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BCTYII

AKTYaJbHICTh TeMH. AKTYaJdbHICTh TEMH 111€1 pOOOTH 3yMOBJIEHA CY4YaCHUMU
TEHACHIIISIMH PO3BUTKY IT'POBOI 1HAYCTPIi, 1€ BCe OLIbIIe MPOEKTIB OPIEHTYIOTHCA Ha
CTBOPECHHsSI MACIITa0HWUX, BaplaTUBHUX Ta O0araTOKOPUCTYBAIIbKUX CEPEIOBHII.
[IponienypHa reuepaiiisi CBiTIB BUCTYIIA€ KIOYOBUM 1HCTPYMEHTOM Y IIbOMY MPOIIEC,
OCKIJIbKH JI03BOJISIE aBTOMAaTUYHO CTBOPIOBATH BEJIMKI M PI3HOMAaHITHI I'POB1 IPOCTOPHU
0e3 HaJIMIpHMX BHUTpAT PECypciB Ta yacy Ha py4yHe NpoekTyBaHHA. lle 3abesmneuye
MIJBUIICHY peirpabenbHICTh, TUHAMIYHICTD 1 Henepea0adyyBaHiCTh 1ITPOBOTO JOCBIY,
10 OCOOJMMBO BAXKJIMBO IS KAHPIB BIDKMBAHHS, CTpATerii Ta BIAKPUTHUX CBITIB.
JlonatkoBUM (paKTOPOM aKTYaJIbHOCTI € 3pOCTAaHHS MOMUTY Ha 0araToKOpHCTYBallbKi
ITpU cepel] pI3HUX KaTreropiil KopUCTyBadiB, [0 CTUMYJIIOE PO3POOHUKIB JO MOILIYKY
IHHOBAIIMHUX TIAXOMIB JJII ONTHUMI3aIil MEpeKeBOi B3a€MOIii, ITiIBUIICHHS
IPOAYKTUBHOCTI Ta Oe3neku. Takum YMHOM, JOCIHIIKEHHS alrOPUTMIB MPOIETYyPHOI
reHeparii y noeJHaHH1 3 MeTO1laMu 1o0yA0BH 0araTOKOPUCTYBaIlbKUX KOMIIOHEHTIB HE
JUIIEe BIJIMOBIAA€ CydyacHUM moTpedaM 1HAYCTpii, ajie i Ma€e 3HAUHMM MPAKTUYHUN
MOTEHIIIaJ JIJIsl BOPOBAXKEHHS Y peasibHi IrpOB1 MPOEKTH.

Meta poboTu — IOCHIAWTH Ta PO3POOUTH CHUCTEMY MPOIEAYPHOI TeHeparrii
IrpOBOTO KOHTEHTY (010MU CBITY, pecypcH) Ta METOIU B3a€EMOJAIl MK TI'paBIsIMU Ha
pUKJIaai 0araTOKOPUCTYBAILKOT TPH.

O0’eKT I0CTiTKEHHsI: TPOIEC CTBOPEHHS Ta HAMOBHEHHS ITPOBUX CBITIB;
peanizailisi 6araToOKOpUCTYBallbOrO PEKUMY T'pU Ha irpoBomy pyuii Unity.

IIpeameT gocaizKeHHsI: AITOPUTMHU Ta IPOTPaMHi PIIEHHS AJIs MPOLEeAYPHOT
reHeparlii iIrpoBUx cepeoBUII Ta CIOCOOM peaizallii 6ararTokOpucTyBaIbX 1rop.

AmnpoOauis pe3yiabrariB podotu: Te3u Oyno omnyOnikoBaHo y 30ipHHKY I
MixxkHapoaHO1 HayKoBO-TIpakTU4YHOI KoH(pepeHiii “TlpobnemMu KOMIT IOTEpHUX HAyK,

IPOrpamMHOro MojieItoBaHHs Ta 6e3neku nudpoBux cucteM” (9 — 11 uepsus 2025 p).



PO3/ILI 1
OIVISI/I TA AHAJII3 AJITOPUTMIB [IPOLIEJLYPHOI TEHEPALIIT CBITIB
TA IHCTPYMEHTIB BATATOKOPUCTYBAIILKOI KOMIIOHEHTH Y
BIJEOITPAX

1.1 1o Take mpoueaypHa resepaiist cBiTiB

[IponienypHa reHepailisi — 1€ CHOCI0O aBTOMAaTMYHOTO CTBOPEHHS IrPOBOTO
KOHTEHTY, 30KpeMa BipTyallbHUX CBITIB, 3a JIOTIOMOTOO aJITOPUTMIB, a HE JIUIIIE PYIHOT
po0OTH XyHOXKHHUKIB UM au3aiiHepiB. Takuil miaxig IPYHTYETbCS Ha MaTeMaTHUYHUX
GyHKISAX, TEBHUX MpaBujiaX 1 BUMAAKOBUX (TICEBIOBUITAJKOBUX) TeHEpaTopax.
BuxopucroByroun mnoyarkoBe uucio (seed), aaroputM QopMmye CTPYKTypoOBaHi i
BIITBOPIOBaHI cBiTH. Ha mpakTtuili 1ie o3Havae, 1o 3aMicTh TOTO, 1100 30epiraTu KOXKeH
OIT 1aHUX TPO CBIT, rpa 30epirae numie seed 1 caMm aITOPUTM. 3aBASIKU LIbOMY MOXKHA
CTBOPIOBATH BEJHKI W JETaTi30BaHl CBITH, HE BUTpAaYarOuu Oarato mam’siTi, a KOXKeH
HOBUH seed papye rpaBUEeBl YHIKAJIBHUNA JOCBIJ 1 MJBUILYE PEIrpaOeabHICTb.

Inei mpouenypHoi reHepamii MaiOThb JIOBrY ICTOpito y Bigeoirpax. Panni
MIPUKJIaJIA BKJIIOYal0Th Rogue 13 mporieaypHo 3renepoBaHuMu miazemeruisimu Ta Elite,
Jie allTOPUTM CTBOPIOBaB 30psiHI cucTeMu. Lli irpu mokaszaiu, 10 HaBiTh MPOCTI
QITOPUTMH MOXYTh MOPOKYBAaTH BEIUKY PI3HOMAHITHICTH ITPOBOTO IPOCTODY.
CydacHl MIIXOOM PO3BUBAIOTHCSA 3aBISKM HOBMUM MaT€MaTMYHUM METOJaM,
HOTY>KHIIIMM  OOYMCITIOBAJIBHUM MOXJIMBOCTSAM 1 TiIOpHIHUM TEXHIKaMm, SKi
KOMOIHYIOTh IIyM, TpaMaTUKH, CUMYJSALII Ta MOIYJl s Ie OUIbII IiKaBUX 1

peaiCTUYHUX CBITIB. [1]



1.2 Buan npouexypHoi reHepaiii CBIiTiB: IX 0COOJIMBOCTI Ta HEAOJIKHU

1.2.1 I'enepauis Ha ocHoBi mrymy (Noise-based generation)

B ocHOBI anropuTMmy J€KUTh BUKOPUCTAHHS (DYHKIIN HIymy, sSIKI T€HEPYIOTh
NICEBJIOBUIIAJIKOBI 3HA4YEHHs 3 IUIaBHOK 3MIHOI B mpocTtopi. Ha BinMiHy BiA
CIIPaBXXHbOI BUITAJIKOBOCTI, IITyM Ma€ KOT€PEHTHICTh — OJM3bKI TOYKH MAIOTh CXOXKI

3HAUCHHS, 10 CTBOPIOE MPUPOJIHI TpajiieHTH Ta opraniudi popmu. (Puc. 1.1) [2]

Puc. 1.1 — [Ipuxnana renepaiiii CBITy Ha OCHOBI IIIyMY

3acTocyBaHHS aJrOpUTMY IreHepallii Ha OCHOBI IIIyMY:

reHepaiis BUCOT JlaHamadTy Ta peabedy MiCleBOCTI;

CTBOPEHHSI IPUPOJHUX TEKCTYP (XMapH, BoAa, KOpa JEpeEB);

PO3MOALT pecypciB Ta 610MiB y BIIKPUTHX CBITax;

MOJICJTFOBaHHS IPUPOAHUX SBUIIL (TyMaH, MUJIOB1 Oypi).

JJi MOZIeTIOBaHHSI IPUPOJHUX CTPYKTYP 1 FeHepallli MJIaBHUX, HEMepioAUYHUX
TEKCTYp Yy KOMI'IOTepHIA Tpadimi Ta mudpoBiid 00poOIll CHUTHATIB IIUPOKO
3aCTOCOBYIOTHCSL Pi3HI BUAU TMPOIEAYPHOTO IIyMy. Taki ajaroOpuTMu JO3BOJISIOTH
OTPUMYBATH CKJIaJHI Bi3yajbHI Ta YKMCJIOBI MaTE€pPHU HAa OCHOBI BITHOCHO MPOCTUX
MaTeMaTUYHUX TpaBwi. HailbimbIn MOMMPEHNMH Ta MPaKTUYHO 3HAYYIIUMHU € [IyM
[lepnina, ppakranpHuii mym ta uryMm Bopoi.

ITponiec renepari mymy Ilepmina (1983) cknamaeTbesi 3 HaBEACHUX HIDKYE

eTalrB.
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CTBOpEHHS TpaJleHTHOT penriTku. Po3MilieHHs BEKTOPIB IPai€HTIB y By3Jax
PETYISPHOI CITKH.

OOuucnenHs BiacTaHe. [[asd KOXHOT TOYKM BH3HAYAIOTHCSA BIACTaHI 10
YOTUPHOX HANOIMKINX BY3JIB.

Ckanspauil 106yToK. OOUHCICHHS CKaJSIPHOTO AOOYTKY MK Tpaji€HTaMu Ta
BEKTOpAaMH BiJICTaHEH.

Intepnionsmis. IlnmaBHe 3MmilIyBaHHS 3HAu€Hb 3a JOMOMOTOI0 KyO1uHOI abo
KBIHTUYHOI (PyHKITI].

Hopwmamnizaris. [IpuBenenns pesyapTary 10 aianaszony [-1, 1].

Opakranpuuii mym (FBM) dopMyeTbes MIISXOM HaKJIaJaHHS KIJIbKOX IIapiB

0a30BOro IIyMy Ta BKJIIOYA€ HABEJICH1 HUKUE KPOKH.

l.

Busnauennss 6a3oBuXx mapameTpiB. BCTaHOBIEHHS YacTOTH, aMIUTITYId Ta
KUTBKOCTI OKTaB.

I'enepaniss nepimoi okraBu. CTBOpeHHsI 0a30BOro miapy IIyMy 3 HAWHMKYOIO
4acTOTOIO.

JHonaBanHs okTtaB. HaknagaHHs 10IaTKOBUX IIapiB 3 MOJABOEHO YaCTOTOIO Ta
3MEHIIICHOO aMILTITYO¥O.

Hopmamnizamiss pesynasrary. MacmraOyBanHs —(iHAJIBHOIO 3HAYEHHS [0
MOTPIOHOTO Jl1arma3oHy.

Anroputm renepariii mrymy Bopii (1996) nepenbauae BUKOHaAHHS TaKUX JiH.
Po3wminienHs 3apokoBUX TOUOK. BumaikoBe po3cTaBIsIHHS KOHTPOIBbHUX TOYOK
y TIPOCTOPI.

OOuncneHHs BiacraHer. [ KOXKHOT TOYKHM 3HAXODKECHHS BIJCTaHI JO BCIX
3apOKIB.

Bubip wmiHimManpHOI BifacTaHi. BukopucTaHHS HAWMKOPOTINOI BiJICTaHI SIK
OCHOBHOTI'O 3HAYEHHS.

3actocyBanHs ¢GyHKIi. [lepeTBopeHHs BiJICTaH1 3a JOMIOMOTOK MaTeéMaTUYHUX
orieparri.

VY Ttabmumi 1.1 HaBeneHi mepeBard Ta HEOJIKM BUKOPHUCTAHHS aJITOPUTMY

reHepailii Ha OCHOBI IITyMY.



Taomwms 1.1

[lepeBaru Ta HeOIIKK TeHEpaIlil HA OCHOBI IIyMY

ITepeBaru

Henomixu

CTBOpIOE IUIaBH1, IPUPOAHI Ta OpraHIvHI

naHamadTH

YucTtuii mym Moxke OyTH OJJHOMaHITHUM

a00 3aHAJTO Xa0TUYHUM

EdexTtuBHUN Ta IMBUIKUH, MTIAXOIUTH

JUTSl TeHEpallii BEJIMKUX BIIKPUTHX CBITIB

He migxomuTh aJisi CTBOPEHHSI YITKHX,
IMTYYHUX CTPYKTyp ©0€3 J0JaTKOBHX

aNTOPUTMIB

Jlerko macmTaOyeTbcsi Ta KOMOIHY€EThCS

3 IHIIMMH aJITOPUTMaMHU

CknagHO KOHTPOJIOBATH  crienudivHi

0Cco0MMBOCTI TaHamadTy

Jl03BoJIsSIE TOUHUN KOHTPOJb AeTami3alii

4epe3 CUCTEMY OKTaB

Moxe CTBOpIOBaTH HEMPAKTUYHI IS

TEUMILUIEIO 30HU

1.2.2 T'enepauist Ha ocHOBi rpamaTuk (Grammar-based generation)

I'pamaTuyHi cHUCTEeMH BUKOPUCTOBYIOTH HaOIp MpaBWJI TEPENHUCYBaHHS, SKi

MOCTYTOBO TPaHC(HOPMYIOTh TOYATKOBHA CHMBOJI y CKIAQTHy CTPYKTypy. IIporec

Harajye picT )KUBUX OpraHi3MiB a00 PO3BUTOK MOBHUX KOHCTPYKIIIH.

3acTocyBaHHs aJrOpUTMY I'eHepallii Ha OCHOBI IPaMaTHUK:

- CTBOPEHHS apXITEKTYPHUX CIOPY/ 3 JIOTTYHOIO CTPYKTYPOIO;

- TeHepailis opraHiuHux Gopm (aepeBa, poCIUHH, KOpaJu);

- TpOLEAYpHE CTBOPEHHS MICT 3 ypaxyBaHHIM IUIaHYBaJIbHUX MPUHIUIIIB;

- TeHepalis CKJIaJHUX JaOIpUHTIB Ta MiA3EMEllb.

3aiexxHo BiJI cocoOy OMUCY Ta 1HTEpIIpeTallii MpaBWI PO3PI3HIIOTH KUJIbKa

OCHOBHUX THUMIB IpaMaTHYHUX CHUCTEM, IMOCTIOBHICTh 1 SKUX HaBEICHO

HUKYE.

L-cucremu (Lindenmayer Systems) € popMaabHUM I'paMaTUYHUM TI1IXOA0M JI0
IPOLEAYPHOI TeHepallii CTPYKTYp, aITOPUTM pOOOTH SIKUX BKIIIOYAE TaKl €TaIlu.
akcloMd.  BCTaHOBIEHHS  MOYaTKOBOTO abo

1. BusnaueHns CHMBOJTY

MOCJIIJOBHOCTI.
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CTBOpeHHs MpaBuIl 3aMilleHHs. Bru3HaueHHS SK KO)KEH CHMBOJI 3aMiHIO€THCS
HOBOIO MOCJ1I0BHICTIO.

IteparuBHe 3actocyBanHs. [locmiloBHE NEpEeTBOPEHHS psjAKa 3TIAHO 3
MpaBUJIaMU 33JJaHOT KIIBKOCTI pas3iB.

Intepnperanist cumBoiniB. IlepeTBopeHHst (piHAIBHOTO psiAKa B T€OMETPHYHI
00’ €KTH.

3acrocyBaHHsl mapameTpiB. JlomaBaHHS 3MIHHHMX JUIS KOHTPOJIIO PO3MIpIB Ta
KYTIB.

KoHTeKCTHO-BIIbHI TpaMaTUKU 3aCTOCOBYIOTBCS i1 TOOYIOBH CKJIQTHUX

CTPYKTYp LUISIXOM BU3HAYECHHS MPABHJI 3aMILICHHS Ta PEKypPCHUBHOTO PO3TOPTAHHS;

MPOIIEC iX BUKOPUCTAHHS PEai3y€eThCs Y BUNVISIAI TAKMX KPOKIB.

l.

CtBopeHHs iepapxii npaBuil. Bu3HaueHHS SIK CKJIaHI CTPYKTYPU CKIIaIAl0ThCS
3 MPOCTIMIHX.

PexypcuBHe po3ropTaHHs. 3aMillleHHsI HETEpMiHAIIB BIAMOBIIHO 10 MPaBUIL.
Koutpons mmbunu. OOMexXeHHs peKypcii A 3amo0iraHHs HECKIHYEHHOMY
pocry.

3acrocyBaHHA 00MeXeHb. BpaxyBaHHS MPOCTOPOBUX Ta JIOTITYHUX OOMEXKEHbD.
@dinanpHa iHTEprpeTaiiisa. lleperBopeHHst rpamaruuHoro gepea B 3D

CTPYKTYpH.

I'pad-rpamaTiik 3aCTOCOBYIOTHCS NJIsi TPOIEAYPHOI TeHeparlii CTpyKTyp Ha

OCHOBI TpadiB, A€ 3MIHM TONOJIOTII Ta TEOMETpli BH3HAYAIOTHCS MPABUIAMU

3amimieHHs. [Iponec iX BUKOpUCTAHHS peai3y€eThCs y BUITISAL TAKUX KPOKIB.

1.
2.

Iximiamizamis 6azoBoro rpady. CTBOpeHHS MOYAaTKOBOI TOMOJIOTIYHOT CTPYKTYPH.
3actocyBaHHs MpaBWi 3aMillleHHA. 3amiHa miarpadiB 3rifHO 3 BU3HAYEHUMU
mabJoHaMHu.

KoHTponp TomonoriyHoi KOpeKTHOCTI. 3a0e3neueHHs 30epeKeHHs MPaBIIIBHIX
3’¢IHAHb.

JlonaBanHs  TeOMETpHUYHHUX  arpuOyTiB.  [IpUCBOEHHS  TPOCTOPOBHX
BJIACTUBOCTEM BY3JIaM.

I'eneparis ¢inansHoi reometpii. CtBopennst 3D Moneneit Ha ocHOBI Tpady.
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VY tabnuii 1.2 HaBedeH! MepeBard Ta HEIONIKM BUKOPUCTAHHS aJITOPUTMY

reHepailii Ha OCHOBI TpaMaTuK.

Taomuus 1.2

[lepeBaru Ta HEOMIKK reHepallii Ha OCHOBI T'paMaTUK

IlepeBaru

Henomniku

Jlo3Bogs1€ CTBOPIOBATH CKJIaHI,

1epapXiyHi Ta JIOT1YHI CTPYKTYpH

Po3pob6ka npaBui Moxke OyTH CKIJIaTHOIO

Ta TPYAOMICTKOIO

[neanbHO MIAXOMUTH JJIsE ApXITEKTYPHU Ta

opraniuHux popm

PCSYHI)TaTI/I MOXYTb BUITIAAATU HITYYHO

OpU  HEAOCTaTHI  pPI3HOMAHITHOCTI

IIPaBUJI

3abe3reuye BUCOKUN PIBEHb KOHTPOJIIO

HaJl PE3yJIbTaTOM

Baxko 30amaHcyBaTy Mix CKJIaJIHICTIO Ta

nependavyBaHiCTIO

Mosxe CTBOPIOBaTH caMomoi0H1

(dbpakTanabHl CTPYKTYypH

[Totpebye THOOKOTO PO3YMIHHS

peaMeTHOI 00J1acTi

1.2.3 I'enepauist Ha ocHOBI cumyJsiniii (Simulation-based generation)

CumynsniitHa reHepailis Monentoe (i3uyHI Ta MPUPOJHI MPOLECH MPOTATOM

TPUBAJIOTO Yacy, TO3BOJISIIOYM CHCTEMI E€BOJIIOI[IOHYBATH /IO PEaiCTUYHOTO CTaHY.

3aMiCTh MUTTEBOTO CTBOPEHHS CBITY,
dbopmyBaHHS.

3acTOCyBaHHS:

aJITOPUTM  “TIPOXKUBAa€” HOT0 1CTOPIIO

- CTBOPEHHS PEAJTICTUYHUX KOHTHMHEHTIB 3 JIOTIYHUM pPO3TAIlyBaHHSAM TIp Ta

BOJOMM,;

-  MOACJIIOBAHHA KJIIMAaTUYHHUX 30H Ta IIOTOJHHUX HaTepHiB;

- TeHepallisi IPUPOJHUX EKOCHUCTEM 3 TIPaBIAONOAIOHUM PO3IMOAITIOM BU/IB;

- CHUMYJISAIIS ICTOPUYHOTO PO3BUTKY LIMBLII3ALIINA Ta MICT.

KoxkeH Tunm cumymsmii XapakTepu3yeTbCsl BJIaCHUM Ha0OpOM IMpaBUil Ta

MOCIHIOBHICTIO MAiil, 10 3a0e3meuyloTh MNOCTYNOBE (POPMYBAHHSA peEaTiCTHUHUX
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Monene. Hwkde HaBeAeHO OCHOBHI THIM CHUMYJSIIINA Ta TOKPOKOBHM OIMKC

aJTOPUTMIB IXHHOTO BUKOHAHHS.

hA I S

TexToHIYHA CUMYIISIIIS.

CTBOpEHHSI TMOYaTKOBUX IUIMT. Po30UTTS Teputopii Ha TEKTOHIUHI IUTUTH 3
PI3HHMH BIIACTUBOCTSMH.

Bu3zHaueHHs HallpsIMKiB pyXy. BcTaHOBIIEHHSI BEKTOPIB pyXy JUIsl KO>KHOT TUIUTH.
MopaentoBanHs Komi3iid. OOUMCIIEHHS B3a€MOIIl MIXK TUIMTaMU TPU 31TKHEHHI.
®opmyBanHsi penbedy. CTBOpeHHS Tip MpU KOHBEPreHIli, JOJIUH MpHU
JTIUBEPIEHITIi.

Crabinmizaiis cucremu. [locTynoBe ymoBUIbHEHHS MPOLECIB A0 PIBHOBAKHOTO
CTaHy.

["gposnoriya cuMyssIis.

Posmoninn mouatkoBux omamiB. Po3milieHHS BOAM Ha TOBEPXHI 3TITHO 3
KJIIMaTHIHUMHU MOJICTISIMU.

Cumynsiisi ctoky. OOYHCIICHHS HAMpsMKIB Teuli BOAM 3TiTHO 3 TpagieHTaMu
BUCOT.

MopnentoBanHs epo3ii. BunaneHHs rpyHTy Ta HOPOAHM [ 11€F0 BOJHUX MOTOKIB.
Tpaucnopt cemumenTiB. [lepeHecenHs 3pyHHOBAHOTO MaTepiaiy TEUi€ro.
CenumenTaris. BinknaaeHHs Marepiainy Opy 3MEHIIEHH] MBUIKOCTI TeYii.
KnimMarnana cumyssitis.

Po3paxyHoKk COHSIUHOI 1HCOJIALII. BU3HAU€HHST KUTBKOCTI COHSIYHOI €Heprii Jis
KOXKHOI JUISTHKH.

MonentoBanHs atMmochepHOT UKy, OOYUCIeHHS pyXy MOBITPSIHUX Mac.
Cumynsiis BUImapoByBaHHS. MoCIFOBaHHS HaIXOKCHHS BOJIOTH B aTMOCdepy.
Po3monin omanis. BusHadeHHs 30H BUTIQaHHS JOIILY Ta CHITY.

dopmyBaHHS KJIIMAaTUYHUX 30H: BCTaHOBIEHHS CTA0UTBHUX TEMIIEpAaTypHUX Ta
PEXKUMIB BOJIOTOCTI.

Exonoriuna cumyssiiisi.

Po3MimienHss movarkoBUX BHJIB. BumankoBe a0o KepoBaHE PO3CEICHHS

OpraHi3MmiB.



2. MopentoBaHHs POCTY  TOMYJISIIIN.

pPECYpPCHUMH OOMEKCHHIMHU.
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Cumynsiis pO3MHOXKEHHS 3TiAHO 3

3. Cumynsis mirpariii. MozentoBaHHs TIEPEMIIICHHs] BUJIB y TONIYKaX Kpamux

YMOB.

4. MixBujoBa KOHKypeHIlisl. OOUMCIeHHS B3a€EMOAIl MK PI3HUMHU BUAAMH 3a

pecypcH.

5. Eomtonis ekocrcteM. JJOBrOCTPOKOBI 3MIHU y BUJIOBOMY CKJIaJll Ta CTPYKTYPI.

VY tabnumi 1.3 HaBeneH1 mepeBard Ta HEIONIKM BUKOPUCTAHHS aJTOPUTMY

reHepaiiii Ha OCHOB1 CUMYJISIII. [3]

Taomuis 1.3
[lepeBaru Ta HEOMIKK TeHEpallil HA OCHOBI CUMYJIALIT
[lepeBaru Henomniku
3abe3reuye HaBUIIMNA piBeHb peanizmy | HanzsuuaitHo 00YHMCITIOBAIBHO

Ta Bi3yaJbHOI JOCTOBIPHOCTI

IHTEHCUBHHM Ta MOBUTLHUN TTPOIIEC

CrtBOpIOoE  JIOTIYHO  B3a€EMOTIOB’sI3aH1
CUCTEMH 3 TNPUYHMHHO-HACIIIKOBUMHU

3B’ I3KaMU

Cknanauii TUTS HaJIAIITyBaHHS,

HaJIaroJXKCHH:A Ta KOHTPOJIIO napaMeTpiB

Jlo3Boms1€ MOJICITFOBaTH CKJIaH1

IPUPOJIHI SABHUIIA Ta 1X B3AEMOIIIO

Moxe CTBOpIOBaTH HEMPAKTUYHI IS

IrPOBOTO MPOLECY Pe3yNIbTaTH

Pesynpratn MaroTh HayKOBE

OOTpYyHTYBaHHS Ta MPUPOAHY JIOTIKY

[Totpebye TITHOOKIX 3HAHb y

BIJIMOBIAHUX HAYKOBUX TaTy35X

1.2.4 I'enepauisi Ha ocHOBi Mo3aiku (Assembly-based generation)

Mo3aiuna reHepailis BUKOPUCTOBY€E HalIp MOMEPEeIHhO CTBOPEHUX “‘mpedadiB”

a00 MOMYIIB, K1 AJITOPUTMIYHO TIOEAHYIOTHCS 3a TIEBHUMU NpaBuiamu. Lle cxoxe Ha

CKJIaJIaHHJ 11a3J1y, 1€ KOKHA YaCTHHA Ma€ BU3HAYECHI TOYKHU 3,€I[HaHH$I.

3acTOCyBaHHS:

- TeHepauis miazemens Ta 1a0ipuHTiB Y RPG Ta roguelike irpax;
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CTBOPEHHS apXiTEKTYPHHUX CTPYKTYP 3 JIOTIUHUM TUTAHYBaHHSIM;
MpoIIeTypHAa TeHepallist iHTep €piB OyiBeh Ta CIOPY;
CTBOPEHHS IOPOXKHIX MEPEX Ta MiCHKUX TIAHYBaHb.

Mo3zaiuHa reHepairisi OXOIUTIOE KiIbKa IMiITUITIB, KOXKEH 13 SKUX Ma€ BJacHI

OpUHLIUINN (OPMYBaAHHS Ta MOCHIIOBHICTH J11i, HABEICHI HUXKYE.

TailioBa reHepaliss BUKOPHUCTOBYETHCS [JIsi MPOLEAYPHOTO CTBOPEHHS

IPOCTOPOBUX CTPYKTYp LUISIXOM KOMOIHYBaHHSI OKPEMHUX €JEMEHTIB (TailliB) 3a

BHU3HAYCHUMHU IIpaBUJIaMU. Hwmxde HaBeneHO OCHOBHI eTanu ObOI0 IpOLCCY.

l.

[TinroroBka Habopy TaitiniB. CTBOPEHHS KOJEKIlT KBaJApaTHUX/TEKCAroHaIbHUX
€JIEMEHTIB 3 BU3HAUEHUMH TUIIaMU KPaiB.

BusnaueHHss mpaBWJI CyMICHOCTI. BCTaHOBJIEHHSI SIKI THUIIM KpaiB MOXYTh
3’€THYBaTHUCSI MK COOOTO.

[TocninoBHe 3anmoBHeHHS. [IpoxoKeHHS MO CiTii Ta BUOIp CyMICHUX TailliB AJis
KOYKHOI ITO3UII.

[lepeBipka BanigHOCTi. KOHTpOJIb CyMICHOCTI 3 YK€ PO3MIIICHUMHU CYCITHIMU
TalJIaMH.

3actocyBaHHs Bar. BpaxyBaHHs IMOBIpHOCTEW MOSIBH PI3HUX THIIIB TAWJIiB.

MonynpHa TeHepallisi 3aCTOCOBYETHCS IS CTBOPEHHSI CKJIQIHUX IPOCTOPIB

HUIIXOM KOMOIHYBaHHSI TOTOBHX €JIE€MEHTIB a00 MOYIiB 32 BUSHAYEHUMU MPABUIIAMH.

Hwxve HaBeeHO OCHOBHI €Taru IbOTO MPOTIECY.

l.

CrBopennst 6a3u moayiniB. [ligroroBka HaOOpy TrOTOBUX KIMHAT, KOPUIOPIB
PI3HHUX PO3MIPIB Ta QYHKIIIH.

Po3MmimenHss ocHOBHUX eleMeHTiB. BumaakoBe a0o KepoBaHI MpaBUIaMU
PO3MILIEHHS KIIFOYOBUX MOJYJIIB.

3’eqHaHHS MOAYINIB. 3HAXO/PKEHHS ONTHUMAJBHUX IIISXIB MIX MOAYISAMH Ta
PO3MIILIEHHS 3’ €IHYBAJIbHUX €JIEMEHTIB.

[lepeBipka gocTynmHOCTI. 3a0e3medyeHHsT MOXKJIMBOCTI JICTAaTUCA JO BCIX
BaYKJIMBUX 30H.

Onrtumizamiss 1iaHyBaHHsA. [lokpallleHHST KOMITAKTHOCTI Ta JIOT14YHOCTI

po3TalryBaHH:.



14

[IpedaOpukoBana reHepallisi BUKOPUCTOBYETHCSI [IJIi CTBOPEHHSI CKJIQJHHUX

MPOCTOPIB  TUIIXOM PO3MIIICHHS

TOTOBUX BEIUKHX eJeMeHTIB (mpedabdiB) 3

ypaxyBaHHSIM YMOB Ce€pe0BHIIA Ta KOHTEKCTY. OCHOBHI €Tanu 1bOT0 MPOIECY MOIAHO

HMIXKYC.

1. Amnamni3 6ioMy/KOHTEKCTY. BusHaueHHs TUITy TepUTOPIi Ta YMOB JJIsl pO3MIIICHHS

npedadbis.

2. Bubip cymicHux mpedabis:

cepeoBHIIIa.

®inpTpallis €JIeMEHTIB BIAMNOBITHO 1O YMOB

3. Po3mimieHHs 3a citkorw. CucTeMaTM4HE pO3MIIICHHS Ha pEryjsipHid abo

HEPETYJISIPHINA CITI.

4. CrBopeHHs mepexoAiB. [eHeparlis 3’€AHYBaIbHUX €JIEMEHTIB MDK BEJIUKHUMU

npedadamu.

5. Heramizamist kpaiB. 3mIaJKyBaHHS MeEX Ta ajanTtaiis 10 HaBKOJIUIIHHOTO

nanamadry.

VY Tabmumi 1.3 HaBeneHi nepeBaru Ta HEAONIKM BUKOPUCTAHHS aJITOPUTMY

re’eparlii Ha OCHOB1 cCUMYJIAIIi. [3]

Taomuus 1.4

[lepeBaru Ta HEONIKU TeHEPAIlli HA OCHOBI CUMYJISIIIT

ITepeBaru

Henomniku

3ale3nedye HaWBHUIIUN KOHTPOJb

HaJ SKICTIO OKPEMHUX €JIEMEHTIB

CunbHO OOMEXY€EThCS PO3MAITTSIM HasIBHUX

MoymiB Ta npedadiB

Buaxkuii 1 nependadyBaHUN

npoLec reueparii

Moske CTBOpIOBaTHM IIOBTOPIOBAaH1 Bi3yallbHi

NaTepHU MPU HENOCTATHINA PI3HOMAHITHOCTI

Jlerko 1HTETrpyeTbCS 3 PYYHUM

IU3alHOM Ta XyJI0KHBOO

po0OTOIO

[Torpebye 3HAUHUX 3yCUIb JUII CTBOPEHHS

JIOCTaTHBOI KUJIBKOCTI PI3HOMaHITHUX

eJIEMEHTIB

Jlo3BOJISIE  CTBOPIOBATH  CKJIAHI
apXITEKTYypHI CTPYKTYpHU 3

MPaBIWJIBHUMU TPOMOPLISAMU

CknagHo 3a0e3neuuTd TPUPOIHI, OpraHivHi

MEePEeXOaH MK MOIYJISIMU
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1.3 I'iOpuaHi migxoam Ta ix nepeBaru

CyuacHi Irpu piKO TOKJIAIAIOThCA HA OJIMH THUIl TPOILEAYPHOI TeHepallii.
HaroMicTh po3poOHUKM KOMOIHYIOTH PI3HI MiAXOJAW, BUKOPUCTOBYIOYHM CHIIBHI
CTOPOHU KOXHOTO METOAY JJIi CTBOPEHHS O1IbIN JOCKOHAIMX Ta Pi3HOMAHITHUX
cBiTiB. Takuil TIOpUAHMN WIAXIT [JO3BOJSIE TMOAONATA OOMEXEHHS OKpEeMHUX
JIITOPUTMIB Ta JOCSTTH PE3yJbTaTiB, sKi Oyiau O HEMOXXJIMBUMU MPU BUKOPHCTAHHI
JIVIIIIE OJTHOTO METO.Y.

KombinHariist mymy Ta rpamMaTHYHUX CHUCTEM € OJHIE€I0 3 HaWMOIIWPEHIIINX
cTpaTerii. AnropuT™Mu IIymy (GOPMYIOTh OCHOBHHMM OpraHiuHMM JaHamadr,
CTBOPIOIOYHM TPUPOJIHI BUCOTH, JOJIMHHU Ta BOJAOWMH, TOJI SK TpaMaTHYHI CHCTEMHU
J0JIAl0Th CTPYKTYPOBaHi €IEMEHTH, TaKl sk OyaiBii, [epeBa abo mry4Hi ciopyau. Lleit
1X11 0COOIMBO €PEKTUBHUM Y irpax, e MOTPIOHO MOETHATH TPUPOTHE CEPEIOBUIIIC
3 apxiTekTypHuMHU enemeHTamu. Dwarf Fortress € mpukiamomM Takoro moexHaHHs, 1e
0azoBuil JaHamadT TEHEPYETHCS Yepe3 IIyM, a CKJIaJgHl CTPYKTYpU ITMBLII3aIllM
CTBOPIOIOTHCS 32 IOTIOMOTOIO TIPABHII Ta TPAMATHK.

[loemnanHs CHUMYNALIMHUX METOMIB 3 MO3AI4HOI0 TEHEPALI€l0 JI03BOJISIE
CTBOPIOBATH CBITH 3 HAyKOBO OOIPYHTOBAaHOI MAaKPOCTPYKTYpOI Ta JETaTbHO
OpOAYMaHUMHU JIOKATbHUMH ejleMeHTaMu. Cumynsmis ¢GopMmye BeIMKOMACIITaOHI
MPUPOJIHI TMPOIECH - KOHTUHEHTH, KJIIMaTU4YHI 30HHM, PIYKOBI CHCTEMH, TOM1 SK
MO3ai4Hi TEXHIKM 3a0e3MeuyloTh JeTaIbHE Ta KOHTPOJIBbOBAHE HAITIOBHCHHS
KoHKpeTHUX Jokamiil. Civilization VI pemoHcTpye 1med maxia, Je TiIo0anbH1
TEOJIOTIUHI Ta KJIIMATHYHI TPOIECH BU3HAYAIOTh 3arajlbHy CTPYKTypy CBITY, a
JIOKaJIBHI IeTalll CTBOPIOIOTHCS Yepe3 CUCTEMY TailmiB Ta mpedaodis.

bararomapoBa renepariist mpeacTaBisie HAUCKIATHIIITNHN, ajie i HAUTTOTY KHIIIAN
riOpuaHUHN miaxifa. Y mid cucTeMi pi3Hl aJITOPUTMHU BIATIOBIIAIOTH 32 OKPEMI1 aclleKTH
CBITY, MPAIFOI0YH MMapajelbHo a0o MociifoBHO. Hanmpukiian, myMm MoXe BH3HAYaTH
0a30B1 BUCOTH JIaHAIIA(TY, CUMYJIALIIS - PO3IO171 010MiB BIATIOBITHO JI0 KIIIMATUHUHUX

yMOB, TpaMaTU4YHI CHCTEMHU - PO3TAILYBaHHS Ta CTPYKTypy IOCENEHb, a MO3aidHi
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TEXHIKH - JIeTajli3aliio KOHKpETHUX Oy 1iBeNb Ta IHTEp €piB. Takuil miaxia 3adbe3neuye
HAJ3BHYaliHy THYYKICTh Ta JO3BOJISE TOYHO KOHTPOJIOBATH KOXEH acCIeKT

3reHEepPOBAHOTO CBITY.

1.4 Po3miupeHi NpuKIaam 3acTOCYyBaHHSA

Y Minecraft mporneaypHa reHepaiiisi CBITY MHO€AHYe OararomrapoBi ITyMOBI
bynkmii s GopmyBaHHS 0a30BOro penbedy 3 JOJATKOBUMM TMpaBUJIaMU ¢
mabJioHaMHu TSl TIeYep, CTPYKTYp Ta YyTIUBHUX A0 OloMiB elleMeHTiB. BucoTHa kapra
IpyHTYy OyayeThcs Ha “Hu3bkouacTtoTHOMy mIymi (Perlin-style noise) ans Benmkux
dbopMm penwvedy i OEKUTBKOX mIapiB mymy s apioHimoi aeramazaiii (FBM). [Teuepu
Ta MA3€MHI CTPYKTYpPH YacTO CTBOPIOIOTHCSA 32 JOTIOMOTOI0 3D-1tymMy 3 MOpOTrOBUMHU
3HAQUCHHSAMHU, a OYJIIBJII Ta ceja — 4YacTKOBO mpedaldpudHi 1ma0JIoHH, PO3MIIIEHI 3
ypaxyBaHHsSIM MICIIEBOTO pesibedy i 010MiB. 3aCTOCYBaHHs CTPIMIHTY YaHKIB 1 seed-
MIJX0Ay POOUTH CBIT BIATBOPIOBAHUM 1 BITHOCHO KOMITAKTHUM JIJIsl 30€peKeHHS Ta
nepenayi. [4]

No Man’s Sky — Hello Games OyayBaniu rpy HaBKOJIO JI€T€PMiHICTUYHOI, seed-
KEpPOBAaHOTO BCECBITY: KOMO1HAIIisI IIIyMiB, TapaMEeTPU30BAHUX MPOLIEAYPHUX IPaAMaTUK
1 HabopiB hopMys1 BU3HAYAE TIJIAHETH, IXH1 MOBEpXHI, Guiopy 1 payHy. Cuctema renepye
IUTICHI TIJIaHeTH 3 OloMaMu, IMOTO0K0, POCIWHHICTIO 1 YHIKQJIBHUMM 1CTOTaMH Ha
OCHOBI OJHOTO HAa0Opy Te€HEpaTUBHUX MpaBWi 1 seed, IO J03BOJSIE OTPUMYBATH
0e3MeXHy KITbKICTh BapiaHTIB MPH BIATBOPIOBAHOMY, X04a i BapiaTUBHOMY, AU3aiiHI.
¥ No Man’s Sky BUAHO CUIIBbHUI aKIIEHT Ha MaclITadi i OJHOYaCHO Ha MOBTOPIOBAHUX
mabJoHax — I1€ 1 KEPEIIO BEJINYl, 1 KPUTHUKH 32 BITIYTTS CXOKOCTI. [5]

Y Dwarf Fortress mporenypHa TeHeparlis NOEAHYE INOOAIbHI CUMYJIALIT
(reostoris, KiiMaT, ICTOPMYHI CHUMYJIALIT IMBLTI3AIIN) 13 JETAIBHOIO JIOKAJBHOIO
redepartiero. Icropuuna cumynsiis (“history generation”) CTBOPIOE TOKOJIHHS

UBLTI3alllNA, BiIHU, Mirpamii Ta KyJAbTypHI apTeakTd — uyepe3 Iie CBIT HaOyBae
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yHIKaJIbHOT “O10Tpadii”, sika MOTIM BIIUBAE HA JIOKAIBbHI KapTH 1 oii. Takuii miaxina
MOKa3zye, SIK CHUMYIALIT MOXYTh JoJaTH DIHUOWHHU, ajie BHUMAarae 3HAYHUX
00YHCITIOBAILHUX Ta IPOSKTHUX PECYPCiB. [6]

Terraria BukopucTOoBye MOAM(PIKOBaHI OMHOMIPHI Ta IIAPyBaTi IIyMOBI MiIX0AU
st (GOPMYBaHHSI BUCOTHOTO TIPO(D1II0, a TAaKOXK MPaBWJIa ¥ CKPUTITH JIJIsT TEHEpaIlii
neuep, 3 €AHAHUX Kamep 1 OloMIB y TMiA3eMeUIsiX. ApPXITEKTypHI €JIeMEHTH W
CTPYKTYPH 4acTO MOEIHYIOTh MPOLEAYpPHI IIapu 3 HAOOPOM MIAOJIOHIB, MPU LBOMY
Oararo reHepailiii BijOyBaeThcs ‘“‘moetanHo’” (mapu penbedy, MOTIM MeYepH, MOTIM
oioMu ¥ crpykrypu). lle kimacuyHMil TpUKIaA  TOEIHAHHA IIyMy 3
MOTyJTLHUMH/TIIA0JIOHHUMHU TeXHIKaMu Jutst 2D-mmardopmepa.

V cepii Cities: Skylines nporenypHi Ta alropuTMIdHI TEXHIKA 3aCTOCOBYIOTHCS
OlbIIle 0 CTBOPEHHS MICHKOI 1H(PACTPYKTypU ¥ TOTOKIB (IOpPOTH, 30HYBAHHS,
CUMYJISIIisA Tpadiky), HDK 10 “maHamadTHOro” mrymy. AJTOPUTMU JJiE CTBOPECHHS
JTOPOXKHIX MEPEXK, INIAHYBAHHS 30H Ta CUMYJIALIT €EKOHOMIYHUX/TPAHCIIOPTHUX MTOTOKIB
IPAaIOI0Th Y TAaHIEMI, @ TAKOXK € IHCTPYMEHTH JJIs IMIIOPTY T€OaHUX 1 aBTOMATUYHOL
noOynoBu kapt. Lle moka3oBwmii keiic, Ae MpoleaypHI METOAU IHTErPOBaHi y CKJIaJIHI

CHUCTEMH YIPaBIiHHS pecypcaMy Ta CUMYJIALIT MOBEAIHKU areHTiB. [7]

1.5 IlepeBarn nmpouexypHoi reHepaiii 1jisi BUKUBadiB-cTparTerii

JIis J)KaHpY BYDKHMBAY-CTPATErisl IIYMOBI ajJrOPUTMHU OCOOIMBO KOPHCHI: BOHH
JO3BOJISIFOTh  CTBOPIOBATH TPUPOAHI, TpaBAoNoniOHi JaHmmadTH (BaXXIWBI IS
JOCIIJKEHHS Ta BI)KUBAHHSA), 3a0€3MeUyI0Th Henepea0oaqyBaHICTh 1 BUCOKHI PIBEHb
peirpabenbHOCTI (pi3HI pO3TAIIyBaHHS pECypCiB, CTpaTEriyHli TOYKH TOIIO), 1
MacIITabOBaHICTh — MOXKJIUBICTh CTBOPIOBATH BEJIMKI CBITHM HABITH Ha MPUCTPOSX 3
00MEXEHOI0 TPOMYKTUBHICTIO. OCKUIBKM IIyM 3a3BHUYail OOYHMCIIIOETHCS JTOBOJI
IIBUIKO, HOTO JIETKO 3aCTOCYBAaTH y BEIWKHX BIIKPUTHUX CBITax a00 B MOTOKOBIii

re"epairii (streaming chunks).
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1.6 IIpodJiemu Ta 00MeKeHHS MPOLETYPHOI reHepamii

IIponienypHa reHeparlis Mae KijgbKa KIIOUOBUX MpoOieM: KpeaTuBHa (Opak
yHIKaJIbHHX, 3alaM’ITOBYBaHUX JIOKAIllil Ta €MOLIMHOT CKJIaJ0BOi 0€3 aBTOPCHKOIO
KOHTPOJIIO), TeXHIYHA (CTUKYBaHHS PErioHiB, OANaHCYBaHHS BEJIHKUX MPOCTOPOBUX
CUCTEM, TPOAYKTHBHICTh CHUMYIALIA 1 3a0e3meueHHs JETepMiHI3MYy Ha PI3HUX
matdopmax) 1 reMmau3aiiHepchka (30epekeHHsT 0allaHCy CKJIaJHOCTI Ta CTBOPEHHS
MPUPOIHOT KPUBOI HABYAHHS Yy CBITI, 11O 3MIHIOETHCS). BupimieHHs mux mpoOiem
3a3BMYail BUMarae TiOpUJHUX MIJAXOJIB: MOETHAHHS AJITOPUTMIYHOTO T€HEparopa 3
pYYHUMH “SKIpHUMH~  €JIEMEHTaMH, JOJAaTKOBUMH KOHTPOJISIMH SKOCTI Ta

IHCTpYMEHTaMH JJIsl TECTyBaHHsI i Bajialii pe3yabTaris.

1.7 IncTpymeHTH ISl PO3POOKH 0AraTOKOPHCTYBALbX irop

Ha cporomni po3poOka OararokOpHUCTyBallbKUX ITOp Mailke HEeMOXIuBa 0e3
BUKOPUCTAHHS CIEIIaI30BaHUX 1HCTPYMEHTIB, 10 OyayTh 3a0e3rnedyBatu 0OpoOKy
MEpEeKeBO1 B3a€EMO/I1i, CHHXPOHI3aI[i}0 CTaHIB 00’ €KTIB Ta YIPABIIHHAM 3’ € THAHHS MK
KJIIEHTaMU Ta cepBepoM. HaitOoiabI MOMIMPEHUM TaKUM IHCTPYMEHTOM B 1IPOBOMY
pyuii Unity Buctynae Mirror Networking. Bin BUHUK Yepe3 BIIHOCHY CTapicTh Ta
HEaKTyaJbHICTh Ha TOW MOMEHT icHyrouoro UNet, 1 3apa3 BUKOPHUCTOBYETHCS IS
PO3pOOKH KOOTEpaTUBHUX irop abo >X HEBEIMKHX OHJIAWH MPOEKTIB. [ 0IOBHOIO
nepeBaror0 Mirror BHUCTyNae HOro BiIHOCHA MPOCTOTAa y BUKOPUCTAHHI, aKTHBHA
MIATPUMKA Ta PO3pOOKa CHUTBHOTOK Ta JOCTYIHICTH 4Yepe3 CBOIO OE3KOIITOBHY
Mojelb. BapTo 3a3HaunTH, 1110 11 610J110TE€Ka MEHII MPUJIaTHA IS ITMPOKOMAIITA0HUX
IPOEKTIB, J€ MOTpiOHAa MamTaOOBaHICTh 1 PO3MONALT PECYPCIB 3 BHKOPUCTAHHSAM
XMapHUX CepeoBHUIIL. [§]

AJNBTUPHATUBOIO B IiM cepl MOkHA BBakaTH 1HCTpyMeHT Photon, sxuil mae
KiTbKa pi3HUX Bepciit, a came: PUN, Fusion ta Quantum. Photon mae rotoBy

1H(GPaACTPYKTYPY 13 3pyUYHUM HaJAIITYBaHHSAM, 110 JJA€ 3MOTY PO3pOOHUKAM YHUKHYTU
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CTBOPEHHSI BJIACHUX CEPBICIB. 3apa3 1el THCTPYMEHT HailyacTillle BUKOPUCTOBY€EThCS
JUIL CTBOPEHHSI MOOUIBHMX 1rOp, JI€é HaJ BaKJIMBO 3a0e3ledyBaTH CTAOUIBHICTH Ta
IIBUJIKICTh MIAKIOYEHb TPaBIliB 0 CECIM. Moro rosoBHOO NepeBaror € HasBHICTh
relay-cepBiciB (IIpOMDKHI cepBep, IO JO03BOJIIE OPraHI30ByBaTH 3’ €THAHHS MK
KJIIEHTaMH B 0araTOKOpUCTYBAlbKUX 1rpax), CACTEMH Mi100py MaT4iB Ta MOXKJIUBICTb
MaiTaOyBaHHs. ['010BHUM HemomikoM Photon € komepitiiiHa JireH3is, s BEIUKUX
IPOEKTIB HEOOXiAHA MiAMNHCKA 3 OIJIaTol0, L0 POOUTH IF0 MOJAETh HE HAJITO
NpUBaOIMBOIO JJIA 1HAI-pO3pOOHUKIB (Mayl CTyaii abo po3poOHuku onuHaku). Ille
OJIHUM HEJIOJIIKOM € MOro oOMe)keHa THYYKICTh Yy pasi, KOJU MOoTpiOHa crenudiyHa
apxiTeKTypa cepBepHOi JOTIKU. [9]

Oxkpemo moxkHa Buauutu Unity Netcode for GameObjects, 1m0 € odirtiiftHOO
610motekoto Unity. BoHa iHTerpyeThCsl 3 IHIIMMU CepBicaMM BiJl KOMIIaHii, 30KpeMa
Unity Relay Ta Lobby, mo poOuTe #HOro mnepcneKTUBHUM 1HCTPYMEHTOM Y
MalOyTHBOMY, ITPOTE, Hapa3l, BOHA HE € Ha CTUIbKU MOMYJISIPHOIO cepel pO3pOOHUKIB,
yepe3 Horo BITHOCHY HOBHU3HY, 1 HE 3aBXKIH MiAXOAUTH JUIS BEIMKHUX 1r0p 3 BUCOKHUMHU
BUMOTaMHM JIJI MPOAYKTUBHOCTI. [10]

e omaum 3 moxauBux pimeHb € FishNet. Ils 6i0mioreka € HaOUIBIION
aNMBTUPHATHBOIO Mirror Ta pOOUTH aKIIEHT Ha MPOAYKTUBHOCTI Ta onrtumi3ariii. FishNet
MpaIoe Kpaiie 3 BEJIUKOIW KUIBKICTIO KIIIEHTIB 1 HaJa€ THYYKI MOXJIMBOCTI IO
YOPaBIIHHIO Mepekero. BoHa maxoauTs UIsl MPOEKTIB, /1€ TOTPiOHA CTaOUTBHICTD Ta
PO3LIMPEHI MEXaHI3MU ONTUMI3allil, aje Ma€e MEHIIY CIUIBHOTY pPO3pOOHHUKIB, HIXK
Mirror uu Photon, 110 yckiiagHI0€ NOIIyK HEOOX1AHUX MPUKIIAAIB Ta TOTOBUX PIIIEHb.
[11]

Jlo 1HCTPYMEHTIB pO3pOOKM HaJIeKaTh HE Juile juiie (pedMBOpKH, a U
CepBEpHI TEXHOJIOT11 Ta JOMOMIXHI cepBic. BUKOpUCTaHHS B1IOKPEMIICHUX CEPBEPIB
JI0TIOMAarae po3AUTUTH KJIIEHTChKY Ta CEpPBEPHY JIOTIKY, L0 HAaJa€ Kpally Oe3neKy Ta
KOTPOJIb 3a IFPOBUM IpoliecoM. XMapHi cepsicu, Taki sk AWS GameLift un Azure
PlayFab, namarote MOxMBICTH MacimiTaOyBaHHS Ta MiATPUMKH BEJIMKOT KIJTBKOCTI
oJlHOYacHUX TpasliB. KpiM Toro, gomomixHi iHCTpyMeHTH Ha Kiutant PlayFab uwm

GameAnalytics 3a0e31e4yroTh peasizailito BTOpUHHUX (QyHKIIIH: 30epeKeHHs TaHHUX,
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IHBEHTapIO, CTATUCTKH, aHANTHKUA 1 T.J. YC1 Il IHCTPYMEHTH CTBOPIOIOTH CKJIQJIHE
CepENOBHIIIE /IJIsI PO3POOKH OaraToKOpHUCTyBaIlbKuX irop. B 3anexxnocti Bijx macmraly
Ta CKJIQJHOCTI MPOEKTYy PO3POOHHUKH PI3HUM YHHOM KOMOIHYIOTh CEpBICH Ta
GbpeitMBOPKY IJIS1 CTBOPEHHST ONTHUMAIBHOTO pireHHs. [12, 13]

VY tabmuui 1.4 HaBeneHa MOPIBHSUIbHA XapaKTepUCTHKA 1HCTPYMEHTIB Mirror,

Photon Ta FishNet.

1.8 Orisix HAasIBHMX iIHCTPYMEHTIB JIJIs1 IPOLEAYPHOI reHepamii

Ha croroani icHye 3HauHa KUIbKICTh IPOTPAMHUX PIllIEHb Ta IHCTPYMEHTIB, 110
HAJal0Th PO3POOHHMKAM MOXKIIMBICTh CTBOPIOBAaTH CKJIaJHI CBITH 13 3aJlaHUMU
IpaBUJIaMU Ta piBHEM BUMAAKOBOCTI. Cepell HUX 0COOMMBY yBary 3aciyroByIOTh Taki
cuctemu, sk World Machine ta MapMagic, siki aKTHBHO BHUKOPHCTOBYIOTHCSA Y

Cy4acHId IrpoBiil iHAyCTpii A1t reHeparlii penbediB 1 cepeOBUILI.

Ta0mus 1.4

[TopiBHsIIbHA XapaKTepUCTUKA THCTPYMEHTIB JIJIsl pO3pOOKH 6AaraTOKOPUCTYBALbKUX

irop
Kpurepiit Mirror Photon FishNet
IIpocrora [IpocTun Cknannuii Binnocho
BUKOPUCTAaHHA IIPOCTUN
MacmrraboBaHICTh [ligxoouTh I Bucoxka Jlobpe

HEBEJIHMKUX 1rop ado | MacmTaboBaHICTh | MaclITabyeTbes
KOONIEPATUBHUX 3aBJISIKH 3aBISIKH
cecii OIITHMI30BaHIN

00poOI11i MakeTiB
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BapricTth be3komToBHUM Komepriiiina be3komToBHUM
MOJENb:
O€3KOILITOBHO /10
MEBHOI KIJIBKOCTI
CCU

[IponyKTUBHICTh Cepenns Bucoka Bucoka
Tunosi cuenapii | HeBenuki mpoexkTu MacmrabHi Cepenniit
BUKOPUCTAHHS MIPOEKTHU MacITad MPOEKTY

1.8.1 World Machine

World Machine — 1ie npodeciiinuii 1HCTpyMEHT JJIsl TeHepallli peaasiCTUYHUX

TPUBUMIPHUX JIaHAMA(TIB, SKHA IIUPOKO 3aCTOCOBYETHCS Y cdepi po3poOKu

BiJIeOIrop, Bi3yalbHUX e€(eKTiB Ta cuMmyisimniil. Moro ocHOBHOIO 0COONMBICTIO €

BUKOPUCTAHHS MPOIEAYPHOIO MiJXOAy Ha OCHOBI BY370BOi cuctemu (node-based

workflow), mo m03BOJsIE KOPUCTYBaueBl CTBOPIOBATH CKIIATHI pelbePH MUIIXOM

KOMOiHaIlii pi3HUX TeHepaTopiB, GUIBTPIB Ta epo3iitHux npoiecis (Puc. 1.2).
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Puc. 1.2 — BukopucTtaHHs By3JiB JJis1 CTBOPEHHS IIPaBUJI TeHepalii
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World Machine nae 3Mory cuMysoBaTH MPUPOJIHI T€OJIOTIUHI SIBUIIA TaKi, SK:
€po3il0, BIAKIAICHHS OCaiiB, TMOTOKM BOAM Ta 1HIN ¢dakTopu, ki (OPMYIOTh
NpaBaONOAIOHUNM penbed. 3aBAsSKU IIbOMY PO3POOHUKH OTPUMYIOTH MOKJIUBICTh
CTBOPIOBATH JI€TajbHI W pPEaliCTUYHI KapTH, IO MOXYTb OyTH E€KCIOpPTOBaHI Y
dbopmaru, cymicHi 3 irpoBuMu pyuuismu, Takumu sk Unity abo Unreal Engine.
[HCTpyMEHT TakoXk MOXK€ Te€HEpyBaTU SIK HEBEIHMKl CLEHHM JJIi MPOTOTHMIB, TaK 1
BEJIMYE3HI KapTH 3 BHCOKOKO PO3IIBLHOIO 3JIaTHICTIO, IO MiAXOMAATH JUIS BIAKPUTHX
cBiTiB. OcHoBHuMH TniepeBaramu World Machine € rHyukicTh HaJalITyBaHb,
peamictuuHicTh pesyabrariB (Puc. 1.3) 1 MOXIMBICTH TOYHOTO KOHTPOJIIO HAJl yciMa
eTaramu resepartii. /1o HeTOMIKIB MOYKHA BIJIHECTH BIJIHOCHO CKJIQJIHUM MOPIT BXOAY
JUTS HOBAYKIB 1 HEOOX1AHICTh MOAAJIBIIOT IHTETpallii 3 IrPOBUM PYILIIEM JIsI AMHAMIYHOT

reHepailii mi yac BUKOHaHHS Tpu. [14]

Puc. 1.3 — Ilpuxnaz 3reHepoBaHoi MiciieBOCTI 3a gonomororo World Machine

1.8.2 MapMagic World Generator

MapMagic World Generator — ne marin jis Unity, skuii 3a0e3nedye
MPOLIEypHY TEHepallio JaHAmadTIiB y peaabHOMy Yaci 6e3mocepenHbO BCepeanHi
pyus. Ha Bigminy Big World Machine, mo € okpemum pomarkom, MapMagic
IHTETpy€eThCs Oe3nocepeaHr0 y podoue cepenouilie Unity, 103BOJISIOUH pO3POOHUKAM

0auyuTH 3MIHU MUTTEBO 1 HANAIITOBYBATH MapaMeTpu 0e3 HEOOX1THOCTI €KCIOPTY UM
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iMnopty naHux. MapMagic 6a3yeThcs Ha Til caMiil KOHIIEMINi BY3J0BO1 MOOYI0BU
(node-based system), mpote OpieHTOBaHHUI Ha JUHAMIYHY I€HEPALlil0 ITPOBUX CBITIB,
10 MOXKYTbh CTBOpIOBaTUCS ab0 3MiHIOBaTuCA mig vyac rpu. Lle poOuts iforo ocobauBo
KOPUCHUM JJISl MPOEKTIB 13 BIAKPUTUM CBITOM a00 HECKIHYCHHHUMH KapTaMu, e
CepeIoBUIIE MAE TeHePYBAaTUCS MTOCTYIOBO 1] Yac MepecyBaHHs rpaBIs.

Cepen ocHOBHHX MOXJIMBOCTel MapMagic — reHepallis BHUCOTHUX Kapr,
TEKCTYp, 00’ €KTIB (1epeB, KaMeHiB, Oy/1iBeib), 610MiB Ta BOAHUX MOBEpXOHb. Cructema
MIJITPUMY€ OaraTropiBHEBY CTPYKTYDY, 110 J03BOJIsi€ KOMOIHYBATH Pi3HI FTeHEpPaTOPH Ta
MOJYJ IJIs1 TOCATHEHHS CKJIAJIHUX 1 IPUPOTHUX PE3YJIBTATIB.

Jlo mepeBar iHCTpYMEHTY HaJIe)KaTh iHTErpoBaHiCcTh 3 Unity, BUCOKA IMBUAKICTh
poOOTH Ta MOXKIIMBICTH PO3LIMPEHHS Yepe3 BiacHi ckpuntu Ha C#. Henonikom MoxHa
BBaYKaTH T€, 110 SIKICTh T€HEpallii 4acTO MOCTYNAEThCSI OB PeaTiCTUYHUM PIllICHHSIM
Ha 3pa3ok World Machine, 0co6a1Bo mpu CTBOPEHHI BETMKUX CTATUYHHUX KapT, OJHAK
MapMagic Mae 3HauHy MepeBary B IHTEpaKTUBHOCTI Ta 3pYYHOCTI BUKOPUCTAHHS 1T
yac po3poOku. Ha pucynky 1.4 300pakeHO TpHKIIaA 3reHEpPOBAHOTO JaHAmadTy Ta

BUKOPUCTAHHS IHCTPYMEHTY. [15]

Puc. 1.4 — IlponienypHa renepariis 3a nonomororo MapMagic
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1.9 Iixxoau po3podKkn 6AraTOKOPUCTYBAILKHUX irop

Pa3oM 3 IHCTpyMEHTaMu TaKOX J1y>K€ BaXKJIMBO BUOPATH MTPaBUIIbHY apXITEKTYpy
Ta METOJl CUHXpOHIi3alii rpu. HalimonyisipHIIIow MOJEIUII0 B Cy4YacHIM MpakTHlll €
client-server: cepBep BHKOHY€E pOJIb LIEHTPAJIbHOTO By3Ja, sika 0OpOOIsie BaXKJIUBY
aoriky rpu. Lel miaxin 3a0e3nedye BUCOKUI piBEHb O€3MEKH, OCKUIBKHM KIIIEHTH He
MalOTh MPSAMOTO JTOCTYITYy /10 BHYTPIIIHBOI JIOTIKH, a TaKOX J03BOJISAE MiATPUMYyBaTH
IUTICHICTB IFPOBOTO MPOIIECY HE3AIECIKHO BiJl IKOCTI 3’ €AHAHHA Yy rpaBiiB. OCHOBHOIO
npoOaeMor0 11i€i MOJeJl 1€ JIOJATKOBI BUTPATH Ha BUAIJICHUN CepBEp, a TaKOXK
301IIBIITY€ CKJIAJIHICTh PO3POOKH Ta MamTabyBaHHS TpH. [16]

[HmmM BapiaHTOM € MOmenb peer-to-peer, e BCi TpaBIli B3a€MOJIIOTh OJUH 3
OJTHUM, a 1HOJI1 OJMH 3 HUX BUCTYIIA€ y POJ1 XOCTa. 3arajoM Iie CIPOIIy€ MOYaTKOBY
peanizaiito, Ta J03BOJsIE YHUKHYTH BUTpAT HA IOJIaTKOBI cepBepa uu cepBicu. Taxuii
MIJX1J] € MEHII HAaJIMHUM TOMY, IO IIe¢ POOUTH TPy BPa3IMBOIO IO PI3HOTO POAY
naxpaicTsa 3a JOMOMOTO0 MiJAMIHK 3MIHHMX Mij] 4ac IPH, IPOTE 1€ HE TaK BAXKJIUBO
SKIIO TaKy CHCTEMY BHUKOPHCTOBYIOTh HE JJIsi 3MarajibHUX JUCIUIUIIH, a IS
KOOTIEpAaTUBHUX. 3arajoM TaKWil BHUJ 3’ €JHAHHS BUKOPUCTOBYIOTH JJISi HEBEJIHUKHUX
MIPOEKTIB TOMY, 1110 BiH € MPOCTIMUN Ta MBUAIINN. [17]

OxpiM apxiTEKTypHUX MOJEJEH, BaXKJIMBO, TAKOXK, 3BEPTATH yBary Ha METOIU
CUHXPOHI3allil Ta ONTHUMI3allli MEPEKEBOI B3aeMO/Ii. Y 0ararToKOpUCTyBaIlbKHUX 1rpax
nOTPi10HO 3a0€3MEeUNTH Y3roKEHICTh CTaHy MIXK yCIMa KJITIEHTaMU, 1€ BCE AOCITA€ThCA
3a JIOTIOMOTOI0 MEXaH13MiB CUHXPOHI3aIlli 3MIHHUX, BUKJIMKY BiJIJTaJICHUX MPOLEAYP Ta
nepenavyl OHOBJICHB JIMIIE Y BUITAJIKy 3MIHM IMapaMeTpiB. BakauBoio CKIIagoBOIO €
ONTHUMI3allisl, SIKa Peasli3ye€ThCs 3a JOMOMOTOI0 1HTEPHONAIIT Ta eKCTPANOISIIT PyXY,
KOMIICHCAI[I}0 3aTPUMKH Ta YIPABIIHHS 1HTEpECaMU, KO KIIEHT OTPUMYE JIMILIE Ty
1H(pOpMaLliIO, SIKa CTOCY€EThCA KOr0 OTOYEHHS y Tpi.

SIKIo po3misgatd aclekT Oe3MeKH, TO y Cy4YacHHMX IIIXOAax came CepBep
BUCTyNa€e apOITpoM, SIKMH TepeBipsie BCl il TpaBIliB, IO T03BOJSIE 3amo0iraTu
axpanucTBy Ta MaHIMyJsALii cepesl KiaieHTiB. OKpiM IIbOTO JTOIATKOBO 3aCTOCOBYIOTh
pi3H1 MeTou mudpyBaHHs Tpadiky Ta MOHITOPUHTY 1 KOPUCTYBAYIB JIJIsl BUSBJICHHS

M103p1JI0i MOBEAIHKH.
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PO3IJLJ 2
MPOEKTYBAHHS TA PO3POBKA AJITOPUTMY I'EHEPALIIT CBITY TA
METO/IIB B3ACMOJII MI’K TPABIISIMA B BATATOKOPUCTYBAIBKIIA
I'PI

2.1 IlocTanoBKka 3amayvi

MeToro IpOo€EKTY € po3poOKa AETEPMIHICTUUHOTO, MACIITAOOBAHOTO AJITOPUTMY
MPOIIETYPHOI TeHeparlii IirpoBOro CBITY, SIKAWA 3a0e3ledye y3TOMKEHICTh 1
BIJITBOPIOBAHICTh HA BCIX KJIIEHTAX y 0ararOKOPUCTYBAIbKOMY CEPEIOBUIII, & TAKOX
MPOEKTYBaHHs Ta peai3allisl HaliliHUX MEXaHi13MIB B3a€MO/IIi MK rpaBLsiMU. IrpoBa
MeXaH1Ka BKUBAHHS 1 3aXUCTY HEHTPAIBHOI CIIOPYAN BUKOPUCTOBYETHCS SIK MPUKJIIA]
3aCTOCYBaHHSI QJITOPUTMY 1 MEpPEXKEBUX METO[IB, ajie HE € MPEIMETOM OCHOBHOTO
JIOCITIKEHHS.

KirouoBuit (hyHKITIOHAT 1 3aBAaHHS IPOEKTY:

- aJTOPUTM MPOIEAYPHOI reHepallii CBiTy — po3poOKa miaxoay (AeTepMiHOBaHUM
seed, Oiomu, OajlaHC PO3MOMLTY PECypCiB Ta 3B’SI3HICTb) 3 BUMOTAMH [0
BIJITBOPIOBAHOCTI Ha KJI1€HTaX 1 €PEKTUBHOTO MEPEKEBOTO OHOBJICHHS;

- CTBOpPEHHS Ta KepyBaHHS IrpoBUM JioO1 1 ceciiMd — MeXaHi3M
CTBOpEHHS/IIpUETHAHHS J10 J1001, CTapT/3aBEpIIEHHS ITPOBOI CECil;

- CHUHXpOHI3allisl ITPOBUX JaHUX Yy O0araTroKOPHMCTYyBallbKOMY CEpPEIOBUINI —
CHUHXPOHI3aIllsl MiJKIIOUYEHb, NI MEepCOHaXIB, CIIOPYJ Ta PECypciB irpoBOrO
CBITY;

- KOMYHIKaIllifHI METOAM MIXK TpaBIsIMU — IHTErpalis BHYTPIIIHBOITPOBOTO
TEKCTOBOT'O YaTy Ta r0JI0OCOBOTO Yary.

Pe3ynbraToM Mae cTaTH OnMcaHa Ta peajgizoBaHa CUCTEMA, siIKa FapaHTyeE:

- BIATBOPIOBAHICTh Ta KOHCUCTETHICTh 3r€HEPOBAHUX CBITIB ISl BCIX YYAaCHUKIB

cecii;
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- CcTaOlIpbHY CHHXPOHI3AIlI0 ITPOBUX IMOAIN 1 CTaHIB 32 OOMEKEHHUX MEPEKEBHUX
pecCypciB;

- 1HTerpoBaHi 3aco0M TEKCTOBOi Ta TrOJIOCOBOI KOMYHIKaIlii, 110 MpPaIolTh Yy
KOHTEKCTI 6araToKOpHUCTyBaIlbKO1 apXITEKTYPH.

TexHiuHe 3aBIaHHS JAHOTO MPOEKTY HABEJEHO B IOMATKY A.

2.2 MeTom0J10Tisl JOCTiIKeHHA

2.2.1 3araapHui miaxia

JlocnipkeHHsT Mae MNPUKIAJHUA XapakTep 1 MOEAHY€E TEOPETUUYHHM aHai3
aNTOPUTMIB TPOIEAYPHOI TEHepallli Ta MAXOAIB JO0 peamizaiii MYJIbTUILICEPHOT
KOMIIOHEHTH 3 E€KCIIEPUMEHTAJIBHOIO MEPEBIPKOIO iX €(EKTUBHOCTI Y MPOTPAMHOMY
OpoTOTUI. BUKOPUCTOBYETHCSI TOE€THAHHS AHAMITHYHUX, TMOPIBHSJIBHUX Ta

CKCIICPUMCHTAJIbHHUX MeTO,ZIiB.

2.2.2 MeToam a0C/TiAKEeHHS

Metonu q0CHiKEHHS OXOIUTIOIOTH SIK TEOPETUYHI, TaK 1 MPaKTU4YHI acniekTy. Ha
MOYaTKOBOMY €Tarll 3IIMCHIOEThCS aHAI3 JITepaTypu Ta JKEpell, CIpsIMOBaHUN Ha
BUBYEHHS CYYaCHHUX aJITOPUTMIB MPOIEAYPHOI TeHepallii, cepes] SKUX pO3TIsIaloThCs
Perlin noise, FBM, Voronoi, L-cuctemu Ta cumyisiiiHi miaxoau. IlapanensHo
MIPOBOAUTHCS O3HAWOMIICHHSI 3 IHCTPYMEHTAMM I 0araTOKOPUCTYBAITbKOI B3a€EMO/IIT,
30kpeMa Takumu sk Mirror, Photon 1 FishNet. Ha ocHOBI 1bOro BHUKOHYETHCS
NOPIBHSIBHUI aHati3, 10 JO3BOJISIE OLIHUTH IepeBaru i 0OMeXeHHs Pi3HUX METO/IIB
3 TOYKH 30pY PEATICTUYHOCTI, TMPOAYKTUBHOCTI Ta BIATBOPIOBAHOCTI Yy
OaraTokopHcTyBallbKkOMYy cepeAoBuili. [lomanpmmum eTanoM cTae MOJIENIOBAaHHSA, Y
MeXax SKOTo (OpMY€ThCs aNrOpUTMIYHA MOJENb TeHepallli CBITY, 3aCHOBaHA Ha
IyMOBHUX (DYHKIIISIX Ta cUCTEMI 610MiB. BaXXJIMBOIO CKJIa0BOIO € TAKOXK MPOEKTYBAHHS
apXITEKTypH KIIIEHT—-CEPBEPHOI CUCTEMHU 3 YpaxyBaHHAM MEXaHI3MIB CHHXPOHIi3allli

JaHUX MDK y4dacHUKaMmH. J[Is TpakTHUYHOI TEpeBIpKU PO3POOIICHUX II1IXO/IB
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3MIMCHIOEThCS TIpOTpaMHa peaiizailisi NpoToTuny B irpoBomy pymii Unity 3
BUKOpHCTaHHSIM MOBU C# Ta 0610mioTexkn Mirror. 3aBepIiaibHUM €TaroM BUCTYTIA€E
eKCTIEpUMEHTAJIbHE TeCTyBaHHSI, SIKE BKJIFOUAE TIEPEBIPKY Mpale3qaTHOCTI TeHeparopa
CBITY Ta OLIIHKY €()EeKTUBHOCTI MEPEKEBUX MEXaHI3MIB 32 TAKUMHU MapaMeTpaMH, SK

3aTPUMKa, KOHCUCTEHTHICTh, KIJIbKICTh OJHOYACHUX TPaBIiB Ta YaCTOTa KaJpiB.

2.2.3 THcTpyMeHTAJIbHI 3aC00HM

[HCTpyMEHTanbHI 3aCO0H, IO 3aCTOCOBYIOTHCS Y JIOCIIIKCHHI, OXOTUTIOIOTH 5K
cepesioBHUIle PO3pPOOKH, TaK 1 Creliani3oBaHl O10Ji0TEKH Ta JOMOMIXKHI CEpBICH.
OcHoBHOIO M1aTHOPMOIO AJIsi CTBOPEHHS IrpOBOTO cepenoBuliia Buctynae Unity, sskuii
3abe3reuye 3py4dHi 3aco0U I PO3POOKH Ta TECTyBaHHS 1HTEPAKTUBHUX MPOTOTHUITIB.
[IporpamHa norika peanizyerbes MoBoto C# y cepenoBuii Visual Studio, 1110 103Bos1s1€
e(eKTUBHO OpraHi3yBaTH MpOIeC HAMMCAHHS Ta BiAJAro[KeHHs koxny. st peamizarii
0araroKopucTyBaIlbKO1 B3a€MOJIIT BUKOPUCTOBY€EThCs 010mi0TeKka Mirror Networking,
AKa 3a0e3neuye moOyIoBy KIIEHT—-CEPBEPHOT apXITEKTYpH Ta CHHXPOHI3AIIO i M1k
y4aCHUKaMHU MepexeBoi rpu. JlogaTKoBO 3aCTOCOBYIOTHCS JOIOMIKHI CEpBICH,
30kpemMa 1HCTpyMeHTH mnpodimoBanas Unity, 110 JO03BOJSIOTH aHaJI3yBaTH

IPOAYKTUBHICTH 1 BUSBJISTH MOTEHIIIHHI By3bK1 MiClLi Y pOOOTI IPOTOTHUITY.

2.2.4 Kpurepii olliHIOBaHHA Pe3yJIbTATIB

Kpurepii oLiHKK pe3ynbTaTiB y IOCTIIKEHHI OXOIUTIOIOTH SIK TEXHIYHI, TaK 1
(YHKIIOHATBH1 aCTIEKTH. Ba)KJIMBUM MOKAa3HUKOM € BIATBOPIOBAHICTh CBITY Ha PI3HUX
KJIIEHTAX 3a OJIHAKOBOTO MOYATKOBOTO 3HaYeHHS (seed), 1m0 3a0e3neuye y3roKeHiCTh
IFPOBOTO CEepeloBUIA JIs BCIX y4YacHHMKIB. He MeHI 3Havyylior € cTabuIbHICTb
CUHXpOHI3aIil ITpOBUX TOMINA, SKa BU3HAYAE KOPEKTHICTH 0araTrOKOPUCTYBAIbKOI
B3aeMO/lIi y peanbHOMY daci. OLIHIOETbCS TaKOX MPOTYKTUBHICTH CUCTEMH, 30KpeMa
HMIBUAKICTh TE€Hepalli KapTu, eQEeKTUBHICTb BUKOPHCTAHHS alapaTHUX pPEcypciB Ta
4acToTa KaApiB MiJ 4ac poOOTH mporoTuiry. J[0JaTKOBUM KPUTEPIEM BHCTYIAE
3pYYHICTh 1 HAAIMHICTh KOMYHIKaIlli M1 TpaBLSMH, 1110 BIUIMBAE HA 3arajibHy SIKICTb

ITPOBOTO JIOCBI Y.
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2.3 TeopeTnuHi acneKTH A0CTiTKEHHS

2.3.1 IlpoueaypHa resepaitist irpoBoro cBity

VY mporieci po3poOKH CUCTEMU TeHepallii CBITY JJi1 OaraToKOpHUCTYBAIbKO1 TPU
Oy710 00paHo MiAXid, M0 MOEAHYE MPOIETYPHY TeHEePaIlif0 KapTH Ha OCHOBI IITyMOBHUX
(GYHKIM Ta MepexeBy CHHXPOHI3AILII €JIEMEHTIB TpH 3a JOMOMOro 0101i0TeKu
Mirror. Takuit BUOip 3yMOBJICHHI TTOTPeOOI0 CTBOPIOBATH YHIKAJIbHI irpOB1 TPOCTOPHU
JUIA KOXKHOT cecli rpu, 30epirarodi mpu LbOMY OJHAKOBY KapTHUHY CBITY ISl BCIX
kopuctyBauiB. [IlyMOBI anropuTMu 03BOJIAIOTH OTPUMATH PEANiCTUYHUI PO3MOIUI
BUCOT 1 (opMyBaHHA pelibedy, TOAI SK MEPEKEBI BUKIMKUA 3a0€3MEUyIOTh
Y3TOIKEHICTh MK KJIIEHTaMHU ¥ CepBEPOM Yy 0araTOKOPUCTYBAllbKOMY CEpPEIOBHILI.
Takum 4MHOM, y LEHTpPI CUCTEMHU OIMHSETHCS TEHEpalis JaHUX 3a JOIOMOTOIO
MaTeMaTHYHUX MOJIENIEH 1 iX mojaibllia IHTepIpeTalis Ta IOUMPEHHS Cepel] TPaBLIiB
y peajgbHOMY Yaci.

OcCHOBY apxITEKTypH CKJIaJal0Th JIBa KJIACH, SIK1 TICHO B3a€EMOJIIOTh MI>K COOOI0.
[epmnii 3 HUX — 1€ cTaTHuHUH Ki1ac Noise, 1110 BiJMOBIAAa€ 32 CTBOPEHHS IBOBUMIPHOT
KapTH BUCOT. Y MOro MeTOoJll BUKOPUCTOBYEThCS KiacuuHUM [lepiiH-1ym, 10 SIKOTO
JI0JA€ThCA MOXKIIMBICTh OOYMCIICHHS 3 KUJIbkOMa okTaBaMu. Lle o3Havae, mo Ha kKapty
HAKJIaIa€ThCS KUIbKa PIBHIB IIYMY: BiJl BEJIMKHUX IJIABHUX KOHTYPIB, 1[0 BU3HAYAIOTh
3arajibHi OOpUCH KOHTHMHEHTIB UM OCTPOBIB, /O APIOHIMMX AeTajed penbedy, sKi
CTBOPIOIOTH HEPIBHOCTI Ta MiABUIIYIOTh PEATICTHUUYHICTH CBITY. Il KOXKHOI OKTaBU
3aCTOCOBYEThCSI KOE(IIIEHT aMIUTITyId W YacTOTH, SIKi 3MIHIOIOTh XapaKTep
OTPUMAHHUX 3HAYEHb. Y pe3ynbrari GOPMYETHCS MAaCUB YHCEII, IKUM HOPMAJI3Y€EThCS Y
MeXax BiJ Hyss 70 onuHull. Lleit MacuB cTae 0CHOBOIO JIJIsl MOAAJBIIONO BUSHAYEHHS
TOTO, AKi caMe 010MH YU 00’ €KTH OyIyTh pO3TALIOBaH1 B TIM YM 1HIIM TOYLI KApTH.

Jpyruii KITo4oBUM elneMeHT cucteMu — kiac MapGenerator, M0 Haciiaye
NetworkBehaviour 1 3aBasiku IbOMy MOXE 1HTETpyBaTHCS B 0araTOKOPHUCTYBAalbKY
apxitektypy. Came BiH Kepye MpOLECcOM TeHepallli CBITY, BAKOPUCTOBYIOUM JaH1 3

IIIYMOBO1 KapTy JJI PO3TAlllyBaHHS TalJiB, pecypciB 1 cremianbHux 00’ ekTiB. Lleit
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KJIaC TPALIOE Y IBOX PEXUMax: y nepuiomy GopMye camy KapTy OCTPOBa, a B JPyromMy
— BIJINIOBI/Ia€ 32 PO3MIIICHHS PECypCiB y BKe 3reHepoBaHoMy cBiTi. [Ipu cTBOpeHHi
OCTpPOBA CIIOYATKY BUKIIMKAETHCS METOJ TEHEPALIil IIyMY, MICIS YOTO 3aCTOCOBY€ETHCS
noaaTkoBa (yHKIIIS 0Opi3aHHs KapTH MO Koy, 11100 chopmyBaTu 6eperoBy miHito. Jami
BUKOHYETHCSI aHAi3 BUCOT 1 KOXHIM IUISHII KapTU NMPU3HAYAETHCS MEBHUN OioM,
HaIlpUKJIaJl, PIBHUHA, JIIC YU MOpe. Y IbOMY 3K PEXKHMI Ha BIAMOBIIHIM JIJISHII
BU3HAYAETHCA MICHE JJs TOJOBHOI OyIiBil TpaBIiB. AJNTOPUTM IMeEpeBipse, YU
JIOCTATHBO PiBHA 1 BIJIbHA IUIONIA JIJIs1 PO3MIILICHHS TaKOi CIIOPY/IH, MICIIsS YOr0 BU3HAYAE
MOYaTKOBI TOYKH TIOSIBM TepcoHaxiB. PosramryBanHHs OymiBii Ta CIaBH-TIOIHTIB
CHUHXPOHI3YIOTbCA MDK KJII€HTaM{, L0 TapaHTy€e OJHAKOBUW pe3yabTar Uil BCIX
KOPHCTYBauyiB.

VY pexuMi rerepartiii pecypciB pod0oTa alropuTMy BiIOYBa€ThCS JEIIO0 1HAKIIIE.
Cucrema OoTpUMy€ KapTy BUCOT 3 TOJIOBHOTO T€HEparopa 1 mepeBipsi€, 4 BiANOBIAAE
KOXKHa KOHKpETHa KIIITUHKA MapaMmeTpam Ui pO3MIIICHHs] TIEBHOTO pecypcy. SAKio
BHCOTA Ha KapTi NOTpaIlisi€ y BU3HAYEHU Jiama3oH, y bOMY MICIl MOXE 3’ SIBUTHCS
BIIMOBIAHUM 00’ €KT, HAIPUKJIAJI, AEPEBO, KaMiHb YM 1HIINK pecypc. s yHUKHEHHS
HAJMIPHOTO CKYMYEHHS Tepel PO3MILICHHSIM TepeBIPAEThCS BIACTaHb 0 BXKE
ICHYIOUHX pecypciB. SIKINO mopyd HeMae MOAIOHMX 00’ €KTIB, PECYypC CTBOPIOETHCS HA
cepBepi Ta PO3IMOBCIOKYETHCS CEpel KII1E€HTIB yepe3 MexaHi3Mm NetworkServer.Spawn.
VY Takuit cnocid ¢GopmyeThcs 30allaHCOBaHA W MPUPOTHA KapTa PO3TAIlyBaHHS
KOPUCHUX 00’ €KTIB, JI0 KOi MAOTh JOCTYM YC1 YYACHUKH TPHU.

Baxxnueum enementom pobotu MapGenerator € 00poOka TainiB kaptu. Koxne
3HAYEHHsSI BUCOTH, OTPUMaHE 3 IIYMOBOi KapTH, MOPIBHIOETHCSA 3 Jllalla30HaMH,
BHU3HAUEHUMH JJI9 OIOMIB. SIKIIO KIIITMHKA HAJIEKWTH JO BOJHOIO OloMa, Ha Hel
pPO3MIILLYETbCS Tailll BOAM, B IHIIMX BHUIAJKaX — Tailll Cylll 3 HEBEJIUKUMHU
BUIAJIKOBUMHU BapialisiMd KOJbOPY, IO JOJA€ PI3HOMAHITHOCTI Ta Bi3yaJdbHOI
npuBabauMBOCTI. J[1s1 1Or0 BHUKOPHUCTOBYETHCSI MACUB 3a3[aJI€Ti/lb BU3HAYEHUX
3HAYEHb SCKPABOCTI, 3 SKUX BHUMAJKOBUM YHWHOM OOUPAETHCS KOEQIIIEHT KOJIbOPY.

3aBIsSKM [IbOMY HaBITh BEJIMKI PIBHUHHI JIJISIHKU HE BUIVISIIAIOTH OJTHOMAHITHO.
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VYci kiIrodoBi 3MiHM, TOB’s3aHI 3 KapTow, OYIIBISIMH YU TEPCOHAXAMU,
HOIIMPIOIOTECS Cepell KIIEHTIB Yepe3 BHUKIMKH, mo3HaueHi arpubyTtom ClientRpc.
Hamnpukmnan, micis BU3HAYEHHS MICLSI JIJIs1 TOJIOBHOT OY/IiBJIl CEpBEP MOBIIOMIISE BCIX
KIIEHTIB Mpo ii KOOpAMHATH, a NpH TEPEeMILIEHHI TEepPCOHaXIiB BiAOyBaeTbCs
CHUHXpPOHI3aIlls iXHIX Mo3ulii y cBiTi. Lle 103BoNsA€ YHHUKHYTH PO3OIKHOCTEN MiX
KOPUCTyBauaMU Ta MiATPUMYBATH €IUHY KapTHHY TPH.

VY mifICyMKy CTBOPIOETHCSI THYYKa CUCTEMA, B K1 MaTeMaTUYHA MOJIETb IIyMY
3aja€ (pyHIaMEHTaIbHI TTapaMeTpHu CBITY, a Kjac-reHeparop (GopmMye 3 HHUX IIJTICHY
KapTy 3 ypaxyBaHHSIM OCOOJIMBOCTEM IrpoBOTO Mpollecy. IHTerparlis 3 Mepexero
poOUTH Tl TpoIleC y3rOMKEHUM JUIsi 0ararboxX TPaBIliB, IO OCOOJMBO BaXJIHBO y
BUTAJKy 0araTOKOpUCTYBAIbKUX irop. TakuM 9MHOM, apXiTeKTypa MOEIHY€E IPOCTOTY
MOJYJTBHOTO MAXOAY U MOTYKHICTh MPOLETYpHOI T'eHepallii, CTBOPIOIOYN OCHOBY IS

PO3IIMPEHHs i MOJANBIIOT alanTallil mijJ moTpedr KOHKPETHOTO IrPOBOTO MPOEKTY.

2.3.2 MeToam KOMYHIKaLii Mi’ rpaBusiMu

VY mporeci IpoeKkTyBaHHs 0araTOKOpUCTYBALbKOI I'PU Ba)KJIMBUM 3aBJAHHIM €
oprasizaiisi epeKTUBHOI B3a€MO/Iii MK I'paBLUAMHU. {151 IbOTO 3aCTOCOBYIOTHCS Pi3HI
M1IXOIN, CePel] SKUX BUKOPUCTAHHS TEKCTOBOTO YaTy JiJisi OOMiHY IMOBIIOMJICHHSIMU Ta
roJ0COBOIO 4Yary /i peajJbHOro ToJIOCOBOTO CIHUIKYBaHHA. Y JaHid poOoTi
peanizoBaHo 06uIBa 111 MeToaM Ha 0a3i 616mioTexu Mirror, 110 3a6e3medye MepeKeBy
B3aemozito B Unity. Takuii BuOGip oOymoBieHHil TuM, mo Mirror Hajae MpocTi y
BUKOPHUCTAaHHI 1HCTPYMEHTH [IJIi CUHXPOHI3alli JaHUX MDK KJIEHTOM 1 CEpBEpPOM,
HIATPUMYE apXITEKTypy KIIIEHT-CEPBEP Ta J03BOJIAE JIETKO 1HTETPYBAaTU Pi3HI (HopMH
KOMYHIKallii. B pe3ynbrari yTBOPIOETHCS MOJIyJIbHA CUCTEMA, JI€ KOXKEH €JIEMEHT (4ar,
roJiocoBa Iepenaya, iHTepQeiic KOpucTyBaua) BUKOHY€E CBOIO POJib, ajie MPU LOMY

B3a€MOJII€ 3 IHIIMMH KOMIIOHEHTaMH Y MEXaX €IMHOI apXITEKTypH.

2.3.2.1. CucreMa TEKCTOBOIO 4aTy
3a poOory TekcTtoBoro oOMiHy BianmoBimae kiac ChatNetwork, 110

ycnaakoByeThesi Bim NetworkBehaviour. OCHOBHHM e€1€eMEHTOM y HOTO CTPYKTYpi €
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konekiisi SyncList<string> messages, $SKa BUKOPHUCTOBYETbCS MJig 30€piraHHs
noBigomJieHb. [l CTpyKTypa aBTOMAaTWUYHO CHHXPOHI3YETHCS MiXK KIIEHTAMH,
3a0€3MeuyodM BiIOOpaKEHHS OJTHAKOBHUX JJAHUX y BCIX TPABIIIB.

[mimiamizamiss BimOyBaeThess y Metomi Awake(), € CTBOPIOETHCS €IUHUN
ex3eMIULIp Kiacy (peamizamis mabmoHy Singleton). Ilpu migkmiodeHHI KITi€EHTa
Bukiukaerbcsi OnStartClient(), e A0 CHOUCKY TMOBIIOMJIEHb MIIKJIIOYAETHCS METOJ]
OnMessagesChanged. Moro 3aBmaHHsS — OHOBIIOBATH iHTepdeiic wary uepe3
ChatUI.Instance.Refresh(messages) y Bunajiky 3MiH1 BMIiCTY CIIHUCKY.

BignpasienHs noBiomiieHb 31HCHIOETRCA Yepe3 komanay CmdSendMessage,
[0 BUKOHYEThCSI Ha cepBepi. BoHa oTpuMye TEKCT, mepeBipsie MOTO JOBXKUHY Ta
dbopmye (iHATBEHUNA PATOK 13 YACOBOIO MITKOIO Ta IMEHEM BiJNpaBHUKA. SKIIO
KUTBKICTh TMOBIIOMJICHb IEPEBUIIYE JOMYCTUMUN MaKCUMyM, HailcTapiliuii 3ammc
BUJIATISIETHCSA. TakuM 4MHOM 3a0€3Meuy€eThCsl ONTUMATbHE BUKOPUCTAHHS ITaM STl Ta
KOHTPOJIb 00CATY JTaHMX, 10 CUHXPOHI3YIOThCA. Ha pucynky 2.1 300pakeHo BUIIIA

TCKCTOBOI'O 4ary.

45471 DIMA: MELLO EVERYBODY!

Puc. 2.1 — TekcToBui uat

2.3.2.2 Cucrema roiocoBoro 4ary
Jls1 peanizaiiii roiocoBoro 3B’ si3Ky BUKOpUCTOBYeThes kKitac VoiceChatNetwork,

AKuil Takoxk Oasyerbcsi Ha NetworkBehaviour i Bumarae HasiBHOCTI KOMIIOHEHTa
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AudioSource. Bin BiamoBizae 3a 3amuc rojiocy 3 MikpodoHa Ta MOro Moaaiblry
nepeaavy HITUM KITIEHTaM.

VY metoni Start() iHIIIAMIZYETbCS ayioMKepeso, CTBOPIOETHCS CHEllaIbHUN
AudioClip 7151 BITTBOPEHHS OTPUMAaHUX JAaHHUX Ta 3aIyCKAE€THCS BIATBOPEHHS y LUK,
Cucrema mepeBipsi€ HasBHICTb JTOCTYIHOTO MiKpodoHa 1 B pa3l HOro BIACYTHOCTI
TIOB1IOMJISIE TIPO TIOMUJIKY.

VY metoni Update() BiOyBa€eThCsl KOHTPOJIb HATUCKaHHS KJIABII V, IO CIYTye
TPUTEPOM I TOYATKy YW 3aBEPIICHHS 3amucy. 3aluc iHIMali3yeThCsl METOIOM
StartMic(), 1e CTBOPIOETHCS ayIIOKIIIN 1 BUALIs€ThCs Oydep i naxi. [Ipu BianmyckaHHi
KJIaBiIIl BUKJIUKAETHCS StopMic(), 1110 3aBepiirye 3amuc.

[Tepenaua nanux 3mikicHIOeTbesT Y Metoni SendMicData(). Bin oTpuMye HOBI
ceMILTH 13 MikpodoHHOTO Oydepa Ta po3aiise iX Ha yacTUHU (chunks) Ay HaxCUIAHHS
yepe3 Mepexy. Bimnparnenns — BigOyBaeThbcsi 3a  JIOMOMOTOK  KOMaHH
CmdSendAudioChunk, 1m0  BUKOHyeTbCI  Ha  cepBepl Ta  BUKIHKAE
RpcReceiveAudioChunk s nocraBku JaHMX yciM KIII€EHTaM, OKpPIM BIJIPaBHUKA.

Ha cToponi kiieHTa OTpUMaHi ceMIUIM JojarThesa y depry playbackQueue,
3BiIKM BOHU 34UTYIOThCcs MeTogoM OnAudioRead(). Ile 3abe3neuye Oe3nepepBHE

BIJITBOPEHHS TOJIOCY BiJTAJICHUX TPaBIIB uepe3 JiokansHuid AudioSource.

2.3.3 Mepe:keBa apxiTekTypa rpu

Jlnis 3a0e3nedeHHss 0araTOKOPUCTYBAIBKOTO PEXUMY TPU BUKOPHUCTOBYETHCS
KJIIEHT-CEPBEPHY apXiTEKTYpy. ApXITEKTypa KIIIEHT-CEPBEP € OJHUM 13 apXITEKTYPHUX
mabJIOHIB MPOTPAMHOTO 3a0€3MEYCHHS Ta € JOMIHYIOYOI0 KOHIIETIIIEI0 Yy CTBOPEHHI
PO3MOIITIEHUX MEPEKHUX 3aCTOCYHKIB 1 Mepeidayae B3a€MO/I110 Ta OOMIH JaHUMH MiXK
HUMHU. OCHOBHOIO 1JI€10 11€i apXIiTEKTypHu 1I€ € PO3MOIUICHHS BIAMOBITATBHOCTI Ta
MeToau mepenadl iHdopmaiii MK pi3HUM KiaieHTamu (puc. 2.2). Takum yuHOM
TOTOBUN IrPOBHI MPOAYKT TOAUIAETHCS Ha JIBA BHIW 3aCTOCYHKY CEpPBEpHHI Ta

KIIIEHTCHKUH. [18]
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Server

()

N Internet

Puc. 2.2 — ApxiTekTypa KJI€HT-CEpBEp

KiieHTchka WacTWHA BIAMOBIAAE 3a BiMOOpaXeHHS TPU Ha €KpaHi TpaBIlsd Ta
BKJItOYae B cebe rpadiky, aHimaiiio, iHTepdeiic kopucTyBaya Ta 1HIII Bi3yasbHI
esieMeHTH. BoHa Takox 00po0Jisie BBEACHHS Bl IPaBIls, HAIPUKJIIA]] KJIALIAHHS MUILICIO
a00 HaTHCKaHHs KJIaBilll, 1 IEPETBOPIOE 11 J1i Ha MOBIIOMJICHHS, K1 BIIMPABIAIOTHCA
Ha cepBep Ma Tmoxaibiioi oOpoOku. KpiM TOro, KiIi€HTCbKa YacTHHA MOXKE
3IIMCHIOBATH JIOKaJbHE 30€piraHHd NaHUX, HANpPUKIAJ] HalalTyBaHb TpaBls abo
JOKaJIbHOTO CTaHy T'pH, IO J03BOJISIE MOKPAIIUTU MPOAYKTUBHICTh Ta 3a0€3MEUUTH
O1TBINI TUTABHUM ITPOBUM TIPOIIEC.

CepBepHa yaCTHHA € TOJIOBHUM OOYHCIIIOBAJILHUM IIEHTPOM T'PH 1 BINOBIAAE 32
00poOKy BCIX JiH, 110 BiJ0yBarOThCs y Tpi. BoHa 371licHIOE 0OpOOKY BBEICHHS Bl
KJIIEHTIB, PO3paxyHKH (D13UMKH, B3a€MOJI110 00’ €KTIB TPU Ta CHHXPOHI3AIIIO CTaHy MIXK
ycima rpasiamu. Kpim Toro, cepBep BiANOBIAa€ 3a IIEHTpali30BaHe 30epiraHHs JaHuX,
BKJIIOUAIOYM CBIT TPHU, CTaH MEPCOHAXIB, IHBEHTapl Ta 1HII [0OANbHI MapaMeTpH.
CepBep TakoX Kepye MEpEexero, OTPUMY€E BBEJCHHS BiJl KIIIE€HTIB, 00po0iIsie Horo ta
HAJCWJIa€ 3MIHM CTaHy TpU Ha3aJ KI€HTaM, 3a0e3Meuyroun  y3TOKEeHE
(GYHKIIOHYBaHHS BCIET CUCTEMU.

CunxpoHizailis y rpl 3a0e3MedyeTbCs MEpEeXKero, uepe3 5Ky KIIEHTH

B3a€EMOJIIOTH 13 CEPBEPOM, BIAMPABIISIIOUN Ta OTPUMYIOUYH TTOBIIOMJICHHS, 110 MICTSTh
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iHopMaliro mpo Jii rpaBIiB Ta 3MIHU CTaHy T'pu. BaXJIMBHM acCIEKTOM € TaKOX
KEepyBaHHS 3aTPUMKaMU MEpEXi: cepBep MOBUHEH €(PEKTHUBHO iX KOHTPOIIOBATH Ta
rapaHTyBaTH, 110 BCi TpaBIli 0auaTh OHAKOBHI CTaH I'pU OJHOYACHO.

Jlnis peanizaliii 1i€i apXiTEeKTypH 51 CTBOPIOIO KIIIEHTCHKY Ta CEPBEPHY YaCTUHY
3aCTOCYHKY, a 3a CHHXpOHI3allll0 Ta KEpyBaHHSAM 3aTPUMKOIO BIJIOBIIA€E YXKe
iHTepdeiic Mirror. Biabll JeTalbHO B3a€EMOJIII0 CEpBEpa Ta KIIEHTIB 300pakKeHO Ha
Jiarpamax MoCIiIOBHOCTI B Tof1aTKy b.

B namomy Bumajky mpu BiJICYTHOCTI 30BHIIIHBOTO XMAapHOTO CepBepy OyIio
BUOpaAHO PillIeHHS BUKOPUCTAHHS OJHOTO 3 KJIIEHTIB SIK cepBep. TakuM YMHOM KITIEHT,
KU pO3roprae cepBep Ha CBOiM MalllMHI Ha3UBa€ThCs XocToM. [Ipu Takomy pimieHHi
BUHHMKA€E NOTpeOa 3HAXO/KEHHSI YCIX KJIEHTIB Ta XOCTa B OAHIN JIOKAJIbHIN (13UUHIN
Yy BIpTyasibHIA Mepexi. Takui miaxiJ 4acTO BUKOPUCTOBYIOThH 1HJII KOMIIaHIi yepes
HEeCcTauy KOIUTIB JJIsl OpEHAYBaHHs a00 CTBOPEHHS BJIACHUX CEPBEPIB ISl MIATPUMKU
0ararokopucTyBaIbKOro pexxuMy B rpi. Ha puc. 2.3 300paxeHo gaiarpamy po3ropTaHHS

IPH-3aCTOCYHKY.

Sener pc
Server app
Mirror (as
interface)
Client pc
Game client
PlayerPrefs

Puc. 2.3 — [liarpama po3ropTaHHs CUCTEMHU
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2.3.4 MepexeBa KOMIIOHEHTA I'PH

Super Tower Survival € CKJIagHOIO ITPOBOIO CHUCTEMOIO SIKa CKIJIAIA€THCS 3
BEJIMKOI KUIBKOCTI KOMIIOHEHTIB OCKUIbKkM pymriii  Unity € KOMIIOHEHTHO
OpiIEHTOBaHOI0. B OCHOBHOMY cHcTeMa CKIIAJAETHCS 3 IBOX OJIOKIB TAKUX K CEPBEP Ta
kiieHT. CepBepHuii 070Kk Mae B co0i cepBEepHY YaCTHHY 3aCTOCYHKY Ta O10J10TEeKy
Mirror, sika ciiyrye iHTepgeicoM MK CEpBEPHUM 3aCTOCYHKOM Ta KIIIEHTCHKUM. biok
KJIIEHTa B CBOIO Yepry Mae€ Takli YaCTUHU sK caM irpoBuil kiieHT (Game client) Ta
PlayerPrefs, sikuii 30epirae Bcro HeoOX1AHY 1H(pOpMAIlito MPo KopucTyBaya. [19]

Networking — koMIIOHEHTa, 110 BIJMOBIIA€ 3a MepekeBe 3’€HaHHA. B cBoIO
Yepry BOHA CKJIAJIA€ThCA 3 TAKUX IT1IKOMIIOHEHTIB:

- NetworkGamePlayer;

- NetworkManagerLobby;

- NetworkRoomPlayerLobby;
- PlayerSpawnSystem.

NetworkGamePlayer — 11e koMIoHeHTa, 1110 BIAMOBIAA€E 32 PEECTPAIIiIO KIIIEHTA
Ha cepBepl 1 B MOAAIBIIOMY HOTO TIEPEMIIIEHHS JI0 J10O1 31 CTBOPEHHSIM KOMIIOHEHTH
NetworkManagerLobby.

NetworkManagerLobby — 1me koMmmoHeHTa, 10 BIAMOBIJA€ 3a ITIAKIIOUYCHHS
KJIIEHTA JI0 CepBEpPY, 3a BIIKIIIOUEHHS KIIIEHTA BiJl CEpBEpYy Ta CTBOPEHHS KOMIIOHEHTH
NetworkRoomPlaerLobby yxxe nis B3aemomii kii€HTa 3 1001 /TS O4iKyBaHHA. TaKoX
1 KOMIIOHEHTa BIJIIIOBIJIA€ 3a PEECTpalilo O0’€KTIB, SIKI B MOJAJBIIOMY OYIyTb
3 SBJISITUCHh Ha CIIeHl, 0e3 peecTpanii nmux 00’ekTiB iHTepdeiic 6i6mioTekn Mirror
YHEMOKJTUBIIIOE CTBOPEHHS Ta CHHXPOH13aI1110 00’ €KTIB MK KJIIEHTaMHU Ta CEPBEPaAMH,
TOMY 1I€ € HEOOX1THUM. TaKoX 111 KOMIIOHEHTA BIAMOBIA€ 32 CaM MTOYATOK T'PH.

NetworkRoomPlayerLobby — 1e xommoHeHTa, sika BiJIIOBiJIa€ 3a B3aEMOIIIO
KJII€HTA 3 J1I001. TakoX 1151 KOMIIOHEHTA J03BOJISE 3apEECTPYBATH MIA0JIOH MEPCOHAKA
JUI. KOXKHOTO KJIi€HTa, I 1HdopMallis MNpo PEecTparlito Jajl HaIXOAUTh 0
PlayerSpawnSystem 1si mogaibIioro mopoKeHHsI IEPCOHAXKIB TPABIIB HAa HOBIM

CIIEHI.
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PlayerSpawnSystem  BUKOpPHCTOBYIOUM  JaHHI, [0  HaJAIMIUIA  BiJ
NetworkRoomPlayerLobby = Tta  micis  mouatky Tpu 3 KOMIIOHEHTH
NetworkManagerLobby BigHaxoauTh NEBHI MO3UINT JJISI MMOPOHKEHHS MEPCOHAXKIB

y’Ke Ha HOBIH CIEHI, 1HIIali3ye X Ta CHHXPOHI3Y€E MIXK KJIIEHTAMH Ta CEPBEPOM.

2.4 O0rpyHTYBaHHSI BUOOPY iHCTPYMEHTAJIbHHUX 32C00iB

Bubip iHCTpyMEHTIB pPO3pOOKH € OJHUM 3 HaWOLIbII TOJIOBHUX €TamiB Y
CTBOPEHHI MPOTPaMHOTO 3a0€3MEUeHHs, OCKIIBKH BiJl I[bOTO 3aJIC)KUTh 3araibHUMN
PO3BHUTOK MPOEKTY, 30KpeMa €(heKTUBHICTh peai3allii Ta Horo MamrTadoBaHICTh.

VY Mexax 1anoi podoTu Oylio MpUHHATO PIlIEHHS BUKOPUCTOBYBAaTH: T€HEPAIi0
CBITY Ha OCHOBI IIYMOBHUX aJrOpuTMiB, irpoBuil puiiiid Unity i3 3BCTOCYBaHHSIM
cepenoBuina mporpamyBadas VisualStudio Ta MmoBoro mporpamyBanss C#. Takox st
pPO3pOOKH MEpPEeKEBUX KOMIIOHEHTIB TpuU Oyl0 BHUKOPHCTAHO BHUCOKOPIBHEBY
6101mioTeky Mirror, 110 J1ae 3MOry e(peKTUBHO OpraHi30BYBaTH 0araTOKOPUCTYBALIbKY
B3a€MO/IIIO.

Bubip anroputmy resepailii irpoBoro cBiTy Ha OCHOBI IIyMiB OyB 3yMOBJIEHUI
HEOOXITHICTIO CTBOPEHHS MPHUPOIHUX, BaplaTUBHUX 1 BOAHOYAC JIOTIYHO
CTPYKTYPOBAHHUX CEPEIOBHILI.

[ymoBi yHKIIT Ha ocHOBI wyMmy llepniHa Ta moaiOHI 10 HHOTO AITOPUTMU
JAI0Th 3MOTY OTPUMYBATH TUTABHI Ta PEaiCTHYHI IEPEXOAN MIXK PI3HUMU €JIEMEHTAMHU
nanmmadty. [ei mniaxim po3Bossie TO30yTHCS HAJIMIPHOI XaOTHYHOCTI, SIKa
OpUTaMaHHa BUMAJKOBUM pO3MOALIAM, Ta B CBOIO 4Yepry TrapaHTye JOCTaTHIO
BapiaTUBHICTb PE3YJIBTATIB, 10 JIa€ 3MOTY CTBOPIOBATH IIKaBI IJIs TOCI1HKEHHS IrPOBI
ceitu. B 6i611oTeni MathF y moBi C# yxe € peanizoBanuii came mym Ilepnina, ta
KOHKPETHO B IIbOMY MPOEKTI He Oysa moTpiOHa T0AaTKOBa MIBUAKICTh JJIA TeHepallii
IIyMY, OCKUIBKH 115 TeHEpallis BiI0yBa€ThCA MEpe] CTapTOM ITPOBOi cecii 1, Tomy, OyJio

BUKOpHcTaHo wyM [lepiiHa Ha BiAMIHY Moro mBuAmOro aHajgora Curiekc.
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Unity Oymo o0paHO $K OCHOBHUM IrpOBMM Pyl 3aBASKH  HOTO
YHIBEPCAJIBHOCTI, HIMPOKUM MOXJIMBOCTSAM At cTBopeHHS 2D Ta 3D mpoekTiB i
po3BuHEHIN exkocuctemi. Lleit pymiiii Hajgae iHTErpoBaHi 3acobu poOOTH 3 (DI3UKOIO,
aHiMarielo Ta Tpadikor, MO CYTTEBO CKOPOUyE HYac Ha peamisaiiio 0a30BHX
¢yHKIiOHATBHUX KOMIOHEHTIB. Kpim Toro, Unity Mae MOTyXHY CHUIBHOTY
PO3POOHUKIB Ta MIATPUMYE MYIBTHILIAT(QPOPMEHHICTh, 110 J03BOJISIE MacIITa0yBaTu
MIPOEKT IIiJT Pi3HI MPUCTPOI 0€3 3HAYHUX 3MiH y KOi. Y POl CepeaoBUIla pO3pOOKH
obpano Visual Studio, ockiibku BOHO 3a0e3medye TicHy iHTerparito 3 Unity,
niATpUMy€e poOoTy 3 MoBow C# Ta Hajae MUPOKUM CIEKTP IHCTPYMEHTIB ISt
BIJUIArO/PKEHHS, TECTYBaHHA 1 pedaxTopuHry koxy. Buxopucranus came C#
MOSICHIOETBCS THM, MO 15 MoBa € 0azoBoto mnst Unity, MOEIHYE BHCOKY
MPOAYKTUBHICTD 13 3PYUYHICTIO CUHTAKCHUCY Ta Ma€ pO3BUHEHUIN HaOip 01010TeK IS
pO3B’s3aHHS pi3HOMaHITHUX 3a1a4. [20, 21, 22]

Jlns peamizaiii G6araToKopuCTyBallbkoi B3aemojii Oylio oOpaHo 01010TEKy
Mirror. i nepesara nonsrae B onTuMaabHOMy 6aIaHCi MiK IPOCTOTOK BUKOPHCTAHHS
Ta THYYKICTIO HAJIAIITyBaHb, 1110 JO3BOJISE a1alTyBaTH PIllIEHHS O KOHKPETHUX BUMOT
npoekTy. Mirror 3a0e3nedye HeoOX1JHUI HaOlp IHCTPYMEHTIB Ui OpraHi3alii KJIl€eHT-
CEpBEPHOI apXITeKTYpH, CHHXPOHI3aIlli CTaHy 00’ €KTIB 1 IepeIavl JaHuX Y pealbHOMY
yaci. BaxiuBoro NpUYMHOIO BHOOPY € TaKOXK aKTHMBHA MIATpUMKA O10J10TeKH
CHUTIBHOTOIO Ta CYMICHICTB 13 cydacHuMU BepcisiMu Unity, 110 rapanrtye ii HaaiiHICTb

1 IPUJIaTHICTh AJIs1 BAKOPUCTAHHS y MPAKTUYHUX PO3POOKaX.

2.5 ETanu nporpaMHoi peaJi3auii

JUis movatKy mnepen TUM SK IpalloBaTH 3 TeHEpAIi€r CBITY AJ TPaBIlB,
CIOYaTKy MOTPIOHO OpraHi3yBaTH iX MepexeBe 3 €IHAHHS, 1 B IIbOMY JIOMOMOXKE
BHUCOKO piBHeBa 0i0miorexka Mirror Networking myist Unity. Xou 3 camoro mo4arky 3a
nonomoro NetworkManager ta NetworkingHUD B 1iit 6iioTerii MOKJIUBO 3pOOUTH

JIeTKe 3’ €THAHHS MIXK KIII€EHTaMH, [IeH crociO He T0Ke MITXOAUTD JIJISl IIbOTO MIPOEKTY,
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TOMy OyJIO JOAaTKOBO po3pobsieHo Taki kiacu sk: JoinLobbyMenu, MainMenu,
PlayerNamelnput, NetworkGamePlayer, NetworkManagerLobby,
NetworkRoomPlayerLobby Ta PlayerSpawnSystem.

JoinLobbyMenu, MainMenu ta PlayerNamelnput € yactunoro tumy Lobby 1
BIJIIOBIIAIOTH YK€ 3a peakiio iHTepdeicy Ha All KOpUCTyBaya Ta BUKOPUCTAHHS YKe
MEpEeKEBUX KOMITOHEHTIB: NetworkGamePlayer, NetworkManagerLobby,
NetworkRoomPlayerLobby ta PlayerSpawnSystem.

NetworkGamePlayer BigmoBizae 3a MOTBOPEHHS KIMHATH JIJIsi OYIKYBaHHS Ta
Jo/laBaHHsI B KiMHary HOBHMX KiieHTIB. NetworkManagerLobby B cBoro depry yxke
BIJIIOBIJIa€ 3a TIOBEMIHKY, NMPHUEIHAHHS Ta BiJ €IHAHHSA KIIE€HTIB B KIMHATI IS
ouikyBanHsa. Ileit kmac Takox wmae Taki momii:  OnClientConnected,
OnClientDisconnected Ta nmozxito OnServerRedied tuny NetworkConnection. [lepii
JBI MOl pearyrTh Ha MPUETHAHHS HOBUX KITIEHTIB Ta BIJKIIOYCHHS HAsSBHUX, a
OnServerRedied noBuHEH BUKIMKATUCh MPU CTApTI yKe CaMOl I'PU, TOOTO KOJU YyxKe
BCl HEOOX1HI MIATOTOBKU TOTOBI 1 MOXHA NMEPEHOCUTH YCIX KIIEHTIB YK€ Ha HOBY
cueny rpu. Kox kinacy NetworkManagerLobby HaBeneHo B goaarky B.

NetworkRoomPlayerLobby — 1e kiac sikuil icHye Juile Npu NpUEIHAHHI Ta
OYiKyBaHHI rpaBis B j1001. BinnoBigHO 1€ Ki1ac 1 € 00°€KTOM KUl BU3HAYa€E CaMOTo
KJIIEHTA Ha CILICH1 KIMHATH ouiKyBaHHs. Lle¥ kiac BiAMOBIa€ 3a TOTOBHICTD IpaBIIsl Ta
fioro Bubip mepconaxa nepen nodarkom rpu. Kox kmacy NetworkRoomPlayerLobby
HABEJICHO B 10JATKYy [.

[Ticnst crapTy rpu epeHeceHi yCiX rpaBliiB Ha HOBY CIIEHY 3a CBOE JILJIO TOBUHEH
opatuce kiac PlayerSpawnSystem, sikuii BUKOpUCTOBY€E 1HGOpMAIIiI0 PO BUOpaHUX
MEePCOHAXIB Ta BIAMOBITHO CTBOPIOE JII KOXHOTO KIIIEHTa BHOpPAHOTO HUM
nepconaxa. Kop knacy PlayerSpawnSystem nHaBeneHo B monatky /.

[lepen TuM sik epeTH 10 TeHEpallii CBITY BapTO 3a3HAUYUTHU SIKUM CaMe YHHOM
B1J10YBa€ThCA CUHXPOHI3al1s Oy/ib AKUX JIId MK KJIIIEHTAMH Ta CEpBEPOM y 010710Teli
Mirror. Mirror Ma€e KiJibka OCHOBHHUX IT1JIXO/IIB JI0 CHHXPOHI13aIlli /1i¥i Ta cTaHiB 00’ €KTIB
MDK KJIIEHTOM Ta cepBepoM. HaBeaemo nekinbka 3 HUX sIKi OyayTh (irypyBaT y

PO3pOOITIOBAaHUX YaCTUHAX KOJY.
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SyncVar — BUKOPHUCTOBY€TbCSI 11 aBTOMATUYHOI CHHXPOHI3aIlll MPOCTHX
smiaHEX (int, float, string, bool, Vector3, Tomio). 3naueHHs 306epiracThcs Ha cepBepi 1
aBTOMAaTMYHO pO3CWIAEThCsl BCIM KiieHTaMm. [liarpumye xykum (callback), o6
pearyBary Ha 3MiHY 3MiHHOI Ha KJTI€HTI.

Commands ( [Command] ) — BukimkaroTsCs Ha KITIEHTI, ajleé BUKOHYIOThCS Ha
cepBepl.

ClientRpc ( [ClientRpc] ) — BuknukaeTbcsi Ha cepBepi, BUKOHYEThCSI Ha yCiX
KJIIEHTaX. 3PpYyYHO I “IIMPOKOMOBIICHHS (HANpUKIIAJ, IMOKa3aTu e(PeKkT BUOyXy
BCIM).

Server ( [Server] ) — BukopuctoBy€eTbes AJisT METOIB, SKI MOXXKHA BHKJIHKATH
TUIBKH Ha CepBepi.

SyncLists Ta SyncDictionaries — Cmermianshi konekiii (anamor List /
Dictionary), siki Mirror CHHXpOH13y€ aBTOMaTH4HO.

Hacammniepen nnsa peanmizaiiii reHeparopa CBITY MOTPIOHO MIiATOTYBAaTH JEsKi
KOMITOHEHTHU Ha caMii CIieHi, Je Oyze B110yBaTHCh T'eHepallisi, a caMe KOMIIOHEHTH, SIK1
BIJIMOBIAIOTH 32 PO3MIIIEHHS Ta BIIOOpakeHHs pe3yabTaTty kiacy MapGenerator.

Tyt npucytni Tpu komnonentu: Grid, Tilemap, Tilemap Renderer ta Tilemap
Collider 2D. L1i KOMIIOHEHTH TICHO MOB’Si3aHI M YTBOPIOIOTH OCHOBY JJIsi MOOYIOBU
JIBOBUMIPHHUX CBITIB Ha OCHOBI TIJIUTOK.

VYce nounHaeThes 3 kKoMroHeHTH Grid, SIKuil CTBOPIOE CITKY TIEBHOTO PO3MIpY Ta
cTpykTypu. CaMe BiH BH3HAua€ KOOPAWHATHHUHA TPOCTIP, y SKOMY PO3TAIIOBYIOTHCS
KITUHKHE. CiTKa MOXKe OyTH KBaJpaTHOIO, 130METPUYHOIO UM IIECTUKYTHOIO, a PO3MIP
KJIITUHOK Ta BIJICTAHb M1 HUMH 331at0ThCs Y BiacTuBoCTsAX Grid. Ha ibomy piBHi 111e
HeMae rpadiku, 1e JuIIe “Kapkac”, y KW 3roJIoM BCTABIISIIOTHCS 1HII €JIEMEHTH.

Ha ocnoBi Grid nomaethcst Tilemap — 1€ cBOro pomy miap, y sIKHA MOXKHA
“pamamtoBaty’”’ TUIMTKU. Tilemap mpaioe sk MOJOTHO, 7€ PO3MINIYIOTHCS CIPANWTH
IUTUTOK, X KOJIIP YM HABITh aHiMaIlii. 3aBIsSKHA HOMy MOKHA CTBOPIOBATH P13H1 PiBHI YU
JIOKaIlli, BUKOPUCTOBYIOUM €auHy CiTKy. Hampukman, omun Tilemap moxe MICTUTH
3eMJIIO, 1HIIUM — OO’€KTU OTOYEHHS, a 1€ OJWH — JEKOPATUBHI €JIEMEHTH Ha

MepeNHbOMY TUTaHI. Y IIbOMY BHUIIQJIKy B MPOEKTI mpucyTHi yotupu Tilemap: Water,
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Land, Obtainables (pecypcu) Ta Structures. KonkpetHo B MapGenerator
BUKOPHUCTOBYIOTHCS MEPIIi TPH.

[Ilo6 HamManbOBaHI IUIMTKKA CTald BUAMMUMHU B rpi, 10 Tilemap momaerbcs
Tilemap Renderer. lleii koMmoHEHT BiANOBiAAa€ 3a BiNOOpaKeHHA W JO3BOJISIE
KOHTPOJIIOBATH, SIK came OyI1yTh PEHAECPUTHCS IUTUTKU: YU MOOJUHII, Y1 00’ € JTHAHUMU
rpynaMu ajisa ontumizairii. Came BiH TakoK BU3HAYA€ MOPSIOK BiTOOpaKEHHS IapiB.

Octannim BaxuiuBuM enemeHToM € Tilemap Collider 2D. Bin aBTromaruyno
CTBOPIOE KOJIaiJIepu Ha OCHOBI (POPMU HaAMaIbOBAHMX IUIMTOK. 3aBASKU LbOMY
MEePCOHAX Ma€ 3JaTHICTh XOAUTH IO 3€MJIi, YIUPATHCS B CTIHU YW B3aEMOIISATH 3
o0’extamu oroueHHs. s kpamoi npoayktuBHocTi Tilemap Collider uacto
noeanytoTh 13 Composite Collider 2D, mo0 yHUKHYTH BEIMKOI KUJIBKOCT1 JPIOHUX
KOJIaiiiepiB 1 MepeTBOpIOBATH iX y OUIbII IUTiCHI TeoMmeTpuuHi ¢opmu. Ilicns
MOTIEPEIHIX MiATOTOBOK MOYKHA PO3IIOYATH peaji3alliio reHepaTopa CBITy.

Jls mpotienypHO1 TeHepallii KapTu Ha OCHOBI IIyMy OyJ10 BIJITIOBIIHO CTBOPEHO
cratnuHui Kjaac Noise skl BIAMOBIAHO MaB crarnyHuil meton GenerateNoiseMap
KU MpUHMae BUCOTY Ta IIMPHUHY MOJOTHA IIyMY SIKY HOTPIOHO 3reHepyBaTH, 3€pHO
(seed), macmTab mymy (scale), kiTbKiCTh OKTaB (octaves), KOe(IIEHT 3MEHIIICHHS
aMIUTITYIA TIPU TIEPEXOJ1 10 HACTYMHOI OKTaBH (persistance), koedimieHT 301IbIICHHS
4acTOTH s HacTynHOi okTaBu (lacunarity) Ta ABOXBUMIpPHHUM BEKTOpP 3MIIICHHS
(offset). Crouarky dhopMy€eThCSI MACUB JJIs1 30€PEKECHHSI PE3YABTATIB 1 IHIIIATI3y€ThCS
reHepaTop BUIAKOBUX YKCENI HAa OCHOBI 3a7aHoro 3epHa (seed). s KokHOT OKTaBU
IIYMY BU3HAYA€THCS BUMAJKOBE 3MIILIEHHS, 100 YHUKHYTH MOBTOPIOBAHUX BI3€PyHKIB
1 3poOUTH KapTy OLIBII TPUPOAHOI0. Jlalmi BUKOHYETHCS TMOABIWHUN MK, KUK
MIPOXOIUTH Yepe3 YC1 TOUKU MaOyTHBO1 KapTu. 1 KOXKHOT TOUKH OOUUCTIOETHCS ITyM
[lepnina 3 ypaxyBaHHSIM KiIbKOX OkTaB. [lepmia okraBa 3amae 0a3oBy ¢opmy, a
HACTYMHI JOMAI0Th JeTali, 3MIHIOIOYM aMIUIITyQy Ta 4YacTOTy BIJAMOBIIHO [0
napaMeTpiB persistance 1 lacunarity. OTpuMaHe 3Hau€HHsI 30€piraeTbcsi y MacuB 1
OJTHOYACHO OHOBIIOETHCS 1H(MOpPMAIIis PO MiIHIMAIbHE Ta MaKCHMallbHE 3HAUYCHHS

myMy. Ilicnst 3amoBHEHHSI KapTH YCl1 3HAY€HHS B MacHBl HOpPMAaTI3ylOThCA 1 Jaii
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pe3yJIbTaT BUKOHAHHS IIbOTO METOY Oy/le BUKOPUCTOBYBATHUCH YK€ 0€3M10CEPENHbO B
kiaci MapGenerator. Kon knacy Noise npeacrasnenuii B nonatky E.

Knac MapGenerator € neHTpajabHUM €JIEMEHTOM TeHepalli irpoBoi KapTu y
npoekTi. Bin Hachigyetses Big NetworkBehaviour, mo no3Bosnsie iiomy mpairoBat He
JIILIE 3 TOKAJIbHUMU JIaHUMHU, @ i CHHXPOHI3YBaTH 3MIHU MK CEPBEPOM Ta KIII€EHTaMHU.
OCHOBHMM HOTO 3aBJaHHSM € CTBOPEHHS IIIYMOBOi KapTH, IEPETBOPEHHS i1 y HaAOIp
010MiB, pPO3MIIIEHHS TOJOBHUX OyIiBedb Ta pECypciB, a TaKOX Bi3yasizallis
pe3ynbTaTiB y BUIVIS TalJIiB HA KapTi.

T'onoBHMiT MeTOA y ITbOMY KiTaci — 11e GenerateMap, sIkuif BAKOHY€TbHCSI JIMIIE Ha
cepBepi. [lepmmm KpokoM BiH OYHIIY€ OCHOBHHM TaljaMan BijJ MOMEPEIHIX TaHUX,
o0 3a0e3meunTH KOPEKTHUW CTapT HOBOI reHepallii. Jlami BUKOHYEThCS BUKIIHMK
¢yHk1ii 3 knacy Noise, 10 CTBOPIOE ABOBUMIPHUN MacHB YMCeN y Jiana3oH1 Bl HyIs
1o oaunuul. lle 3Ha4eHHs BUCOT, AK1 y MOAAIBUIOMY 1HTEPIIPETYIOTHCS K Pi3HI THUIIH
TepuTopiil. OTpuMaHa Kapra 1ymy 30epiraetbest y BaactuBocTi NoiseMap, 1 Bxke Ha 1i
OCHOBI 3aJIEKHO B1Jl BUOPaHOTO pexXUMy (GOPMY€ETHCS MOJANbIIIA JIOTIKA.

VY Bumnanky pexxumy Island meton HamaraeTbcst pO3MICTUTH TOJIOBHY OYIIBIIIO Ha
cymi. J[ias uporo BUKOpPHUCTOBYeThCcsl aonoMikHa ¢yHkuis TryPlaceMainHall, sxa
IIyKa€ MiAXOAITY AUISHKY BIAMOBIAHO 10 BUCOTHUX 3HA4eHb KapTH. [licis mboro 10
KapTH 3acTocoByeThcss Moaudikatop y Bunsial gyHkiii Cutlsland. Bona noctymnoso
3MEHIIY€ 3HAYEHHS BUCOT ONMIKYE /10 KpaiB MAacHBY, CTBOPIOIOYM €(EKT OCTPOBA.
JIume micas uporo Bukiukaerhesi PlaceTiles, sika mpoxoauTs Kpi3b yCl KOOpJAUHATH
KapTH, BU3HAYa€ JJI1 KOXKHOI TOYKM BIJMOBIAHUN OI1OM 1 pO3TAIlIOBYyE Tailid Ha
BIJIMOBITHUX TainManax. Y BUNAAKY BOAHUX OIOMIB Taliu MOTPAIUISIIOTh Y
CrielialbHUM BOJSHUM IHap, a ISl Cylll Mig0UparoThCsl BIATIHKA KOJbOPY, IO
CTBOPIOIOTH PI3HOMAHITHICTh Y M&XaX OJTHOTO 0i0MYy.

VY Bunazaky pexxumy Resources reHepaTop He CTBOPIOE caMy 3€MJIIO, a HaKJIaJae
Ha BXKE 3rEHEpOBaHy KapTy pecypcu. s 1boro BiH 3BEpPTAETbCS 1O 1HLIOTO
ex3zeMIuIsipa MapGenerator, 110 BIATOBIJA€E 32 CYIILY, 1 BAKOPUCTOBYE HOTO KapTy IIyMy
sk ocHoBY. [Totim ¢ynkuist PlaceObtainables mpoxoauts yci KoopJJuHaTH i BU3HAYaE,

YU MAXOAUTh KOHKPETHA TOYKA JIJIsi pO3TallyBaHHS 00’€kTa 3 HabOpy pecypciB. Y
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MpoIIeCi TePEeBIPSIETHCS K BUCOTA HA KapTl CYIII, TaK 1 JOJaTKOBI YMOBHU Ha BJIACHIN
mrymoBiil kapti. 11106 yHUKHYTH CKyIYeHHsS pecypciB, 3aCTOCOBYETHCS IEpEeBiIpKa
BIJICTaH1 JI0 BXK€ PO3MINIEHUX 00 €KTIB, 1 JUIIE 3a YMOBU JOCTAaTHHOTO IMPOCTOPY
pecypc CTBODIOEThCS Yy  CBiTi. MoOro mosiBa CyNpPOBOMKYEThCS  BHUKIHKOM
NetworkServer.Spawn, 1110 103B0JIsiE CHHXPOHI3yBaTu 00’ €KT MIXK yciMa KJII€EHTaMHU.

VYci BakiuBi i, 10 3MIHIOIOTH BUIVISJ KapTH YW PO3TAlllyBaHHS 00’ €KTIB,
peaunizoBani yepe3 metoau 3 arpudyrom ClientRpce. Lle o3navae, 1o cepBep BUKOHYE
KJIFOUOB1 OOYMCIICHHS 1 TICIIS I[OTO HAJICHIIA€ KOMAaH/IM KIIIEHTaM, 5Kl B1JJ0Opa)KaroTh
pesynbratu. Takum uywmHOM, ¢yHKuii PlaceTile, PlaceWaterTile, PlaceBase 1
MovePlayer BiamoBigaroTh 3a Bi3yaji3aiil0 3MiH Ha CTOPOHI KiieHTa. Tainm Ha
OCHOBHOMY Ta BOJHOMY IIapax BIATBOPIOIOTHCS OJIHAKOBO JJIS BCIX TPaBIIiB, TOJIOBHA
OyaiBIIA 3 ABISETHCS Yy BUOpaHiN TOUIIl, @ IIEPCOHAXKI TEJIEMOPTYIOThCSI Ha BU3HAYEHI
MICIIS.

OxpemuM acnekToM poOOTH Kjacy € cucTeMa IEepPeTBOPEHHS KOOPIWHAT.
OcCK17bKH 1TpOB1 00 €KTH ICHYIOTH y CBITOBHX KoopauHarax Unity, a mrymoBa Kapra
30epiraeTbcsl y BUIVISIAI IBOBUMIPHOTO MAacHBY, HEOOX1IHO MaTH MEXaH13M MEPEBOIY
OIHMX KOOpIMHAT B iHIIL. JIJi1 bOTO ICHYIOTH ABl NEpeBaHTaxeHl1 Bepcii QyHKIIT
WorldCoordsToNoiseArray, siki Ha OCHOBI 3aJ]JaHUX TO3UIlIH TTOBEPTAIOTh 1HJIEKCH B
MacuBi mymy. Lle no3Bonsie, Hampukiag, BU3HAUUTA OloM y Oyab-sIKid TOYIIl CBITY
yepe3 metof TileNameOnCoords.

3aranom MapGenerator moejHye B co01 MaTeMaTH4HI METO/IM TeHepallli IyMy 3
MEXaHIKOI0 MOOYI0OBM TalJIiB 1 Mepexer CUHXpoHi3auii. BiH 3a0e3neuye minicHUIMA
IIUKJI CTBOPEHHSI KapTH: BiJl YACIOBUX JAHUX IIyMy Yepe3 IHTePIpeTaIiio y BUTIISII
O1oMiB — J10 Bi3yaJizailii y rpi Ta po3noauty pecypcis. Ha pucynky 2.4 300paxeHna 010k
cxemMa anroputmy TeHepanii cBiTy. Koxg kmacy MapGenerator mpencraBieHuld B
nonarky /K.

Knac ChatUl y nanomy npoekTi 3aiiMae KIIF04OBY pOJib y KEpyBaHHI TEKCTOBUM YaTOM
y rpi. Bin Hacminyetscs Bim MonoBehaviour, ToMy iHTerpyeThcsi 6€3mocepeHbo y

#uTTeBUM 1Mk Unity-00’€kTa Ta Mpaltoe sSIK 4yacTUHA clieHu. Mloro mpu3HauyeHHs
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MoJIsSITa€ 'y B3a€MOJIil 3 TpaBlieM uepe3 KOPUCTYBallbKUM 1HTepdeic, o0polistoun

BBEJICHHS TEKCTY Ta BOJHOYAC KOMYHIKYIOUH 3 Mepexero uepe3 kinac ChatNetwork.

—y| Generate noisemap
for resources

¢ Y

Place land tiles based| |Find square on plains
Take configuration Take configuration on heights from land 10x10 tiles
values values noisemap
v h 4 h 4
Define regions for
resouces based on Place townhall and
Validate values heights from land player spawn points
noisemap

A 4
Define possible points
for resouces based
on resource
noisemap

v

Define possible points
for resouces based

if values is out of
range

Set default values

No

on resource
noisemap
| Generate noisemap R 2
for land

if preferable height
and closest resource is 10
meters away

yes

v

place resource
structure

if all points were used yes

Puc. 2.4 — brok-cxeMa aJliropuTMy TeHepallii CBITy
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Ha cam nepen, Ay 3py4yHOCTI KOPUCTYBAaHHS 3 Oy[b SIKOi YaACTUHHU KOy, JJIsi
pOro Kiacy Oyno BukopucTaHo marepH Singletone. Ha erami imimiamizamii kiacy
TaKOXX y BHYTPILIHIO 3MiHHY 30epiraeTbCs iM’s rpaBlsl ISl TONANBIIOTO HOTro
Bi10Opa)keHH1 y TEKCTOBOMY Yari.

HactynHa 5orika moyuHae MpaiioBaTd y MeTol Start, 7€ HaJallTOBYETbCS
3B’S130K 3 eJleMEeHTaMHu 1HTepdeicy KopucTyBada: KHOIKA BIJIMPABKUA MOBITOMIICHHS
oTpuMmye O0O0poOHUK, skui Bukiukae ¢yHkiiio SendFromUI, a mone BBeneHHS
HaJIAIITOBY€EThCS Tak, 00 MpH HATUCKaHHI KiaBimn Enter Takoxx 3aiiicHIOBanach
Bi/IMpaBKa. K110 KOPUCTYBau MPUETHABCS JI0 TPU Mi3HIIIE, TO BUKIUKAETHCS (QYyHKITIS
Refresh, sxa oHOBITIO€ XypHaJI MOBIAOMIJICHD y BIKHI YaTy, 3aBaHTAXYIOUHU YXKe HasBHI
3aIKCH.

Oynukiis Refresh BigmoBimae 3a BiioOpaKeHHS CHUCKY TMOBIIOMJICHb Y
TekcToBOMY Tojii. Bona Oyaye nor 3a gonomororo StringBuilder, micis yoro 3miHio€
MO3UILII0 MPOTOPTAHHS, aBTOMATUYHO MPOKPYUYIOUM BIKHO BHU3, a0M KOPHUCTYyBad
0a4nB OCTaHHI TTOBIJJOMJICHHSI.

Axmo posmsgatu Meton SendFromUI, To BiH ¢akTU4HO mepenae TEKCT y
Mepexy. BiH nepeBipsie, uu 1oJie BBEICHHS HE MOPOKHE Ta UM KIEHT MAKIIOUEHUH 110
cepBepa depe3 NetworkClient.active. SIKmo yci yMOBHM BHUKOHAHO, TO BUKIHUKAETHCS
komaHga CmdSendMessage, sika BKe BIJINOBIAAE 32 PO3MOBCIOHKEHHS MOB1JOMJICHHS
cepen ycix rpaBiiB. Ilicias 4oro moje OYMIIYETHCS Ta Kypcop TOBEPTAETHCS B
aKTUBHUH CTaH, 0 Crpoirye poboTy 3 HUM. Kom maHoro kjacy HaBeIeHO B JOJATKY
W.

Knac ChatNetwork € eHTpanbHOI0 4aCTHHOIO MEPEKEBOT B3a€MO/TIi TEKCTOBOTO
yary y rpi. Bin nHacminyerscs Bin NetworkBehavior, mo poOuts iioro HeBiJ’ €MHOIO
YaCTUHOI0 MEPEXKEBOI apXITEKTYpH Ta JI03BOJISIE BUKOHYBATH CHHXPOHI3AINIO JAHUX
MiX yciMa KilieHTaMM Ta cepBepoM. Foro 3aBiaHHs mojsrae B TOMy, 06 oOpo6IsaTH
MOBIJIOMJICHHS, SIKI HAJICWJIAIOTh TpaBli, 30epiratd ix y CHUIBHOMY CIHCKY Ta
MOLIMPIOBATU Cepell yCiX MIAKIIOUEHNX KOPUCTYBaUiB.

Le#t kac TakoK peasi3oBaHO 3 BUKOpHUCTaHHAM madnony Singleton. KitouoBum

eJIEMEHTOM Y KJaci € 3MiHHa messages TUny Synclist — CHHXpOHI30BaHUN CIIHCOK
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PAIKIB. Moro 0coGauBicTh mosrae BTOMY, 1110 Mirror aBTOMaTu4HO BiJICIIIIKOBYE
3MIHH Ta MEePeIac iX yCIiM KIIEHTaM, 110 3a0€311eUy€ OTHAKOBUI CTaH MOBIJOMIICHb MK
yciMa kiieHTaMu. KokHe [1o/1aBaHHs, BUJIAJICHHS YU OHOBJICHHS €JIEMEHTa I[bOTO
CIHCKY MOIIUPIOETHCS MEpekero 0e3 HeOOX1THOCTI PydYHOTO TyONIOBaHHS TaHUX.

[Tpu miaxmroueHHi kiieHTa copanboBye Meron OnStartClient, y sikomy Kiac
nianucyerbess Ha nofito Callback y cuHXpoHI30BaHOMY CHHCKY, KOJIM Oylab SIKUM
YUHOM  3MIHIOBaTUMETbCS I  CIOUCOK  Oyae  BUKIMKATUCHh  (DyHKIIIS
OnMessageChanged. ¥ 1iit pyHKIIIT TepeBipsIeThCA, YU ICHYE aKTUBHMM 00’ €KT Yary, i
AKIIO TaK, TO BiJ0yBa€ThCS OHOBJIEHHS Bi3yajabHOI yacTuHHU 4epe3 Refresh. Takum
yiuHOM Oy/b-sikeé HOBE TOBIJIOMIJICHHS 3’ SIBISIETBCA 3pa3y y BCiX kopucTyBadiB. [Ipu
3aBepiieH1 poootu kiieHTa y Metoai OnStopClient BUanseTbCs MiANMUCKa Ha MO0,
a0y YHUKHYTH [P HOBOMY I1JKJIIOUYEHH1 MOABOEHB MOBIJOMJICHHS Yepe3 yKe 1CHYIou1
T ITUCH.

HaitBaxnuBimum MeToaoM 115010 ki1acy € CmdSendMessage, sikuii mo3HaueHUH
arpubytom Command. Lle o3Hauae, 110 BUKIMK BUKOHYETHCS 3 OOKY KIII€HTa MPOTE
cama JIOTiKa BUKOHY€EThCS Ha cepBepHii yacTuH1. CaMme B IbOMY METO/I1 IEPEBIPSETHCS
BaJIIIHICTh TEKCTY: MOPOXKHI a00 HAATO JOBrl TOBIAOMJICHHS OOpPI3afOThCS YH
BIJIKM/TAOTHCS, TOTIM (OpMyeThcsl (piHATBHUN PSIIOK, SKUH BKIIOYAE YACOBY
MO3HAYKy, IM’sl TpaBIl Ta TEKCT IIOBIIOMJICHHs. JSIKIIO CIHMCOK IIEPEBHUIILYE
BCTAHOBJICHUH JIIMIT MOBIJIOMJICHb TO HaCTapIIlle 3 HUX BUAANIAETHCA, 00 YHUKHYTH
HaOMipHoro 3poctanHs ictopii. Kox kimacy ChatNework 300pakeno y nogatky K.

Kinac VoiceChatNetwork Hacmimyetsess Binm NetworkBehavior, mo Ha nae
MOKJIUBICTh TIPAITIOBATH HA TNPSIMY 3 MEpPEker0. [ 0JIOBHOIO 3a/1a4ero 1bOTO KJacy €
3aXOIJICHHS T0JIOCY 3 MiKpOhOHY, IO ayAio HA HEBEJIUKI OJIOKH, IEPECUIIaHHS 1UX
OJIOKIB MEpEXKEIO Ta BIITBOPEHHS HA KIIIE€HTAX.

[Ipu nobGaBistHHI IILOTO KOMIIOHTH Kiiacy Ha irpoBuii 00’ekt B Unity
aBTOMATHUYHO CTBOPIOETHCSA JOAATKOBO KoMrmoHeHTa AudioSource sika BiAMOBIIHO
JI03BOJISIE BIATBOPIOBATH 3BYKH y CEPENOBHUIN. Y MeToil Start HaJalITOBYETHCS
ayniocucteMa: cTBOproeThest 00’ ekt Ty AudioClip aJist BIATBOPEHHS BX1THUX JAHUX

BiJl IHINUX KIIIE€HTIB, BMHUKAE€TbCS MOTO TMOCTIMHE MPOTpaBaHHS Ta IMEPEBIPSIETHCS
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HasBHICTh MiKpodoHa. SIKIO MPUCTPIA 3HANAEHO, HOTr0o 1M’ 30epiraeThes, 1HAKIIE
BUBOJMUTHCS TIOBIJJOMJICHHS TTPO TTOMUJIKY.

VY metoni Update knac mepeBipsie, U HAJIEXKHUTh JAHUM 00’ €KT JIOKAJIBHOMY
KOPUCTYyBauy, SIKIO TaK TO BHUKOHAHHS KOAY MPOXOAWTH Jaii, 1HAKIIE BUXOIUTH 3
merony. lle HeoOximHO poOWTH MOOM 3amo0IrTH TyONMFOBaHHS TOJIOCIB BiJ 1HITUX
rpaBuiB. Haruckanusa kiaBimii V akTUBYeThCs 3amuc yepe3 meron StartMic, sxuit
3aITyCKa€ 3aXOIUICHHSA ay/io 3 MIKpo(OHa B PEXKHUMI PeasIbHOTO Yacy. TyT CTBOPIOEThCA
Oydep, 30epiraeTbcs MO3MIlS TOYATKY 3allUCy, a CHUCTEMa 4eKa TMOKH MiKpohoH
aKTUBYETHCS Ta TMOYHE 3amuc aydio. [Ipu BiamyckaHH1 KiaBiiil MIKpOQOH Iepectae
3axXOIUTIOBATH JaHH1 3a JOmoMorow Meroxy StopMic. SAkio MikpodoH aKTUBHUN Ha
KO’)KHOMY KaJipi BUKOHY€EThCsl MeTo SendMicData, sikuii BIIITOBIIHO Mepeae gaHl 1Mo
MEpPEexKi.

Meton SendMicData 00poOnsie 3BykoBi jgaHHi 13 Oydepa. Cnouarky
BU3HAYAETHCS KIJIbKICTh HOBUX 3aITUCIB, SIK1 3’ IBUJIMCA 3 YACy OCTaHHBOTO 3YMTYBAHHS,
Ta JOUIMTh iX HA MEHII YacTWHU BIAMOBIAHO 10 po3mipy chunkSize. Ile nae
MOXJIMBICTh €(EKTHUBHO BIANMPABISITH JaHl HEBEJIMKUMH OJIOKaMH, 3MEHIIYIOYH
HaBaHTa)XEHHS Ha Mepexy. Koxen 610k popMy€eThCS MaCHBOM YHCEI 13 TIaBal0YOI0
KOMOIO, III0 TPEICTABIAIOTh AMIUIITYIy CUTHAIY, Ta TMEPEdacThCcsl 3a JIOMOMOTOI0
merony CmdSendAudioChunk.

k1o po3misgaTi OCTaHHIN 3rajlaHuil METOJ, TO BiH MO3HAYCHUM aTpulyTOM
Command, 1110 103BoJIsI€ KJIIEHTaM BUKOHYBaTH kKoji Ha cepBepl. CmdSendAudioChunk
B c0o01 Bukiinkae RpcReceiveAudioChunk, sxuii mae arpulyt ClientRpc. Ile o3Hauae,
mo meron Oyne BHKOHAHO Ha BCIX KIIIEHTaX OKpIM BiAmpaBHUKA. TyT OTpuUMaHi
ayniopparmentu aomarotbes y playbackQueue, uepry, 3 sikoi JaHHI 3YUTYHOTHCS i
4ac BIJTBOPCHHSI.

BinBopenns aymio peanizoBane y metoai OnAudioRead. Bin BukimkaeThes komu
HasiBHA ayA10JJOPI’KKA 3aBEPILYETHCS Ta 1 MOTPiOHA HOBA MOPLIA ayAio3anucy. 3BiACH
BUOMPAIOTHCA CEMIUTM 3 4Yepru Ta MepenaroThes y MacuB data, 1mo BiAIOBITHO
BUKOPHCTOBYETHCS ayAl0CHCTEMOIO JIJIsl CHHTE3Y 3BYKY. SIKIIO JaHHUX HE JOCTAaTHBO,

TO peIlTa 3alOBHIOETHCS HYJISMHU JJIi YHUKHEHHSI IIyMiB. Y pe3ylbTari IpaBelb Y
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peanbHOMY Yaci Ma€ 3MOTy UyTH Ta PO3MOBISATH 3 IHIMMMH TrpaBisiMu. Kom kmacy
VoiceChatNetwork naBeneno B nonatky JI.
[Ticnst 3aBepiieHHs yCiX eTarliB MporpaMHOi peai3allii Takok OyJ0 HarmucaHo

IHCTPYKLIIO KOPUCTYyBaya, fKa MojaHa y A0AaTky M.

2.6 Opranizauisi TeCTyBaHHSI TA HAJIATO:KEHHSI IPOTPAMHOTIO0 32C00y

Bbyno mpoBeneHo aHami3 sKocTi po3poOinenoi mporpamu. [ns nporo Oymu
BUKOHAH1 PI3HOMAaHITHI BUIPOOYBaHHS, CIPSIMOBAHI Ha IMEPEBIPKYy Mpare3gaTHOCTI
BCIX (DyHKIIIH mporpamMu Ta BUSBICHHS MOXJIMBHUX HEIOJIKIB, K1 MOXKYTh BIUIMHYTH
Ha 11 pobory. Jlnsa mpoBeneHHs aHammizy Oynu CKJIAJIEHI BiAMOBIJIHI TECT-TUIAHM,
BKJIIOYAIOYM TECTOBI BUMAAKU JJIsl TIepeBIpKU (DyHKIIOHATBHUX BUMOTL. KoxeH 3 HuUx
MICTHUB ONMUC BUKOHAHMX KpPOKIB Ta OUYIKYBaHUUN pe3yibTaT, KU MOPIBHIOBABCS 3

(bakTUIYHUMU pe3yJIbTaTaMU JJIsl BU3HAUEHHSI YCIIIITHOCTI TECTY.

2.6.1 Po3pooOka TecTiB
Jlns  mpoBeleHHS  TECTyBaHHA  po3poOitoBaHOi Trpu OyJ0  CTBOPEHO
¢dyHKIIOHaIBHI TecTH [23], mpoBeneHO TecTyBaHHs irpoBoi Mepexi Ta Endurance
T€CTyBaHHS [24].
Jlist TecT-kelciB Oyllo BU3HAYEHO OYIKYBaHI pe3ylbTaTd Ta MOPIBHSAHO iX 3
TIHACHUMMU.
TectyBanHs Oyzie BBaXXAaTUCh YCHIITHUM IPHU JOTPUMAHHI TaHUX KPUTEPIi:
- BIJICYTHICTb TOMUJIOK, 1[0 MOXKYTh MOTEHIIIITHO BUBECTHU TPy 3 JIaLy;
- (pyHKITIOHAJIbHI BUMOTH TTOKPUTI TecTaMu Ha 85%;
- HaiizeHi JeexTH B Mpoleci TECTYBaHHS YCIIITHO YCYHYTO;
- yCl TeCTH yCHIIIHO MPOWUJEHI.
MepexeBe TecTyBanHs Tpu Ta Endurance TtectyBaHHS OymayTh BBa)KaTHCh

YCHITHUMU TPU CTAOLIBHIA POOOTI I'PH MPOTATOM YChOTO Yacy TECTYyBaHHS.
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@dyHkuioHajlbHe TecTyBaHHA. JlJii mpoBeneHHS TECTyBaHHS NpOTrpaMu Ha
BIMOBIIHICTh (PYHKIIOHAJIBHUM BHMOTraM Oylo CTBOpPEHO psl (YHKIIIOHAJIbHUX
TECTIB. YCi TeCTOBI BUIMAJAKN MOXKHA MEPETISHYTH B TOJATKY 2.

Y tabn. 2.1 HaBemeHO KUIBKICTh CKJIAJE€HUX TECTIB Uil KOXHOI 3

PO3pOOITIOBAHUX XapaKTEPUCTHK.

Tabmmg 2.1.
KinbKkicTh IpOHIEHUX TECTIB

No Tecm xeiic Kinvkicmo mecmis
1 | Po3poOka mepexeBoi KOMIOHEHTH 4
2 | I'eneparis cBITY 2
3 | TekcroBuii yaT 2
4 | 'omocoBui yat 3
CymapHo 11

Mepe:keBe TecTyBaHHsl TIpH. JlJis TecTyBaHHS aKTHBHOCTI Mepexi Oyso
3aCTOCOBAHO JIBa 3alyIEHUX KIIEHTA TPU Ta MPUETHAHUX N0 OAHIET cecii rpu. 3a
JIOTIOMOTOI0 TaKUX TECTIB MU TIEPEBIpSIEMO pOOOTY Ta MOBEAIHKY MPOTPaMH B MEPEKI,
MepexeBuil Tpadik. TecTyBaHHS Mepexki € HEOOXiTHUM JIsl TIOAANIBINOI OMTHMI3aIlii
Ta BHU3HAYCHHS HEOOXIIHUX XapaKTEPUCTHUK CHUCTEMH I Oe3MepelKkoHOTO
BUKOPHUCTAHHS 3aCTOCYHKY.

MoHiTopuHT Mepexi BiI0yBaBcs 3a I0IOMOTror0 BOya0BaHO1 porpamu Resource
Monitor B onepartiiiniii cuctemi Windows.

Endurance tecryBanHs. Endurance TtecTyBaHHS BHMKOPHUCTOBYETHCS IS
nepeBipku  edexktuBHOocTi [13 mporsrom poeroro yacy. s TecTyBaHHS Oyiio
BUKOpHCcTaHO BOynoBaHuil miarid Profiler B Unity. B npomy muarini € MOXJIMBICTb
3alMCyBAaTH AaKTUBHICTh KoMIuiekTyrounx IIK Ta 3aramoM uac BUKOHaHHS BCIX
oneparliii B rpi. 3aBasku Endurance TecTyBaHHIO MOKHA BUSIBUTH YU T'pa CIOXKHBAE

npUOIHU3HO PIBHY KUIBKICTh PECYPCIB IPOTITOM yChOro vacy. [25]



2.6.2 PesyabraTu QyHKIIOHAJILHOTO TECTYBAHHS

[Tin gac TectyBaHHS Oyn0 BUSIBICHO MpoOJIEeMy JIHMIIE B OJHOMY TeCT-Keici
OB’ SI3aHUM 3 TOJIOCOBUM 4aToM: OyJIO BHSIBICHO HECTaOiIbHY pOOOTY, MepepUBaHHS
3ByKy Ta HEKOPEKTHE HaKJIQJaHHS TOJOCIB YCIX TPaBIliB. 3a JOTIOMOTOI BBEICHHS

uKIiyHoro Oydepa nporpaBaHHs, OyJ10 BUTIPABICHO JaH1 HEAOMIKH.

2.6.3 Pe3yabTaTH MepekeBOro TeCTyBAHHS

[Tix yac TecTyBaHHs MepeXi OyJI0 BUSBIICHO, 1110 3’ €JHAHHS B JIOKAJIbHINA MEpexki
€ UTICHUM. TakoXX MpH TeCTyBaHH1 OyJI0 BUSBJICHO CEpPEAHIN JaHUX MpU Nepeaadl Ta
oTpuMaHHi, a came mnpubau3zHo 6000 OalTiB 3a cekyHay. Takok ImpH TECTyBaHHI
Mepexi He OyJi0 BUSIBIICHO BTpaTH IMaKeTiB. 3arajibHa 3aTpUMKa CHHXPOHI3AIlli MiXK
KJIIEHTaMU CTaHOBUTH HE Ounbiie 1 cexyHnu. MeTpuku 3 TecTyBaHHS 300pa)KeHO Ha

puc. 2.5.

Processes with Network Activity AL > Views |
B Image PID Send (B/sec) Receive (B/sec) Total (B/sec)
32348 942 3240 4183
25244 2889 1136 4025
35704 3840 1781 5621
xe 24632 30 990 1020
21360 396 485 882
25696 o 193 193
33784 [ 193 193 60 Seconds 0
O e 30628 2 168 170 TCP Connections 100
[0 swchostexe (NetworkService -p) 3420 59 37 %6
Network Activity [ 75 Kbps Network 1/O M 0% Network Utiization A ;
Filtered by Unity.exe, Unity.exe |
Image PID Address Send (B/sec) Receive (B/sec) Total (B/sec)
Unityexe 32348 LAPTOP-R88STMST 969 2697 3666 0
Unity:exe 25244 LAPTOP-REBSTMST 2697 %9 3666 Radmin VPN 100%
Unity.exe 25244 22500222 194 194 388
Unity.exe 32348 22500222 0 194 194
o0
ernet q
TCP Connections o
Filtered by Unity.exe, Unity.exe
Image PID Local Address Local Port Remote Address Remote Port Packet Loss (%) Latency (ms)
Unity.exe 25244 1Pv6 loopback 717 1Pv6 loopback 51297 0 o
Unity.exe 32348 IPv6 loopback 51297 1Pv6 loopback mm 0 0
Unity.exe 32348 192168165 51362 34107.172.168 443 0 -
Unityexe 25244 192168165 51383 34107.172.168 443 0 31
Uniy.exe 32348 IPva loopback 54063 1Pv4 loopback 54064 0 -
Unity.exe 32348 1Pv4 loopback 54064 1Pv4 loopback 54063 o o
Unity.exe 25244 IPv4 loopback 54202 1Pv4 loopback 54413 o ]
Unity.exe 25244 1Pv4 loopback 54202 IPv4 loopback 54414 ] o
Unity.exe 25244 IPvd loopback 54297 1Pud loopback 54298 0
Listening Ports Al

Puc. 2.5 — MeTpuku akTHUBHOCTI MEpexKi

2.6.4 Pesyabratn Endurance recryBaHHsI
[Tin wac TectyBaHHs OyJa0 BHUSBICHO PI3KUI CKAuOK y BUKOPUCTaHHI PECYpPCIB,
10 MTPU3BOAMIIO 10 BTPATH YaCTOTH KaJpiB 3a CEKYHIY pa3 B cekyHy 3 200 kaapiB HA

cekyHny no 60. IIpore mpoBiBIIK aHAJI3 OTPUMAHUX METPUK OYJI0 BUSBIEHO, IO IIi
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CKayK{ € MPUYMHOIO IIUKITy caMoro peaakropa Unity, ToMy Ha camy rpy, a TOYHiIle Ha
301pKy I'pH 11€ HE TOBUHHO HisIK BIUTMBATH. 3arajoM Oyso 3anucano 156739 kaapis ta
npoananizoBano octanHi 300 ans Bu3HadeHHA npoOnemu. [IpoTsrom yceoro tecry
OKpIM LIMKIIIB pelakTopa He Oylo MOMIYEHO HIYOTO aHOMAJbHOIO, Ta Ipa Mpalioe 3i
crabinpHuME 200 KaapiB 3a cekyHay. AHam3 octanHix 300 kaapiB MOXKHA TTOTUBUTUCH

Ha puc. 2.6.

Main Thread

Render Thread

Job
AL

Puc. 2.6 — Pesynpratn Endurance TectyBanHs

2.7 AmHaxi3 oTpUMAHHX pe3yJbTaTiB [I0CJHiIKeHHsI, PeKOMeHIAauil o010

BHKOPUCTAHHA TAa BIIPOBA/KCHHHA

[IpoBeneHe TecTyBaHHS MPOTPaMHOrO 3a0E3MEUEHHS IMOKa3ajio BUCOKY
CTaOUIBHICTB 1 Mpale3aaTHICTh PO3pO0ICHOT CUCTEMU MPOLIETyPHOI reHepallii CBITy Ta
OaraTokopHCcTyBallbKO1 B3aeMoii. 3a pe3yibraramMmu (DyHKI1I0HATBHOTO TECTYBaHHS YCI
OCHOBHI KOMIIOHEHTH TaKl SIK: T€HEpaTop CBITY, TEKCTOBHI 1 TrOJIOCOBUI dYaT Ta
MepeKeBa CHHXPOHI3alllsl MpaIiolTh KOpekTHO. €auHa BHsBIEHa mpodiema

CTOCyBaJIacs KOPOTKOUacCHUX 300iB y mepesayl ToJIoCOBUX JaHMX, 110 Oyja yCyHEeHa
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BIIPOBA/DKEHHSIM IUKJIIYHOTO Oydepa mporpaBaHHs, Iicias dYoro poOoTra dyary
cTabimizyBanacs.

[Tlin yac mepexeBoro TecTyBaHHA Oyia0 3aikCOBaHO CEpPETHIO IIBUIKICTH
nepenavi qanux Ha piBai 6000 GaiiTiB 3a ceKyHy, 0€3 BTpaTh MaKeTiB Ta 13 3aTPUMKOIO
CHUHXpOHI3alll He Outbiie 1 cekyHaAM MK KiieHTamu. lle CBiTYUTH MpPO JOCTATHIO
ONTUMI3AllII0 MEPEKEBOI apXiTeKTypH Ha OCHOBI 010sioTekn Mirror Ta €eKTUBHY
00poOKy MOl y KIIEHT—-CEpBEpHIA CTPYKTypi. JlaHl pe3yabTaTd MOKHA BBa)KaTH
PENpe3eHTAaTUBHUMH JIJIS JIOKAJIBHOT MEPEX1 CEPEeTHhOTO HAaBAaHTAXKEHHSI.

Pesynbratn Endurance tTectyBaHHs MiATBEPAUIN CTA0LIbHICTH POOOTH CUCTEMU
IpU TPUBAJIOMY HaBaHTakeHHI. [IpoTarom GaraToromMHHOTO LMKIY TECTYBAaHHS Ipa
HniaATpuMyBasia cepenHio dactoty 200 kaapiB 3a CEKyHIY, 3a BUHSITKOM KOPOTKHX
cnaniB FPS o 60, siki Oynu cippyrHeH1 BHYTPIIIHIMU HUKJIaMu pegakropa Unity 1 He
BIUIMBaIOTh Ha 30ipKy rpu. Ilicias ycyHeHHS JaHOTO BIUIMBY KIHUEBUH MPOIYKT
JNEMOHCTpY€E CTablIbHY TPOAYKTUBHICTh O€3 CyTTEBUX BUTPAT PECYPCIB.

AHai3 CHOXKUBAHHS PECypCiB MOKa3aB, 0 BUKOPUCTAHHS Mpoliecopa Mij yac
aKTUBHOI cecli rpu He nepeBulrye 25-30%, a onepatuBHOi nmam’sti 6mu3bko 5S00-600
MB (puc. 2.7), 1110 € TpUHHATHAM 11 OLIBIIOCTI Cyd4acHUX NMPUCTPOiB. Yac reHepartii
KapTH CEPEIHBOTO PO3MIPY CTAHOBHUTH 1,52 ceKyHaH, 1m0 3a0e3neuye TUHAMIYHHMA

CTapT cecii 0e3 MOMITHUX 3aTPUMOK.

Ina'a

MNporpamu (6)
P Google Chrome (53) % 3 606,0 Mb
B Microsoft Office SDX Helper (3) O, 85,0 Mb
~ | Microsoft Visual Studio 2022 490,6 MB

v @ SuperTowerSurvival.exe 563,0 Mb

& SuperTowerSurvival

JucneTuep sagaaHb 2.0% 64,2 Mb

H MposiaHuk Windows (2) 8% 101,7 Mb

Puc. 2.7 — BukopucTtanHs pecypciB KOMIT I0T€pa MPOrpaMor0
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OT1xe, po3pobiieHe porpaMHe 3a0e3MeUeHHsI BiJIOBIIa€ 3asBJICHUM BUMOI'aM
110710 €()eKTUBHOCTI, BIATBOPIOBAHOCTI CBITY Ta CTa0LIBHOCTI 6araTOKOPUCTYBAIbKOT
B3aeMoil. Moro mpakTHuUHE 3aCTOCYBaHHS MOXJIMBE y PO3pOOILI HABYAIBHHX,
eKCIIepUMEHTAJIbHUX Ta I1HAMU-ITOp, 1€ BaXKJIUBa IMpOIEIypHa BapiaTUBHICTh Ta
peanicTUyHa KOMYHIKalis MK TpaBusMu. [IpoTre He 3BakarouM Ha 3a0BUIbHI
pe3ynbTaTh, JJI1 TAKOTO PIBHS MPOEKTY MOXIIMBA IMOAANIbIIa ONTUMI3AIllS TPOIIECIB,
OCKIIbKM € HasBHE BYy3bKE TOpJIO NpPU BUKOPUCTAHHI MOTYXXHOCTI TIpadiyHOrO
mpoIiecopa, 1o B pe3yabTaTi 3MEHINye KIJIbKICTh KaJIpiB Ha CEKYHIY BiJl MOJIMBOTO
171IealIbHOTO PE3YJIBTaTYy.

JUIs KOPEKTHOTO BHUKOPHCTAHHSA MPOrPaMU PEKOMEHAYETHCS BUKOPUCTAHHS

TaKUX MPOTPaMHUX Ta arapaTHUX 3aCcO0IB:

omnepaiiiiina cucrema — Windows 10 a6o Buie;

- uentpanpHuit npouecop — Intel Core 15-4750HQ;

- omneparuBHa nam’ st — 4 I'b;

- Bizeokapra — Nvidia GeForce GT 930M.

3arajioM OTpUMaHi pe3yldbTaTH CBiJYaTh IMPO TOTOBHICTh CHUCTEMH JIO

MOJANBIIOT0 BAOCKOHAJIEHHS Ta MaciuTaOyBanHs. [loganbii eranu po3poOKu MOXKYTh
BKJIIOYATH ONTHUMI3AIlII0 MEPEKEBUX aJTOPUTMIB I poOOTH dYepe3 IHTepHeT,
PO3IIMPEHHS TapaMeTpiB reHepallii CBITy Ta BIPOBAKEHHS MEXaHI3MIB aJalTUBHOI

CUHXPOHI3AIIi1 111 3MEHIIICHHS 3aTPUMOK TIPU BEJIMKiN KUTHKOCTI KITIE€HTIB.
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BUCHOBKH

VY xoni BukoHaHHA KBajiikaiiitHoi poOOTH Oyl0 MPOBEAECHO KOMILICKCHE
JOCIIPKEHHS TEOPETUYHUX, METOMONOTIUHUX Ta MPAKTUYHUX ACTEKTIB MPOLETypPHOL
reHepaii irpoBUX CBITIB 1 peasi3allii 6ararokopucTyBanbkoi B3aemozii. OCHOBHOIO
METOIO JOCIKEHHS OyJI0 CTBOPEHHSI CUCTEMH, 110 TTOEAHYE JETEPMIHICTUYHI METOIU
noOyloBU CBITY 3 €(PEKTHUBHOIO apXITEKTypOIO MEpEKeBOI CHHXPOHI3allii, 3aTHOIO
3a0€3MeunTH CTa0lIbHY B3a€EMOJII0 MK TPABISIMU Y CIILJIBHOMY CEPEIOBHIII.

Byno nmpoananizoBaHO cydacHHM# CTaH 1 TEHJICHIIT pO3BUTKY irpOBOi 1HIYCTPIi,
y fKiil mpoleaypHa TeHepalis BUCTYIMAE KIIOYOBUM 1HCTPYMEHTOM ITiJBUIICHHS
peirpabenbHOCTI, BapiaTUBHOCTI Ta MAacIITaOHOCTI IrpoBHX CBITIB. Po3misHyTO
OCHOBHI TUIU QJIFOPUTMIB MPOIETypHOI reHepallii, 30KpemMa Ti, 110 TPYHTYIOThCS Ha
mrymoBux pynkuiax (Perlin, Simplex, Voronoi), rpamatuunux cucremax (L-cuctemu,
rpad-rpamMaTiKy), CAMYJIALIHHAX MOJICIISAX 1 MO3aiuHUX Miaxoaax. [[s Ko)KHOTro TUITY
BU3HAYEHO OCOOJIMBOCTI BHUKOPUCTAHHS, IMEpeBard, HEJONIKU Ta MPUAATHICTH 10
pI3HUX >KaHpiB Bigeoirop. OxkpeMy yBary MNpUIIJICHO TIOpUIHUM CHUCTEMaM, SIKI
HNOEJHYIOTh KUTbKa METOMNIB 3 METOI0 JIOCATHEHHsSI OUIBIIOI peanicTUYHOCTI M
PI3HOMaHITHOCTI PE3yJbTATIB.

JlochipkeHHsT 1HCTPYMEHTIB IS TPOLIEAYpHOI TeHepalli Mokasano, 10
npodeciiini cuctemu mnomibni g0 World Machine opieHTOBaHI Ha CTBOpPEHHS
peaniCTUYHUX CTaTUYHMUX JaHamadTie, tomi sk MapMagic World Generator €
NpUIaTHUM U1 JUHAMIYHOI TeHepallii MmijJ 4ac BUKOHAHHS TpH, IO POOUTH HOTO
JOIUTBHAM BHOOPOM Y TMPOEKTAX 3 BIIKPUTUMH a00 HECKIHYCHHHMH CBITamu.
[TpoBenenuii aHasi3 103BOJIMB OOIPYHTYBaTH BHOIp MIAXOMIB 1 MPOrpaMHUX 3ac00iB,
3aCTOCOBAHUX Yy MPAKTUYHIN YaCTHHI pOOOTH.

Jpyrum  HampsiMOM — JOCHIIDKEHHS  CcTajga po3poOka Ta  iHTerparfis
0ararokopucTyBalbKO1 KOMITIOHEHTH. [[poaHanizoBaHO Pi3HI apXITEKTYPH 3 TOUKHU 30Py
MPOAYKTHUBHOCTI, Oe3meku, cTabiabHOCTI 3’€aHaHb 1 MacmTaboBaHocTi. [IpoBeneHo
NOPIBHSUIBHUI aHalI3 HAMMOLIMPEHIMUX 1THCTPYMEHTIB MepexeBoi B3aeMoiii Mirror,

Photon Ta FishNet, 3a pi3HumMu kputepisimu. Ha OCHOBI pe3ynbrariB aHaiizy
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o0rpyHTOBaHO BUOIp 610mi0TeKkn Mirror, sika HaNOIBII BIAMOBIIAE MOTpeOaM 1H/II-
pPO3pOOKHN Ta 103BOJIAE€ €(EKTHBHO peani3yBaTH MEpPEXeBY JIOTIKY Oe3 T0JaTKOBUX
KOMEPIIIHHUX CEPBICIB.

Jlaini Oysio CTBOPEHO MPOTOTHUIT HaraTOKOPUCTYBALIBKOI TPH, Y SAKiil peanizoBaHO
JETEPMiIHICTUYHUN aJITOPUTM MPOIIeTypHOI FeHepallii CBITy Ha OCHOBI OaraTtomiapoBux
mymMoBux (QyHKIii. Po3pobnenuit anroputm 3abesrnedye cTablabHy BiATBOPIOBAHICTH
pE3yabTaTiB Ha BCIX KIIEHTAaX MPU BUKOPUCTAHHI OIHAKOBOTO seed, M0 € KPUTUYHO
BAXXJIMBUM JJIsl MEpekeBoro pexxumy. Ha ocHOBI kapTu BUCOT (hOpMyeThbCs cucTemMa
010MiB, BUKOHYETHCS PO3IIOIII PECYPCiB 1 BUBHAYEHHS TOYOK B3a€MO/I1T MK IPaBIISIMU.
JlogaTkoBO peasii3oBaHO MEXaHI3M MEPEeBIPKU PIBHOCTI peibedy A pO3MIIICHHS
OCHOBHHX 00’€KTIB 1 CTApPTOBUX MO3UIIIN, 110 MABUILY€E OalaHC 1 3pYYHICTh IFPOBOTO
IPOIIECY.

Takoxx Oymo peanizoBaHO Takli KOMYHIKaIllHI 3acO0M MIDX TpaBIsIMHU, SK
TEKCTOBUM 1 TOJIOCOBUI YaT, 0 BUKOPUCTOBYE METOAM TMepenadi aymaionoToky. Lli
pilieHHs 3a0e3Meuy0Th MOBHOILIIHHY KOMYHIKAILIII0 B MEXax CIUIbHOI IrpoBoi cecli 6e3
CTOPOHHIX CEpBICIB.

VY pesynbrari Oyno po3poOJeHO KOMIUIEKCHY apXiTeKTypy, IO TMOETHYE
MPOIIETyPHY TEHEPaIliio 3 MEPEKEBOIO CHHXPOHI3aIlI€10 Ha OCHOBI 010mi0TeKn Mirror.

Takox Oysno mpoBeneHe (PyHKIlIOHAIbHE, MepekeBe Ta endurance-TeCcTyBaHHS
MIATBEPAWIIO TIpare3aTHICTh CUCTEMM Ta ii 37aTHICTh 3abe3nedyBaTH CTallIbHY
poOOTY MpHU MIAKIIOYEHH] KIJTBKOX KJ€HTIB. CepellHi pe3yJbTard TECTIB 3aCBIAYMIN
HU3bKY 3aTPUMKY OHOBJIEHHS (710 1 ¢), craOuipHy yacToTy KajapiB nonan 200 FPS ta
BIJICYTHICTh PO3CHHXPOHI3AIlT MK KJIIEHTaMH TIPH Mepeadl TaHuX Y peaibHOMY Yaci.

VY Xoml NOCHIKEHHS PO3pOOJIEHO ANTOPUTMIYHY 1 mporpamHy 0asy st
MOJANBIIOT0 PO3BUTKY CHUCTEM IMpPOLEAYpPHOi reHepamii Ta 0araroKOpHUCTyBallbKUX
irop. IlpakThyHa IIHHICTE OTPUMAHUX PE3YAbTATIB TMOJSITa€E Yy CTBOPEHHI
YHIBEpPCAJIBLHOTO MIJIXOAY, SIKU MOXKe OyTH alanTOBaHUM JJI PI3HUX >KAHPIB 1 THUIIIB

irop. Takum YrHOM, METa MaricTepchkoi poOoTH OyJia JOCATHYTa MOBHICTIO.
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JTONATKH

Honarok A. TexHiuHe 3aBIaHHS MPOEKTY

Beryn

IToBHa Ha3Ba nporpamHoro 3abesrnedeHs: “SuperTowerSurvival”.

[Iporpamuuii 3acid mpu3HauYEHUI AJsi CTBOPEHHS Ta JOCIIIHKEHHS MPOLEIYPHO
3T€HEpOBaHUX IrPOBHX CBITIB y 0araTOKOPUCTYyBalbKOMYy cepenoBuimi. [pa
po3pobiieHa il JeMOHCTpallii poOOTH aJIrOpUTMIB JETEPMIHOBAHOI TeHepallii Ha
OCHOBI NIyMIB, a TaKOX peaii3alii MexXaHI3MIB MEpeKeBOi CHHXPOHI3alli MIX
KJIieHTaMu. Po3poOKka CTBOPIOETHCSI B MEXKaxX JOCHIIPKEHHSI TEXHOJIOTIH MpoIeaypHOi
reHepaiii cepeIoBHII Ta B3a€MO/IIi TPaBIliB Y peXKUMi pealibHOro yacy. OcoOIuBICTIO
IPOEKTY € MOETHAHHS JAETEPMIHOBAHOI I'eHepallii CBITYy Ta MEpPEeXeBOi CKJIaJ0BOi Ha

0a3i 010moTexku Mirror.

HigcraBu 15 po3podKku
PoGota BHKOHyeTbcsi Ha mifcTaBl KBamidikamiitHoi pobotu “Po3poOka Ta
JOCII/DKEHHS aJrOpUTMIB MPOLEAYPHOI TeHepallii irpoBOro CBITY Ta peasi3ailis

MeXaH13MiB B3a€MOJIii MIJK TpaBIIsSIMU .

IIpusHayeHHs1 pO3poOKHU

[Ipu3HaueHHsM po3pOOKHU € CTBOPEHHS MPOrPAMHOI0O POAYKTY, 110 3a0e3neuye
aBTOMAaTHU30BaHy TEHEpallil0 YHIKaJIbHUX CBITIB, CHHXPOHI30BaHHX MIXK YyciMma
KkiieHTamu rpu. [Iporpama peanizye MOXKIUMBICTH OOMIHY JaHUMU B peallbHOMY 4aci,
CTBOPEHHSI CECid, MpUETHAHHS TPaBIliB, KOMYyHIKallii 3a JIOMOMOIOIK TEKCTOBOTO Ta

TOJIOCOBOTO Yary, a TAKOXK CIJILHOT B3aEMOII1 Y 3T€eHEPOBAHOMY CEPEIOBHIIT.

Excniyarauniiine npu3HayeHHsA
[IporpamMHuii TPOAYKT MNpPU3HAYEHUN IS EKCIUTyarallii Ha MepCOHATbHUX

KOMIT'IOT€pax KOPHUCTYBauiB, 00 €IHAHMX Yy CIUIbHY Mepexy (JlokaibHy abo
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BIpTyasibHY). [ py MOXYTh BUKOPUCTOBYBATU CTYACHTH, PO3POOHUKH a00 TOCIITHUKU
JUIS TECTYyBaHHsS aJTOPUTMIB MPOIEIypHOI TeHepauii Ta peamizamii MepekeBoi

CHUHXPOHI3aIIii.

Bumoru 10 nporpamMHoro npoaykTy

[Iporpamne 3abe3neueHHs MOBUHHE OyTH peajizoBaHe B cepenoBuil Unity 3
BukopuctanHsM MoBu C#. [Iporpama mae miaTpuMyBaTH CTBOPEHHS 1 PUETHAHHS JI0
0araToKOpUCTYBaIllbKUX CECiii, BIATBOPEHHS MPOLEAYPHO 3rEHEPOBAHUX KapT 3a
OJIHaKOBHUM seed Ha BCiX KJIIEHTaX, a TaKOXX 3a0e3mevyBaT cTadiIbHy POOOTY CUCTEM
KoMyHikaiii. Po3poOka moBuHHa OyTH CyMiCHa 3 OCHOBHUMH OIEpalifHUMU
cucremamu ponuHu Windows 1 He mnorpeOyBaTh JAOAATKOBOTO BCTAHOBJICHHS

CTOPOHHIX 010J110TEK OKpIM THX, II0 IHTETPOBaHi B 301pKy T'PH.

Bumoru 10 QpyHKIIIOHaNBHUX XapaKTEPUCTUK
[Iporpamuuii 3aci6 moBUHEH 3a0e3MeuyBaTh Taki QyHKII:

- CTBOPEHHS Ta MPUETHAHHS JI0 ITPOBUX CECIM Y MEKaxX JIOKaJIbHOI MEPEXKi,;

- MpOLEAYpHY T'€HEepallilo CBITY 3 BUKOPUCTAHHSAM IIYMOBHUX aJrOPUTMIB;

- CHHXPOHI3aIli0 00’ €KTIB MK KJITIEHTaMH 3a JOIIOMOTO0 010110Tekn Mirror;

- KepyBaHHSA NEepCcoHaxeM (PyX, B3a€EMO/Iisl, BAKOPUCTAHHS MIPEAMETIB);

- TEKCTOBY Ta rOJIOCOBY KOMYHIKAIl}0 M1k TPaBIsIMU;

- BIAOOpaXXeHHsSI KapTH CBITY, IHBEHTaps, MaHedl HAaBHUYOK 1 MapaMeTpiB
MEPCOHAXKA;

- MOJIMBICTb 3MIHHU HAJIAIITYBaHb YIIPaBIIHHSA, 3ByKYy Ta BIJICO B IIPOLIECI IPH.

Bumoru no HaaiinocTi

[Iporpama moBUHHA CTIAKO MPAIIOBATH Y BUIAKaX HECTAOIHBHOTO MEPEIKEBOTO
3’€JJHAHHS Ta rapaHTyBaTH 30€peXKEHHsS CTaHy CECli MPU TUMYACOBIM BTpaTi KIIEHTA.
[Iporpama mae nepenbadatu nepeBipKy KOPEKTHOCTI JaHUX i1 9ac 0OMiHY MEpEXero,

a TaKoXK KOHTPOJIb HEBAJIIAHUX ab0 HeOe3neuHux M1 KopuctyBada. [Ipn BUHHMKHEHHI
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KPUTHYHHUX TIOMUJIOK CTBOPIOEThCS 3BIT uepe3 cucteMy UnityCrashHandler, sikuit

MOJKE OyTH TIepeaHuil PO3POOHUKY.

YMoBH eKcIuTyaTanii

Jliis po6oTH porpaMu HEOOX1/1Hi:

HE MEHIIIE IBOX IIPUCTPOIB, 3’ €JHAHUX Y CHIJIBHY MEPEXKY;

3aTpUMKa rnepeaadi fanux y mexax 100 mc;

JT0CTyn 70 MikpodoHa (11 TOJIOCOBOTO 4ary) Ta cTablibHE MIJAKIOYCHHS J10
MEpexI.

JUis HaJlamTyBaHHS IrPOBOTO IMpolieCy HEOOXiIHO BBECTH 1M’S TpaBlld,

CTBOPHUTHU a00 MPHUETHATUCH 0 JI001 Ta OYIKYBAaTH 3aIyCKY T'PU XOCTOM.

Bumoru 10 inpopmaniiiHoi Ta MPOrpaMHOI CyMiCHOCTI

['py po3pobneno Ha irpoBoMy pyirii Unity 3 Bukopuctanusim mosu C# ta 'y

cepenoBuiii Microsoft VisualStudio.

Pexomennosaune [13 Ta oOnmagHaHHS:

omnepaiiiiina cucrema — Windows 10 a6o Buie;
nenTpanpHuit porecop — Intel Core 15-4750HQ);
oneparuBHa nam’sitb — 4 I'b;

Bimeokapta — Nvidia GeForce GT 930M.

HeoOxiaHi daiinm 1s KopeKTHOI poOOTH MporpaMu rnepesniveHi B Tadnuii A. 1.

Ta0muma A.1.
HaGip ¢aiiniB ayig KOpeKTHOI poOOTH IPOrpamMu
. Hanexutsb
No daiin/manka [Tpu3HaueHHs
MIPOCKTY
Mictuth daitnm, HeoOXiaH1 AJIs
) 00otu Mono runtime, 110 J03BOJISIE BUT'YH
1 MonoBleedingEdge P > THO Jlerry

3aIycKaTH Ipy Ha KOMIT I0Tepax 0e3 rpu
Bcra”oBiieHOro .NET Framework.
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. Hanexuts
Ne daiin/manka [Tpu3zHaueHHs
MIPOEKTY
MicTuThb BCi 1aH1 Ta pecypcH IpH,
: TaKi K CKPUIITH, TEKCTYPH, MOJIENI [Tpoekt
2 | SuperTowerSurvival Data PHITTH, TEKCTYPH, MOACL, p
- CIIEHH, 3BYKOBI (pailym Ta iHIT rpu
He0OX1/1H1 (hau.
. NP IIpoekt
3 | SuperTowerSurvival.exe | BukonyBanuii ¢aiin rpu. i
3acTOCOBYEThCS AJ1s 300py Jenryn
4 | UnityCrashHandler64.exe | ingopmariii mpo 3601 rpu Ta - Hy
CTBOPEHHSI 3BITIB PO MOMMJIKH. P
Junamiyna 610710TeKa, 1110 MICTUTD
: . . . . JIBuryH
5 UnityPlayer.dll OCHOBHMI K0 irpoBoro pyuus Unity, o
HEOOX1JHUH IS 3aITyCKY T'PH. P
Bumoru 10 nporpamMHoi 10KyMeHTauii
J1711 KOpUCTYBa4iB 1 pO3POOHUKIB MAIOTh OyTH PO3pOOJICHI TaKl JOKyMEHTH:
- 1HCTPYKIIisl KOPUCTYBadYy;
- omuc poOOTH MpOrpamMu Ta apXiTEKTypH;
- TEXHIYHA JOKYMEHTaLis JUIsl MIATPUMKH Ta PO3TOPTAHHS MPOEKTY.
Cragii Ta eTanu po3pooku
Tabmuis A.2.
Etanu po3pobxu
Etan 3MiT pobotu Pesynbrar
1 Po3pobxka TexHiyHOTO | DOpMYBaHHS BHMOT 1
3aBIaHHs cnernuikaiii 10 MPOEKTY
2 [IpoextyBanHs brnoxk-cxemu, UML-
apXiTEKTypH CHUCTEMH Ta | llarpaMu, OIMUC JIOT1KH
aJITOPUTMIB reHepartii
3 Bub6ip cepemoBuma Ta | Unity, Visual Studio,

1HCTPYMEHTIB PO3POOKH Mirror
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4 Peanizarisi  1mporpamHoro | Irposa 36ipka 3
[IPOAYKTY peanizoBaHUMU
GyHKIISIMH
5 TecryBaHHs Ta | BunpaBiieHHs  NOMWMIIOK,
HaJIarO/KeHHS nepeBipka cTab1IbHOCTI
6 JIOKyMEHTYBaHHS Ta | [loBHUMI KOMILJIEKT
nepegaya B €KCIUTyaralio | JOKyMeHTalii Ta 30ipka
rpu
ITopsiaoK KOHTPOJIIO TAa NPUTMAHHS
[Tporpamuauii mpoaykT Mae OyTH MEepeBIpeHU Ha Mpale3aaTHICTh 1 CTa0UTbHICTh
IUISIXOM:

- (yHKIIIOHAJIBLHOTO TECTYBaHHSI;

- MEpEeKEBOTO TECTYBaHHs (0araTOKOPUCTYBAIIBKHUIA PEXKIM);

- TectyBaHHA npoaykruBHocTi (FPS, HaBaHTa)keHHS Tpoliecopa);
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Jonarok b.
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Honarok B.
Kona kimacy NetworkManagerLobby

using Mirror;

using System;

using System.Collections;

using System.Collections.Generic;
using System.Linqg;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class NetworkManagerLobby : NetworkManager

{

[SerializeField] private int _minPlayers = 1;
[Scene] [SerializeField] private string _menuScene = string.Empty;

[Header("Room")] [SerializeField] private NetworkRoomPlayerlLobby _roomPlayerLobbyPrefab = null;
[Header("Game")] [SerializeField] private NetworkGamePlayer _gamePlayerPrefab = null;
[SerializeField] private GameObject playerSpawnSystem = null;

[SerializeField] private string _newSceneName = "Scene_Map_02";

public static event Action OnClientConnected;

public static event Action OnClientDisconnected;

public static event Action<NetworkConnection> OnServerReadied;

public List<NetworkRoomPlayerLobby> RoomPlayers { get; } = new List<NetworkRoomPlayerLobby>();
public List<NetworkGamePlayer> GamePlayers { get; } = new List<NetworkGamePlayer>();

public override void OnStartServer() => spawnPrefabs =

Resources.LoadAll<GameObject>("SpawnablePrefabs").ToList();

private List<int> _chosenCharacters = new List<int>();

public override void OnStartClient()

{
var spawnableObjects = Resources.LoadAll<GameObject>("SpawnablePrefabs");
foreach (var prefab in spawnableObjects)
{
NetworkClient.RegisterPrefab(prefab);
}
}
public override void OnClientConnect()
{
base.OnClientConnect();
OnClientConnected?.Invoke();
}
public override void OnClientDisconnect()
{
base.OnClientDisconnect();
SceneManager.LoadScene(offlineScene);
OnClientDisconnected?.Invoke();
}
public override void OnServerConnect(NetworkConnectionToClient conn)
{
if (numPlayers >= maxConnections)
{
conn.Disconnect();
return;
}
if (SceneManager.GetActiveScene().path != _menuScene)
{
conn.Disconnect();
return;
}
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public override void OnServerAddPlayer(NetworkConnectionToClient conn)

{

}

if (SceneManager.GetActiveScene().path == _menuScene)

{

bool isLeader = RoomPlayers.Count == 0;
NetworkRoomPlayerLobby roomPlayerInstance = Instantiate(_roomPlayerLobbyPrefab);

roomPlayerInstance.IsLeader = islLeader;

NetworkServer.AddPlayerForConnection(conn, roomPlayerInstance.gameObject);

public override void OnServerDisconnect(NetworkConnectionToClient conn)

{

}

if (conn.identity != null)

{

}

var player = conn.identity.GetComponent<NetworkRoomPlayerLobby>();
RoomPlayers.Remove(player);

NotifyPlayersOfReadyState();

base.OnServerDisconnect(conn);

public override void OnStopServer()

{
}

RoomPlayers.Clear();

public void NotifyPlayersOfReadyState()

{

}

foreach (var player in RoomPlayers)

{
}

player.HandleReadyToStart(IsReadyToStart());

private bool IsReadyToStart()

{

}

if (numPlayers < _minPlayers) return false;

foreach (var player in RoomPlayers)

}

if (!player.IsReady) return false;

return true;

public void StartGame()

{

}

if (SceneManager.GetActiveScene().path == _menuScene)

{

if (!IsReadyToStart()) return;
_chosenCharacters.AddRange (RoomPlayers.Select(x => x.CurrentCharacter));
ServerChangeScene(_newSceneName) ;

public override void ServerChangeScene(string newSceneName)

if (SceneManager.GetActiveScene().path == _menuScene && newSceneName.StartsWith("Scene_Map"))

for (int i = RoomPlayers.Count - 1; i >= @; i--)

{

var conn = RoomPlayers[i].connectionToClient;
var gamePlayerIstance = Instantiate(_gamePlayerPrefab);

gamePlayerIstance.SetDisplayName(RoomPlayers[i].DisplayName);

NetworkServer.Destroy(conn.identity.gameObject);
NetworkServer.ReplacePlayerForConnection(conn, gamePlayerIstance.gameObject);



}

base.ServerChangeScene(newSceneName);
// StartCoroutine(LoadSceneAsync());
}

//public override void OnClientSceneChanged()
/71

// base.OnClientSceneChanged();

// StartCoroutine(LoadSceneAsync());

/1}
IEnumerator LoadSceneAsync()
{
GameObject loadingScreen = GameObject.FindWithTag("LoadingScreen");
loadingScreen.GetComponent<CanvasGroup>().alpha = 1;
Image fill = loadingScreen.transform.GetChild(1).GetComponent<Image>();
while (!loadingSceneAsync.isDone)
fill.fillAmount = loadingSceneAsync.progress;
yield return null;
}
}

public override void OnServerSceneChanged(string sceneName)
{
if (sceneName.StartsWith("Scene_Map"))

{
GameObject playerSpawnSystemInstance = Instantiate(playerSpawnSystem);

playerSpawnSystemInstance.GetComponent<PlayerSpawnSystem>().ChosenCharacters.AddRange(_chosenCharacters);
NetworkServer.Spawn(playerSpawnSystemInstance);
Debug.Log("spawned player spawn system");

}
}
public override void OnServerReady(NetworkConnectionToClient conn)
{
base.OnServerReady(conn);
OnServerReadied?.Invoke(conn);
Debug.Log("on server ready");
}
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using
using
using
using
using
using
using

public class NetworkRoomPlayerLobby

{
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Kona kiacy NetworkRoomPlayerLobby

JetBrains.Annotations;
Mirror;

System.Collections;
System.Collections.Generic;
TMPro;

UnityEngine;
UnityEngine.UI;

: NetworkBehaviour

[Header("UI")]

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

private
private
private
private
private

GameObject lobbyUI = null;
TMP_Text[] playerNameTexts
TMP_Text[] playerReadyTexts
Button startGameButton =
Button readyButton = null;

[Syncvar]

public int CurrentCharacter =

[SerializeField] private List<Button> _choseCharacterButton =

9;

[SyncVar(hook = nameof(HandleDisplayNameChanged)) ]
public string DisplayName = "Loading...";
[SyncVar(hook = nameof(HandleReadyStatusChanged))]
public bool IsReady = false;

private bool islLeader;

public bool IsLeader

{

}

set

{

isLeader = value;
startGameButton.gameObject.SetActive(true);

private NetworkManagerLobby room;

public NetworkManagerLobby Room

{

}

get
{

if (room != null) return room;

return room =

private void Update()

{

if (IsReady)

var colors = readyButton.colors;
colors.normalColor = Color.red;
colors.highlightedColor = Color.red;
colors.selectedColor = Color.red;
readyButton.colors = colors;

new TMP_Text[5];
= new TMP_Text[5];

null;

new List<Button>();

NetworkManager.singleton as NetworkManagerLobby;

readyButton.GetComponentInChildren<TMP_Text>().text = "Not Ready";

else

var colors = readyButton.colors;
colors.normalColor = Color.green;
colors.highlightedColor = Color.green;
colors.selectedColor = Color.green;
readyButton.colors = colors;

readyButton.GetComponentInChildren<TMP_Text>().text = "Ready";



}

public override void OnStartAuthority()

{
CmdSetDisplayName(PlayerNameInput.DisplayName);
lobbyUI.SetActive(true);

}

public override void OnStartClient()

{

Room.RoomPlayers.Add(this);
UpdateDisplay();

¥

public override void OnStopClient()

{

Room.RoomPlayers.Remove(this);
UpdateDisplay();
}

public void HandleReadyStatusChanged(bool oldValue, bool newValue) => UpdateDisplay();
public void HandleDisplayNameChanged(string oldValue, string newValue) => UpdateDisplay();

private void UpdateDisplay()

{
if (!isOwned)
foreach (var player in Room.RoomPlayers)
if (player.isOwned)
player.UpdateDisplay();
break;
}
}
return;
}
for (int i = @; i < playerNameTexts.Length; i++)
{
playerNameTexts[i].text = "Waiting for player...";
playerReadyTexts[i].text = string.Empty;
}
for (int i = @; i < Room.RoomPlayers.Count; i++)
{
playerNameTexts[i].text = Room.RoomPlayers[i].DisplayName;
playerReadyTexts[i].text = Room.RoomPlayers[i].IsReady ?
"<color=green>Ready</color>" :
"<color=red>Not Ready</color>";
}
}
public void HandleReadyToStart(bool readyToStart)
{
if (!isLeader) return;
startGameButton.interactable = readyToStart;
}
[Command ]
public void CmdSetDisplayName(string displayName)
{
DisplayName = displayName;
[Command ]
public void CmdReadyUp()
{

IsReady = !IsReady;

Room.NotifyPlayersOfReadyState();



}

[Command]
public void CmdStartGame()
{
if (Room.RoomPlayers[@].connectionToClient != connectionToClient) return;
Room.StartGame();
}
[Command]
public void UpdateChosenCharacter(int chosenCharacter)
{
CurrentCharacter = chosenCharacter;
}
public void ChangeCharacter(int characterIndex)
{

if (!IsReady)

{
_choseCharacterButton[CurrentCharacter].GetComponent<Outline>().effectColor = Color.white;
_choseCharacterButton[characterIndex].GetComponent<Outline>().effectColor = Color.green;
UpdateChosenCharacter(characterIndex);

}

}
public void Disconnect()
{

if (isServer)

{

FindObjectOfType<NetworkManagerLobby>().StopHost();

}

else

{

NetworkClient.Disconnect();

}
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using Mirror;

using System;

using System.Collections;

using System.Collections.Generic;
using System.Linqg;

using Infrastructure;

using UnityEngine;

public class PlayerSpawnSystem : NetworkBehaviour

{

[SerializeField] private List<GameObject> playerPrefabs = new List<GameObject>();

[Syncvar]
public List<int> ChosenCharacters = new List<int>();

private static List<Transform> spawnPoints = new List<Transform>();
private int nextIndex = 0;

public static void AddSpawnPoint(Transform transform)

{
spawnPoints.Add(transform);
spawnPoints = spawnPoints.OrderBy(x => x.GetSiblingIndex()).ToList();
Debug.Log("add spawnpoint™);

}

public static void RemoveSpawnPoint(Transform transform) => spawnPoints.Remove(transform);

public override void OnStartServer() => NetworkManagerLobby.OnServerReadied += SpawnPlayer;

[ServerCallback]

private void OnDestroy() => NetworkManagerLobby.OnServerReadied -= SpawnPlayer;
[Server]

public void SpawnPlayer(NetworkConnection conn)

{

Transform spawnPoint = spawnPoints.ElementAtOrDefault(nextIndex);

if (spawnPoint == null)

{
Debug.LogError($"Missing spawn point for player{nextIndex}");

return;

}

GameObject playerIstance = Instantiate(playerPrefabs[ChosenCharacters[nextIndex]],

spawnPoints[nextIndex].position, Quaternion.identity);

NetworkServer.Spawn(playerIstance, conn);

if (nextIndex == ChosenCharacters.Count - 1)

{
//last player spawned
StartWaiting();
System.Random random = new();
var gameInit = FindObjectOfType<GameInitializer>();
var seed = random.Next(0, 10000);
gameInit.GenerateMaps(seed);

FinishWaiting();
Debug.Log("generated maps with seed " + seed);
3
nextIndex++;
}
[ClientRpc]

public void StartWaiting()



{

¥

[ClientRpc]

public void FinishWaiting()
{

}

FindObjectOfType<GameInitializer>().ShowWaitingCanvas();

FindObjectOfType<GameInitializer>().HideWaitingCanvas();
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public static class Noise

{

Koa kinacy Noise
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public static float[,] GenerateNoiseMap(int mapWidth, int mapHeight, int seed, float scale, int octaves,

{

float persistance, float
float[,] noiseMap = new f

System.Random prng = new
Vector2[] octaveOffsets =
for (int i = @; i < octav
{
float offsetX = prng.
float offsetY = prng.
octaveOffsets[i] = ne

}

if (scale <= 09)
{

}

float maxNoiseHeight
float minNoiseHeight

scale = 0.0001f;

fl
1

float halfWidth = mapWidt
float halfHeight = mapHei

for (int y = @; y < mapHe
{
for (int x = 0; x <m
{
float amplitude
float frequency =
float noiseHeight

for (int i = 0; i

{
float sampleX
float sampleY
float perlinV
noiseHeight +
amplitude *=
frequency *=

}

if (noiseHeight >

{

lacunarity, Vector2 offset)
loat[mapWidth, mapHeight];
System.Random(seed);

new Vector2[octaves];

es; i++)

Next(-100000, 100000) + offset.x;

Next(-100000, 100000) + offset.y;
w Vector2(offsetX, offsetY);

oat.MinValue;
oat.MaxValue;

h / 2f;

ght / 2f;
ight; y++)
apWidth; x++)
1;
1;
= 0;

< octaves; i++)

= (x - halfWidth) / scale * frequency + octaveOffsets[i].x;
= (y - halfHeight) / scale * frequency + octaveOffsets[i].y;

alue = Mathf.PerlinNoise(sampleX, sampleY) * 2 - 1;
= perlinValue * amplitude;

persistance;
lacunarity;

maxNoiseHeight)

maxNoiseHeight = noiseHeight;

else if (noiseHeight < minNoiseHeight)

{

minNoiseHeight = noiseHeight;

}

noiseMap[x, y] =

}

for (int y = @; y < mapHe

{

for (int x = 0; x <m

{

noiseHeight;

ight; y+4+)

apWidth; x++)

noiseMap[x, y] = Mathf.InverseLerp(minNoiseHeight, maxNoiseHeight, noiseMap[x,

}

y1);



return noiseMap;

74



75

Honarok 7K.
Kon kin1acy MapGenerator

public class MapGenerator : NetworkBehaviour

{
public enum GenerationMode
{
Island,
Resources
¥
[SerializeField] private GenerationMode _generationMode;
[SerializeField] private int _mapWidth;
[SerializeField] private int _mapHeight;
[SerializeField] private float _noiseScale;
[SerializeField] private int _octaves;
[SerializeField] [Range(@, 1)] private float persistance;
[SerializeField] private float lacunarity;
[SerializeField] private int seed;
[SerializeField] private Vector2 offset;
public bool AutoUpdate;
[SerializeField] private Biome[] _regions;
[Header("Island settings")] [SerializeField]
private float _islandRadius;
[SerializeField] private int _mainHallRequiredSpace;
[SerializeField] private string _townHallSpawnBiome = "Plains";
[SerializeField] private float _islandRadiusOffset;
[SerializeField] private Tilemap _waterTilemap;
[FormerlySerializedAs("_landTilemap")] [SerializeField]
private Tilemap _mainTilemap;
[Header("Resource settings")] [SerializeField]
private MapGenerator _landMapGenerator;
[SerializeField] private ObtainableProps[] _obtainablesData;
[SerializeField] private Transform _testPos;
public float[,] NoiseMap { get; private set; }
private float[,] _temperatureMap;
private float[] _randomColourValues = { 1, 0.99f, 0.98f, 0.97f, 0.96f, 0.95f, 0.94f };
private MapDisplay _mapDisplay;
private bool _townHallIsPlaced;
public void GenerateMap(int seedFromPlayer)
{
if (!isServer)
{
return;
}
_mainTilemap.ClearAllTiles();
switch (_generationMode)
{
case GenerationMode.Island:
NoiseMap = Noise.GenerateNoiseMap(_mapWidth, _mapHeight, seedFromPlayer, _noiseScale,
_octaves,
persistance,
lacunarity, offset);
TryPlaceMainHall();

CutIsland(NoiseMap);



PlaceTiles(seedFromPlayer);
break;
case GenerationMode.Resources:
NoiseMap = Noise.GenerateNoiseMap(_mapWidth, _mapHeight, seedFromPlayer, _noiseScale,
_octaves,
persistance,
lacunarity, offset);
_landMapGenerator = FindObjectsOfType<MapGenerator>().First(o => o.name.Equals("Island Map
Generator"));

PlaceObtainables();
break;
}
}
private void PlaceObtainables()
{
var _placedObtainables = new List<Transform>();
for (int y = @0; y < _mapHeight; y++)
{
for (int x = @; x < _mapWidth; x++)
float heightOnLand = _landMapGenerator.NoiseMap[x, y];
for (int i = ©; i < _obtainablesData.Length; i++)
{
if (!(heightOnLand >= _obtainablesData[i].MinHeight) ||
I (heightOnLand <= _obtainablesData[i].MaxHeight))
{
continue;
}
float heightForResource = NoiseMap[x, y];
if (!(heightForResource >= _obtainablesData[i].MinHeight) ||
I (heightForResource <= _obtainablesData[i].MaxHeight))
{
continue;
}
var expectedPosition = new Vector3(x - _mapWidth / 2, y - _mapHeight / 2, @);
var (closest, distanceToClosest) = _placedObtainables.Closest(expectedPosition);
if (closest is null || distanceToClosest >= _obtainablesData[i].DistanceThreshold)
{
var obtainable = Instantiate(_obtainablesData[i].ObtainablePrefab,
expectedPosition,

Quaternion.identity, _mainTilemap.transform);
NetworkServer.Spawn(obtainable.gameObject);
_placedObtainables.Add(obtainable.transform);
break;

}
}
}
}
¥

private void PlaceTiles(int seedFromPlayer)
¢ Random random = new(seedFromPlayer);
for (int y = ©; y < _mapHeight; y++)
for (int x = 0; x < _mapWidth; x++)
float currentHeight = NoiseMap[x, y];
for (int i = @; i < _regions.Length; i++)
if (currentHeight > _regions[i].MinHeight && currentHeight <= _regions[i].MaxHeight)
t var tilePosition = new Vector3Int(x - _mapWidth / 2, y - _mapHeight / 2);
if (IsWaterTile(i))

PlaceWaterTile(tilePosition, i);
break;
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}
var index = random.Next(®, _randomColourValues.Length - 1);
var randomNumber = _randomColourValues[index];
PlaceTile(tilePosition, i, randomNumber);
break;
}
}
}
}
}
public (int, int) WorldCoordsToNoiseArray(Vector2 worldPosition)
{
var x = MathF.Truncate(worldPosition.x) + 250.0f;
var y = -1.0f * (Math.Round(worldPosition.y / 10.0) * 10.0) + 250.0f;
return ((int)x, (int)y);
¥
public (int, int) WorldCoordsToNoiseArray(int worldX, int worldY)
{
var x = MathF.Truncate(worldX) + _mapWidth / 2.0f;
var y = -1.0f * (Math.Round(worldY / 10.0) * 10.0) + _mapHeight / 2.0f;
return ((int)x, (int)y);
¥
public string TileNameOnCoords(Vector2 world)
{
var (x, y) = WorldCoordsToNoiseArray(world);
var height = NoiseMap[x, y];
for (int i = @; 1 < _regions.Length; i++)
if (height > _regions[i].MinHeight && height <= _regions[i].MaxHeight)
{
return _regions[i].Name;
}
}
return null;
}

private void TryPlaceMainHall()
{

int initialX = @, initialy = 0;
int x =0, y = 0;
int yOffset = 0;

for (int 1 = @; i < _mapHeight; i++)

{
(X, y) = WorldCoordsToNoiseArray(initialX, initialY);
initialY += yOffset;
if (ArealsSuitable(x, y, i))
{
break;
}
yOffset *= -1;
yOffset += 1;
}

Debug.Log($"base found on x:{initialX} y:{initialY}");

Vector3Int initialPos = new Vector3Int(initialX, initialy, 0);
PlaceBase(initialPos);

var spawnPoints = GameObject.FindGameObjectWithTag("SpawnPoints").transform;
spawnPoints.position = initialPos;

var characters = FindObjectsOfType<Character>();
for (int j = @; j < characters.Length; j++)

var child = spawnPoints.GetChild(j);
MovePlayer(characters[j].netId, child.position);

}

_townHallIsPlaced = true;



}

private bool AreaIsSuitable(int x, int y, int i)

{
for (int j = x - _mainHallRequiredSpace; j < x + _mainHallRequiredSpace; j++)
{
for (int k = y - _mainHallRequiredSpace; k < y + _mainHallRequiredSpace; k++)
{
if (NoiseMap[j, k] < _regions[i].MinHeight || NoiseMap[j, k] > _regions[i].MaxHeight)
{
return true;
}
}
}
return false;
¥
[ClientRpc]
private void PlaceBase(Vector3Int tilePosition)
{
var mainHall = GameObject.FindGameObjectWithTag("MainHall").transform;
mainHall.position = tilePosition;
¥
[ClientRpc]
private void MovePlayer(uint netId, Vector3 newPosition)
{
var character = FindObjectsOfType<Character>().First(c => c.isOwned);
if (character.netId == netId)
{
character.transform.SetPositionAndRotation(newPosition, quaternion.identity);
}
}
[ClientRpc]
private void PlaceWaterTile(Vector3Int tilePosition, int regionIndex)
{
_waterTilemap.SetTile(tilePosition, _regions[regionIndex].Tile);
}
[ClientRpc]

private void PlaceTile(Vector3Int tilePosition, int regionIndex, float randomNumber)

{
_mainTilemap.SetTile(tilePosition, _regions[regionIndex].Tile);
_mainTilemap.SetTileFlags(tilePosition, TileFlags.None);
_mainTilemap.SetColor(tilePosition, new Color(randomNumber, randomNumber, randomNumber));

}
private bool IsWaterTile(int i)
{
return _regions[i].Name is "Sea" or "Ocean";
}
private void CutIsland(float[,] noiseMap)
{
Vector2 centerPoint = new Vector2(_mapWidth / 2f, _mapHeight / 2f);
Vector2 currentPoint = new Vector2();
for (int y = 0; y < _mapHeight; y++)
for (int x = @; x < _mapWidth; x++)
{
currentPoint.x = Xx;
currentPoint.y = y;
var distanceFromCenterToPoint = Vector2.Distance(centerPoint, currentPoint);
if (distanceFromCenterToPoint > _islandRadius)
{
var multiplier = 1.0f - Mathf.InverseLerp(_islandRadius, _islandRadius +
_islandRadiusOffset,
distanceFromCenterToPoint);
noiseMap[x, y] *= multiplier;
}



}

private bool IsLandAround()

{

}

for (int x = -1; x < 1; X++)
{
for (inty = -1; y < 1; y++)
{
if (x == 0 && y == 0)
{
continue;
¥
//check if height of one of xy tiles is suitable for land
//if true, then create collider
}

}

return false;

private void OnValidate()

{

}

if (_mapWidth < 1)

{

_mapWidth = 1;
}
if (_mapHeight < 1)
{

_mapHeight = 1;
}
if (lacunarity < 1)
{

lacunarity = 1;
}
if (_octaves < @)
{

_octaves = 9;
}

public void ClearMap()

{
}

FindObjectOfType<MapDisplay>().Tilemap.ClearAllTiles();

public void DefineTile()

{
}

TileNameOnCoords(_testPos.position);

79



80

Jonaroxk H.
Koxa kiaacy ChatUI

using Mirror;

using TMPro;

using UnityEngine;
using UnityEngine.UI;

public class ChatUI : MonoBehaviour

{

public static ChatUI Instance;
private const string PlayerPrefsNameKey = "PlayerName";

[Header("UI References")]

[SerializeField] private TMP_InputField inputField;

[SerializeField] private TextMeshProUGUI logText; // Multi-line text in a ScrollView
[SerializeField] private ScrollRect scrollRect;

[SerializeField] private Button sendButton;

[Header("Player")]
[SerializeField] private string playerName;

public TMP_InputField InputField { get => inputField;}

private void Awake()

{
if (Instance == null) Instance = this;
else if (Instance != this) Destroy(gameObject);
if (string.IsNullOrWhiteSpace(playerName))
playerName = PlayerPrefs.GetString(PlayerPrefsNameKey);
¥

private void Start()

if (sendButton != null)
sendButton.onClick.AddListener(SendFromUI);

// Submit on Enter
if (inputField != null)
inputField.onSubmit.AddListener(_ => SendFromUI());

// If we joined late, render existing messages
if (ChatNetwork.Instance != null)
Refresh(ChatNetwork.Instance.messages);

}

public void Refresh(System.Collections.Generic.IList<string> messages)

{
if (logText == null) return;

// Build log

System.Text.StringBuilder sb = new System.Text.StringBuilder();
for (int i = @; i < messages.Count; i++)

{

sb.AppendLine(messages[i]);
logText.text = sb.ToString();

// Auto-scroll to bottom next frame

if (scrollRect != null)
Canvas.ForceUpdateCanvases();

if (scrollRect != null)

{
scrollRect.verticalNormalizedPosition = of;
Canvas.ForceUpdateCanvases();



private void SendFromUI()
{
if (inputField == null || string.IsNullOrWhiteSpace(inputField.text))
return;

if (ChatNetwork.Instance == null)
return;

// Only allow sending once connected as client or host
if (!NetworkClient.active)
return;

ChatNetwork.Instance.CmdSendMessage(inputField.text, playerName);
inputField.text = string.Empty;

inputField.ActivateInputField();

inputField.Select();
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using Mirror;

using Mirror.Examples.Chat;
using System;

using UnityEngine;

public class ChatNetwork : NetworkBehaviour
{
public static ChatNetwork Instance;

public readonly SyncList<string> messages = new SyncList<string>();

[Header("Limits")]
[SerializeField] private int maxMessages = 200;

private void Awake()

{
if (Instance == null) Instance = this;
else if (Instance != this) Destroy(gameObject);
}
public override void OnStartClient()
{
messages.Callback += OnMessagesChanged;
}
public override void OnStopClient()
{
messages.Callback -= OnMessagesChanged;
}

private void OnMessagesChanged(SyncList<string>.Operation op, int index, string oldItem, string newItem)

if (ChatUI.Instance != null)
ChatUI.Instance.Refresh(messages);

}

[Command(requiresAuthority = false)]
public void CmdSendMessage(string text, string sender)

{
if (string.IsNullOrWhiteSpace(text)) return;
text = text.Trim();
if (text.Length > 512) text = text.Substring(e, 512);
var stamp = DateTime.Now.ToString("HH:mm");
var final = $"[{stamp}] {sender}: {text}";
if (messages.Count >= maxMessages)
messages.RemoveAt(0);
messages.Add(final);
¥
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using UnityEngine;
using Mirror;
using System.Collections.Generic;

[RequireComponent (typeof(AudioSource))]
public class VoiceChatNetwork : NetworkBehaviour

{

[Header("Mic Settings")]
public int sampleRate = 16000; // lower sample rate to save bandwidth
public int chunkSize = 1024;

private AudioSource audioSource;
private string micDevice;
private bool isRecording = false;

private AudioClip micClip; // store the microphone clip

private float[] micBuffer;
private int lastPos = 0;

private Queue<float> playbackQueue = new Queue<float>();

void Start()

{

}

audioSource = GetComponent<AudioSource>();
audioSource.loop = true;
audioSource.playOnAwake = false;

// Create a clip for remote playback

AudioClip remoteClip = AudioClip.Create("RemoteVoice", 48000, 1,

audioSource.clip = remoteClip;
audioSource.Play();

if (Microphone.devices.Length > @)
micDevice = Microphone.devices[0];
else
Debug.LogError("No microphone detected!");

void Update()

}

if (!isOwned) return;

if (Input.GetKeyDown(KeyCode.V)) StartMic();
if (Input.GetKeyUp(KeyCode.V)) StopMic();

if (isRecording) SendMicData();

private void StartMic()

{

}

if (isRecording || micDevice == null) return;

audioSource.mute = false;

micClip = Microphone.Start(micDevice, true, 1, sampleRate);

// Wait until microphone starts
while (!(Microphone.GetPosition(micDevice) > 0)) { }

micBuffer = new float[micClip.samples * micClip.channels];
lastPos = 0;
isRecording = true;

private void StopMic()

{

if (!isRecording) return;

sampleRate, true, OnAudioRead);



Microphone.End(micDevice);
isRecording = false;

}
private void SendMicData()
{
if (micClip == null) return;
int pos = Microphone.GetPosition(micDevice);
if (pos < lastPos) pos += micBuffer.Length;
int samplesToSend = pos - lastPos;
if (samplesToSend <= @) return;
micClip.GetData(micBuffer, 0);
int sent = 0;
while (sent < samplesToSend)
{
int size = Mathf.Min(chunkSize, samplesToSend - sent);
float[] chunk = new float[size];
int bufferIndex = (lastPos + sent) % micBuffer.Length;
int firstPart = Mathf.Min(size, micBuffer.Length - bufferIndex);
int secondPart = size - firstPart;
System.Array.Copy(micBuffer, bufferIndex, chunk, @, firstPart);
if (secondPart > 9)
{
System.Array.Copy(micBuffer, @, chunk, firstPart, secondPart);
}
CmdSendAudioChunk(chunk) ;
sent += size;
}
lastPos = pos % micBuffer.Length;
}
[Command]
private void CmdSendAudioChunk(float[] chunk)
{
RpcReceiveAudioChunk(chunk);
}

[ClientRpc(includeOwner = false)]
private void RpcReceiveAudioChunk(float[] chunk)

{
foreach (var f in chunk)
playbackQueue.Enqueue(f);
¥
private void OnAudioRead(float[] data)
{

for (int i = @; i < data.Length; i++)

if (playbackQueue.Count > @)

data[i] = playbackQueue.Dequeue();
else

data[i] = of;
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JonaTox M.

IHcTpyKuiss KopucTyBaya

JI.1. 3araanHi BizomocTi
[lo3HaueHHss 1 HaiimMmeHyBaHHsS Tmiporpamu: Super Tower Survival -—
OararokopHcTyBaIlbka Ipa, po3pobieHa Ha irpoBomy pyurii Unity 3 BUKOpUCTaHHSIM

moBu C# y cepenosuiii Microsoft Visual Studio.

JI.2. ®yHKIiOHAIbHE IPU3HAYCHHS
3a JI0TMOMOTOI0 TPOrPAMHOTO 3aco0y KOPHCTyBad MOXKE CTBOPIOBaTH abo
MPUEIHYBATUCS IO ITPOBUX CECiH, JOCHIKYyBaTH CBIT, B3a€MOIISATH 3 I1HIIUMH

IpaBILSIMU, @ TAKO)K BUKOPUCTOBYBAaTH TEKCTOBHI 1 TOJIOCOBUH YaT JIJIsl KOMYHIKAIIii.

JI.3. YMOBHM 3aCTOCYBaHHS NIPOTrPaMHu

s pobGotu motpiOni  daimu  30ipku  Unity: SuperTowerSurvival.exe,
SuperTowerSurvival Data, UnityPlayer.dll, MonoBleedingEdge. I'pa He morpelye
JIOJJTATKOBOTO BCTAHOBJICHHSI 0a3 JaHuX 4uu BeOcepBepa. s rpu yepe3 IHTEpHET
NoTpi10OHE BUKOPHUCTAHHS BIJATICHOI JOKAIBHOI MEpEexi

Bcranosaenns 113

JInst BCTaHOBJIEHHS! TPU HEOOXIJTHO MOMICTHTH BMICT apXiBy 31 301pKOIO I'pu
(manky «build») B okpemy manky. Ilicas nporo posapxiByiite (aitnu Ta 3amycTiTh
«SuperTowerSurvival.exe.

HanamryBanus 113

JJ1s 3py4HOCTI KOPUCTYBaua B HAJAIITYBaHHIX MPOEKTY MOXHA O3HAMOMUTHCS

3 KJIaBlIlIaMU YIIPaBIiHHS 3a 3aMOBYYBaHHSM a00, Py HEOOX1THOCTI, 3MIHUTH 1X.

4. IloBigoMiIeHHS OTIEPATOPY
VY pa3i BUHUKHEHHS TOMUJIOK I'pa MOXE BUBOJMTH IMOB1OMJICHHSI, 110 BKa3YIOTh

Ha npoOnemy:
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- Connection failed — BigcyTHe 3’eqHanHs a00 HenpaBuiabHa [P-anpeca;
- Network timeout — BTpaueHo 3B 530K 13 CEpBEPOM;
- No microphone detected — He BusiBIeHO MIKpO(]OH;
- Missing game data — BizicyTHI He0OXi1/1H1 (hailau 301pKH.
VY BUIagKy MOSBH TaKUX TOBIJIOMIIEHb HEOOX1HO MEPEBIPUTH CTAOUIBHICTD
Mepex1, IITICHICTh (aiiIiB rpu a00 MPUCTPOi BBEACHHS. SKIII0 TpoOaeMy HE BIAEThCS

BUPIIIUTH — HAJICIATH 3BIT PO3POOHUKY.

5. Onmc po6oTu nmporpamMu
[Ticns 3amycky SuperTowerSurvival.exe KopucTyBau BBOAUTH IM’Sl TpaBIs Ta
Hatuckae Confirm.
Jlai MmoxkHa:
- cTBOpUTH HOBY irpoBy cecito (Host Lobby);
- mpuegHatucs 10 Bxe crBopeHoi (Join Lobby) nuisxom BBenenns IP-agpecu.
[Ticast Bxomy A0 71001 rpaBii 0OMpPalOTh MEpCoHaXKa, HaTUCKalOTh Ready, 1 komnu
BC1 TOTOB1 — TBOPEIlb CeCli 3ammycKae Ipy KHOMKoro Start Game.
[1ix yac Tpu AOCTYIHI TaKi OCHOBHI Jii:
- Pyx —xmasimmi W, A, S, D;
- Bigkputn/3akput mamny — M;
- 30UTBIIMTH/3MEHILIUTH MaIy — KOJIECO MHUIII;
- Bigkputu/3akputu inBeHTap — I;
- Buxopucraru 3110HicTh — Q 260 E + niBa KHOIKa MUIIII;
- Buxknukaru MeHro HanamTyBaHb — Esc;
- BigkpuTtn/3aKpuTH BIKHO TEKCTOBOTO Yatry — T;
- ToBopuTu A0 IHIUX TPaBIlIB — HATUCHYTU Ta TPUMATH V;
VY rpi nepeadadyeHO TEKCTOBHM 1 TOJTOCOBUN YaT I B3aEMOJIIi MK IPaBIISIMHU.

Jlns1 3aBepiieHHs poOoTH HeoOX11HO BiAKkpuTH MeHIo (Esc) 1 BuOparu Exit.
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JHonarox H.

TecTOBI BHIIAAKH

Tabmnis H.1.

CASEO1. LobbyLocalHost

Summary:

[lepeBipka po3ropTaHHs cepBepa B JIOKaJbHIN
Mepexi

Pre-conditions:

3amycTUTH JBa 3aCTOCYHKHM TPH B JIOKaIbHIiH
Mepexi

Steps: Expected results:

1) Ilepmmit 3acrocyHok | 1) I'paBens ycminiHO nmpueIHABCS 0 CEcli.
CTBOPIOE ~ HOBY  Ceciio;

2) Jlpyruii = 3aCTOCYHOK

MIPUETHYE€THCS 70

3aCTOCYHKY 1 3a 101OMOroro

IPv4  ampecu  mepuoro

KOMII 10Tepa.

Result: passed 1.

Tabmuis H.2.

CASEQ2. PlayerLobbyStatus

Summary:

[lepeBipka BioOpakeHHs CTaTyCy IpaBls B JI0Oi
TUTSI OY1KYBaHHS

Pre-conditions:

JIBa rpaBlisl 3HaXOAATHCS B JIOO1 JJ1s1 OUIKyBaHHS

Steps:

Expected results:

1) I'paBenis 1 craBuTH cTatyc
«”’Ready”

2) I'paBenis 2 CTaBUTH CTATYC
GGReady’)

1) I'paBeur 1 GaunTh pe3yabTaT 3MIHHU CTaTyCy
rOTOBHOCTI TpaBLs 2;

2) I'paBenp 2 0auuTh pe3ysbTaT 3MIHU CTATyCy
TOTOBHOCTI TPaBIIS;

3) I'paBens 1 3a yMOBU TOTOBHOCTI yCiX I'paBIIiB
MO3K€ PO3MOYATH TPy.

Result: passed 3.
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Taomuis H.3.

CASEO03. SerializedPlayerPrefs

Summary:

[lepeBipka  3amam’sITOByBaHHS
BBEJICHOTO IMEH1 KOpHUCTyBaua

HOIIEPENHBO

Pre-conditions:

BincyThi

Steps:

Expected results:

1) 3amycTuTu rpy Ta BBECTH
CBOE€ 1M1

2) Po3novartu HOBY rpy;
3) 3aBepIIMTH 3aCTOCYHOK;

4) 3amycTUTH 3aCTOCYHOK
3HOBY.

1) I[Ipu nmoBTOpHOMY BXOAl y TPy Yy MOmi HaJs
BBEJICHHS IMEH1 BXK€ MPOMHUCAHE MOTEPEIHE 1M’ 51.

Result: passed 1.

Taomug H.4.

CASEO04. ChoosePlayer

Summary:

ITepeBipka BUOOpY MepCOHAXKA JIUIIIE TIPU CTATYyCl
rpaBug “Not Ready”

Pre-conditions:

CtBopUTH 4YM TPHUENHATUCH [0 JIOO1 IS

OY1KyBaHHS

Expected results:

Steps:

1) BubpaTtu nepconaxa;

2) [ToctaBuTHn CTaTyc
“Ready”

3) IloBroputu  crHpoOy

BHOOPY MEPCOHAXKA.

1) IIpu crarycy “Ready” rpaBenp He MOBUHEH
MaTH MOKJIMBOCTI BUOPATH 1HIIIOTO TIEPCOHAXKA.

Result: passed 1.
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Ta0mus H.5.

CASEOQS5. I'enepariist kapTu

Summary:

ITepeBipka reneparrii

Pre-conditions:

['paBiiem posnoyato rpy

Steps:

Expected results:

1) Hatucuyro xHonky “Start

game”.

1) Mana renepyetbcs y (Gopmi ocTpoBa (3eMist
OTOYEeHa BOJIOI0);
2) IlpucytHi yci perioHu (okeaH, MOpe, IUITK,
pPIBHMHH, JIC, TEMHUW JIC, Kam’ STHUCTI 3eMIi);
3) Touka mopoKEHHS T'PABIIIB PA30M 3 TOJIOBHOIO

CHIOPY/JIOI0 3HAXOSATHCS Y PET10H1 PIBHUH.

Result: passed 3.

Tabmuis H.6.

CASEO06. I'eneparris komi3ii

Summary:

[TepeBipka renepartii — KoJi3ii

Pre-conditions:

I'paBuem posmnoyaro rpy

Steps:

Expected results:

1) 3HaiTH perioH IUIIKY;
2) ity BOPUTY A0 BOIH
1 cmpoOyBaTu  UTH B

HaIpPsIMKY MODSI.

1) I'paBers BIpeThCcs y BOAY 1 HE 3MOXKE UTH 1O

HIM.

Result: passed 1.
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Tabmuis H.7.

CASEQ7. HajxcunanHs ITOBIIOMIIEHHS 3 XOCTa

Summary:

[lepeBipka OTpUMaHHS TOBIAOMJICHHS  BCIX

KJIIEHTIB B1J XOCTA.

Pre-conditions:

I'paBuem posnouaro rpy

Steps:

Expected results:

1) BingkpuTu TEKCTOBUM yat
Ha kimaBimy T, Ha MamwMHi
XOCTa;

2) Hanicimatu moBiTOMJICHHS

1HIIIMM KOPUCTYyBayam.

1) Ilicns wHaacunaHHS yCl KIIEHTH OTpUMAaJIU

MOBIJOMJICHHS.

Result: passed 1.

Taomuis H.8.

CASEOQ8. HaacunanHas MOBIIOMIIEHHS 3 KJIIEHTA

Summary:

[lepeBipka OTpUMaHHS TOBIIOMJICHHS  BCIX

KJIIEHTIB Ta XOCTA BIJ 1HIIIOTO KJII€HTA.

Pre-conditions:

['paBiiem posnoyaTo rpy

Steps:

Expected results:

1) BinkpuTu TEKCTOBUM yat
Ha kiapimy T, Ha MamuHI
KJII€HTA;

2) Hanicnatu moBiJIOMJIEHHS

1HIIIMM KOPUCTYyBayam.

1) Ilicns wHaacwunaHHS yCl KIIEHTH OTpUMAJHU

IIOBIJIOMJICHHS;

2) Ilicns  HangcuiaHHS ~ XOCT — OTPUMAaB

[IOB1IOMJICHHS.

Result: passed 2.
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Taomuis H.9.

CASEO09. 3unTtyBanHs roiocy 3 Mikpo(oHa TaBiATBOPEHHsI HA JIOKAJIbHIN MallIKHI

Summary:

[lepeBipka  KOPEKTHOTO  3ammMcy  3BYKYy 3

MIKpo)oHa Ha MOTro BIJITBOPEHHS Ha JIOKAJIbHIN

MAaIlH1

Pre-conditions:

['paBuiem posnoyato rpy

Steps: Expected results:
1) Binkputu TexcroBuii uar | 1) Uytu ocobuctuif ronoc 3 HEBEIUKOIO
Ha KiaBimy V Ta TMOYaTH | 3aTPUMKOIO.
TOBOPHTH.
Result: passed 1.
Tabmums H.10.

CASE10. HagcuimauHs ro10COBOTO ITOBIIOMJIEHHS 3 XOCTa

Summary:

[lepeBipka OTpUMAaHHS roJI0COBOIO

[MOBIIOMJIEHHS BCIX KJIIEHTIB BiJ XOCTA.

Pre-conditions:

I'paBuem posnouaro rpy

Steps:

Expected results:

1) BigkpuTu TekCTOBHiA 4Yat
Ha KiIaBimry V Ta TOYaTH

IrOBOpUTH Ha MaIlIHI XOCTa.

1) VYci kii€HTH 4yIOTh TOJIOC 3 MAlllMHU XOCTa 3

HCBCJIMKOIO 3aTPUMKOIO.

Result: passed 1.
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Ta0muis H.11.

CASEI11. HagcwianHs HOBIAOMJICHHS 3 KJIIEHTA

Summary:

[TepeBipka OTpHUMAaHHSI FOJI0COBOIO
[IOB1IOMJIEHHS BCIX KJIIEHTIB Ta XOCTA B1J 1HIIIOTO

KJII€EHTA.

Pre-conditions:

['paBuiem posnoyato rpy

Steps:

Expected results:

1) BigkpuTu TeKCTOBHIA Yat
Ha KiaBimy V Ta modYaTu
TOBOPUTH Ha MalIllrHI

KJII€EHTA.

1) Yci xiieHTH 9yr0Th TOJIOC 3 MAIIMHA KJIIEHTA 3
HEBEJIMKOIO 3aTPUMKOIO.
2) XocTt 4ye TOJOC 3 MalIMHU KIIE€HTa 3

HCBCJIIMKOIO 3aTPUMKOIO.

Result: passed 2.




ABSTRACT

Zdrok D.O. Development and research of algorithms for procedural
generation of a game world and implementation of player interaction
mechanisms. Manuscript.

Master’s qualification paper for obtaining the educational degree “Master” in
specialty 122 Computer Science. Lesya Ukrainka Volyn National University, Lutsk,
2025.

The work provides an overview and analysis of modern algorithms for
procedural generation of game worlds, including noise-based methods (Perlin noise,
FBM, Voronoi), grammar-based systems, simulation approaches, and mosaic
techniques. Their characteristics, advantages, limitations, and hybrid models
combining several approaches to enhance realism and diversity of virtual environments
are examined. Particular attention is paid to tools for creating procedural landscapes,
such as World Machine and MapMagic, and their application in game engines.

The research also examines technologies for developing multiplayer components
in video games. Modern networking frameworks for Unity — Mirror, Photon, FishNet,
Unity Netcode for GameObjects — are reviewed, describing their properties,
advantages, and areas of application. The work also outlines network interaction
architectures (client-server, peer-to-peer), state synchronization optimization methods,
client consistency mechanisms, and techniques for organizing communication between
players.

Special attention is devoted to the practical implementation of a procedural
world generation algorithm based on a deterministic seed and biome system, as well as
the creation of a functional multiplayer component using the Unity engine and Mirror
framework. The thesis includes the development of an island map generation system,
resource placement mechanisms, server-side data synchronization logic,
implementation of text and voice chat, networking architecture for sessions, lobby
system, and player spawn mechanisms. Comprehensive testing was conducted:
functional, network, and long-term endurance testing, with results analyzed and
presented.

The developed prototype demonstrates the ability to generate a synchronized
world for all clients, ensures stable operation of network mechanisms, and provides
effective player interaction in a shared game environment. The obtained results may be
applied in the development of multiplayer games with procedurally generated maps
and dynamic interaction systems.

Keywords: procedural generation, Perlin noise, biomes, simulation algorithms,
multiplayer games, networking frameworks, Unity, Mirror, client—server,
synchronization, text chat, voice chat.



AHOTALISA

3apox 1.O. Po3poOka Ta 10C/IiIKeHHS AJITOPUTMIB NPOLEAYPHOI reHepaumii
irpoBoro cBiTy Ta peaJiizauisi MexaHi3MiB B3aeMozii Mizk rpaBusiMu. Pykonuc.

Ksanidikamiitna poGora Ha 3100yTTS OCBITHBOTO CTYIIEHSI «MaricTp» 3a
cnenianpHicTIO 122 Komm’toTepHi Hayku. BonMHCHKUN HalllOHAJIBHUN YHIBEPCUTET
imeHi Jleci Ykpainku, Jlynpk, 2025 p.

VY poOoTi mpoBeAeHO OMIAJ Ta aHalli3 CyYaCHUX aJrOPUTMIB IPOLETYPHOI
reHepailii IrpOBUX CBITiB, 30KpeMa METO/I1B Ha OCHOBI mrymoBuX ¢yHkIi# (Perlin noise,
FBM, Voronoi), rpaMaTuyHuX CUCTEM, CUMYJISIIIIHHUX M1AXO0/IB Ta MO3ai9YHUX TEXHIK.
Po3misiHyTO iXHI OCOOIMBOCTI, MepeBaru il OOMEXEHHs, a TaKOX MPOaHaTI30BaHO
riOpUAHI MO, 110 MOEIHYIOTh KiJIbKa I1IX0/1B IS IT1IBUIICHHS PeaTiCTUYHOCTI Ta
PI3HOMaHITHOCTI BIPTyalibHUX cepenoBull. OKkpeMy yBary NpuIUIEHO IHCTPyMEHTaM
JUIsl CTBOPEHHS mpoueaypHux danamadris, Takum sk World Machine Ta MapMagic,
Ta iX 3aCTOCYBaHHIO B IFPOBUX PYIIISX.

Takox 10CHIIHKEHO TEXHOIOT1T PO3pO0KH 0araTOKOPUCTYBAI[bKUX KOMIIOHEHT Y
Bijieoirpax. PosmsinyTo cydacHi mepexeni gppeiimBopku juist Unity — Mirror, Photon,
FishNet, Unity Netcode for GameObjects — ixH1 0COOJIUBOCTI, TIepeBaru Ta o0JIacTi
3acTocyBaHHs. OnucaHo apXITEKTYpHU MOOYI0BH MepekeBoi B3aemofli (client-server,
peer-to-peer), METOAM ONTHUMI3allll CHHXpPOHI3aIlli CTaHiB, 3a0€31eUeHHs y3roKEHOCTI
KJIIEHTIB Ta CIOCOOW OpraHi3ailii KOMyHiKallii Mi’ TPaBIsSIMH.

Oco0OnuBy yBary nmpHAUICHO MPAaKTUYHIA peati3allii aJropuTMmy MpoLeaypHOT
re’epariii CBITy Ha OCHOBI JieTepMiHOBaHOTO seed Ta cucTeMH OiOMIB, a TaKOXK
CTBOPEHHIO (DYHKIIOHATIBHOI MEPEKEBOI YACTUHU I'PU 3 BUKOPUCTaHHAM pymrig Unity
Ta (pperiMBopky Mirror. ¥ poOoTi po3pobiaeHO cucTeMy reHepailii KapTh OCTpOBa,
MEXaHI3MU PO3MIIIEHHS PECYpCiB, CEPBEPHY JIOTIKYy CHHXpOHI3alli JaHuX,
peasnizoBaHO TEKCTOBHH 1 TOJIOCOBUM YaT, MEPEKEBY apXITEKTypy ceciil, cuctemy 1001
Ta MEXaH13MHU CHaBHY rpaBIiB. [[poBeeHO KOMIIEKCHE TECTYBaHHs: (DyHKI[IOHAJIBHE,
MepekeBe Ta qoBrorpuBaie Endurance-tecTyBaHHs, pe3yibTaTH SKOTO HABEAEHO Ta
IIPOAHAIII30BAHO.

Po3po0riennii mpoToTUIT TEMOHCTPYE MOXKIUBICTh Y3TOKEHOTO TeHEPyBaHHS
CBITY U1 BCIX KIJI€HTIB, CTAOUIbHY pOOOTY MEpexeBHUX MEXaHI3MIB Ta e€(EeKTHBHY
B3a€EMOJIII0 TPaBIIB y CIHUIBHOMY IrpoBOMY cepenoBuili. OTpumaHi pe3ylbTaTH
MOXYTh OyTH BHKOPHCTaHI y CTBOPEHHI 0araToKOpMCTYBALbKUX 1TOp 13 MPOLETYPHO
3T€HEPOBAHUMU KapTaMH Ta TMHAMIYHUMH CUCTEMAMH B3a€MO/III.

Kurouosi cioBa: mpounenypHa rerepairis, mrym [lepmina, 6iomu, CUMYISITiiiHI
ITOPUTMH, OaraToKOpUCTyBallbKi irpu, MepexeBi ¢peiimBopku, Unity, Mirror,
KJIIEHT-CEPBEP, CHHXPOHI3a1lisl, TEKCTOBHUH YaT, TOJIOCOBUM Yar.
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