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Pa3pa6orka ceTeBoii HIphI ¢ reHepanmeii 6o B Unity 3D
¢ MCMoJIb30BaHHeM I1armHa photon

Mepxynos Anopeu Cepeeesuu
Ipuamypckuii eocyoapcmeennulii yrusepcumem umenu Lllonom-Anetixema
Cmyoenm

AHHOTALUSA

[lenbio uccnenoBaHUs SIBISETCA pa3pabOTKa CETEBOM UIPhI C TeHepamuen 06os,
ucnonb3ys miarud photon mns Unity 3D. Jlns BeIoMHEHHS 331a4M BRIOpAH SI3BIK
nporpammupoBanus C#. IlpakTuueckas 3HAYUMOCTh PaOOTHI 3aKIIOUAETCS B
CO3JIaHUU CETEBOW UTPHI C TEHEpaLMeN CpasKeHUsI.

KuiioueBbie c10Ba: nHGpOpMAIIMOHHBIE TEXHOJIOTHH, CETh, cepBep, Unity, photon.
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Abstract

The purpose of the study is to develop a network game with the generation of
combat using the photon plugin for Unity3D. The C# programming language is
selected to perform the task. The practical significance of the work is to create a
network game with battle generation.

1 BBenenue

1.1 AKTyaJbHOCTH

B reiliM-KypHanucTHMKe, Ja W B POCCHUUCKOM HIPOBOM COOOIIECTBE
JIOCTaTOYHO PEIKO PacCMATPUBAIOTCS BOIPOCHI, MOCBSIIEHHBIE OCMBICICHUIO
MecTa W pOJIM TeWMJIIEBEJIONMEHTAa Cpeaud Jpyrux cdep deloBeuecKon
neareibHOCTH. CpaBHUTENBHO HEJABHO Ha Obula OMyOJMKOBaHA CTaThs
[LITpoxopenko "ABTOpckui redMau3aiH", B KOTOpPOW OBLIM 3aTPOHYTHI BeChMa
CYILIECTBEHHBIC ACIEKTHI MO yNMoMsIHyTOU Teme. CaM (DaKT, OTpakaroIiuil XOTs Obl
HavyaJio OOCYXIEHUS MECTa U POJId TeHMJIEBEJIONMEHTa B COBPEMEHHOM MHPE,
0e3yCJIOBHO, OTpajieH. B 1eioM ke mpocMmarpuBaeTCs OTCYTCTBHE KaKUX-THOO
YCTOSIBIIUXCSI MHCHUI O TOM, YTO Takoe "urponenanue”, B CPaBHCHUH C OJM3KUMU
K HeMy cepamMu 4YeIOoBEUECKON AESTENBbHOCTH. A, CIIeOBaTEIbHO, KAKOBBI TE
OPUEHTUPBI, KOTOPHIMH B TIEPCIEKTUBE MOIIU OBl PYKOBOACTBOBATHCS
"pexxuccepbl’ HOBBIX UTD.
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1.2 O0630p uccaenoBaHuii

H.JI. Top6au, T.M. KansueHKko B cTaTbe paccCMOTPENIM HEKOTOPHIE POJIEBHIC
UTPbl  OHJIAliH, OKAa3bIBAIOUIME TMOJOXKHUTEIbHOE BIUSHHE Ha  HM3y4YeHUE
uHocTpaHHoro s3eika. [1]  A.JL. MapyeHko oOmucan CHHTAaKCHC — S3bIKa
nporpammupoBanuss C# 2.0.NET m MHOXeCTBa KIaccoB, MPUMEHSIEMBIX IS
pa3paborku npwioxenud Ha marGopme.NET [2]. H.B. Kyuun, K.O. ITonskos,
B.A. llep6akoB paccMoTpeiau MOAXOJ K MOACIUPOBAHUIO 3aTyXaHUs 3ByKa B
pa3IUYHBIX Cpefax, HapaMeTpbl KOTOPBIX MOKHO CaMOCTOSITEIbHO PEIAKTUPOBAThH
VI TIPOBOMTH UCCIIeNOBaHUEe HOBBIX Marepuanos [3] H.A. lBanoBa npuBena, 4To
IICUXOJIOTHYECKHE OCOOEHHOCTU TeMMEpPOB (MTPOKOB B KOMIIBIOTEPHBIE WIPHI) -
TEMa YpEe3BbIYAHO aKTyajlbHas CEroAHs, IIOCKOJIbKY pPacnpOCTPaHEHHOCTh
reiiMepcTBa O4YE€Hb IIMPOKA M IMPOJOJDKAET pPAaCTH, OXBaTblBasg BCE IOKOJEHUS
mroneit. [4] K.A. KapmameBckast nccienoBaia npo0OieMbl BUPTYyaTbHBIX 00BEKTOB,
BO3HHKAIOIINX U3 MHOTOIOJIb30BATEILCKUX OHJIAMH-UTP [5].

1.3 Ilean ucciaegoBaHusi
Ilenbro MccreioBaHus SBISETCS pa3pabOTKa CETEBOM WUIPhl C TeHepaluein
0os1.

2 MarepuaJbl 1 METOABI
Jlns pa3pa®oTKu UTPhl OBLT UCIOJB30BaH SI3bIK IporpammupoBanusi C# u
cpena Unity.

3 Pe3yabTarhl HCCIEA0BAHMS
B nannoit paboTe mokazaH MPOIIECC CO3/IaHMS MHOTOIOJIL30BaTEIbLCKON
UTPHI.

3.1 Co3nanus 1000u

Jist cozmanus J1000M HEOOXOAMMO CO37aTh CKPHIT, KOTOpbLIA Oynmer
KOHTpoJiupoBaTh Bce ¢yHKuuu lobby (co3manust KOMHATHI, TOIKIIOYEHHS K
CyIIecTBYIOIIeH, 3aganus Huka) Jus padotsl ¢ Photon HE06X0AMMO MOIKITIOYUTH
o6ubnuotexy Photon.pun u 3ameHuTh cTaHIAPTHBIN Kiacc uniy MonoBehaviour Ha
MonoBehaviourPunCallbacks (puc.1).

-} UnityEngine.UI;

Pucynok 1. [Togkntouenus 6ubiuoTexku

Oyukmus OnConnectedToMaster() oTBeuaer 3a MOAKIIOUEHHUS K CEpBEPY
(puc.2).
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OnConnectedToMaster()

panel.SetActive( X

Pucynox 2. [Togkimtouenus K cepBepy

Hwxe mnpuBenensl ae ¢GyHkuu: joinRoom (puc.3) mOAKIIOYCHHS K
koMHare 1 CreateRoom co3maHus KOMHATHL.

CreateRoom()

¢.NickName = NicknameInput.text;
SetString("NickName", NicknameInput.text)
.CreateRoom( c Photon.Realtime.Ro ns { MaxPlayers = 28, CleanupCacheOnLeave =

joinRoom()

onNetwork.Ni NicknameInput.text;
SetString("NickName", NicknameInput.text);
-JoinRandomRo

Pucynoxk 3. [loakimroueHus Kk KOMHATe

Oynkuus  OnJoinedRoom mnojakiIoyaeTr Urpoka, CO3/aBIIETO0 KOMHATY
(puc.4).

OnJoinedRoom()

PhotonNetwork. LoadLevel("Game");

Pucynoxk 4. [lepeHoc urpoka B KOMHaTy

3.2 Co31aHUs HITPOBOTO MEPCOHAKA
[lepconaxx mnpeacTaBisieT coOOiMl cHpaiT, ymnpaBisgeMblid ckpuntamu. B
JTaHHOM ciyvae Ha Player naxomurcs nBa ckpurra playerControl (puc.5).
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Default

Photon View

+~ Plauer Cantrol (Script)

Pucynoxk 5. Hactpoiika mieepa

Ckpunt game Manager oTBe4aeT 3a MOJIKIIOYEHUS U OTKIIOYSHHUS UTPOKOB
oT KoMHaThbl. [Ipu cTapTe UTPOK co3aaeTcs B ClydaitHOM Touke (puc.6).

Vector3(UnityEngine.Random.Range(1l, 15), UnityEngine.Random.Range(l, 5));

etwork.Instantiate(playrPrefab.name, Pos, Quaternion.identity);

Pucynox 6. Co3nganus urpoka

B ckpunte playerControl 3amaercs HanpaBiaeHHs ABHKECHHE UTPOKa (pHc.7),
a B ckpunrte mapController peanusyercs camo aprkeHue (puc.8).
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HandleInput()

if (Input.GetHKey(HeyCode.LeftArrow)) Direction
.GetKey(KeyCode.RightArrow)) Direction
t.GetKey(HeyCode.UpArrow)) Direction =
.GetHey(KeyCode.DownArrow)) Direction

put .GetMouseButtonDown(8))

touchstarted = Camera.main.ScreenToWorldPoint(Input.mousePosition);

}
else if(Input.GetMouseButtonUp(8))

touchEnded Camera.main.ScreenToWorldPoint(Input.mousePosition);
swipe = touchEnded - touchstarted;

if(swipe.magnitude > 2)

{
if (Mathf.Abs(swipe.x) > Mathf.Abs(swipe.y))
{

if (swipe.x > B8) Direction Jector2Int.right;
else Direction = Vector2Int.left

}

else

{
if (swipe.y > @) Direction = or2Int.up;
else Direction = Vector2Int.down;

.Time > lastTicKTime + 1 &&
{.IsMasterClient &&
.CurrentRoom.PlayerCount >= 1)

Vector2Int[] directions = plauers
.Where(p => !p.IsDead)
.OrderBy(p => p.PhotonView.Owner.ActorNumber)
.Select(p => p.Direction)
.ToArray();

s options { Receivers = ReceiverGroup.Others };
sendOptions = = Jptio { Reliability = };
¢.RaiseEvent rections, options, sendOptions);

PerformTick(directions);

i < plauers.Count; i++)

if (plauers[i].IsDead == )
{

GameManager.Leave();

Pucynox 8. /[mwxenue urpoka

[Ipu crapte co3maeTcsi ceTka, Ha KOTOpOW B JalibHeWmeM OyaeT
reHepUpOBaThCs JoKarus (puc.9).
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cells = [constante.FieldwIDTH, constante.FieldwIHEIGNT];

for ( x = 0; x < cells.GetLength(0); x++)
{
for ( y = 8; y < cells.GetLength(1); y++)
{
Tilemap.SktTilé( Vector3Int(x, y, 0), cel);
SetCell( Vector2Int(x, vy), );

}
for ( x = B; x < cells.Getlength(8); x++)
{

Tilemap.SetTile( tor3Int(x, -1, 8), BedtocTile);
Tilemap.SetTile( Vector3Int(x, cells.GetlLength(1l), @), BedtocTile);

}

for ( y = 0; y < cells.GetLength(1); y++)
{

Tilemap.SetTile( Vector3Int(-1, y, @), BedtocTile);
Tilemap.SetTile( tor3Int(cells.GetlLength(8), vy, 8), BedtocTile);

Pucynok 9. Co3nanue ceTku

[Tocne co3manus ceTka 3amoHsAeTCs Taiiamu pasHoro tuna (puc.10).

SetCell(Vector2Int pos,

cells[pos.x, pos.y] = set;
il cell;

if (lset)
{
cell = :
}
else if (pos.y < 9)
{
cell = StoneCelTile;
}
else if (pos.y < 11)
{
cell = Random.value > B.5f ? StoneCelTile : DirtCeilTile;
}
else if (pos.y < 19)
{
cell = DirtCeilTile;
1
else if (pos.y < 21)
i
cell = Random.value > 8.5f ? GrassCellTile : DirtCeilTile;

GrassCellTile;

Tilemap.SetTile((Vector3Int)pes, cell);

Pucynok 10. 3anonHeHue ceTku
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[Tpu kKomaHWM BBEPX MO UTPOKOM co31aéTcs nectHuna (puc.11).

Setladderlength( length)

@; i < Ladder.childCount; i++)

Ladder.GetChild(i).gameObject.SetActive(i < length);

while (Ladder.childCount < length)

{
ransform lastTile = Ladder.GetChild(Ladder.childCount - 1);

Instantiate(lastTile, lastTile.position + Vector3.down, Quaternion.identity, Ladder);

Pucynok 11. Co3nanue 1eCTHUIIBI

Ecimu urpok A mnpoxXoauT IOJ JECTHUICH Hrpoka B oH mpourpsiBacT
(puc.12).

MinePlayerBlock(plauerCantrol player)
if (player.Direction == Vector2Int.zero) return;
Vector2Int targetposition = player.gampos + player.Direction;

if (targetposition.x < @) return;
if (targetposition.y < 8) return;
if (targetposition.
if (targetposition.

if (cells[targetposition.x, targetposition.y])

{
SetCell(targetposition, e
player.Score++;

2Int pos = targetposition;
plauerCantrol mineplauer = plauers.First(p => p.PhotonView.IsMine);

if (mineplauer != player)

{

while (pos.y < cells.Getlength(1l) && !cells[pos.x, pos.y])
{
if (pos == mineplauer.gampos)
{
PhotonNetwork.lLeaveRoon();
break;
H

pos.y++;

Pucynok 12. VY nanenus urpoka
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3.3 PaGoTa nporpaMmmsl
[1pu 3amycke UTpbI TOSBISETCS MEHIO C MOJIEM JIJIsl BBOJA HUKA M KHOIIKAMH,

IpY HAKATHX Ha KOTOPBIC MM CO3aThCsl KOMHATA, WM OCYIIECTBISCTCS MEPEHOC
(puc.13).

€O30aTE KOMHATY

NPUCOBAMHITLCA

Pucynox 13. ['maBHOE MEeHIO

[locne wnaxartme KHONKM cO3MaHMS KOMHATBI, HWIPOKAa IIEPEHOCUT B
CT€HEPUPOBAHHYIO KOMHATY, YIIPABJIECHNUE OCYIIECTBISETCA HAKATHEM Ha CTPEJIKU

(puc.14).

Pucynoxk 14. UrpoBoii nporecc

4 BuIBOaBI

B pesynbrare manHoit paboThl OblIa pazpaboTaHa MHOTOIOIB30BATEILCKAS
OHJIaAH urpa B cpeme paspabotku Unity ¢ ucnonb3oBanueMm ruiarmaa photon.
Taxoke ObITH PACCMOTPEHBI OCHOBBI PAOOTHI C IAHHBIM TUTATHHOM.
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