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AHHOTALIUA

B nmaHHOM cTaThe omnucaH pe3ysbTaT pa3paOOTKH MOIIAroBON KIWEHT-CEPBEPHOM
UTPBl  «OXOTHUK-)KepTBa». M3ydeHbl M3BECTHBIE pCEIICHHs MPOOJIEMbl U
nporpaMMHOE  OOecIlieueHHe Uil pelIeHus d3Tod  mpoOjeMbl. Perenue
OCYILIECTBJICHO ¢ TIOMOIIBIO HTPOBOTo ABIKKa Unity.
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Abstract

This article describes the result of developing a step-by-step client-server game
«hunter-victim». Known solutions of the problem and software for solving this
problem have been studied. The solution is implemented using the game engine
Unity.
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B name BpeMs Urpbl MOJIB3YIOTCS MOMYJSPHOCTHIO, JaBasi BO3MOXKHOCTH
OTIIOXHYTh U OTBJIEYLCSA OT MOBCEAHEBHBIX MpoOJieM. Bee Oosbie u 0oJibliie UTp
SBJISIIOTCSL  KOOTIEPATUBHBIMU, TO3BOJISIONIMMHU JIFOASM B3aUMOJCHCTBOBaTh, a
MMEHHO 4epe3 Urpy. Benb 4enoBeKy Tak Ba)KHO COLMAIIBHOE B3aUMOJCHCTBHE, a
Omaroymapsi KJIMEHT-CEPBEPHON TEXHOJOTUU €r0 MOXKHO YAaCTUYHO PEaM30BaTh.
Takxke akTyalleH W COPEBHOBATEIBHBIM IPOLECC BO BpPEMS WIPHI, TAOLINAN
noOeIUTEeNI0 HACIaXKCHUE, a MPOUTPABIIIEMY MOTHBAIIUIO K COBEPIIIEHCTBOBAHHIO
CBOMX HABBIKOB.



[Toctymat. 2018. Nel ISSN 2414-4487

B 2010 rony A.M.XoxnoB u C.B.YckoBa nu3ydyanu 1361k KOMIBIOTEPHBIX UIP
Ha mnpuMmepe kommblorepHou urpel «World of Warcrafty, a JL.I'.[lonoBa u
[.C.I'lmyguH nOpoOBOIWIM HCCIENOBAHUE O IUIFOCAX M MHUHYCax YBICYEHHOCTU
kommnbioTepHbiMU urpamMu [2]. A.E.Ilopsaun, W.I'.Cugopkuna, B.B.PoxeHnios
MCCIIE0BAIM KOMIIBIOTEPHYIO TEXHOJIOTHIO TPEHUPOBKU TEXHUYECKUX MPUEMOB B
cnoptuBHBIX wurpax B 2016 romy [3]. A.A.Beapuna, A.M.Munxacosa,
A.B.Illapumnosa, JI.NU.KysHoB pa3zpabarbiBaiii KoMnbloTepHYIO Urpy «Lludpsl Ha
kapTuHKax» [4]. Takke MOXHO BBIICIHTHL W JpyrHe HcciaemoBanus [5-7]. He
MeHee 3HaunMa pa3padoTKa UI'P M B aHTJIOSA3BIYHOM cerMeHTe [8-9].

Llenpro JaHHOTO HMCCIEAOBAaHUsS SBISETCA pa3paboTKa MOMIAroBOM KIMEHT-
CEpBEPHOI WUTPBI «OXOTHUK-KEPTBa» B cpene paszpaborkm Unity, a Taxke eé
TECTUPOBAHHUE.

JUist peanu3anyy MOCTaBIECHHOM 3a1a4un BEIOOP AEIajcs U3 JIByX CIIOCOOOB:

— € MOMOIIBIO CpeacTB pa3padoTku mporpamm (Visual Studio);

— ¢ noMotibio urposoro asuxka (Unity, Unreal Engine 4).

Br16op man Ha urposoit ABmxkok Unity Ha g3bike nporpammupoBanust C# mo
CJIEIYIOLIUM TPUYUHAM:

— HQJIMYUE MPOCTHIX B HCIOIb30BAHUU OMOIMOTEK OOMEHa MakeTaMu IIO0

CeTH;

— Haynyue o0paboTKH PU3NYECKUX CTOJIKHOBEHUI OOBEKTOB;

— ynoOHoe yrnpaBiieHne 00beKTaMu Ha CIICHE;

— HaJIMYHWE OTbBITa Pa3pabOTKH HAa TOM JIBIKKE.

Pemenne 3amaun ocymectBisiiock mno cxeme «Kmment — Cepsep», T.e.
OT/ICJIbHOE MPUIJIOKEHUE KIMEHTa, OTJAEIbHOE cepBepa. Takol MmojaxoJ Mo3BOJsSET
clenaTh aBTOPUTAPHBIN CEpBEp, UTO MO3BOJIAECT JTOOUTHCS OOJee YECTHOM WIPHI,
T.K. TIOJIb30BaTEIh HE MOXET HM3MEHUTb HCXOJIHBIH KOJ cepBepa BCTpauBas
Momudukanmuu B KiueHT. [lommmo »3Toro, Bcs 00paboTka B3aWMOJCHCTBUI
UTPOKOB MTPOUCXOIUT HA CTOPOHE CEpBEpA.

PazpaboTtka Hawamace ¢ co3ganus urpoBoro mosst (Puc.l), Ha koTopoi
UTPOKH OynyT BBICTYNATh B pojin yOeraromero u goroHstomiero. OHO ObLIO
CIEJIaHO C TIOMOINbI0 OECIUIATHOIO PacTpOBOro Tpaduyueckoro pemakTopa
Paint.net. On sBisieTrcss OecruiatHoM anbTepHatnBoil Adobe Photoshop. Ha
CEpBEpPHON yacTu OBLIM MPOCTABIICHBI KOJUIAWJIEPHI, JAIOIIUE TOHSATH UTPOBOMY
JBIDKKY TJI€ CTCHBI M PEIITCTBUS, a TAK)KE PACIoNIOKeHNEe GUHUIIA.

Hanee Obun cnenanbl puniku (Puc.2), koTopsiMu OyAyT yHnpaBisiTh UTPOKH.
VY 0XOTHHKa €CTh 30Ha, MOMaB B KOTOPYIO KEPTBA CUUTACTCS TONMaHHOM.
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Puc.1 Ilone urpsl

HepTsa

OXOTHUK

Puc.2 ®umiku urpokos

Jloruka Wrpsl MOCTpOEHA CIEAYIOUIUM 00pa3oM: Ha cepBep mepenacres
0003HaYEHNE €T0 TOTOBHOCTH K UTPE U JKETAaeMbId UITPOKOM BEKTOp HampaBlICHUS
ero (uIky, 3amaBaeMbiii HHTEphEUCHBIM JKOMCTUKOM. [locie Toro kak cepsep
MOJIYYHJI TIOJITBEPXkACHUE TOTOBHOCTHM OT 2yX HUIPOKOB, MOCHUIAETCS KOMaH[a
Hayaja Wrpbl Ha KIHUEHTHl UIPOKOB. MIrpokHM MOMydarOT BO3MOXKHOCTH BHJIETH
MOJIOXKEHUE CBOEH (UIIKKM Ha KapTe W ynpamisaTh €. Ha cepBepe coriacHo
BEKTOPY HampaBjieHHs Ha (QUIIKY Hrpoka MNpUMEHseTca (¢u3nyeckas Cuia,
nepemMenaonas (GUIIKy, €CId He MEIIAeT Kakoe-I100 MPEensITCTBUE U MepeaaeTcs
e¢ momnoxenue. llpoBepsiercs HaxomutTcs M (UIIKA TPOTUBHUKA B 30HE
BUJIMMOCTH, €CJIM J]a, TO Ha KJIMEHT UTPOKa MEepenaroTcs e€ KoopAaAuHaThl. KimeHT
UTPOKa B CBOIO OY€pe/b MO MOJIYYEHHBIM KOOPAMHATAM BBICTABIISET €ro (PUILKY, U
€clii eCTh JaHHbIE O MPOTUBHUKE, TO M ero Quiuky. Bce 3TO mpoucxomut
MOCTOSTHHO, TOKa uAeT urpa. Takke uAeT MpoBepKa Ha MOMaJaHUE B KEPTBHI B
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30Hy OXOTHUKa, MO0 ¢uHuma. B 3aBUCHUMOCTH OT pe3ysibTara HIrPoOKam
OTIIpaBJIsIeTCS KOMaH/Aa O KOHIE UTPhl U MHpopMaIms o nmodenutene. [locne gero
BCE HAYMHAETCS C Havasia, a MUMEHHO C MOATBEPKJIEHHUS TOTOBHOCTH UTPOKOB.

Nurepdetic urpsr:

1. Hayanbueii  3kpan  (Puc.3). 3mecs BBomutcs I[P-agpec cepepa u
OCYIIECTBIISICTCS OJKIIOYECHHE.

2. DxpaH roroBHocTH UrpokoB (Puc.4). 3neck oToOpaxkaercs cTaTyc UrpoKa
Y IPOTMBHHKA, UTPA HAYMHACTCS aBTOMATHYECKH, KOTJ]a 00a UTPOKA TOTOBBHI.

€ HunterDrop — % | € HunterDrop - X

Hunter Drop Hunter Drop

MpoTUBHWK: He rotos
Bebt: lotos

j 127.0.0.1 Bawa ponb:  Y6erawowwmit

Moakni4MTECA He rotos

Puc.3 IoakimtoueHue K ceppepy Puc.4 Oxunanvie TOTOBHOCTH

3. Dkpan urpsl s xeptBbl (Puc.5) u ana oxornuka (Puc.6) xorna onu He
BUIAT JIpyr npyra. [Ipu BUAMMOCTH MPOTUBHHUKA TOMHUMO CBOEH (DHUIIKH BHJIHO
(GUIIKY TPOTUBHHKA.

4. DKpaH KOHIIAa WTPhl B TOYHOCTH KaK JKpaH TOTOBHOCTH WIPOKOB, 3a
HCKIIFOUCHUEM HAJIMYMS COOOIICHHS O TT00eIe UITH TPOUTPHIIIIE.

5. CepBepHast 4YacTh BBITISAUT cienytonuMm ooOpasom (Puc.7). Crnesa
BEJIETCSI OTOOPaKEHHUE COOBITHIA.

€ HunterDrop = O X < HunterDrop - m] X

Puc.5 XKeptBa Puc.6 OxotHuk
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) HunterDropServer = m} X

Puc.7 Cepaep

bbun nmpoaHanu3upoBaHbl CyHIECTBYIOIINE aHAJIOTH M METOJIbI pa3paboTKH,
a Takke BbIOpaHa cpena pa3paOoTku. s peanuzanuu NOCTAaBICHHOW 3a/adyu
OTJIMYHO MOJOIUIa pa3paboTKa C MOMOILIBI0 UrpoBoro JBWxkka Unity U si3bIka
nporpammupoBanus C#. Takoil BbIOOp 3aMETHO YHpPOCTHJI pa3pabOTKy IpPOEKTa,
TaK KaKk B MHTEPHETE UMEETCSl JOCTaTOUHOE KOJI-BO AoKyMeHTaruu no Unity u C#.
Bo Bpemst co3ganusi WUrpbl OBUT MOMYYCHHBIH ILIEHHBIM OMBIT PabOTHI C JTUM
CPEICTBOM pa3padOTKH.

B utore Oputa paspaboraHa U mpotecTupoBaHa urpa mo cxeme «KimeHt —
CepBep», 4TO TO3BOJIAET IMOJIB30BATESIM B3aHMOJICHCTBOBATh B UTPE C Pa3HBIX
KOMIIBIOTEPOB B JIOKaJbHOW WJIM WHTEPHET CeTU. Takas BO3MOXXHOCTh OYEHBb
Ba)KHA B HAIIIE BpeMsi, TOTOMY UYTO MO3BOJISIET UTPATH C IPYTOM WJIM 3HAKOMBIM, HE
BBIXOASI M3 Joma. TecThl wurpa Mpolja XOpollo, ObUIM HCHPaBICHBI
He3HauuTenbHble ommOku. Co3naHHas Wrpa MMeeT MOTEHLHWal K Pa3BUTHIO, a
UMEHHO: J00aBJIeHHe HOBBIX (PYHKIMI; yiydlieHue uHTepdelica; yBeTUdeHHE
KOJIMYECTBA KOHTEHTA; O0Jiee TOUHask HaCTpoiika OanaHca UTPOKOB.
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