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BBEAEHUE

Bce wame wurpel ansa  MOOWIBHBIX IUIAaTGOPM  OOpPETAOT  BCEOOIIYIO
MOMYJSIPHOCTh, CPaBHUMYIO C HIPaMH CXOXKHUX JKaHPOB IS TEPCOHAIBHBIX
KOMIbIOTEpOB. [lomysipHOCTh 00ycIOBIIEHA TOPTATUBHOCTHIO U MOBCEMECTHOCTHIO
cMapTHOHOB, TMOUYTH KaXKIbIH B Halle BpeMsi MMeeT COOCTBEHHBIH KOMIIBIOTED B
KapMaHe.

CoBpemenHbie cMapThHOHBI 00JaAaI0T BHYMIUTEIBHBIMH BBIYUCIUTEILHBIMU
CIIOCOOHOCTSIMH, MPEAOCTABIIsAS pa3pabOTUMKaM HMCIOIB30BATh B UTpax KPacUBYIO U
BIevaTisiony rpapuky. CKOpocTh MOOHIBHOTO HWHTEpHETa MO3BOJIAET JENaTh
YyacThle 3alpoChl Ha yAaJCHHbIE CEpBepa W IOJydyaTh OINEpPaTHUBHBIE OTBETHI, UTO
CHOCOOCTBYET CO3JaHHUI0 OHJIAH, a TakXKe KOONEepaTHBHBIX Urp. KoMmakTHOCTH
CMapT(POHOB MO3BOJISIET JIOASAM UrpaTh B MOOWJIbHBIE UTPHI B JIIOOOM yAOOHOM IS
HUX MECTE.

Co3ganve oOHNIAH Wrpbl ¢ ucnoiab3oBanueM Voxel Graphic wumeer
BO3MOXHOCTh pa3pylleHusn/ycTaHoBKy OyiokoB urposoro wmwupa (Voxel), uto
MHTEPECHO JIOASIM, 3HaKOMbIM ¢ Minecraft um mpounmmm ananoramu. Takxe ¢
MOMOIIBIO  «BOKCENEH» MOXHO TeHepUpOoBaTh  OOMIMPHBIE U  KpPacHBBIC
WHTEPAKTUBHBIC MUPBHI.

Hyper-Casual sxaHp cTal OTKpBITUEM TOCIEAHUX JET B UIPOBOM
uayctpund. Coderas B cebe MPOCTbIE MEXaHMKH U CIOCOOBI B3aUMOJICHCTBUS C
UTPOM, TakWe Wrpbl HE TPEOYIOT OT UTpoKa HAIWYHUS MPOIIOTO WUTPOBOTO OIBITA,
oOyuasi ero mo Mepe uepeanl mpourpeinieii u nodbea. Ha pucynke 2 mpencraBieH
pacrpocTpaHeHHbIH Tpad B3auMojeHcTBHUSA ¢ uUrpoi B endless u semi-endless

Hyper-Casual npoekrax.



Hyper-casual and Mobile Gaming Statistics
Hyper-casual Gaming

XX Y

59% of the 12.5% of new 389%oftotal  809% of install growth
mobile market game installs ad revenue is driven by HC

Mobile Gaming by Gender

>

60% of them
play everday

3 7% of mobile
gamers are male

47 % of them
. play everday

Pucynok 1 - Cratuctuka Hyper-Casual urp

63% of mobile
gamers are female

Takue urpbl CHOCOOHBI MPUBJIEKATh K CE0E€ «HEUTPAIOILYI0» ayIUTOPHIO, T.€.

J'IIOI[CfI, paHeC NPAKTUICCKHU UJIN COBCECM HC UI'PAOIIUX B KOMIIBIOTCPHBIC UI'PHBI.

N

PLAY

%

Pucynok 2 - I{uki ¢ o6parHoii cBsi3pto Hyper-Casual urp
[Tpu BhIMONTHEHUH PAOOTHI ISl TOJTYYEHHS TOTOBOTO IPOAYKTa HYKHO:
1. BBINOJHHUTH aHAIN3 UMEIOIIUXCS UTP B TaHHON HMIIIC,

2. Ilpoananu3upoBaTh TEXHOJIOTHH, MTO3BOJISIONINE CO37aTh TAaHHYIO UTPY.
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3. Pa3zpaboTaTh apXuUTEKTypy MPOEKTA C YYETOM CEPBEPHOM M KIMEHTCKON YaCTEH.
4. TlpoBecTn aHAJIW3 TMOJYYCHHBIX pPE3yJIbTATOB, IPU BBISIBJICHUU KaKUX-JIHMOO

HCIOCTATKOB - ITONBLITATHCA UCIIPABUTD.

CtpykTypa JaHHOU BBIITYCKHOM pabOThI, CIETyIOIAs:

1. Awmnamu3z mnpeamerHodt oOmactu. IlogpazymeBaeT moj co0OM aHAMU3  YkKe
MIPEACTABICHHBIX PEIICHUN U TEXHOJIOTUH.

2. Omnpenenenue  TpeOoBanuii. HeoOxomumo  BeIIETUTh  (YHKIIMOHATHHBIC
TpeOOBaHUS.

3. IIpoextupoBanue. [IpoBecTy MpoeKTHUPOBAHUE BCEX MOIYJIEH pa3pabaTbiBaeMoit
cuctemsl: cepepHoe 110, nonp3oBarenbckuil THTEPPEIicC.

4. Peanuzanusi CHCTEMBI.

5. TecrupoBaHue MOJYYEHHBIX PE3YyJIbTATOB.

6. 3axmouenue. [logBeneHne UToroB MpoeIaHHON PaOOTHI.



1. AHAJIU3 ITIPEJMETHOM OBJIACTHU
1.1 AKTYAJIBHOCTb TEMbI

B MoOunbpHBIE HUIpbl UrpaeT OOJIbIIOE KOJMYECTBO JIIOJIEH, MHOTHE U3
KOTOPBIX HE SIBJISIIOTCA TeliMepaMu 1o cBoel cyTu. MrpaTe B Urpsl Ha TenedOHbI i
MHOTHX CTajJi0 OOBIICHHOCThIO, HeoOxoaumocThio. Co3naBasi Urpy — Thl CO3/acllb
MPOAYKT, Ha KOTOPBIN MOJY4YUIllb MOMEHTaJIbHYIO OOpaTHYIO CBs3b. B oluHOYHOM
MOOUJIBHON pa3pabOTKe MOXKHO NPUHUMATh CaMble CMEIIbIE PELIeHHs] 10 MOBOIY
UTPOBBIX MEXaHUK, apXUTEKTYpHBIX pemenuil. Co3aars Hyper-Casual urpy MoxHO
HE MMeEsl HU Tpolla B KapMaHe, IIPU 3TOM HE TPaTs robl Ha CO3AaHuUs ITPOTOTUIIOB.
1.2 AHAJIM3 CYHIECTBYIOUIUX PEINIEHUN

1. Gumslinger

MynbTurieepHas urpa B nomyisipHoMm xkaHpe Battle Royale, B kotopoi
HEOOXOJMMO CPaKaThCsl MPOTUB 63 UEIOBEK 3@ CMEIIHO JBUTAIOIIETOCS YEI0BEUKA.

Hrpa HarmoMuHaeT .10 UTpy, TaK Kak MPH OTCYTCTBUU UHTEPHETA UTPOK MOXKET
IPOAOJDKATh UrpaTh NPOTUB 00TOB. OCOOEHHOCTH B TOM, YTO UIPOBOH IpoLiecC HE
OTJIMYaeTCs OT WIPbl TMPOTUB peajdbHBIX HWIPOKOB, CO37aBasl BIIeYaTIICHUE
HEpa3pBIBHOI'O TE€UMILIES.

B onHOM payHzie Thl nepecTpenuBaeiibesi ¢ OHUM U3 UrpokoB. 1o ero utory
JaNbllie B CETKE MPOJBUTACTCA TOJNBKO OAMH WUrpoK. COAEpX HUT KAaCTOMHU3AIHIO

IIEPCOHAa)Xa, CKCIHCBHBIC MUCCUHU, COPCBHOBAHNA 1 BHYTPHUUI'POBEIC COOBITHS.
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Pucynok 3 - UnaTepdeiic urpsr Gumslinger

2. Bumper.io

3D moOwibHas urpa .i0 urpa, CyTh KOTOpOH B TOM, YTOOBI BBITOJKHYTh
IpYyrux UrpokoB ¢ noiisa. [loGegurenem cuuTaercst TOT, KTO MOCIEIHUM OCTaJCs Ha
nose. Tak e Kak ¥ B Jpyrux .10 Urpax, BO3MOXKHA Urpa 0e3 MOJKITIOUYCHUS K CETH
UHTEPHET.
1.3 AHAJIM3 TEXHOJIOTMYECKWX PEINIEHUIA
Jia co3pgaHMs TMPOAYKTa HEOOXOIHMMO ONPENEIUTHCS CO  CIEAYIOUIMMHU
TEXHOJOTUYECKUMH PEUICHUSIMU:
1. Cpena pa3paOoTKu A7l CO3/1aHUs U IPOCKTUPOBAHUS UTPHI.
2. BpiOop cpencTB aHANWUTUKHU [JIS OTCJICKUBAHUS BHYTPUHUTPOBBIX JCUCTBUI
UTPOKA.
3. CepBuc AJi XOCTUHTA CEPBEPHOTO KIMEHTA UTPHI.
4. VncTpyMeHT aig co3nanus MynbTHUILieepa A BBIOpAaHHOTO JIBUXKKA.
5. UncTpymeHT anst co3aaHus BBICICHHOTO CepBepa, KOTOPHINA OyIeT MpUHUMATh

3aIpoChl OT UT'POKOB U CO30aBaThb instance CCPBCPa Ha XOCTC AJIA MaTda.
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1.3.1 BbBIBOP CPEJbI PASPABOTKH

B nacTosiiiee Bpemsi CynieCTByeT MHO>KECTBO MHCTPYMEHTOB JJisi pa3pabOTKu

KOMIIBIOTCPHBIX UT'P, pACCMOTPUM CaMBIC IOITYJIAPHBIC N3 HUX!

1.

Unity Engine- kpoccrinaTopMeHHBIH UTPOBOM ABMIKOK JJis co3nanus 3D u 2D

urp. OCHOBHOH S3BIK MporpaMMUpoBaHus g padotel ¢ Unity - C#. Unity

IMMO3BOJIICT BBIITYCKATh UI'PbI JJII KOMIIBIOTCPOB, UTPOBBLIX IMPHUCTABOK, MOOMJIBHBIX

TeneOoHOB.

Pucynok 4 - Uuatepdeiic Unity Engine

JlocTouHcTBA:!

HU3KUU MTOPOT BXOJA,

00JIBIIIOE KOJTMYECTBO KHUT U KYPCOB,

MOJYJIM U TJIATMHBL JIJIs1 paboThl C KaMepou, JUisl CO3JaHUsl «KAaTCLEH», JUIs
paboThI ¢ CETHIO, ISl BU3YyAIbHOTO TPOTPaMMUPOBAHUS U JPYTUE;

0O0JBIION Mara3wH roTOBBIX «ACCETOBY.
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Pacnipoctpanenue urpsl, cozpanioi Ha Unity, 0ecruiatHoe. “Pa3paboTuunk
HE TUTATUT JCHBIH C BBIPYYKH JIO TEX TOP, MOKa 3apa00TOK OT MIPHI HE MPEBBICUT
100 000$ 3a mocnmemnme 12 wmecsueB. [lpu TpeBbINICHHAH TaHHON CyMMBI
paspaborunk 06s3an mwiatuth 100$ exemecsuno [3].”
2. Unreal Engine — kpoccmiaT$hOpMEHHBIH UTPOBOM JBUKOK, UCIOIB3YIOIIUN

s3bIK C++ U1 HanMcaHus CKPUIITOB.

All € 3 | B Content »+ QuadrapedCreatures » MountainDragon » Animations »

Pucynok 5 - UuTtepdeiic Unreal Engine
JlocTonHCTBA:!
® BBICOKAs MPOU3BOAUTEIHHOCT CO3/IaHHBIX TIPUIIOKEHUH U UTD;
® BBICOKOE Ka4ECTBO BU3YAJIbHOUW COCTABIISIONICH UTPHI O€3 0COOBIX yCHIIHIA;
® TEXHOJOTHUs BHU3yaJIbHOTO pOrpaMMHUPOBAHUS «Blueprinty, c
BO3MOKHOCTBIO T€HEPAIMH UCXOMHOTO C++ KOJa;
® BO3MOXHOCTh JIETKOW HHTETpallii C HMHCTPYMEHTaMU JUIsl  CO3JaHHS

CTOPOHHET0 KOHTEeHTa, Oyab To 3D Moaenu win ay1uo-coCTaBIIsIONMIAs.
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“Pacmipoctpanenue urpsl, cozganHoil Ha Unreal Engine, nakiangsiBaeT Ha
JI0XOJIbI OT HEe HaJIOT B MOJb3y «Epic Gamesy» B pasmepe 5% ¢ MOMEHTa BBIMyCKa
[4].”

JlaHHbIE HMHCTPYMEHTBI SIBJISIETCS JIMJUPYIOIIUMH CpPEIU KOHKYPEHTOB.
OOmmMpHOE COOOIIECTBO M MHOTOJIETHUH OMBIT JPYTUX pa3pabOTUMK JIeNaroT
CO3JaHUs UTPhI B YCIOBUSAX JAHHOTO JBHKKA KOM(POPTHBIM 3aHIATHEM.

1.3.2 BBIBOP CPEJACTB AHAJIUTUKHU
1. Firebase coBmectHo ¢ Google Analytics

Firebase oO0bemuusier Bce cepBuchl Google B omHOM akkayHTe. MOXKHO
NOAKJIIOUNATh AHAIWTUKY, PpPEKJIaMy, OTCIEKUBAHUE BBUIETOB  IMPUIOKECHHUS.
Wuterpanus Firebase B mpoekT MHTYUTHBHO MOHSTHAS, HO HECKOJBKO CIOXKHEE, YeM
unterpanusa ¢ Unity Analytics. IloanepxuBaeT TOJbKO MOOUIIbHBIC MIIAT(HOPMBI.

2.Unity Analytics

[To3BosisIEeT OTCHEXUBATh CTAaHAAPTHBIE JEWUCTBUSI UTPOKOB 0O€3 HaNMCaHMS
JOTIOJTHUTENIBHOTO KOJ1a, TAKHE KaK:

® TIEPBBIN 3aMyCK MPUIOKEHUS,
® BpeMs, IPOBEJCHHOE B UTPE;
® BHYTPUUTPOBBIC TOKYIKH, CHIelaHHble ¢ moMomibto Unity — IAP.
[HoanepxuBaer Bce muaTdopmsl, oA KoTopele Unity MoxeT nenaTb COOpPKH.
EcTh BO3MOKHOCTb BBITPY3UTh «ChIPbIE» JIaHHbIE /JIs1 BHEIIHETO aHan3a.
1.3.3 CEPBHUC JJIsI XOCTUHI' A CEPBEPHOM CEOPKHU UI'PhI

Azure Cloud u Digital Ocean. O6a pemieHus MO3BOJIIOT MPOBOJUTH
YAAJIEHHYIO0 HacCTPOMKY BBIIEJIEHHOTO BUPTYaJbHO CpeAcTBa, HacTpauBath Docker-
KOHTEUHEPHI JIJIs1 3aIlycKa yAaJIeHHOU cepBepHOit cOopku. [ToaToMy cpaBHeHUE OyaeT

uatu no Tapudam. [loMuMo XxocTuHTa CEpBEPHON COOPKU UTPHl HEOOXOAUM XOCTHHT
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BBIJICIICHHOTO CepBepa IS OPTaHHU3alliid «BUPTYaJTbHBIX KOMHAT», KOTOPBIA Oyjaer

co3/laBaTh instance cepBepHOi COOPKHU ISl KAXKI0M KOMHATHI.

1. Azure Cloud

O6nanaeT OOJBIIMM ABTOPUTETOM M Y3HABAEMOCTHIO. “MUHUMAaIbHAs 1I€HA 3a
BupTyanbHyto MammuHy ¢ 20GB sxectkum guckom, 1 sapom mpormeccopa u 1GB
orepatuBHOM mamsTH coctaBisger mopsaka 10$.” [10] OGmamast cTyaeHUYECKOM
MOJIMUCKON, MOXKHO CO3[aTh BHPTYalbHYI) MAaIlIUHY /s JWAIJIOMHON paboThI

OecCIuIaTHO.

2. Digital Ocean

MeHee mnomysisipHOE pelIeHWe, HO HUYEM HE YCTYIAIee pEeLICHHUE.
“BupryanbHas MaIlliHa B TAKOH jK€ KOMILJICKTAIIMK CTOUT mopsiaka 5$ B mecsir.” [9]
Ha pucynke 6 npezacrasnens! pacuenku DigitalOcean.

Create a Docker Droplet

Servers on DigitalOcean are called Droplets. Like a local computer, you need to install the right software on your
Droplet to run your project.

Software Details (7]

This image includes all of the basic software to get your project running

& Docker

Select Droplet Plan (7]

We've picked our most popular plans for you to choose from. Select a Droplet configuration that best suits you
stage of development

Basic - Great for testing or smaller projects

(o] $5.00/month ($0.007/hr) Basic Droplet
1GB /1CPU - 25 GB SSD Disk - 1000 GB Transfer Shared CPU

Pucynok 6 - Tapudwsr Digital Ocean
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1.3.4 UHCTPYMEHT JJis1 OPTAHU3AIIUU MYJIBTUIIJIEEPA

[IpencraBnennsie  ¢peitmBopku  Mirror  UNet, Photon Engine wu
socket.io HampaBiieHbl Ha YNPOIIEHHE CO3IAHUS «MYJbTUILUICEPHOI» HUIPHI IS
3aJIaHHOTO KOJMYECTBAa KOHKYPEHTHBIX UTPOKOB. ¥ 00OMX €CTh IUIFOCHI U MUHYCHI.
PaccmoTpum ux.

1. Mirror UNet

Mirror — WHCTpYMEHT Miii co3aanus mynbtuiieepa B Unity wurpax. On
MOXXET HCIOJB30BAThCS 1T MHOXKECTBAa OOIIMX 3a/1ad, KOTOPhIE MOTYT BCTaBaTh
nepen pa3paboTyUKaMHu MYJIbTHIUIEEPHBIX Hrp. Mirror mno3BojseT ogHOMY U3
KIIMEHTOB «XOCTUTh» WTpy, W30aBisAs pa3pabOoT4MKa OT CO3JaHUS BBIIEICHHOTO
cepBepa. “PazpabaTheiBas TPy COBMECTHO C JPYTUMH cepBUCaMu, Mirror mo3Boisiet
CO3/1aBaTh MYJIbUILJICEPHBIE UTPHI B OUHOUKY.” [8]

Bo3moxHoCTH:
e 00paboTka COOOIIEHUI;
® BBIJICJICHUE CEPBEPHOTO M KIMEHTCKOTO KOjla uepe3 Taru [ Server] u
[Client] npenoTBpalmiaet BHI30B METOJOB B HEHYKHOM MECTE;
e 1or [Command] st OOIICHUS KIIUEHT — CepBep;
e moru [SyncVar] u [SyncList] ang cuHXpOHH3AIMU TapaMETPOB MEXKIY
BCEMHU KIINCHTAMH;

® BBICOKOIIPOU3BOANTEIbHAS CepraIna3aius;

® VIPaBJICHUS CEPBEPHBIMU OOBEKTAMU,

® CHUHXPOHHU3AIUS COCTOSIHUS;

e ceTeBhle Kiacchl: Server, Client, Connection.

Ha pucynke 7 mnpencraBieHa ypoBHEBass MOJENb, IOKa3bIBarOUasi, 4TO

pazpabotuuk Ha Mirror UNet paGoraer Cc caMbIMU BEpPXHHUMH YpPOBHIMHU
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a6CTpaKI_II/II/I, IMPAaKTHYCCKHU HC KaCasiCh pCalin3aliin HOI[KJ'IIO‘-IGHI/Iﬁ n pa6OTI>I CCTCBBIX

MPOTOKOJIOB.

Low Level API

Connection / Reader / Writer Messaging & Serialization

NetworkClient / NetworkServer Connection Management

Networkldentity / NetworkBehaviour Object state & Actions

NetworkScene / ClientScene Object Life-Cycle

NetworkManager Game Control
NetworkLobbyManager Player Control
NetworkTransform

NetworkAnimator Engine Integration
NetworkProximityChecker

PucyHnok 7 - YpoBuu abctpakuuu Mirror
2. Photon Engine

Photon Engine nmocrymen kak mins Unreal Engine, tak m mua Unity
Engine. JSIBisercs HWHCTPYMEHTOM, He TpeOYIOIIMM BBIICICHHOIO CepBepa.
Pa3paboTuuk caMOCTOSTEIBHO OMNPEACIIeT CHHXPOHU3UPYEMbIE MEXKIY HIPOKAMH
napaMeTpsl, Oyab TO:

1) Tlo3uiust B MEPOBBIX KOOPAWHATAX.

2) TloBopor.

3) Macirab.

4) CKOpOCTb.

5) Tlosnb30BaTeNbCKHE MAPAMETPHI.

[Tockonpky Unreal u Unity sBusitoTcS KOMIIOHEHTHBIMH WHCTPYMEHTaMH,
IpHUBEIEeM CKpHUHIIOT Kiaccudeckux Photon kommonentoB m3 Unity, cocnaBmmch
Ha TO, 4yTo B Unreal Engine anasormynsie kommnoHeHThl. Ha pucynke 8
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MPEICTAaBICHbBl KOMIIOHEHTHI JUIsi CHHXpOHHM3aluuu Transform — KoopauHarT,
Animator - anmummanmm, Rigidbody - nana cunxXpoHU3anUHM (PU3HUECKOTO

nepeMeIeHHUs.

Unreliable On Change

Pucynok 8 — KOMIOHEHTHI /111 CHHXPOHU3AIMU TapaMeTPOB
Ecnu B urpe mpuCyTCTBYIOT aHUMAllMU, pa3pabOTUUK MOXKET HACTPOUTH HX
CUHXPOHU3AIMIO MEXITYy KIUEHTAMH, 9TOOBI y HTPOKA HE CO3/1aBAJIOCh BIICYATIICHHSI,

qTo Hl”pOBOfI MpoHeCC COMCPHUKOB OTIIMYACTCA OT €0 UI'POBOI'0 IIponecca.
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OcHOBHBIE IOCTOMHCTBA.

1) OtcyTcTBUE HEOOXOAMMOCTH JIJIS BBIJICIICHHOT'O UTPOBOIO CEpBEpa.
2) Jlerkas HacTpoiika, KOTOpas 3aKJIFOYaeTCs B KOIMUPOBAHWHW co3qaHHOro id

npuinoxenus u3 [lanenu ynpasnenus Photon Engine [16] B mpuioxxenue.
3) CuHXpOHHM3alMsI HACTPOSHHBIX pPa3padOTYMKOM MApaMeTPOB, a TaKKe

OTIIpaBKa COO6H.[€HPII>1 MCKAY KIIMCHTAMU JIOKUTCS Ha IJICYHU CECPBHCA.

I'maBubiM MuHYCOM siBisiercs orpanudenne B 20CCU (20 KOHKYPEHTHBIX
II0JIB30BATENICH €IUHOBPEMEHHO), YTO JOBOJIBHO Majo, HO BIIOJHE JOCTATOYHO IS
nporotunupoBanusa. “Jlamee naeiictByror Tapuder 100$ 3a 12 mecsmes.” [7].
Bo3moxHo moBbicuTh OecriaTHbii JuMUT 10 100CCU, pasmectus Photon Cloud na
CBOEM XOCTHUHTE.

3. Socket.io

[Tonxon ocHOBaH Ha momyJsipHON node.js Oumbmmoreke socket.io [15],

HaIMCaHHOW Ha JavaScript, mo3Boisiomer ¢ IMOMOIIbI BEO-COKETOB CO3/1aBaTh
KITMEHT-CEPBEPHBIC MPUIIOKCHUS. B TaHHOM Cilydae KIMEHTOM OYJET SBIATHCS UTPa,
a CEpBEPOM BBIICJIICHHOE hode . j S MpuiiokKeHue.

OOmenne MEXIy KIMEHTOM M CEPBEPOM IMPOWCXOJUT C IMOMOIIBIO COOOIICHHIA,
KOTOPBIE MOTYT IMOCHUTATHCS KaK KIIMEHTOM, TaK U CEPBEPOM.

B cmywae ¢ Unity, cymectByer amanTtupoBanHas moj .het framework

peaymzanus socket.io-client [17] 6ubnuoreku, HamucanHas Ha CH#.

1.4 BBIBO/IbI
M3-3a nerkoctu ocBOeHUsl JIBMXKKa, BbIOepeM Unity Engine, kak OCHOBY
JUIA CO3/1aHus Urphl. [[i1st XocTuHra BUpTyanbHOM MamuHbl BeIOepeMm Azure Cloud,
TaK KakK JUIsl CTYJIEHTOB TaM CYILECTBYET CTyJEHUYECKas MOJANKCKA, YEro JTOCTATOYHO

JUISL CO3JIaHUS W pealli3allii JUIUIOMHOM paboTel. B kayecTBe MHCTpyMEHTa IS
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co3JaHusl MyJbTHIUIeepa B urpe Obul BeiOpaH Mirror, T.x. y Photon Engine
JIOBOJILHO CKpPOMHBIE OecruiaTHbIe Tapu(bl, 4eTOo MOXXET HE XBAaTHTh HaXKe IS
Ka4yeCTBEHHOT'O TECTHPOBAaHUS TOTOBOI'O JUIUIOMHOTO TMpoekTa. B  kadecTBe
TEXHOJIOTHH /I CO3/IaHUsI BBIJIETIEHHOT'O cepBepa BbiOepeM hode. js, T.K. cepBep Ha
HEM CO3JIaeTCsl B TMapy CTPOYEK Koja, a HamwmcaHus (GpyHkuuid u co3manue API He

3daHUMACT MHOI'O BPCMCHH.
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2. ONPEJIEJIEHUE TPEFOBAHUM

OmnwuieM OCHOBHBbIE (YHKIMOHAJIbHbIE TPEOOBAHMS K CHUCTEME B LEJIOM, a
TaKXKe K €€ COCTAaBHBIM YaCTsIM.

TpeOoBaHus Kk Urpe B LEJIOM:

1) ABTOMaTHYECKOE aJalTUPOBAHHE DJIEMEHTOB YIPABJICHUS MEPCOHAKEM IO
pa3iruHbIe pa3pelieHus YKpaHa.

2) 3BYKOBOE COIPOBOXKICHUE OCHOBHBIX COOBITUI BHYTPH HIPHI.

3) VhpagriieHue BOBJICUYCHHOCTHIO UTPOKOB B I'CHMILICH C MOMOIIBIO JOOABICHUS
HOBBIX MEXAHUK, TTOOIIPEHUS OT3BIBOB.

4) Ob6ecnieuenne 30 KaJpoB B CEKyHIYy JaKe Ha CTapbIX ycTpoiicTtBax ¢ Android
4.4.

5) B03MOXHOCTh BHIOM3MEHSTh aBaTap UIPOKa.

2.1 ®YHKIIMOHAJIBHBIE TPEBOBAHUSA
1) BriOop mepcoHaxa u3 CIIHcKa.
2) IonkimoueHue K cepBepy.
3) Ilepenava cooOIICHHS cepBEPY O BEHIOPAHHOM ITEPCOHAXKE.
4) Hactpoiika ypOBHS CEpBEpOM H CO3JaHHEC HYXHBIX CETEBBIX OOBEKTOB
MIEPCOHAKEM.
5) BzaumojeicTBHE C IPYTUMUA UTPOKAMHU
Heo0xoaumo pean3zoBaTh NOACUCTEMbI:
1) TlonxarodeHHs K cepBeEpy.
2) CucreMy yMEHHUH JIJIs KQXI0T0 U3 TIEPCOHAKEH.
3) VmpagieHus mepcoHaxkeM.
Ha pucynke 9 mnpencraBnena UseCase pamarpamma pa3pabaThbIBaeMOTo

MPOEKTA.
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F-:-r'_.u. EHWME COCTOAHMA
CEpESDa
ANMUHWCTDATOP
3anycTHTe CEPESD
—‘_‘_-_'_‘—I—_
Ewifop nepoosass
Mrpok
Momywssns
MHDODMELNK &
S =ERE
NEpCoHaXax ““ﬂ-,._‘_ﬁ_‘_
CoagaHue CaTensx CEepEepHLIA MTpoK
ofeekToR ANA
KAWEHTOS

Pucynox 9 - Use-case nuarpamma Urpbl Kak CHCTEMBbI

DYyHKIUOHAJIbHBbIE TpeOoBaHusa K moacucreme “lIloakiawyeHue K

2.

cepBepy”’:
1) TloaxiroueHHE OCYIIECTRISICTCS TPH 3aIYCKE UTPHI.
2) B cnydae motepu COCIUHEHHS C CEPBEPOM JaTh MOJIb30BATEIII0 BO3MOKHOCTh
Ha)XaTh Ha KHOIIKY “‘Retry” s MOBTOPHOrO MOJAKIKOYEHHUS.
3) B ciyyae HEBO3MOXKHOCTH YCTAHOBUThH COCAMHEHHUE 0TOOPa3uTh HH(POPMAIHIO
B [10JIb30BAaTEIBLCKOM UHTEPECe.

4) OOMEH JaHHBIMHU C CEPBEPOM U KJIHMCHTOM.
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DOyHKIMOHAJIbHbIE TPeOOBaHUA K MoJacHcTeMe “ Pa3BuTHA nepcoHaxka”:
[loxcucrema pa3BUTHS MIEPCOHAKA OTBEYAET 3a MOJIYUYEHUE UTPOBOTO OMBITA,
BbIOOpA PA3IMYHBIX HABBIKOB M YMEHHI MEPCOHAXA, YIYUYLIEHUE UTPOBBIX MTPEAMETOB
U UX CO3JaHUE.

1) Tlomy4eHue UTPOBOTO OMBITA JIsl IOJTYUYCHHS UTPOBBIX YPOBHEH.

2) TlproOpeTeHre YHUKAIBHBIX HABBIKOB M YMCHHUIl MEPCOHa)Xa U3 JIOCTYITHOTO
NepeyHsi Ha JOCTYNHBbIE OYKM YMEHHMH, IIOJy4YaeMbl€ IIOCJIE IOBBIIIEHUS
YPOBHSI.

3) VYiydiieHWe HMMEIOIIUXCSA TPEJAMETOB C IMOMOIIBIO CICIHAIbHBIX HaBBIKOB
NEePCOHAXKA.

4) Co3gaHue TPEeIMETOB Ha OCHOBAaHUH PEIENTOB C IMOMOIIBIO CIECIHATBHBIX
HaBBIKOB IIEPCOHAXKA.

DYyHKUMOHAJIBbHbIE  TpeOOBaHMSA K  IoAcHcTeMe “YupasjeHus
nepcoHax em”:

1) YmpaBneHue MEepcoOHaKEM MPOMCXOIUT JIOKATBHO C TMOMOIIBI0 BUPTYaIbHBIX
JUKOMCTUKOB M KHOTIOK, PACIIOJIOKEHHBIX Ha DKpaHe.

2) VihpaBjiieHWE YYHUTBIBACT HEMPOXOJAUMOCTh HEKOTOPBIX MPEMATCTBUH BO
n30exanue apdexra “IlpoBanuBanus moJ TEKCTypbI .

3) VmpaBinenue yuuThiBaeT (U3MYECKHE pa3Mepbl OOBEKTOB, HMMEOIIUX

KOJIJIaP'I,HepBI, BO M30eKaHue 34aCTPCBAHUS B UT'POBBIX JIOKAIIUAX.

2.2 HE®YHKIHWOHAJIbBHBIE TPEBOBAHUS CUCTEMBbI

1) Pabota urpsl moa MmoOmibHBIE aThopMbl Google Android Bepcum API He
Hwke 19 (Android Kitkat 4.4)u Apple IOS Bepcum He HUxe I0S 8.

2) Cosznmanue v MPOESKTHPOBaHKUE UIPHI ¢ momoiieio Unity Engine.

3) Hcnonws3oBanue C# ais1 HanmMcaHus UTPOBOTO KOJIA.

4) Pabora ymaneHHoro node. js cepsepa.
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5) MuTtepec a1 HEUTPAOIICH ayIUTOPHH.
6) AnmexkBaTtHoe OTOOpaKEHHE MOJB30BATEIBCKOTO WHTEpdeiica Ha pPa3IMYHBIX

pa3penieHusX 3KkpaHa MOOMIIbHBIX YCTPOMCTB.

2.3 TPEBOBAHUSA K BUJAM OBECIIEYEHUSA
1) Hayimume ynajaeHHOTO cepBepa, XpaHAIIETo BCIO HEOOXOAUMYIO WH(DOPMAIIHIO

O JIOKAIIUU IS TTO/AJIEP’KaHusl COCTOSTHUSI UITPOBOT'O MUDA.

2) XpaHnenne uHpOpMAMKA O TMOJIb30BaTenssix u ux aparapax B CYBJl Ha
yZIaJIEHHOM CepBepe.

3) Co6op nHPOPMALIUY O JIOKAITLHOM MEPEIBIKCHHN KKIOTO UTPOKA U TIPeMETa
Ha JIOKAIUH.

4) Pacchiika coOpaHHOW MH(POpMAIMK Ha KOHEYHBIE YCTPOUCTBA Uil OOHOBJICHUS

JIOKAJIbHBIX MO3ULHAN U COCTOSHUM APYTUX UTPOKOB U IPEIMETOB.
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3. MIPOEKTUPOBAHUE
[To cBoell cyTH MPOEKT SBISETCS KIUEHT-CEPBEPHBIM MPUIIOKEHUEM, HE
BKJIIOYAs MPOMEXYTOYHOTO hode. js cepepa.

[IpumepHas apXuTeKTypa HHCTPYMEHTOB MpejicTaBiieHa Ha pucyHke 10.

Client — | Dedicated server
Unity client build Azure cloud
Mirror interfacing Mirror interfacing
Unity server build N
Mode s semver » _—

Mirror interfacing

Unity server build 1

Pucynox 10 - Apxurektypa HHCTPYMEHTOB

B apxutekType nmpuUCyTCTBYET yJajJ€HHBIM cepBep, ¢ 3alMylIEHHbIM node. js
IPUWIOKEHUEM JJIi 00pabOTKHU 3allpOCOB MIPOKOB Ha CO3JaHUE «Maruei». Jlambie
3TO MPHUIOKEHHE 3amyckaeT INstance cepBepHOil COOPKH C ONMPENEICHHBIM TOPTOM,
[ocje 4Yero BO3BpallaeT KiueHTy. Jlajee KIMEHT MO MOJIy4eHHOMY TOpTY U
CTaTUYECKOMY IP-aJipecy MOJKIIYACTCS K CepBEpHOM cOopke, sBisrorneiics Unity
npwioxeHueM. locrounctBom Mirror Networking sBnsercs To, 4TO KIMEHTCKAS
U cepBepHasi cOopKa coOMparoTCs U3 OJHOTO UCXOAHOTO Koaa. OTnudne 3aKiIr0vaeTcs
B npuHnune coopku. Ilpum cOopke cepBepHoro kimeHTa co3naercs Headless

IPUJIOKEHHE 0€3 MOIh30BaTeIbCKOI0 HHTEpdetica.
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[anee paccMOTpUM TPUMEPHYIO ApXUTEKTYpy KIAcCOB  IOBEACHUS
nepconaxa. CymecTByloT 2 0a30BbIX Kiacca s mepcoHaxkeu: Player
Controller, OCYIIECTBIISIOLIU N yIpaBJIeHUE MIEPCOHAXKEM, U
PlayerBaseBehaviour, ocymectBistomuii moBenenue mnepcoHaxa (OOpaborka
CTOJIKHOBEHHI C JPYTMMH MepCOHa)kamH, 0O0pabOTKa 3BYKOB, B3aWMOJIEUCTBUE C
GameManager). Jaiee mis KaxJOro BHUAA TEPCOHAKEH HACICIYIOTCS JTaHHBIC
KJIACChI, epeonpenenstomye 0a30Bble METO/IbI, 33/1aBasi HHANBUAYaJIbHOE TIOBEICHHE

Ha BBIOpaHHBIN (HYHKITMOHAI.

PlayerController FlayerBaseEehaivour

Playeri Playeri

Pucynok 11 - CtpykTypa KJ1accoB I€pcoHaxa

OCHOBHBIM MEHEKEPOM B uUrpe spisgercs GameManager, KOTOpbIil
WHKAICYyJIMPYET WUIPOBBIE COCTOSIHUS, & TAaKKE OCYIIECTBISAECT B3aUMOJCHCTBUE
MEHEIKEPOB APYT C APYTOM.

Network Manager, sBiseTcs HacleayeMblM OT 0a30BOro Kiacca,
npeaoctasisemoro Mirror Networking. HacienoBanue ot kinacca NetworkManager
MTO3BOJISIET MOJIYYUTh KOHTPOJb HAJl ONEPALUAMHU MOAKIIOYEHHSI UTPOKOB K CEPBEPY,
a TaK)K€ BBECTU MPOMEKYTOUHBIC JICHCTBUSA MEXK]y CTaAueH MOJKIIOYEHHUS U BXOJIOM
B urpy. Hanpumep, nns peanusauuu BeIOOpa UTPOKOM IMEPCOHAXa MEPEN BXOJIOM B
KOMHaTy, MOXKHO mepeornpenenuth Callback OnServerAddPlayer(), koTopsrii
BBI3BIBACTCS IOCJIE TMOAKIIOYEHHUS KIMEHTa K CEepBepy, HO 10 CO3/JaHUA OOBEKTa

Player Ha cepBepe U MOCIEAYIONIETO €ro AyOIMpOBaHUS Ha KaXKIOM U3 KIIMEHTOB.
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PlayersManager xpanut uHpopmanuioo 000 BCEX HrpPOKax, MO3BOJSIET
nepenaBarb coobmenus wimm RPC (Remote Procedure Call) koHKpeTHOMY
UTPOKY MO MHPOPMALIMK U3 €ro JOKAIbHOIO0 00beKTa 0e3 HE0OXOIUMOCTU CETEBOM
unaeHTuukanuu. PlayersManager wHKancyiaupyeT padoTy CO CIHCKOM WIPOKOB,
npenocraniasieMbiM NetworkManager. PlayersManager ocyuniecTBis€T MOUCK IO
CITMCKY ¥ MO3BOJISIET BECTH 0€30MacHYI0 padoTy C HUM.

Taxoke Bcs rpaduka B Urpe JOIKHA OBITh «BOKCEIBHOW» NSl TOCTHXKECHUS
MaKCUMaJIbHOW TPOM3BOJAUTEIHFHOCTH H3-32 HEOOJBIIIOr0 KOJMYECTBA IMOJIUTOHOB, U
CJIeIOBATENbHO, TPEOYIOMIEH MEHBIIMX 3aTpaT BBIUMCIUTEIBHBIX PECYpPCOB IS UX

OTPUCOBKH U Oydepu3aiuu.
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4. PEAJIN3AIIUA

B xone Bemonnenus BKP Obin manmucan node.js cepBep (B ymctunre B.1
npuiokeHuss B), mpuHUMArOIKKA 3a1poChl OT WTPOKOB M BO3BPAIIAIOIIMA UM IOPT
cepBepa, 1o KOTOPOMY OHU MOTYT MOJIKJIFOUUTHCS K CBOEH KOMHATE UTPHI.

JIIst OTCNeXWBaHUS BHYTPUUTPOBBIX JCHCTBUH WIpOKa OBLI MMIOPTUPOBAH
Google Firebase, KOTOpPBIN MOCE YCTAHOBKH HE TPeOyeT HACTPONKU U CIIOCOOCH
MIOJICYNUTHIBATH KOJIMYECTBO CHITPABITUX UTPOKOB.

Node.js cepBep COBMECTHO C CEepBEpHON COOpPKOW WIphl OBLT 3arpy’keH Ha
apeHjoBaHHyl0 MamuHy Azure Virtual BoOX 1o cCTyJaeHYECKOW MOIIMUCKE,
npenoctasiaeHHoil FOYpI'Y. Hacrpoiika BUpTyalbHOW MalIMHBI IPOCTa U OaHalIbHA.
Hyx#Ho nHactpouts DNS u OTKpBITH TOPTHI, @ TaKXkKe 3arpy3uTh Ha BUPTYAIbHYIO
MalMHy hode. js cepBep U cepBEepHYI0 COOPKY UTPHI.

Ha pucynxke 12 npeacraBieHa cxema peaau30BaHHBIX KJIACCOB JJIS YIIPaBICHUS

NepCoOHaKaMHU.

PlayerController

DogPlayerController LionPlayerController ChickenPlayerController PigeonPlayerController

Pucynok 12 — CxeMa peann30BaHHBIX KJIACCOB yIPaBJIEHUS NEPCOHAKAMU
OmnwumieM JoruKky paboTs! urpsl. Urpa cocTouTt us 2 CrieH:

1. Cuena MainMenu. Cogepxxut B cebe MOJIb30BATENBCKUI HHTEpPEiic
MOJKJTFOYCHUS K Mrpe (PUCYHOK 27), a Takke KHOIKY JIJIi BXOJa B MCHIO
HacTpoek (pucyHok 26). Ha cuiene comeprxarcsi 00bEKTHI:

e EventSystem. Hcmonwssyercs s oOpaGoTKuM  cOOBITHI
B3aMMOJICUCTBHUS C IMOJIH30BATEILCKUM HHTEpPeiicoMm;
e (Camera,
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Canvas. ComepXuT 3JIEMEHTHI TI0JIb30BaTEIILCKOTO HHTEp(deiica;
NetworkManager. OO0bekT cereBoro MeHemkepa. [lomeuen kak
Don’t destroy on 1load, yro oOecmneunBaeT COXpaHEHUE
00BEKTa MPHU NEPEKITIOYCHUN MEXK Y clieHaMu (pUCyHOK 14).

v £ MainMenu

7] EventSystem I«

ff) Camera  MainCamera _ m

b (0 Canvas w 17, () o]

W [ NetworkManager ~ 0

Pucynox 13 — JlepeBo 00BEKTOB IIABHOTO MEHIO
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Pucynok 14 — Hactpoiika Haciexyemoro kommoneHnta NetworkManager

2. Cuena Game. JSIBisieTcsi OCHOBHOM WIpOBOM clieHOW. SIBnsieTcst online-
CIIEHOM, Tak Kak 3arpyxaercs Mirror Unet aBTomaTtwdecku mpu
MOJKIIOUCHUH K cepBepy. B criene wucmnosib3oBaics Hierarchy 2 mus
JIOTHYECKOTO OT/CJICHUSI OOBEKTOB 10 MX TUIYy Ha CEKIUHU. Tak, UMEIOTCS
CEKIINU:

e CAMERA — xpa#nsimias OObEKTHI, YIIPABISIOMAE KaMEPOH;
30



UI — xpaHsmas Bech MOJIb30BaTEeILCKUI HHTEP(DEIC;
MANAGERS cexuuro, XpaHsIIyr BCE UTPOBBIE MEHEIKEPHI;
WORLD cekniuto, XpaHsIyo BCe UTPOBbIE OOBEKTHI;

COINS — xpansiias UrpoBbl€ MOHETHI.

CiieHa COCTOUT U3 CIAEAYIONIUX OOBEKTOB!

CM vcaml. O6sext Cinemachine mist ynpasieHust kamepoii;

Main Camera o0beKT KaMephI;

Joystick canvas, «xoropeiMm ympaBmser InputManager;
BKJIIOYAETCSI aBTOMATMYECKHM MpU COOpKe TMOJ] MOOUJIbHBIE
1aThOPMBI,

CanvasStats, mnoxkaspiBaronMii WHGOPMAIIMIO O UIPOKE W
KOJIMYECTBE MOHET;

KillChecker, conepxammii BoxCollider u npoBepsronuii Ha
CTOJIKHOBEHHE C UTPOKAMHU; SBIISCTCS CETEBBIM OOBEKTOM;
GameManager, cOomepKUT OCHOBHYIO WIPOBYIO JIOTMKY. Omnmcan
nanee.

SceneContext - o0bekT Zenect dpeiiMBopKa, coaepKalIuii
«KOHTEUHEPY;

AudioManager, oTBe4aeT 3a 3ByKOBOE COMPOBOKICHUE UTPHI.
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v € Game . : ]

Pucynox 15 — JlepeBo 00bekTOB ciieHbl Game
B xone peammzanuu BKP Obuin ucnosnp3oBaHbl cleayroUIye IUJIarMHBI U
bpeitMBOpKHU:

1. UniRx [19] — uHCTpYMEHT /s BHEPEHHSI PEaKTUBHBIX paciiupenuii B Unity.
PeakTuBHBIE pacIIMpeHHs TO3BOJSIOT HE OMNpalIMBaTh CBOWCTBO WM
MEPEeMEHHYI0O 00 HM3MEHEHHHM 3HAa4YeHUs WU cocTosHuA. llpu wu3MeHeHUun
3HAYCHUs pEaKTHBHAas ITIEPEMEHHAas caMa BbBI30BET BCEX IMOJIMUCABIIUXCS

cnymarenei (Listener’os).
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5.

[1narun mo3BoOJISIET CO3/1aBaTh MOJIb30BATEIBCKUE TIOTOKU COOBITUH, Oy b
TO HAXKaTHS KJIABHII, KJIWKH MBIIIN WIA MPocTo co3dgaHHeie UnityEvent, a
TaK)Ke MPEAOCTABISAECT CUCTEMY (PUIBTPALIMU U JOTOIHUTEIbHBIC YCIOBUS IS
MTOTOKOB.

NucTtpymeHT BiiIrO4aeT B ce0si TallMephl, KOTOPBIE HCIOIB3YIOTCS B
naHHoM npoekTte. Taitmepsl UniRX y00HBI JIETKOW HACTPOUKOH, GUIbTpaIliue
U mpekpanieHuemM otcuera. B Unity Her BcTpoeHHOU peanu3ariui TaitMepos,
UniRX 3To KOMIIEHCHUPYET.

DOTween [23] — Unity murarus 1jist co3jaHusi CKPUITTOBBIX aHUMAIHH.

Zenject [20] - momynspueiii Dependency Injection ¢peiimBopk.
[To3BonsieT  MpPEmOCTaBIATh  peaTU3aMI0  KaKOro-mmbo  oObekTa w3
HACTPOCHHOTO «KOHTEWHepa». 3/1ech U Janee «KOHTEHHep» - BUPTyalbHOE
XpaHwinie OOBEKTOB sl pa3AesieHHOTo JOCTyma. YJI0OeH TeM, 4YTO B
HEKOTOPBIX MECTaX MPOrpamMMbl CIIOCOOEH yOpaTh >KECTKHE CCBUIKA MEXIY
cucTeMaMu. B JaHHOM MPOEKTE MCHOJB3YeTCs IS MPEIOCTABICHHS HYXKHOM
peamm3auuu InputManager B Kiaccel, YOPaBJSIOIIAE UTPOKOM. SBisiercs
peanmzanueid OykBel D mpuniuna S.0.L.I.D [21], o3nauas Dependency
inversion (uHBepcus 3aBHUCHMOCTEH), KOTJIa KJACC, TJC HCIOJIb3YeTCs
KaKOH-T100 00BEKT, HE JOJDKECH IyMaTh O METOJIE €0 IMOJTyYCHHUS.

Ero Hacrtpoiika u co3gaHue «KOHTEWHepa» MpeICTaBlIeHbl B Kiacce
ModuleInstaller. Kaxngas creHa JO/DKHa  COAEpPKaTh  CBOEH
Modulelnstaller. [Inst o6bexToB, KOTOpBIE OYyAyT co3aaBaThes B Runtime (B
MOMEHT pabOTHI UTPHI), cyliecTByeT ZenAutolnjecter koMIoHEeHT.

Hierarchy 2 - pacmmupeHue s pe1akTopa, Mo3BOISIONIee IPyHIupoBaTh
0OBEKTHI B TPYIIIIHI.

Serializable Dictionary - mpeaocTaBisieT «CEPUATU3YEMBIE) CITHCKHU.
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6. Cinemachine [22] — uHcTpyMeHT I pabOThI ¢ KaMEPOH, pacpoOCTpaHAEMbIii
BHyTpu Unity. [Inarun 6epet Ha ceOs OONMBIIMHCTBO PabOTHI MO CIEAOBAHUIO
KaMephbl 32 yKa3aHHbIM 00bekTOM. [1narun cnocobeH:

1) VrpaBiasTh MOBOPOTOM KaMephl C TIOMOIIBIO MBIIIIH.

2) Jlpurath KamMepy B OMNpEACICHHBIX 30HaX OJKpaHa, Ha3bIBACMbBIX
«MEPTBBIMI» 30HAMH.

3) HactpauBath Dumping — cKOpOCTbh M3MEHEHHS MO3HUIIMH KaMephl 3a
CJIeIyeMbIM OOBEKTOM.

Ot monb30oBaTeNs HEOOXOAMMO HACTPOUTH TUIl KaMephbl, MEPTBBIC 30HBI

’KpaHa, a Takke Camera Confimer, 30HBI B MHPOBBIX KOOpJMHATaX, B

npeaciax KOTOpOﬁ MOJKCT ABUTI'aTbCA KaMEpa.

B xone pa3paboTku mpoaykTa OBUTM pealli30BaHBI CICTYIONINE KJIACCHI Ha
sa3biKke CH#:

1. PlayerController (B muctunre A.l npunoxenust A) — 6a30BBINA KIacc JIsI
YIPaBJICHHUS] UITPOKOM. B HEeM peann3oBaHbl METOJIBI JJIS TIOJIETA U TIPBDKKA, a
TaKK€ aTakh C TIOMOIIBI0 YMEHUW. AOCTPaKTHBIMH SIBJISIFOTCS METO/IBI,
paspeniaronyue Wiv 3anpeniariiyue mojeT U NMPbDKOK. B Kiacce 3amaHbl mojs
JUTSI CKOPOCTH, JOCTYITHBIX YMEHHWH, 3BYKOBBIX NOpoxeK. CUnThIBaHUE BBOJA
npoucxoaut B metone Update uepe3 GazoBeiii mHTepdeiic InputManager,
CKPBIBAIOIIUHN TEKYIIYIO peaTnu3aliio YKPAaHHOTO KOMCTHKA WU KIIABUATYPHI,
KOTOpbIE BBIOMPAIOTCS ABTOMATHYECKHM B 3aBUCUMOCTH OT THUIA KJIHEHTA.
JIBuKeHue U UCIoJIb30BaHue yMeHus npoucxoauT B FixedUpdate. Paznuuus
Update u FixedUpdate B Tom, uro Update BbI3bIBacTCS Ha KakIblil Kajp,
TEM CcaMblM BpeMs MEXIy BbI30BaMHU pa3IN4aeTcs, B TO BpeMs Kak
FixedUpdate BbI3bIBaeTCS C MOCTOSSHHBIM UHTEPBAJIOM.

Ucnons3oBanue FixedUpdate nns nBukeHus U yMEHH 00YCIIOBJIEHO

TEM, YTO OHHM HUCHOJB3YIOT (m3mdeckuid nBmwkok Unity, a FixedUpdate
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BBI3BIBACTCA HA KaxJ0€ OOHOBJICHHE (GU3MKU. TakuM MyTeM JIOCTUTAETCS
TUTABHOCTH M MPOU3BOIUTEIHHOCTD (PHU3NYECKOTO KOIa.
PigeonPlayerController (B smcrtunre A.2 npumioxenus A) — Kiacc,
Hacinenyemeii or PlayerController. 3agaeT BO3MOXHOCTH MoOJieTa U
IPBDKKA JJIs1 TUHTBUHA.

LionPlayerController (B smctunare A.5 mnpwioxenus A) — Kiacc,
Hacinenyemeiii or PlayerController. 3agaeT BO3MOXHOCTH MoOJieTa U
IPBDKKA IS JIbBA.

ChickenPlayerController (B muctunre A.4 npuioxenus A) — Kiacc,
Hacinenyemeii or PlayerController. 3agaeT BO3MOXXHOCTH MoOJieTa U
PBDKKA JJIST Ky PHIIBIL.

DogPlayerController (B mmcrunre A.3 mnpunoxenus A) — Kjacc,
Hacinenyemeii or PlayerController. 3agaeT BO3MOXXHOCTH MoOjieTa U
IPBDKKA TSI COOAKH.

FlyerLogic (B muctunre A.6 mpuioxeHus A) — KJIacC ¢ JOTMKOHW pabOThI
nanesu s mojeta. Comaep uT B cebe mapameTp nanbHOCTH nojieta. [IpoBepka
Ha BO3MOKHOCTbH T0JIETa MPOUCXOUT HEMOCPEICTBEHHO B METOJIe UHTep(erica
IFlyer. Nmeer cchuiky Ha Animator, ans mnpourpbiBaHUs aHUMAIUU
cpabaTbIBaHUAI.

JumperLogic (B smctunre A.7 mpwioxeHus A) — KJIacc ¢ JIOTUKOW paOOThI
naHenu Juis npbbkka. ColepXKUT B ce0e KOJIMYECTBO BO3MOXKHBIX MPHDKKOB HA
MaHENH, a TaKKe BBICOTY BO3MOKHOTO MphDKKa. MiMeeT cchiiky Ha Animator,
JUTSI TIPOUTPBIBAHUS aHUMAaIUK CpaOaThIBaHMS.

GameManager (B muctuare A.8 npunoxeHust A) — OCHOBHOW KJIACC C JIOTHKOM
UTPHL. SIBISETCS CBA3YIOMUM 3BEHOM MEXKIY BCEMH CHCTEMaMH WTPBI, TaKUX

KakK:

35



1) Xpanenue uH(GOPMAILIMU O COOPAHHBIX MOHETAX.
2) OtcnexxuBanue HHGOPMAIMH O TOPAKSHUU M BBIMTPHIIIC UTPOKA.
3) CBs3bIBaeT MOJIb30BATENLCKUH HHTEP(ENC C TAaHHBIMU MOJICIIH.

9. NetworkManagerMy (B muctunre A.9 mpuioxeHus A) — ceTeBoil Kiacc,
HacinenyeMmbrii or NetworkManager Mirror kmacca. Kiacc mepeomnpenenser
0azoBeie MeTo/ibl OnServerAddPlayer mis BO3MOXHOCTH BbIOOpa pa3HbIX
NepCcoOHaXKe Ha BCEX KIMEHTaX. TakkKe KiIacc MOJy4yaeT MOpT, Ha KOTOPOM
HY>KHO 3aIyCTUTh CEpBEp M3 KOMAHIHON CTPOKH.

Ucnonp3zyer SerializedDictionary nmns co3maHmsi  cmimcKa

BO3MOJKHBIX MTEPCOHAXKEH MO KITI0UY/3HAYCHUIO U BO3MOXHOCTH €r0 3aJaHus 13
unTepdeiica pegakropa. Comepkut metoibl ¢ Taramu [Server] u [Client]
JUTSI BBITIOJTHEHUS KOJa Ha KIIMEHTE U CePBEPE COOTBETCTBEHHO.

10.CoinsSettings (B muctuare A.10 mpuioxenus A) — ScriptableObject
KJIacC ¢ HAaHCTPOKaMHU TEKYIIEro KOJIMYECTBA MOHET.

11.ChoosenClass (B muctunre A.11 npunoxenus A) — ScriptableObject
KJIACC C HACTPOHWKAMH TEKYIIIETO BRIOPAHHOTO MIEPCOHAXKA.

12.BaseBar (B muctunre A.12 npunoxenus A) — 0a30BBIi KJIacC C JIOTHKOM
paboThl Bcex «crtaTyc O6apoB» B urpe. Ucnonb3yer DOTween st Fade in u
Fade out anumanmii.

13.SimpleFader (B muctunre A.13 npunoxkeHuss A) — Kjacc Ul 3aTCMHCHHSI
JKpaHa B KoHIIe urpel. Ucnonp3yer DOTween.

14.ProgressBar (B muctunre A.14 npusoxenuss A) — HacleAyeMbIi KIacc OT
BaseBar, peanusyomuii JOruKy paboThl CO «cianaep» 6apamu.

15.SkillType (B nuctunre A.15 mpunokenus A) — 0a30BbIH Kiacc s BCeX
yMeHur. COAEPKUT OAUH METOJ IJI ONPEACICHUS.

16.MultipleAttack (B mucrunre A.16 mnpuiokenus A) — yMeHHE IS
MHOKeCTBa aTak Brepes. ConepKUTCS Yy BCEX KUBOTHBIX.

17.HeavyAttack (B mucrtunre A.17 mpunoxeHus A) — yMEHHE JUIS TSHKEIIOTO
priBKa Briepes. COnepKUTCS y HEKOTOPBIX )KUBOTHBIX.

18.Consumable (B muctunre A.18 mnpumokenus A) — 0a30BbIii METOA IS
3I0pPOBbsl, MaHbl W TPOYUX pPaACXOAHBIX enuHuIl. COACPKUT COOBITHS 00
okoH4uaHuu Consumable mapamerpa, a Takxe 00 €ro U3MEHEHHUH.
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19.Mana (B mwmctunre A.18 mnpwinoxkenus A) — Kigacc, HACACAyeMbIH OT
Consumable. Coxepxur B cebe JOTMKY NOCTENEHHOW pEreHepanuyd MaHbl.
Wcnonb3yercst st yMEHHI.

20.Health (B muctunre A.18 mnpunoxenus A) — Kjaacc, HaCIECAyeMbIH OT
Consumable nns oTciieKuBaHMS 300POBBA.

21.EndGameChecker (B nuctunre A.19 npunoxenus A) — Kiacc, MPOBEPSIFOIINI
UTPpy HAa MaKCHUMAJIbHOE BpEMs KU3HM U OTCICKUBAIONINN KOMAaHIBI OT
UTPOKOB Ha BhIMTphIIL. [locie dYero 3akpeiBaeT Wrpy W pa3pbIBacT BCE
COCTUCHHUS.

22.PortSettings (B mucturre A.20 mpwioxkenus A) — ScriptableObject
KJIACC, COJEpKAIMi HACTPOWKH TMOpTa, HAa KOTOPOM 3amyIleH TeKyIas
cepBepHas cOopka.

23.Utils (B smctuare A.9 mpwiokeHus A) — KIacC C EAUHCTBCHHBIM
CTaTUYECKUM METOAOM [UJIsl TOJIY4CHHs TOpTa U3 MapamMeTpa KOMAaHIHOU
CTPOKH.

24.AudioManager (B muctunre A.21 npunoxeHust A) — Kiacc il yIpaBJICHUS
3ByKaMH B Wrpe. 3amyckaeT (OHOBYIO MY3BIKYy MpPH CTapTe UIPHl U3
CIIy4allHOTO CITHCKA.

25.ModuleInstaller (B muctuare A.22 npunoxenus A) — kimacc Zenject
dbperiMBOpKa JJI1  CO3JIaHUSI «KOHTEWHEpa» ISl JadbHEUIIeH WHBEKIUU
InputManager B HEOOXOIUMBIC MECTA.

26.InputManager (B muctuare A.23 mpunoxenuss A) — Kiacc, pean3yomui
KpoccrnaTdopMeHHOE yIpaBIeHHE.

Bces rpaduka u pecypebl 1 Urpsl OblIu 3auMcTBOBaHbl U3 Unity Asset

Stor‘e, ObLIH IMPOBCPCHBI JIMOCH3MU HA IIPpaBO HUCIIOJIb30BAHUA B qu6HLIX 141

COOCTBEHHBIX «IIET» IIPOCKTAax.

Ha pucynke 13 npezacrasnena aitioBasi CTpyKTypa NpoeKTa.
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b4

Project Content

b4

Materials

b

Models

b

Plugins

b

FPrefabs

o Reszources — Flayers

: Scenes 3 Scriptable

¥

Ul

» Scripts

Pucynok 16 — ®daiinoBas cTpyKkTypa IpoeKTa
boimu cobpanbl «miat@opMb» ISl IEPEMELIECHUS] IO YPOBHIO M3 CKaUYaHHBIX

aCCCTOB.
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¥ Platform Start € Scenes > i@ Platform Start Context: Normal Gray Hidden | Show Overrides | Auto Save

y (71 Platform Start

e

= ﬁSMJ’nlfgnnPrototy_pe_JJrop_Crate_ :
— &8 SM_PolygonPrototype_Prop_Crate_Q [ 55 EH

—— 4@ SM_PalygonPrototype_Prop_Crate Qb B3} 5 B >
— i@ SM_PolygonPrototype. Buildings BIGHEREETR >
- §@ SM_PalygonPrototype_Buildings_BIGamaEER >
— &# SM_PolygonPrototy pe_Buildings_Bl @ agdH® >
— §@ SM_PolygonPrototype_Buildings_BI iR >
— &# SM_PolygonPrototy pe_Buildings_Bl @ agdH® >
— §@ SM_PolygonPrototype_Buildings_BI iR >
— &@ SM_PolygonPrototy pe_Buildings_BI@agdEH® >
— §@ SM_PolygonPrototype_Buildings_BI@lamdaR >
— &9 SM_PolygonPrototype_Prop_Cone @ FH E5 EH »
— §® SM_PalygonPrototype_Prop_Cone @ &8 85 B >
] | lygonPrototype_Prop_Targel 03_with_logic
— &9 lygonPrototype_Prop_Target 03_with_logic M
— &® SM_PolygonPrototype_Buildings_S @y EEEHR

b4
>
b4
>

L §& SM_PolygonPrototype_Prop_L adde Qe El

Pucynok 17 — IIpumep coOpanHO# 1aT(GOpPMBbI U3 «BOKCEIBHBIX» OJIOKOB.

Jlnst OphIKKOB M TMOJETOB ObutM J00aBieHbl ckpunThl FlyerlLogic wu

JumperlLogic na kpyrossie atopmsl. Y 100cTBO U mpoctoTa Unity 3akmouaetcs

B HAallMCaHWH HE3aBHCHUMBIX CKPHUIITOB JJIA CO3JaHHA ITOJIB30BATCIILCKOI'O IMMOBCACHUA

U JanpHelIee ux jnoOaBiieHHe Ha 00BbeKT. Takke Ha OOBEKT KPYToBBIX ILIATHOPM

Obl1 moGaBieH BoxCollider u BeicTaBieHo mose isTrigger mius OoTCIEKUBAHUS

dbakTa CTONKHOBEHUS C WIPOKOM, HO OTCYTCTBHE (PAKTUYECKOTO KOHTaKTa H

«3acTpeBaHus» urpoka B miargopme. BoxCollider spisercs pu3nuecKuM «TeIom»»

PSAMOYTOJLHON (OpMBI IS (HU3UYECKUX CTOJIKHOBeHMM. [locie aTtoro B ckpumnte

PlayerController B callback OnTriggerEnter Bo3mo)xHa mpoBepka Ha

CTOJIKHOBEHHE C OOBEKTOM H IIPOBCPKa Ha COOTBCTCTBHUC 110 TAI'y.

boio peanuzoBaHo 4 nmepcoHaxka, a Tak)Ke aHUMAIIUU J1JISI HUX:

1) Cobaka. Ha pucynke 15 mpejacraBiieHO JIepeBO aHMMAIUK COOaKH.
3necb M nanee JAEPEeBO aHUMALMM — HAaCTPOCHHBIE pPa3padOTUYUKOM
aHUMAIlMd WTPOBOTO OOBEKTa, KOTOpHIE SBISIOTCS KOHEYHBIMHU
COCTOSIHUSMHM a0CTPaKTHOTO KOHEYHOTO aBTOMAaTa, a TAKXKE YCJIOBHS
nepexoja MeX,1y COCTOSIHUSMH.
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{Laywrs Earamatars

Pucynok 18 — JlepeBo anumanuii cooaku
2) Kypuna. Ha pucynke 19 npeicraBieHo nepeBO aHUMAIHA KYPHIIBL.

Pucynok 19 — JlepeBo anumaruii Kypuisl

3) Jles. Ha pucynke 20 mpeacTaBieHO AepeBO aHUMAIINI JIbBa.
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TLipbis | Paramaters

Pucynox 20 — JlepeBo anumaruii ipBa

4) TMunareun. Ha pucynke 21 npeacTaBieHo JAepeBO aHUMAIIUH MTMHTBHHA.

{Layars ] Paramaton § = fae Layer utn Live Link

s - 1

Pucynok 121- JlepeBo aHuMaIyii MMHTBUHA

KoHneunslif BUa Urpbl PEICTABICH HA CKPUHILIOTE 22.
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2)
3)
4)

5)

Pucynok 22 — CkpUHILIOT UTPOBOTO Mpolecca
W3 nonw3oBarensckoro uurepgeiica OpU10 peaaTn30BaHo:

1)

MeHro may3bl npeacTaBieHo Ha pucyHke 23. Ilpu BXone B MEHIO Tays3bl
Urpa MPOJOJDKACTCS I BCEX OCTAIBHBIX HUIPOKOB, TOCKOJBKY HIpa
cereBas. M3 Hero MOXHO momacte B TIiaBHOe MeHi0 (Pucynok 27),
IPOAODKUTH UTPY, MEPe3anyCTUTh Urpy (HadaTh 3aHOBO), a TAK)KE BBINTH
B MeHIO HacTpoek (Pucynoxk 26).

OKpaH MpOUTpHIIa MPEACTaBICH Ha pucyHKe 24. V3 Hero Mo>kHO BBINTH B

IJIaBHOE MEHIO.
DKpaH BBIMTPHIIIA MPEJCTABICH Ha PUCYHKE 25. I3 HErOo MOKHO BBIMNTH B
IJIABHOE MEHIO.

DKpaH HACTPOEK MpEACTaBieH Ha pucyHke 26. M3 Hero MOXHO BBINTH B
MEHIO Nay3bl, a TAK)KE U3MEHUTh HEKOTOPBIE UTPOBBIE HACTPOUKH.

DKpaH TJIaBHOTO MEHIO TpEJCTaBieH Ha pucyHke 27. M3 Hero MoxHO

IIOomacTb B MCHIO HACTPOCK, a TAKIKEC 3alTH B Hurpy.
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O, > ] B

Settings Continue ReStart ToMenu

Pucynoxk 23 — CkpuHIIIOT may3sl

Next time try harder

Continue?

Pucynoxk 24 — DkpaHn nmpourpsiiia

43



Pucynok 25 — DkpaH BbIUTpHIIIA

Settings

‘D Sound Fx I”“I.

PucyHnok 26 — MeHto HacTpoek
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9,999,999 . O

Pucynoxk 27 — I'maBHOE MEHIO UTPBI
Ha pucynke 28 mpencraBieHa KapTa TIEpeXOJOB MEXKAY OSKpaHAMH.
JIBOMHBIME CTpEIKaMH YKa3aHbl 9KPaHbl, U3 KOTOPBIX MOYKHO BO3BpPAIAThCS HA3al Ha

BBI3BABILIMI 3KPaH.

\ \

»  JEpaH HacTpoex SKpaH nNaysel

[MagH0E MEHH 3 rpa

A

v v

3Epad BLIMIpLILLA 3Kpad npourpeILLa

Pucynox 28 — KapTa nepexonoB MeX1y SKpaHaMH
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5. TECTUPOBAHUME

[Iporectupyem paboTry wurpsl Ha MOOWIBHOM ycTpoictBe. [l a3Toro
YCTaHOBUM TNOMYJsipHBINA marud u3 Unity Asset Store mis usmepenus FPS Ha
coopkax Tayx Graphy [18]. [lins ero BHeApeHHs B HIPy AOCTATOYHO IIPOCTO
MEePEeTamnuTh 0ObEKT HAa HTPOBYIO «CIIEHY» M HACTPOUTH U3MEPSEMbIE TTapaMETPHI.

yCTpOﬁCTBO, Ha KOTOPOM 3aMCpsJIOCh KOJIHYCCTBO KaApOB B CCKYHOAY -

Leagoo Kiica Mix.

avd min mexs 59 ps

€ 52@5

Sl

edone

Pucynok 29 — TectupoBanue Urpsl Ha TEl

Ha pucynke 29 mMbl BHAMM, YTO KOJHUYECTBO KaJpOB B CEKYyHAY HaXe Ha
MOOMIBHOM ycTpoiicTBe 6omee 60, 4ero 10CTaTOYHO A1t KOM(POPTHOM UTPHI.

Jlisi Harpy304HOro TECTUPOBaHUSA ObUIO 3amylieHo oOkojio 20 KIHMEHTOB,
IPOBEpEHAa BO3MOXKHOCTh 3alOJIHEHHUS KOMHAT M OTKPBHITHS HOBBIX. Harpysounoe
TECTUPOBaHUE ObUIO MpOHIeHO ycmemHo. [locne mpeBbIlieHns UTPOKOB 5 B OJHOM
KOMHAaTe, CEpBEp BO3BpAlla] IOCIEAYIOUMM HWIpPOKaM JApyrue MOpThI UL

IMOAKIIFOYCHU .
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SAKVIIOYEHUE

B pamkax BbITyCKHOW KBaMM(UKAIMOHHOW paboThl Obuia peanu3oBaHa 3D
u3oMeTpuueckass urpa B xkaHpe Hyper-Casual c sneMeHTaMu MyJbTUILIEEpA.
[IpeacraBieHHoOe pelIeHHE OTINYAETCS OT aHAJIOTOB BRICOKOM MPOU3BOIUTENHHOCTHIO
pabotel. [laxke Ha cpegHEM MO MOIIHOCTH YCTPOMCTBE HaOII01ajJ0Ch KOJUYECTBO
kajgpoB Oozee 60, 4ro gocTtaTodHo s KoMmdopTHOH padoTel. Urpa momaydusoch
JIOCTaTOYHO BECEJIOM, YTOOBI UIPOKaM XOTEJIOCh B HEE BEPHYTHCS M TMPOAOKHUTH
UTpaTh.

B pamkax paboTel ObuUM W3yYeHUWW TaKWe TEXHOJIOTWH, Kak Mirror
Networking, Obuta npoBeneHa KOHPUrypalus BUpTyaibHOM UN1X MalIvHbI B cpeae
Azure Cloud, a Taxke HanucaH nhode. js cepBep IJis OPraHU3AINN «KKOMHAT.

B urpe ucnonb3oBanach «BOKCelbHAsH rpaduka, COCTOSIAT U3 MUHUMAILHOTO
KoiuuecTBa MoiauroHoB. Kamepa Obula HacTpoeHa Ha HM30OMETPUYECKHM BH JUIS
MPUBJICKATEIHLHOTO BUA UTPHI.

VY npoekTa, MOT'YT OBITh MHOXKECTBO JAJIbHEUIINX MyTEW Pa3BUTHSL:

1. JJobGaBneHue CHUCTEMBbl aKKAyHTOB JJIsI COXpPaHEHHUsS TMporpecca Urpoka,

OTCJICKUBAHUS KOJIMYECTBA TTOOE]I.

2. Cozpanus nopraruBHoi [1K Bepcum urpsl ¢ ucnosnbp3zoBaHueM oOLIEro cepBepa

JUTS BOBMOYKHOCTH UT'PBI C Pa3IMYHOIO TUIA YCTPONCTB.

3. JobGaBneHre BO3MOKHOCTH KAacCTOMM3alMU W TMEPCOHAIM3ALUU TEPCOHAXKEN

JUTSI IOJIb30BATETIS.

4. BO3MOXHOCTh TPATUTh BHYTPUUTPOBYIO BAIIOTY JJI OOJBIIETO BOBJICUEHUS

UTPOKOB;

5. Jlob6aBieHne HOBBIX KapT.

6. JloGaBneHue BHYTPUUTPOBBIX COOBITHH.
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IPUJIOKEHUE A
UCXOJIHBIM KOJ MPOEKTA UNITY

JIuctunr A.1 — basossrii kiaace Player Controller mist ynpasienus nepconaxamu

using Mirror;

using MyBox;

using System.Collections;
using UniRx;

using UnityEngine;

using Zenject;

using Cinemachine;

public interface IJumper {
void Jump(Vector3 jumpForce);
}

public interface IMover {
void Move(Vector3 movement);

}

public interface IFlyer {
void Fly(float capacity);
}

public abstract class PlayerController : NetworkBehaviour, IJumper, IMover,
IFlyer {

/// <summary>

/// Dependency injection Zenject ¢peimBopk. becwoBHOe nNpenoCTaBAEHUE CCbUIOK
nona obbekTa

/// </summary>

[Inject]

private IPlayerMover playerMover;

[Inject]
[Tooltip("Used to call game manager specific methods")]
private ICollisionManager collisionManager;

[Header("Camera movement")]
[SerializeField]
private bool cameraRelativeMovement = true;

[SerializeField]
[ConditionalField("cameraRelativeMovement")]
private Camera cam;

[Header("Audio events")]
[SerializeField]
private AudioEvent moveClip;
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[SerializeField]
private AudioEvent jumpClip;

[SerializeField]
private AudioEvent flyClip;

[Header ("Movement™)]

public float movementSpeed = 3;
public float attackForce;

public float jumpFoce;

private Animator anim;

private Rigidbody rb;

private BoxCollider boxCollider;
private AudioSource playerSource;

private bool flying = false;

/// <summary>

/// OnpepenawT B HacieayemblXx KjaccaxX, AOCTYMNEH /M MOJIeT WAM MPbKOK ANA
XUBOTHOIO

/// </summary>

#region Allowing

protected abstract bool IsJumpAllowed();

protected abstract bool IsFlyAllowed();
#tendregion

public virtual void Start() {
if (!isLocalPlayer)
return;

if (cam == null) {
cam = Camera.main;

}

var brain = cam.GetComponent<CinemachineBrain>();
var vCam = (CinemachineVirtualCamera)brain.ActiveVirtualCamera;
vCam.Follow = transform;

anim = GetComponent<Animator>();
rb = GetComponent<Rigidbody>();
boxCollider = GetComponent<BoxCollider>();
playerSource = GetComponent<AudioSource>();

}

void Update() {
if (!isLocalPlayer)

o1
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return;

ControllPlayer();

public virtual void ControllPlayer() {

}

/17
/17
/17
/17

var move = playerMover.Move;

float moveHorizontal = move.x;
float moveVertical = move.y;

Vector3 movement = new Vector3(moveHorizontal, ©.0f, moveVertical);
Move(movement);

if (playerMover.Jump) {
Jump(new Vector3(0f, jumpFoce, 0f));

}

if (playerMover.Attack) {
var attackDirection = transform.forward;
Attack(attackDirection);

<summary>

Boi3biBaeTCcA, Korga WrpokK HaxumaeT Ha aTaKy Ha yCcTpoWcTBax BBOAA
</summary>

<param name="attackDirection"></param>

private void Attack(Vector3 attackDirection) {

}

/17
/17
/17
/17
/17
/17

var attack = attackDirection * attackForce;

rb.AddForce(attack, ForceMode.Impulse);

<summary>

Bbi3biBaeTCA, KOrAa Urpok HaxuMmaeT Ha BBOJA, 3aCTaBAAA UIrpoka ABUraTbCA
</summary>

<param name="movement">

Tekywee ABUXEHWE, CHATOE C BBOAA

</param>

public virtual void Move(Vector3 movement) {

if (movement != Vector3.zero) {
if (cameraRelativeMovement) {
movement = CameraRelativeMovement(movement);

}
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transform.rotation = Quaternion.Slerp(transform.rotation,
Quaternion.LookRotation(movement), ©0.30f);

transform.Translate(movement * movementSpeed * Time.deltaTime,

Space.World);

}

/17
11/
11/
/17
11/
11/

if (!Mflying) {
moveClip.Play(playerSource);
}

}

anim.SetFloat("Walk", movement.magnitude * movementSpeed);

<summary>

Ucnonb3yeTcs, 4TOOb MFpOK ABUraJics B KOOpPAMHATaxX Kamepbl
BekTopsl forward u right 6epytca u3 transform kamepsl
</summary>

<param name="movement"></param>

<returns></returns>

private Vector3 CameraRelativeMovement(Vector3 movement) {

}

var camTransform = cam.transform;

var forward = camTransform.forward;
var right = camTransform.right;

forward.y = of;
right.y = of;

forward.Normalize();
right.Normalize();

return forward * movement.z + right * movement.x;

public virtual void OnTriggerEnter(Collider other) {

var gameObj = other.gameObject;

if (gameObj.HasTag("Killer")) {
collisionManager.OnPlayerDeath(gameObject);
}

else if (gameObj.HasTag("Jump")) {
var jumper = gameObj.GetComponent<JumperLogic>() as IJumpPlatform;

Firebase.Analytics.FirebaseAnalytics.LogEvent("custom_jump_event");

jumper.OnTryJump(this);

}
else if (gameObj.HasTag("Fly")) {

var flyer = gameObj.GetComponent<FlyerLogic>() as IFlyPlatform;
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flyer.OnTryFly(this);

}

#region Jump
/// <summary>
/// Bbi3biBaeTca, KOrga UrpokK HacTynaeT Ha npbirawwyw naatdopmy
/// </summary>
/// <param name="jumpForce"></param>
public void Jump(Vector3 jumpForce) {

if (IsJumpAllowed()) {

rb.AddForce(jumpForce, ForceMode.Impulse);

anim.SetTrigger("jump");

jumpClip.Play(playerSource);

}
}

#endregion

#region Fly
/// <summary>
/// Bbi3biBaeTca, KOrga UMrpokK HacTynaeT Ha neTawwyw nnaTtdopmy
/// </summary>
/// <param name="capacity"></param>
public void Fly(float capacity) {
if (IsFlyAllowed()) {
anim.SetTrigger("wantFly");

MainThreadDispatcher.StartUpdateMicroCoroutine(FlyCoroutine(capacity));
}
}

// ACWHXpOHHbIN MeToh noneTa
private IEnumerator FlyCoroutine(float capacity) {
while (!playerMover.Press) {
yield return null;
}

rb.useGravity = false;
boxCollider.isTrigger = true;
flying = true;

while (capacity > 0.18f && playerMover.Press) {
anim.SetFloat("fly", capacity);

collisionManager.OnPlayerFlying(capacity);
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capacity -= Time.deltaTime * movementSpeed * 9;
flyClip.Play(playerSource);

yield return null;

}

flying = false;
anim.SetTrigger("dontWantFly");
anim.SetFloat("fly", 0);

rb.useGravity = true;
boxCollider.isTrigger = false;

¥

#tendregion

}
Jluctunr A.2 — Pigeon Player Controller kiacc mjist ynpaieHuss THHTBUHOM

public class PigeonPlayerController : PlayerController {
protected override bool IsFlyAllowed() {
return true;

}

protected override bool IsJumpAllowed() {
return false;

}
}

Jluctunr A.3 — Dog Player Controller kace i ynpasieHus: cobakoit

public class DogPlayerController : PlayerController {
protected override bool IsFlyAllowed() {
return false;

}

protected override bool IsJumpAllowed() {
return true;

}
}

Jluctunr A.4 — Chicken Player Controller kirace i ynpasieHus: Kypuriei

public class ChickenPlayerController : PlayerController {
protected override bool IsFlyAllowed() {
return true;

}

protected override bool IsJumpAllowed() {
return false;

}
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}
Jluctunr A.5 — Lion Player Controller kitacc as ynpasjieH#ust IbBOM

public class LionPlayerController : PlayerController {
protected override bool IsFlyAllowed() {
return false;

}

protected override bool IsJumpAllowed() {
return true;
}
}

JIuctunr A.6 — Flyer Logic noruka paboTsl miaatdopMbl st B3jIeTa

using UnityEngine;

public interface IFlyPlatform {
void OnTryFly(IFlyer flyer);

void PlayFlyAnimation();
}

public class FlyerlLogic : MonoBehaviour, IFlyPlatform {
#region Assignable
[SerializeField]
private Animator animator;

[SerializeField]
private int capacity;
#endregion

// Bbi3biBaeTcCA Npu CTOJKHOBEHUM C nnatdopmor noneta us PlayerController
public void OnTryFly(IFlyer flyer) {
PlayFlyAnimation();

flyer.Fly(capacity);
}

// TNpourpbiBaeT aHUMauUWMW MpbXKa Ha naaTdopme nosneTa
public void PlayFlyAnimation() {
animator.SetTrigger("Jump");
}
}

Jluctunr A.7 — Jumper Logic noruka paboTsl 1aThopMbI JIJIs IPBDKKA

using MyBox;
using UnityEngine;
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public interface IJumpPlatform {
bool Available {

get;
¥

void MakeUnavalaibleVisible();
void OnTryJump(IJumper Jjumper);

void PlayJumpAnimation();

}

public class JumperlLogic : MonoBehaviour, IJumpPlatform {
#region Assignable
[SerializeField]
private Animator animator;

[SerializeField]
private float force;

[SerializeField]
private bool infinityJumps;

[ConditionalField("infinityJumps", true)]
public int JumpCount = 1;

#endregion

// Wcnonb3yeTca AN NpoBepkM AOCTYMHOCTW Npbbkka AN NpefoTBpaweHus
NMOBTOPHOIO MpbiXKa A0 OKOHYAHWA npeabiaylwero
public bool Available {

get {
return JumpCount > ©;
}

}

public void MakeUnavalaibleVisible() {
animator.SetTrigger("Unavalaible");

}

// Bbi3biBaeTcA npu CTONKHOBEHMU C naaTtdopmoin npbikka u3 PlayerController
public void OnTryJump(IJumper jumper) {
if (Available) {
PlayJumpAnimation();

jumper.Jump(new Vector3(@, force, 0));

if (!infinityJumps) {
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JumpCount--;

}

if (!Available) {
MakeUnavalaibleVisible();

}
}

public void PlayJumpAnimation() {
animator.SetTrigger("Jump");

}
}

JIuctunr A.8 — Game Manager riaBHbBIN KJIACC UTPHI

using Mirror;

using MyBox;

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;

public interface ICoinHandler {
void SaveCoins();

void BuyCoins(float coins);

}

// WHTepdpenc pna oTcnexmBaHuAa CTOJKHOBEHUN C OO6bEKTaMM
public interface ICollisionManager {
void OnCoinGrab(GameObject coin);
void OnWin(string levelName, Vector3 winPosition);
void OnPlayerFlying(float capacity);
void OnPlayerDeath(GameObject player);

void OnFoodReached(GameObject food);

void OnPlayerHungerChanged(float hunger);
}

public class GameManager : MonoBehaviour, ICoinHandler, ICollisionManager {
[SerializeField]
private FadeManager fadeManager;

[SerializeField]
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private Vector3 initalPosition;

#region Bars
[SerializeField]
private ProgressBar staminaFlyBar;

[SerializeField]

private ProgressBar hungerBar;
[SerializeField]

private CoinBar coinBar;

[SerializeField]
private GameObject heroPicker;
#tendregion

[SerializeField]
private CoinsSettings coinsSettings;

[SerializeField]
private GameObject looseScreen;

[SerializeField]
private GameObject winScreen;

[ReadOnly]
public int coins;

public bool showDebugInfo;
public int loadDelay;
// 3anyckaeT cepep npu Headless cbopke
private void StartSever() {
var manager = GetComponent<NetworkManager>();

manager.StartServer();

Debug.Log("Starting server");
}

private void Awake() {
if (showDebugInfo) {
SceneManager.LoadScene("Shared", LoadSceneMode.Additive);

fadeManager.Unfade(null);
}

var coinsInSettings = coinsSettings.Coins;
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coinBar.ChangeValue(coinsInSettings);

}

#region Scene loaders
private void LoadScene(string levelName) {
StartCoroutine(LoadSceneAsync(levelName));

}

private IEnumerator LoadSceneAsync(string levelName) {
yield return new WaitForSeconds(loadDelay);

SceneManager.LoadScene(levelName, LoadSceneMode.Single);

}

private void ReloadScene() {

StartCoroutine(ReloadSceneAsync());
}

private IEnumerator ReloadSceneAsync() {
yield return new WaitForSeconds(loadDelay);

var index = SceneManager.GetActiveScene().buildIndex;

SceneManager.LoadScene(index, LoadSceneMode.Single);

}

#endregion

#tregion Player event handlers

/// <summary>

/// Bbi3biBaeTcs, KOrja Mrpok ymuMpaeT OTKpbIBaeT 3KpaH CMepTU, C KOTOPOro MOXHO

/// B MeHWw

/// </summary>

public void OnPlayerDeath(GameObject player) {
AudioManager.Instance.PlayDeathEvent();
looseScreen.SetActive(true);

}

public void OnPickHero() {
heroPicker.SetActive(true);

}

/// <summary>
/// Bbi3bIBaeTCA, KOrga MrpokK HacTynaeT Ha MOHeTy
/// </summary>
/// <param name="coin">Coin GameObject</param>
public void OnCoinGrab(GameObject coin) {

var position = coin.transform.position;
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EffectManager.Instance.PlayCoinEffect(position);
AudioManager.Instance.PlayCoinEvent();

coin.SetActive(false);
coins++;

coinBar.ChangeValue(coinsSettings.Coins + coins);

}

public void OnPlayerHungerChanged(float hunger) {
hungerBar.ChangeValue(hunger);

}

public void OnFoodReached(GameObject food) {
var position = food.transform.position;
EffectManager.Instance.PlayFoodEffect(position);
AudioManager.Instance.PlayFoodEvent();

food.SetActive(false);
}

// Bbi3biBaeTCA, KOrga WUrpok BbiMrpbiBaeT. AKTUBUMPYET 3SKpaH BbIMIpbiLa, C KOTOPOro
MOXHO NepenTu B TABHOE MEHH
public void OnWin(string levelName, Vector3 winPosition) {
EffectManager.Instance.PlayWinEffect(winPosition);
AudioManager.Instance.PlayWinEvent();

SaveCoins();
winScreen.SetActive(true);

}

public void OnPlayerFlying(float capacity) {
staminaFlyBar.ChangeValue(capacity);

}

#endregion

#region Coins logic
public void SaveCoins() {
coinsSettings.SaveCoins(coins);

}

public void BuyCoins(float coins) {
coinsSettings.SaveCoins(coins);

}

#tendregion

}
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Jluctunr A.9 — Network Manager My kiacc i1t OpraHu3aiyu CETEBOro

B3aMMOJICUCTBUS M BRIOOpA MEpCOHAXKA

using kcp2k;

using Mirror;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Events;

using UnityEngine.Networking;

[System.Serializable]
public class ClassTypesDictionary : SerializableDictionary<ClassTypes,
GameObject> {

}

public class Utils {
// Tony4aeT aprymeHTbl KOMaHLHOW CTPOKW Mnpu 3anycke u3 node.js cepsepa
public static string GetArg(string name) {
var args = System.Environment.GetCommandLineArgs();
for (int i = @; i < args.Length; i++) {
if (args[i] == name && args.Length > i + 1) {
return args[i + 1];
}
}

return null;

}

public class NetworkManagerMy : NetworkManager {
[SerializeField]
private ChosenClass chosenClass;

[SerializeField]
private ClassTypesDictionary players;

[SerializeField]
private UnityEvent OnPlayerDisconnect;

public PortSettings portSettings;
public ushort defaultPort;
public string nodeServerUrl;

private Dictionary<int, NetworkConnection> _connections;
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// Bbi3biBaeTCcsA npu cTapTe cepBepa. MNpu Headless cbopke cTapTyeTcA
aBTOMaTUYeCKM
public override void OnStartServer() {
SetServerPort();
base.OnStartServer();

_connections = new Dictionary<int, NetworkConnection>();

}

private void SetServerPort() {
var port = Utils.GetArg("port");

if (port != null) {

try {
var portNum = ushort.Parse(port);

(transport as KcpTransport).Port = portNum;
¥
catch (System.Exception e) {
Debug.LogError(e.Message);

}

return;

}

(transport as KcpTransport).Port = defaultPort;
}

// Bbi3bIBaeTCA Npu MOAKJIIOYEHUMM UTpoKa K cepBepy
public override void OnServerAddPlayer(NetworkConnection conn) {
_connections.Add(conn.connectionId, conn);

}

// Bbi3biBaeTCA Npu OTKJIKYEHUU UIpoKa OT cepBepa
public override void OnServerDisconnect(NetworkConnection conn) {
base.OnServerDisconnect(conn);

_connections.Remove(conn.connectionId);

}

// Bbi3biBaeTcA nocsie NOAKJIIYEHWS Urpoka K cepBepy

[Command]

private void SpawnPlayer(int chosenPlayerId, int connId) {
var chosenPlayer = players[(ClassTypes)chosenPlayerId];
var conn = _connections[connId];

Transform startPos = GetStartPosition();

GameObject player = startPos != null
? Instantiate(chosenPlayer, startPos.position, startPos.rotation)
: Instantiate(chosenPlayer);
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// instantiating a "Player" prefab gives it the name "Player(clone)"
// => appending the connectionId is WAY more useful for debugging!
player.name = $"{chosenPlayer.name} [connId={conn.connectionId}]";
NetworkServer.AddPlayerForConnection(conn, player);

}

public override void OnClientConnect(NetworkConnection conn) {
base.OnClientConnect(conn);

playerPrefab = players[chosenClass.Class];

SpawnPlayer((int)chosenClass.Class, conn.connectionId);

}

[Server]
public void OnGameEnd() {
NetworkServer.Shutdown();

Application.Quit();
}

[Client]
public void OnPortRetrieve() {
StartCoroutine(GetPort());

}

// KNWeHTCKWUIA ACUHXPOHHbIN MeToa AnA nosyyeHua nopTa u3 node.js cepsepa
IEnumerator GetPort() {
var request = new UnityWebRequest(nodeServerurl);

yield return request.SendWebRequest();

if (request.result != UnityWebRequest.Result.Success) {
Debug.Log(request.downloadHandler.text);

}

else {
var portStr =

System.Text.Encoding.Default.GetString(request.downloadHandler.data);

portSettings.port = int.Parse(portStr);
}

request.Dispose();

}

JIuctunr A.10 — Coins Settings kimacc as XxpaHeHus: ”HGOpMaIUK 0 COOpaHHBIX

MOHCTax
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using MyBox;
using System.Collections;
using UnityEngine;

[CreateAssetMenu(menuName = "Coins")]

public class CoinsSettings : ScriptableObject {
[SerializeField]
[ReadOnly]

private float coins;

public float Coins {

get {
return coins;
}

}

public void SaveCoins(float coins) {
this.coins += coins;

}

Jluctunr A.11 — Chosen Class kinacc mis xpanenus uHGOpMaIlii O BHIOpaHHOM

TIEpCOHAXKE

using UnityEngine;
using MyBox;

[CreateAssetMenu(menuName = "Settings/Choosen class")]
public class ChosenClass : ScriptableObject {
[ReadOnly]

public ClassTypes Class;

Jluctunr A.12 — Base Bar 6a30BbIii Ki1acc J1jis1 pabOThI CO cTaTyc Oapamu

using MyBox;
using System;
using UniRx;
using UnityEngine;

public abstract class BaseBar : MonoBehaviour, IBarShow {
[SerializeField]
[ReadOnly]
protected float value;

[SerializeField]
protected bool alwaysVisible;
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[SerializeField]
[ConditionalField("alwaysVisible", true)]
protected float fadeSeconds;

private float lastChangeTime;
private bool firstChange = true;
private IDisposable everyTwoSeconds;

public abstract float MaxValue {
get; set;
}

public virtual void Start() {
if (lalwaysVisible) {
gameObject.SetActive(false);

FadeOutImmediately();

}

// YcTaHaBnuBaeT Tailmep, nocsie KOTOporo 6ap nponagaeTt
public void SetTimer() {
if (lalwaysVisible) {
if (everyTwoSeconds != null) {
everyTwoSeconds.Dispose();

}

if (firstChange) {
firstChange = false;

gameObject.SetActive(true);

FadeIn();
}

everyTwoSeconds =
Observable.Timer(TimeSpan.FromSeconds(1.1f)).Subscribe(time => {
var sub = Time.time - lastChangeTime;

if (sub > 1f) {
FadeOut();

everyTwoSeconds.Dispose();

firstChange = true;

})s
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}

public virtual void ChangeValue(float value) {
SetTimer();

lastChangeTime = Time.time;

}

public abstract void ChangeMaxValue(float value);
public abstract void FadeIn();
public abstract void FadeOut();

public abstract void FadeOutImmediately();

JIuctunr A.13 — Simple Fader kiacc as 3aTeMHEHUS SKpaHa

using DG.Tweening;

using UnityEngine;
using UnityEngine.UI;

public interface IBarShow {
void ChangeValue(float value);

void ChangeMaxValue(float value);

}

public interface IFader {
void FadeIn(Image whatToFade, float seconds);

void FadeOut(Image whatToFade, float seconds);
}

public class SimpleFader : IFader {
private static SimpleFader _instance;

public static SimpleFader Instance {
get {
if (_instance == null) {
_instance = new SimpleFader();

}

return _instance;
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// AHUMaumMA 3aTyxaHusA
public void FadeIn(Image whatToFade, float seconds) {
whatToFade.DOFade(1, seconds);

}

// AHuMauuA, KoTopasa 3anyckaeTcA NpuU CTapTe MNPUIOXEHUA

public void FadeOut(Image whatToFade, float seconds) {
whatToFade.DOFade(0, seconds);

}

}

JIuctunr A.14 — Progress Bar yauBepcanbHbIi Kacc i 6apoB 37I0POBBS U MaHBI

public class ProgressBar : BaseBar {
#region Images
[SerializeField]
private Image herolmage;

[SerializeField]
private Image background;

[SerializeField]
private Image fill;
#tendregion

[SerializeField]
private Slider progress;

public override float MaxValue {

get {

return progress.maxValue;
}
set {

progress.maxValue = value;
}

}

public override void ChangeMaxValue(float maxValue) {
progress.maxValue = maxValue;
}

public override void ChangeValue(float newValue) {
base.ChangeValue(newValue);

progress.value = value = newValue;

}

public override void FadeIn() {
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var fader = SimpleFader.Instance;

fader.FadeIn(heroImage, fadeSeconds);
fader.FadeIn(background, fadeSeconds);
fader.FadeIn(fill, fadeSeconds);

}

public override void FadeOut() {
var fader = SimpleFader.Instance;

fader.FadeOut (heroImage, fadeSeconds);
fader.FadeOut(background, fadeSeconds);
fader.FadeOut(fill, fadeSeconds);

}

public override void FadeOutImmediately() {
gameObject.SetActive(false);

var transparent = Color.white;
transparent.a = 0;
heroImage.color = transparent;
background.color = transparent;
fill.color = transparent;

JIuctunr A.15 — Skill Type 6a30BbIit Ki1acc 11t yMEHUN TIEPCOHAXKEH

using System.Collections.Generic;
using UnityEngine;

public enum LayerType {
Damagable,
Destructable

}

public abstract class SkillType : ScriptableObject {
public float manaCost;
public float cooldown;
public SimpleEffectEvent effect;
public SimpleAudioEvent sound;

public abstract void Play(GameObject gameObject, AudioSource source, Vector3
position);

}
[System.Serializable]
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public class LayerHelper {
[SerializeField] public LayerMask mask;

public LayerType type;

public static int GetMask(List<LayerHelper> affectedLayers) {
int mask = 0;

foreach (var layer in affectedLayers) {
mask |= layer.mask;

}

return mask;

Jluctunr A.16 — Multiple Attack ymenwue 11st HeCKOJIBKHX aTak

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
[CreateAssetMenu(menuName = "Content/Skills/Multiple Attacks™)]
public class MultipleAttack : SkillType {
public List<LayerHelper> affectedLayers;
public float castRadius;
public float damage;

public override void Play(GameObject gameObject, AudioSource source, Vector3
position) {
var colliders = Physics.OverlapBoxAll(position, new Vector3(castRadius,
castRadius, castRadius), of);

if (colliders.Length > 9) {
foreach (var collider in colliders) {
foreach (var layer in affectedLayers) {
if (gameObject.GetInstanceID() !=

collider.transform.root.gameObject.GetInstanceID() &&

(1 << collider.gameObject.layer) == layer.mask) {

if (layer.type == LayerType.Damagable) {

var health =

collider.gameObject.transform.root.GetComponent<Health>();

effect.Play(collider.transform.root.position);
health.TakeDamage(damage);

}
else if (layer.type == LayerType.Destructable) {

Destroy(collider.gameObject);
}
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}

sound.Play(source);

}
Jluctunr A.17 Heavy Attack ymenue ams TspKennoi ataku

using System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu(menuName = "Content/Skills/Heavy Attack")]
public class HeavyAttack : SkillType {

public float damage;

public List<LayerHelper> affectedLayers;

public float castRadius;

public override void Play(GameObject gameObject, AudioSource source, Vector3
position) {

var colliders = Physics.OverlapBoxAll(position, new Vector3(castRadius,
castRadius, castRadius), of);

if (colliders.Length > @) {
foreach (var collider in colliders) {
foreach (var layer in affectedLayers) {
if (gameObject.GetInstancelID() !=

collider.transform.root.gameObject.GetInstanceID() &&

(1 << collider.gameObject.layer) == layer.mask) {

if (layer.type == LayerType.Damagable) {

var health =

collider.gameObject.transform.root.GetComponent<Health>();

effect.Play(collider.transform.root.position);
health.TakeDamage(damage);

}
else if (layer.type == LayerType.Destructable) {

Destroy(collider.gameObject);
}

}

sound.Play(source);
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JIuctunr A.18 - Consumable, Mana u Health ckpurnsr

using MyBox;

using SukharevShared;

using System;

using System.Collections;

using System.Collections.Generic;
using UniRx;

using UnityEngine;

using UnityEngine.Events;

public abstract class Consumable : MonoBehaviour {
[SerializeField] protected float value;
[SerializeField] private bool hasMax = false;

[ConditionalField(nameof(hasMax)) ]
[SerializeField] protected float max;

public UnityEvent OnEnded;

public UnityEventFloat OnChange;
public UnityEventFloat OnMaxChange;
public UnityEvent OnFull;

public virtual void Start() {
if (hasMax) {
OnMaxChange.Invoke(max);

}

else {
OnMaxChange.Invoke(value);

}

OnChange.Invoke(value);

}

public void Set(float value) {
this.value = value;

OnChange.Invoke(value);

}

public void SetMax(float max) {
hasMax = true;
this.max = max;
OnMaxChange.Invoke(max);
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public void TakeDamage(float damage) {
value -= damage;

OnChange.Invoke(value);

if (value < 0.01f) {
OnEnded.Invoke();
}
}

public void TakeHealth(float health) {
value += health;

if (hasMax && value > max) {
value = max;

OnFull.Invoke();
}

OnChange.Invoke(value);

}
}

public class Mana : Consumable {
public float recoveryAmount;

private IDisposable recovery;

public override void Start() {
base.Start();

OnFull.AddListener(OnManaFull);
OnChange.AddListener(OnManaChange);

recovery = Observable.Interval(TimeSpan.FromSeconds(1l)).Subscribe(_ => {
TakeHealth(recoveryAmount);
3
}

private void OnDisable() {
recovery?.Dispose();
}

public bool HasRequired(float mana) {
return value > mana;

}

private void OnManaChange(float current) {
if (recovery == null && current < max) {
recovery = Observable.Interval(TimeSpan.FromSeconds(1)).Subscribe(_

=> {
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TakeHealth(recoveryAmount);

1
}
}
private void OnManaFull() {
if (recovery != null) {
recovery.Dispose();
recovery = null;
}
}

}

public class Health : Consumable {

}

Jluctunr A.19 — End Game Checker cepepHsIii ki1ace

using Mirror;
using UnityEngine;
using UniRx;

public class EndGameChecker : NetworkBehaviour {
[SerializeField] private NetworkManagerMy networkManager;

/// <summary>

/// MakcumanbHOe BpemMsA Mrpbl B CeKyHAax
/// </summary>

public int maxGameTime;

// Start is called before the first frame update
void Start() {
if (isServer) {

Observable.Timer(System.TimeSpan.FromSeconds(maxGameTime)).Subscribe(_ => {
if (NetworkServer.active)
networkManager.OnGameEnd();

1)
}

[Command]
public void GameEnd() {
networkManager.OnGameEnd();

}
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Jluctunr A.20 — Port Settings kimacc a1 XpaHeHUs TIOpTa MKy CIICHAMHU

using UnityEngine;

[CreateAssetMenu(menuName = "Settings/PortSettings")]
public class PortSettings : ScriptableObject {

}

public int port;

JIuctunrA.21 — AudioManager kiacc s yrpaBieHHs 3ByKaMU B UTPe

using UnityEngine;

public class AudioManager : MonoBehaviour {

[Header("Background")]
public AudioSource backgroundSource;

public AudioEvent backgroundEvent;
[Header("Interactions")]

public AudioSource objectInteractionSource;
public AudioEvent coinEvent;

public AudioEvent foodEvent;

public AudioEvent winEvent;

public AudioEvent deathEvent;

public static AudioManager Instance;

void Awake() {

if (Instance == null) {
Instance = this;

}

else if (Instance == this) {
Destroy(gameObject);

}

}

void Start() {
backgroundEvent.Play(backgroundSource);
}

public void PlayCoinEvent() {
coinEvent.Play(objectInteractionSource);
}

public void PlayFoodEvent() {
foodEvent.Play(objectInteractionSource);
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}

public void PlayWinEvent() {
winEvent.Play(objectInteractionSource);
}

public void PlayDeathEvent() {
deathEvent.Play(objectInteractionSource);

}

JIuctunr A.22 — Modulelnstaller knace ayis Zenject uactpymMeHTa

using SukharevShared;
using UnityEngine;
using Zenject;

public enum InputType {
JoystickMover,
KeyboardMover

}

public class ModuleInstaller : MonolInstaller {
public InputType inputType;

[SerializeField]
private GameManager gameManager;

[SerializeField]
private GameObject controls;

public override void InstallBindings() {
var typelInput = EnumResolver<InputType,
IPlayerMover>.GetType(inputType);

if (inputType == InputType.KeyboardMover) {
controls.SetActive(false);

}

Container.Bind<IPlayerMover>().To(typeInput.UnderlyingSystemType).AsSingle
OF

Container.Bind<ICollisionManager>().FromInstance(gameManager).AsSingle();

}
}

JIuctunr 23 — InputManager xiacc ¢ ympaBieHHEM

using UnityEngine;
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using Zenject;

/// <summary>
/// So smart
/// </summary>
public interface IPlayerMover {
Vector2 Move {
get; set;
}

bool Jump {
get; set;
}

bool Attack {
get; set;
}

bool Press {
get; set;
}

}

public class KeyboardMover : IPlayerMover {
public Vector2 Move {
get {
var horizontal = Input.GetAxisRaw("Horizontal");
var vertical = Input.GetAxisRaw("Vertical");

return new Vector2(horizontal, vertical);

}
set {
}
}
public bool Jump {
get {
return Input.GetAxisRaw("Jump") > 0;
}
set {
}
}
public bool Attack {
get {
return Input.GetMouseButtonDown(9);
}
set {
}
}

public bool Press {
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get {
return Input.GetKey(KeyCode.W);
}

set {
}

}

/// <summary>

/// Don't think that it's really good

/// </summary>

/// <remarks>

/// It's value sets in InputHandler class

/// </remarks>

public class JoystickMover : IPlayerMover {
public Vector2 Move {

get; set;

}

public bool Jump {
get; set;

}

public bool Attack {
get; set;

}

public bool Press {
get; set;

}

}

public class InputManager : MonoBehaviour {
[Inject]
private IPlayerMover playerMover;

public void JoystickInput_Changed(Vector2 value) {
playerMover.Move = value;

}

public void JoystickPressState_Change(bool value) {
playerMover.Press = value;
}

public void JoystickButtonA Clicked() {
playerMover.Attack = true;
}

public void JoystickButtonA Up() {
playerMover.Attack = false;
}
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public void JoystickButtonB Clicked() {
playerMover.Jump = true;
}

public void JoystickButtonB_Up() {
playerMover.Jump = false;

}
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MPUJIOKEHUE B
MCXOJTHBINA KOJ NODE.JS CEPBEPA

Jluctunr B.1 — Mcxonnsiit ko node.js cepsepa

const express = require('express’');
const app = express();
const { spawn } = require('child_process');

const maxUsersCount 5

const maxRoomsCount = 5

const serverPort = 3000

const startPort = serverPort + 1
const rooms = []

class Room {
constructor(maxUsers, childProcess, port) {
this.currentUsers = 0;
this.maxUsers = maxUsers;
this.childProcess = childProcess;
this.port = port;
}

addUser() {
this.currentUsers++;

}

isFree() {
return this.currentUsers < this.maxUsers;

}
}

createRooms();

app.get('/', (req, res) => {
var room = findFreeRoom();

if (room != null) {
res.status(404).send("No free rooms");
} else {
room.addUser();
res.send(" ${room.port} );

})s
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function createRooms() {
for (i = @; i < maxRoomsCount; i++) {
const roomPort = startPort + i;

var prc = spawn(“Build/unityBuild”, [ -port=${roomPort} ]);

prc.stdout.setEncoding('utf8');
prc.stdout.on('data', function (data) {
var str = data.toString()
var lines = str.split(/(\r?\n)/g);
console.log(lines.join(""));

1)

prc.on('close’', function (code) {
const index = rooms.findIndex(room => room.childProcess === prc);

rooms.splice(index, 1);

1)

rooms.push(new Room(maxUsersCount, prc, roomPort));

function findFreeRoom() {
for (i = @; i < maxRoomsCount; i++) {
const room = rooms[i];

if (room.isFree()) {
return room;

return null;

}

app.listen(serverpPort);
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