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Pa3paboTka nomaroBo TAKTHYECKOH KJIHEHT-CEPBEPHOI UTPHI

Vavsanos Ecop Anopeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHOW cTaThe paccMaTpuBaeTCs W OMKCHIBACTCS pa3padOTKa TMOIIAroBOH
TaKTHYECKOW  KJIMEHT-CEPBEpHON WIpel Ha  KommbioTep. MUrpa  Oyxer
pa3pabaThIBaThCs Ha SA3bIKE MporpaMmMupoBanusi C# ¢ MOMOIIBIO UTPOBOTO JIBHKKA
Unity 3D. IIpaktnyeckuM pe3ynbTaToOM SIBISETCS pa3padOTaHHAS UTpa.
Kimouessle ciioBa: Wrpa, C#, Unity 3D
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Abstract

This article discusses and describes the development of a turn-based tactical client-
server game on a computer. The game will be developed in the C # programming
language using the Unity 3D game engine. The practical result is a developed
game.
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KomneroTepusle WUrpbl 3a BpeMs CBOETO CYLIECTBOBAHUS IIPETEpIIEIIN
MHOXXECTBO  KAUECTBEHHBIX H3MEHEHMHM B YaCTU  BBIPA3UTEIIBHOCTU U
TEeXHOJIOTMYHOCTH. HabmiomaeTcss NpPOHMKHOBEHHE KOMIIBIOTEPHBIX WP B
paznuyHble cdephl JeATEIBHOCTH — OO0pa3oBaHWE, WCKYCCTBO, CIHOpT. B
oOpa3oBaTenbHOM cdepe, HApUMEpP, OHU MOTYT CIYXHUTb HHCTPYMEHTOM JIs
MPOBENCHUS JIEKIHMM, HK3aMEHOB, MPO(EeCCUOHATBHOW MPAKTUKH. TaKKe HUIpbl
MOTYT ITOMOYb B TAKHMX BEIIAX, KaK pPa3BUTHUE NMPOCTPAHCTBEHHOI'O MBILIEHUS,
YIIYYLIEHHUE 3pUTEIIbHON PEAKLIMH, CHATHE CTPECCA, TPDEHUPOBKA OPraHU3aTOPCKUX
HAaBBIKOB.

[lesib naHHOW CTAThM PACCMOTPETh BO3MOXHOCTH UTPOBOTO JBMKa Unity
3D B cereBbIX Mrpax W CO3JaHUE MOLIATOBOM TAKTUYECKOW KIMEHT-CEPBEPHOM
UTPBI.

B.J1.JIykuHBIX paccMOTpesn BO3MOKHOCTh CO3JaHUsI KOMIIBIOTEPHOM UTPHI B
xanpe «Action/RPGy [1]. B mannoii padote 3.C. Oxopokos, H.H. Cusues, I'.10.
[TpoTonbsakoBa onmucaiyu TEXHOJIOTHU pa3paboTKu MHAU urp. Takxke paccMoTpenu
HOHSTHS, YTO TAaKO€ WHJM WIPBI, U KTO Takue MHAM pazpadorumku [2]. B.W.
MaxkapoB TmpoBen B CBOEH CTaTbe aHaIM3 CIOCOOOB JJISl  CO3JaHUS
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I0JIb30BaTEIbCKOT0 MHTEpdeiica pu pa3padorke npunoxenuit [3]. Tak xe A.W.
Homxenko coBmectHOo ¢ C.A. ['mymieHKo MpoBenM aHaiu3 Ie1eco00pa3HOCTH
pa3paboOTKM MOOWJIBLHOTO TIPWIOKEHHS i1 android yCTpPOMCTB, a Takxke
pazpaboranu coocTBeHHOE npuiiokeHre Ha android [4]. B cratee P.B. ManbueBa u
C.B. KpuBoieeBa Obl BBINOJTHEH aHAU3 apXUTEKTypHOU cuctembl ARM kak
anmapaTHON OCHOBBI JUISI CO3/IaHUSI CUMYJIATOPOB T/C [5].

HanumeMm koxa, xkoTopeiii Oyner oOpa3oBbIBaTh CEpBEp Ha KOMIIBIOTEpE.
[lpaBuna  wrpel  ObUM  3ampOTpaMMHUPOBAHBI  C  TOMOIIBIO  SI3BIKA
nporpammupoBanust C# u IDEVisualStudio 2017. Ha onnom yctpoiicTBe paboTaet
cepBep (M KJIMEHT), a Ha IPYTrUX - KIMCHTH. Hamuimem coeaMHUTEIbHYIO YacTh
cepBepa CM. pUCyHOK 1 u 2.

t tepClient, Manager m)

art{Reading) );

Reading()

stresm = client.GetSt
[] data =
[ 1]

8, bytes)};

(msg. Length > @)

Uni tyMainThreadDispatcher. Instance( ) . Enquese(nanager. OnClientMessage(

1

Puc. 1. CepBepHnblii koa
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nessage)

message = type + + message

[] data = [128]);
data = Er ing.Unicode.GetBytes(message);
stream Write(data, 8, data.length);

listener;
Manager manager;

ListeningConnections()

listener = ss.Parse(address), port);
listener.Start()

Debug.Log( O
( )

client = listener.AcceptTepClient();
1% clientObject = T -y
UnityMainThreadDispatcher. Instance().Engq

{client, manager);

ueve(manager.clientAccepted(clientObject));

(Except ex)

Debug.LogError(ex.Message) ;

(listener ! )
listener.Stop();

ip, Manager m)

address = 1ip;
I\d-’ldgdf' = W
sad clientThread

3 Start(ListeningConnections));
clientThread.Start();

Puc.2. Cepepnsrit ko (IIpogomkenue)

Jlanee HeoOXOAMMO HamucaTh KOJ KJIHMEHTa WIPBHI.

bynem mnucath
nonyJspHbIi ceiivac “BattleRoyale” ¢ Bugom cBepxy (puc.3-4).
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System;

em.Net . Sockets;
System.Text;
UnityEngin
System.Threading;

Manager manager;
stream;

L client;
StartClient()

client TepCl t(addres
stream = client.GetStrean();

d readingThread Thread( T adStart(Reading))

readingThread.Start();

(Excepti ex)

Debug. LogError(ex.Message) ;

Reading()

)

[] data = [
ingBul builder =
bytes = @;

bytes = stream.Read(data, @, data.length);
builder. Append(Encoding.Unicode.GetString(data, 8, bytes));

(strean.DataAvailable);

message = builder.ToString();

[] messages = message.Split('&');
( msg

(msg.Length a)

UnityMainThreadDispatcher. Instance( ). Enqueve(manager.OnServerMessage(nsg) ) ;

(Exception ex)

Debug. LogError(ex.Message) ;

client.Close();

BESSdRE

address
LEREY

Puc. 4. ITponomxenne koaa

[Tocne Toro kak ObUIM HANKCaHBI KJIMEHT U CEPBEP, OCTAIOCH JT00ABHUTH
MEPCOHAXKEN, YCUIIUTEIHN U KapTy (puc.5-7).
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Puc. 5. [lepcoHaxx 1 IPOTUBHUK

Puc. 6. Ycunurenun

Kameshki
Stalber ¥

* Marjsion

= e
Paehinki e
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e e
litarysBase

Puc. 7. Kapra

Temeps urpa roroBa U Ha PUCYHKaxX HIDKE MPEJICTABICHA €€ peanu3alus u
“gameplay”. IlepBblii HTPOK, CO37aET CEPBEP HA CBOEM KOMITBIOTEPE CM. PHCYHOK

8.
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€0 StrategicBattleRoyal?

OcranbpHbIC HUI'POKKU BBOIAT

IP Address:
| 127.0.0.1 |
Huk:
\ Wrpok \
‘ Cozpatk cepeep ‘
‘ MogknoYKTECH ‘
FotoB
Mrpoku:
Mrpok He rotoe
1 Fotoe
1 He roTos

OBKMOAHME TOTOBHOCTM UrPOKOB

Puc. 8. Co3nanue cepBepa

IP-anpec cepsepa,

HOKUMAIOT MOJKIIOYUATHCSA CM. pUCYHOK 9 1 10.

<4 StrategicBattleRoyal2

IP Address:
| 127.0.0.1 |

Huk:

& |

‘ CoapaTte cepeep ‘

‘ MoaKNKYUTECA ‘
FoToB

Mrpoka:

1 He rotos

Wrpok He rotos

1 FoToB

CBOH

Puc. 9. [TogkmodeHre UTPOKOB

“nickname”

ISSN 2414-4487

nu
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AAAAAA

Puc. 10. Urpa ¢ Buga xocTa U 1ByX UTPOKOB

brun mpoananu3upoBaHbl CYHIECTBYIONINE aHAIOTH M METOMBI pa3paboTKH,
a Takke BbIOpaHa cpena pa3paboTku. s peanu3anuy MOCTaBIECHHOW 3a1adu
OTIMYHO Tojonuia paspabotka ¢ mnomomibio Visual Studio u  s3bIka
nporpammupoBanus C#. Takoil BbIOOp 3aMETHO yHpPOCTHII pa3pabOTKy MpPOEKTa,
TaKk KaKk B MHTEPHETE MMEETCSl JOCTATOYHOE KOJI-BO JOKyMeHTauuu. Bo Bpems
CO37aHUS UTPbl ObUI TOJYYEHHBIH LEHHBIA ONBIT PabOThl C 3TUM CPEACTBOM
pa3paboTKwu.

B urtore Obuta pa3paboraHa U nmpoTecTUpoBaHa urpa no cxeme «KimeHT —
CepBep», 4TO MO3BOJIET IOJIB30BATENSIM B3aUMOJICHCTBOBATh B UIPE C Pa3HBIX
KOMIIBIOTEPOB B JIOKATHHBIX MIIM OHJIAWH CETsX. Takas BO3MOXHOCTh OUY€Hb Ba)KHA
B Hallle BpeMs, TIOTOMY YTO TO3BOJSIET UTPaTh C Pa3HBIMH JIIOJBMHU, C Pa3HBIX
yronkoB mwupa. Co3maHHas Wrpa MMEET MOTEHIMAd K Pa3BUTHIO, a HMEHHO:
n00aBJIeHHE HOBBIX (DYHKIMH; yiydllleHHe MHTepdeiica; yBelInueHne KOJUYecTBa
KOHTEHTa; 00Jiee TOUHasi HacTpoiika OajlaHca UTPOKOB.
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