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BBEJIEHUE

Busieourpsl B COBpeMEHHOM OOIIECTBE SIBJISIOTCS HEOTHEMIIEMOI YaCThIO KU3-
HY OTPOMHOI'O YHMCJIA JIIOJEH 110 BcemMy MUpY. JIIo1m NCHOIB3YIOT UX Kak BUI OTAbIXA
rocJie JJIMHHOTO padoyero JHs U Jaxe Kak crnocod 3apaboTka. Kaxplii 1eHb MUJIIU-
OHBI YeJIOBEK BKJIIOYAIOT CBOM MEPCOHAIbHBIE KOMITBIOTEPBI JJIs1 TOT0, YTOOBI IPOBECTH
napy 4acoB B IpyrOM U3MEPEHUH U OTBJIEUbCS OT CBOMX JKU3HEHHBIX MPOOJIEM XOTS
Obl HeHaoTO0. B mociennee Bpemsi, O0MIBIION MOMYISIPHOCTHIO MOJIb3YIOTCS KOJUIEK-
LIMOHHBIE KAPTOYHBIE UT'PHI, II€ UTPOKU B PA3HBIX PEKUMAX MOT'YT CPA3UThCA APYT C
OPYrOM, UCTIOJIb3Y sl CBOE 3HAHWE UT'POBOM TEOPUU, HAXOAYUBOCTbh U BHUMATEJILHOCTD.

AKTYyaJIbHOCTb JaHHOHM pa0OThI 3aKJI0YAETCS B TOM, UTO KAHP KOJUIEKIIMOHHBIX
KapTOYHBIX UI'P CeMYac HAXOAUTCS Ha CBOEM IIMKE, HO €lIE HE BCE BO3MOXXHBIE Bapu-
aHTBI UTPbI ObLTN peaTn30BaHbl U MPOBEPeHbl. B pamkax maHHo# paGoThl pa3dpadoTan
[IPOEKT, UCIIOJIb3YIOLIMI HETPUBUAIbHBIE MEXAHUKH, KOTOPBIE MOT'YT OKa3aThCA UH-
TEPECHBI MTOJIb30BATEIISAM.

IBuxok Unity myisi maHHOW paOoThl ObLT BHIOpaH KaK OfHA U3 CaMbIX Ya-
CTO KCIIOJIb3YEMBIX CUCTEM B COBPEMEHHOW UTrpoBOM MHAyCTpUM. 110 naHHBIM caiita
Game Developer, B 2021 romy 49, 48% Bcex IUIaTHBIX U, BBHIIIEIIINX B KPYyIHEH-
IIIeM MHTEPHeT-Mara3uHe KOMITBIOTePHBIX Urp Steam, pa3padboransl Ha Unity. A B
cdepe MOOMITbHBIX UTP ITOT MOKa3aTesb yke AaBHO mpesbicka 50%. [1]

Llenpio qaHHON paboOTHl OBLIO pa3padoTaTh KOJJIEKIIMOHHYIO KAPTOUHYIO KOM-
NBIOTEPHYIO UTPY Ha JABMKKE Unity ¢ ucnonb3oBaHueM B KadecTBe API mjist paboThl
C CEpBEPOM CUCTEMBI Mirror.

Jist MOCTVKeHU S 3a/IaHHOM 11eJI1, ObUTM TIOCTABJICHBI CJISAYIONIME 3a/1aUM:
M3YyYUTh OCHOBBI pa0OTHI C UTPOBBIM ABMKKOM Unity;
W3Y4YHUTh OCHOBBI paOOTHI ¢ ceTeBbiM API Mirror;

pa3paboTaTh KOHLEMT AJIs1 KOJUIEKIIMOHHOW KapTOYHOM UIPBI;

el

pa3padoTaTh NpOrpaMMy, peaM3yIolylo 3TOT KOHIEMNT.
B nanHo#t paGoTe 1Jisl peasin3aliui MPAKTUUECKONW YaCTH UCIONb3YIOTCS Clie-
AyIOILKE IPOrpaMMHbIE CPECTBA!

— wurpoBoii nprxkok Unity;

— cuctema Jij1s1 paboThl ¢ ceTbio Mirror.



1 OcHoBHbBIE NPUHIANLI Pa3pPad0TKN UIPbI
1.1 O aBukke Unity

[Tpunoxkenue Unity npeacrasisieT coO0# npogecCUOHABHBII UTPOBOM JIBU-
KOK, KOTOPBIA UCIIOJIb3YETCSI B CO3/IaHUM BUJICOUTD [JIs1 PA3JIMUHBIX I1aTPOpM. DTO
WHCTPYMEHT, KOTOPhIM €KeJHEBHO TMOJIb3YIOTCS OIBITHBIE Pa3padOTUMKU, a TaKkKe
OIVH U3 HauboJiee TOCTYNMHbIX MHCTPYMEHTOB 11 HOBUYKOB. [t pa3pabOTUMKOB
Unity npemyiaraet BO3MOXKXHOCTD I00aBUThH B CBOU MPOEKT OOIMIMPHBIN (DYHKITMOHAJ,
BKJIIOYAIONINI B ce0s1 MOfIeTMpOBaHue (PU3NIECKUX Cpell, KapThl HOpMaJiel, perpax-
JIEHUE OKPYXKAIOILEro CBeTa B KPAaHHOM MPOCTPAHCTBE, IMHAMUYECKUE TEHH. [”]
Pabouuit mponiecc B Unity 4€TKo MpuUBs3aH K cpeie pa3padOTKH, UYTO MO3BOJSET
NIPOrPaMMHUCTY HE pa3pbIBaThCs MEX/1y MHOKECTBOM OKOH U MPOTPaMM - 4epes3 3Ty
Cpelly MOKHO MOJTY4YHTb AOCTYII K JTI0OO0H clieHe, Jiodomy npedady u modomy daiimy

C KOOOM IIpOIrpaMMBI.

1.2 O cereBom API Mirror

B Unity nns pa3paOoOTKU MYJIbTUIUIEEPHBIX MPOEKTOB JAOCTYIHbI MHOXKECTBO
pasnuyuHbIX (PpEeHMBOPKOB, IJIATHBIX U OecIUIaTHBIX. B pamMkax manHoi paOoThl Oblia
UCroJIb30BaHa OecryiaTHasi cuctema Mirror, mpejcTtasisionias codoi qopadoTaH-
HYIO BEPCHIO KJIACCUYECKOM 15l IBUKKA TeXHoyoruu UNet, mogaepkKa KOTOpoil yxe
npekpatuiack. Mirror moxeT padoTaTh Kak CBsI3Ka KJIMEHTa U cepBepa, Tak U Kak

NoGUI-cepgep. [I]

1.3 Ilpusiuns! pa3padoTKi KOJJIEKIHOHHON KAPTOYHON UrPhI
1.3.1 KosnekimoHHble KapTOYHbIE UTPBI ¥ CAMBIE U3BECTHBIE UX MPUMEPHI

KoJuleKIIMOHHbIE KapTOYHBIE UIPHl — 3TO HE BCE UIPHI, T UTPOK MOKET CO-
OupaTh Kakue-TO KapThl. IMU CUMTAIOTCS TOJBKO T€, B KOTOPBIX UI'POKHU JTOJIKHBI
coOuparh U3 CBOUX KapT KojoAsl U urpath umu. [Ipaktuuecku Bce KKU - urpsl ¢
HETIOJIHOM MH(POPMALIME: UTPOKH IEPKAT CBOM KAPTHI HA PYKE Y HE 3HAIOT, KAKUE Kap-
THl HAXO/ISITCSI HA PyKe OIIMOHEHTA, YTO N30aBJIsSeT OT HEOOXOUMOCTU PACCUMTHIBATD
BApUAHTBI HA HECKOJILKO XOJOB BIIEPE[], XapaKTEPHOMU JIJIs1 UT'P € MOJIHON UH(pOPMALU-
ei, Bpoae maxmar. [Ing KKW xapakTepHo He JaBaTh UTPOKY JAOCTYN KO BCEU KOJIOAE
cpa3y, a TOJbKO K €€ 4acTH, KOTOpas PacKphIBAETCA MO XOAY IApPTUU CIIy4YaiHBIM
oOpazom. OCHOBHO# BUJ, 0051 1151 TAKOTO BUJIA UT'P - AY3JIb MEXK]y IBYMS UTPOKAMHU.
B xauecTBe MpUMEPOB TaKUX NPOEKTOB MOXHO NpuBecTh Magic: the Gathering

U Hearthstone.



1.3.2 Merareiim u poranus

MerareiiMm — 3T0, B IPUHLIMIIE CBOEM, UT'Pa HAJ UTPOil, B KOTOPOM UTPOKM IpU-
HUMAIOT yJacTHe MpY CO3AaHUM U BIOOpe CBOMX Kojof. MHorma metareiim orpee-
JISIOT KaK TO, Kak urpaioT apyrue. Hu ogHa Kojio1a He MOKET UMeTh XOPOIIIUE IIaHCHI
MIPOTUB BCEX MPOUYUX KOJIOMA: ITO HAPYIIWIO Obl OajaHC UTPHl M CHU3WIIO KAYeCTBO
UTPOBOTO Tpoliecca. B mpogymaHHOM MeTareiime Bcerja NpucyTCTBYIOT HeTpaH3U-
TUBHBIE 1IETIOYKH, BPOJE ClAeAylomieii: kojgoga A nodexaaeT b, koTopas modexaaer
kooxay B, a konmona B mobexaaeT kojoay A, TONBKO pa3IMYHBIX TUIIOB KOJIOA OYCHb
MHOTO, ¥ IIETIOYKH MOTYT OBITh OUEHb 3aITy TAHHBIMHU.

Oo61mmast criia KoJIoJ IOCTOSIHHO pacTéT. Padymeercs, HeJib3s1 JeiaTh KapThl U3
KaKJI0r0 HOBOTO BBIMTYCKa CUJIbHEE MPEKHUX : [IPU TOM CTapbie KapThl OBICTPO TEPSIOT
AKTyaJIbHOCTb, UTPOKAM 3TO TMOCTENEHHO HAaJOedaeT, U OHU yXoAsaT u3 urpbl. Ho
Ja)xe B TOM CJIy4ae, €CJIM CPEHSISI CUJIa KapT HOBBIX BBIITYCKOB HE IPEBOCXOUT CUITY
CTapbiX, 00IIas cujia KOJIOJ MOCTENIEHHO PacTeT, MOCKOJIbKY Yy UTPOKOB MOSIBIISIETCS

00JIbllIe BAPUAHTOB.

1.3.3 TIpobaembl pa3pabOTKH KOJUIEKIIMOHHON KAPTOYHON UTPBI

Huzaiineps! Bcex ceteBbix KK BhIHY kK A€HBI pemiaTh OJHU U T€ K€ 3a1a4d, U
KA4YeCTBO UX PEIIeHUs MOTHOCTHIO ONPEESIET, HACKOJIBKO XOPOIIIeH MOTyUUTCS Ur-
pa, 1 OyAeT Jiu OHa IPUHOCUTD CephE3HBIN 10X0A. PaccMOTprM OCHOBHBIE TIPOOJIEMBI,
Ha KOTOpbIe CTOUT 00paTUTh BHUMAaHUE TIPH pa3padoTKe:

— BprIcokmit ypoBeHb abCTpaKIvy.
— DJIMTApPHOCTb.

— CHOpTI/IBHOCTb M Ka3yaJIbHOCTb.

1.3.4 ITpuHUMIIBI CO3AaHUSA KapT

[Tpu co3panum KapT HEOOXOIUMO PYKOBOACTBOBATLCS CJIEYIONIMMU ITPUHIIU-
IaMHu:
— Kapram HeoO6xonuma cuHeprusi — ynayHoe coueTaHue Kapr.

— Heo0xoaumo oOpainath BHUMaHUe Ha KOMOWHAIMIO KapT.



2 Pa3pa0oTKa urpbl
2.1 Onucanue ujaen nMpoekTa

Pabouee Ha3zBaHue npoekta - Family Affairs. WUrpa npeacrasisieT codoi
MPOTUBOCTOSIHUE TPEX CTOPOH - Mapuu, MOTULIMU U OOBIYHBIX Jofei. B urpe gocty-
TIeH PEeXUM WI'PHl BABOEM, TJie KaKIOMY UI'POKY Ha BBIOOp IpeaiaraeTcsi Ha BoIOOD
OJHAa U3 TPEX 3apaHee 3aroTOBJIEHHBIX KOJIOJ U3 HEOOJBIIIOTO YUCa KapT U repoes,
NpPUBSI3aHHBIX K 3TUM Kojogam. Cama urpa npoxoguT B MPUBBIYHOM pPEXKUME - HA
MEPBOM XOAY KaXIOMY UIPOKY BBIAAETCS 5 KapT U 1 MOHeTa, KOTopasi MO3BOJISIET
CHITPaTh OAHY U3 MOJIYYEHHBIX KapT. 3aTeM, KaKIblil XOIl UTPOK MOJIydaeT B PyKY
emé 1 KapTy, a KOJIMYECTBO JIOCTYIHBIX IJIs1 UCTIOJIb30BAHKS MOHET YBETMUMBACTCS
Ha 1 1o cpaBHeHUIO ¢ TipeapAyIuM xonoM. Kaxgas kapra cnocoOHa HaHECTH YPOH
MepCOHaXY NMPOTUBHUKA. [lapTust cunTaeTcss OKOHYEHHOM, KOTJ]a 3[J0POBbE OJHOTO

13 urpokoB pocturaet 0. [4]

2.2 IIpedad xapT u cBA3aHHbIE ¢ HUM MPOIIECCHI
2.2.1 Crpyktypa npedada

dopmupyeTcs CTpyKTypa UTPpOBOro oobekTa - KapThl. [Ipoucxoaut oObscHe-
HUE KaXkJIOro BXOAsAIIero B npegad oObekTa, CO3/1al0TCS CTPYKTYPhl, HEOOXOIUMBbIC

IUTIS1 KOPPEKTHOM pabOTHI KOJUTU3UH.

2.2.2 Kmacc Card.cs

3nech 00bsicHsIETCA (hopMUpOBaHUE OA30BOTO JJ1s KapT Kiacca. [5] Jano omnu-
CaHue KaXXJAOMY MOJII0 ¥ KaXJA0W BXOJsIel B KJ1acC (DyHKIMU, KOTOpbie (GOPMUPYIOT

00BEKT. [0]

2.2.3 Kmacc CardDatabase.cs

[Tpoucxonut co3panue Kjaacca, BHIMOIHSAIONIETO poJib 0a3bl JAHHBIX UCTIONb3Y-
EMBIX B UTPE KapT, B KaUecTBE OOBEKTOB, KOTOPhIE COiepKaT B ceOe JaHHbIe 00 ITUX

KapTaXx UCIIOJIB3YIOTCA CITUCKU.

2.2.4 Knacc CardFlipper.cs

dopmMupyeTcs KJIacc, OTBEHAIIUHA 3a IEPEBOPAYMBAHUE KAPTHI JJ1 TOTO, YTO-

OBl IMPOTUBHUK HC MOTI' BUIACTb Ha60p KapT UI'poOKa BO BPCMA IMapTUH.



2.2.5 Knacc CardZoom.cs

JLJ1s1 TOrO, YTOOBI UTPOK MOT MTPOUYUTATH OMUCAHUE TOTIOHUTENbHBIX 3(P(PEKTOB
PO3BIrpPhIIIA KapThl U JpyTUe €€ XapakKTepUCTUKU MPOBOIUTCS peajim3alus Kiacca,
KOTOPBIH 103BOJISIET IPU HABEJEHUU KYypCOpa Ha KapTy CO3/1aBaTh €€ KOIHUIO, pa3Mephbl

KOTOpPO#i B 2 pa3za 00JIbIlle OpUrMHATIBHOM. [ 7]

2.2.6 Knacc DragDrop.cs

OnuceIBaeTCs1 COCTaBJICHUE KJIaCCa, IMO3BOJIAIOIICTO UI'POKY IICPEMCIIATDL Kap-

Ty 10 9KPaHy ¢ MOMOILBIO MBIIIIH.

2.2.7 Kunacc ThisCard.cs

dopmupyeTcs Kiacc, Yb€ Ha3HAUYCHUE - ONPEICIIATh BU3YAIbHBIE XAPAKTEPH-
CTHKH KapThl. 31€Ch HAXOAATCSA MPOLEAYPHI IS BBICTABJICHUS LIBETA KAPTHI, €€ 310-

POBbsSI M aTaKH, 1IEHbl €€ PO3bIrpPHIla, €€ N300paKeHHS U TaK Jaliee.

2.3 IIpedad repos u cBsi3aHHbIE C HUM MPOIECCHI
2.3.1 CrpykTypa npecada

dopmupyeTcst CTpyKTypa UTpoBOro o0bekTa - reposi. CocTaBisoIIUe 3TOro
00BEKTa MOYTH TOJTHOCTHIO MOBTOPSIOT Tipehad KapThl, OTJIUYME JIMIIb B TOM, UTO
y Teposi HET aTaKy W MOJIS ¢ IEHOW PO3bIrPhIlla, 31€Ch BMECTO HUX €CTh IOJIE /IS

aKTHUBAIIMY CTICIIMAJIBHON CTIOCOOHOCTH MEPCOHaXa.

2.3.2 Knacc Hero.cs

OnwuceiBaeTcst 6a30BbIiA KJIACC IJIS1 TE€POEB, TOBTOPSIONINI IT0 CBOMM TIPUHITU-

MaM aHAJIOTUYHBIN KJ1AaCC JJIS KapT.

2.3.3 Kunacc HeroDatabase.cs

[Ipoucxomur onucaHue Kiacca, HOBTOpAIIEro npuHuuIel CardDatabase . cs,

HO IJId TepOCB.

2.3.4 Kmacc HeroZoom.cs
Jlorvka 3Toro kJjiacca IMoJIHOCTbIO MOBTOPSIET aHAJIOTMYHBIA KJacc IJIsl KapT
CardZoom. cs. EnuHCTBEHHBIE pa3anyus - MO3UIKS KOIUU IFeposi U UCHOJIb3yeMast

(pyHKUIMSA 1711 YCTAHOBKY JAHHBIX T€pPOSl.



2.3.5 Kunaccel HeroPower.cs u HeroPowerDatabase.cs

HpOI/ICXOILI/IT OIMMCaHUE KJIACCOB, aHAJIOI'MYHBIX HOI[O6HI)IM IJIA T€POCB U KapT.

2.3.6 Knacc ThisHero.cs

dopmupyeTcst Kj1acc, OTBEYAIOIIUE 32 PEryJIMpOBaHUE BU3YaJbHBIX aCHEKTOB

O0TOOpakeHUsI FepOeB Ha SKPaHe UrPOKa, MoBTopsieT codoit ThisCard. cs.

2.4 IlepBasi cTpaHUIIAa MEHIO
2.4.1 Onucanue CTPYKTYpPbl CLEHBI

OnucehiBaoTCsI 00bEKTH, (POPMUPYIOIIIKE TIEPBYIO CTPAHUILY MEHIO.

2.4.2 Onucanue Koga padOoThbl CTPAHULIBI

HpOI/ICXOI[I/IT OIINCAHUE COOCPKHUMOIO (l)aﬁHOB, CoCpiKaIMX KOO, OCYIEeCTB-
JIHIOH_II/IIU/I pa60Ty OCHOBHBIX 3JICMCHTOB CTPAHHUIIBI - KHOIIOK Ha4daJla WMI'PbI, BBI3OBa

MEHIO OINLMI U 3aBEPILIEHUS UIPBHI.

2.4.3 Ornmcanue Koga paboThl C MEHIO OIMINHT

OOBSACHSIOTC S IPUHIIUATIBI PAOOTHI MEHIO oM. OIMCHIBAIOTC S 0ObEKTHI, yUaCT-
BYIOIIIME B peryJIMpOBaHuU 3ByKa. [3] OObsCHSAETCS MpoIecc BO3BpallieHus K padoTte
C OCHOBHBIMU 3JIEMEHTAMU MEPBOM CTpaHULIbl MEHIO. [9] Takke 31ech OnMchBaeTCS
MPUHIUIIB padOTHI ayauo B ripoekTe. [ | 0] OTaenbHOoe BHUMaHUE YAEISIeTCSs IPOLECCY

COXpaHEHHUs HACTPOEeK nosib3oBarens. [ | 1]

2.5 Bropas cTpaHuna MeHio
2.5.1 OnucaHue CTPYKTYpbl CLICHbI

OnuceBalOTCS 00BEKTHI, (POPMUPYIOIITHE BTOPYIO CTPAHUILY MEHIO.

2.5.2 Onucanue Koga padOThl CTPAHULIBI

[Tporcxomut 0ObsICHEHUE TTPUHIIMIIOB paOOTHI ABYX KHOIOK CTPAHMIIBI - I1e-
pexojia K CTpaHulle JJIs BBOJA ajpeca cepBepa M BO3BpaTa K MEPBOH CTpaHMIIE Me-
HiO. [|”]

2.6 Urposoe 10061
2.6.1 Onucanue CTPyKTYpPHI CLIEHBI

OnuchBaOTCSI 00BbEKTHI, (POPMUPYIOIINE UTPOBOE JTOOOU.



2.6.2 Omnucanue Koga padoThbl CTPAHULIBI

[Tpoucxoaut oObsICHEHNE MPUHIIUIIOB PaOOTHI CTPAHMIIBL, BKIIOYAIOIIUX B ce0s1
COXpaHEHHEe YKa3aHHOI'O IO0Jb30BaTesieM ajJpeca CepBepa, U MepexoAa Ha BTOPYIO

CTpaHUIly MEHIO. [ | 3]

2.7 OcHoBHaA ClleHa UTPbI
2.7.1 Onucanue CTPYKTYpPbl CLEHBI

OnuchIBaoTCSI 00BbEKTHI, (POPMUPYIOIINE OCHOBHYIO UTPOBYIO ClieHy. [ 4] 1o
BKJIIOYAET B ceOs MPOIECC 3arpy3Ku HEOOXOAUMBIX OOBEKTOB MPHU MOAKIIOUYSHUU

urpoka. [15]

2.7.2 Ornmcanue Koga padOThI CTPAHUIIBI

OOBACHSIOTCS TIPOIIECCHI, CBS3aHHBIE C CTAPTOM WIPhl U padOTO OCHOBHBIX

KHOITOK Ha CTpaHuIE. [ 16]

2.8 Kuaacc PlayerManager.cs 1 pad0oTa OCHOBHBIX IPOII€CCOB HI'PbI
2.8.1 Ilepemennsie u OnStartClient()

[Tpoucxoaut nmogpoOHOE ONMMCaHUE HCIMOJIb3YEMbIX B Kjlacce NMEPEeMEHHBIX U

(bYHKL[I/II/I, pa60Ta KOTOpOfI OCYHICCTBIIACTCA IIPU MPUCOCOINHCHUN KJIMCHTA K CCPBC-

py-

2.8.2 BcnomoraresibHble (PyHKIIUA

OmnuceiBaeTCss paboTa HEOCHOBHBIX (DYHKIIMA KJjlacca, BKJIIOYAIIMX B ceOs
OOHOBJIEHHUE YMCJIa OTBITPAHHBIX XOJI0B, OTOOpakeHHe COOOITIEHUIA OT cepBepa 1 00-

HOBJICHUSI COCTOSIHUS UTPOKa. [17/]

2.8.3 ®yHk1MU BEIOOpA MEpCOHaXa

OO0mbsicHsIeTCS TpOolIecC BHIOOpA MepcoHaka U rnepexoa K camont urpe. [ 18]

2.8.4 ®dyHKIMU BbIIAYU KAPT UTPOKY

OOBACHSIOTCS TPOIIECCHl, OTBEYAIONIME 32 BbIaUy KapTy UTPOKY B Hauaie

KaXI0ro €ro xoja.

2.8.5 ®yHKUMU PO3BITPHILIA KAPT

[Iporcxonut onvcanve (PyHKLMA, OTBEYAIOIIMX 32 PO3BIIPHIII KapT U BBI30BA

UX crienuajibHbIX 3(hPeKTOoB. [19]
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2.8.6 ®yHKIMH, OTBEYAOIIKE 32 3aBEPIIEHUE X0/1a UTPOKA

OnuceiBatoTcst (PYyHKIMK, OTBEYAIOIIKE 32 IEPEXO0/] X0/1a, BKJIIOYAIOIIUE B ceOs
OTKJIIOYEHHE KHOIKU Niepexo/ja Xo/1a, OOHOBJIEHHE KOJIMYEeCTBA JOCTYITHBIX UTPOKY U

€ro MPOTUBHUKY MOHET U aBTOMATHUUYECKHIA ITporiecc 60s1.

2.9 ®dyHKIuMu, 0TBEYAIOIIHE 32 NCNOJIb30BaHIE HTPOKOM CIIOCOOHOCTH €ro

IepcoHazka

B sT0ii yacT onKckBaIOTCS (PYHKIUH, pEeaTM30BaHHBIE JJIS1 TOTO, YTOOBI UTPOK

MOTI' UCITOJIB30BATh CIICLINAJIbHBIC CIIOCOOHOCTH €70 IIEpCOHAXKa.

2.10 Paoora uara

Omnucanve coznanus uatepdgeiica yata u paboThl C YaTOM.

2.11 IIpumep padoTHI NPOEKTA

Jist TecTrpoBaHust padOTH IPOEKTa ObLT UCMOIb30BaH ParrelSync.
ParrelSync - 1iarvt, NO3BOJIAIOIIMI CO31aBaTh KOIMUUA NIPOEKTa B Unity U OTKPHI-
BaTb €ro OJHOBPEMEHHO B HECKOJIBKMX OKHax. [20] Takxke, mia tecTupoBaHuE K
00bekTy NetworkManager B ciieHe GameScene2Players Obl1 100aBJIeH
NetworkManagerHUD - uHTepdeiic, NO3BONAIIINANA BPYUHYIO 3allyCTUTh CEPBEP U
KJMEHTOB. [2 | ] B kauecTBe BTOPOro UrpoKa BBICTYNUT JTOMOTHUTEILHOE OKHO PEJaK-
Topa Unity.

JlaJsiee poOMCXOAUT OMUCaHUE HECKOJIBKUX MPUMEPOB KOPPEKTHOM pabOTHI ITPO-

CKTa.
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SARJ/IIOYEHUE

Takum 06pa3om, B paMKax BbIIIOJIHEHHO pabOThI Oblila pa3pad0TaH PeXuM i1
KOJIJIEKIIMOHHON KapTOYHOW WIphl, JOCTYMHBIN JJIs1 ABYX UTPOKOB. B xone paboThl
OBbLI BBITIOJTHEHBI CJIEAYIOLINE 3a/1aUK:

1. u3y4eHsl OCHOBHI PA0OTHI C UTPOBBIM JBUKKOM Unity;
2. U3y4YeHBI OCHOBHI pabOTHI C ceTeBbIM API Mirror;
3. pa3zpaboTaH KOHLENT /Jisl KOJUIEKIIMOHHOW KapTOYHOU UTPBI;

4. pazpaboTaHa mporpaMma, peaau3yoias 3TOT KOHIIETIT.
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