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"CriMnask" 3 BUKOPUCTaHHAM 1rpoBoro pyiuist Unity.

VY kBamidikamiitaiid po6oTi OyIu BUKOHAHI:

— aHaJIi3 mpeaMeTHOT 00J1acTi;

— po3po0Kka JIOTIYHOI 1 (PI3UYHOI CTPYKTYpPH HPOTPAMHOTO KOMIUIEKCY JJis
PO3pOOKH IpH;

— pO3poOKa MEPEKEBOT0 KOJIA JIJISl B3AEMOJI1i MIXK TPaBIISIMU;

— 30epeKeHHS TaHHUX T'PaBIIiB;

— HamucaHHsA unit TecTiB 100 YNEBHUTHUCSA, IO KOJ BIJNOBIA€ BUMOTaM

apXITEKTypHU Ta Ma€ OUIKYBaHY MOBEIIHKY.
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BCTYII

Cepen mposiBiB cydacHOi 1H(oOpMaIiitHOT KyJbTYypH Barome Micie IOCITalTh
KOMI'toTepHi irpu. He TaemHMIs, 1m0 WIKOJSApI TOAWHAMHU MPOBOASATH 4Yac TIepen
€KpaHaM{d MOHITOPIB, 3aXOIUIIOIOYM IUJIAHETH, 3HUIIYIOYH MOHCTPIB, CTBOPIOIOYU
nuBiTizamii [1].

Komn'rorepusariiss  cycmiibcTBa  pO3BUBAEThCsl  cTpimMKo. Hax  irpoBumu
KOMI'IOTEPHUMH TPOTpaMaMy MPAIIOIOTh THUCSYl BUCOKOKBaTi(ikoBaHMX (haxiBIIiB,
HaMararluuch 3poOUTH KOXHY Ipy sSikoMora mpuBaOnuBimie i mikasime. [Ipu mpomy
BUKOPHUCTOBYIOTHCS pI3HOMaHITHI ClOKeTH [1].

A SIK 11010 TOTO, 100 IJISHYTH HA Bijleoirpy 3 HecTaHaapTHOro kyra? Ix po3pobka
BHUMarae KOoJOoCaJbHOro 0araxky 3HaHb 3 Halpi3HOMaHITHIIIKX HanpsMmiB. CydacHi irpu
MOJUISAIOTECS Ha O€3Jiu >KaHpiB — BiJ apkaj, LIyTepiB, €KIIECHIB 1 cTpaTerid 1o
cumyJsTopiB, kBectiB, RPG Ta mpuroguunbkux irop. KoxkeHn >xaHp IUKTye BiacHi
BUMOTH JI0 T€XHIYHOI peamizamii. Hampukian, y cTpareriix KpUTHYHO BaXKIMBUM €
IITYYHUN IHTENEKT, aJKe caMe BiH (hOpMy€e MOBEIIHKY BIPTYaJbHOTO OMOHEHTA, IO
BIUTMBAE€ HAa TEUMILICH. A OT JJIS IIyTEpiB aKIEHT 3MIMIYEThCS 1€ W Ha Bi3yalbHY
CKJIQJIOBY: aHIMalIlii, OCBITJICHHS, PEHJICPUHT — yCe€ MOBUHHO BIAMOBIJATH CTaHAapTaM,
SK1 3aJlay 1HAYCTplalibHI TiraHTH. Yce e JOBOAUTH, 10 po3poOKa irop — chpana
najneko He mpocta [1].

B xoni mpencrapiieHoi poboTu Oyzie po3iOpaHo ICHYHOU1 IrpoBi pyliii, BUOpaHO
OJIVH 13 HUX 1 HAa OT0 OCHOBI CTBOpeHO oHjaitH rpy Steampunk Chess, sika 103BOJIUTH

HACOJIOJKYBATHCS IPOIO B IIAXU 3 YJIIOOJICHHUM O€31144I0 CETTIHIOM CTIMITaHKY.



1 AHAJII3 MIPEJIMETHOI OBJIACTI

1.1 Bigeoirpu ik BUJ MHUCTeNTBA

Bineorpa — 1€ enexTpoHHa rpa, B iIrpoBOMY MPOLEC] SKOT IpaBellb BUKOPUCTOBYE
iHTepdeiic kopuctyBada, 100 OTpUMATH 3BOPOTHY iH(OpMAIIIO 3 BIICONPHUCTPOIO.
EnextponHi mpucTpoi, sSKi BUKOPUCTOBYIOThCSA JJIsI TOrO 10O TpaTu, HA3MBAIOTHCS
irpoBumu 1iatpopmamu. Hanpukian, 1o Takux miaaTgopM HajlexaTh HNepCOHATBHUN
KOMIT'IOTEp Ta TpajbHa KOHCOJNb. [IpucTpiii BBEeNEHHS, KU BUKOPUCTOBYETHCSA IS
KEepyBaHHs T'POI0, HA3WBAETHCS IpPOBUM KOHTpojepoM. lle Moxke OyTu, Hampukiazn,
JUKOMCTHK, KJlaBlaTypa Ta MUIIIKa, reimmnaj abo ceHCopHui expas [1].

VY 2011 pomui Bigeoirpu Oyiau odiriiiHO BU3HaHI BUAOM MuUcTelTBa ypsjom CIIIA
ta Hamonansaum donmom mucreurs CIIA. TlosBi Biaeoirop mepeayBajiu pO3BHTOK
IPOrpaMOBaHUX KOMITIOTEPIB Ta TEXHOJOTIH (opMyBaHHS 300pa’K€HHS HAa €KpaHax
€JIEKTPOHHUX NPUCTPOiB. Pi3HOMAaHITHI €JEKTPOHHI Ta MEXaHI4Hl IrpoBi MPHUCTPOT
ICHyBaJ M 1€ B Tepiiid MojoBHHI XX CTONITTA, aje HE Maju JOCUTh 3HAYHOTO
nomupeHHs. [lonepennukamu Bineoirop € mpuctpiii «Cathode ray-tube Amusement
Device», matent Ha sky Tomac Tomaemit Moommmii ta Ietin peit Menn otpumanu 14
rpyaHs 1948 poky, 1 miaxoBa KOMITHOTEpHA Mporpama, po3pobisieHa y 1947 Ananom
Trropiarom. [TouaTkoBo iIrpoBi Iporpamu, siK Iaxu Y4 XPECTUKU-HYJIUKH, PO3POOISITUCS
B paMKkax BiicbkoBOi mporpamu CIIIA y mparHeHHI CTBOPUTH KOMI'IOTEp, 3AaTHUN
nepeadoavyaTu Al mpoTUBHUKA [1].

[lepuia ycmimHa cripoba CTBOPUTH PO3BAXKATBHUM MPUCTPIN, IKHI BUKOPUCTOBYE
U1 3BOPOTHOTO 3B'SI3KY 13 TpaBLEM BiJieo, HalnexuTh Binbsamy ['irinbotamy. ¥V 1958 Bin
po3poouB Tennis For Two, onHak He pO3rsgaaB rpy SK IIOCh BXIMBE 1 3pPELITOIO
po3iObpaB oOMagHAHHA IS 1HIIMX, HAYKOBHMX, HpoekTiB. B 1960-1i crygeHTamu
MaccadyceTchbKOMY TE€XHOJIOTIYHOMY 1HCTUTYTY OYJIO HamucaHo Tpy Spacewar!, ska y
1966 mnimmroBxHyna Sanders Associates Ha JYMKY IPO MOKIIHUBICTH CTBOPEHHS
TPabHOTO MPUCTPOIO, IO Mi'€AHYBaBCS O /10 JOMaIIHIX TeneBi3opi. Komu komm'totepu

cTalin HOpiBHHHO JACIHICBUMHU 1 MOTIJH BHUKOPHUCTOBYBATHUCA HC JIMIIC HAYKOBUMHU
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yctanoBamu, cTyaeHT Crendopnay bimn IliTTc, Bpaxenuii Spacewar!, BUpIIIUB, 1110 Ha
ocHoB1 komm'totepa PDP-11 peanbHo cTBOpUTH MPHUCTpiHi crienianbHo 1uist irop — Galaxy
Game. Paszom 3 npyrom X''o Takom BiH po3poOMB IrpoBUii aBTOMAT, IO 3a MOHETHU
HaJlaBaB MOXJIMBICTh MOTPaTH 1 TAKUM YMHOM OKyNuB Ou cebe. 3a miaTpumku Homana
bymnenna 3 komnanii Nutting Associates 1ieit aBromar, Computer Space 1 0JHOMMEHHa
rpa Ha HboMy 1971 poky, cTaB nepiIuM KOMEPLIHHUM MIPUCTPOEM 3 BiJI€OTpoI0. Sk expaH
OyB BUKOPHCTaHUW YOPHO-OILTUN TEIeB130p, KOMIT'IOTEPHOI) OCHOBOIO BHUCTYIHJIU
mikpocxemu TTL cepii 7400. Bxe y 1972 pomi 3'sBunach mepiia JOMaIIHS rpajibHa
KOoHcOJIb, Magnavox Odyssey, ska migkiIodanacs 0 3BUYAHHOTO TeJeBi3opa.
[TomToBXOM 10 BUHUKHEHHS 1HAYCTPil BCOIrOp CTajla BUCOKA MOMYJIAPHICT CIIOYATKY
apKaJIHOi, a OTIM 1 JOMAaIIHKOI Bieorpu Pong, OCKiIbKY 11 KOMEPIIMHUHN YCHIX MPU3BIB
JI0 TIOSIBY BEJIMKO1 KUJIBKOCTI KJIOHIB BiJT IHIIUX KoMMaHii [1].

VY 2000-x pokax BifeoirpoBa iHAYCTpisi 3poOua CyTTEBUN CTPHOOK ymepem —
rpadika ctajia Habarato peajiCTUYHIIION, 8 aKTUBHUH PO3BUTOK MEPEKEBUX TEXHOJIOT1N
BIJIKDUB HOBY €py OHJIAWH-ITOp, /€ TpaBIli MOTJU 3MaraTHcs ab0 CIHiBOPAIlOBATH Y
pexumi peanbHOro 4vacy. Jlo KiHISI MecATUiTTS BigOyJjacs 1HTErpaiist Bifeoirop i3
coliaibHUMH TIaTgopMamMu Ta IrpoBUMH cepBicamu. Di3MyYHI HOCIT MOCTYHOBO
BTpavyaid MOMYJIAPHICTh, a ITUGpoBa AUCTPUOYIIiS BUXOIMIIA Ha Mepiiui TutaH [1].

Bognouac mmpokoro posnoBcrojkeHHs HaOynmu  DLC  (3aBaHTaxyBaHi
JIOTIOBHEHHSI), BKJIIOYAIOUM IUIATHI, @ TAKOXX MIKPOTPAH3aKIli — BHYTPIIIHbOITPOBI

MOKYIIKH, 1110 IO3BOJISIFOTH MPUCKOPUTH MPOTPEC a00 OTPUMATH €KCKITIO3UBHI TIEpEeBaru y

rpi [1].

1.2 Etanu po3po0ku Bigeoirop

[Ipoiiec CTBOpEHHsI TPU CKJIANAETHCS 3 KITBbKOX MOCHIIOBHUX cTamiid. Croepiry
bopMyeThCS KOHIEMIliSI TPOEKTY — BU3HAYAETHCS 3arajbHa i71ed, pPO3pOOIISETHCS

JU3aH-TOKYMEHT, Y SIKOMY JI€TaJbHO OMUCYETHCS ITPOBUM CBIT, MEXaHIKH, CIO)KETHA
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JiHIST Ta OCHOBHI OCOOJMBOCTI Teimiuieto. [lapanenbHO CTBOPIOIOTHCS Bi3yasbHI
KOHIENTH MEPCOHAXIB 1 JIOKALIH, 110 33Jal0Th CTUJILOBY HAaMpPaBIEHICTh MaOYTHHOT IpU
W CIYrylOTh OpIEHTUPOM I KOMaHIW XyIOXHHKIB 1 3D-moxmenepiB. Oxkpim
BHYTpIIIHBOTO BUKOPHUCTAHHS, Il MaTepiaJd dYacTo BIAIIPalOTh KIHOYOBY pOJIb Y
Mpe3eHTallli MPOEKTY Mepe]] MOTEHIITHUMH 1HBECTOPAMU Y BUAABLSIMH [3].

Skmo BijgcyTHI pobiieMu 3 (piHAaHCYBaHHSM, TOYMHAETHCA MOBHOLIIHHA poOoTa
HaJl TPOI0, KA BKJIIOYAE PO3POOKY UM HANAMITYBAHHS ITi1 HOTpeOU TPy IrpOBOTO PYIIIis,
CTBOpPEHHS rpa(piuHOro, TPUBUMIPHOIO, Ta ayJ]li0 HAIIOBHEHHS T'PH, BIPOBAKCHHS Ta
TEeCTyBaHHS IrPOBUX MeXaHiK (irpoBuil nuzaiH). Jlo cBO€i ocTatouHoi Bepcii rpa e
yepe3 anb(da Ta 6era Bepcli, SKi peTeNbHO MEPEBIPAIOTh 1 TECTYIOTh, 1HOJII MPOBOISYU
BIIKpUTI TECTYBaHHS 3a y4acTIO rpaBliB (BILAKPUTTI anbda/OeTa-Tectn). Uepes sKuiCh
4ac MicJisl OCTaHHIX MEPEBIPOK 1 TECTYBaHb, I'Pa «BUXOJUTH Ha 30JI0TO», TOOTO MOYHNHAE
TUPaXKyBaTHUCS JJIs1 IOJANBIIOTO npojaxy. [1icis Buxony TpuBae miATpUMKa I'pH, B X011
SIKO1 BOHA BJIOCKOHAJIFOETHCS 1 JOMIOBHIOETHCS [3].

1.2.1 IIpoexkTyBaHHS (Npe-NPOJAKIIH)

[lepmr 3a Bce XTOCh MOJA€ 17I€I0 CTBOPEHHS HOBOI T'PH, SK MPABWJIO BiH 1 CTa€
KEepiBHUKOM TPO€eKTy. [TOCTYIMOBO UM MO3KOBUM IITYPMOM BHPINIYETHCS MPO IO BOHA
OTIOBIJaTHMe, sIKa 11 0COOJIMBICTh MOXKE MPUBEPHYTH yBary rpabliiB; I'pa MpUHECE MI0Ch
KapJMHAJIbHO HOBE a00 XK BUKOPUCTOBYBAaTHUME B)KE€ BIJJOMI Ta MEPEBIPEHI TEXHOJIOTI,
TeMaTUKy. BHUXoasuM 13 3aIlUIaHOBAHMX NEPEBAXHUX AN rpaBls, OOMPAETHCS KaHP,
HaIPUKJIAJ, CTPATETisd B pealbHOMY 4aci abo mryTep Bif mepiinoi ocodu. B xomi po6oTu
KaHpP MO’K€ 3MIHUTHUCS 1 BCS KOHIIEIIIISI 3a3HATU CYTTEBOI nepepooOku. [eliman3zaiinep
BUPIIITYE SKUMH CTaHYTh OOpa3u TMEPCOHAXIB, ITPOBOTO CBITYy, BUKOHYE IOMEPEIHI
MaJIOHKA — KOHIENT-apTH. ['pa OTpUMye MOMEpeHIO Ha3By, sIKA 3 YacOM MOXeE
YTOUYHHUTHUCS YU 30BCIM 3MIHUTHUCS [3].

30upaeThcs KOMaHAA PO3POOHHUKIB 3 MPOTPAMICTIB, CIIEHAPUCTIB, XYIOKHUKIB,
KOMITO3UTOPIB, MEHEJIKEPIB 1 Tak J1aji. Bu3HayatoThCsa CTPOKU BUKOHAHHS KOKHOTO BUY
poOOTH 1 OpIEHTOBHA JaTa BUXOJY TOTOBOI I'pH, K€ OOJaJHAHHS, KOIITU JUISl IIHOTO
3HaN00AThCs. Ta cama Jro/IMHa MOYKe 3aiiMaTucs KiTbKoMa cripaBamu. Hanpuxnan, Oytu

MEHEKEPOM, KOOPJAMHYIOUM BUKOHAHHAM POOOTH 1HIIMX, 1 IU3alHEPOM, PO3pOOIISTUH
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oOpa3u mnepcoHaxiB. Ha 1pomy erami CKIAQJa€TbCS KOHIENT-IOKYMEHT, B SIKOMY
OOIPYHTOBY€ETHCS YOMY Oy/I€ BUT1IHO CTBOPUTH JaHy rpy. Jlu3aitH-10KyMEHT OIUCYE TPy
3arajioM, i MOYaTKOBUM CIOXKET, ITPOBUN MPOLEC, MICTUTh KOHLENT-apTH. Takox
CTBOPIOETHCS MPOTOTHUIIL, TOYATKOBA MPOCTA BEPCIsl TPH, 3 AKOT MOMXKHA CKJIACTH YSBIICHHS
kUM Oye irpoBuit mpoiiec [3].

1.2.2 BupoOHUUTBO

OckiIbKM  BIZIEOTpa € KOMITIOTEPHOIO IMporpamoro, ii poOoTa, TEXHIYHI
MOKJIUBOCTI, KOHTEHT Ta ITpPOBUU TMpPOIEC, 3a0e3MeUyeThCsl MPOTPaAaMHUM  KOJOM.
Po3poOka rpu BKIIIOYAE Ti K €TamM, 10 1 po3poOKa MPOrpaMHOro 3a0e3MEeUeHHSs, alie
nependaydae OuTbIe poOOTH HAJl KOHTEHTOM 1 CTBOPEHHS ITPOBUX MEXaHIK.

CyuacHi 1rpu 3AeOUTBIIION0 3aCHOBAaHI Ha TOTOBHX MPOTPaAaMHUX MOIYJISAX —
ITpOBUX pYIIisX, J€ BXKE€ peanizoBaHl 0a3oBi (PyHKII, 34aTHI 3B'A3yBaTH BOEIUHO
rpadiky, 3ByK, 00'ekTH 1 iX pyxu. [1lo6 HanamtyBaTH pyuriii 1uist peasizaiii KOHKPETHOTO
3aIyMy MPOTPaMICTH JOOMPalbOBYIOTh MOT0, 0Ja0uu NoTpiOHI QyHKII. ICHYIOTh K
BUIBHI ITPOBI pyIii, TOCTYIHI Oy1b-KOMY, TaK 1 Ti, 0 BUMAraioTb OTPUMaHHS JiIeH311
Ha 1X BHKOpucTaHHs. KpiM Toro pymrii pi3HATbCS 3a JileH3isaMu. s HeszamexHuX
PO3pPOOHUKIB X BUKOPUCTAHHS MOXe OyTH 3Ha4HO JeneBmuM. Jlesiki pyuIii po3paxoBaHi
Ha CTBOPEHHS 1rop KOHKPETHOTO >KaHpy, 1HII — yHiBepcayibHi. He BCi pyImIii MOXyTh
3a0€3Me4YnTH OAHAKOBI BHYTPIIIHBOITPOBI MOKJIMBOCTI Ta piBeHb rpadiku. YacthHa
PYILIIiB T0O3BOJISIIOTH CTBOPIOBATH 1rpH JuIsl pi3HUX TuiatgopM, Tak Unreal Development
Kit miarpumye po3poOky inTepaktuBHEX TBOpiB st PC, Xbox 360, PlayStation 3, Wii
ta Android. Jlesxi irpu CTBOPIOIOTBCS B CHELIaJbHUX MpPOrpamax, Kl BXKE MAaloTh
MOYaTKOBI pecypcH, Aii, Ta He BUMAraroTh 3HaHHS MOB nporpamyBaHHs. [Ipuknagamu
takux nporpam € Game Maker, Construct, RPG Maker [3].

CTBOpEeHHsI BIJIEOIrOp OXOIUIIOE 0arato acmekTiB: rpadiky, 3BYK, TEKCTH Ta
IHTEPaKTUBHICTh. PO3po0Ka MOUYMHAETHCA 31 CTBOPEHHS KOHIIETIT-aPTIB, K1 BU3HAYAIOTh
CTUJIb TPU Ta CIYTYIOTh OPIEHTUPOM JIJIsI XyI0XKHUKIB. Ha X ocHOBI cTBOprOtoThCS 2D
a60 3D mozeni nepcoHaxiB, MPEAMETIB 1 OTOYSHHS. AHIMAIIIT TOAAI0Th PYXH JI0 MOJCIeH
3a JIOIIOMOI'OI0 CIEHIAJIBHOrO IPOrpaMHOI0 3a0e3NedeHHs, 1HOAI 13 BHKOPHUCTAHHSIM

TEXHOJIOT1# 3aXOIUIeHHS pyxy [3].
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BizyanbHi edextu, sk BHOyXHW, TiHI UM 3aJlOMJIEHHS CBITJIA, IiJCHUIIOIOTH
atMocdepy rpu. CTUITICTHKA MOXE 3MIHIOBATHCH BIJl PEATICTHYHOI JO CTHIII30BAHO,
HaAIpUKIIa, i KoMike. ['padiuni Ta 3ByKOBI py1Iii BIAMOBIIAI0TH 32 Bi3yallbHY Ta ay/Ii0-
CKIafoBy. My3uKka, 3BYKH, JiaJOTH — BCE 1€ CTBOPIOETHCS KOMITO3UTOPAMH,
3BYKOPEXXHCEpPaMH Ta aKTOpaMHU 03BYYKH, 1HO/1 HaBITh 3 OPKECTPOBUM CYIIPOBOAOM [3].

IrpoBa MexaHika BHU3HAYae€, SIK MPALIO€ TEUMIUICH: YMPaBIIHHS TEPCOHAXKEM,
B3a€EMOJIis 3 00’ €KTaMU, KOPUCTYBallbkuil 1HTepderic. PiBHI abo JoKallii MPOEKTYIOThCS
Tak, 00 3pOOUTH TIpy IIKaBOIO Ta ONTHMI30BaHOIO. Di3MyHM pyuIid 00poldise
B3a€MOJI110 00’ €KTIB 3T HO 3 3aKOHAMU (D13UKH, a IITYYHUH 1HTEIEKT KEPYE MOBEIIHKOIO
NPC. Iloaii mpomucyroThCsl CIEHAPUCTaMM, a iX peaii3alis BUKOHYETbCA Yepes3
MpOTrpaMHi CKpHUIITH [3].

1.2.3 TectyBanHs

[Ticns 3aBepIIeHHS Tpalll HaJl KOJAOM, KOHTEHTOM 1 MEXaHIKOI0, 32 SIKMX I'pa MOXe
(GyHKIIIOHYBaTH, BIIOYBa€ThCs ii goomnpaltoBanHs. ['pa, He 310paHa 0 KiHIA, alie B SIKY
MO>KJIMBO TpaTH, Ha3UBA€TbCA aib(a-Bepcicto. BoHa MoXke MICTUTH 3HAYHI TOMUJIKH 1
HEJIOOTIPAIIOBAHHS, SIK BIACYTHICTh TMEBHUX MOXJIHBOCTEH, My3WKH ab0 00'€KTiB.
BusiBnenHsM mpo0iieM 3aiiMarOThCsl TECTEPH, KOTPl TparoTh B II0 TPy, HaMararo4uch
CHOBHA CKOPUCTATHUCS BCiMa JOCTYMMHUMU MOKJIMBOCTSMHU B Hil. 3a3BHuYail Ha I[bOMY
eTari po3pOoOHMKH 3aMKCYIOTh PEKJIaMHUM Tpeusep, MOKa3yloud IrpoBHHl Mpolec Ha
B1JI€0, Aal0YM MOTEHI[IHHUM I'paBIsIM YSBIEHHS MPO CBOIO poboTy. Ha mi3Himomy erari
BUXOJUTH O€Ta-BepcCisi, 10 TECTYBAHHS SIKOT MOXKYTh 3alydaTHCs 1 MMOTSHI[IIHI TOKYMII
rpu. B Oera-Bepcii BiI0OYBaETHCS MOJANBIINNA MOIIYK TOMWIJIOK, IEPEBIPKAa KOPEKTHOCTI
B3a€MO/Ii1 00'€KTIB ITPOBOTO CBITY, YIIpaBIiHHsA. MOXIJINBI BHECEHHS 3MiH B 0(DOPMIICHHS,
3MiHa IrpOBOTO OaJlaHCy, MOKIIMBOCTEN mepcoHaxiB [3].

1.2.4 Bunyck i npoaa:xi

3a mpoaaxi SIK MPaBUIJIO BIJIMOBIIa€ BUIABEIIb TPH, B IKOTO PO3POOHUK OTPUMYE
YacTKy OTpPUMaHUX KOIITIB. B pa3i sKkio po3poOHUK 1 BUIABEIb € YACTUHAMM OJHIET
KOMIIaHil, pO3MOAUI MPUOYTKIB BiAOYBAa€ThCS 3a BCTAHOBJICHHMMM TaM IpaBUJIAMH.
BunaBens mae miap-MeHEDKEpIB Ta ITPOBUX JKYPHAIICTIB, KOTPl TEBHUM YHUHOM

3asIBJISIIOTH PO ICHYBAHHS IPU, MPOBOAATH PEKJIAMHY KaMIIaH1t0, MOBIAOMJISIIOTH ITPO HE,
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BUKJIaJal0uH Bifico, MyOIiKyI0UM HOBUHHU B CIEl1aII30BAaHUX BUAAHHAX, JEMOHCTPYIOUYHU
rpy Ha BHCTaBKax Bijneoirop. BumaBenp 3aiiMaeThCsi JOKami3alli€l0 Tpu, TOOTO
NEePeKIaaoM ii TEKCTY 1 03ByUyBaHHsI, aJalTalll€l0 /10 3aKOHIB 1 KyJIbTypHU TOi KpaiHu, /e
rpa BujaBaTUMeThCs. JJis JTokai3alii iCHYyI0Th CrieliajibHi KOMaHau (GaxiBIliB, K1 KpiM
BJIACHE MEPEKIIATy pOOJISITh TPy 3p03yMIJIO0 JUTsl TPaBIlsl KOHKPETHOI Kpaiau. B cydacHux
Irpax TEKCT 1 3BYKH SK MTPABHJIO MICTATHCS B OKpeMuX ¢aiiyiax, 1o poOuTh JIOKaIi3alliio
npocTimoro. IcHytTh odimiiiHi 1 HeodiriiiHi Jokanizaropu. YacTo rpa BiJl MOYaTKy Mae
JoKai3alii Ha HaWOUIbII MOIIMPEHI MOBH, SIK AHIJIINCHKY, 1CTIAHCBKY 1 KUTAMCBKY.
[HmuMu MoBaMmM rpa ODIIIHHO BUXOAWTH 3TOJIOM YM IIMM HEOMIIIAHO 3aiiMarOThCs
eHTysiactu [3].

3aBepiiieHa 1 JJoKajli30BaHa I'pa 3alMKMCY€EThCs Ha MeBHI Hocll, sk DVD-aucku, ado
HAJA€ThCA TSI 3aBaHTaXECHHA 3 [HTepHeTy. J{MCKH MOCTaBISIFOTHCS B Mara3uHu, a Bepcii
JUTSI 3aBaHTAXKECHHS TIOMIUPIOIOTHCS 4yepe3 cepBicu mudpoBoi nucTpuOyIii, sk Steam.
Hudpora muctpuOyilis, Ha BIAMIHY BiJ JUCKIB, 1HOAI mependadae 1 OE3KOIITOBHE
3aBaHTaXEHHS Tpu. Tak AEKOTpl IrpH, SKI MPEACTaBISAIOTh BXKE TIIbKA 1CTOPUYHUN
1HTEepeC, HaAarThcsd OE3KOMTOBHO. B cepBicax eneKTpoHHOI AMCTPUOYIIi YacTo
B110yBarOThCS aKilii, Ikl HaAalTh 3HWXKKHU ax 10 100 % [3].

1.2.5 IlinTpumka

[Ticns penizy rpu MOXKYTh BUSABISITUCH Oarv Yu HENOJIIKU, TIPO SIKI CTaJIo BiJIOMO
BXKE€ IMiJI Yac IpU KOPUCTyBayaMu. Y BIANOBIIb Ha 1€ PO3POOHUKUA BHUIYCKAIOTh
OHOBJICHHSI — I1aT4l, K1 BUIPABJISAIOTh MOMHJIKHA a00 BAOCKOHATIOIOThH IEBHI acIeKTH,
Hanpukiaa, 0ajaHCc Yd PIBEHb CKJIATHOCTI. Xod4a caMi IMaTdi HE MPUHOCITH MPSIMOTO
npuOyTKy, BOHU 3[aTHI MIJBUIIUTH PEIyTaLil0 I'pU Ta CTUMYJIIOBATH Mpojaxi [3].

[Ilo6 30epertu iHTEpeC TpaBIliB, IO TPU MOAAIOTHCS OHOBJIEHHS Y BUIJISII
JIOTIOBHEHb — HOBHUX CHOKETHHUX T1JI0K, JIOKalllid, MepCOHaXiB ab0 1rpoBUX (DYHKIIIH.
Bonu MoxyTh OyTH ik Oe3Ko1mToBHUMH, Tak 1 miuatHuMu. @opmat DLC (Downloadable
Content), TOOTO KOHTEHTY, 1110 3aBaHTaXXY€ThCA uepe3 [HTepHeT, HailyacTiile nependayae
TJIaTHI PO3IIUPEHHS, SIK1 IOJAI0Th KOCMETHYHI €JIEMEHTH a00 J0JaTKOB1 MOKIIMBOCTI 0€3

paguKaIbHOI 3MIHM OCHOBHOTO TeiimMInieto [3].
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1.3 Irposi aiBUryHu

IrpoBuii IBUTYH — TIpOTpaMHMI PYIIiHA, IEHTpaJbHA MporpaMHa 4YacTUHA Oy/Ib-
AKOi BIJIEOTPH, KA BIAMOBITA€ 32 BCIO il TEXHIUHY CTOPOHY, JO3BOJISE TMOJETIIUTU
pPO3pOOKY TpM NUIIXOM YHidikaiii Ta cucTeMarusallii ii BHYTPIIIHBOI CTPYKTYPH.
BaxxnuBuM 3Ha4YEHHSM JBUTYHA € MOXKJIMBICTH CTBOPEHHS OaratoruiaropMoBHX 1rop
(cborogui Hadyactime opHoyacHo s [IK, PS4 ta Xbox One). OcHoBHy
(YHKIIIOHATBHICTh TPU 3a3BU4Yail 3a0e3neuye i1 ABUTYH, 10 SKOTO BXOAUTH JBUTYH
peHaepuHry («Bi3yanmizaTop»), (pi3UdHUN ABUTYH, 3BYK, CUCTEMa CKPHIITIB, aHIMaIlis,
ITPOBUH IITYYHUH 1HTEJICKT, MEPEKEBUM KOJI, KEpYBaHHS MaM'sITTIO, 0araTOHUTEBICTH 1
rpad crenu. Yacto Ha mporect po3poOKH MOKHA 3a0HIAUTH IUISIXOM MOBTOPHOTO
BUKOPHUCTAHHA OJIHOTO JBUTYHA TPU JUIsI CTBOPEHHS JEKUIBKOX Pi3HUX irop [4].

Ha nomatok no Gararopa3oBO BHUKOPHUCTOBYBAaHHUX MHPOrPAMHUX KOMIIOHEHTIB,
IrpoBl JIBUTYHM HAJalOTh HaOlp Bi3yaJbHUX I1HCTPYMEHTIB st po3poOku. Lli
THCTPYMEHTH 3a3BUYail CKJIa/Ial0Th IHTErPOBAaHE CEPEAOBUILE PO3POOKHU SISl CIIPOIEHOT,
IIBUJKOI PO3pOOKH Irop Ha 3pa30K NOTOKOBOro BUPOOHUITBA. Taki pyuni 1HOAL
HA3WBAIOTh «ITPOBHUM MIAMPOTPAMHHUM 3a0€3MEeUeHHSIMY», TOMY 110, 3 TOTJsay Oi3HECY,
BOHHM HAJAar0Th THYYKy W 0Oararopa3oBO BHKOPHMCTOBYBaHY IMPOTPaMHy IIaTdopMmy 3
yCi€l0 HEOOXIJHOW (PYHKIIOHANBHICTIO JJisi PO3POOKM TpaJibHOTO 3aCTOCYHKY,
CKOPOUYYIOYH BUTPATHU, CKIAIAHICTh 1 4aC pO3pOOKH — yCl KPUTHUYHI (PaKTOpU B CUIHHO
KOHKYPEHTHIH 1HAYCTpii Bijeoirop. Sk 1 IHIII pIIEHHS MPOrpaMHOro 3a0e3MeveHHs,
ITpOBI IBUTYHU 3a3BUYal TUIATPOPMOHE3ATCHKHI U TO3BOJISIOTH ACSKIM TPl 3aITyCKaTUCS
Ha pi3HUX MIaTGopmax, BKIIOYAIOYHM TpaJibHI KOHCOJI ¥ MEepCOHANbHI KOMI'IOTEPH, 3
JeSIKUMHA BHECEHMMH Yy TIOYaTKOBUH Koj 3MiHamu. Yacto rtpampae [II13 mae
KOMITOHEHTHY apXiTeKTYypY, 110 JI03BOJISE 3aMIHIOBATH a00 PO3IIUPIOBATH JIEIKI CHCTEMHU
pyust crieianizoBaHimumu komnonentamu [1I13, nanpuknan Havok — st ¢i3ukw,
FMOD — pmna 3Byky ab6o SpeedTree — st pennpepunry. Jleski pymnii, Taki sK
RenderWare, npoektytoTh sik Habip cinabo 3B'si3anux xKommoHeHTIB [1I13, sxi MOXyTh

BUOIPKOBO KOMOIHYBATHCS JUIsl CTBOPEHHS BJIACHOTO PYILIisA, 3aMICTh TPAJAULIIMHIIIOTO
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X0y PO3MIMPEHHS a00 HAJAIITOBYBAHHS THYYKOTO 1HTErpOBaHOTO pimieHHd. [Ipote
PO3IIKMPIOBAHICTh JOCSITHYTa W 3aJMIIAETHCS BUCOKOMPIOPUTETHOIO B IrPOBUX PYIIisX
yepes3 MUPOKI MOXKIIUBOCTI iXHBOTO 3acTocyBaHHs. [lonpu crnenndivyHicTh HAa3BU, ITPOBI
pyIIii 4acTO BUKOPHUCTOBYIOTHCA B IHIIMX THUIMAaX I1HTEPAKTUBHUX 3aCTOCYHKIB, IO
BHUMAararoTh rpagiky B peaJlbHOMY 4Yaci, TAKUX K PEKJIaMHI JEMOB1JI€0, apXITEKTypHI
Bi3yasizallii, HaBUaJbHI CUMYJISTOPU U cepeIoBHUILAa MOJIETIOBaHHS [4].

binbmricte cywacHux 3D pymniiB rpyHTyrOThesl Ha rpadiunux API, Takux sx
Direct3D a6o OpenGL, sxi 3a6e3medyroTh JOCTYI 0 BIIEOKApPTH Yepe3 MPOorpamHy
aoctpakiiito. OKpiM HUX, Y pO3poOIIl Irop 3aCTOCOBYIOTHCS HU3bKOPIBHEB1 010J110TEKH,
ak-oT DirectX, SDL yu OpenAL, 1110 1ar0Th 3MOTy B3a€MOJIISATH 3 IHITUMU TPUCTPOSIMHU
KOMIT'I0Tepa — KJIaBlaTypolO, MHMILECI0, JKOMCTUKOM, 3BYKOBHUMH W MEpPEKEBUMHU
KapTamu [4].

Jlo mosBu TpadiyHUX MOPOIECOPIB 13 MIATPUMKOIO 3D-NPUCKOPEHHS MIMPOKO
BUKOPUCTOBYBABCSI NMPOTPAMHUN PEHACPUHI — OOYMCICHHS 300pa)K€HHS JHILE 32
aomomMoroto mpouecopa. CbOroiH1 TaKUil METOJ] BCE 11I€ aKTyaJbHUHN y BUIAJKaX, KOJIU
nmoTpiOHa BHUCOKA Bi3yaJlbHa TOYHICTh a00 KoJiu TpadiuHe oOJIagHAHHS HE MIIATPUMYE
cydacHi PyHKIII1, IK-0T wmenaepu [4].

1.3.1 Unity 3D

[lina: Personal - free, Plus - 35 momapiB 3a poOoye Mmiciie Ha Mmicsib, Pro - 125
JI0J1apiB 3a poOoUe Miciie Ha MicAllb, Enterprise - 3a JOMOBJIEHICTIO.

Icxonnuii koA: 3aKpUTHI

[Tnatdopmu ni1s1 Bukopuctanus: Windows, macOS

3aBASKM HHU3bKOMY TIOpPOTY BXOJ/DKEHHS, 3PYYHOCTI BUKOPHCTAaHHS L,
0e3CyMHIBHO, HAWTIOMYJISIPHIIINN BUTYH B TIPOMHUCIOBOCTI. 32 OCTaHHI TPU POKH BiH
BUpIC y 1Ie NOTYXHiury miatdopmy ansi ctBopeHHs irop. Unity MicTUTh y €001 BCl
MUCITUMI THCTPYMEHTH JIJ1s1 pO3pOOKH IrpoBHX I0AaTKiB. 3a gornomororo Unity 3D mMoxHa
CTBOpIOBAaTH 1 TpUBUMIpHI, 1 aBoBuMipHi irpu Windows PC, Mac. Opna 3
HaumpekpacHimux MoxiauBocTeil Unity 3D - 11e ekcriopTyBanHs Tpu 11t Oyab-s1K0i 3 21
niaTpumyBaHoi mnatdopmu, cepen Hux: 10S, Android, Windows 8 Store, Windows 10

Store, MacOS, PS3, PS4, Xbox 360, Xbox One, Wii U, Oculus Rift , Gear VR,
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PlayStation VR, Samsung Smart TV. 3 11b0ro cnucky BHJIHO, IO MIATPUMYIOTHCS HE
JIUIIE TeCKTOINH, MOOUTBHI TIPUCTPOi, KOHCOJII Ta Opay3epa, a i pO3yMHI TEIEBI30pU Ta
II0JIOMH BIPTYaJbHOI peasibHOCTI [5].

Unity BiJpi3HS€ TaKOXX BEJIWYE3HY CIUIBHOTOK 1 KOJIOCAJbHUM Mara3uHOM
KOMIIOHEHTIB JUIsl JBUTYHa - Asset Store, 1o mpojgae eaeMeHTH Ui 1rop: MOJEI,
TEKCTYPH, CKPUIITH, PEJJAKTOPH, IHCTPYMEHTHU, CEpBEPHI MificucTeMu. Bce 11e CTBOPIOIOThH
KOpPHCTYBaul IBUKKA - YIaCHUKH CIIBHOTH.

1.3.2 Unreal Engine

[{ina: 6e3x01mTOBHO (5% pOsUITI BiA MPOAAKY IPOEKTY).

Buxinauii Ko1T: BIAKPUTHIA.

[Tnatdopmu nys Bukopuctanus: Windows, macOS.

3a ponomororo UE4 MokHa po3poO0isiTH SK ABOBUMIPHI, TaK 1 TPUBUMIPHI IrpU
abCoMIOTHO OyIb-SIKUX KaHpIB: IIyTepH, cTparerii, kBectd, RPG, cumymnsropu,
BUKOPHUCTOBYETHCA BiH 1 B OcBiTHIX 1siXx. UE4 npomnonye 6arato 3aroToBOK Il irop
pi3HUX >kaHpiB. € ABa HUISIXU CTBOpEHHs MpoekTy: Blueprint abo C++. V nepmomy
BUITAJIKy BUKOPUCTOBYETHCS TpadiuHUN CKPUITOBHI MOBY, /I OMKCH 1 MOCHIIOBHICTh
T yKIagaroThCcsl MOJIOHO /O KIHIIEBOIO aBToMmara. ToOTO peanizoBaHl B JIBHKKY
omepaitlii MOB'I3yIOThCA y BUTIIAAI TpadiuHoro iHTepdeicy. Y Apyruil BUMAIOK OIHUC
refimmies ckaagae Mol C++ [6].

[TpsiMo 13 KOpOOKHU 32 JOMOMOIOI0 TEMIUIEHTIB MOXHA CTBOPUTH 13 MpOEKTIB Ha
C++ Ta 12 na Blueprint. Cepen HUX irpu PI3HUX >KaHPIB: TBOBUMIPHI CKPOJIEPH, ITyTEPU
B1JI IIEpIIOT Ta TPETHOi 0COOU, aBia- Ta aBTOCUMYJISITOPHU. Y TPUHAIATE OHOBJIEHHS 0YJI0
JI0JTaHO 3arOTIBIIIO JJIA BIpTyalabHOI peaabHOCTI [6].

JIBUTYH MIATpUMY€E BEJIMKY PI3HOMAHITHICTh Cy4YacHMX TexHousorid. HaBiTh
repepaxoByBaTU HEMA€E CEHCY — IrpH, po3pobieHi Ha UE4, oxomoioTs Bel maTdGopMu
ta irpoBi npuctpoi (VR, Kinect, Leap Motion Tor1110).

UE4 mae Bcl HEOOXiJHI peAaKTOpU: 1€ KOHCTPYIOBAHHS CLIEH, IMIOPTYBaHHS,
HaJalITyBaHHsS Ta aHIMAIlis MOJENel, HaKJIaJaHHsI MaTepianiB, CTBOPEHHS (Di3MUHUX
e(heKTIB, pO3MIIIECHHS aya10/KEPell, HAIAITYBaHHS 3BYKY, CHCI[IaIbHUI PEeIaKTop IS

cTBOpeHHs ckpunTiB Blueprint Ta 6araTo iHIoro.
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1.3.3 CryEngine

[{ira: 6€3KOIITOBHO.

Buxinauii Ko1I: BIAKPUTHIA.

[Tnatdopmu nis Bukopuctanus: Windows.

CryEngine — 1e rpanpHuil pyuiiii po3po0ienuii Himenbkoro kommnanieo Crytek,
sakui Broepiie OyB Bukopuctanuii y Bigeorpi Far Cry. Bin OyB cTBOpeHMil sk
texHosoriyna jaemoHctpariiss GeForce 3 Bim Nvidia. Ubisoft xe Mae moaudikoBaHy
Bepcito CryEngine y rpi Far Cry, sxuii HasuBaethcs «Dunia Engine». CryEngine V
nintpumye Windows, Linux, PlayStation 4, Xbox One. BiH TOJOBHUM 4YHHOM
opientoBanuidi Ha MMO-irpu 3 mepenoBoro rpadikoro. Takok y ABUKKY 100pe
ompalrbOBaHa MEpekeBa Iijicuctema, € miarpumka DirectX 12, PhysX ta mmpodeHoro
pALy THIIUX TEXHOJIOT1H [7].

CryEngine mae cBiit Marketplace, ne Oyap-sikuii KOPUCTYBau MOXe KyIMyBaTH 1
IPOJIaBaTH 1rPOB1 aCCETH.

1.3.4 Godot

I{ina: 6E3KOIITOBHO.

Buxigauit KoJ: BIAKPUTHH.

[Tnardopmu qs Bukopucranus: Windows, Linux, OS X.

Godot — 11e 6e3rIaTHUi 1 BIAKPUTUHN ITPOBUM PYIIIiH, SKUH J03BOJISIE CTBOPIOBATH
2D ta 3D irpu ns pizHux miatdopm. Bin Mae BiacHy MoBy niporpamyBanHst GDScript,
cxoxy Ha Python, a Takox migrpumye C#, C++ Ta iHmi moBu. Godot BUPIZHAETHCS
3pYYHUM Bi3yaJbHUM PEJIaKTOPOM, THYUYKOI CHCTEMOIO CIIEHH 1 aKTUBHOIO CIIJILHOTOIO.

[Torouna minrpumka miardopm Biarodae Windows, Linux, OS X, BSD, Haiku,
Android, 10S, BlackBerry 10, HTMLS. Takox Mo»Ha TPOBOJUTH €KCIOPT Ha 1HIII
maTGopMu BpydHY uepe3 KommumoBaHHS pyiris 3 SDK mimboBoi mnatdopmu.
Buxopuctanus Godot He3HaUHOT KIJILKOCT1 30BHIIIHIX 010J110T€K 3HAYHO MOJIETTIIy€ Leh
nporuec [8].

1.3.5 Buo6ip irpoBoro iBuryHa

Po3ibpaBiu Bei cuibHI Ta ¢1a0Ki CTOPOHU TaKUX JIBUTYHIB, SK:

— Unity;
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— Unreal Engine 4;

— CryEngine;

— Lumberyard;

— Godot.

A Takox, 3poOMBIIHM aHAJ3 MOXKIJIMBOCTEH MOMYJSPHUX ITPOBUX PYILiiB, MOXKHA
AT BUCHOBKY, mo Unity maibxke ifeanbHO MIAXOAUTH JJIsi Po3poOKu Tpu. Py
MIATPUMY€ KpocIIaThOpMEHHICTh, Ma€ BEIMKY CIUJILHOTY, O€3J114 IJIariHiB 1 pecypcis, a
TakoXX 3pyuHmid iHTepderic it crBopeHHs 2D Tta 3D irop.€aumHNUM Cepiio3HUM
HEJI0JIIKOM MO’KHa BBa)KATH TE€BHY MOBUIBHICTH MPHU PO3pOOII BEIUKUX a00 CKIIATHUX
npoekTiB. Lle 060yMOBI€HO TUM, 110 PYIIIN TPALIOE€ 3 MOBOIO MPOrpaMyBaHHS, KA Ma€e
cucteMy 300py CMITTSI, IO 1HO/II TPU3BOJAMTH JI0 3aABOTO CIIOKUBAHHS PECYPCIB 1 Ma/1iHb
npoayKTuBHOCTI. OIHAK, 3aBASKH MPABWIbHIN apXiTEKTypl MPOEKTY, ONTUMI3AIlT KOIY,
BUKOPHUCTAHHIO IYJIIHTY OO0’€KTIB 1 BIAMOBI BiJ] HaJMIPHOTO CTBOPEHHSI OO0’ €KTIB Yy

peaqbHOMY Yaci — 111 HEJOJIIKH MOYKHA YCIIIITHO MIHIMI3yBaTH.

1.4 Ilnardopma .NET Ta moBa nporpamyBanns C#

C# OyB oOpaHuil mjis po3poOKU MPOEKTy, OcKuIbku Unity MiATPUMYE IHO MOBY
MporpamMyBaHHS SIK OCHOBHY JIJIsl CTBOPEHHS irpoBoi Joriku. C# € 9acTUHOIO 11aThopMu
NET, sika 3a0e3neuye 3py4He cepeoBulIle s po3poOKku nmporpam. [Iporpamu, HanucaHi
Ha C#, mpamotots y cepenoBunii .NET, sike 3a0e3nedye aBTOMaTH4HE YHpPaBIIHHS
pecypcamu, 0OpoOKy BUHSITKIB 1 30MpaHHS CMITTS, 110 pOOUTH po3poOKy Ha C# OiibI
e()EeKTUBHOIO Ta 3PYYHOIO.

3aBasku cymicHocTi MoB y .NET, xon, Hanucannii Ha C#, MOXKE B3aEMOJIIATH 3
KOJIOM, CTBOPEHUM Ha 1HIITUX MOBax, Takux ik F#, Visual Basic abo C++. Ile 3a6e3neuye
THYYKICTh 1 MaciTaboBaHicTh mpoekTiB. Kpim Toro, .NET Bkitouae Benuki 610110TeKH,
SK1 OpPTaHi30BaHl B IPOCTOPH IMEH 1 HAJAIOTh MIUPOKUHN CIIEKTp (YHKIIIN IJIsT pO3POOKH

PI3HMX THUIIIB IPOTpam.
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1.4.1 Komnonent .NET Framework

NET Framework MIiCTUTh TpU KOMIIOHEHTH, SIKI BU3HAYAIOTh HOTO CTPYKTYpY:
BUKOHABYE CEPeIOBUIIE, IHCTPYMEHTU MporpamMyBaHHs Ta 0107110TeKy 0a30BHX KIIaciB
(puc. 1.1) [9].

Cepenosuiie BukoHaHHsa Ha3uBaroTh Common Language Runtime (CLR). Bono
Kepy€ BUKOHAHHSIM MPOrpam, 30KpemMa: BUKOHY€ PO3IO/IiJI Mam'siTi Ta mpuoupae "cmitrs",
nepeBipsie 0€3MeYHICTh KOAY, BUKOHYE KOJI, KEpY€ MTOTOKAMH BUKOHAHHS Ta 0OpPOOKOIO

MMOMMJIOK TOIIO [9].

IHETPYMEHTH

NporpamyBaHHA

BupobnawoTe
BuropwcToBYE

| BuKoHasuMit | BibnioTexa

HoA | 6a308ux KNACHS

CepepnoBmiie BUKOHAHHA

BuroHYETH

Pucynox 1.1 — KomnonenTtu .NET Framework Ta ix B3aemomis

[HCcTpyMeHTH TporpamyBaHHS € 3aco0aMu pO3pOOKH, SIKI TOEAHYIOTH BCE
HEOOX1aHE JJIs1 CTBOPEHHS Ta HaJIaroXKeHHS ITporpaM. BoHM MiCTATH:

— iHTerpoBaHe cepenonuiie po3podku Microsoft Visual Studio;

— cywmicHi 3 .NET xomminstopu (C#, Visual Basic .NET, F#);

— HaJIaroJi)KyBadui;

— cepBepHi TexHoorii ;s WEB-po3po6ku, Taki sik ASP.NET.

bibmiotexa 6azoBux kiaciB (Base Class Library, BCL) mictuTh Benukuii HaOip
KJIaciB, sikuii BUKOpUCTOBY€EeThCs cucteMoro .NET Framework 1 qoctynnauii nmpu po3po0iii
nporpaMHoOro 3abesneueHHs. CIOQU BXOAATH KJAcH JUIsi poOOTH 3 PI3HUMHU TUIIAMU
naHux, ¢ainaMu, mudpyBaHHS; KJIACH KOJISKIIIH; KJIacH JIJIsi pOOOTH 3 TOTOKAMHM Ta 1HIII

Kiacu [9].
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1.4.2 Kommisisinis koay B .NET Framework

Komminsrop xoxHoi 3 MoB .NET Ha 0CHOBI BUXiZHOTO KOAy Tporpamu (Hopmye
BUxigHMA (aiin, saxkuil HasuBaloTh 30ipkoro (assembly). 30ipka MICTUTH HE
Oe3nocepeIHIi MalIMHHUNA KOJ, a MpOMDKHMM Koj MoBoo Common Intermediate
Language. Kox 36ipku MicTHTB, KpiM ITporpamMHoro Koy moBoro CIL, Metanani 3 onmricom
THUITIB, TOCUJIaHb Ha 1HIII 301pKHU, 1HPOpMAaIlito 11070 0e3MeKHu BUKOHAHHS TO1Io [9].

[Ipoiecop koMI'roTEpa MOKE BUKOHYBATH BUKJIIOYHO BJIACHUM MAIIMHHUN KO[I.
Bigmosinno, xom CIL-koxn 30ipku Juisi BUKOHAHHS Mae OyTH TIEPETBOPEHUU Y
nporiecopauit koj. I{e 3a1icHIOEThCS TUIBKU TIPU BUKOHAHHI 30ipku. BukoHaBuuii Koj
301pKH KOMITUTIOETHCSL KOMITUIATOPOM yacy BukoHaHHs (Just-in-Time compiler), sikuit €
CKJIaJIOBOIO YacCTHHOIO BUKOHaBYoro cepefonuiiia CLR. [Totim 1iel koa KeuryeThes, s
BUMAJKY, SKIIIO BiH 1€ pa3 Oy/ie MoTpiOHUM /Il BUKOHAHHS [9].

Tak ssk Windows miaTpuMye BUKOHAHHS 3aCTOCYHKIB, po3pobsienux He st NET
Framework, To 3 Touku 30py cuctemu .NET Bech KO A1ISTh HA /1Bl YaCTUHMU:

— KepoBaHui ko7 (managed code);

— HeKepoBaHu# kKo7 (unmanaged code).

Pi3HuI0 BUKOHaHHS KEPOBAHOTO Ta HEKEPOBAHOTO KOy IEMOHCTPYE CXeMa Ha

puc. 1.2

HeHepoBaHWHA Hog, KepoRaHuH Ko

|
| |
T BT

3arancHe suHoHaede cepegoeuue (CLR)
‘management

E:“ﬂ” 3
Security

"

OnepauifiHa cucTema

PucyHok 1.2 — BuKOHaHHSI KEPOBAHOT'O Ta HEKEPOBAHOI'O KOy
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Onucanuii mpollec KOMIUIALIND Ta BUKOHAHHS UIIOCTpye cxemMa Ha puc. 1.3.
[Iporpamuuii xoxa, Hanucanuii onHiero 3 MoB .NET Framework, kommimioeTscs y
npoMmikHuil kox CIL. Ilpu HeoOXimHOCTI HOro BUKOHAHHS, 3aJI1IOETHCS 3arajbHE
BUKOHaBue cepepoBunie CLR, 1 3a J0MOMOror KOMIIISTOpa Yacy BHUKOHAHHS
bopMy€eTbCSI TPOLECOPHUM KOJ, SIKMM TEpelaeThCsl JUIsi BUKOHAHHS BHYTPIIIHBOMY

MEeXaH13MOBI onepaitiitnoi cucremu Windows [9].

Hop Ha Cit Kon Ha Fit Hop Ha VB

Homninarop CH Komninarop Fi#f Komninatop VB Komninauin

36ipka (CIL) 36ipua (CIL) 36ipua (CIL)

3aranbHe BMHOHaBYe : Just-in-Time
cepenosiwe (CLR) compiler

e BMKOHAHHA

Mpouecoprmi Kog MpouecopHHi Koa, ﬂpqqe:gpuuﬁ; HOa

CnyBu onepalidHol cHcTemi

Pucynok 1.3 — Cxema npornecy kommissiii koay st .NET 1 #ioro BUkoHaHHS

1.4.3 MoBa nporpamyBanus C#

C# — wme O00'€eKTHO-OpiI€EHTOBaHAa, KOMIIOHEHTHO-OPIEHTOBaHa  MOBa
nporpamyBaHHs. C# Hajgae MOBHI KOHCTPYKIIl 11l Oe3mocepeaHboi MIATPUMKU ITUX
KOHLeMNi, pobmsiun C# HpPUPOTHOIO MOBOI JJii CTBOPEHHS Ta BHKOPHUCTAHHS
MPOrpaMHUX KOMIIOHEHTIB. 3 MOMEHTY CBOTO BUHUKHEHHS B C# Oynu momani (yHKIi
JUIS. TATPUMKH HOBUX pOOOYMX HABaHTaXEHb 1 HOBUX METOJIB IPOEKTYBaHHS
MporpamMHoro 3abe3neueHHs. 3a cBo€to cyTTio C# € 00'€eKTHO-Op1EHTOBAHOIO MOBOIO. Bu
BU3HAYAETE TUIH Ta iX MOBEMIHKY [9].

Oyukuii C# nmonomaraioTh CTBOPIOBATH HAJlIMHI Ta JIOBFOBIYHI MporpamMu. 301p
CMITTS aBTOMATHUYHO BiJHOBIIIOE TIaM’SITh, 3aWHATY HEIOCTYITHUMH HEBHUKOPUCTAHUMHU
00’extamu. Tunu , ki nomyckaroTh 3Ha4eHHS NULL, 3axumarors Bii 3MIHHUX, SIKI HE
MOCUJIAIOThCS Ha BUJIUICHI 00’ e€kTH. OOpoOKa BUHATKIB 3a0e3Medy€e CTPYKTYpOBaHUM 1

PO3IIMPEHUA TIAXiM [0 BUSBICHHS Ta BIJIHOBIEHHS TMOMUJIOK. JIssMOma-Bupasu



23

OIATPUMYIOTH METOJIM (PYHKIIOHAJIbHOrO THporpamyBaHHs. CHHTakcUC MOBHOIO
iaTerpoanoro 3anuty (LINQ) ctBopiroe 3aranbHuil mabioH s poOOTH 3 JTaHUMU 3
Oyap-sikoro xepena. [linTpumka MOBH ISl aCMHXPOHHHUX oOImepauiid 3a0esnedye
CHUHTAaKCHUC JyUIs moOy10BU po3noAiieHux cucteM. C# Mae yHi(DIKOBaHY CUCTEMY THUITIB.
Vi tunu C#, BKIIIOUaOuM MPUMITUBHI THIIH, Takl sK inti double, ycrnaakoByroThCs Bij
OJIHOTO KOpeHeBoro object Tumy. Yci TUM MaroTh HaO1p 3araabHux omnepailii. LliHHOCTI
OyIb-sIKOTO TUILy MOKHA 30epiraTH, TPaHCIOPTYBaTH Ta BUKOPUCTOBYBATH Y3TOJKEHO.
Kpim Toro, C# minTpumye sk BU3HAY€HI KOPUCTyBaueM THUIIM MOCUJIAHb, TaK 1 THUIH
3HayeHb . C# 103BOJIsIE MUHAMIYHO PO3MOAUIATH OO0'€eKTHM Ta BOyJOBaHO 30epiratu
noJiermeHi cTpykrypu. C# miaATpuMmye 3arajbHi METOIM Ta THUIIH, SIKI 3a0€3MedyloTh
MiJBUIIIEHY O€3IeKy Ta MPOayKTHBHICTH TUIIB. C# Hajae iTepaTopH, sIKi 1al0Th 3MOTY
peanizaTopaM KJIaciB KOJIEKI[li BU3HAYATH KOPUCTYBALIbKY TOBEAIHKY JUIsl KJIIEHTCHKOTO
kony [9].

C# poOuTh akIeHT Ha BepciiHOCTI , MO0 mporpamMu Ta OI0TIOTEKU MOTJIU
PO3BUBATHUCS 3 YaCOM CYMICHHM 4YMHOM. Acrektu qu3aiiny C#, Ha siki Oe3rnocepeHbo
BIUIMHYJM MIPKyBaHHS IIOJI0 Bepciii, BKIIOYAIOTh OKpemi virtual 1 override
MoAu(IKaTOpU, MpaBuia BUPIIIEHHS MEPEBAHTAXKEHHS METOJIB 1 MIATPUMKY SBHUX

JekJaparliit wieHiB iHrepdeiicy [9].

1.5 InTerpoBaHi cepegoBHILA PO3POOKH

[aTerpoBani cepenoBuimia po3pooku (ICP) ctBopeni st Toro, mod 3poOuTu
MPOIIEC PO3POOKH MPOTPAMHOTO 3a0e3MeUeHHs OUIBII 3pYYHUM 1 MPOAYKTUBHUM. BoHuU
00’ €IHYIOTh yC1 HEOOX1TH1 IHCTPYMEHTH sl HATMCAHH S, KOMITUTFOBAHHS, HAJIAr0IPKEHHS
Ta PO3rOpTaHHS MpOrpaM B OJHOMY nojaatky. Lle mo3Bossie po3poOHUKY MpaIoBaT B
€IMHOMY CepeloBUIl, 0e3 HeOOXITHOCTI HAJAIlITOBYBATH OKpPEMi 1HCTPYMEHTH, K Y
TPaAuLIAHOMY MiAXOAl. 3aBASKM IOMY 3MEHIIYETbCS Yac Ha KoH(iryparmito, a

MPOJIYKTUBHICTh MPOrpamicTa 3pOCTaE.
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ICP Ttakox 3a0e3neuyroTh 1HTErpaIilo MK CBOIMM KOMIIOHEHTaMHU, HAIIPUKIIAI,
CUHTAaKCUYHUN aHaJI3 KOy MOXE BUKOHYBATHUCS TI1]] 9ac HOTO HAITMCAHHS, 1110 T03BOJISE
BUSIBJISITH TIOMUJIKM II€ 10 KOMMUIAIiil. Jleski cepemoBuiiia po3poOKU CTBOpPEHI IS
KOHKPETHUX MOB IIpOrpaMyBaHHs, HaIal0UuH CIelliaaizoBanl (QyHKIIII, K1 BiJIOBIIAI0Th
ocobmmBocTsAM 1ux MoB. [Ipuknanamu Takux cepenosuil € PhpStorm, Xcode, Xojo Ta
Delphi.

1.5.1 Visual Studio

Visual Studio — iHTerpoBane cepenoBuile po3poOKH MPOrpaMHOTo 3a0e3MeYeHHS
Bi11 hipmu Microsoft. [lane cepegoBuiie 103BOJIsIE CTBOPIOBATH PI3HOMAHITHI MPOTPaMHi
MPOAYKTH: KOHCOJIbHI MPOrpaMu, MporpamMu 3 rpaiuHuM iHTepdeiicoM, Hanpukian
BikoHHI gomaTku Windows Forms, a Takoxx Web-gomaTtku oo [9].

CepenoBumie Visual Studio m03Bossie po3po0isSTH A0JIaTKH, BUKOPUCTOBYHOUHU
pizHi MoBH mporpamyBaHHs: Visual C#, Visual Basic, Visual F#, Visual C++, Python 1
T.1. TakoX 1CHY€ MOXJIMBICTh PO3POOJISITH TOJATKK He TUTbKHU mig Windows, a 1 mij 1H11
nomyJssipHi wiargopmu: Android, 10S. Bepcis Visual Studio Community € aGcoaroTHO
OC3KOITOBHOIO JIJIi YYHIB, CTYJIEHTIB Ta pO3pOOHMKIB TIPOrpaM 3 BIIKPUTUM
IPOTPaAMHUM KOJOM.

1.5.2 JetBrains Rider

Rider — 11e kpocmaTdopmMeHa iIHTETpOBaHa CEPEIOBUIIE PO3POOKU MPOTPAMHOTO
3a0e3neuenHs gns  miargopmu  NET, pospobnena kommnaniero JetBrains.
[Tintpumyrotecss MoBu miporpamyBanHs C#, VB.NET Tta F#. B ocnoBi Rider nexuts
i npoaykt JetBrains — ReSharper. CepenoBuniie miarpumye miargopmu .NET
Framework, NET Ta Mono. Bono nparroe Ha onepariiiinux cuctemax Windows, macOS,
Linux.

1.5.3 Buo6ip IDE

3apa3 Bce Ounbiie kommadid ki npauooTs 3 NET ta Unity noumHaroTsh
nepexoautu Ha IDE JetBrains Rider uepe3 uncieHHy HU3KY MepeBar.

[lepeBaru nag Visual Studio:

— Rider na Bigminy Big Visual Studio(VS), 64-6itHa IDE,;

— JetBrains Rider € kpocminatdopMHuM, BiH MOXe TpalloBaTd Ha Iuiatgopmax
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Windows, Mac a6o Linux 3 ojHakoBO10 (DYHKIIIOHAJIbHICTIO Ta CTaOUIBHICTIO;

— cepenoBuie Rider Bkioyae OUIBIIICTH (PYHKIIM MOMYJSPHOTO PO3LIUPEHHS
Visual Studio mns po3po6uukiB .NET - ReSharper;

—y Rider € 6e3n1u ¢ynkIii, ycnagkoBanux Bij miatdopmu Intellil;

— MATPUMKA CUCTEM KOHTpOJto Bepciit Git, Mercurial, CVS ta Subversion;

— MOXJIMBICTh 1HTErparlii 3 OararbMa TpekepamMu MpoOJieM, TaKUMH SK Team
Foundation Server 1 Visual Studio Team Services. Takox Bi" miarpumye JIRA Software,
YouTrack Ta iHmI1 pimeHHSs;

— pillleHHs Ta MPOEKTH, 3 sSKkuMU Tpairoe JetBrains Rider, moBHicTIO cyMicHI 3
Visual Studio, 1 He BUKOPUCTOBYIOTh MpOMpieTapHi popmaru.

byno Bupimeno mo JetBrains Rider nmpuckoputh po3poOKy Ipu Ta IOMOMOXKE

3po0uTH i Kpare.

2 ITIPOEKTYBAHHSA APXITEKTYPU I'PU

2.1 3arajabHi BUMOI'M 10 CHCTEMH

ITix gac po3poOKU I'py BaXKIIMBO BpaXxOBYBaTH 3arajbHi BUMOTH, 110 3a0€3MeYyI0Th
AKICHY, CTaOUIbHY Ta 3pY4YHY B3a€EMOII0 KOpUCTyBada 3 jgojaTkoM. LI Bumoru He
3ajeXarbh BiJl KOHKPETHOTO IrpoBoro (yHKLIOHATY, MPOTE € KPUTUUYHUMHU MJIs
MOBHOLIHHOTO BUKOPUCTaHHS MPOAYKTY Ta HOro MOAAIBLIOTO PO3BUTKY.

J10 TakMX BUMOT HaJICKaTh:

— KpOCILIaTPOPMEHICTD;

— IPOAYKTUBHICTb;

— 3pYUHICTh 1HTEpEICY;

— MacuITaboOBaHICTb.

['pa moBuHHA 3amycKaTucs MPUHANMHI Ha OAHIN 3 OCHOBHUX IIIATGOPM, TAKUX SIK
Windows, Android a6o 10S. Takox, noTpiOHO 3a0e3MeYnTH MiHIMaJIbHUM Yac BIATYKY

CUCTEMH IPU BUKOHAHHI /i KOpPHCTyBaua, M0 € 0COOJUBO BAXKIMBUM Y MEPEKEBOMY
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pexumi. [HTepdeiic mMae OyTH 3pO3yMUIMM 1 MNpUBAOIMBUM JUIsl KOPUCTyBaua,
3a0e3neuyroun KoM(DOPTHY B3aEMOJIIIO 3 TPOor0. Takoxk, y MaitlOyTHbOMY IOBHHHA OyTH

MO>KJTUBICTh PO3IIUPUTH (HYHKITIOHAIL.

2.2 PyHKUIOHAJbHI BUMOTH 10 CUCTEMHU

JI7is TOCSATHEHHS TTOCTABJICHUX 3araJlbHUX BHUMOT, CHCTEMa MMOBHHHA pealli3yBaTu
Taki (PyHKI10HATbHI MOXJIUBOCTI:

— peaizariisi MpaBWJI KJIACMYHUX I1aX1B, BKJIOYHO 3 yYCiMa OCHOBHUMHM (irypamu
Ta CIemiaJbHUMM X0oaaMu (POKIpOBKa, B3STTS Ha MPOXO/I1, IIIaX, MaT, 1ar);

— MATPUMKA MYJIBTUILUICEPHOTO PEKUMA TPU, CTBOPEHHS KIMHAT JJISI MEPEKEBOI
I'pH 3 PI3HUMU HaJAITyBaHHIMU, BIIOOpaXKEHHS KIMHAT y BiKHI JI0001.

— CHHXPOHI3allisl CTaHy TPU MK ABOMA I'PaBLSIMU Y MYJIbTHILUICEPHOMY PEKUMI;

— cUCTeMa aBTopu3allii/inenTudikaiii rpaBiis;

— BEJICHHS ICTOpIi XOMIB IJisd MEperisiay ado MOXJIMBOCTI TOBEPHEHHS J0
nonepenHix kpokiB (undo/redo);

— 0a3oBa cucTeMa OIIHKU Pe3yJIbTaTiB (IepemMora, Hiuus, opas3ka);

— BIKHO 3 HaJIAIITYBaHHSMHU, 1110 BKJIFOYA€ HANAIITYBaHHS Ipadiku, MOBH, a TAKOX
aynio;

— peasizailisi TOJIOBHOT'O MEHIO;

— peadmizaiis 6a30BuX aynio ePpQeKTis;

— 30epeKeHHS TIPOrpecy.

Oco6nuBy yBary 0yJsio NpualIeHO 3a0€3MeUeHHIO 3pyYHOCTI TpaBIis, CTa01IbHOCTI
IrpOBOTO MPOILIECY Ta TOYHOCTI BIITBOPEHHS IIaXOBUX MPaBUIL

Jlns  kpamoi Bizyamizamii (YHKIIOHAJIBbHOI CTPYKTYpH CHCTEMH Ha eTarll
MJIaHyBaHHS OyJIO CTBOPEHO MaiHAMAIy, [0 CIIyTyBaJla OPIEHTUPOM ITiJT Yac peanizaiii
npoekTy. BoHa ckamamaeTbcsi 3 YOTHPHOX OCHOBHHUX IYHKTIB, BiJOOpaskae KIFOYOBI

(yHKI[IOHATBHI ~ KOMIIOHEHTHM CHUCTEMH Ta JIOIOMarae 3po3yMITH  3arajbHy
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apxiTeKTypyrpu. MaiiHaman HaBeeHa Ha pUCYHKY 2.1.

Takox, Ha OCHOBI aHaJi3y BUMOT JO MPOEKTY OyJIO BHU3HAUYEHO KIIIOUOBI €Taru
Horo peaiizalii Ta BCTAHOBJIEHO YITKI YaCOB1 paMKH JIJIsl KOXKHOTO 3 HUX. Lle mo3Bonmio
pallioHaJIbHO OpraHizyBaTu poOouuil mporec, 3a0e3MeUnTH PIBHOMIPHE HaBaHTAXKCHHS
MPOTSITOM yChOTO TIEPIOy PO3POOKH Ta YHUKHYTH HAKOTIMYCHHS 3aB/IaHb Ha (piHATHHUX
ctanisax. KoxkeH eran MaB KOHKPETHY METY Ta Habip 3aBJiaHb, 1110 CIIPHUSIIO 30€pEIKEHHIO
(dhoKkycy Ha BaXXJIMBUX (DYHKIIIOHAJILHUX acrekTax cuctemu. Kpim Toro, moain Ha eTanu

ITOJICTIIMB KOHTPOJIb 3a BUKOHAHHAM IIJIAHY Td BU4ACHC BUABJICHHA MOKIIMBHUX HpO6J’I€M.

Pucynok 2.1 — Maiinamarn npoexra

3aBASKU bOMY MiIXOy BAAJIOCS HE JIUIIE ONTUMI3yBaTH BUKOPUCTaHHS 4acy Ta
pecypciB, a i 3a0€3MEUUTH CBOEYACHE BUABJICHHS MPOOJIEMHUX MOMEHTIB, IXHE YCYHEHHS
Ta BHECEHHSI HEOOXITHMX 3MiH 0€3 3HauHUX 3aTpUMOK. YUiTKe IMIaHyBaHHS JT03BOJIUIIO
e(EeKTUBHO KOOPAUHYBATH pOOOTY, 3MEHIIIMTH KiJIbKICTh HENIEpe10aueHUX TPYIHOIIIB Ta
JIOCATTH TIOCTaBJICHMX I[JIeW y MeXax BCTaHOBJIEHOro rpadika. Bizyanbhe
MIPE/ACTABJICHHS €TamiB peaii3aiii MpPOEKTy, IXHBOI MOCTIAOBHOCTI Ta TPUBAJIOCTI
B1I00pa)KE€HO Ha JlarpamMi IUIaHyBaHHs, 1110 HaBe/IeHa Ha pUCYHKY 2.2. Bona gomnomarae
Kpalie 3pO3yMITH 3arajbHy CTPYKTypy pOOIT, B3a€MO3B’SI3KM MDK 3aBJaHHSIMHU Ta

KJIFOYOB1 KOHTPOJIBHI TOUKH B MPOIECI PO3POOKH.
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’ ﬂﬂaRySBPHH Ta NpOTOTUNYEIHHA

@ Dong [ Jon 01— Jon 24 ]‘ ---- -.

Npe-NpoiAkLLE Ta po3pobiveg
B i Bledrwezr 000 [ .

MoCT-NPoAaKLIH Ta BUNPobyBaHHA
®oone EimarzE—ppeos 0 | .

NoniwuHr
@ Done [ Apr 10 — Apr2d .

ToTOBWIA MpoEKT
@ bone

Pucynok 2.2 — Eranu peanizarii mpoekra

2.3 Bumormu 10 KopucTyBaya

[loTeHuiiiHUi KOpUCTyBad TpU Ma€ BIANOBIAATH MIHIMAJIbHUM BHMOIaM:
KOpPHCTYBaul MOBUHHI MaTH MPUCTPIH, 10 BIAMOBIAAE TEXHIYHUM XapaKTEPUCTHUKAM TpH,
CTaOUIbHE MIAKIIOYEHHS 1O IHTEPHETY M1 MYJIbTHIUICEPHOTO PEXHUMY, a TaKOX
omepaliifny cucreMy, cyMicHy 3 rporo (Windows). [{ns 3a6e3neuenHs KoMmpOpTHOTO 1
0e3repediitHOro IrpoBOT0 MPOLIECY PEKOMEHAYETHCS BHUKOPHUCTOBYBATU MPHUCTPOI, IO
MEePEBUIIYIOTh MIHIMATbHI TEXHIYHI XapaKTEepUCTHKU. PexomeHa0BaHI Ta MiHIMaJbHI
BUMOTH JI0 KOpPHUCTyBadya HaBeleHO B Tabmuisx 2.1 Ta 2.2. 1li BUuMoru gomomararoTh
rapaHTyBaTH SIKICHY pOOOTY CUCTEMHU Ta YHUKHYTH MOXJIMBUX TEXHIYHUX MPOOJIeM Mif

yac rpu.
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Tabnung 2.1 — MiHiMaibH1 BUMOTH JI0 KOPUCTYyBaya

Kommnonenr MiniMaJbHI BUMOTH
[Ipouecop JBosnepuuii npouecop 2.4 I'ri
OnepaTuBHa Nam'sITh 4Tb
OmnepariiiHa cucrema Windows
T'padyiusuii mpomecop ?(a)l(c)leon HD 7000 a6o Nvidia GeForce GTX
Micue Ha quckKy 216

[Tigkmrouenns 10 [HTepHET (TUTBKH

o Crali1bHe NIIKIIOYEeHHS, MBUAKICTE 2 MOIT/C
IPY MYJIBTUTIJICEPHIN TP1)

Tabmuis 2.2 — PekoMeH10BaH1 BUMOTH JI0 KOPUCTyBada

KommnoneHr PexomenaoBaHHi BUMOTH
[Iporecop Intel Core 15-4460 a6o AMD Ryzen 3 1200
OnepaTtvBHA aM'Th 8I'b
Onmnepariiiina cucrema Windows
T'padyianuii mporecop lg(ggeon RX 500 a6o Nvidia GeForce GTX
Micriie Ha JUCKY 4 1o

[TigkmrouenHs 1o [HTepHET (TUTBKH

oo Crali1bHe NIIKII0YEeHHS, MBUAKICTE 2 MOIT/C
IPY MYJIBTUTIJICEPHIN TP1)

2.4 JliarpaMa BUKOPUCTAHHS

Jis  po3poOKK  AKICHOTO MPOTpamMHOro 3a0e3MeueHHs BaXJIMBO HE JIMIIE
BpPaxoBYBaTH (PYHKI[IOHAIBHI Ta 3arajbHI BUMOTH JI0 CUCTEMH, ajie¢ ¥ 4ITKO BU3HAYUTH
CleHapii B3aeMoOili KopuUcTyBada 3 JoAaTkoM. Jliarpama BUKOPUCTAHHS JO3BOJISE

Bi3yaJli3yBaTH OCHOBHI €Tamu pOOOTH MPOrpaMH, a TAaKOX JIOTIKY MEpexoliB MiXk ii
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KOMIIOHEHTaMu. BoHa jjorniomarae 3po3yMiTH, sSIK KOPUCTYBad B3a€EMOJIIE€ 3 CUCTEMOIO, 1
3a0e3neyye OCHOBY MJisi MPOEKTYBAHHSA 1HTYITUBHOTO iHTepdeicy. Y IboMy po3aiii
MpEe/CTaBICHO JlarpamMy BHKOpPUCTaHHS rpu(puc 2.3), ska IEMOHCTPYE CTPYKTYpY

J0/1aTKa Ta MOCiOBHICTh /I KOPUCTyBaya.

ExpakH 3 noro

i

EkpaH 3aBaHTaxeHHA
(loading screen)

lonosHe MeHto

Nob6i HanawTyBaHHs

b

Iy

-7
o)

MoLwyk cynpoTUBHWKA Video Sound

!

ExkpaH no4atky matdy

!

IrpoBmiA yukn
(Game Loop)

.

— EkpaH nigcymky rpu
—

Pucynok 2.3 — Jliarpama B3aeMoii 3 CHCTEMOIO

OCHOBHMMH €KpaHaMH y TPi €:

— €KpaH 3 JIOTOTHUIIOM;

— ekpaH 3aBaHTaxeHHs (loading screen);
— TOJIOBHE MEHIO;

— €KpaH MoYaTKy Maryy,

— irpoBui 1uki (Game Loop);
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— €KpaH MIJCYMKY TpH.

Expan 3 1OroTunomM € moyaTKOBUM €TaroM B3a€MOJIii KOPUCTyBaya 3 JOJATKOM.
Bin BimoOpakaeThcsi Mpy 3amyCcKy TpU Ta BUKOHYE (DYHKINIO Mpe3eHTaIii OpeHmy abo
Ha3Bu rpu. Llelt ekpaH cTBOpIOE mepiie BpaKeHHS PO T0AATOK 1 3a0e3reuye MIaBHUN
nepexij 10 HACTyIMHOIO eTary.

ExpaH 3aBaHTaX€HHS 3’SIBISIETbCS MICJS JIOTOTHUIYy Ta IEpeJ] MEepexo/ioM Ji0
roJIoBHOro MeH1o. Ha 1ipoMy eTari cuctema 3aBaHTaXye He0OX1IH1 pecypcu Jijist poOoTH
porpamu, 3a0e3neuyroyu CTablIbHICTh 1 TOTOBHICTH J0AaTKa 10 MOJANIbIIOl B3a€EMO/III.

['oloBHE MEHIO € IeHTpaIbHUM BY3JIOM HaBirailii, ¢ KOpUCTyBad MOXKe oOpaTu
OJIMH 13 TPbOX BapiaHTIB: MEPEUTH 10 JI0OO1, 3MIHUTH HAJAIITYBaHHS a00 3aBEPIIUTH
poboTy 3 mogaTkoM. BoHo 3a6e3neuye 10CTy 10 OCHOBHHUX (DYHKIIIH I'pH Ta € KITFOYOBUM
€JIEMEHTOM 1HTepdeiicy.

Expan mouatky Mardy BigoOpaxkae OCHOBHY iH(opmaliio mpo rpy mnepen ii
MOYAaTKOM, HANpHKJIad, iMEHa TpaBLiB Ta HamamTyBaHHA. Lleil ekpan pomnomarae
KOPHCTYBA4€Bl MATOTYBATHUCS 10 TPH Ta NEPEBIPUTH MapaMeTPU Mepel CTApTOM.

IrpoBwHii IMKII € OCHOBHUM €TaIoM T'pH, JIe BIIOYBA€ETHCS caM MPOIIEC IPH B IIAXH.
Tyt peani3ytoTbcs BCl (DYHKIIIOHAJIbHI MOKJIMBOCTI, MOB’Si3aHl 3 MpaBUJIaMU IIaXiB,
xoJilaMu (iryp, CHHXPOHI3AIIEI0 CTaHy TP Ta IHIIMMH MEXaHIKaMHU.

Expan mifcymMKy rpu 3aBeplly€e€ MaT4, BiIOOpa)karouu pe3ysibTaTh (mepemora,
nopaska abo Hiuusi). 3 1bOT0 €KpaHy KOPUCTYBau MOKE TEPETTITHYTH 1CTOPIIO XOI1B 200
MOBEPHYTHUCS JI0 TOJOBHOTO MeHI0. BiH 3a0e3neuye 3aBepIiieHHs! irpOBOTO MPOIIECY Ta

MIJITOTOBKY J0 HACTYITHOTO MaTyy.

2.5 ApxiTeKkTypa cucTeMu

JIJ1st CTBOPEHHSI SIKICHOTO MPOTPaMHOTO 3a0€3MEUYeHHS BAKIIMBO PO3POOUTH UITKY
apXITEeKTYpYy, sKa 3a0e3rneuye MOAYJIbHICTh, MACIITA00BAHICTh Ta 3PYYHICTh CYIPOBOIY

MPOEKTY. ApXITEKTypa CHUCTEeMU Tpu MNoOyJ0BaHa Ha OCHOBI B3a€EMO3B’S3KIB MIXK
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KJIacaMH, SIKi peali3yloTh OCHOBHY JIOTIKY T'pH, YIPaBJIIHHS JAaHUMH Ta B3aEMOJIIO 3
KopuctyBaueMm. Ha pucynky 2.4 mpeicTaBiIeHO CXeMy YaCTHHY apXITEKTYpPH MPOEKTY,

sKa IEMOHCTPY€E CTPYKTYpY KJIaciB Ta iX B3a€MOJIIIO.

Tilelnfos0 & ChesePiacaType

“H TileSelectioninfoS0 2 =5 Pre 50 o Pracelifo

& GameType

“y GameDataso “ Queen

T TileSet A TileSalectian A placeArrangament S Knight & King
A h
IChessGame

hessBoard

S MultiplaverBoard

4 ChessPlayer |GameFactory

“ GameTimer A2 PlayerFactory “ GameFaciory

'

|BoardFactary 4 TimetFactory
A

% BoardFactary

“ ChessGame

Pucynok 2.4 — JliarpaMa CTpyKTypH KJIaciB

ApxiTekTypa Tpu 10OyJOBaHa HABKOJO B3aEMOJIl KIIBKOX  KJIOUOBHUX
KOMIIOHEHTIB, KOXEH 3 SKHUX BHUKOHYE CBOIO CIeIliajizoBaHy poJib. LleHTpanbHuUM
enemeHnToM € kiac ChessPiece, sxuii mpencraBise maxoBy @irypy. BiH MicTuTh
iHpopMmartito npo ii Tun (mimak, Typa, ¢ep3pb Tolo), KoMaHay (011 4M 4YOpHi) Ta
NOTOYHMI cTaH. Big nporo 0a30BOro Kiacy HacHiAyIOThCS KOHKPETHI THMH QIryp —

Pawn, Queen, Rook, Knight, King ta Bishop — koxkeH i3 KX Ma€e CBOIO yHIKaJIbHY
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MOBE/IIHKY.

[IlaxoBa momika peanizoBaHa y Burisiai kiaacy ChessBoard, sixkuit BinmoBigae 3a
po3MimeHHss GIryp Ta CTaH KIITHHOK. J[7s 1hOoro BiH B3aeMOi€ 3 00’€KTaMH THUITY
TileInfoSO Ta TileSelectionInfoSO, siki MicTSITh JaH1 PO KIITUHKUA Ta KOPUCTYBAI[bKUI
BUOIp. Y MyJBTUIICEPHOMY PEKHMMI BUKOPHUCTOBYETHCSI PO3LIMPEHA BEPCIs AOUIKU —
kiac MultiplayerBoard, mo 3abesneuye CHHXPOHI3AIlI0 CTaHy TPH MK KUIbKOMa
IPaBISIMHU.

Konoirypamiitni mapamerpu Ta JaHli [Opo MOTOYHY TIpy 30epirarotbcs Yy
GameDataSO. Ile#t kiac Bu3Ha4yae TUM rpu (JIOKaJibHA a00 MYJIbTUIICEPHA), TOYATKOBE
postamryBanHs  ¢iryp  (PieceArrangement) Ta  iHIII = HaJalITyBaHHA,  WIO
BUKOPUCTOBYIOTHCS PI3HUMH YaCTUHAMH CUCTEMH.

Koopaunariiiro Bcix KOMIIOHEHTIB 3iiHicHIOe rosioBHuM kiac ChessGame, sikuit
kepye Jsorikoro rpu. Bin B3aemosie 3 ChessBoard, ChessPlayer, GameTimer Ta iHmmMu
cuctemamu. Kpim Toro, ChessGame peanizye intepdeiic IChessGame, 1o 3abe3neuye
JIETKICTh Y pO3LIUpPEHH QyHKIIOHATY a00 3MiH1 peasizallii.

CtBopeHHs 00’ ekTiB rpu aeneroBano ¢padpukam — GameFactory, BoardFactory,
PlayerFactory ta TimerFactory. Bonu BiamoBijaroTh 3a 1HIIIANI3aI[l0 KIIOUYOBUX
€JIEMEHTIB, 1110 J03BOJIAE€ 3a0€3MEYUTH MOIYJIbHICTh, TOBTOPHE BUKOPUCTAHHS KOy Ta
THYYKICTh Y MaclITaOyBaHHI MPOEKTY. 30KpeMa, BUKOPUCTAHHS 1HTEpENCIB, TAKUX SIK
[BoardFactory, no3Bosisie 3aMiHIOBaTH peaiizailii 0e3 3MiHU KIIEHTCHKOTO KOy .

Ve cucremMa CHOpOEKTOBaHa TakKUM YHHOM, MO0 KOXEH KOMIIOHEHT OyB
130JIbOBAHUM, JIETKO 3aMIHHHUM 1 HE3QJIEKHUM, 30€piratouu Mpu [bOMY LITICHICTb JIOTIKH

11aXOBOI TPH.

2.5 Anadqi3 apxitexktyp Ul

Ul e ocobnmBa yacTiHa TpU 1 BOHA MOXE BIAITpaBaTu pi3Hy POJib, MOXKE HABIThH

OyTu yactuHOw revimiies. Yepe3 cBorw yHikanbHICTh JIsi Ul moTpiGeH cBiMl miaxi.
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Haxanb, B Unity He Ma€ SIKOTOCh €IMHOTO CTaHAapTHOTO croco0y ctBopenHs Ul ta fioro
apxiTektypu. IcHye Oarato apxitektypHux marepHiB mia Ul, ue MVC, MVVM, MVI,
MVP Tomo. i natepau 6€3yMOBHO MalOTh CBOE BUKOPUCTAHHSI, ajie BAKOPUCTAaHHS iX B
Unity ckiajHe, Tak K Il TaTepHu cTBoproBasiuch Jyist Web, B Unity 3 11 EC apxiTekTyporo
peali3yBaTu ixX CKJIaJHO, TOMY IO HE 3aBXIU MOKJIMBO BUAUINTH BCl MOTPIOHI AaTepHY
KJIaCH, @ BUKOPUCTAHHS IIUX MATEPHIB JIJIsl TEMMILICIO B3arajii CypoBa MOMMIIKA.

2.5.1 Apxitexktypuuii natepu MVVM

Haitnonynsipuimmm natepuom aist Ul Ha Unity 3 ycix Be6 matepniB € MVVM.
Tomy came BiH po3risifaBcs sk BapiaHT apxiTektypu Ul.

Model-View-ViewModel — ma610H mpoeKTyBaHHs, 110 3aCTOCOBYETHCS TiJ] 4ac
MIPOEKTYBAHHS apXITEKTypH 3acTOCyHKIB. IlyOmiuno Bmepiie OyB NpeacTaBiICHUN
Jlxonom ["'ocemanom y 2005 porti sixk Mogudikarris madiaony Presentation Model. MVVM
OpIEHTOBaHMW Ha Taki cyyacHl Mmiatgopmu po3pooku, sk Windows Presentation
Foundation ta Silverlight Big kommanii Microsoft [10].

MVVM nonerurye BiZOKpeMJIEHHS po3poOku rpadiuHoro inTepdeiicy Bin
po3po0OKu Oi3HEC JIOTIKK (OEK-€H/T JIOTIKH), BIJIOMOI SIK MOJIeTb (MOYKHA TaKOXK CKa3aTH,
0 1€ BIJIOKpEMJICHHS TpeACTaBleHHs BiA Mojeni). Mojenb TpeACTaBiICHHS €
YaCTUHOIO, SIKa BIJMOBITAE 32 TIEPETBOPEHHS MAaHUX JUIS iX MOAAIBIIOT MIATPUMKHU 1
BUKOPHCTaHHSA. 3 i€ TOYKW 30py, MOJIEIbh IPEICTABIICHHS OUIbIIE CXO0)Ka Ha MOJIENb,
HDK Ha MPEJCTaBJICHHS 1 00pOO0II0€ OUIBIIICTD, SKIIO HE BCIO, JIOTIKY BIJIOOpakKeHHS
naHux. Mojenb MNpeACcTaBiICHHS MOXKE TaKOX peani30ByBaTH TMATEPH MeaiaTop,
OpraHi30BYIOUH JOCTYIT A0 O€K-CHJI JIOTIKM HaBKOJIO MHOXHHH TIPABHJI BUKOPHUCTAHHSI,
K1 TATPUMYIOThCS TipenictaBieHHsm [10].

IcHye nexinbpka (perMBOPKIB 3 peaizalli€ro I0ro marepuy s Unity, HampuKIIag
NoesisGUI.

2.5.2 Il1adJi01 npoextyBanHs «IlocepenHux»

Busnauae 00'ekt, 110 I1HKAICYJIO€ CIOCIO B3aEMOMAIT MHOXHHHU OO'€KTIB.
[Tocepennuk 3abesmeuye cnaOKy 3B'SI3aHICTh CHUCTEMH, 3BUIBHSIOUM OO'€KTH Bif
HEOOXITHOCTI SIBHO MOCUJIATHCS OJMH Ha OJTHOTO, 1 IO3BOJISIOUN TUM CaMHUM HE3aJICKHO

3MIHIOBATH B3a€MO/I11 MI’K HUMHU.
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ITepeBaru:

— BKa3y€e JIOTIKy MOCEpEAHMIITBA MDK KoJieramMH. 3 M€l MPUYMHHU L€ JIETIIe
3po3yMiTu MeziaTop 1110 JIOTIKYy, OCKIJTBKH BOHA 30€pIra€ThCs JIMIIE B OJHOMY KJIacCl;

— KJIaCH KOJIET TOBHICTIO BiJjoKpemJeHi. /[o1aBaHHsS HOBOTO KJIacy KOJIETH IIy)Ke
JIETKO 4epe3 Led piBeHb PO3'€THAHHS;

— 00'€EKTH KOJIETH IIOBUHHI CIUIKYBAaTUCS JIMIIE 3 O00'€KTaMH IOCEpeaHUKA.
[IpakTyHO MOJENIH MejiaTopa 3MEHIIYe HEOOX1THI KaHalu 3B'S3KYy (MPOTOKOJHU) BiJ
0aratbox 40 0araTbox J0 OJHOro 10 0ararbox 1 0araTb0x 10 OJHOIO;

— OCKUJIBKY BCSI JIOT1Ka 3B'SI3KYy BKA3y€ThCS KJIACOM MOCEPETHUKA, KOIM IS JIOT1Ka
noTpedye po3UINPEHHS, JIMIIE KJIac MOCEPEHUKA MOTPIOHO PO3MIUPHUTH.

2.5.3 Bubip apxirektypu Ul

[IpoanamnizyBaBiy BCi BapiaHTH, OyJI0 BU3HAYEHO 1110 3aCTOCYBaHHSI J10JIaTKOBOTO
¢dpeiiMBOpKa JJIs1 AAHOTO MPOEKTY TIIbKU YCKIAJAHUTh KOJ 1 HE TaCTh MO3UTUBHUX 3MiH
y acrmeKkTax MIBUAKOCTI HAMCAHHSA KOAY, MOAAJBIIOI MATPUMKH MPOEKTY Tomio. OTxe,
OyJ10 BUPIIIEHO JOTPUMYBATUCS OJTHOTO 3 3a3HAYCHUX BUIIE MPUHITUIIIB MPOTPaMyBaHHS
KISS 1 ne ycknagutoBatu npoekt 6e3 notpedu. Tomy mis Ul koay BUKOPUCTOBYBaBCA

m1a0soH npoektyBaHHs «IlocepeqHuky.

2.6 lIpunuun iHBepcii 3aexkHocTell, Bukopructanusa DI-konTelinepa Zenject

BaxnuBo Oyno mpoxymaTu sik OyIyThb BIPOBAXKYBATHCS 3aJIEKHOCTI, SIK KIJlac
OyJzie oTpuMyBaTH JOCTYI K cepBicaM, HEOOX1THUM KOMIIOHEHTaM TOIIIO.

Ockinbku OyJio BupieHo AoTpuMyBaTucs npunuumiB SOLID, ne npunuun D ne
dependency inversion, 3riJHO 3 SKUM MOJIyJII BACOKOTO PiBHS HE TIOBHUHHI 3aJIe)KaTH BiJl
MOAYJIIB HU3bKOTO PiBHS, OyJ0 BHUPIIIEHO BUKOPUCTOBYBATH INAOJIOH MPOEKTYBAHHS
dependency injection(DI).

BnpoBamxenns 3anexxnocti (anri. Dependency injection, DI) — miaGion

MIPOEKTYBAHHSI TPOTrpaMHOro 3a0e3MedeHHs, M0 Mepeadayae HaJgaHHS 30BHILIHBOI
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3aJIEKHOCTI TPOrPAMHOMY KOMIIOHEHTY, BUKOPUCTOBYIOUH «IHBEPCIIO YIIPABIIHHS» IS
pO3B'si3aHHs (OTpUMaHHS) 3ayexkHocTel [11].

BnpoBamxeHnHs — 11e mepeaava 3ajiekHoCTI (TOOTO, CEPBICY) 3AIEKHOMY 00'€KTY
(toOto, xyieHty). IlepemaBatu 3aleKHOCTI KJIIEHTY 3aMiCTh JO3BOJUTH KIIIEHTY
CTBOPHTH CEPBIC € (PyHTaMEHTATHFHOI BUMOTOIO JI0 ITLOTO MIA0IOHY MPOEKTYyBaHHs [11].

BnpoBamxenHst 3anexxHocTeld HEOOX1THO CKJIaJIoBa, OCOOJIMBO JJIE MOAYJIBHOTO
TEeCTyBaHHs 1 Mae 0araTo nepesar:

— OCKIJIbKH BIPOBAHKCHHS 3aJICKHOCTEH HE BUMArae 3MiH y TIOBEIIHII KOy, HOTO
MOXKHa 3aCTOCyBaTU sIK pedakTopuHr. B pesynabTaTi MBOTO KIIEHTH CTAIOTh OUIBII
HE3AJIC)KHUMU 1 HAJ HUMH JICTIIE MPOBOJUTH MOMYJIbHE TECTYBaHHsS B 130JAIil 3
BUKOPHUCTAaHHSM MaKeTiB 00'€KTa, K1 IMITYIOTh 1HII 00'€KTH, BIJ AKUX 3aJIEKUTh 00'€KT,
mo TectyeThes. [IpocToTa TecTyBaHHS HaWYacTillle € TEPIIO0 MOMITHOIO MEpPEBaroko
BUKOPHUCTAHHS BIPOBAKEHHS 3a1exHocTel [11];

— BIIPOBA/KCHHSI 3aJICKHOCTEM HE BHMArae Bij KJIi€HTa 3HAHb PO KOHKPETHY
peanizalito, Ky oMy MoTpiOHO BUKOpUCTOBYBaTH. Lle 103BoJIs€ 130/1F0BAaTH KITIEHT Bij
BIUTMBY 3MIH TPOEKTyBaHHS 1 aedekriB. lle cmpusie MOBTOPHOMY BHKOPUCTAHHIO,
TECTYBaHHIO 1 mMATpUMIIL Koy [11];

— BIIPOBA/KCHHS 3AJICKHOCTEH MOKE BUKOPHCTOBYBATHCS JIsi TEPEHECCHHS
neranedt koHdirypaiii cucreMu B KOH(QIrypamidHi ¢aiiiu, 1o J03BOJSE CHUCTEMI
3MiHIOBaTH KOH(irypamito 6e3 nepexomniisanii. OkpeMi KOHQIrypaiii MOXyTb OyTH
HaIMCaHi JIsl PI3HUX CUTYAIll{, III0 BUMAraroTh PI3HUX peaiizailii KommnoHeHTiB [11];

— BIPOBA/PKCHHS 3aJICKHOCTEHN Crpusie mapaieibHii 1 He3anexHil po3pooir. [[Ba
PO3pOOHUKA MOKYTh HE3aJICKHO CTBOPIOBATH KJIACH, SIKI BAKOPUCTOBYIOTH OJIUH OJTHOTO,
3HAIOYM TUIbKHU TPO 1HTepdeicH, yepes Kl KJIacu CIiBIpaioTs [11];

— BIIPOBA/KCHHSI  3QJIEKHOCTEH 3HMKYE 3B'SI3HICTD MIDK KJIacoM 1 HOro
3asieskHocTsIMU [11].

[Ipu po3po0i1i NpoeKTy CTOsUIO ABA BUOOPU BUPIIICHHS MUTAHHS 3a1exxHocTel DI
abo Singleton.

Opunak (anri. Singleton) — mabIoH MPOEKTYBAHHS, BIIHOCUTHCS 10 Kjacy

TBIPHUX I1A0JIOHIB. ['apaHTye, 1110 KJac MaTUME TUIbKU OJIMH €K3eMIULp, 1 3a0e3neuye
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1J100abHy TOYKY JIOCTYITy 10 LIbOTO €K3eMIuIsipa. JlJig AesKux KiaciB BaKJIMBO, 1100
ICHYBaB TUIbKHU OJIMH eK3eMIunsip. Hanmpukan, xo4a y cucteMi MOXKe 1ICHYBaTH JEKiJIbKa
OPUHTEPIB, MOXKEe OyTH TIIbKUM OAuH cmyiep. [loBuHHa OyTH TUIbKM oAHA (aiiioBa
CHUCTeMa Ta TUIbKW OJIMH aKTUBHUN BIKOHHUM MeHemkep. [ 1o6anpHa 3MiHHA HE BUPIIIYE
Takoi mpobsieMu, 60 He 3a00POHsIE CTBOPUTH 1HILI €K3EMIUISIPH Kiacy. PilieHHs nosnsrae
B TOMY, 1100 caM KJac KOHTPOJIIOBAB CBOIO «YHIKAJIbHICTHY, 3a00pOHSIOUYM CTBOPEHHS
HOBHX €K3eMIULIPIB, Ta caM 3a0e3nedyBaB €IMHY TOUKY JocTymy [12].

He 3Bakarouu Ha mepeBaru MBHJIKOTO JOCTYITY /10 BCIX €JIEMEHTIB IIeil BapiaHT Ma€e
BEJIMK] HEMOJIKU:

— TI0 Mipi PO3POCTaHHS MPOEKTY, KOJ[ CTA€ BCE OLIBII 1 O1IbIIT HE KOHTPOJIbOBAHUM
Ta y>K€ CKJIaJHO YUTAEMUM, TOMY 1110 3BEPHEHHS J0 3aJIEKHOCTEH HE KOHTPOJIbOBAHE 1
MOXe BiOyBaTUCs Ji€ 3aBrojHO. Takuil KOJ MOXK€ MIHATH BCE IO 3aMaHEThCS 1 JIe
3aMaHEeThCS;

—IpY BUKOPHUCTAHHI CIHTJITOHA MOJYJIbHE TECTYBaHHA CTa€ MPAKTUYHO HE
MOKJIUBHUM.

Uepes cyTTEBI HEIOMIKU CIHTJITOHA, Ta Yepe3 T€ 10 BiH HE BIANOBIAAE TPUHIIUITY
dependency inversion 0yi0 06paHO BIPOBAIXKEHHS 3aJICKHOCTEH.

BrpoBamkeHHsT 3aleXHOCTEH Maibke HEe MOXJIMBE 0e3 (QperMBOpKYy, a He
00a4YHICTh MOXXE TMPHUBECTH 0 MEPETBOPCHHS BIPOBAIKECHHS 3aJICKHOCTEH y aHTH-
MaTepH cepBic-oKaTop. ToMy AJis BUKOPUCTAHHS BIPOBAKEHHS 3aJEKHOCTEH OyI0

BUpIIIIEHO BUKOpHCTaTH PpeiimBopk st Unity mix Ha3Boro Zenject.

2.7 HanamrTyBaHHS eJIeMEHTIB TeCTYBaHHSA I'PH

IcHye Oe3miu pi3HUX BUAIB TECTYBaHHs, Kl MOXHAa BUKOPUCTOBYBATH JJIS
3a0€3MeUeHHs] TOTO, 00 3MiHH, IO BHOCATHCS B KO, IPAIOBAIM BIAMOBIAHO 10
OY1KyBaHb.

Hacammnepen mnoTpiOHO pO3pI3HATH aBTOMATHYHE TECTYBaHHS Ta TECTH, IO
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BUKOHYIOTbCSI BpYYHY. TeCTyBaHHA B PYyYHOMY pPEXHMI MPOBOJIUTH JIIOJWHA, SKa
nepeBipsie poOOTy BChOro (YHKI[IOHATY MPOrpaMH BPYy4HY ab0 MHUIAXOM B3aEMOIIi 3
nporpaMHuM 3abe3neueHHsM Ta APl 3 BUKOpHUCTaHHSAM BIANOBITHOTO 1HCTPYMEHTAPIIO.
Lleit croci6 € ayke BUTPATHUM, OCKIJIBKM BUMAara€ HajalllTyBaHHsS CepeJoBHUIIA Ta
BUKOHAHHS TECTIB cremianmicToM. Kpim Toro, He00X11HO BpaxoByBaTH JIOACHKHM (GaKTOD,
TOMY IO TECTYBAJIbHUK MOXE JIOMYCTUTU APYKAPCHKY MOMMIIKY 200 MPOMYCTUTH SIKUICh
eTan TECTOBOI'O CKPUIITY.

ABTOMAaTUYHI TECTH, HABIAKH, BUKOHYIOTHCS MAIIMHOIO, SKa BUKOPHCTOBYE
3a37ajerib HaMCaHUM CKpUNOT TecTy. Taki TeCTH MOXKYTh 3HAYHO BIAPIZHATHCS 3a
CKJIQJIHICTIO: BIiJl TEPEBIPKM OAHOIO METOAY B Kiaci 10 3abe3leueHHs TOro, miod
BUKOHAHHSI TIOCJIIZIOBHOCTI CKJIQJIHUX 1A B 1HTep(deici KopucTyBadya MPU3BOIUIIO JI0
OJIHAKOBHX pe3yJibTariB. Takuil miaxig Habarato CTaOUIbHIMMK 1 HAAIWHIMUK Yy
MOPIBHSHHI 3 TECTaMH, 110 BUKOHYIOTHCS Bpy4HY. [Ipu 1bOMy SIKICTh aBTOMATHYHOTO
TECTYBaHHS 3aJIe)KaTUME BiJl SIKOCTI TECTOBUX CKPHIITIB.

Bunu tectyBanHs:

— MOJIyJIbHI TECTH;

— IHTeTpalliliH] TECTH;

— (yHKIIIOHATBHI TECTH;

— HACKpI3HI TECTH.

2.7.1 HanamryBanus Unit TectiB

Jlns tectyBaHHs Tpu Oyjo OOpaHO BUKOPUCTaHHS IOHIT-TeCTiB. OCHOBHUMU
610;1i0TeKaMH, 1110 3aCTOCOBYBAJIUCH Y Mpolieci TecTyBaHHs, ctaii NSubstitute, NUnit Ta
Fluent Assertions. Bukopuctanus nux O010J10TE€K 03BOJUIO CTBOPIOBATH YHCTI,
130JbOBaHI TECTH 3 MOXIIMBICTIO JIETKOI 3aMiHM 3aJIeKHOCTEM Ta YITKUM
dbopMyIIIOBaHHSIM OYiKyBaHb. TakuWi MiAXiJ CHOPUSB MIABUIIEHHIO SKOCTI KOy Ta
3a0e3mnedyBaB MBUAKUIN 3BOPOTHIH 3B 30K M1 4ac PO3POOKH.

NSubstitute BUKOPUCTOBYETHCS SK I1HCTPYMEHT [JIsi CTBOPEHHS MiJICTABHUX
o0'extiB(MOKIB) Y .NET. OcHOBHa 1i0r0 mepeBara moJisira€ y mpocToMy i JTaKOHIYHOMY
CUHTAKCHC1, SKUU JO03BOJISIE 30CEPEIUTHUCS OE3MOCepPEeTHhO Ha JIOTIII TECTIB, a HE HA

CKJIaJIHIM KoH(iryparii TecToBUX MOABIMHMKIB. [le 0cOOIMBO KOPUCHO AJISI THUX, XTO
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JUIIe MOYMHAE TMPAIlOBaTU 3 TECTyBaHHSAM, a00 Oa)kae MHUCATU TECTH IIBHUIKO Ta 3
MIHIMQJIBHOIO KIJTBKICTIO 3aBOTO KOJTY.

NUnit € miarGopmoro 3 BIAKPUTUM KOJOM JJIsl HAITMCAHHA MOAYJIBHHUX TECTIB Y
cepenouil .NET. BoHa 103B0J1si€ BUKOHYBAaTH TECTH SIK 3 KOHCOJII, TaK 1 0€3MocepeHbO
y Visual Studio aGo yepe3 ctoponHi iHcTpymeHTH. NUnit migTpumye mnapaieibHe
BUKOHAHHSI TECTIB, KATETOPHU3ALII0 JIJIs1 BUOIPKOBOTO 3ayCKY, a TAKOXK 3PYUYHO IMPAIIOE 3
napaMeTpu3oBaHUMH TecTamu. Kpim Toro, 1151 mardgopma € cymicHoro 3 pizHumMu .NET-
mwiarpopmamu, Brmodaroud NET Core 1 Xamarin. NUnit akTUBHO HIATPUMYETHCA
CIIUJIBHOTOIO PO3POOHMKIB 1 PETYJISIPHO OHOBJIIOEThCS JIJII BpaxyBaHHS HOBHUX
TEXHOJIOTIYHUX TEeHJEHIH. /[ makeTHOro 3amycKy TECTIB MOXKHAa BHKOPHUCTOBYBATU
KOHCOJIbHY yTWJIITY nunit3-console, ska dyepe3 NUnit Test Engine 3a6esneuye
3aBAaHTAKCHHS, JOCTII)KEHHS W BHKOHAHHS TeCTiB. SIKIIO BUHUKAae TOTpeda B
130JIbOBAaHOMY CEpEIOBHIII IS BUKOHAHHS, BUKOPUCTOBYETHCSI OKPEMHI areHT nunit-
agent.

Fluent Assertions — 1e 6i0mioTeka st (GOpMyJTIOBaHHS OUYIKYBaHb Yy TE€CTaX Y
3py4Hiil 1 mpupoaniit Gopmi. Bona nobpe migxoauts aist ctwiiB po3podku TDD abo
BDD, no3Bossitoun ucatu nepeBipKy, sKi JIErKO YATATH Ta MIATpUMYyBaTu. Yepes Te, 110
Unity He miaTpuMye NOBHOLIHHO cucTeMmy makeTiB NuGet 1 mOCTIHHO MepereHepoBYe
MpoeKTHI ¢ainu .csproj, O010710TEeKy JI0BEJIOCS JI0JaBaTH BPYYHY pa3oM 13 ycima
3asiexkHoCTsIMU Y Burjsil .dll-daiinis. Ile 1HOa1 yckiIagHIOBAIO OHOBJICHHS O10JTI0TEKH,
MPOTE JIO3BOJISITIO 30€pErTH CTA0IIBHICTh MPOEKTY, TAKOXK Y MOJANBIIIOMY I€H MPOIIeC
MOXJIMBO aBTOMAaTHU3yBaTH 3a JOMOMOIOI Oul mpouecy ab0 BHKOPHUCTATH MAKeT
NuGetForUnity ans onoBieHHs 010mi0TeK, MO0 YHMKHYTH NOMWIOK. BogHouac
MPUEMHOIO0 HECTOJIBAHKOIO CTajla MOJMKJIMBICTh 3allyCKaTH TECTH OE3MOCEPEeNHbO 3
cepenoBuiia JetBrains Rider, mo 3Ha4HO TMOJNETIIWIO TpOLEC TMEpPEeBIpKU U
HaJaro/pKeHHs. 3aBISKH IbOMY TECTyBaHHS CTaJIO OLIBIN IHTETPOBAHUM y POOOUHIA
MPOIIEC 1 CIPUSIIO MIBUALIOMY BUSBICHHIO TTOMHUJIOK.

Taxum unHOM, BuKOpucTaHHs NSubstitute, NUnit ta Fluent Assertions 3a0e3neuye
e(heKTUBHUMN, THYYKHUI Ta 3pYyYHUH MiJIX1]] 0 aBTOMATU30BaHOTO TECTYBAaHHS, 1[0 3HAYHO

MIJBUILYE SIKICTh T4 HAAIMHICTh PO3POOIIOBAHOTO TPOrPAMHOTO 3a0€3MEYEHHS.
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3 PEAJIIBAIIIA CUCTEMHA

3.1 CTBOpeHHA BePTHUKAJBHOIO 3pi3y

CtBOpeHHs 1rop BiIOyBa€TbCs ITEPaTHMBHO, TOOTO 3 dYacoM OaraTto YOro
3MIHIOETBCS, JOPOOIOETHCS YacTo OyBae Take, 10 T€ HaJ YMM MpalioBalid JEKUIbKa
MICSAIIIB MPOCTO BUKHUIYETHCA Yepe3 SKiCh MPUYMHM, HAMIPHUKIA] SKIIO BUSBUIIOCH, IO
MeXxaHiKa HaJ| KO0 MpalloBaId PYIIUTh 3aHYPEHHS IPaBls B CIOKET ab0 MPOCTO BOHA
HyaHa. Yepes Taky IpUPOJy irop, BOKIMBO 3pO3YMITH IO ITEPYBaHHS 1€ HEBIAEMHUN
MPOLIEC CTBOPEHHS 1rop 1 110 MepepoOIIATH 1HOII TPUXOIUTHCS BCIO Tpy. Crioyatky 0ysio
BUPIIICHO CTBOPUTH BEPTUKAIBHUN 3pi3 3 OCHOBHMUMH MEXaHIKaMH, TOOTO IIaXxH B SIKi
MO>KHA TpaTH OHJIAIH, 11e 0yJI0 OCHOBHOIO 1JI€€10 TIEPIoi BepcCii Ipu.

Beprukanbauii 3pi3 — MiHIMaIbHO MO>KJIMBA MIOBHOIIHHA BEPCIs T'PH, 110 BKIIOYAE
MOBHICTIO peali3oBaHUNl OCHOBHUU irpoBui mporec. [Ipu npomy Bci 6a30Bi (pivi rpu
MPUCYTHI SIK MIHIMyM Y YOPHOBIH SIKOCTI.

[1epiry Bepcito rpu 300paxkeHo Ha pUCYHKY 3.1.

Pucynok 3.1 — TectoBa Bepcis rpu
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3.2 3araJbHuil OrJIA ApXITEKTYpH

ApxiTekTypa Tpu OyJia CTBOpeHa 3a BCIMa CTaHIapTaMH SKOCTI Ta 3
BUKOPHCTAHHSM TPOBITHUX METOJIB OpraHizyBaHHs mpoekTy. [Ipu po3pobit koxy Oymm
3actocoBani npuHuunu SOLID, DRY, YAGNI, KISS. Ile 1ormoMorio cTBOpUTH SIKICHY,
3pyuyHy y BHKOPHCTAaHHI apXiTEeKTepy SKy MOXKIUBY IIBUAKO PO3IIMPIOBATH Ta
3MiHIOBaTH. CTaHapTH JOTIOMOTIIN 3pOOUTH KOJ| O1IbIII YUTAEMHUM, JIETKUM Y PO3YMIHHI.

3.2.1 HanamryBaHHA iHBepCil 3aj1e:KkHOCTE

VY koxHill cieni € ckpunt Installer sikuii ycnaakyBaetbes Bin Zenjectlnstaller, 1
BUPIIIIY€ 3aJI€KHOCTI JI0 MoYaTKy poOoTu cienu y metoai InstallBindings, e poouthes

3a monomoroto BikHa «Script Execution Order» 300paxeHoro Ha pucyHky 3.2.

Script Execution Order

Pucynox 3.2 — BikHo «script execution order» 3 BCTAHOBJIEHHUM MOPSIIKOM BUKOHAHHS

CKpUIITIB

Takoxx y mpoMmy BikHI € ckpuntu Photon.Pun me kmac saxuil BinmoBigae 3a
MEpEKEBY COCTaBJISIOUY, TOMY MOMY TEX IMOTPIOHO 1HIIII3YBAaTHCS paHIIIEe 3a BCIX

iHnmx. OTxe, camMe B IHCTAJJIEpax MH BHUPIIIYEMO 3aJ€KHOCTI CIIiH, TaKOX ICHY€
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ProjectContext sikuit BiAMOBIAA€ 3a 3aJI€KHOCTI SIK1 IOCTYITHI BPOJIOBXK BChOTO Yacy I'pH.

[Ipuknan iHcTanepy rpyu HaBEACHO Yy JICTHHTY 3.1.

Jlictunr 3.1 — Metoj iHCTallepy 3 PeECTpAIlI€r0 3aIeKHOCTEN

public override void InstallBindings ()
{

BindChessBoardData () ;

BindGameCameraController () ;

BindTimer () ;

BindMoveListingData () ;

Container
.Bind<IGameFactory> ()
.To<GameFactory> ()
.AsSingle();

Container
.Bind<IBoardFactory> ()
.To<BoardFactory> ()
.AsSingle () ;

Container
.Bind<ChessPieceFactory> ()
.AsSingle () ;

Container
.Bind<PlayerFactory> ()
.AsSingle () ;

Container
.Bind<ISpecialMoveFactory> ()
.To<SpecialMoveFactory> ()
.AsSingle () ;

[Ipomec mepemadi 3aneXHOCTEH y KJIAC HABENCHO y JICTHHTY 3.2, 7€ Y METOJ

noMiueHui atpuldyTom Inject mepeaaroThCs 3ajI€KHOCTI MIC/ISI KOHCTPYIOBAHHS CIICHH.

Jlictunr 3.2 —Meto iHCTaNIepy 3 peECTpaIli€ro 3a1eKHOCTEN

public class WinOrLosePopUp : PopUp

{
[Header ("WinOrLosePopUp") ]
[SerializeField] private TextMeshProUGUI winOrLoseText;
[SerializeField] private TextMeshProUGUI matchResultText;
[SerializeField] private TextMeshProUGUI[] playersTexts;
[ ]

SerializeField] private TextMeshProUGUI scoreText;
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private INetworkService networkService;
private TAudioSystem audioSystem;

public override string PopUpKey { get; set; } =
GameConstants.PopUps.WinOrLoseWindow;

[Inject]
private void Construct (INetworkService networkService, TIAudioSystem
audioSystem)

{
_audioSystem = audioSystem;
_networkService = networkService;

OpHuM 13 KITIOYOBUX €1eMeHTIB poboTu Zenject € ProjectContext. Lle cnemianbuuit
00'€KT, SIKUIl aBTOMaTHYHO CTBOPIOETHCS MPU 3aIMyCKYy MPOEKTY Ta CIyTYyE MOYATKOBOIO
TOYKOIO JIJIsl HAJIAIITYBAaHHS 3ajie’KHOCTeN Ha riobanbHoMy piBHI. Came ProjectContext
BIJIMOBIA€ 3a MOUIYK 1 BUKOHAHHS 1HCTaJEpiB — KJIACIB, y SIKUX PEECTPYIOTHCS BCI
HEOOX1IH1 3aJIe)KHOCTI I'PH.

Ha pucynky 3.3 300pakeHo npukiaa cTpykTypu ProjectContext-a, skuii BUKOHYE

poib "KoHTelHepa", a incTanepu (Installer) onucyroTh J0TiKy peecTpaliii KOMIOHEHTIB.

PR Transform

Project Context (Script)

ect Installers

rap Installer)

Fallback To Direct Reflection

Add Compaonent

Pucynok 3.3 — O0’eKT BIpoBaXkI€HHS 3aJICKHOCTEM
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HacnpaBai nepenada 3ainexHOCTEH MpaIioe 3aBASKU peqUIeKcii, 3HaX0AIThCs BC1
METO/IM TIOMIU€eH1 I[UM aTpUOyTOM MapKepOM 1 B HUX MEPEatoThCs 3aJI€KHOCTI.

Pednekcis - mpomec, mia dYac SKOro mporpamMa MOKE BIJCTIIKOBYBaTH Ta
Moau(iKyBaTH BIIACHY CTPYKTYpy Ta MOBEAIHKY MiJ vac BuUKoHaHHs. [lapagurma
nporpaMmyBaHHs, TIOKJaJieHa OCHOBOI BiJoOpakeHHs, € opaHielo 3  ¢dopm
MeTarporpamMyBaHs 1 Ha3UBAETHCS PEPICKCUBHUM MPOTPaMyBaHHSM.

[Tig yac BUKOHaHHS MPOTPAMHUX THCTPYKUINA (KOAY) KOMMI'tOTEpU OOpOOISIOTH
JlaHl, 10 TPU3BOJUTH JI0 3MIiHHU, IPU I[bOMY KOMIT'IOTEpU HE 3MIHIOWOTH KojA. OfHak, y
OUIBLIOCTI CyYaCHUX KOMITIOTEPHUX apXITEKTYyp KOJ 30epiraeThcs sIK JaHi, 1 B IEIKHX
MOBax MpOTpaMyBaHHs peajlizoBaHa MOXKJIUBICTh 0OPOOJISATH BJIACHHUM KOJ SIK JaHi, 110
MIPU3BOAUTH JIO 3MIHU CaMOT0 KOJTy ITi/1 Yac oro BUKOHaHHs. Taki caMOCTiiHI TporpaMu
B OCHOBHOMY CTBOPIOIOTBHCS 332 JOTIOMOTOI0 BUCOKOPIBHEBHX MOB MpPOTpaMyBaHHS, IO
BUKOPHUCTOBYIOTH BIPTYaJIbHI MaIlIMHHU.

3.2.2 MeHezKMEHT CTPOK Yy Ipi

CTpOKH SIKM BUKOPUCTOBYIOTHCS JIJISl 3aTPY3KH YOTOCH, SIK 1MS I1€ 3aBXKIU CIa0Ke
Mmiciie, Tomy 110 y IDE He Mae MOXIMBOCTI IEPEBIPKH iX MPABUILHOCTI. SIKIIO 11€ METOI,
IDE mykae 110 Ha3By B METaIHUX, SIKIIO HE HAXOAUTH TOJ1 BUJA€ MIOMUIIKY, aJie SIKIIO
IIe CTPOKa, TO TAKOTO 3pOOHMTH HE MOXJIHMBO. TOMY Ba)KJIMBO TaKi CTPOKH BHUIUISITH B
KOHCTaHTH, JIJIsl IIbOTO B MPOEKTy Oysio ctBopeHo partial kimac GameConstants, ToOTO
KJIaC BHU3HAYCHHS SKOTO MOXKHO PO3JIIMTH Ha JeKinbKa icxomHmx daimip. [lpukman

OJIHOTO TaKOT'0 1CXOHOTO (paitily HaBeJeHO Y JICTUHTY 3.3.

Jlictunr 3.3 — partial kiac 3 KOHCTaHTaMU

public static partial class GameConstants
{
public static class PopUps
{
public const string LogInWindow = "WindowLogIn";
public const string SignUpWindow = "WindowSignUp"
public const string ForgotPasswordWindow =
"WindowForgotPassword";
public const string RoomPasswordWindow =
"WindowRoomPassword";

~e
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public const string ErrorToast = "ErrorToast";
public const string SuccessToast = "SuccessToast";
public const string InfoToast = "InfoToast";

public const string RoomCreationWindow =
"WindowRoomCreation";

public const string PlayersOverviewWindow =
"PlayersOverviewWindow";

public const string WinOrLoseWindow = "WindowWinOrLoss";

public const string PromotionWindow =
"WindowPawnPromotion";

public const string LoadingPopUp = "LoadingPopUp";
public const string SettingsPopUp = "SettingsPopUp";
public const string ExitGamePopUp = "WindowExitTheGame";

Koncrantu y cepenoBumii .NET mnowmimarotbess y MeTajgaHHI cOOpKH,a MpU
BUKOPHUCTAHHI MPAIIO€ MEXaH13M 1IHTEPHYBaHHS.

VY inopmartuili iHTEpHYBaHHS PSAIKIB — 1€ METOJ1 30€pEKEHHS JIMIIIE OJTHI€T KOl
KOXHOT'O OKPEMOTO PSIKOBOTO 3HAUCHHS, iK€ Ma€ OyTH HE3MIHHUM . IHTepHYyBaHHSA
PAIKIB pOOUTH JIESIKI 3aBAaHHS 00POOKH PsIKIB OUIbII €(peKTUBHUMHU B 4aci abo mpocTopi
3a IIHOIO MOTpeOu Ounbllle yacy i Yac CTBOPEHHs a0o 1HTepHYyBaHHS psjka. Pi3Hi
3HaYeHHS 30epIraloThCs B IHTEPH-ITYJI PSJIKIB .

[HTEepHYBaHHS PSAIKIB MPUCKOPIOE OPIBHSHHS PSAKIB, sIK1 1HOA1 € By3bKHUM MICIIEM
y jgojaTtkax (TakuxX sSK KOMIUIATOPU Ta CEPEJOBHINA BUKOHAHHS JAMHAMIYHOI MOBHU
MporpamMyBaHHSI ), SIKIi 3HAYHOIO MIPOIO TIOKJIAJAOThCS Ha acOIllaTUBHI MacWBU 3
KIIIOYaMHM PSAKIB JUIsl MOIIYKy aTpuOyTiB 1 MeToliB 00’ekTa. be3 1HTepHyBaHHSA
MOPIBHSHHSA JIBOX PI3HUX PSAKIB MOXKE BKIIIOYATH B ce0€ BUBUCHHS KOKHOTO CHMBOJY
000x. Lle MOBUIBHO 3 KUIBKOX MPUYMH: 1€ 3a CBO€I CcyTTI0O O(n) y MOBXKHUHI PAJIKIB;
3a3BUYail BUMarae 34MTYBaHHS 3 KUIBKOX OOJjlacTei mam'sTi , 110 BHUMAarae yacy; a
3YNTYBaHHS 3allOBHIOIOTH KEUI Mpoliecopa, LI0 O3HAayae, M0 s IHIIUX HOTped
3aJTUIIAE€THCS MEHINE KeNly. 3 iIHTEpHOBAHUMH PSAKAMH, TPOCTUUTECT HA 1IEHTUYHICTD
00'ekTa JOCTATHIN MICJISA TTOYATKOBOI OMepallli cTakepa; e 3a3BUYail peai3yeThes siK
TECT Ha pIBHICTh MOKaX4YWKa, SK MPABUJIO, JMIIE OJHA MAallMHHA I1HCTPYKIisA Oe3

MMOCWJIAHHS Ha MaM'siTh B3arajl.



3.2.3 JIokajibHe 30eperaHHsi JaHUX

VY rpi 3aBkau HEOOX1IHO 30epiratu SKiCh JaHl MK CECIsIMH, 1Ie MOXKHA 3pOOUTH
3anucyroun ix y daitn y Json abo XML, 115 11b0T0 MPOEKTY JIOKAIBHI JIaHi K1 TOTPIOHO
OyJi0 30epiraTu, 1€ 3arajioM HajallTyBaHHS TOMY OyJIo BHpillIeHO 30epiraTy Iii JaHi 3a
noromoroto BctpoeHoro B Unity tumy PlayerPrefs. PlayerPrefs B 3anexxnocti Bin
cucteMH 30epirae 1aHi B pi3HUX Miclis, Hanpukiaa B Windows BiH 30epirae ix y pericrpi,
B MacOS y namn ~/Library/Preferences folder. Ckpunt po6otu 3 PlayerPrefs naBeneno

y JicTuHry 3.4.

Jlictunr 3.4 —Knacc nns 30epexeHHs HalalTyBaHHb TPU

public static class Settings

{
private
private
private
private
private
private

const
const
const
const
const
const

string
string
string
string
string
string

POST PROCESSING = "PostProcessing";
WINDOW SIZE = "WindowSize";

TEXTURE QUALITY = "TextureQuality";
MUSIC = "Music";

SOUNDS = "Sounds";

LANGUAGE = "Language";

public static bool PostProcessing

{

get { return PlayerPrefs.GetInt (POST PROCESSING, 1)
set { PlayerPrefs.SetInt (POST PROCESSING,
Convert.ToInt32 (value)); }

}

public static int TextureQuality

{

get { return PlayerPrefs.GetInt (TEXTURE QUALITY, O0);
set { PlayerPrefs.SetInt (TEXTURE QUALITY,
Convert.ToInt32 (value)); }

}

public static bool Music

{

get { return PlayerPrefs.GetInt (MUSIC, 1) == 1; 1}

set { PlayerPrefs.SetInt (MUSIC,

}

public static bool Sounds

{

get { return PlayerPrefs.GetInt (SOUNDS, 1) == 1; }

set { PlayerPrefs.SetInt (SOUNDS,

Convert.ToInt32 (value));

Convert.ToInt32 (value));
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public static string Language

{
get { return PlayerPrefs.GetString (LANGUAGE, "en"); 1}

set { PlayerPrefs.SetString (LANGUAGE, value); }

Ha pucynky Himk4e 300pakeHo BIKHO HAJIAITYBaHb TPH, SIKE JO3BOJISIE TPABIIEBI
3MIHIOBaTH MapamMeTpu. 3MiHU, sIKI BHOCHUTb KOPHCTyBay, ojpa3y 30epiraroThCs Yy

PlayerPrefs micis 3akpUTTs Ta MOBTOPHOIO 3aITyCKY I'PH.

Size Window

Vertical sync

Texture quality

Post processing

Pucynok 3.4 — BikHO HajalmTyBaHHb

3.2.4 KepyBaHHs naM'AITTIO

3a nedontom Unity mae gyke oOMeKXeHe KepyBaHHS MaM'TIO, yC1 peCypCcH Ha sIKUX
€ TIOCHJIAHHS Ha CLIEH1 HeraifHO 3arpy>kaloThcsl B IaM'siTh MpH 3arpy3ui cueHu. Lle moxe
MPU3BECTU IO MpoOIeM 3 MaM'siTo, TOMY JUIS 1TOp SIKUM TOTpiOHE OLIbII THYYKE
KEepyBaHHs NaM'sTiO, € CTBopeHa IoHITI cucteMa Addressables. Lle myxe moryxHa
CHUCTEMa, SIKa TaKOX J03BOJISIE PO30MBAaTH acCeTH Ha TPYMNH, SKI MOTIM MOXYTh
OHOBJIFOBATHCS 3 I1HTEpHETY 0e3 HEeOoOX1JHOCTI OHOBIIOBATH ab0 CKauyyBaTH SKECh
nonoBHeHHs. L[4 cuctemMa BUKOPUCTOBYBANACh y TPl AJIs 3arpy3KH ACSIKUX CIEH, a TAKOXK
Ul enemenTiB. Takox 1151 CHCTEMa BUKOPUCTOBYETHCS JIJIS 3arpy3KH JIOKAITi3aIlii.

Po36uTi rpymnu acceTiB oKa3aHO Ha PUCYHKY 3.5.
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Pucynok 3.5 — I'pynu acceriB y BikHi «Addressables Groups»

3.2.5 User Interface

s peamizanii Ul BukopucToByBaBcs 1m1adjaoH npoektyBaHHs «I[locepeanuky». Yci
MOCHUJIaHHS Y CIIeH1 OyJin 3p0o0JIeH] Yyepe3 OKpEeMHUii Kilac-MeIiaTop y skoMy Oy 310paHi
BC1 HEOOX1JHI METO/IH, TOJIOBHE Y LIOMY Mi/1X0/11 0yJIO HE POOUTH Y HbOMY SIKOICh JIOT1KH,
00 11e KJ1ac JMIIe TOCEPEAHUK MK CaMOIO JIOT1KOI Ta €JIeMEHTOM Ha ciieHi. [Ipukian

KJIaCy MeJllaTopa HaBeJIeHO Y JIICTUHTY 3.5.

Jlictunr 3.5 —Meto iHCTaNepy 3 peECTPAIEr0 3aIeKHOCTEH

public class MainMenuMediator : MonoBehaviour

{

[SerializeField] private MainMenu _mainMenu;

[DisableInEditorMode, Button] public void OnClick Play() =>
_mainMenu.SwitchToLobby () ;

[DisableInEditorMode, Button] public void OnClick Settings() =>
_mainMenu.SwitchToSettings();

[DisableInEditorMode, Button] public void OnClick Exit() =>
Application.Quit () ;

Takoxx MeToau 1IbOro Kjacy nomideHi atpudytom Button, 1ie 103Bossie BUBMBATH
Il METOAM Yepe3 1HCIEKTOP Ha 1boMy 00'ekTi. ATpuOyT Button - 11e arpulyT BigoMOro

acceta Odin Inspector.
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Odin Inspector — ne marin gy Unity, sSKuid 1a€ 3MOTy HACOJIOJKYBAaTHUCS BCiMa
nepeBaraMu pod0voro Mporecy, MoB’ si3aHUMHU 3 HASBHICTIO MOTY>KHOTO, HAJTAIIITOBAHOTO
Ta 3pyYHOTO peaKkTopa, 0€3 HeoOXITHOCTI MUCATH KOJIHOTO PSJIKa KOPUCTYBAIIBKOTO
KOJIy peaakTopa. 3aMmicTh TOro, MO0 MUCATH W MIATPUMYBATH THUCSYl PSAIAKIB KOIY
KOPHUCTYBAIbKOTO PEIaKTOpa, pO3POOHUKH MOXKYTh AaHOTYBATH CBOI CTPYKTYpH JaHUX 32
nonomoror 100+ aTtpuOyTiB OyaiBedbHUX OJIOKIB, 10O IIBHUIKO M JIETKO CTBOPIOBATH
3py4H1 peAaKTOPH JJIsI BCI1€T CBOET KOMaH/IH.

Odin TakoX HaMOBHEHUH MIMPOKUM HAOOPOM YTHJIT pelakTropa i O6araThbox
MOIIMPEHUX 3aBJaHb, TAKUX K CTBOPEHHS KOPUCTYBAIIbKUX BIKOH peAaKTopa Ta 6arato,
0araro 1HIIOTO.

Burnsin iepapxii Ul Ta BikHO peecTpailii HaBeJeHO Ha pucyHkax 3.6 Ta 3.7.

i.i WindowSignUp

£ WindowSignUp

I__IJ E' ac I‘::_ |_E [Eminipin

Pucynox 3.6 — lepapxis Ul enementy rpu
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Sign up

Pucynok 3.7 — BikHo peecTpariii

3.2.6 Onuc inigiamgizamii cueHu rpu

[Ticna 3amycky cuenn, y GameEntryPoint CTBOPIOETBCS €K3eMIUIAp Kiacy

ChessGame. OcKUIbKH IIPH PI3HUX 00CTaBUHAX Y MailOyTHHOMY, MOKYTh CTBOPIOBATHUCS

pI3HI BUIM TPU, a TAKOX Yepe3 Te IO NPH CTBOPEHHI MOTPIOHO BIIPOBAIKYBATU

3aJIEKHOCTI, JIOTIKYy CTBOpPEHHS Oyjlo aOCcTparoBaHo 1 BUKOPUCTAaHO IIa0JIOH

npoektyBaHHs «DPadbpuunuiit metoa». Kimac GameFactory HaBeneHo y jictunry 3.6.

Jlictunr 3.6 — Knac «GameFactory» 3 (habpuuHu METOZ0M I CTBOPEHHS I'pU

public class GameFactory : IGameFactory
{

private readonly IInstantiator instantiator;

public ChessGame CachedGame { get; private set; }

public GameFactory(IInstantiator instantiator)

{

_instantiator = instantiator;

public ChessGame Create ()
{

i1f (CachedGame == null)
{

ChessGame chessGame =

_instantiator.Instantiate<ChessGame> () ;
CachedGame = chessGame;
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return CachedGame;

dabpudHuil METOJ| - BU3Hauyae 1HTepQeic s CTBOPEHHS 00'€KTa, ajie 3auIlae
MiJKiacaM pilieHHsS Mpo Te, SKUM came Kiac iHcTaHiiroBatd. dabpuuHuii MeTon
JI03BOJISIE KJIACY JICJIeTyBAaTH 1HCTAHIIIFOBAHHS ITi/TKJIaCaM.

Cnit BUKOpUCTOBYBATH 111a0J10H «DabpuuHuii METO1» KOJIU:

—KJacy HE BIJOMO 3a3Jajierip, 00'€eKTH SKUX caMe KJaciB oMy MOTpPiOHO
CTBOPIOBATH;

— KJIaC CIPOEKTOBAHO Tak, 1100 O0'€KTH, KOTP1 BIH CTBOPIOE, CIieM(IKyBaIUCs
MiAKIacaMHu;

— KJIac JeJiery€e CBOI OOOB'A3KM OJHOMY 3 KUIBKOX JOMOMDKHUX IiJKJIACIB, Ta
NOTPIOHO JIOKANII3yBaTH 3HAHHS MPO T, KU caMme MiAKJIac MmpuiiMae 11 0OOB'I3KU Ha
ceoe.

[Ticns, CTBOpPEHHS €K3eMILISIPY BiJIOYBAa€ThCs MOTO 1HIIIATI3allis, 1€ CTBOPIOETHCS
notpioHuit kimac ChessBoard, #oro crBopeHHs Texx abcTparoBaHo B OKpeMHUH Kiac.
OkpiM TOro, B IIbOMY METOJil CTBOPIOIOTHCA TPaBIli, IHIIATI3Y€ETbCS JOIIKa,
BHU3HAYAETHCS MO3ULIA (Iryp HA JOUII, CTBOPIOETHCS Ta 1HIIANI3YETHCS TaiMep TPH.
3araioM TyT BiIOyBaeThCs I1HIIiami3alis mojaibiioi irpoBoi ceccii. Kom meromy

HaBEJICHO Yy JICTUHTY 3.7.

Jlictuur 3.7 — Meron «Initialize»

public void Initialize()

{
InitialPieceArrangementData =
notationString.GameDataFromNotationString () ;

ChessBoard chessBoard = DboardFactory.Create();

CreatePlayers (chessBoard) ;

chessBoard.Initialize (this);

_timer = timerFactory.Create();

_timer.InitializeTimer (ChessPlayers[0], ChessPlayers|[1],
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EndOfGame) ;
WhoseTurn = (Team) InitialPieceArrangementData.whoseTurn;

ActivePlayer = ChessPlayers|[ (int) WhoseTurn];
_localPlayer = GetLocalPlayer();
_gameCameraController.Initialize( localPlayer.Team);
SubscribeToLeftGameEvents () ;

_timer.Start();

Kinac ChessBoard 1ie abctpakTHuii Kjiac, Ik MICTUTh y cOOl1 3arajbHy JIOTiKY

701Ky, a Bxke MultiplayerBoard 11e kiac sikuit Hacnigy€eThes BiJ HbOTO 1 pealli3ye JIOTIKY

OHJIAMH Tpu. Y IIbOMY KJIaci, 3aMIIIYIOThCS OCHOBHI METOJM sK1 BIATOBIIAIOTH 32 PyX

¢irypu 1 poobutscsi RPC Bukimk, TOOTO CHHXPOHI30BaHHMI BHKIMK METO/la Ha BCIX

KJIIEHTAX.

3.3 Peagizanisi maxoBux ¢iryp

Koxna dirypa ycnagkoBaetncs Bij kitacy ChessPiece, sikuii Bu3Ha4ae BCl OCHOBHI

MeToau Ta faHi ¢irypu. [lani kinacy HaBeeHO y JicTUHTy 3.8.

Jlictunr 3.8 — Jlani kiacy «ChessPiece»

public abstract class ChessPiece : IDisposable

{

public int CurrentX;

public int CurrentY;

public Team Team;

public ChessPieceType ChessType { get; set; }

public Transform PieceTransform { get; set; }

protected IObjectTweener Tweener;

public static event Action<ChessPiece> OnPieceDestroyed;
public static event Action<ChessPiece> OnPieceSpawned;

CurrentX Ta CurrentY — 1e mosuis ¢girypd Ha ImaxoBidl jpomii, Team — 1ie

komanaa ¢irypu, ChessType — 1ie Tun Qirypu, Hanpukiag Kopoib abo Milllak.

PieceTransform — 1e KOMIOHEHT (irypu Ha CILEHI, OCKUIbKH (irypu e He
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MonoBehaviour kiacu iMm moTpioHO 30epiratu MOCUIaHHS Ha KOMIIOHEHT (DIrypH y CIeH1
JUTsI TOTO 100 MepeMintyBaTi MOJeIbKy (irypu. Tweener — 11e Kac SKui BIAMOBITA€ THIT
nepeMilieHHs Girypu, HapyuKiIaj y Minaka BOHO JIiHIMHE, a Y KOHS 3a apKoIo.

IBentun OnPieceSpawned 1 Destroyed moTpiOHi ajis JoJaBaHHS Ta BHAAICHHS
¢iryp 3 IMCTy aKTUBHHX (ITYp TpaBIsl.

Meton GetAvailableMoves BiamoBigae 3a BU3HAYEHHS MOMJIMBUX XOIIB I
Gbirypu 1 3aMilarOThCs OKpeMa sl KOXKHO1 (QirypH.

Meron PositionPiece HaBenaeHo y JictuHry 3.9, BiImoBigae Oe3MOCepeaHbO 3a

nepeMiiieHHs Gpirypu, TakoXK BiH aCHHXPOHMH, a MmeTo TBiHepa MoveTo noseprae Task.

Jlictunr 3.9 — Metop ans nepeminieHHs Girypu

public Task PositionPiece(int x, int vy, bool force = false,
IObjectTweener tweener = null)
{
CurrentX = x;
CurrentY = y;
Vector3 tile = TileSet.GetTileCenter(x, Vv);
if (force)
{
PieceTransform.position = tile;
return Task.CompletedTask;

return tweener == null ? Tweener.MoveTo (PieceTransform, tile)
tweener.MoveTo (PieceTransform, tile);

}

3.4 Peanizanis cneniaibHMX PyXiB Ta BUKOPUCTAHHA a0a0Hy «CTpaTeris»

VY maxax € Jekiibka CHeliaIbHUX PyXiB — L€ B3ATTS Ha MPOXOl, IEPETBOPECHHS,
POKiIpyBaHHS.

[{i xoau TakoX MpopaxoBYIOThCcs y Merodl GetAvailableMoves, sxuii BU3uUBae
meton GetSpecialMove nns ¢iryp siki oro MaioTh. OCKUIBKU LI PYXH HOTPEOYIOTh
JOJATKOBUX JIiM, HIK 3BHUYAMHI, CIOYaTKy OyJI0 BHUPIIMIEHO 3pOOUTH TEepeTiueHHs

SpecialMove 1 00po6IATH pyXH B 3aJIEKHOCTI BiJl 3HaYeHHs nepeniueHHs SpecialMove.
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3romom Oyno MpoBeneHO PePaKTOPUHT 1 BUKOPHUCTAHO INAOJIOH MPOSKTYBaHHS
«Ctpareris».

Crpareris — mabJIOH MPOEKTYBaHHSI, HAJICKHUTH JIO KJIacy MIAa0JIOHIB IMOBEIIHKH.
Horo CYTh IOJISITAE Y TOMY, 11100 CTBOPUTH JISKiIbKa CXEM IMOBEIIHKH JJIsI OJHOTO 00'€KTY
Ta BUHECTH B OKPEMUH KJIAC.

ITepeBaru:

— MOXJIMBICTh TIO30yTHUCSI YMOBHHX OIIEPATOPIB;

— KJIIEHT MOe BUOMpATH HANOUIBII BIyYHY CTPATETIIO 3aJIEKHO BiJ BUMOT HIOZ0
MIBUAKOIT 1 mam'sITil.

Henomnixu:

— 30UIBIIEHHS KUIBKOCTI 00'€KTIB;

— KIIIEHT Ma€ 3HAaTU OCOOJIMBOCTI peajizalliil crpaTerii ajigs BUOOpY HaWOLIbII
BJAJOl.

byno  Busnaueno cmineHuUM  1HTepdeiic  ISpecialMove 3 Metonom
ProcessSpecialMove, a 06poOka koxkHOTO pyXy Oyja BUHECEHA B OKPEMHI Kiiac, Kiac.
Krnac pyxy B3saTTS Ha mpoxozl 300paxeno y mictunry 3.10, a nmiarpamy KiaciB, IO

UTIOCTPY€E HOTO B3a€EMOJIII0 3 THITMMH KOMIIOHEHTaMH, — Ha PUCYHKY 3.8.

Jlictunr 3.10 — [HKancynboBaHa Jiorika pyxy «B3arTs Ha mpoxoai»

public class EnPassant : ISpecialMove

{
private readonly List<Movement> moveHistory;
private readonly PieceArrangement pieceArrangement;

public EnPassant (List<Movement> moveHistory, PieceArrangement
pieceArrangement)
{
_moveHistory = moveHistory;
_pieceArrangement = pieceArrangement;

public Task ProcessSpecialMove ()

{

Movement newMove = moveHistory[ moveHistory.Count - 1];
ChessPiece myPawn = pieceArrangement [newMove.Destination.x,
newMove.Destination.y];

Movement targetPawnPos = moveHistory[ moveHistory.Count - 2];
ChessPiece targetPawn =
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_pleceArrangement [targetPawnPos.Destination.x,
targetPawnPos.Destination.y];

if (myPawn.CurrentX == targetPawn.CurrentX)
{
if (myPawn.CurrentY == targetPawn.CurrentY - 1 ||
myPawn.CurrentY == targetPawn.CurrentY + 1)

{
_pieceArrangement [targetPawn.CurrentX,
targetPawn.CurrentY] = null;
targetPawn.Dispose() ;

}
return Task.CompletedTask;

= SpecialMoveFactory
DiIContainer

CreateSpecialMove
/)

Pucynoxk 3.8 — Jliarpama creriagibHUX PyXiB

3.5 Peadizanisi npaBuJ rpu

[lepeBipka uu He cTa€ KOPOJb i1 O1i MpU BUYMHEHHI X0/a, IepeBipKa MICIs XO1y,
Yy HEe MaT MPOTHIICKHIN KOMaH/Il, 111 nepeBipku BuzHayeHi B kinaci ChessBoard.

Ile Oyno moTpiOHO TOMY IIO IIUM METOJaM JIJIsl MEPEeBIpKU MOTPIOEH JOCTYII J10
MacuBy 3 Qirypamu, icTopii pyxiB Tomo. Takox MOXIUBO OyJ0 BHHECTH Il METOIHU Y

OKpeMHU CTaTMYHUH KJIac, TUM CaMUM 3pOOUTH 1LI0 YAaCTHHY OUTbII (DYHKIIIOHAIBHOIO.
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Metoau mepeBipKd BU3BMBAIOTHCA TMEPEa KOXKHUM BHUIIJICHHAM MOMIJIMBUX PYXIB 1
CTBOPIOIOTh OKPEMHUN MAaCHB ISl CUMYJILII pyXy, SIKIIO MICAS CUMYJIALIl KOPOJb y
Oe3nerli ToAl el pyX MOMKJIHBHIA.

Po3paxyHok MaTy BU3MBAETHCS MICHISI KOKHOTO PyXY 1 EPEBIPSE€ CXOKUM 00pa3zom
4l HE MA€ MaTy MPOTUJICKHIN KOMaH 1. MeTo 1 cuMy ALl OJHAaKOBUH JJIs LIUX MIEPEBIPOK

1 300paxkeHuid y jgictuHry 3.11.

Jlictunr 3.11 — Merton cumysuii pyxy

private void SimulateForSinglePiece (ChessPiece cp, List<Movement>
moves, ChessPiece king)
{
List<Movement> movesToRemove = new List<Movement> ()
Team attackingTeam = cp.Team == Team.White ? Team.Black
Team.White;
for (int 1 = 0; 1 < moves.Count; 1i++)
{

ChessPiece simulationPiece = cp.ShallowCopy()

int simX = moves[i].Destination.x;

int simY = moves[i].Destination.y;

Vector2Int kingPositionThisSim = new Vector2Int (king.CurrentX,
king.CurrentY) ;

if (cp.ChessType == ChessPieceType.King)
kingPositionThisSim = new Vector2Int (simX, simY);
PieceArrangement simulation = pieceArrangement.DeepCopy ()
var possibleAttackingPieces = new

List<ChessPiece>( chessGame.ChessPlayers|[ (int)

attackingTeam] .ActivePieces);
simulation([simulationPiece.CurrentX, simulationPiece.CurrentY] =
null;

simulationPiece.CurrentX = simX;
simulationPiece.CurrentY = simY;
simulation[simX, simY] = simulationPiece;

List<Movement> simulatedMoveHistory = new

List<Movement>( moveHistory);

simulatedMoveHistory.Add (new Movement (new

Vector2Int (simulationPiece.CurrentX, simulationPiece.CurrentY), new
Vector2Int (simX, simY), simulation));

var deadPiece = possibleAttackingPieces.Find(x => x.CurrentX == simX
&& x.CurrentY == simY);
if (deadPiece != null)

possibleAttackingPieces.Remove (deadPiece) ;

// Get all attacking pieces available moves
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List<Movement> simMoves = new List<Movement> () ;
for (int a = 0; a < possibleAttackingPieces.Count; a++)
{
var plieceMoves =

possibleAttackingPieces[a] .GetAvailableMoves (simulation,
_chessBoardInfoSO.boardSizeX, chessBoardInfoSO.boardSizeY,
simulatedMoveHistory) ;

for (int b = 0; b < pieceMoves.Count; b++)

{

simMoves.Add (pieceMoves|[b]) ;

3.6 Mepe:xxeBHi KO/ | BAKOPUCTAHHS IIA0JOHY NPOoeKTYBaHHs «Dacam)

Peanizariist MepexeBoi B3aeMoi1 B1I0YBa€EeThCs 3a JOMOMOTO0 Tuiariny st Unity
i Ha3zBoto Photon PUN 2. [e momymnsipHMiA m1arid Ij1s peastizaiii MepeKeBoi B3aeMO/Iii
KWW HaBITh Hajae Oe3ruiaTHUM miuaH g 20 rpaBuiB 4yoro OyJiO JIOCTaTHBO IS
peasi3ailii, CepBiC TaKOX Ha/Ta€ MOKIIMBICTh JIETKO Ta IMBUIKO OOHOBUTH TUTaH O€3 3MIHH
KOAY.

Ieit mnarin mae qyxe 06araTo MOMKJIHMBOCTEH 1 J03BOJISIE 3pOOUTH SIK MOIIArOBY
ctparerito Tak 1 FPS nrytep, Tomy mae 6arato 4oro He moTpiOHOTO IJis peaizarii rpu.
[ToTpi6HO OyJ10 OOMEXUTH BUKOPHUCTAHHS BCIX MOKJIMBOCTEH TUIBKH JJI TTOTPEO IpH, 11e
0 3BY3WJIO MOXIJIMBOCTI BHUKOPUCTAHHS HEMPaBUIBHUX METOMAIB, Ta MPUCKOPHIIU
HIBUJAKICTh pO3p0o0KH 00 HE MOTPIOHO OYJI0 BIABOJIKATUCS HA HE MOTPIOHI MOKIMBOCTI.
Tomy koa MepexeBOi B3aeMOli OyJI0O BUHECEHO B OKPEMHH CEpBIC 1 BUKOPHUCTAHO
mabJsioH npoexktyBanHa Paca.

dacag — mabI0H MPOEKTYBaHHS, PU3HAYCHUH /15 00'€ THAHHS TPYIIH MACUCTEM
M1J1 OJIMH YHi(iKoBaHUM 1HTepdeic, Haalouu JOCTYII 10 HUX Yepe3 OJHY TOUKY BXOIY.
e 103BOJIsIE CIPOCTUTH POOOTY 3 MiJCUCTEMAMH.

dacaja HAJIEKUTH A0 CTPYKTYPHUX I1A0JIOHIB IPOEKTYBAHHS.

IlepeBaru:

— MPUXOBYE peasizaliio MiJCUCTEeMH Bif KIIEHTIB, IO MOJIETIIYE BUKOPUCTAHHS
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ICUCTEMH;

— crpusie cinalkiil B3aeMonii MK mifcucTemMoro Ta ii kimieHTamu. Lle mo3Bosse
3MIHUTH KJIACH, SIKI BKJTFOYAIOTh MIJICHCTEMY, HE BIUIMBAIOYU Ha KIIIEHTIB;

— 3MEHIIY€ KOMIUISAIINHI 3aJIEXKHOCTEN Y BETUKHUX MPOTrPaMHUX CUCTEMAX;

— CHIPOIIYE CUCTEMH MEPEHECEHHSI Ha 1HIII TUIaT()OPMH, OCKIIBKU MEHII IMOBIPHO,
10 JIJ1s MO0y A0BH OJTHI€T MiACUCTEMHU MOTPIOHO OOy IyBaTH BC1 1HIIII.

Henomku:

— He 3aBa)kKa€ CyyaCHUM KJIIEHTaM OTPUMYBATH JOCTYI /10 0a30BUX KIIACIB;

— (bacaja He nojae K0IHOI (PYHKIIIT, BIH TPOCTO CIPOIIYE IHTEpPEHCH.

B pesynbrari Oyno ctBopeHo intepdeiic INetworkService, sikuii ctaB €aMHOIO
TOYKOIO B3a€MO/I1i 3 Meperkero. BiH 1HKAICyII0e OCHOBHY JIOTiKY po6oTH 3 Photon 1 Hamae
CIPOLIEHUHN, YUCTUM 1HTepdeic s 1HIMX YacTHUH MpoeKTy. IHTepdelic HaBeleHo Y

Jictunry 3.12.

Jlictunr 3.12 — InTepdeiic MepexeBoi B3aeMoii

public interface INetworkService : IService
{

event Action<(string playerName, string playerScore) []>
OnReadyToStartGame;

event Action OnConnectedToMasterEvent;
bool OfflineMode { get; }
PhotonServiceSO.NetworkPlayer LocalPlayer { get; }

public bool AutomaticallySyncScene { set; }
public LobbyCallbacksDispatcher LobbyCallbacksDispatcher {

get; 1}

public RoomCallbacksDispatcher RoomCallbacksDispatcher {
get; 1}

public PhotonRPCSender PhotonRPCSender { get; }

public List<PlayerInfoDTO> PlayersInfo { get; }

void CreateRoom(string roomName, int timelLimitInSeconds, int
playerTeam, string password = null);

void LoadGame () ;
void LeaveRoom/() ;

void JoinLobby () ;
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void JoinRoom(string roomName = null);

VYeci moaii, HeoOXigHI 111 OOpOOKM CTaHIB MEPEeX)EeBOi B3aEMOJIT — Takl SK
MIKII0YSHHS 10 MalCTep-cepBepa, MPUETHAHHS 710 JI001, CTBOPEHHSI 00 MPUETHAHHS 10
KiMHATH — OyJIM BUHECEHI1 B OKpeMi KOJIOEKH, 1110 3HAYHO CIIPOCTHUIIO JIOTIKY, 30KpeMa B

Ul st Bi1oOpaskeHHs IUX TTOIH.

3.7 HanaroaeHHsi Ta aHAJI3 NPOAYKTHBHOCTI IPpH

[Tin gac po3poOKu Tpu BaKIMBUM eTarioM Oyisa HamaromkeHHs (debugging) Tta
ONTUMI3AIllSl MPOAYKTUBHOCTI. IS 1bOTO BUKOPHUCTOBYBAJIMCS 1HCTPYMEHTH, IO
JIOTIOMOTJIM BUSIBUTH TOMUJIKM B KOJI1 Ta MIJBUIIUTH ePeKTUBHICTh Ipu. OcoOJMBa yBara
npuaLIsIaca cTablIbHOCTI TPH M1 yac 6araToKOpUCTYBAIbKOT B3aEMOJII1 Ta Y CTPECOBHUX
CIICHApIsIX.

Jlis MOHITOpUHTY poOOTH TpU B pealbHOMYy daci Ta 300py JIOTiB Oyjo
BukopuctaHo SR Debugger. 1le KOHCOJbHMI THCTPYMEHT, IO JI03BOJISIE OTPUMYBATH
JTOKJIQJH1 JIOTH TPO BUKOHAHHS T'PH Ta ii B3aEMOJII0 3 PI3HUMHU MIJCUCTEMaMHU. Horo
1HTerpais He noTpedye 6arato pecypcis, IO J03BOJISIE BUKOPUCTOBYBATH HOTO HaBITh
I1J] 9ac aKTUBHOI cecii rpu 0€3 MOMITHOTO BIUIMBY Ha MPOJYKTUBHICTh. 3a JIOMIOMOTOIO
SR Debugger 0yi10 MOXIJIUBUM:

— 3aIKC Ta MEPETJIsi JIOTIB PO CTaH TPH, TO/Ii Ta TOMUJIKY;

— BIJICTEKEHHSI KJIIOYOBUX TMOMIM, TaKMX SK PyXWH TpaBls, 3MiHA CTaHy TIpH,
BUKOHAHHS KOMaH]T;

— ¢upTpalliss Ta MOWIYK Yy Jorax Ajs BUSIBICHHS aHOMalid 4Yd TMOMUJIOK Y
pearbHOMY Yaci.

Ha pucynky 3.9 moxHna nobauntu koHcosibHE BikHO SR Debugger-a.
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Pucynox 3.9 — SR Debugger

3.8 JlokaJgizauisa

Jlokamnizauist Oyna 3po6ieHa 3a gonomororo odiuiHoro miariny Bix Unity. s
3py4yHOI 3arpy3Kd Ta KEepyBaHHS MaM'ATTIO 1€l IuiariH BuxkopucTtoBye Addressables.
@aiin nokamizaiii — e Google-rabnuis, gaHi 3 K01 3aBaHTaXXytOThCs B Unity. Takuit
MiJIX17 Mae 6araTo mepemar, OCHOBHA 3 HUX — II€ Te, 110 IS MepeKiaay He MOoTpiOHO
B3aemoisaTH 3 Unity, a nuie npaioBatu 3 Tabnuuero. Le qysxe 3py4Ho, 0co0IMBO SKIIO
IepeKITa)l 3aMOBISIEThCSA Ha (puianci. Tabmums CKIagaeTbCs 3 YOTUPHOX CTOBITYHKIB:
NepIuii — 1€ KJII0Y CTPOKH, 3a JOTIOMOTO0 SKOTO MOKJIIMBO 3HalTh (pasy, pemra
CTOBITYHKIB — II€ TIEPEKIIaIu HAa MOBH.

Kon B3aemoii 3 okamizaiiero Takox 0yJIo BiIOKPEMIIEHO B OKPEMUI CEpBiC, 1110
3HAYHO CTIPOIIY€E MacIITa0yBaHHS Ta MATPUMKY. J[0AaTKOBO, 3aBASIKM aBTOMAaTHYHOMY
OHOBJICHHIO JAHUX 13 TaOJINII, MOKHA IIBUAKO BHOCUTH MPAaBKH a00 01aBaTH HOBI MOBHU
0e3 nepekoMmnuiALii rpu. Taka rHy4KiCTh 0OCOOJMBO KOPUCHA IT1]1 YaC MiATPUMKH ITPOEKTY

micys penizy.Yactka Tabmuill nepekiaay 300paxkeHa Ha pucysky 3.10.
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connection to the cloud

inifializinggameservices_text
youhavesuccessfullylogged_fext
youhavesuccessfullysignad_text
enterroompassword_text
joingame_text

nametext

fimetext

Jointext

createtext

randomgame_text
nameroom_text

team_texd

fime_text

createraom_text
gametiming_text
gametimenolimit_text
exitthegame_text

Initializing game services

‘You have successfully logged in
ou have successfully signed in
Enfer room password

Join game

MName:

Time:

Join

Create game

Random game

MName

Team

Time

Create room

ttime} min

Mo limit

Exit the game?
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Ukrainian{uk)
Npwsit

Vi

Pescrpauin

Torin

Mapons

Enexiponna nowra
Sanaw'ATaTn Meqe?
Haragatw napons?

Bore € ankayHT?
EBianpasimi

fpam

Hanawmykim

Bwxia

MpoAOEXHTH RK ricTE
Hesiptii napons
Migrnicuersa 1o cepeepa..
BCTaHOBNSHHA 3'IHIHHA 3 MEPEKOI
IHiLjanisaLis ipoBIX cepsicis
BW BBIALLNK B 3KKAYHT

B 3apescTpysanica
Beeaite Napon e KMHaTH
¥y

s

Hac:

¥y

Craopum py

Bwnagkoea rpa

Hazsa

Komanga

Yac

CTBOPHTIA KiMHATY

{time} x8

Besnimity

Buitm 3 rpu?

Pucynok 3.10 — TaGmuns sokamizariii

3.9 Peanizanis crangapriB no3HayenHs no3uunii FEN ta PGN

Fen a6o Hotaris ®@opcaiita - EnBapca — oauH 13 BUIIB 1MAaXOBOI HOTAIlli, SKY
3a3BUYall 3aCTOCOBYIOTb, 11100 OMUCATH MOTOYHY MO3ULII0 (HAPUKIIaA, AJsi TEKCTOBOTO
MOJaHHS IIaX0BO1 3a7a41). TakoX JaKOHIYHHM 3aMiC MTOYaTKOBOI MO3UIIT BaXKJTUBHM JJIs1
TaKOT0 Pi3HOBHUAY I'pH K «maxu 960» (maxu dimepa) [13].

Portable Game Notation (PGN) — dopmar daiiny mis 30epekeHHs 1ax0BUX
napriii. Bin OyB po3po6nenuit CriBeHom Ensapacom (anri. Steven J. Edwards) B 1994
potri, o0 moJermuT OOMIH MapTisAMU (HATIPHUKIIAA Yepe3 1HTEPHET) MK MIaXOBHUMHU
nporpamamu [13].

®opmar PGN BukopuctoBye cuMBoin 3 ASCII-komyBaHHS 1 CKIIala€ThCs 3 ABOX
YaCTHH: METaJaHl 1 HoTalis mapTii. Y mepuril yacTuHi MICTUThCS 1H(OpMaIlis Tpo
napTiio: TypHIp, Typ, IMEHa TpaBIliB, pe3yJbTaT ToIIO. Jlpyra yacTuHa CKIAJAa€ThCs 3
anrebpaiunoi HoTarlii. KomenTapi po3ramoByroTh Mixk {} myxok [13].

binbmiicte maxoBux mporpam miarpumye 1eil popmar. O6pobka (aiisiB Moxke

B1I0yBaTHUCS 1 32 JIOMTOMOTOI0 3BUYAITHOI MpOTrpaMu JIJIsl peiaryBaHHs TeKCTy. B oqHomy
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(haitiii MokHa 30epiratu OuIbIe, Hixk oy mapTito [13].

PGN BukOpHUCTOBYBaBCA y Ipi s BiIOOpaxxeHHs 3pO0JICHUX XO/11B KOPUCTYBavy,
a FEN BukopucroByBaBcsi aisi 30epiranHs mno3uiiii. Came 3 HBOTO CTBOPIOETHCS
nmoyatkoBa mosuiis. Ha pucynky 3.11 300paxkeHo kouHdir 3 FEN ctpokoro, ska

BUKOPUCTOBYETHCS JJIS 3aBAHTAXEHHS MO3UIIINA Piryp y rpi.

PPPPPPR/RNBOKBMNR w KGkg - O

Asset Labels

Pucynok 3.11 — Kondirypartis rpu

3.10 BucHoBknu

3aBISKH YITKUM CTaHJapTaM, 1TEPaTUBHOMY IIJIXOAYy K Po3poOli 1 yBary Jo
AeTalnei BAanock 3p00UTH THYUYKY apXITEKTypy I'pH, KOJ TPy ITPO30PHil 1 TpU MpUeHAHHI
0 PO3pOOKM 1HIIOrO Mporpamicra Oyae MBUAKO 3po3ymumnid. lle mo3Bosmiio

MIHIMI3YyBaTl TEXHIYHUI Oopr Ta 3abe3meurTd CTaOUIBHICTh MiJ] 4Yac MOAAJBIIOrO
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PO3BUTKY MPOEKTY. BIpOBa/PKeHHS YITKUX MPHUHIIMITB KOTYBaHHS TaKOX TOTIOMOTJIIO
3MEHIIATH KUTHKICTh TMTOMUJIOK 1 MOJIETIIUTH X BHUSBJICHHS HA PaHHIX eTamax. 3aBIsSKH
MPaBIWJIBHOMY BHKOPUCTAaHHIO IIA0JIOHIB NMPOEKTYBAHHS BAANOCS MO30yTHCS JESAKHX
YMOBHHMX KOHCTPYKIIIH, IO TEX 3pOOMIO0 KOJ OUIBII 3pO3YyMUIMM, a 3a JOIOMOTOIO
1HBEpCii 3aJI€KHOCTEN BJIATOCS YITKO KOHTPOJIOBATH 3aJIeKHOCTI 1 HE BUKOPUCTOBYBATH
aHTUnaTepH « OauHAKY.

Takox, BUKOpPHUCTaHHS TOTOBUX pimieHb, Takux sK Addressables, Unity
Localization, SR Debugger Ta iHIIHNX, CyTT€BO MPUCKOPUIO po3podky. Lle mo3Bommio
30CEepeIUTUCS Ha peaizallii TeMMILICIo Ta JIOT1KU IPH, HE BUTPAaYar4H yac Ha CTBOPEHHS
TEXHIYHUX PIIICHb 3 HYJISL.

Takuit miaxig 3Ha4HO CIPOCTUB TECTYBAaHHS 1 MIATPUMKY KOAY, @ TAaKOXK CIPHUSB
Oinblll epeKTUBHIA KOMaHIHIM poOoTi. B pe3ynbrari apxiTekrypa craja OulbIl
MacIITaboBaHOIO 1 TOTOBOIO J0 BIPOBAHKEHHS HOBUX (YHKI[IH 0€3 CyTTeBUX 3MiH y 0a3i

kony. ['oToBa Bepcis rpu 300pakeHa Ha pUCYHKY 3.12.

Guesti202

v.

Pucynok 3.12 — IrpoBa ceccisi, Bua 3 Bepxy
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4 BUIIPOBOBYBAHHSA CUCTEMHA

3a0e3MeueHHs SIKOCTI € BaKJIMBUM KOMIIOHEHTOM PO3POOKH 1rop, Xoua 1HIyCTpis
BIJICOIrOp HE Ma€ CTaHIAPTHOI MeTo1010Tii. HatomicTh po3poOHUKH Ta BUAABII MalOTh
BJIACHI METOAM. MaJieHbKi pO3pOOHUKH, SIK TPABUIIO, HE MAIOTh MIEPCOHAITY 3 KOHTPOJIIO
SIKOCT1; OJHAK BEJIMKI KOMIIaHIi MOXYTh HaiMaTu kKoMaHau QA Ha MOBHUN poOOUUi
neHb. Bucoki koMepiiiiHi irpu npodeciiiHo Ta e()eKTHUBHO MepeBIPSIOTHCSA BIAILIOM
KOHTPOJIIO SIKOCT1 BUJIABIIIB.

VY xoni po3poOKH T'pu KOKHE BIKHO PETENIbHO TECTYBAJIOCS, BCI IOMMIIKU OyJ0

JTOKYMEHTOBAHO 1 BUPIIIECHO Y MOPSAIKY CEPHO3HOCTI.

4.1 Orasix roJ10BHUX BiKOH I'PH

4.1.1 3acraBka

3actaBka — 11¢ TpadidHUl eIeMEHT KepyBaHHS, IO CKJIATAEThCSA 3 BIKHA , IO
MICTUTb 300paXKEHHS , JOTOTHUI 1 IOTOYHY BEPCIIO MPOrpPaMHOTo 3a0e3MeueHHs. 3a3Buyaii
3’SIBJISIETHCS TI11 Yac 3aITyCcKy TPH.

3acTaBKkM 3a3BUYall BUKOPUCTOBYIOTHCS OCOOJIMBO BEJIMKUMH JOJATKAMH JIJIS
CIOBIIIICHHSI KOPUCTYBaYa Mpo Te, M0 MporpaMa 3aBaHTaKYEThCSA. BOHU MOBIIOMIISIOTH
mpo Te, IO TPUBAE TPUBAIUK Tmporec. [HOMI Ha eKkpaHl 3acTaBKM BKa3zye Xij
3aBaHTaXCHHS . 3aCTaBKa 3HUKAE, KOJIU 3’ SBIISE€THCS TOJIOBHE BIKHO TPOrpaMu. 3aCTaBKH
MO>KHA JIOJIaTH Ha JIESIKUH Yac, a MOTIM 3aMIHHUTH 3aHOBO.

VY Tpi, TpaBIls 3yCcTpivae 3acTaBKa 3 JOTOTHIIOM SIKa 300pa)keHa Ha PHUCYHKY 4.1.
[Ipu HaTuckaHHi OyAb-sKOI KHOINKH TOYMHAIOTh TIPY3UTUCSA ICPOBI CepBIiCH, Ta
B1I0YyBA€THCS MEPEBIpKa YU € y TPH JaHl MPO TPaBIls, BiIOYBAETHCSA CpoOa yBIWTH B
aKKayHT, SKIIO BOHU YCIHIIIHA, TO/Al TPaBIllsd MEPEHOCUTH Y TOJOBHE MEHIO, SKIIO Hi TO

I'PAaBI[IO IPOMOHYIOTh 3apeecTpyBaTUCs a0 YBIWTH B aKKAyHT.
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Hammume npoben

Pucynok 4.1 — 3actaBka rpu

4.1.2 BikHa peecTpauii Ta aBTOpH3aNLil

ABTopM3allisi — KepyBaHHS PpIBHAIMU Ta 3aco0aMH JOCTymy JO IE€BHOTO
3aXUIIEHOTO PeCcypcy, K B (I3MYHOMY PO3YMIHHI, TaK 1 B rainy3i HUPPOBUX TEXHOJIOTIN
(Hampukaa, aBTOMAaTH30BaHa CHCTEMa KOHTPOJIIO JOCTYIy) Ta PEecypciB CHCTEMU
3QJIEKHO Bij 1IeHTU(dIKAaTOpa 1 TapoJis KOpUcTyBada ab0 HaJlaHHS NIEBHUX TOBHOBAXKEHb
(oco01, mporpami) Ha BUKOHAHHS JESIKUX NI y cucTeM1 OOpOOKHU JaHUX.

['paBerntb MOXe BUIBHO TIEPEMIIIyBATHCS MIXK TpbOMa BIKHAMH peeECTparlii,
aBTOpH3aIlii Ta BikHA «3a0yu mapoiib?». TakoX € MOXJIMBICTh YBIMTH Y T'PY SK TICTh,
IpU [ILOMY BU 3MOYKETe T'paTH 3 IHIIUMU I'PaBLISMU, ajie 1aHi He OyayTh 30epeskeHi. BikHo
aBTOpU3aIlii 300paxeHe Ha PUCYHKY 4.2.

Mexanism aBTopu3amii OyB peami3oBaHUN CaMOCTIHHO, 0€3 BUKOPHCTaHHS
BOYIOBaHUX PIillIEHb, IO 1aJI0 O1JIbIIE KOHTPOJIIO HAJl JIOT1KOIO BXOQy Ta peectpariii. s
30epeKeHHsI JaHUX KOPUCTyBaya, TaKWX SK TMporpec rpu abo HaTaTyBaHHS,
BUKOpHUCTOBYBaBcs cepic PlayFab, sxuii Takox 3abe3neuye xmapHe 30epiraHHsl Ta
spyunuid APl nns poctynmy no mpodimiB rpapiiB. 3aBiasku BukopucTanHio PlayFab
BIAJNIOCs 3a0e3neunTy HajdiiiHe Ta IIBHAKE 30€peKEeHHs NaHUX, II0 Ba)JIUBO IS

HIATPUMKH MYJIBTUIICEPHOTO PEKUMY Ta CHHXPOH13a1lii Mi>K TPaBLSIMU.
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Remember me?

Log In

Forgot password?

Continue as Guest

Pucynok 4.2 — BikHo aBTOpH3aIlii

4.1.3 I'o;10BHE MEeHIO

IrpoBe MeHIO — 11€ eneMeHT rpadiuHoro iHTepdency KopucTyBaya, Skl Hajae
JOCTYN 10 PI3HOMAaHITHUX (PYHKIIM rpu. MeHIo 1HOAI OpPraHi3oBaHO 1€papXiyHO, IO
JI03BOJIE€ 31MCHIOBATH HaBITaIlll0 MDK PI3HUMH DPIBHSAMHU CTPYKTYpu MeHI0. Bubip
MYHKTY MEHIO 32 JONOMOTOI0 CTPUIKA PO3IIUPIOE HOro, MOKAa3ylo4dH Jpyre MEHIO
(TiaMeHto) 3 mapamMeTpamH, OB’ I3aHUMH 3 BHOPAHUM 3aIHCOM.

Y Tpi MeHIO cKajmamaeThcsi 3 TphoX KHomoK. Kuomka «Play» mepeHocuthb
KOpHcTyBadya y J1001, € BIH MOK€ OAauuTH aKTHBHI KIMHATH, BCTyHnaTH B HUX abo
cTtBoproBaTtd HOBI. KHomnka «HamamryBaHHsS» BiIKpHBa€e BIKHO rpadiuyHHMX, ayaio Ta
1HIIMX HanamTtyBaHb Tpu. KHonka «Buximy no3Bossie BuiiT 3 rpu. [lepeMimeHHss MK
BIKHAMHU BIJOYBa€ThCs 3a A0mMOMOTOI0 KHOMKH Escape. ['omoBHe MeHIO 300pakeHO Ha
pUCYHKY 4.3.

JluzaiiH MeHI0O BUKOHAHHWM y CTWJI, SKHI BIANOBiJae 3arajbHiil aTMocdepi rpu,
3a0e3Meuyoud TapMOHIMHMM Bi3yallbHMM JOCBiA. Takoxk mepeadadyeHo aJlanTHBHE
MacmTaOyBaHHs 1HTepdeicy, 0 A03BOJSE KOPEKTHO BIJIOOpakaTH MEHIO Ha €KpaHax
PI3HUX PO3MIPIB Ta PO3AUIBHOI 3aTHOCTI Ta CHIBBIIHOIIEHHS CTOPIH, 3aBASKUA YOMY
KOPHCTYBaul OTPUMYIOTh 3pYUHUM 1 3pO3yMUIHM 1HTEpQeNC K Ha BEIMKUX MOHITOpPAX,

TaK 1 Ha KOMIaKTHUX MPUCTPOSIX.
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Steampunk
Chess

" pblay !
s I

Settings

Exit

Pucynok 4.3 — I'osioBHE MEHIO

4.1.4 Jlo6i

JIo61 — 1€ eKpaHu MEHIO, JIe TPaBIll MOXKYTh MEPErysiiaTd MaOyTHINH irpoBUi
CeaHc, MeperisaaTu pe3yabTaTh OCTaHHbOTrO. JI0O1 rpu 300pakeHO Ha PUCYHKY 4.4.

VY 6aratbox irpax rpasiii MOBEPTAIOTHCA Yy 1001 B KiHIII KOKHOTO CEaHCy. Y JESTKUX
BUTIAJKaX TPABII, SKi MPUETHYIOTHCS IO CEAHCY, 110 BKE PO3MOYABCS, PO3MIITYIOTHCS Y
71001 10 mo4aTtky HacTymHOTo. OCKiIbKM y JIOO1 CIOKUBAETHCS JYXKE€ MaJlo PeCypciB,
BOHU 1HOJI JTOAATKOBO BUKOPHCTOBYIOTHCS SIK MEHIO 3aBaHTA)KCHHS JJIsl TPABIIIB, MOKH
3HANJETHCS BIAMOBIIHUM XOCT JJIsI MAHOYTHBOTO CEaHCY.

JIo61, cTBOpEHi CIUCKaMU BIATBOPEHHS, YaCTO MAalOTh TaliMep 3BOPOTHOTO BIAJIIKY
nepes MOYaTKOM CEaHCy, TOJl SIK 1001, CTBOPEHI TpaBIeM, 3a3BUYail 3MIHIOIOTHCS Ha
PO3CY[ TPaBIIs.

VY 11061 rpu rpaBelb MOKe CTBOPUTH HOBY KIMHATy a00 BCTYNHTH Yy icHytouy. [lpu
CTBOPEHHI HOBO1 KIMHATH BIJIKPUBA€ETHCS BIKHO, Ji¢ MOJKHAa HaJallITyBaTH dYac TpH,
KOMaH/y T'paBlis, Ha3By KIMHATH Ta BCTAHOBUTH MapoJib Juid 3axucty. Kpim Toro, y mo0i
nepenbaueHi 6a30B1 (QYHKINT KOMYHIKAIli M1’ TPaBISIMH, IO JTO3BOJISIE OOTOBOPIOBATH
MaiOyTHI MaTd abo KoopauHyBaTh crpaterito. Lle cTBoproe 3pydyHe Ta ApYyKHE

CEPENOBHUIIIE, SIKE CIIPUSE KPaIiil B3aEMO/Iii MIXK yYaCHUKaMU TIEpe]T TOYaTKOM TPH.
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Enter room password

Create game

Password

Random game

Pucynok 4.4 — JIo61 rpu

4.2 MoayJibHe TeCTYBaHHS

MonynbHe TecTyBaHHA — 1€ METOJ TECTYBAaHHS MPOrpaMHOro 3abe3nedyeHHs,
KWW TIOJISITa€ B OKPEMOMY TECTYBaHHI KOXKHOTO MOJYJISI KOOy mporpamu. Momynem
Ha3UBalOTh HAWMEHIIy YacTUHY Mporpamu, fKa MoOKe OyTH MpOTECTOBAHOW. Y
MIPOIIEAYPHOMY TTpOrpaMyBaHH1 MOYJIEM BBaXKAIOTh OKpeMy (PYHKIIIF0 a00 MpoIeaypy.

MonynbHi TecTH, 200 Unit-TeCTH, pO3pOOISIOTH B IPOLEC] pO3POOKH MPOrpaMiCTH
Ta, 1HO/I1, TECTyBaJIbHUKU 01101 CKpuHbKkH (White-box testers).

3a3Buuail unit-TECTH 3aCTOCOBYIOTH MJIs TOTO, IMOO YIEBHUTHUCS, IO KOJI
BIJINIOBI/Ia€ BUMOTaM apXITEKTYpPH Ta Ma€ OYiKyBaHy TOBEIIHKY.

MopynbHe TECTyBaHHsI J03BOJISIE TIPOTPaMICTy, KOJIU BiH Oyje 3MIHIOBaTH KO
(mpoBoauTH pedakTOpuHT) OyTH BIEBHEHWM, IO MOAYJb Mpalioe BipHO (116 —
perpecuBHe TecTyBaHHS). OCKIIBKA MOAYJbHE TECTYBaHHS BHMAarae HaIllMCaHHS TECTiB
JUIsT BCIX (YHKIIA Ta METOMIB Yy Mporpami, MOMHJIKH IIBHAKO JIOKA3YIOThCS Ta

BHUIIPABJIAIOTBCA.
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MopynbHe TecTyBaHHS MOXke OyTH 3aCTOCOBAaHE B IHTErpallifHOMYy TE€CTyBaHHI,
TECTYBaHHS OKPEMHUX MOMAYJIIB Ta CYKYHHOCTI LUX MOZYJIB POOUTH IHTErpaliiiHe
TecTyBaHHA JiermuM. OgHaK MOAYJIbHE TECTYBaHHS 3HM3Y Bropy HE € 1HTErpalliifHuM
TecTyBaHHSM. [HTerparlist 3 30BHIIIHIMUA MOAYJISIMH Ma€ BKJIFOYATHCS JO 1HTETPaIlliHUX
TECTIB, a HE JJ0 MOAYJILHUX.

MopyibHI TECTH SIBISIOTH COO00I0 crerudIuHUN BUJT IOKYMEHTAIlIl 10 CUCTEMHU.
Po3po0OHUKN MOKYTh OJIUBUTUCS Ha MOJYJIBHUM TECT, 00 Ji3HATUCA PO (YHKIIIT, 1110
BUKOHY€ MOJIYJIb, Ta SIK HOTO 3aCTOCOBYBATH.

Unit-tecT mnepeBipse€ KPUTHYHI XapaKTEPUCTUKHA MOJYJsl. BiAmoBigHICTh 4u
HEBIJMOBIIHICTh LIUM XapaKTePUCTHKAM JEMOHCTPYE KOPEKTHICTh MOAYJIs. Moy nbHUM
TECT «JOKYMEHTY€E» 11 KpUTUYHI XapaKTEPUCTUKH, ajie He Tpeba MOKIagaTUCs JTUIIe Ha
KOJ B JoKyMeHTyBaHH1 [13 mij yac po3poOku.

Crin BiA3HAYMTH, 10 3BUYAiTHA MMCHhMOBA TOKYMEHTAIlIS AYy>Ke TOBUIHHO pearye
Ha 3MiHH B KO/I1, TOJI1 IK MOAYJIbHI TECTH 3aBXKIH B1100pakaroTh TOTOYHHUM CTaH MOTYJIS.
Kpim Toro, Tectu momomararoTh MIBUIKO BUSBISITH perpecii Ta 3a0e3meuyoTh 0e3meKy
mig yac pedaktopuHry. BoHU Takox CHpUSIIOTH MIABUINICHHIO TOBIPU 0 SIKOCTI KOMIY
cepel  yci€l KOMaHIW  pO3pOOHUKIB. BuKopucTaHHS  IOHIT-TECTIB  J03BOJISIE
aBTOMATU3YBaTU TEPEBIPKY KIIOUOBUX (PYHKI[IOHATHHOCTEH 1 3MEHIIIUTH Yac Ha PydHE
TECTyBaHHA. 3aBISKM 1bOMY Tpouec po3poOKH cTae Oulbll e()EeKTUBHUM 1
KOHTpoaboBaHuM. Ilim yac po3poOku mnporpamHoro 3abesneudeHHss meroaoMm TDD,
MOAYJBHUN TECT CTa€ YaCTHUHOIO nu3aiiHy. KoskeH TecT BuU3HAauae MOTPIOHI KIacu Ta
METO/IM, iX OUIKYBaHY MOBEJIIHKY.

VY rpi Oynu HamucaHi TeCcTH A OaratboxX (YHKIN 1 KJIaciB Mporpamu, L€
JI03BOJTIJIO OyTH BIIEBHEHHM Yy 3MIHIOBaHHI KOy, 1 IO 1€ HE MPHUBEAE IO SIKUXOCH
noMuJIoK. Takuil mijaxia 3HaYHO MiJBUILIKB CTAOUIHHICTh MPOEKTY Ta CIPOCTHUB IPOIIEC
BHECCHHS] HOBHMX (DYHKIIIOHAJILHUX MOJIUBOCTEH. /[l HamucaHHHS IOHIT-TECTIB
BUKOPHUCTOBYBAajacs MOUIMpPEeHa mpakTuka Arrange-Act-Assert, 1o poOUTh TECTU 3HAYHO

3po3yMminbiuMu. [Ipukias unit-TecTy Ta oriisg pooOYMX TECTIB 300pa’kKeHO HA PUCYHKAX

4.5 Ta 4.6.



Vector2Int(

moveHistory);

availableMoves.

Pucynok 4.5 — Unit-Tect

Steampunk Chess
Te Il
SteampunkChess
Tests
ChessBoardTests
FindAllindexesListExtensionTest
WhenCreatingMoveWithKnightOnB1TeC3_AndGetMovePGN_ThenMovePGNShouldBeC3
WhenCreatingTiles_AndLookupTilelndex_ThenTilelndexShouldBeAsStated
WhenGivenFenAndParsedToGameData_AndParseBackToFen_ThanFenTextShouldBeTheSame
WhenGivenStartPositionFen_AndParseToGameData_ThanPieceArrangementShouldBeAsExpected
WhenKingAndRookH1DidntMove_AndTherelsNoObstacleToThem_ThenAvailableMovesShouldincludeCastling
WhenSpawningChessPiece_AndPositionPleceX ThenXYShouldB
WhenWhitePawnOnES_AndBlackPawnOnF5lsPreviousMove_ThanAvailableMovesShouldincludeEnPassant
WhenWhitePawnOnG7_AndCanMoveG8_ThanAvailableMovesShouldContainPromotion
ParseCLIArgsT
WhenGameargsAreEmpty_AndAddSkipUserValidationArg_ThenGameArgsShouldContainSkipUserValidationArg
Zenject-UnitTests-Editor.dll
Zenject
Tests
AbstractFactory
TestFactory
TestToSelf
BindFeatures
TestConcreteldentifier
Testl
TestifNotBound
Testl
Test2
TestMultipleContractTypes
TestMultiBind1
TestMultiBindListinjection
TestMultipleContractTypes2
Testl
TestAllinterfaces
TestAllinterfacesAndSelf
TestAllinterfacesAndSelfMistake
TestAllinterfacesMistake
Testinterfaces
TestMultipleContractTypes3
TestMultiBind2
TestRebind
Run
TestUnbind
Run

PucyHnox 4.6 — BikHO 3 npalor04uMu TeCTaMu
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4.3 Jlermuioii mpoexkTy

Jlemioil mMpoekTy — I Mpolec MiATOTOBKH TPH O 3allyCKy Ha MUTHOBUX
mwiatdopmax Ta i1 po3MOBCIOAKEHHS Cepe]l KOPUCTYBaUiB.

Jlnst 3py4HOCTI poOOTH Ta €KOHOMII yacy B MPOEKTI OyB CTBOPEHMM MairiaiiH
aBTOMaTtH3allii 30ipok 3a gonomoror 6i6miorekn Unity.Cake. Ils 6i6mioTeka 103Bossi€
HaJIAIITYBAaTH Mpoliec 301pKH I'pH, BKIIOYAI0YH BUO1p LIIHOBOI INIATHOPMH, ONTHUMI3aI10

pecypciB Ta reHepallilo BUKOHyBaHUX (DailyliB, y BUIJISIII CKPUMTIB, SIK1 3aIyCKaIOThCS

ABTOMATHU4YHO.

HanamrroBanwmii build.cake ckpunT MokHa mo0auuTu y JicTUHTY 4.1.

Jlictunr 4.1 — Build.Cake ckpunt juist aBromaTH3anii 301pku rpu

var target = Argument ("target", "Build-Dev");

Task ("Clean-Artifacts")
.Does (() =>

CleanDirectory ($"./artifacts");

1)

Task ("Build-Release")

.IsDependentOn ("Clean-Artifacts")
.Does (() =>

UnityEditor (2020, 3,
new UnityEditorArguments{
BatchMode = true,
Quit = true,
ExecuteMethod =
"SteampunkChess.Editor.GameBuilder.BuildRelease",

BuildTarget = BuildTarget.Winé64,
LogFile = "./artifacts/unity.log",

by
new UnityEditorSettings{
RealTimelLog = true,

})
1)

RunTarget (target) ;
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Jlns 3amycky mpoliecy 301pKHd T'pU JOCTaTHRO BUKOHATH KoMmaHay dotnet cake y
TepMiHaimi a00 KoMaHAHOMY psaKy. Ll kKoMaHga akTUBY€ CKPUIIT aBTOMATH3AIlll,
ctBopeHuii 3a gornomororo Unity.Cake, sikuil BUKOHY€ BCl HEOOX1IHI Jii 11 301pKU TPH.
[Ticast 3amycKy CKpUINT aBTOMATHYHO HAJAIITOBYE TMapamMeTpu 30ipKd, TEHepye
BUKOHYBaH1 (aitnu 111 BuOpaHoi miatdopmu Ta 30epirae ix y BU3HAUCHIN AUPEKTOPIi.
3aBASKH [IBOMY ITiIXOTy MPOoIiec Oy CTa€ MAaKCUMAIIBHO MPOCTUM 1 3pyYHUM.

Kpim Toro, Takuii MeTOJl A03BOJISIE€ JIETKO MIATPUMYBATH 1 OHOBJIFOBATH IMPOIIEC
30ipku 0e3 HeoOXI1IHOCTI BpYUHY 3MIHIOBAaTH HaJjalllTyBaHHs, IO 3HAYHO IiJIBUIIYE
e(EeKTHUBHICTb PO3POOKH. ABTOMATH3AIIIS TAKOXK CIIPUSE 3HUKEHHIO KIJTBKOCTI TOMUJIOK,
MOB’SI3aHUX 3 JIIOJCHKUM (haKTOpOM, 3a0e3Meuyroun CTalOlIbHICTh 1 nepeadadyBaHiCTh

pe3yJibTariB. Pe3ynbrar 30ipku HaBeIeHO Ha PUCYHKY 4.7.

MName . Date modified Type

@ MonoBleedingEdge 1/8/2023 9:36 PM File folder

Steampunk Chess_Data 1/8/2025 10:18 PM File folder

Steampunk Chess.exe /8/20253 10:18 PM Application 639 KB
2 UnityCrashHandlertd.exe 10/26/2021 5:31 PM Application 1,204 KB

™| UnityPlayer.dll 10/26/2021 5:31 PM DLL File 27,495 KB

Pucynox 4.7 — ®@aiinu 310pku rpu

Y cTBOpeHiM JHUpEeKTOpii 3HAXOAAThCA BCl HEOOXiJHI (aiiau, BKIHOYAIOUU
BUKOHYBaHUH (ailsl rpu, sIKUi MOKHA 3aITyCTUTHU JJIs1 IEPEBIPKH ii poOOTH. 3reHepoBaHi
daiinn  MICTATH yCl pecypcd Ta HajallTyBaHHS, HEOOXiAHI Ui KOPEKTHOTO
(GYHKITIOHYBaHHS TPH, 110 JT03BOJISIE PO3MOYATH TECTYBaHHS 200 BUKOPUCTOBYBATH 1X JIJIst

PO3MOBCIOKEHHS Cepe/l KOPUCTYBAUiB.
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BUCHOBKH

B xonmi mpeacrtaBieHoi poOOTH OyJIO JOCTIIKEHO MICIe KOMIT IOTEPHUX Ta
MOOUITBHUX 1TOP B CHOTOJIHIIITHBOMY CBITI.

byna oOrpyToBaHa eKOHOMIYHa JOUUIBHICTh MPOEKTY Ta OTPUMAHUN PO3MIP
€KOHOMI1, SIKUH 1 € MIJATBEPPKCHHSIM €KOHOMIYHO1 BUTOJIM Ta JOIIILHOCTI BUKOHAHHS
JTaHUX POOIT BIIACHUMH CIICII1aJIICTAMH.

Bynu po3risHyTi Taki MUTaHHS 110 OXOPOHI TTpalli:

— BUMOTH J10 6e3neku poO0InX MicCIib;

— BUMOTH 0€3MeKH Mij 4ac poOOTH 3 EKpaHHUMU MPUCTPOSMU;

— BUMOTH O€3MEKH 10 €KPAaHHUX MPUCTPOIB;

— IOTPUMAaHHS BUMOT €JIeKTpOoOe3neKH i yac poOOTH.

B xoni po6otu Oyyo po3iOpaHO iCHYHOYI ITpOBI JIBUTYHH — IUIaThOpPMU s
PO3pOOKH 1TOp ISl KOMIT I0TepiB, TenedoH1B, KOHCOMeH 1 T1. byno BUsABIeHO HAWOLIBII
NOIIMPEH]I Ta HaWOUIbII MOTYXHI ABUTyHH, skuMu cTanu Unity, Unreal Engine 4,
CryEngine, Godot. Byno npoaHanizoBaHO KOXKEH 13 HUX, HOTO CUJIbHI Ta CIa0K1 CTOPOHH.
B pesynbpraTi Oyno oTpuMaHO aHali3 MOMKJIMBOCTEH KOKHOTO 3 JBUTYHIB 1 HOTO
a0CTpPaKTHHUM PEUTHHT MO BIAHOIICHHIO JI0 OCTaBJIEHO1 3a/1a4l IPH.

Byno ctBopeno rpy Ha BuOpanoMy nBuryHi Unity. 3a >kaHpOM rpa € JIOT14e€CKOI0
TPOI0 3 MOXJIMBICTIO TpU uepe3 Mmepexy [areprHer. OcBoenns pymrisi Unity Hece He
MaJOBaXHUI XapakTep, TaK SK y CBITI 1HAYCTpis pO3pOOKH 1rop Aenaii Oiiblie
MOIIMPIOETHCS y CYCTUIBCTBI. Irpu epecTanu OyTH JUIIIe TPeIMETOM ISl PO3Bar, 1 Tenep
BUKOPDUCTOBYIOTBCS 1 B IHIIMX OOJAcTSAX, HANpUKIad, Yy Hayll 4Yd HaBYaHHA
KopuctyBauiB. OkpiM, Toro irpoBuil pyuiid Unity BUKOPUCTOBYETHCS HE TUIBKU IS
CTBOPEHHsI 1rOp, a ¥ JyuIsi CTBOpPEHHS (PUIBMIB Ta MOJENOBaHHS apxiTekrypu, 3D-
Bi3yam3zanii. ToMy pO3BUTOK y LbOMY HampsiMi MOKHa BBaXaTH OJHHUM 13

HaWBaXUIMBIIINX Y CYCIIJIBCTBI.
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JTOJATOK A
JICTUHTY IPOTPAMU

Jlictuar A.1 — OCHOBHI KJIacH IPOTpaMu
public abstract class ChessBoard
{
private readonly TileSet tileSet;
private readonly PieceArrangement pieceArrangement;
private readonly ChessBoardInfoSO chessBoardInfoSO;
private readonly List<Movement> moveHistory;
private readonly Movelisting movelListing;
private readonly TileSelection tileSelection;

private readonly TAudioSystem audioSystem;

private ChessPiece activePiece;
private IChessGame chessGame;
private List<Movement> availableMoves;

private bool processingMove;

protected ChessBoard(ChessBoardData chessBoardData, MovelListingData
movelListingData, ChessPieceFactory chessPieceFactory, TAudioSystem
audioSystem)
{
_audioSystem = audioSystem;
_chessBoardInfoSO = chessBoardData.ChessBoardInfoSO;
~moveHistory = new List<Movement>();
~movelisting = new MovelListing(movelListingData, moveHistory);
_tileSelection = new
TileSelection (chessBoardData.TileSelectionSO) ;
_tileSet = new TileSet ( chessBoardInfoSO);
_pieceArrangement = new
PieceArrangement (chessBoardData.NotationString, __chessBoardInfoSO,
chessBoardData.PiecesPrefabsS0O, chessPieceFactory);

}

public ChessPiece this[int x, int y] => pieceArrangement([x, y];
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public virtual void Initialize (IChessGame chessGame)

{
_chessGame = chessGame;

InitializeBoardComponents () ;

private void InitializeBoardComponents ()
{
_tileSet.Initialize();
_pieceArrangement.Initialize();

_tileSelection.Initialize();

protected abstract void MoveTo (Vector2 moveTo) ;
protected abstract void SelectPieceAndShowAvailableMoves (Vector?2

hitPosition);

public void OnTileHover (GameObject tile)
{

if ( processingMove || ! chessGame.CanPerformMove ())

return;
Vector2Int hitPosition = tileSet.LookupTileIndex(tile);
ChessPiece cp = pieceArrangement[hitPosition.x, hitPosition.y];

bool onTileClicked = Input.GetMouseButtonUp (0);

if (onTileClicked)
{
if (_activePiece != null)
{
if (cp != null && _activePiece.IsFromSameTeam (cp))
{
SelectPieceAndShowAvailableMoves (hitPosition) ;
}
else if (SearchForMoveDestination( availableMoves,
hitPosition, out Movement move))

{
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MoveTo (move.Destination) ;

else
{
if (cp != null && chessGame.IsTeamTurnActive (cp.Team))
SelectPieceAndShowAvailableMoves (hitPosition) ;
}
}

}
private bool SearchForMoveDestination (List<Movement> moves,

Vector2Int moveDestination, out Movement move)

{

for (int 1 = 0; 1 < moves.Count; i++)
{
if (moves[i].Destination == moveDestination)
{
move = moves[i];

return true;

move = null;

return false;

protected void OnSelectPieceAndShowAvailableMoves (Vector2Int
hitPosition)
{
_activePiece = pieceArrangement[hitPosition.x, hitPosition.y];
_availableMoves

_activePiece.GetAvailableMoves ( pieceArrangement,
_chessBoardInfoSO.boardSizeX,
_chessBoardInfoSO.boardSizeY, moveHistory);
RemoveMovesToPreventCheck () ;

ShowAvailableMoves () ;
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private void ShowAvailableMoves ()
{
List<(Vector3, bool)> tileData = new List< (Vector3, bool)>();
for (int 1 = 0; 1 < availableMoves.Count; i++)
{
Vector3 tileCenter =
TileSet.GetTileCenter ( availableMoves[i].Destination.x,
_availableMoves[i].Destination.y);
tileData.Add((tileCenter,
availableMoves[i].IsAttackMove)) ;

}

_tileSelection.ShowSelection (tileData);

protected async void OnMoveTo (Vector2Int moveTo)
{
if (SearchForMoveDestination( availableMoves, moveTo, out
Movement move))
{
_processingMove = true;
_tileSelection.ClearSelection();
_moveHistory.Add (move) ;
_movelListing.UpdateMovelListing () ;
await move.Process();

_audioSystem.PlaySound (Sounds.PieceMoveSound) ;

if (IsCheckmated())
{

_chessGame.EndOfGame (move.MovePiece.Team) ;

_activePiece = null;
_chessGame.ChangeActiveTeam() ;

_processingMove = false;
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private void RemoveMovesToPreventCheck ()
{
ChessPiece targetKing =
_chessGame.ActivePlayer.GetPiecesOfType<King> () .First();
SimulateForSinglePiece( activePiece, _availableMoves,
targetKing) ;
}

private wvoid SimulateForSinglePiece (ChessPiece cp, List<Movement>
moves, ChessPiece king)

{

List<Movement> movesToRemove = new List<Movement> () ;

Team attackingTeam = c¢p.Team == Team.White ? Team.Black
Team.White;
for (int 1 = 0; 1 < moves.Count; i++)
{
ChessPiece simulationPiece = cp.ShallowCopy () ;

int simX = moves[i].Destination.x;

int simY = moves[i].Destination.y;

Vector2Int kingPositionThisSim = new

Vector2Int (king.CurrentX, king.CurrentY);

if (cp.ChessType == ChessPieceType.King)

kingPositionThisSim = new Vector2Int (simX, simY);

PieceArrangement simulation = pieceArrangement.DeepCopy();
var possibleAttackingPieces = new
List<ChessPiece>( chessGame.ChessPlayers|[ (int)

attackingTeam] .ActivePieces);

// Simulate that move
simulation[simulationPiece.CurrentX,

simulationPiece.CurrentY] = null;
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simulationPiece.CurrentX = simX;

simulationPiece.CurrentY = simY;
simulation[simX, simY] = simulationPiece;
List<Movement> simulatedMoveHistory = new

List<Movement>( moveHistory);
simulatedMoveHistory.Add (new Movement (new
Vector2Int (simulationPiece.CurrentX, simulationPiece.CurrentY), new

Vector2Int (simX, simY), simulation));

// Did one of the pieces got taken down during simulation
var deadPiece = possibleAttackingPieces.Find(x => x.CurrentX

== simX && x.CurrentY == simY);

if (deadPiece != null)

possibleAttackingPieces.Remove (deadPiece) ;

// Get all attacking pieces available moves

List<Movement> simMoves = new List<Movement> ()
for (int a = 0; a < possibleAttackingPieces.Count; a++)
{
var pieceMoves =

possibleAttackingPieces[a] .GetAvailableMoves (simulation,
_chessBoardInfoSO.boardSizeX,
_chessBoardInfoSO.boardSizeY,
simulatedMoveHistory) ;
for (int b = 0; b < pieceMoves.Count; b++)
{
simMoves.Add (pieceMoves |[b]) ;

//Is that spot safe for king?
if (SearchForMoveDestination (simMoves, kingPositionThisSim,

out Movement move))

{

movesToRemove.Add (moves[1i]) ;
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//Remove some moves from availableMoves
for (int 1 = 0; 1 < movesToRemove.Count; 1i++)
{

moves.Remove (movesToRemove [i]) ;

private bool IsCheckmated()
{
var lastMove = moveHistory[ moveHistory.Count - 1];
Team attackingTeam = pieceArrangement[lastMove.Destination.x,
lastMove.Destination.y] .Team;
Team targetTeam = (attackingTeam == Team.White) ? Team.Black

Team.White;

IReadOnlyList<ChessPiece> attackingPieces =
_chessGame.ChessPlayers|[ (int) attackingTeam] .ActivePieces;

IReadOnlyList<ChessPiece> defendingPieces =
_chessGame.ChessPlayers|[ (int) targetTeam].ActivePieces;

ChessPiece targetKing = __chessGame.ChessPlayers|[ (int)

targetTeam] .GetPiecesOfType<King> () .First () ;

List<Movement> attackingMoves = new List<Movement>();
for (int a = 0; a < attackingPieces.Count; at+)
{
var pieceMoves =

attackingPieces[a] .GetAvailableMoves ( pieceArrangement,
_chessBoardInfoSO.boardSizeX, chessBoardInfoSO.boardSizeY, moveHistory);
for (int b = 0; b < pieceMoves.Count; b++)

{
attackingMoves.Add (pieceMoves [b]) ;

if (SearchForMoveDestination (attackingMoves, new
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Vector2Int (targetKing.CurrentX, targetKing.CurrentY), out ))
{
//King is under attack, can we defend him?
for (int i = 0; i < defendingPieces.Count; i++)
{
var defendingMoves =
defendingPieces[i] .GetAvailableMoves ( pieceArrangement,
_chessBoardInfoSO.boardSizeX, chessBoardInfoSO.boardSizeY, moveHistory);
//Delete moves that give us check
SimulateForSinglePiece (defendingPieces[i],

defendingMoves, targetKing);

if (defendingMoves.Count != 0)
return false;
}
return true;

}

return false;

public class PieceArrangement : IInitializable

{

private ChessPiece[,] chessPieces;

private readonly NotationString notationString;
private readonly ChessBoardInfoSO chessBoardInfoSO;
private readonly PiecesPrefabsSO piecesPrefabsS0;

private readonly ChessPieceFactory chessPieceFactory;

private const string PiecesParentName = "Pieces";

private Transform piecesParent;

public PieceArrangement (NotationString notationString,
ChessBoardInfoSO chessBoardInfoSO, PiecesPrefabsSO piecesPrefabsSO,
ChessPieceFactory chessPieceFactory)
{
_notationString = notationString;

_chessBoardInfoSO = chessBoardInfoSO;
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_piecesPrefabsSO = piecesPrefabsSO;

_ChessPieceFactory = chessPieceFactory;
_chessPieces = new ChessPiece[chessBoardInfoSO.boardSizeX,
chessBoardInfoSO.boardSizeY];

}

public ChessPiece this[int x, int y]
{

get => chessPieces[x, yl;

set => chessPieces[x, y] = value;

public PieceArrangement DeepCopy ()
{

PieceArrangement pieceArrangement = new

PieceArrangement (_notationString, __chessBoardInfoSO, _piecesPrefabsso,

_chessPieceFactory);

for (int x =

{

0; x < chessBoardInfoSO.boardSizeX; x++)

for (int y = 0;
{

y < chessBoardInfoSO.boardSizeY; y++)

if (this[x, y] != null)
{

pieceArrangement [x, y] = this[x, vyIl;

return pieceArrangement;

public void Initialize ()
{

_chessPieces = SpawnAllPieces ( notationString,

(_chessBoardInfoSO.boardSizeX, chessBoardInfoSO.boardSizeY)):;

PositionPieces ()
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private ChessPiece[,] SpawnAllPieces (NotationString notationString,
(int boardSizeX, int boardSizeY) chessBoardSize)
{
PieceArrangementData data =
notationString.GameDataFromNotationString () ;
ChessPiecel, ] chessPieces = new
ChessPiece[chessBoardSize.boardSizeX, chessBoardSize.boardSizeY];

_piecesParent = new GameObject (PiecesParentName) .transform;

for (int x 0; x < chessBoardSize.boardSizeX; x++)
for (int y = 0; y < chessBoardSize.boardSizeY; y++)
if (data.piecesInfo[x, y] != null)
chessPieces[x, y] = SpawnSinglePiece (data.piecesInfolx,
y] .type, data.piecesInfo(x, y].team);

return chessPieces;

public ChessPiece SpawnSinglePiece (ChessPieceType pieceType, Team

team)

var prefabIndex = ((int)pieceType - 1) + ((int)team * 6);
var pieceGO =
Object.Instantiate( piecesPrefabsSO.piecesPrefabs|[prefablIndex],

_piecesParent);

ChessPiece cp = chessPieceFactory.CreatePiece (pieceType);

cp.ChessType = pieceType;
cp.Team = team;
cp.PieceTransform = pieceGO.transform;

cp.Initialize();

return cp;

private void PositionPieces|()

{

for (int x = 0; x < chessBoardInfoSO.boardSizeX; x++)
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for (int y = 0; y < chessBoardInfoSO.boardsSizeY; y++)
if (this[x, y] !'= null)

this[x, y].PositionPiece(x, vy, true);

}

public class ChessGame : IInitializable, IChessGame
{
private readonly NotationString notationString;
private readonly IBoardFactory boardFactory;
private readonly INetworkService networkService;
private readonly GameCameraController gameCameraController;
private readonly PlayerFactory playerFactory;
private readonly TimerFactory timerFactory;
private readonly IPopUpService popUpService;
private readonly ICloudService cloudService;

private readonly IInputSystem inputSystem;

public ChessPlayer ActivePlayer { get; private set; }

public ChessPlayer[] ChessPlayers { get; }

private ChessPlayer localPlayer;

private GameTimer timer;

public PieceArrangementData InitialPieceArrangementData { get;

private set; }

public bool IsActivePlayer => ActivePlayer == localPlayer;

public Team WhoseTurn { get; private set; }

public bool WaitingForUserInput { get; set; }

public ChessGame (NotationString notationString, IBoardFactory

boardFactory, INetworkService networkService,
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GameCameraController gameCameraController
p PlayerFactory playerFactory, TimerFactory timerFactory,
IPopUpService popUpService,

ICloudService cloudService, IInputSystem inputSystem)

_inputSystem = inputSystem;

_notationString = notationString;
_boardFactory = boardFactory;

_networkService = networkService;
_gameCameraController = gameCameraController;

_playerFactory = playerFactory;

_timerFactory = timerFactory;
_popUpService = popUpService;
_cloudService = cloudService;

ChessPlayers = new ChessPlayer[2];

public void Initialize ()

{

InitialPieceArrangementData =

_notationString.GameDataFromNotationString() ;

ChessBoard chessBoard = boardFactory.Create();

CreatePlayers (chessBoard) ;

chessBoard.Initialize (this);

_timer = timerFactory.Create();

_timer.InitializeTimer (ChessPlayers|[0], ChessPlayers|[1],
EndOfGame) ;

WhoseTurn = (Team) InitialPieceArrangementData.whoseTurn;

ActivePlayer = ChessPlayers|[ (int) WhoseTurn];

_localPlayer GetLocalPlayer();

_gameCameraController.Initialize( localPlayer.Team);



SubscribeToLeftGameEvents () ;

_timer.Start();

private void SubscribeToLeftGameEvents ()

{
_inputSystem.OnBackButtonPressed = () =>

_popUpService.ShowPopUp (GameConstants.PopUps.ExitGamePopUp); };

_networkService.RoomCallbacksDispatcher.OnPlayerLeftRoomEvent

_popUpService.ShowPopUp (GameConstants.PopUps.ErrorToast,

"Player left the room!");
EndOfGame ( localPlayer.Team) ;

}i

_networkService.RoomCallbacksDispatcher.OnLeftRoomEvent +=

_inputSystem.OnBackButtonPressed = null;

_inputSystem.OnCameraViewChanged = null;

private ChessPlayer GetLocalPlayer ()
{

int team = networkService.LocalPlayer.PlayerTeam;
Logger.DebugError ($"Local player is from team {team}");

return ChessPlayers[team];

public bool CanPerformMove ()

{
if (IsActivePlayer && !WaitingForUserInput)

return true;
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return false;

public void ChangeActiveTeam ()

{

WhoseTurn = WhoseTurn == Team.White ? Team.Black : Team.White;
ActivePlayer = ChessPlayers| (int) WhoseTurn];

_timer.SwitchPlayer();

public bool IsTeamTurnActive (Team team)

{

return ActivePlayer.Team == team;

private void CreatePlayers (ChessBoard chessBoard)
{
for (int i = 0; 1 < 2; i++)
{
ChessPlayers[i] = playerFactory.Create(chessBoard, (Team)

i, InitialPieceArrangementData,
_networkService.LocalPlayer.MatchTimeLimitInSeconds) ;

ChessPlayers[i] .Initialize();

public void EndOfGame (Team winTeam)

{

_timer.Stop();

Debug.LogError ( localPlayer.Team == winTeam ? "You win" : "Game
over") ;

MatchResult result = _localPlayer.Team == winTeam ?

MatchResult.Win : MatchResult.Lose;
if (result == MatchResult.Win && cloudService.IsLoggedIn)
{
int newPlayerScore =
_networkService.LocalPlayer.PlayerScore + 20;
_cloudService.UpdateUserData (new Dictionary<string,

string> ()
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[GameConstants.PlayerDataKeys.PlayerScoreKey] =
newPlayerScore.ToString(),
1) ;
}
_popUpService.ShowPopUp (GameConstants.PopUps.WinOrLoseWindow, result);
}

public PieceArrangementData AssembleCurrentGameData ()
{
PieceArrangementData pieceArrangementData = new
PieceArrangementData () ;
pieceArrangementData.whoseTurn = (int) WhoseTurn;
pieceArrangementData.canBlackCastleKingSide =
ChessPlayers|[ (int) Team.Black].CanRightSideCastle;
pieceArrangementData.canBlackCastleQueenSide =
ChessPlayers|[ (int) Team.Black].CanLeftSideCastle;
pieceArrangementData.canWhiteCastleKingSide =
ChessPlayers|[ (int) Team.White].CanRightSideCastle;
pieceArrangementData.canWhiteCastleQueenSide =
ChessPlayers|[ (int) Team.White].CanLeftSideCastle;

return pieceArrangementData;
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KOPUCTaHI IHCTPYMEHTM

Onuc

Zenject
Ppedmeopk onA dependency injection y Unity, wo AonoMarae cTRYKTYPYBATH KO, IMEHLLNTH

ZE'RIHICTD MK DB'EKTAMI T3 NONSTLUINTIA TRCTYBAHHA,

Addressabless CHETEME [INR ACHHAOHHOND 3ABAKTAKEHNA T yNPABNIMHA pecypramm s Lnity, ska anssonse

SPEHTUBHO POINOAINATH KOHTEHT Y BEMMK! NPOSKTK, 30KDEMA ANA OHOBNEHL | 3TB3HTAMEHHA faHwy 3
cepeepa.

Un it\{ Localization CdiLifmmia naxer Unity ana ninTpumx BaratamMosHocT], AKKil 4OIBONAE NEPeKNANATH TEXCT, ayaio Ta
IHWi pecypon ANR piaHKK periodie | Moe.

UniTask NerkosamHa ansTepHatiea Task ana Unity, onTumisnsada Ans BrKOpHCTaHHA 3 asynclawalit Ges GO
allocations | 3 KpaLo0 NPOAYHTHEHICTIO B Irpoaux cueHaplax,

Hot Reload THETRYMEHT, KA QO3BONAE IMIHKIBATH CFf KOA Y peanbHOMY Hacl 023 NePeIaBaHTaeHHA CUEHH UM
NOBHOTD IANYCKY MR, 10 3HAYHO IPMWBWGUIYE NRoYeC popobcm.

Cake.Uni HanGynora Haa Cake (C# Make), Aaka Aozsonse agTomaTwayaaTk 36ipry Lnity-npoekTie Yepes ckpuntia,
" t\’ noneriwyio4n CL/CD IHTErpauin Ta pyTvHHI 33aa41.
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[IpoeKTyBaHHA CUCTEMM

Cumynauia pyxy irypu




PGN Ta FEN

[na 36epiraHHs LWAXOBUX NO2MLL BUKOPUCTOBYBABCA
FEN,a ans sino6paxeHHs pyxie PGN.

Portable Game Notation (PGN) — dopmar danny gna
3bepekeHHA WaxoBMX NapTin.

Hotauin ®opcaiita — Ensapaca (Forsyth—Edwards
Notation) — oauH i3 Buais waxosoi HoTauil, Ary
3a3BM4ait 3aCTOCOBYIOTh, WOB ONKUCATH NOTOUHY NO3MULLi0
(Hanpuknag, ANA TEKCTOBOro NOAAHHA LWAX0BOI 3aa4i).

CneujanbHum pyx "B3aTtTa Ha npoxoai'

Mutiptay

L Promotion
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*  Buytanennii cepeep
» RPC
» PlayFab

*  Photon PUN 2

MepexeBa B3aEMO1is

96

Tiew, 18- :cﬁ Jaln

Guest3zasy

=

0

BucHoBOK

* Po3pobneHa komn'toTepHa cMcTemMa 418 TPy B LIaxu y peasbHoMY Yaci.

* 3acTocoBaHo irposui pywin Unity y noegHaHHI 3 cydacHumu bibniotekamu ana
peanisayji iHTepdeincy Ta mepekesoro GyHKuUioHany;

* Peani3oBaHO OCHOBHMIA QYHKLiOHaN cUCTEMM:

cTBOPEHHA 061iIKOBOTO 3anucy Ta aBTOpM3aLlisd KOpPUCTyBauiB;
MOLWYK CYyNPOTUBHMKA Ta NiAKAIOYEHHA 40 OHNAWH-MaTUy;
OHNaWH MaTyi y peanbHOMYy Yaci;

cUCTeMa PEUTUHTY;

nepernaj WaxoBux NapTil y BUTNAA HOTaLil;
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