEHHSI HABEJIEHO HA PUCYHKY 3.2.

id OnLoginClicked()

j nickname = nicknameInput.text;

ing.IsNullOrWhiteSpace(nickname) || nickname.Length < 3)

statusText.text = "HikHeWm mae 6yTu He MeHwe 3 cuMmBoniB";
return;

}

statusText.text = "Connecting...";
try
{

it AuthenticationService.Instance.SignInAnonymouslyAsync();

it AuthenticationService.Instance.UpdatePlayerNameAsync(nickname);

SaveSettings(nickname);
LoadGame() ;

}

catch (System.Exception e)

{

statusText.text = $"Momunka: {e.Message}”;

}

Pucynox 3.2 — ®parmenT koay iHinianizaumii aBreHTudikaunii B GameAuthManager

Lle#t xon peasnizoBaHO 3a JOMOMOIOK) aCHHXPOHHOT MoJieli async/await, 1110
JI03BOJISIE BUKOHYBATH MEPEXKEBI 3amuTH y (hoHOBOMY pexkuMi. Lle rapanrye, mio
IrpoBUid iHTEpPPENC 3anuIaeTbcs YyWHUM 10 Al KOpUCTyBaya HaBiTh Mija 4Yac
OUiKyBaHHS BiJINOBiAI BiJl xMapHOTo cepBepa Unity.

[Ticnst ycnimHOi aBTeHTU(]iKaUii KIIEHT aBTOMAaTUYHO 3aBAaHTAXY€ CLEHY
rOJIOBHOIO MEHIO, HAJAr0ud TPaBILIO0 JOCTYH 10 MEPEXKEBUX (GYHKIIIN MPOEKTY.
Came TyT rpaBellb MOXE€ CTBOPUTH BjiacHE J1001 ab0 mNpueaHATUCS O BXKE

ICHYI0YOI1 IrpoBOi cecii, 00paBlIn OaxaHe CopsHKEHHS (IUB. puc. 3.3).
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Build Version: 0.0.142

Pucynok 3.3 — [HTepdeiic roJ10BHOr0 MEHIO MICIIsl YCHIIIHOT aBTEHTU(IKALT

BaxJiMuBUM KOMIIOHEHTOM TOJIOBHOTO MEHIO € [MijcucTeMa BHOOPY
cnopsiypkeHHst (Weapon Selection), sika 103BoJisIE rpaBi0 00paTu 30por0 mepen
noyarkom Maruyy. BuOpana 30posi 30epiraeTtbCs B K€l 3aCTOCYHKY, IO
3a0e3nevye CTalnicTh HATAITYBaHb MiXK I'POBUMU CECISIMH.

[Ticnss BUOOpy 30poi, rpaBelb MOXKE MEPEHTH 10 MOAYJS HAJIALITYBAHb
3BYKOBOT0 cepefoBuilia. OCKUIbKM pPEaiCTUUHICTh 3BYKY € KPUTHYHOIO MJis
IrpoOBOrO MpOLECY B LIyTEPAX, Y HAJAIITYBAHHSIX PEAII30BAHO OKPEME KEpyBaHHS

T'YYHICTIO JIJIsl IBOX KJIFOUOBUX KaTEropid 3ByKiB: MOCTPiIIB 30pOi Ta KPOKIB.

Build Version: 0.0.142

Pucynok 3.4 — Intepdeiic Bubopy criopsiixkeHHs rpaBLs
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Takuit nBopiBHEBUM miaxin 0 iHTepdelicy — croyarky ineHTudikallis
0COOUCTOCTI, a MOTIM BHUOIp irpoOBOr0 MPOCTOPY Ta MEpcOoHai3allis TEXHIUHHUX
napaMeTpiB J03BOJIIE CTPYKTYpPYBaTH JIOCBiI KOPUCTYyBaua, BiJIOKPEMIIIOIOUN
HaJalTyBaHHS TOpodiao Bif 0O€3MocepelHbOl MIATOTOBKU O MEPEKEBOI
B32EMOJIII.

[li HanamTyBaHHS peanizoBaHO 3 BUKopucTaHHAM AudioMixer, 110
3a0e3nevyye JAMHAMiYyHy 3MiHY TYYHOCTI B peajibHOMY uaci 0e3 HEeOOXiIHOCTI

NEepe3aBaAHTAKEHHSI CLIEHH (JUB. puc. 3.5).

Build Version: 0.0.142

PucyHnok 3.5 — InTepdeiic HanatyBaHb 3ByKOBOTO CEPEIOBUIIA

3.2 Moayab CTBOpEeHHsI Ta NMOLIYKY irpoBHX cecii

BaxnuBum etanom po3poOku € peanizallisi MexaHi3My 300py TIpaBlliB Y
CHUJIBHI irpoBi cecii. [[1s nmporo y npoekri 6yno Bukopuctano cepsic Unity Lobby
API, skuil 3a0e3nevyye CTBOPEHHS, MOIIYK Ta MPUEAHAHHS 10 ITPOBUX KiMHAT.
[{leHTpaibHUM €JeMEHTOM I1boro Moaynsi € LobbyManager, sikuii BUKOHYE pOJIb

KOOPJIMHATOPA MiXK KJIIEHTOM Ta XMapHUMHU cepBicamu Unity.
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MexaHika poOoTu 1001 mnependayae JiBa OCHOBHI CIIEHApii: CTBOPEHHS
HOBOT0 JIOO1 3 YHIKAJIBHUM 1ICHTU(DIKATOPOM Ta Meperjsjl CIUCKY aKTUBHUX ceciii
yepe3 LobbyListEntry. Koau kopucTyBau CTBOprOE KiMHATy, CEpPBEpP BHJLISIE
Relay-anpecy, udepe3 sKy Oyle NpPOXOJUTH MEPEKEBHI Tpadik, 10 J03BOJISIE
I'PaBLsIM TpaTy He3anexHo Bijg Tuily NAT-mepexi.

[Ipouec crtBOopeHHs 1001 peanizoBaHO ACUHXPOHHO, MO0 iHTepdeic He
OJI0KyBaBC ITiJ1 4ac 3anuTy A0 xmapHoro API. ®dparMeHT Koy, 0 BiJOBia€E 3a

iHiianizanito 1001, HaBeACHO Ha PUCYHKY 3.6.

nid CreateQuickLobby()

ShutdownLobbySystem();
EnsureNetworkManagerExists();

if (isCreateCooldown || joinedLobby != null) return;
_ = StartCooldownTimer();

UpdateStatusText("C ting match...");

allocation await ce.Instance.CreateAllocationAsync(2);
Delay(560)
Code = await R .Instance.GetJoinCodeAsync(allocation.AllocationId);

var transport = NetworkMan ~.Singleton.GetComponent<Unity rt=();
transport.SetHostRela a(allocation.RelayServer.Ipvd, allocation.RelayServer.Port,

allocation.AllocationIdBytes, allocation.Key, allocation.ConnectionData);

~.5ingleton.StartHost()) throw new System.! ption("Failed to start Host");

Dict

{ KEY_JOIN_CODE, : Db .VisibilityOptions.Public, joinCode) },
{ KEY_MAP_NAME, ney VisibilityOptions.Public, "Desert") },
{ KEY_MODE, new

}

joinedLobby = await L ] 2, options);

-3
Singleton.SceneManager.LoadScene("Desert”, LoadSceneMode.Single);
on €)

].LogError($"Error
eStatusText("E
isCreateCooldown = false;
if (quickCreateButton) quickCreateButton.interactable = true;
1it ShutdownLobbySystem();

Pucynok 3.6 — ®parmeHT Koy iHinianizailii jio01 Ta Relay-3’enqnanns B

LobbyManager
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Bukopucranns Relay-anokaiiii 103Bosisie  rpaBlsiM CTBOPIOBAaTH BJIacHI
irpoBi cepBepu 0€3 HaJlAITYBaHHS Mepeajpecallii NOpTiB Ha MaplIpyTHU3ATOPaAX,
0 € KPUTUYHUM Il 3a0€3MEeUEHHS JOCTYITHOCTI I'pyU Ha OYIb-SIKUX MEPEKEBHX
KOH(DIrypamisx.

KopucryBanpkuii inTepdeiic 1001 CipoeKTOBaHO Tak, MO0 rpaBellb MIr y
JeKijbKa KIIIKIB MOOAYUTH CHUCOK JOCTYNMHUX ceciid Ta oOparu BianmoBiaHy. [us
IILOI'O0 BUKOPUCTOBY€ETHCSI KOMIOHEHT LobbyListEntry, sikuit nunamiuHO reHepye
CIIMCOK KIMHAT Ha OCHOBI JlaHWX, OTpUMaHuX Bin cepBepa. KoxHa cecis
BiJloOpakae KiJbKICTh YYaCHHUKIB, 1110 J03BOJISIE€ I'PABLSM LIBUJIKO 30PIEHTYBATUCS

Ta 00paTH CECito 3 TOCTATHHOIO KUIBKICTIO BIILHUX MiCIb (UB. puc. 3.7).

Build Version: 0.0.142

Pucynok 3.7 — Iutepdeiic MeHto noiyky Ta BUOOpy 1001

Takuii migxin no apxirektypu — jae LobbyManager kepye norikoro, a
LobbyListEntry BinnoBimae 3a Bi3yasjbHe MpPEACTaBICHHS CECiid 03BOJISE JIETKO
MaciiTadyBaTh MpPOEKT. Y MNOAAJIBIIOMY 1€ JO3BOJIMTh J0JaTH (UIBTPH 3a
reorpaiyHUM MOJIO)KEHHSM CepBepiB ad0 piBHAMHU TrpaBIliB 0€3 HEOOXiZHOCTI

nepepoOKu BCi€l MepexKEeBOT CUCTEMH.
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3.3 Moaysb KepyBaHHS irpoBOIO JIOTIKOI0 Ta payHAaMH

s 3a0e3nedyeHHs LUTICHOCTI  IrpOBOrO  MPOUECY Ta KOPEKTHOrO
BIIOOpaXEHHS MPOrpecy Mardy 0yJio po3po0JeHO MOyJIb KEPYBaHHS CTAHOM I'pH.
[{eHTpaJIbHUMU  KOMIOHEHTaMM LbOro MoxayJss € MatchManager Ta
RoundManager. BoHr BUKOHYIOTB poJib apOiTpiB, sIKI aBTOMAaTUYHO BiICTEXKYIOTh
yac, HapaxoBYIOTh 0ajiy Ta BU3HAYAIOTh NEPEMOKLIS MTICTSl 3aBEPIICHHS PAyHLY.

Jlorika moayns noOynoBaHa Ha mpuHLMMi Server-Authoritative: nuiie xocT
rpd Ma€ TMpaBO 3MIHIOBATH CTaH payHay (Mo4yarok, may3a, KiHelb), 110
YHEMOXIIMBIIIOE MaHIMyJsii 3 TaiiMmepoM abo0 paxyHKOM 3 OOKY KIIi€HTIB.
MatchManager Bianosinae 3a riaoOanbHuid craH cecii, Toai sik RoundManager
Kepy€e IUKJIaMU BCEPEIMHI KOHKPETHOI MaIu, TAKUMHU SIK TaliMep 10 KiHUS payHIy
Ta JIOTiKa BiAPOJKEHHs rpaBuiB uepe3 PlayerSpawner.

®parMeHT Kofy, 10 EMOHCTPYE JIOTIKY MEpexXopy MiXK CTaHaMU payHIY,

HABEJICHO HA PUCYHKY 3.8.

StartNewRound()
if (!IsServer) return;

timer.Value = roundTime;
isRoundActive.Value = true;
SetWaitingStateClientRpc(false);

foreach (var client in NetworkManager.Singleton.ConnectedClientsList)

{

if (client.PlayerObject == null) continue;

if (client.PlayeroObject.TryGetComponent(out Health h))

h.ResetHealthServerRpc();
r wm = client.PlayerObject.GetComponentInChildren<wWeaponManager>();

if (wm != 1)
wm.ReloadServerRpc();

Transform target = (client.ClientId % 2 == ©) ? teamlSpawn : team2Spawn;
TeleportTargetClientRpc(client.PlayerObject, target.position, target.rotation);

}

SyncPlayerNamesRpc() ;

Pucynox 3.8 — @parmeHT Joriku iHiianizamii payHmay Ta CMHXpOHi3ailil
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Meton StartNewRound peanizye KOHUEMNIIFO YUCTOTO CTaHy Ui KOXKHOI'O
paynay. CepBep iHillilO€ CKHJIaHHS TapaMeTpiB 3J0pOB’s Ta Ooe€3amacy uepes
RPC-BuKIHK, 110 BUKIFOYAE MOYKJIMBICTh HAKOIMMYEHHS TOMHUJIOK CHHXPOHI3allii Ta
3a0e3nevye piBHI YMOBH ISl BCIX YYACHHUKIB MEPEN MOYATKOM KOXKHOTO PayHJLy.

JlonatkoBo, MOAyJb irpOBOi JIOTIKM TICHO IHTErpOBaHUN 13 CHUCTEMOIO
cnaBHy. PlayerSpawner aBToMaTU4HO BHU3HA4ya€ JOCTYMHI TOYKU MOSIBU HA KapTi,
rapaHTyrou4u, 110 rpaBli He OyayTh 3a0/10KOBaHi a00 3'IBISAThCS B Oe3neyHiii 30Hi.
[le 3a0e3neuye AMHAMIYHICTh F€HUMIUICIO: Mics CMEPTi IpaBellb HE BUOYBa€ 3 I'pu,
a aBTOMATUYHO BIJIPOJIKYETHCS Y€pe3 KOPOTKHUM MPOMIKOK Yacy, IO MiATPUMYE

BUCOKHUM TEMII MaTUy.

3.4 Monayab 60ii0Boi cucTeMHU Ta BidyaJizallii MepexxeBoi B3aeMo/ii

@diHanbHUM €TarnoM peajizallii IrpoBoi CUCTEMHU € MOAYJb 00ioBOL
B3a€EMOJIIi, SKUH BIJIMOBIJA€ 32 CHUHXPOHI3ALII0 KPUTUYHO BAXKIUBUX IFPOBHUX
noaii. Y AMHAMIYHMX MEPEKEBHX UIyTEpax KJIOYOBUM 3aBIaHHSAM €
3a0€3Ne4YeHHs] 1IGHTUYHOCTI 1rpOBOr0O CBITY Uil BCIX Y4acHUKIB cecii. Jlus
peanizailii 1boro MoAayJist O0yJ0 BUKOPUCTAHO apXITEKTYpy perulikalii 00'€KTiB, siKa
3a0e3neuye MiHIMalIbHY 3aTPUMKY IpPU MEPEAayi CTaHIB MEPCOHAXIB Bijl cepBepa
710 KOXHOTO 3 KJIIEHTIB.

[lepimiuM KpOKOM MepexeBOi B3aEMOJIiT € YCIIIIHE MPUEIHAHHS IpaBUs 10
aKTUBHOI irpoBOi cecii. Y MOMEHT BXOJly KIi€HTa B TPy CEpBEpP BUKOHYE
npouenypy inimiamizamii o0'ekra Player, npusHavaroun oMy BiIacHMKa Ta
CUHXPOHI3YIOUHU [TOYATKOBI KOOPJIUHATH.

JInst  JOCSTHEHHSI  peaiCTUYHOCTI  MEPECYyBaHHS OyJ0  3aCTOCOBAHO
cneuianizoBani  MepexeBl  komnoHeHTH —  ClientNetworkTransform Ta
ClientNetworkAnimator. I[i iHCTpyMEHTH 03BOJISIFOTH CEPBEPY KOHTPOJIIOBATH
JOTiKy MepecyBaHHs, BOJHOYAC HAJAIOUM KJII€EHTaM MpaBO MNependauyeHHs, L0
poOUTh pyX CYNpPOTMBHUKA TIUJIABHUM, HaBITh MPU HASIBHOCTI HEBEJIUKUX

MCPCIKCBUX KOJIMBAHb.
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BizyasnibHO BXiJl BUIIISJA€ K MUTTEBA IOSIBA aBaTapa iHIIOrO rpaBUs B

irpoBOMy TPOCTOpI, II0 CYMPOBOXKYETHCS MEpeAaueto JaHuX Mpo Horo HikHEHM

Ta 00pany 30poro (auB. puc. 3.9).

Pucynok 3.9 — BinoOpakeHHs: BXOAY JpYyroro rpaslisl B irpoBYy cecito

AHiMalisg Xxoap0u cuHXpoHiI3yeThesl yepe3 NetworkAnimator, sikuii nepenae

napaMeTpH rnepexoay aHimaliifHoro aepesa y peanbHoMmy yaci (quB. puc. 3.10).

Pucynok 3.10 — CunxpoHi3ailisi aHiMallii X0Jb0U CYIIPOTUBHUKA B MEPEKEBOMY

pexumi
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Ocob6nuBy yBary NpuIiI€HO 00poOIl MOJiM, 1110 MPU3BOJAATH 0 BUOYTTS
rpaBig 3 Tpu. MexaHika cMepTi € MoJ1i€l0 aBTOPUTETHOI'O CEpBEpa, 10 3anodirae
MO>KJIMBOCTI BUHUKHEHHS KOH(JIIKTIB y CTaHi 3J0pOB'sS IEPCOHAKA.

Koau komnonent Health ¢ikcye oTpuMaHHs WKOAM, IO MEPEBUILYE MOPIT
BU)KMBAHHSI, BiH BUKJIMKA€E CEPIl0 MEPEKEBUX KOMAH], SIKI 3alMyCKAlOThb TPUTEP

aHiMallii CMepTi JJIsl BCIX MIJAKIOUYEHHUX KIIIEHTIB OJJHOYACHO (quB. puc. 3.11).

coffeknight1 m 47 o coffeknight o~
[5=) L
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Pucynox 3.11 — Bi3yanizaiiis MOMEHTY CripalifoBaHHs aHiMallil cMepTi

IIPOTHBHHUKA

TexHiuHa peanizauis UbOro npoiecy 0a3yerbcsi Ha MOEAHAHHI METOIB Rpc
(Remote Procedure Calls) niist Heraitnux aiit Ta NetworkVariable st oHOBEeHHS
MOTOYHOI'O CTaHy 3/10pOB'sl.

Taka apxiTekTypa rapaHTye, 10 NOIIs CMEPTI € aTOMApPHOIO — BOHA HE
MOXX€ OYTM 4YaCTKOBO BHMKOHAHa JUIIE HA OJHOMY 3 KII€HTIB. 3aBAsKu
BukopucranHio ClientRpe, Bci rpaBiii 6auarh iIEGHTUYHY PEAKI[il0 IrPOBOrO CBITY
Ha OOMOBI Aii, III0 € OCHOBOIO KOHKYPEHTHOrO OajaHCy B MEPEKEBUX IIyTepax.
BukopucraHHsi aCMHXpPOHHMX BHKJIMKIB JI03BOJISI€E YHUKHYTH OJIOKYBaHHsI
OCHOBHOT'0 MOTOKY 00YMCIIeHb, 30epiraroun BUCOKY yacTtoTy KajapiB (FPS) HaBith y

CLI€HAX 3 aKTUBHOIO MEPECTPIIKOI0 Oararbox y4aCHUKIB.
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Huxue HaBeleHO parMeHT MPOrpaMHOro Koy, 10 BiIMOBiAa€e 32 00poOKy

OTPUMAaHHS IIKOJM Ta aKTUBAIlit0 MEPEKEeBUX Moiil y komnoHeHTi Health.

-(SendTo.Server)]

void TakeDamageServerRpc(float damage, bool isHead)
if (currentHealth.value <= 8) return;

t newHealth = currentHealth.Value - damage;
currentHealth.Value = Mathf.Clamp(newHealth, 8, 108);

if (currentHealth.Value <= @)

{
PlayDeathRpc(t :

if (Rour na .Instance != null)
Rour er.Instance.PlayerDied(OwnerClientId);

Pucynok 3.12 — dparMeHT Koy 00pOoOKH IIKOJIM Ta 3aIyCKY MEPEKEBO1 aHiMallil

CMEpTI

BaxxnuBUM TEXHOJOTIYHUM pIlIEHHSIM CTajla ONTUMI3allisli MEpEKEeBOro
Tpadiky IUISIXOM pPO3JIJCHHS MNpIOpUTETIB mepenadi gaHux. Jlani mpo craH
3nopoB's (Health) Ta Ooezanmac (WeaponManager) mnepenarTbCsi 3 BHIIUM
npioputerom (uepe3 NetworkVariable), ockigbku 1i MOKa3HUKH O€3MOCEPETHBO
BIUIMBAIOTh HA KOHKYpeHTHUW OanaHc. BojaHouac aHimaniiiHi paHi, xou i
NEepPEeatoThCAd YacTO, MAKOTh HWXYMWNW MPIOPUTET KPUTHUYHOCTI, IO JO3BOJISE
CUCTEMI JUHAMIYHO CTUCKATH Tpadik mpy BUCOKOMY HaBAaHTAXKEHHI Ha MEPEXKY.

OxkpimM 0a30BO1 CUHXpOHIi3allil aHiMallild, KPHTUUHUM aCEKTOM JJIsl IIyTepiB
€ TOYHICTb BIJITBOPEHHS MPOIIECY CTPUILOU. Y MEpexKEBUX yMOBAX 4Hac MPOJLOTY
KyJi Ta MOMEHT THOCTPUTy MOXYTh HPU3BOJAUTH JIO SIBUINA, BiJIOMOro SIK
necunxponizaiisi. [1{o6 HiBemoBaTH 1€l €(peKT, y MPOEKTI peani3oBaHO CUCTEMY
cepBepHOi Baigailii nmoctpiiiB. Komu rpaBelib HaTUCKae Ha ravyok, KII€HTCbKUN
WeaponManager He nuuie BIATBOPIOE 3BYK MOCTPLTY, a W HaJCWIIAe 3alUT Ha
cepBep uepe3 ShootServerRpe. CepBep, BUCTYIAIOUM €IUHUM JKEPEIOM ICTHUHU,

nepeBipsi€ MO3MILII0 TPaBIs Ta LIJi B MOMEHT NocTpiiy (auB. puc. 3.13).
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SendTo.Server)]
id ShootServerRpc(Vector3 pos, Quaternion rot)
if (activeWeapon == null || currentAmmo.Value <= @) return;

PlayWeaponSoundRpc(@);
G ect bullet = Instantiate(activeWeapon.weaponData.bulletPrefab, pos, rot);

Bullet bulletScript = bullet.GetComponent<Bullet=();
if (bulletScript != null) bulletScript.damage = activeWeapon.weaponData.damage;

Collider bulletCollider = bullet.GetComponent<Col ar>();
if (bulletCollider != null)
{
foreach r col in GetComponentsInChildren<Collider=())
Pt IgnoreCollision(bulletCollider, col);
}

bullet.GetComponent<het ject>().Spawn(true);

rb = bullet.GetComponents< =0);
if (rb i11) rb.linearVelocity = tor3.forward) * 30f;

PlayRecoilClientRpc();
currentAmmo.Value—;
UpdateAmmoClientRpc(currentAmmo.Value, reserveAmmo.Value);

Pucynok 3.13 —®parMeHT JIOriKd cepBEpHOT Bajliaallii 3auTy Ha MOCTPiJ y

WeaponManager

[Ipouec peectpauii BiIy4YaHHSI TaKOX BKJIKOYAE Bi3yaJbHU 3BOPOTHUIA
3B's130K. Koau KyJis notparisie B KoJjiaiiiep CynpoOTHBHUKA, BOHA 1HILIIOE MO0,
sKa OHOBIIOE iHTepdeiic rpaBus. Ile BinOyBaeTbcs B MexkaxX OAHIET MiJTiCEKYHIH
miciis po3paxyHKy Ha cepBepi, 110 CTBOPHOE€ €(PEKT MUTTEBOI il s Tpablid,
HE3aJIeKHO Bijl peasibHOT 3aTPUMKH MEPEKi.

Jlns minimizanii HaBanTaxxeHHst Ha CPU cepBepa, nepeBipka 3iTKHEHb s
KyJb peanizoBaHa uepe3 Physics.IgnoreCollision Mix 00'ekTamMu BJIacHOIO
nepcoHaXka Ta Horo x Kyisimu. Lle 3amobirae cutyauism, Kojv rpaBelb BUMAIKOBO
BOMBAE caM cede il yac pyxy.

Bucoka  wmBHMAKICTE  peakuii  iHTepehcy  IoCSraeTbCcsi  3aBISKU
BukopucTanHio DOTween nis miaBHUX HEpexoJiiB MpH Bimmadi 30poi. Xoya Iii
eheKTH € CyTO KOCMETMYHUMHM, 1XHsI cuHxpoHizauis yepe3 RPC rapantye, 1o
rpaBelb BiauyBae (PizuuHy Bary 30poi y KOKHOMY payHjii. Bes 1s cucrema Bin
00pOOKM HATUCKAHHS KHONKH J10 BIJOOpAKEHHS aHiMallil CMEPTI Mpalloe TaK, 110
KOXEH KPOK YKOPCTKO KOHTPOJIFOETHCS CEPBEPOM. Lle poOUTh MPOEKT 3aXUIEHUM

BiJl cripo0 MiAMIHU TaHMX.
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4 TECTYBAHHS TA ONITUMI3AILISI MEPEXKEBOI
CUCTEMU

4.1 TectyBaHHSI NPOAYKTUBHOCTI Ta CTA0LILHOCTI irpoBOro KJIi€HTa

VY po3pobiii mepexxeBux mrytepiB ais [IK kpuTuuHO BaxJIMBOKO BUMOTOH) €
3a0e3neyeHHs] cTaOUIbHOT YacTOTH KaJpiB, OCKUIbKU OyJb-ski mpocigaHHs FPS
0e3nocepeIHbO BIUIMBAIOTH HA TOYHICTh MPULILTFOBAHHS Ta CIIPUAHSITTS MEPEXKEBOT
3aTPUMKH TPaBLIEM.

Ha erani TecrtyBaHHss OyJl0O BCTAaHOBJEHO  IIJbOBUM  MOKA3HUK
NPOAYKTUBHOCTI — cTabinbHi 60 kaapiB Ha cekyHmay. i1 KOHTpOJIO LBOIO
MOKa3HUKA B PEKUMI peasibHOro yacy Oyso iHterposano JiunibHuK FPS. ITig uac
IHTEHCUBHUX CILIEHAPiiB TECTYBaHHS, SIKi BKJIIOUYAJIU OJHOYACHY CTPiIbOY KUIBKOX

rpaBiiB, O0OpoOKYy (I3MYHMX 3ITKHEHb Ta MEPEKEBY CUHXPOHI3AIlll0, CUCTEMA

POJEMOHCTPYBaJIa CTA0UIbHI pe3yJbTaTH (IUB. puc. 4.1).

Pucynok 4.1 — JleMoHCTpaLlisi IPpOAYKTUBHOCTI iIrPOBOr0 KJIIEHTA Y PEXKUMI

AKTUBHOT'O MEPEKEBOTO OO0

AHani3 OoTpUMaHUX pe3yJbTaTiB J03BOJMB IMIATBEPAUTH, 10 OOpaHa
apxitektypa 3 BuxkopuctaHHsiMm Netcode for GameObjects y mnoeaHaHHi 3
onTUMi3ali€l0 (QI3UYHOr0 pyllis JA03BOJISIE YHUKHYTH KPUTHYHUX NaAiHb
npoayKTUBHOCTI. 3adikcoBanuit mokazuuk 60 FPS minTBepmkye, 1o ontuMizartis
ckpuntiB WeaponManager tTa RoundManager, npoBejeHa LIISXOM MiHiMizallii

HaBaHTAXXEHHS Ha T'OJIOBHUM MOTiK, OyJia BUKOHaHa ycmimHo. CtabijpHa yacTtoTa
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KaJIpiB rapaHTye, 10 BCi MEpEeXeBi Mojii 00poOJIsIFOTECS BYACHO, 3a0e3Ieuyroun

KoM@opTHUit irpoBuit nocBia A kopuctyBadiB [TK-Bepcii.

4.2 TectyBaHHSl MepekeBOi CUHXPOHI3auii Ta cTabIbHOCTI

CTiiiKiCTh 10 MEpEXKEBUX KOJIMBaHb Ta BUCOKOI 3aTPUMKHM € KIIFOUOBOIO
BUMOIOI0 0 IrpoBOro mnpoiecy. TecTyBaHHS MPOBOAMIIOCS LUISIXOM IMiTarlil
HecTabinbpHOoro minkmodeHHs (uepe3 Unity Network Simulator).

o ba3zoBuii cuenapiii: [lepeBipka cuHxpoHizalii rpasuiB y 1006i. [1pu
HiKIIOYEHHI APYroro rpa.iisl, MEPHIMK OTpUMY€E aKTyalbHHH CTaH
NetworkVariable (im's, ctatyc 30poi), 010 MiATBEPIKYE KOPEKTHICThH
pob6otu LobbyManager.

o Cuenapiii crpec-tecty: OjHouacHa cTpinibOa KiIbKOX TpaBIiB Yy
Mexax  oaHiei  cuenu. Cucrema  00poOku  mojili  yepes
NetworkObject.Spawn BusiBHIa HEOOXiJHICTh ONTHUMI3aIlil YaCTOTH
oHoBieHHss NetworkTransform nns o0'ekTiB KyJib, 11100 3MEHIIUTH
KUTBKICTh MAKETIB Y MEPEXIi.

e [IlepeBipka 3aBucaHb: BukopucTaHHss acCUHXPOHHUX BHUKJIUKIB
async/await npu po6oti 3 Relay API no3Bosnuiio 30epertu uyiHICTh

iHTEpQEICy M1l Yac BCTAHOBJIEHHS] MEPEIKEBOIO 3'€IHAHHS.

4.3 OnTumizalisi NPOAYKTUBHOCTI

Jliist 3a0e3nedenHs ctabinbHOT podoTH irpoBoro kiieHTta Ha 1K, ne rpasenb
ouikye Bucokoi yactotu kaapiB (FPS) Tta muTTeBOro Biaryky cucremu, OyJio
MPOBEJICHO KOMILJIEKC 3aX0/iB 3 ontumizailii pecypciB CPU ta RAM:

HanamryBaHHs 4acTOTH MepeKeBUX OHOBJEHb: Ha BiqMiHy BiJ MOOLIBHUX
apxitextyp, [1K-Bepcis m03BoJiss€ BUKOPHUCTOBYBAaTH BHIIYy YacCTOTY OHOBJICHHSI
MEpEXKEBUX 3MIHHMX. []e 3MeHIIy€e yac iHTepnoisiiii pyxiB rpaBuiB, 3aBISKH YOMY
CYNPOTUBHUKU TIEPECYBAIOTHCA 10 €KpaHy Oe3 Bi3yaJlbHMX CTPUOKIB, 110
KPUTUYHO BXIUBO JIJIs1 TOYHOCTI MPUIITIOBAHHS B IIyTEpax.

OnTuMizaniss ¢izu4HOro pyuwisi: byno NpoBenNeHO HalAIITyBaHHS LIApiB
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KOJIi3i#, 1110 JI03BOJIMJIO 3MEHIIUTH HaBaHTa)X€HHs Ha GizuuHui pywiid PhysX.
Takox OyJi0 OOMEXEHO KUIbKICTh OJIHOYACHMX PO3PaxXyHKiB (Di3WUHUX 3ITKHEHbD,
10 J103BOJIMIIO 30epertu ctadiabHi 60+ FPS.

BukopucTaHHs apXiTEKTypu KOMIIOHEHTIB: 3aMiCTh BJIACHOI peaii3auii
¢i3uku pyxy st 00poOku nepecyBanHs rpasus 0yso oopano CharacterController.
HanamryBanHs Horo mnapamerpiB OyJiM aJanTtoBaHi s KOM(pOPTHOI I'pH 3a
JIOTIOMOTOK0  KJIaBiaTypu Ta MHulli, 3a0€3Meuyrour 4YiTKUA BiITyK HA KOMaHIU
KOpUCTYyBaya.

PesynbTaTtu TecTtyBaHHS Ha pi3HUX KoHirypauisx [IK miarBepauiau, 1o
oOpaHa apXxiTeKTypa JEMOHCTPYE€ BHCOKY €(EKTHUBHICTb: BUKOPHUCTAHHS
npodimoBanbHuka Unity BUSIBUIO MiHIMaJIbHUI BIJIMB MEPEKEBOTO MOMIYJS Ha
3arajibHy npoayktuBHicTh CPU. BrnpoBajkeHi 3axoad J03BOJMIA JIOCITTH

BUCOKOT TIJIJABHOCTI irpoOBOro Mpolecy, 10 poOouTh Trpy KOMGOPTHOIO.



BUCHOBKHA

Y Mexax kpaiigikaniifHoi poOOTH CIPOEKTOBAHO Ta peajizoBaHO
OararokpucTyBalbkuil MepexeBud mytep Ha pyuwii Unity 3 BHKOpUCTaHHSIM
oiomiorekn Netcode for GameObjects. Bukonanuii oOcsr poOOTH OXOILUTIOE
NOBHUH LMK PO3pOOKM: BiJ OOIPYHTYBAHHSI MEPEKEBOI apXITEKTYpU 1O
(PYyHKL10HAJIBHOrO TECTYBAHHS IrPOBOT MEXAHIKM Ta ONTHUMI3alli MPOJLYKTHBHOCTI
KJTIi€HTA.

Ha nepmwomy erani Oyso NpOBEAEHO aHalli3 Cy4YaCHHUX apXiTEKTyp
MEPEXKEBUX irop. BUIBIIICTh iICHYIOUMX aMaTOPChKUX pIllIEHb CTPAXIAOTh Bill
npoOJieM CHMHXpOHI3allii cTaHy Ta BpPa3JIMBOCTI 10 MaHIMyJsALiid 3 OOKYy Kii€HTa.
Jlns po3B's3aHHs X npoosem Oyo oOpaHo KoHIEMIiio Server-Authoritative, ie
Jorika rpu BiJl HapaxXyBaHHS 040K 70 OOpOOKH BJIy4aHb IMOBHICTIO KOHTPOJIIOETHCS
XOCTOM, 110 3a0e3neuye piBHI YMOBH JJIsl BCIX YUYACHHUKIB CECIi.

Jliist peanizaiiii mpoekty oopaHo MOBY nporpamyBaHHsi C# Ta apXiTEKTypHHM
niaxij, mo 0azyerbcsi Ha 00'€eKTHO-OpieHTOBaHUX NpuHIUnax Unity. KitouoBumu
TEXHOJIOTIYHUMH  PILIEHHSAMH CTalu: BUKOpucTaHHsi NetworkVariable nns
CHHXpOHI3allii CcTaHy 3JI0pOB'ss Ta yacy payHay, 3actocyBaHHs RPC (Remote
Procedure Calls) nns HeraitHoi mepenadi OOMOBUX TMOJi Ta HalalITyBaHHS
komnoHeHTiB  ClientNetworkAnimator mjis  mjgaBHOi  Bi3yanizaiii  pyXiB
EePCOHAXIB.

VY npakTuyHid YacTHHI peali3oBaHO YOTHPU OCHOBHI MOJAYJI CUCTEMM:
KepyBaHHs J100l, KepyBaHHS IrpoBUMHU payHIamu, OoiioBa cucrema Ta
CUHXpOHI3allisi cTaHiB rpaBusi. Po3poOka CymnpoBOIKyBajlach BHUPIIIEHHSIM
CKJIQHUX TEXHIYHHMX 3aBJaHb. 30Kpema, OyJiI0 peani3oBaHO CUCTEMY O€3MeuYHOl
Tejenoprauii 3 TUM4YacoBUM BUMKHEHHSM @izuuHoro CharacterController, mo
JI03BOJIMJIO YHUKHYTH KOHQJIIKTIB MpU chaBHi rpaBiiB. HamamryBanHs 1mapis
KOJI31il yCYHyJI0 Mpo0JieMy CaMOBIIyYaHb CHApsi/iiB, a BIPOBAIKEHHSI CEPBEPHOT
Bajlifallil 3amuTiB HA CTPUILOY 3armo0iriio MOKJIMBOCTI BUKOPUCTAHHS CTOPOHHIX

MoauiKalii st 3MIHU IKOJIH.
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TecTyBaHHS MPOBOAMIOCS B PEXKUMI IMiTallii MEPEXKEBUX 3aTPUMOK 3a
nonomororo Unity Network Simulator. IlepeBipka ctabiibHOCTI MNiATBEpAUIIA
KOPEKTHICTh O0O0paHOi apxiTEeKTypu: cucTema 30epirae mnpaie3gaTHIiCTh Mpu
nepenajax 4acTOTH OHOBJIEHHS IMAKETIB, @ ONTHMI3allisl yepe3 MyJiHr 00'€KTiB
JI03BOJIMJIA YHUKHYTH MaJllHb MPOJLYKTHUBHOCTI IiJl 4YaC IHTEHCUBHUX MEPECTPLIOK.
3adikcoBanuii nmokasHuk 60 FPS na IIK-koHQirypauisx miaATBEPIKY€E YCHILIHY
ONTHUMI3allil0 MEPEKEBOro KOAY Ta MiHIMI3allil0 HABAHTAXKEHHS HAa TOJOBHHIA
notik CPU.

[IpakTuyHe 3HA4YeHHs POOOTH MOJSira€ y CTBOPEHHI MaciuTaboBaHOi Oa3u
sl po3poOku  MepexkeBuX irop. IlepcriekTMBamMy NOAAIBLIONO PO3BUTKY €
BIIPOBA/KEHHSI CUCTEMH PEUTHMHrOBOro miAdOpY TrpaBLiB HAa OCHOBI IXHbOI
YCIIIIHOCTI B MHUHYJMX payHJax, a Takox iHTerpaiis Steamworks APl mis
peanizaiii BHYTpPIIIHBOIIPOBOI CUCTEMM JAPY3iB Ta JOCSATHEHb, [0 3HAYHO

PO3MMPUIIO O MOXKIIMBOCTI COL[IaTIbHOT B3a€EMOJIT Y I'pi.
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Honaroxk A — Ilporpamuuii Koj

[Iporpamua peasnizaniss MoayJsi kepyBaHHsl MatyeM (MatchManager.cs)
using UnityEngine;

using Unity.Netcode;

using UnityEngine.SceneManagement;

public class MatchManager : NetworkBehaviour

{

private bool isExiting = false;

// CuHxpoHizoBaui mani maTuy

public NetworkVariable<int> teamlScore = new
NetworkVariable<int> (0);

public NetworkVariable<int> team2Score = new
NetworkVariable<int> (0) ;

private void Start ()

{

if (NetworkManager.Singleton != null)

{

NetworkManager.Singleton.OnClientDisconnectCallback
+= OnPlayerDisconnected;

}

teamlScore.OnValueChanged += (old, newVal) =>

UpdateUI () ;
team2Score.OnValueChanged += (old, newVal) =>

UpdateUI (),
}

private void Update ()
{

}

private void UpdateUI ()
{

if (HUDManager.Instance != null)

{

HUDManager.Instance.UpdateScore (teamlScore.Value,
team2Score.Value) ;
}
}

private void OnPlayerDisconnected(ulong clientId)
{

if (isExiting) return;

i1f (IsServer && clientId !=



41

NetworkManager.ServerClientId) ReturnToMenu() ;
else if (IsClient && !IsServer) ReturnToMenu() ;

}

private void ReturnToMenu ()

{

isExiting = true;

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

if (LobbyManager.Instance != null)

LobbyManager.Instance.ShutdownLobbySystem() ;

if (NetworkManager.Singleton != null)
NetworkManager.Singleton.Shutdown () ;
SceneManager.LoadScene (0) ;

}

public override void OnDestroy ()
{
if (NetworkManager.Singleton != null)
{
NetworkManager.Singleton.OnClientDisconnectCallback
-= OnPlayerDisconnected;

}

base.OnDestroy () ;

[Iporpamna peani3zaiiist MoayJisi KouTposepa rpasis (PlayerController.cs)
using UnityEngine;

using Unity.Netcode;

using UnityEngine.InputSystem;

using System.Collections;

[RequireComponent (typeof (CharacterController),
typeof (WeaponManager), typeof (FootstepManager)) ]
public class PlayerController : NetworkBehaviour
{

[Header ("Kamepa Ta Oruan") ]

public Camera playerCamera;

public float mouseSensitivity = 0.1f;

private float xRotation = 0f;

[Header ("Pyx ma ®isuxa") ]

public float walkSpeed = 5f;

public float jumpHeight = 0.75f;

public float gravity = -9.81f;

private CharacterController controller;
private Vector3 velocity;

[Header ("AnimMauii Ta 3Byxu") ]



public Animator animator;
public float steplInterval = 0.45f;
private float stepTimer = 0f;

private NetworkVariable<float> netMoveX = new
NetworkVariable<float> (0,
NetworkVariableReadPermission.Everyone,
NetworkVariableWritePermission.Owner) ;

private NetworkVariable<float> netMoveY
NetworkVariable<float> (0,
NetworkVariableReadPermission.Everyone,
NetworkVariableWritePermission.Owner) ;

new

private WeaponManager weaponManager;
private FootstepManager footstepManager;
private InputAction moveAction, lookAction, jumpAction;

private void Awake ()

{

controller = GetComponent<CharacterController>();
weaponManager = GetComponent<WeaponManager> () ;
footstepManager = GetComponent<FootstepManager> () ;

moveAction = new InputAction("Move", binding:

"<Gamepad>/leftStick");
moveAction.AddCompositeBinding ("Dpad")
.With ("Up", "<Keyboard>/w").With ("Down",
"<Keyboard>/s")
.With ("Left", "<Keyboard>/a").With ("Right",
"<Keyboard>/d") ;

lookAction = new InputAction ("Look", binding:
"<Mouse>/delta");
jumpAction = new InputAction ("Jump", binding:
"<Keyboard>/space") ;
}

public override void OnNetworkSpawn ()
{
if (!IsOwner)
{
if (playerCamera != null)
playerCamera.gameObject.SetActive (false);
return;

}

StartCoroutine (SafeSpawnCoroutine ()) ;

moveAction.Enable () ;
lookAction.Enable();
JjumpAction.Enable ()

Cursor.lockState CursorLockMode.Locked;
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private IEnumerator SafeSpawnCoroutine ()

{

}

controller.enabled = false;
yield return new WaitForSeconds (0.3f);
controller.enabled = true;

private void Update ()

{

if (!'IsOwner || 'controller.enabled ||

PauseMenuManager.isPaused) return;

}

Vector?2 input = moveAction.ReadValue<Vector2>();
netMoveX.Value = input.x;
netMoveY.Value = input.y;

LookAround() ;

MoveAndJump () ;
HandleShootingAndReloading () ;
HandleFootstepSounds () ;

private void LateUpdate ()

{

}

if (animator != null)

{
animator.SetFloat ("MoveX", netMoveX.Value);
animator.SetFloat ("MoveY", netMoveY.Value);

private void MoveAndJump ()

{

Vector?2 movelnput = new Vector2 (netMoveX.Value,

netMoveY.Value) ;

= -2f;

if (controller.isGrounded && velocity.y < 0) velocity.y

if (jumpAction.triggered && controller.isGrounded)

{
velocity.y = Mathf.Sqgrt (jumpHeight * -2f * gravity)
PlayJumpAnimationRpc () ;

}

velocity.y += gravity * Time.deltaTime;
controller.Move ( (transform.right * moveInput.x +

transform. forward * movelnput.y) * walkSpeed * Time.deltaTime +
velocity * Time.deltaTime) ;

}

private void LookAround()
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Vector?2 lookInput = lookAction.ReadValue<Vector2>();

xRotation = Mathf.Clamp (xRotation - lookInput.y *
mouseSensitivity, -90f, 90f);

if (playerCamera != null)
playerCamera.transform.localRotation =
Quaternion.Euler (xRotation, 0f, 0f);

transform.Rotate (Vector3.up * lookInput.x *
mouseSensitivity) ;

}

private void HandleShootingAndReloading ()
{
if (Mouse.current.leftButton.isPressed)
weaponManager.StartFiring() ;
else weaponManager.StopFiring()

if (Keyboard.current.rKey.wasPressedThisFrame)
weaponManager.Reload() ;

}

private void HandleFootstepSounds ()
{
bool isMoving = new Vector2 (netMoveX.Value,
netMoveY.Value) .magnitude > 0.1f;
if (isMoving && controller.isGrounded)
{
stepTimer -= Time.deltaTime;
if (stepTimer <= 0f)
{

if (footstepManager != null)
footstepManager.PlayFootstep () ;
stepTimer = stepInterval;

}
}
else { stepTimer = 0f; }
}

[Rpc (SendTo.Everyone) ]
public void PlayJumpAnimationRpc() =>
animator?.SetTrigger ("Jump") ;

}

[Iporpamua peatizaitisi MoayJist 3aBaHTaxkeHHs criopsipkeHHs (PlayerLoadout.cs)
using UnityEngine;

public static class PlayerLoadout

{

public const string AK47 = "AK-47";
public const string M41l6 = "M41le";
public const string MPX = "MPX";

public const string SCAR = "SCAR";



public const string SCORPION = "Scorpion";
public static string SelectedWeaponName = AK47;

public static void SaveSelection(string weaponName)

{
SelectedWeaponName = weaponName;
PlayerPrefs.SetString ("SelectedWeapon”, weaponName) ;
PlayerPrefs.Save () ;

}

public static void LoadSelection ()
{
SelectedWeaponName =
PlayerPrefs.GetString ("SelectedWeapon", AK47);
}
}

[Iporpamua peasizaiisi MoayJjisi CAHXpOHI3awil HikHelMiB (PlayerName.cs)
using Unity.Collections;

using Unity.Netcode;

using Unity.Services.Authentication;

using Unity.Services.Core;

public class PlayerName : NetworkBehaviour
{

public NetworkVariable<FixedString32Bytes> playerName = new
NetworkVariable<FixedString32Bytes> ("Player");

public override void OnNetworkSpawn ()
{
if (IsOwner)
{
if (UnityServices.State ==
ServicesInitializationState.Initialized &é&
AuthenticationService.Instance.IsSignedIn)
{
string rawName =
AuthenticationService.Instance.PlayerName;
string cleanName = rawName.Contains ("#") ?
rawName.Split ('#') [0] : rawName;

SetPlayerNameServerRpc (cleanName) ;

}

else
{

SetPlayerNameServerRpc ("Player") ;
}

}

[ServerRpc]
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private void SetPlayerNameServerRpc (FixedString32Bytes name)

{

playerName.Value = name;

if (RoundManager.Instance != null)
RoundManager.Instance.SyncPlayerNamesRpc () ;

[Iporpamua peanizaiiisit MoayJis caBHy rpaBiliB (PlayerSpawner.cs)
using UnityEngine;
using Unity.Netcode;

public class PlayerSpawner : MonoBehaviour
{

[Header ("llpedpabm xomanHz'") ]

public GameObject teamlPrefab;

public GameObject team2Prefab;

[Header ("Toukm cnaBaHy") ]
public Transform spawnPointTeaml;
public Transform spawnPointTeam?2;

private void Start ()

{
if (NetworkManager.Singleton != null &é&

NetworkManager.Singleton.IsServer)

{
NetworkManager.Singleton.OnClientConnectedCallback

+= SpawnPlayer;

foreach (ulong clientId in
NetworkManager.Singleton.ConnectedClientsIds)

{
SpawnPlayer (clientId) ;

}

}

private void SpawnPlayer (ulong clientId)

{

GameObject prefabToSpawn = (clientId == 0) ? teamlPrefab
team2Prefab;
Transform spawnPosition = (clientId == 0) °?
spawnPointTeaml : spawnPointTeam?2;
if (prefabToSpawn != null && spawnPosition != null)

{

GameObject playerInstance =
Instantiate (prefabToSpawn, spawnPosition.position,
spawnPosition.rotation) ;
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playerInstance.GetComponent<NetworkObject> () .SpawnAsPlayerObject
(clientId);
}
}

private void OnDestroy ()
{
if (NetworkManager.Singleton != null &&
NetworkManager.Singleton.IsServer)
{
NetworkManager.Singleton.OnClientConnectedCallback -
= SpawnPlayer;
}
}

[Iporpamua peaizaiiisi MoayJsi MmeHto naysu (PauseMenuManager.cs)
using UnityEngine;

using UnityEngine.SceneManagement;

using Unity.Netcode;

using UnityEngine.InputSystem;

public class PauseMenuManager : MonoBehaviour
{

public static bool isPaused = false;

[Header ("UI Panels")]
public GameObject pausePanel;
public GameObject settingsPanel;

private void Start ()
{
ResumeGame () ;

}

private void Update ()
{
if (Keyboard.current != null &&
Keyboard.current.escapeKey.wasPressedThisFrame)
{
if (settingsPanel != null &&
settingsPanel.activeSelf)
CloseSettings () ;
else 1f (isPaused)
ResumeGame () ;
else
PauseGame () ;

}

public void PauseGame ()

{



}
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isPaused = true;

if (pausePanel != null) pausePanel.SetActive (true);
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

public void ResumeGame ()

{

isPaused = false;
if (pausePanel != null) pausePanel.SetActive(false);
if (settingsPanel != null)

settingsPanel.SetActive (false);

}

Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;

public void ExitGame ()

{

}

isPaused = false;

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

if (NetworkManager.Singleton != null)

{
NetworkManager.Singleton.Shutdown () ;

Destroy (NetworkManager.Singleton.gameObject) ;
}

SceneManager.LoadScene (0) ;

public void OpenSettings()

{

}

if (settingsPanel != null)
{

settingsPanel.SetActive (true);
if (pausePanel != null) pausePanel.SetActive(false);

public void CloseSettings ()

{

if (settingsPanel != null)

settingsPanel.SetActive (false);

}

if (pausePanel != null) pausePanel.SetActive (true);

[Iporpamua peasnizaniss MoayJisi BUIMMOCTI rpasuiB (PlayerVisibility.cs)
using UnityEngine;
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using Unity.Netcode;
using System.Collections.Generic;

public class PlayerVisibility : NetworkBehaviour

{
public List<GameObject> bodyParts;

public GameObject weaponlstPerson;

public override void OnNetworkSpawn ()

{

if (weaponlstPerson == null)
weaponlstPerson =
transform.Find ("WeaponHolderlst") ?.gameObject;

bool isMe = IsLocalPlayer;

if (weaponlstPerson != null)
weaponlstPerson.SetActive (isMe) ;

foreach (var part in bodyParts)
{
if (part !'= null)
part.SetActive (!isMe); // TlpuxoBaHH4a TiJja IJsd
JIOKAJbLHOTO TpPaBlid

}
}

[Iporpamua peanizaitisi MoayJist rojoBHoro meHro (MainMenuManager.cs)
using UnityEngine;

public class MainMenuManager : MonoBehaviour

{
public void SelectWeapon (string weaponName)
{

PlayerLoadout.SaveSelection (weaponName) ;

}

[Iporpamua peasnizanisi MoayJisi BIIOOpaXeHHs BEPCIi 3aCTOCYHKY
(AppVersionDisplay.cs)

using UnityEngine;

using TMPro;

[RequireComponent (typeof (TMP_ Text) ) ]
public class AppVersionDisplay : MonoBehaviour

{

[SerializeField] private string prefix = "Build Version: ";

private void Start ()

{
TMP Text label = GetComponent<TMP Text>();



label.text = $"{prefix}{Application.version}";

[Iporpamua peasnizauist MoayJst apropusauii (GameAuthManager.cs)

using
using
using
using
using

UnityEngine;

TMPro;

UnityEngine.UI;
Unity.Services.Core;
Unity.Services.Authentication;

public class GameAuthManager : MonoBehaviour

{

[Header ("UI Elements") ]

public GameObject nicknamePanel;
public TMP InputField nicknameInput;
public Toggle rememberNicknameToggle;
public TextMeshProUGUI statusText;

private const string PREF NICKNAME
private const string PREF REMEMBER

"SavedNickname";

async void Start()

{

await UnityServices.InitializeAsync();

if (AuthenticationService.Instance.IsSignedIn)

{

LoadGame () ;
return;

}

nicknamePanel.SetActive (true);
LoadSavedSettings () ;

public async void OnLoginClicked()

{

string nickname = nicknamelInput.text;

if (string.IsNullOrWhiteSpace (nickname) ||

nickname.Length < 3)

{

CUMBOJI1B" ;

statusText.text = "HikHerMm mMae OyTu He MeHme 3
return;

}

statusText.text = "Connecting...";

try

"RememberNickname";
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await
AuthenticationService.Instance.SignInAnonymouslyAsync () ;

await
AuthenticationService.Instance.UpdatePlayerNameAsync (nickname) ;

SaveSettings (nickname) ;
LoadGame () ;

}

catch (System.Exception e)

{

statusText.text = $"llommnka: {e.Message}";

private void SaveSettings (string nickname)

{

bool remember = rememberNicknameToggle.isOn;
PlayerPrefs.SetInt (PREF REMEMBER, remember ? 1 : 0);

if (remember) PlayerPrefs.SetString (PREF NICKNAME,

nickname) ;
else PlayerPrefs.DeleteKey (PREF NICKNAME) ;

PlayerPrefs.Save();

private void LoadSavedSettings ()

{
bool shouldRemember = PlayerPrefs.GetInt (PREF REMEMBER,

0) == 1;
rememberNicknameToggle.isOn = shouldRemember;

if (shouldRemember && PlayerPrefs.HasKey (PREF NICKNAME) )
nicknameInput.text =
PlayerPrefs.GetString (PREF NICKNAME) ;
}

private void LoadGame ()

{

statusText.text = "Loading...";

UnityEngine.SceneManagement.SceneManager.LoadScene ("MainMenu") ;
}
}

[Iporpamna peamnizaiiist MoayJis koHdiryparii (GameSettings.cs)
using UnityEngine;

public static class GameSettings

{
public static string SelectedWeaponName = "AK-47"; // Hasea
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Mae s0iratmuca 3 iM'sam oB'exTa B WeaponHolder

}

[Iporpamua peaizaitisi MoayJisi 3aBepuieHHs rpu (ExitGame.cs)
using UnityEngine;
using TMPro;

public class ExitGame : MonoBehaviour
{

[Header ("UI Panels")]

public GameObject exitPanel;

public void OpenExitConfirmation ()
{
exitPanel.SetActive (true);

}

public void CloseExitConfirmation ()
{
exitPanel.SetActive (false);

}

public void QuitGame ()

{
Application.Quit ()

#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
// 3BynyHka I'pM B pelakTopil
fendif
}

[Iporpamua peasnizanisi MoayJsi fanux 30poi (WeaponData.cs)
using UnityEngine;

[CreateAssetMenu (fileName = "NewWeapon", menuName =
"Weapon/Data") ]
public class WeaponData : ScriptableObject
{

public string weaponName;

public float damage;

public int maxAmmo;

public int totalAmmo;

public float reloadTime;

public float fireRate;

public GameObject bulletPrefab;

[Iporpamua peanizaiist moayJisi 30poi (Weapon.cs)
using UnityEngine;



53

public class Weapon : MonoBehaviour

{
public Transform shootPoint;
public WeaponData weaponData;

[Iporpamua peasni3zaiiisi MOLYJIsi MEPEKEBOIO TIEPETBOPEHHS
(ClientNetworkTransform.cs)

using Unity.Netcode.Components;

using UnityEngine;

[DisallowMultipleComponent]
public class ClientNetworkTransform : NetworkTransform
{

protected override bool OnIsServerAuthoritative()

{

return false; // Jo3BoOJige BJIACHUKY 00'ekTa CaMOCTIMHO

CUYHXPOH13yBaTK [IO3MUIIL

}
}

[Iporpamua peanizaiist moayJiss MepexxeBoi animarii (ClientNetworkAnimator.cs)
using Unity.Netcode.Components;
using UnityEngine;

[DisallowMultipleComponent]
public class ClientNetworkAnimator : NetworkAnimator

{

protected override bool OnIsServerAuthoritative()

{

return false; // I03BOJIS€ KJII1EHTY KepyBaTU BJIACHUMU
aHiMauisamm

}

[Tporpamua peaiizaiiisi MOYJIsl KOHTPOJIEPA TOJIOBHOI'O MEHIO

(MainMenuController.cs)
using UnityEngine;

public class MainMenuController : MonoBehaviour

{
[Header ("Bci nanesi") ]
public GameObject[] allPanels;

public void OpenPanel (GameObject panelToOpen)
{

foreach (GameObject panel in allPanels)

{
panel.SetActive (panel == panelToOpen) ;

}
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}

public void CloseAllPanels ()
{

foreach (GameObject panel in allPanels)
{

panel.SetActive (false);
}

[Iporpamua peasnizanisi MoayJis 3anucy B cnucky j1001 (LobbyListEntry.cs)
using UnityEngine;

using TMPro;

using UnityEngine.UI;

public class LobbyListEntry : MonoBehaviour

{
[SerializeField] private TMP Text lobbyNameText;
[SerializeField] private TMP Text mapNameText;
[SerializeField] private TMP Text playersText;
[SerializeField] private Button joinButton;

public void Initialize(string name, string map, int
currentPlayers, int maxPlayers, System.Action ondJoin)
{
lobbyNameText.text = name;
mapNameText.text = map;
playersText.text $"{currentPlayers}/{maxPlayers}";

joinButton.onClick.RemoveAllListeners () ;
joinButton.onClick.AddListener (() => ondJdoin?.Invoke());

[Iporpamua peani3zaiiisi MoayJisi kepyBaHHs 30poeto (WeaponManager.cs)
using UnityEngine;

using Unity.Netcode;

using System.Collections;

using UnityEngine.Audio;

using DG.Tweening;

using Unity.Collections;

public class WeaponManager : NetworkBehaviour
{
[Header ("IllocuytaHua") |
public Transform weaponHolder;
public Transform cameraTransform;
public AudioSource weaponAudioSource;
public AudioMixerGroup gunshotsGroup;
public Transform weaponHolder3rd;



[Header ("3Byxu (0 - mocTpin, 1 - nepesapsanka)")]

public AudioClip[] audioClips;

private Weapon activeWeapon;

private WeaponFollow weaponFollow;

private NetworkVariable<int> currentAmmo =
NetworkVariable<int> (0);

private NetworkVariable<int> reserveAmmo =
NetworkVariable<int> (0) ;

private bool isReloading = false;

private float nextFireTime = 0f;

private Animator playerAnimator;

private bool isFiring = false;

new

new

public void StartFiring() => isFiring = true;
public void StopFiring() => isFiring = false;

private void Update ()

{
if (isFiring) TryShoot ()
}
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private NetworkVariable<FixedString64Bytes> syncedWeaponName

= new NetworkVariable<FixedString64Bytes> () ;

public override void OnNetworkSpawn ()

{

syncedWeaponName.OnValueChanged += (oldVal,

ApplyWeapon (newVal.ToString()) ;

if (IsOwner)

{
PlayerLoadout.LoadSelection() ;

newVal)

UpdateWeaponServerRpc (PlayerLoadout.SelectedWeaponName) ;

}

ApplyWeapon (syncedWWeaponName.Value.ToString()) ;

=>

weaponFollow = GetComponentInChildren<WeaponFollow> () ;

[Rpc (SendTo.Server) ]

private void UpdateWeaponServerRpc (string weaponName)

{

syncedWeaponName.Value = weaponName;

}

private void ApplyWeapon (string weaponName)

{



if (weaponHolder != null)
{
foreach (Transform child in weaponHolder)

child.gameObject.SetActive (child.name ==
weaponName) ;

}
if (weaponHolder3rd != null)
{
foreach (Transform child in weaponHolder3rd)

child.gameObject.SetActive (child.name ==
weaponName) ;

}
UpdateActiveWeapon () ;

[Rpc (SendTo.Owner) ]
private void PlayRecoilClientRpc ()
{

if (weaponFollow != null) weaponFollow.PlayRecoil () ;

}

private void UpdateHUD ()
{
if (IsOwner && HUDManager.Instance != null)

HUDManager.Instance.UpdateAmmo (currentAmmo.Value,
reserveAmmo.Value) ;

}

public void UpdateActiveWeapon ()
{

if (weaponHolder == null) return;
foreach (Transform child in weaponHolder)

{

if (child.gameObject.activeSelf)
{

activeWeapon = child.GetComponent<Weapon> () ;
if (activeWeapon != null && IsOwner)

SetAmmoServerRpc (activeWeapon.weaponData.maxAmmo,
activeWeapon.weaponData.totalAmmo) ;
break;

}
}

[Rpc (SendTo. Server) ]
private void SetAmmoServerRpc (int mag, int reserve) {

currentAmmo.Value = mag; reserveAmmo.Value = reserve; }

[Rpc (SendTo.Everyone) ]
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private void PlayWeaponSoundRpc (int clipIndex)

{
if (weaponAudioSource != null && clipIndex >= 0 &&

clipIndex < audioClips.Length)

weaponAudioSource.PlayOneShot (audioClips[clipIndex]) ;
}

public void TryShoot ()
{

if (!IsOwner || activeWeapon == null || cameraTransform
== null || isReloading || currentAmmo.Value <= 0 || Time.time <
nextFireTime)
return;
nextFireTime = Time.time +

activeWeapon.weaponData.fireRate;
ShootServerRpc (cameraTransform.position,
cameraTransform.rotation) ;

}

[Rpc (SendTo.Server) ]
private void ShootServerRpc (Vector3 pos, Quaternion rot)
{
if (activeWeapon == null || currentAmmo.Value <= 0)
return;

PlayWeaponSoundRpc (0) ;
GameObject bullet =
Instantiate (activeWeapon.weaponData.bulletPrefab, pos, rot);

Bullet bulletScript = bullet.GetComponent<Bullet> () ;
if (bulletScript != null) bulletScript.damage =
activeWeapon.weaponData.damage;

Collider bulletCollider =
bullet.GetComponent<Collider> () ;
if (bulletCollider != null)
{
foreach (Collider col in
GetComponentsInChildren<Collider>())
Physics.IgnoreCollision(bulletCollider, col);

}

bullet.GetComponent<NetworkObject> () .Spawn (true) ;

Rigidbody rb = bullet.GetComponent<Rigidbody> () ;
if (rb !'= null) rb.linearVelocity = (rot *
Vector3.forward) * 30f;

PlayRecoilClientRpc () ;
currentAmmo.Value--;
UpdateAmmoClientRpc (currentAmmo.Value,



reserveAmmo.Value) ;

}

[Rpc (SendTo.Owner) ]
private void UpdateAmmoClientRpc (int cur, int res)
{
if (HUDManager.Instance != null)
HUDManager.Instance.UpdateAmmo (cur, res);

}

public void Reload()
{
if (!IsOwner || activeWeapon == null || isReloading ||
currentAmmo.Value >= activeWeapon.weaponData.maxAmmo | |
reserveAmmo.Value <= 0)
return;
StartCoroutine (ReloadCoroutine () ) ;

}

private IEnumerator ReloadCoroutine ()
{
isReloading = true;
if (playerAnimator != null)
playerAnimator.SetTrigger ("Reload") ;
PlayWeaponSoundRpc (1) ;
PlayReloadAnimationRpc () ;

DOTween.To ( () => Vector3.zero, v =>

58

weaponFollow.SetReloadOffset(v), new Vector3(0, -0.3f, 0), 0.3f)

.SetEase (Ease.InOutSine)
.OnComplete ( () => {

DOTween.To (() => new Vector3(0, -0.3f, 0), v =>

weaponFollow.SetReloadOffset (v), Vector3.zero, 0.3f)
.SetEase (Ease.InOutSine)
.SetDelay(2.0f) ;
1)

yield return new
WaitForSeconds (activeWeapon.weaponData.reloadTime) ;
RequestReloadServerRpc () ;
isReloading = false;
UpdateHUD() ;
}

[Rpc (SendTo.Server) ]
private void RequestReloadServerRpc ()

{

int ammoNeeded = activeWeapon.weaponData.maxAmmo -
currentAmmo.Value;

int ammoToTake = Mathf.Min (ammoNeeded,
reserveAmmo.Value) ;

currentAmmo.Value += ammoToTake;

reserveAmmo.Value -= ammoToTake;
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[Rpc (SendTo.Server) ]
public void ReloadServerRpc ()
{

if (activeWeapon != null)

{

currentAmmo.Value = activeWeapon.weaponData.maxAmmo;
reserveAmmo.Value =
activeWeapon.weaponData.totalAmmo;
UpdateHUD() ;
}
}

[Rpc (SendTo.Everyone) ]
private void PlayRelocadAnimationRpc () { if (playerAnimator
!= null) playerAnimator.SetTrigger ("Reload"); }

}

[Iporpamua peamnizaiist MmoayJis Bubopy 30poi (WeaponSelector.cs)
using UnityEngine;
using Unity.Netcode;

public class WeaponSelector : NetworkBehaviour

{

[Header ("Ilocuymauua") ]
public Transform weaponHolder;

public override void OnNetworkSpawn ()

{

if (IsOwner)

{

PlayerLoadout.LoadSelection() ;
EquipWeapon (PlayerLoadout.SelectedWeaponName) ;

}

public void EquipWeapon (string weaponName)

{

EquipWeaponServerRpc (weaponName) ;

}

[Rpc (SendTo.Server) ]
private void EquipWeaponServerRpc (string weaponName)
{

EquipWeaponClientRpc (weaponName) ;

}

[Rpc (SendTo.Everyone) ]
private void EquipWeaponClientRpc(string weaponName)

{

if (weaponHolder == null) return;
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foreach (Transform child in weaponHolder)

{
child.gameObject.SetActive (child.name ==

weaponName) ;

}

WeaponManager wm = GetComponent<WeaponManager> () ;
if (wm != null) wm.UpdateActiveWeapon() ;

}

public void OnWeaponSelected(string weaponName)

{

PlayerLoadout.SaveSelection (weaponName) ;

}

[Iporpamua peainizaitisi MoayJs ciinkyBanHs 30poi (WeaponFollow.cs)
using UnityEngine;

using Unity.Netcode;

using DG.Tweening;

public class WeaponFollow : NetworkBehaviour

{

public Transform cameraTransform;
public Vector3 localOffset = new Vector3(0.5f, -0.3f, 0.7f);

[Header ("HajlamTyBaHHAa aHimanii") ]
public float bobSpeed = 2f;
public float bobAmount = 0.02f;
public float recoilAmount = 0.1f;

private Vector3 reloadOffset = Vector3.zero;
private Vector3 bobOffset = Vector3.zero;
private Vector3 recoilOffset = Vector3.zero;
private Tween recoilTween;

public void SetReloadOffset (Vector3 offset) => reloadOffset
= offset;

public void PlayRecoil ()
{

if (recoilTween != null && recoilTween.IsActive())
recolilTween.Kill () ;

recoilOffset = new Vector3(0, 0, -recoilAmount);
recoilTween = DOTween.To(() => recoilOffset, x =>
recoilOffset = x, Vector3.zero, 0.1f)

.SetFase (Ease.OutQuad) ;
}

public override void OnNetworkSpawn ()



if (IsOwner)

{

FindCamera () ;
StartIdleBob () ;

}

private void StartIdleBob ()

{
DOTween.To (() => 0f, x => bobOffset.y = x, bobAmount,

bobSpeed / 2)
.SetLoops (-1, LoopType.Yoyo)
.SetEase (Ease.InOutSine) ;

}

private void FindCamera ()

{

if (cameraTransform == null)

{

Camera cam = GetComponentInChildren<Camera> (true);
if (cam !'= null) cameraTransform = cam.transform;

}

private void LateUpdate ()
{

if (!IsOwner || cameraTransform == null) return;

Vector3 finalOffset = localOffset + reloadOffset +
bobOffset + recoilOffset;

transform.position = cameraTransform.position +
cameraTransform.TransformDirection (finalOffset) ;
transform.rotation = cameraTransform.rotation;

IIporpamna peamnizaiist MoayJjs crany 310poB's (Health.cs)
using UnityEngine;
using Unity.Netcode;

public class Health : NetworkBehaviour

{

public NetworkVariable<float> currentHealth = new
NetworkVariable<float>(100f) ;
private Animator animator;

public override void OnNetworkSpawn ()

{
animator = GetComponent<Animator>();
currentHealth.OnValueChanged += OnHealthChanged;
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if (IsOwner && HUDManager.Instance != null)

HUDManager.Instance.UpdateHealth((int)currentHealth.Value) ;
}

private void OnHealthChanged(float oldValue, float newValue)
{

if (IsOwner && HUDManager.Instance != null)

HUDManager.Instance.UpdateHealth((int)newValue) ;
}

[Rpc (SendTo.Server) ]
public void TakeDamageServerRpc (float damage, bool isHead)

{

if (currentHealth.Value <= 0) return;

float newHealth = currentHealth.Value - damage;
currentHealth.Value = Mathf.Clamp (newHealth, 0, 100);

if (currentHealth.Value <= 0)
{
PlayDeathRpc (true) ;

if (RoundManager.Instance != null)
RoundManager.Instance.PlayerDied (OwnerClientId) ;

[Rpc (SendTo.Everyone) ]
private void PlayDeathRpc (bool isDead)
{
if (animator != null)
{
if (isDead) animator.SetTrigger ("Die");
else animator.Play("Locomotion") ;

if (IsOwner)

{
var controller = GetComponent<PlayerController>();
var cc = GetComponent<CharacterController>();

if (controller != null) controller.enabled =
!'isDead;

if (cc !'= null) cc.enabled = !isDead;
}

[Rpc (SendTo. Server) ]
public void ResetHealthServerRpc ()
{
currentHealth.Value = 100;
PlayDeathRpc (false) ;
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[Iporpamna peanizaiiisi MOyJisl HalamTyBaHb rydHocTi (VolumeSettings.cs)
using UnityEngine;

using UnityEngine.Audio;

using UnityEngine.UI;

public class VolumeSettings : MonoBehaviour

{

[SerializeField] private AudioMixer audioMixer;
[SerializeField] private Slider weaponSlider;
[SerializeField] private Slider footstepSlider;

private const string WEAPON PARAM = "WeaponsVolume";
private const string FOOTSTEP PARAM = "FootstepsVolume";

private void Start()

{
weaponSlider.value = PlayerPrefs.GetFloat (WEAPON PARAM,

1£);
footstepSlider.value =
PlayerPrefs.GetFloat (FOOTSTEP PARAM, 1f);

weaponSlider.onValueChanged.AddListener (SetWeaponVolume) ;

footstepSlider.onValueChanged.AddListener (SetFootstepsVolume) ;
}

public void SetWeaponVolume (float sliderValue)

{
float db = Mathf.LoglO (Mathf.Max(sliderValue, 0.0001f))

* 20;
audioMixer.SetFloat (WEAPON PARAM, db);
PlayerPrefs.SetFloat (WEAPON PARAM, sliderValue);

}

public void SetFootstepsVolume (float sliderValue)
{
float db = Mathf.LoglO (Mathf.Max(sliderValue, 0.0001f))
* 20;
audioMixer.SetFloat (FOOTSTEP PARAM, db);
PlayerPrefs.SetFloat (FOOTSTEP PARAM, sliderValue);

[Iporpamna peanizaiist moayiis cHapsaa (Bullet.cs)
using Unity.Netcode;
using UnityEngine;

public class Bullet : NetworkBehaviour
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public float damage;

private bool hasHit = false;

private void OnTriggerEnter (Collider other) =>
HandleHit (other) ;

private void OnCollisionEnter (Collision collision) =>

HandleHit (collision.collider) ;

private void HandleHit (Collider other)
{

if (hasHit || !IsServer) return;

var health = other.GetComponentInParent<Health>();

if (health !'= null)

{
hasHit = true;
health.TakeDamageServerRpc (damage, false);
GetComponent<NetworkObject> () .Despawn () ;

}

else if (l!other.isTrigger)

{
hasHit = true;
GetComponent<NetworkObject> () .Despawn () ;

[Iporpamna peamnizanist moayis intepdeiicy (HUDManager.cs)
using UnityEngine;
using TMPro;

public class HUDManager : MonoBehaviour

{

public static HUDManager Instance;

[Header ("Ammo & Health") ]
public TMP Text ammoText;
public TMP Text healthText;

[Header ("Teams & Score")]
public TMP Text teamlNameText;
public TMP Text teamZNameText;
public TMP Text teamlScoreText;
public TMP Text teamZScoreText;

[Header ("Match Info") ]
public TMP Text timerText;

private bool isWaiting = false;

private void Awake () => Instance = this;



public void UpdateAmmo (int current, int reserve)

{

1f (ammoText != null) ammoText.text = $"{current} /
{reserve}";

}

public void UpdateHealth (int health)

{
if (healthText != null) healthText.text = $"{health}";

}

public void UpdateScore(int tl, int t2)
{

if (teamlScoreText != null) teamlScoreText.text
s"{tl}r";
1f (team2ScoreText != null) team2ScoreText.text
$"{t2)";
}

public void UpdateNames (string nl, string n2)
{

1f (teamlNameText != null) teamlNameText.text = nl;
if (team2NameText != null) team2NameText.text = n2;

}

public void UpdateTimer (float time)
{

if (timerText != null)

{
timerText.text = Mathf.Ceil (time) .ToString() ;

}

public void ShowWaitingState (bool isWaiting)
{
this.isWaiting = isWaiting;
if (isWaiting)
{
if (timerText != null) timerText.text = "60";
}
else
{
UpdateTimer (60f) ;
}

[Iporpamna peani3zaiiist MoayJist kepyBaHHs payHaoM (RoundManager.cs)
using System.Collections;

using System.Collections.Generic;

using Unity.Netcode;



using UnityEngine;
using UnityEngine.SceneManagement;

public class RoundManager : NetworkBehaviour

{

public static RoundManager Instance;

[Header ("HamawTyraHHa payHZOy'") ]
public float roundTime = 60f;
public int scoreToWin = 10;
[Header ("CnaBH-—TOoukMu") ]

public Transform teamlSpawn;
public Transform team2Spawn;

private NetworkVariable<float> timer = new
NetworkVariable<float>(60f,
NetworkVariableReadPermission.Everyone,
NetworkVariableWritePermission. Server);

private NetworkVariable<bool> isRoundActive = new
NetworkVariable<bool> (false,
NetworkVariableReadPermission.Everyone,
NetworkVariableWritePermission. Server) ;

private NetworkVariable<bool> isCountdownActive = new
NetworkVariable<bool> (false) ;

private Dictionary<ulong, int> scores = new
Dictionary<ulong, int>();

private void Awake () => Instance = this;

public override void OnNetworkSpawn ()

{
timer.OnValueChanged += (oldVal, newVal) => {
if (HUDManager.Instance != null)
HUDManager.Instance.UpdateTimer (newVval) ;

};

if (IsClient)

{
StartCoroutine (SyncInitialState())

private IEnumerator SyncInitialState()

{

yield return null;

if (HUDManager.Instance != null)

{

HUDManager.Instance.UpdateTimer (timer.Value) ;



67

HUDManager.Instance.ShowWaitingState (!isRoundActive.Value) ;
}
}
[ClientRpc]
private void SetWaitingStateClientRpc (bool isWaiting)
{

if (HUDManager.Instance != null)

HUDManager.Instance.ShowWaitingState (isWaiting) ;

private void Update ()
{

if (!'IsServer) return;

if (NetworkManager.Singleton.ConnectedClientsList.Count

< 2)

{
isRoundActive.Value = false;
isCountdownActive.Value = false;
timer.Value = roundTime;
return;

}

if (!isRoundActive.Value && !isCountdownActive.Value)

{
StartNewRound () ;
return;

if (isRoundActive.Value)

{
timer.Value -= Time.deltaTime;
i1f (timer.Value <= 0)
{

StartCoroutine (StartCountdownRoutine () ) ;

private IEnumerator StartCountdownRoutine ()
{

if (isCountdownActive.Value) yield break;

isRoundActive.Value = false;
isCountdownActive.Value = true;
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float countdown = 5f;
while (countdown > 0)

{
timer.Value = countdown;
countdown -= Time.deltaTime;
yield return null;

}

isCountdownActive.Value = false;

public void PlayerDied(ulong victimId)
{

if (!IsServer || !'isRoundActive.Value) return;

foreach (var clientId in
NetworkManager.Singleton.ConnectedClientsIds)

{

if (clientId != victimId) AddScore(clientId);
}
StartCoroutine (StartCountdownRoutine ()) ;
}
[ClientRpc]

private void UpdateScoreClientRpc(int scoreTl, int scoreT?2)

{

if (HUDManager.Instance != null)

{

HUDManager.Instance.UpdateScore (scoreTl, scoreT2);

}

private void AddScore (ulong clientId)

{
if (!scores.ContainsKey(clientId)) scores[clientId] = 0;

scores|[clientId]++;

int teamlTotal = 0;
int team?2Total 0;

foreach (var entry in scores)

{
if (entry.Key % 2 == (0) teamlTotal += entry.Value;

else team2Total += entry.Value;
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UpdateScoreClientRpc (teamlTotal, team2Total);
}

private void StartNewRound ()

{

if (!IsServer) return;

timer.Value = roundTime;
isRoundActive.Value = true;
SetWaitingStateClientRpc (false);

foreach (var client in
NetworkManager.Singleton.ConnectedClientsList)
{

if (client.PlayerObject == null) continue;

// CxmpaHHsa HP Ta naTpoHiB
if (client.PlayerObject.TryGetComponent (out Health

h))
h.ResetHealthServerRpc() ;
var wm =
client.PlayerObject.GetComponentInChildren<WeaponManager> () ;
if (wm != null)
wm.ReloadServerRpc () ;
// Bubip TOUKM CHaBHY
Transform target = (client.ClientId % 2 == 0) 2
teamlSpawn : teamZ2Spawn;

// Temenoprauis
TeleportTargetClientRpc (client.PlayerObject,
target.position, target.rotation);

}

SyncPlayerNamesRpc () ;
}

[ClientRpc]
private void TeleportTargetClientRpc (NetworkObjectReference
playerRef, Vector3 pos, Quaternion rot)
{
if (playerRef.TryGet (out NetworkObject playerObj))
{
if (playerObj.IsOwner)
{

StartCoroutine (ExecuteTeleport (playerObj.gameObject, pos, rot));
}
}
}

private IEnumerator ExecuteTeleport (GameObject playerObj,
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Vector3 pos, Quaternion rot)

{

var cc =
playerObj.GetComponentInChildren<CharacterController> () ;
if (cc) cc.enabled = false;

playerObj.transform.position = pos;
playerObj.transform.rotation rot;

yield return new WaitForEndOfFrame () ;

if (cc) cc.enabled = true;
Physics.SyncTransforms () ;

[Rpc (SendTo.Server) ]
public void SyncPlayerNamesRpc ()
{

string namel "Waiting...";
string name2 = "Waiting...";

foreach (var client in
NetworkManager.Singleton.ConnectedClientsList)
{
if (client.PlayerObject != null &&
client.PlayerObject.TryGetComponent (out PlayerName pName))
{
string currentName =
pName.playerName.Value.ToString () ;

if (currentName == "Player" ||
string.IsNullOrEmpty (currentName)) continue;

if (client.ClientId % 2 == 0) namel =
currentName;

else name?2 = currentName;

}
}

UpdateNamesClientRpc (namel, name?2);

}

[ClientRpc]
private void UpdateNamesClientRpc(string nl, string n2)
{
if (HUDManager.Instance != null)
HUDManager.Instance.UpdateNames (nl, n2);



[Tporpamua peani3zaiist moayJis 1061 (LobbyManager.cs)

using
using
using
using
using
using
using
using
using
using
using
using
using
using

Unity.Netcode;
Unity.
Unity.
Unity.
Unity.
Unity.

Services.
Services.
Services.
Services.
Unity.Services.
Unity.Services.
UnityEngine;
UnityEngine.UI;
TMPro;

System.Collections.Generic;
System.Threading.Tasks;

Netcode.Transports.UTP;

Authentication;

Core;

Lobbies;
Lobbies.

Relay;

Models;

Relay.Models;

public class LobbyManager

{

UnityEngine.SceneManagement;

MonoBehaviour

public static LobbyManager Instance;

Header ("UI References") ]

[

[SerializeField]
[SerializeField
[SerializeField
[SerializeField
[SerializeField
[SerializeField
[SerializeField

]
]
]
]
]
]

private const

private
private
private
private
private
private
private

string KEY

Transform lobbyListContainer;
GameObject lobbyItemPrefab;
Button refreshButton;

Toggle autoRefreshToggle;

Button quickCreateButton;

TMP Text statusText;

GameObject networkManagerPrefab;

JOIN CODE = "RelayJoinCode";

private
private

private
private
private

private

{
if

(Instance == null)

string KEY MAP NAME = "MapName";
string KEY MODE = "GameMode";

const
const

Lobby joinedLobby;

bool isRefreshing = false;
bool isCreateCooldown = false;
void Awake ()

Instance = this;

else Destroy(gameObject) ;

private

{
if

if

(refreshButton)

(UnityServices.State
ServicesInitializationState.Uninitialized)

async void Start ()

refreshButton.interactable = false;

await UnityServices.InitializeAsync();
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if (!AuthenticationService.Instance.IsSignedIn)
await

AuthenticationService.Instance.SignInAnonymouslyAsync () ;

if (refreshButton)
{

refreshButton.onClick.RemoveAllListeners () ;

refreshButton.onClick.AddListener (RefreshlLobbiesManual) ;

refreshButton.interactable = true;

}

if (quickCreateButton)
{

qguickCreateButton.onClick.RemoveAllListeners () ;

quickCreateButton.onClick.AddListener (CreateQuickLobby) ;

}

}

RefreshlLobbiesManual () ;

public async void RefreshLobbiesManual ()

{

}

if (isRefreshing) return;
await Task.Delay(500);
ListLobbies () ;

private async void CreateQuickLobby ()

{

await ShutdownLobbySystem() ;
await EnsureNetworkManagerExists () ;

if (isCreateCooldown || joinedLobby != null) return;
= StartCooldownTimer () ;

UpdateStatusText ("Creating match...");

try
{

Allocation allocation = await

RelayService.Instance.CreateAllocationAsync(2);

await Task.Delay(500);
string joinCode = await
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RelayService.Instance.GetJoinCodeAsync (allocation.AllocationId) ;

var transport =

NetworkManager.Singleton.GetComponent<UnityTransport>();

transport.SetHostRelayData(allocation.RelayServer.IpV4,
(ushort)allocation.RelayServer.Port,

allocation.AllocationIdBytes, allocation.Key,
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allocation.ConnectionData) ;

if (!NetworkManager.Singleton.StartHost()) throw new
System.Exception ("Failed to start Host");

CreateLobbyOptions options = new CreatelLobbyOptions
{
Data = new Dictionary<string, DataObject> {
{ KEY JOIN CODE, new
DataObject (DatalObject.VisibilityOptions.Public, joinCode) 1},
{ KEY MAP NAME, new
DataObject (DataObject.VisibilityOptions.Public, "Desert") },
{ KEY MODE, new
DataObject (DataObject.VisibilityOptions.Public, "1v1") }
}
}i

joinedLobby = await
LobbyService.Instance.CreateLobbyAsync ("Room " +
Random.Range (100, 999), 2, options);

= HeartbeatLobby (joinedLobby.Id, 15f);

NetworkManager.Singleton.SceneManager.LoadScene ("Desert",
LoadSceneMode.Single) ;
}
catch (System.Exception e)
{
Debug.LogError ($"Error creating lobby:
{e.Message}l") ;
UpdateStatusText ("Error creating lobby");
isCreateCooldown = false;
if (quickCreateButton)
quickCreateButton.interactable = true;
await ShutdownLobbySystem() ;
}
}

private async Task StartCooldownTimer ()

{

isCreateCooldown = true;
if (quickCreateButton) guickCreateButton.interactable

false;

await Task.Delay(10000) ;

isCreateCooldown = false;

if (quickCreateButton) quickCreateButton.interactable =
true;

}

private async void ListLobbies|()
{
if (isRefreshing) return;
isRefreshing = true;
try
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{

QueryResponse response = await
LobbyService.Instance.QueryLobbiesAsync () ;

foreach (Transform child in lobbyListContainer)
Destroy(child.gameObject) ;

foreach (Lobby lobby in response.Results)
{
GameObject newButton =
Instantiate (lobbyItemPrefab, lobbyListContainer);

newButton.GetComponent<LobbyListEntry>()?.Initialize (lobby.Name,
"Map", lobby.Players.Count, 2, () => JoinLobbyById(lobby.Id));
}
}
catch (System.Exception e)
{
Debug.LogError (e) ;
UpdateStatusText ("Error refreshing");
}
finally { isRefreshing = false; }
}

private async void JoinLobbyById(string lobbyId)
{

await ShutdownLobbySystem() ;

await EnsureNetworkManagerExists () ;

UpdateStatusText ("Joining...");
try
{
joinedLobby = await
LobbyService.Instance.JoinLobbyByIdAsync (lobbyId) ;
string relayCode =
joinedLobby.Data[KEY JOIN CODE].Value;
JoinAllocation joinAllocation = await
RelayService.Instance.JoinAllocationAsync (relayCode) ;

NetworkManager.Singleton.GetComponent<UnityTransport>().SetClien
tRelayData (
joinAllocation.RelayServer.IpV4,
(ushort)joinAllocation.RelayServer.Port,
joinAllocation.AllocationIdBytes,
joinAllocation.Key, joinAllocation.ConnectionData,
joinAllocation.HostConnectionData

) ;

if (NetworkManager.Singleton.StartClient())
UpdateStatusText ("Connected!") ;
}
catch (System.Exception e)

{
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Debug.LogError ("Join Error: " + e.Message);
UpdateStatusText ("Join Failed");

}

public async Task ShutdownLobbySystem/()
{
if (joinedLobby != null)
{
try
{
if (joinedLobby.HostId ==
AuthenticationService.Instance.PlayerId)
await
LobbyService.Instance.DeletelLobbyAsync (joinedLobby.Id) ;
else
await
LobbyService.Instance.RemovePlayerAsync (joinedLobby.Id,
AuthenticationService.Instance.PlayerId);
}
catch (System.Exception e) {
Debug.LogWarning ($"Lobby deletion error: {e.Message}"); }
joinedLobby = null;
}

if (NetworkManager.Singleton != null)
{
NetworkManager.Singleton.Shutdown () ;
Destroy (NetworkManager.Singleton.gameObject) ;

while (NetworkManager.Singleton != null) await
Task.Yield();

}
}

private async Task HeartbeatLobby(string lobbyId, float
wailtTime)

{
while (joinedLobby != null && joinedLobby.Id == lobbyId)
{
try
{
await
LobbyService.Instance.SendHeartbeatPingAsync (lobbyId) ;
await Task.Delay((int) (waitTime * 1000));
}
catch { break; }

}

private async Task EnsureNetworkManagerExists ()
{
if (NetworkManager.Singleton == null)

{
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if (networkManagerPrefab != null)
{
Instantiate (networkManagerPrefab) ;
while (NetworkManager.Singleton == null) await
Task.Yield() ;
}
else Debug.LogError ("NetworkManager prefab not
assigned!");
}
}

private void UpdateStatusText (string msg) { if (statusText)
statusText.text = msg; }

}

[Iporpamua peanizaiiisi MoayJisi 3ByKy KpokiB (FootstepManager.cs)
using UnityEngine;

using Unity.Netcode;

using UnityEngine.Audio;

public class FootstepManager : NetworkBehaviour
{

[Header ("HajnamTyBaHHS 3BYKy'") ]

public AudioSource audioSource;

public AudioClip[] footstepClips;

public AudioMixerGroup footstepGroup;

private void Awake ()

{
if (audioSource != null && footstepGroup != null)
audioSource.outputAudioMixerGroup = footstepGroup;

}

public void PlayFootstep ()

{
PlayFootstepRpc () ;

}

[Rpc (SendTo.Everyone) ]
private void PlayFootstepRpc ()
{

if (audioSource == null) return;

if (footstepClips == null || footstepClips.Length == 0)
return;

audioSource.clip = footstepClips[O0];

audioSource.pitch = Random.Range(0.9f, 1.1f);
audioSource.Play() ;

[Iporpamna peasni3zaiiist MoayJisi kKepyBaHHs kameporo (CameraManager.cs)
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using Unity.Netcode;
using UnityEngine;

public class CameraManager : NetworkBehaviour

{

public GameObject playerCamera;

public override void OnNetworkSpawn ()
{
if (playerCamera == null)
{
Camera cam = GetComponentInChildren<Camera> (true);
if (cam != null) playerCamera = cam.gameObject;

if (IsOwner)
{
if (playerCamera != null)
playerCamera.SetActive (true);
}
else
{
if (playerCamera != null)
playerCamera.SetActive (false);
}
}



