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The paper describes the development of a 3D game application in the "real-
time strategy"” genre for peer-to-peer (P2P) competitions on the Unity platform
using the C# language and the Mirror Networking library. The main goal of the
application is to create an environment where players can command units,
collect resources, develop strategies, and compete with each other for survival in
a post-apocalyptic world. The application implements unit selection, real-time
object management, weapon and armor systems, and a fog of war effect. The
paper covers the architecture of the project and the main challenges of
developing a multiplayer application in Unity.

Po3poOka OaraTokopuctyBaubkux 3D-Irop € akTyajdbHOI 3a7a4ero
CydacHoi 1HAYCTpii mporpamHoro 3abesnedeHHs. OcoONMBOT MOMYJISIPHOCTI
HaOyJIM JKaHpU CTpaTerid y peaibHOMY 4acl, € KOKEH I'paBelb KePYy€e MEBHOIO
KUIBKICTIO IOHITIB, 30Upa€e pecypcu Ta po3poOJisi€e TaKTUKY MEpeMOrH. Y IIiif
poOOTI MIPENCTABICHO MIIX1J 10 CTBOPEHHS TAaKOTO 3aCTOCYHKY JUIsl 3MaraHb y
dbopmari P2P na mmardgopmi Unity 3 Bukopuctanasm C# ta 6i6mioteku Mirror
Networking [1, 2].

IrpoBuii mporiec peanizoBaHUil y MOCTAMOKATINITHYHOMY CBITI, /1€ KOXKEH 3
JIBOX TPABI[IB KEPYE€ KOMAHIOK 3 TPhOX IOHITIB. OCHOBHOIO METOIO T'PHU €
3HUIICHHS 0a3u mNpoTUBHUKA. JIJIsI JOCATHEHHS Il€i METH IOHITH TIOBHHHI
JTOCHIKYBaTH KapTy, 30UpaTH pecypcu, Takl sK 30pos Ta OpoHs, Ta
BJIOCKOHAJTFOBATH CBOI XapaKTEPUCTHUKH.

3 TEXHIYHOI TOYKH 30pPY, KOXKEH IOHIT € OKPEMUM O0'€KTOM 3 BJIACHUM
1HBEHTapeM, XapakTEPUCTUKAMHU Ta aHIMall€r0. Bcl IOHITH 31aTHI IEpECYBATHCH
10 KapTi, B3aEMOISTH 3 00’ €KTaMU Ta 3MIHIOBAaTH CBOE CHOPSHKCHHS 3aJICKHO
BiJl cuTyarii. 3MiHa CIIOPSKEHHS BIIMBA€ HA OOHWOBI XapaKTEPUCTUKH, SK-OT
JMCTAHIIIS aTaKu, IMIBUIKICTh CTPIILOM UM PIBEHDb 3aXHCTY.

KomanHa B3aeMo/1is Ta 3MiHA CTaHIB IOHITIB CHHXPOHI3YIOThCS MK yciMa
IPaBISIMU 32 JIOMIOMOTOK0 MEPEKEBUX KOMaHJ Ta BiAJajJeHUX BUKIUKIB. Lle
JI03BOJISIE KOXKHOMY TpaBlieBl 0auuTH aKTyaJIbHUM CTaH IOHITIB OINOHEHTAa B
pearbHOMY uaci. TakuM 4YMHOM 3a0e3MeuyeThcsi KOPEKTHA Tepeliaya JaHuX 1
CIIPaBEJIUBICTh TPH.

Mirror Networking cTBOpio€ cTaOUIBHY MEPEXKEBY B3a€MOJIII0 JJIA TaKoOi
rpu. JIis 1mhOTO CHHXPOHI3YETHCS TIO3UIlSA KOXKHOTO IOHITA, OOMOBI il
0OpOoOJISIOTHCS HA CEPBEPl, a PE3yIbTATH TEPENAOTHCS BCIM YYaCHUKAM TPH.
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Takok CHHXpOHI3Y€ThCSl IHBEHTAp KOXKHOTO FOHITa, 00 yCl OaYmiIn aKTyalbHe
CHOPSKESHHS.

OxpeMy yBary OpUJIIJICHO CUCTeMiI OOMEXEHHS BUIMMOCTI Ha KapTi, sfKa
dopmye Tyman BiiiHH. lle cTBOprO€ HOJAaTKOBY TaKTUYHY CKJIQJ0BY, aJiXkKe
rpaBelb 0auuTh JIMIIE Ty YaCTHHY KapTH, SIKy pO3BiJanu Horo roHiTH. s
IIbOI'0 KOXKEH IOHIT Iepesiae CBOE MICIIC PO3TalllyBaHHS y CIEIiaJbHUM 00’ €KT
YOpAaBIiHHSA, SIKUWA (POpMY€E MOTOUHY BUAUMY 001acTh [3].

Cucrtema ympaBJiHHS pecypcaMH JI03BOJISIE FOHITaAM 30UpaTd MPEIMETH,
Takl K 30posi, OPOHA, anNTeuKH Ta 1HII KOPUCHI O0'€KTH, 110 3HAXOAATHCA Ha
kapti. Lli mpeameT MawTh PIi3HI XapaKTEPUCTHKH, $KI Oe3M0CcepeaHbO
BIUIMBAIOTh Ha OONOBI MOXJIMBOCTI IOHITIB, HANPUKJIAJ, 301IbIICHHS 3aXUCTYy
a00 TIJABUINCHHS IIBHJAKOCTI aTakd. 3i0paHl MNpeaIMeTH JOJAr0ThCS 0
1HBEHTAPIO IOHITAa1MOXYTh OYTH BUKOPUCTaHI B OyIb-SIKUW MOMEHT TIiJ] Yac TPHU.

Takox BeIMKe 3HAYCHHS MA€ KOHTPOJb BAXJIMBUX TOYOK HA KapTi, TAKUX
K PECYypCOEMHI pailoHH ab0 KJIIOYOBI YKPITJICHHS, SKI HAJal0Th CTpaTeridHi
nepesaru [4].

OpuH 13 3HAYHUX aCHEKTIB, KWW BHU3HAYa€ THYYKICTh 1 MacIITabOBaHICTh
OPOEKTy — L€ MOJYJbHA apxXITeKTypa. 3acCTOCYHOK JIETKO PO3MIMPIOETHCS
3aB/ISIKM BUKOPUCTAHHIO IIA0JIOHIB JI1 HOBUX THUIIIB 30poi, OpOHi, IpeIMETIB Ta
1oHITIB. KOXE€H HOBUI €leMEeHT MNOJA€TbCs A0 TPU Yepe3 MpOCTy 3MIHY
KOH(pirypauiitHux (aiinis, 6€3 He0OX1AHOCTI CYTTEBUX 3MIH Y OCHOBHOMY KOJII.
[le no3BoMsiE MIBUAKO aJanTyBaTd Ipy A0 HOBUX yMOB ab0 J0JaBaTH HOBI
KOHTEHTH ]ISl OHOBJICHb.

TakuMm ynmHOM, cTBOpeHUM 3D-3aCTOCYHOK € MOBHOIIIHHOIO IMJIaT()OPMOIO
JUTSL TPOBEJICHHSI 3MaraHb y »aHpl CTpaTerii y peaibHoMy yaci. Bin 3a0e3neuye
B3a€EMOJIII0 MK TpaBISIMH B peaJbHOMY 4Yaci, MEXaHikd 300py pecypciB Ta
MOCTYIIOBOTO  BJIOCKOHAJEHHS IOHITIB. Bukopuctanus Unity Ta Mirror
Networking rapaHTye BHCOKY HPOJYKTHBHICTh 1 MOXKJIMBICTh MaciiTaOyBaHHS
IIpU MiHIMaJIbHUX BUTpaATax Ha IHPPACTPYKTYpY.
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