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Bsenenue

KoMmnbroTepHble ¥ BHIEOMIPHl K HalleMy BpPEMEHU OOpelu MIHUPOKYIO
NOMYJIIPHOCTb. ['0BOpST O pa3BIIEKATENbHBIX BHUAECOUIPAX, MOXKHO OTMETUTH, YTO
obopot uHayCcTpun Beipoc B 2018 roay 10 135 Mumummap10B 10JU1apoOB.

OTUM JTOCTHXKEHHEM WIpbl 00s13aHBl HECKOJBKUM (pakTopam. Bo-mepBbix,
Onarogapsi ObICTPOMY TEXHOJOTHYECKOMY PAa3BUTHIO BCErO YEJIOBEUECTBA, PETYJIISIPHO
NOSIBJISIIOTCS HOBBbIE MIIAT(GOPMBI ISl Urp, TaKUe, Kak IUIAHIIEThl, CMapT(OHBI, U
Nake yMHble 4Yachkl. brarogapss 3ToMy, WIrpbl Kak CpEACTBO CaMOBBIPAKEHHUS
CTAHOBATCS BCE JOCTYINHEN JJIs CaMbIX OOJIBIINX CJIOEB HACEICHHUS.

Bo-BTOpbIX, camu 1o cebe WUrphl SIBASIOTCA KpailHe TMOKMM HWHCTPYMEHTOM.
Tak, CylIecTBYIOT HE TOJIBKO pa3BJIEKATENIbHbIE, HO U HAay4YHO-HCCIEA0BATEIbCKUE,
oOpa3oBarenbHble,  JaXe  MEOUIMHCKHUE  IPOEKTbl, HAIOpUMEp, CHUCTEMBbI
peabuiutauud Juisi  OOJIBHBIX, CTpPAJArOUIMX LEepeOpaJbHbIM MapajluyoM, WU
IIEPEHECIINX UHCYIIBT.

B-TpeTpux, C NOSBICHUEM TMPOCTHIX MJig TMOHUMAHHUS U, K TOMY XK€,
OecIIaTHBIX UHCTPYMEHTOB CO3JaHMs MPOEKTOB, HanpuMep, RPG Maker, Unity win
Unreal Engine, pa3paboTka Urpbl CTAHOBUTCSA TOCTYIMHOW JUIsl TIOJIb30BaTENIEH Jaxe
0e3 TeXHHYEeCKOro oOpazoBaHusi. PazpaboTuuky sk 3TOro MHCTPYMEHTApHsl HEPEIKO
CHa0XaloT CBOIO MPOJIYKLHUIO CEpUSMHU OOYyYarOIIUX BUIEO MIIM TEKCTOBBIX KYPCOB,
NO3BOJISAIOIIUX JHOOOMY JKEJarolleMy JIeTalbHO pa3o0paThCcsi B MPOIECCE CO3/IaHUs
BUJICOUTPHI.

COOTBETCTBEHHO, LIEJIb JAHHOW pa0dOThl — pa3pabOTKa UrPOBOTO MPHIIOKEHUS
C UCIIOJIb30BAHUEM METOJI0B T€OMETPUYECKOTO0 MOAEINPOBAHHUS.

Jlnst pa3paboTku ObUT BEIOpaH UrpoBoi kaHp roguelike. 9To oauH U3 caMbIx
pacIpoCTpaHEHHBIX AHPOB BHUJAECOUIP W IpPU 3TOM HPOCTOM I OCBOCHMS.
bnarogapss HEKOTOpPBIM XapaKTEPHBIM OCOOEHHOCTSIM, HPOEKTbl B 3TOM >KaHpE
MOOLIPSIIOT UCCIEI0BATEIbCKUI NHTEPEC MOJIb30BATENS, a4 TAK)KE BECbMa HACBILIEHBI

JIEHICTBUEM.



JUIst TOCTH>KEHUsI TIOCTABJICHHOW LETU B paboTe ObLIM PEIIEHbI CIIETyIOLIUe

3aJa4n:

BbIOpaHa MHCTPYMEHTAJIbHAS CpeJia, B KOTOPOil OyJeT BECTUCH pa3paboTKa;
M3y4YE€HbI METOJIbl TEOMETPUUECKOT0 MOJAEIUPOBAHUS,

C TIOMOINbIO BBHIOPAaHHOW HWHCTPYMEHTAJIBbHOW Cpeabl  pa3padoTaHO
npuioxenue as mwiatdopmsl [1K;

IMPHIIOKCHUC ITPOIIJIIO TCCTHUPOBAHUC,

Crpyktypa u o00BeM paboThl: BBINYCKHas KBalU(UKAIMOHHAS paldoTa

BBIIIOJIHCHA HAa CTpaHUIaxX MAIlMHOIIMCHOI'O TEKCTA, COCTOUT M3 BBCIACHH:A, YCTBIPCX

T'J1aB, 3aKJIIOYCHUA U IIPUIIOKCHU .

B nepBoii rnaBe JaHa XapakTepucTuka kaHpa roguelike, uzyuensl paznuunbie

HHCTPYMCHTAJIbHBIC CPCAbI AJIA pCain3alli IIPOCKTA, d TAKIKE PAaCCMOTPCHBI MCTOAbI

TCOMCTPHUUCCKOI0O MOJACIUPOBAHUA U TCOMETPUICCKHUEC MOJICIIN.

Bo Bropo#t rnmaBe paccmarpuBaroTcs crernuduka padoThl B BBIOpaHHOMN

MHCTPYMEHTAJILHOM CpeJie, M apXUTEKTypa CO3aHHOIO MPUIIOKEHUS.

B TpeTBeﬁ r1aBC IIPOBOAUTCA TCCTHPOBAHUE CO3JAHHOTO IIPpOrpaMMHOIO

MpPOAYKTA.



['naBa 1. [IpoekTupoBaHue MPOrpaMMHOTO TPOAYKTa

1.1 OcnoBnbie uepThl xaHpa Roguelike

Urposoii mponecc npencraBurenedt xkaHpa Roguelike MoxeT 3HAYUTENbHO
ornuyarhbcsa. VHTepHeT-MarasuH BuIeOWTp Steam, OJAWMH U3  KPYIHEHIIUX
CYIIIECTBYIOIIUX, MpeJJiaraeT MOKyImareinto B KadecTBe BapuantoB Roguelike Takue
urpsel, kak FTL: Faster than light, Dwarf Fortress, The Binding of Isaac u Don’t
Starve, paauKalbHO OTIMYAIONIMECS KOJIUYECTBOM KOHTPOJUPYEMBIX IMEPCOHAKEH,
MOJIOKEHUEM KaMephbl, TUHAMUKOW W TEYCHHEM BPEMEHH B HMIPOBOM IPOIIECCE,
OOEBBIMH CHCTEMaMH, U TaK Jiajee.

PaccMOTpuM  HECKOJIBKO — TIOMYJISIPHBIX ~ MPEACTABUTENECH JKaHpa, YTOOBI

BBIACHUTD OIIPCACIIAOIINC KAHPOBLIC YCPTHI.

1.1.1 FTL.: Faster than light

B FTL wurpok KOHTponupyeT KOMaHIy OOeBOTO KOopabiis, BBIHYKIEHHOTO
IIyTEUIECTBOBaTh M3 OJHOM MPOLEAYPHO TI'E€HEPUPYEMOM COJIHEUHOU CHUCTEMBI B
JpYyTYI0 OrpaHHYECHHOE KoJn4ecTBO pa3. llog mpouenypHodt reHepamuen
MOAPa3yMEBAETCSl  COCTABJICHUE YPOBHSA MO  CO3JAaHHOMY  pa3pabOTYMKaMH
IrOPUTMY, U3 3apaHee MOATOTOBIEHHOIO CIHMCKAa KOMITIOHEHTOB.

KoHTpons kOMaHIbI 3akitodaeTcsi B paclpeielieHUud OOSI3aHHOCTEN MExIy
YlIeHaMUd KOMAaHJbl, KaK TO — OJWH W3 KOCMOHABTOB JOJDKEH YIIPABISTh
BOOPYKEHUEM KOpaOsi, IPYrol — ympapisTh ABUTATENU, TPETUH — Cpa)kaTbCs U
PEMOHTHUPOBATH MOBPEKICHHS OOIIUBKUA KOPAOJISL.

[Ipu yHuUuTOXKEHMM KOpabOyid, Wurpa 3aKaHUYMBAECTCS, MNPUIEM  KaK-TO
BOCCTAHOBUTH KM3HHU YJIEHOB KOMaH/Ibl, KOpalJb, JIMOO KaKoe-TO €Il HAKOIJICHHOE
BO BpeMsI IPOXOKICHUSI UMYIIIECTBO HEBO3MOXHO.

Urpy o0s3aTenbHO KaxAbld pa3 HAauMHATh 3aHOBO. Bo Bpems Kaxkaoro
MPOXOXKIEHUS JOMOJHUTEIbHBIC 33JaHUs, BbIJIABA€Mble UTPOKY MPHU BCTPEYE C HE
BpakJ€OHO HACTPOCHHBIMU TMEPCOHAKAMH, a TaKKe TOYKH BCTPEY C OSTUMHU

NEPCOHAKAMU, TEHEPUPYIOTCS CITy4YarHO.



Tem He MeHee, UTPOBYIO CECCHUIO (T.€. €IMHOX]bl HauaTOE IPOXOXKACHUE, B
X0Zle KOTOpPOrO0 WIPOK HAKAIJIMBAET COXpaHsIeMble TOJIBKO B paMKax 3TOro
MPOXOKJICHUS PECYPCHI U JIEUCTBYET B IPaHUIAX CYIIECTBYIOIIETO TOJIBKO BO BpeMs
3TOr0 MPOXOXKIACHUS MHPA) BO3ZMOXHO MPOJODKUTH, €CJIU MPOCTO BBIATH W3 HUIPHI
CaMOCTOSITEIILHO, OTJIOKHUB €€ 3aBEPIICHUE 10 CIEAYIOUIET0 NOCEIIEHUS UIPBI.

Takxke, B Urpe €cTb OrpaHUYEHHAs] CBA3b MEX]Y pPa3jIM4YHbIMU HIPOBBIMH
ceccussMu. Hampumep, Onmarogapss KakuM-Iu0O COBEPIICHHBIM B WUIPE JCUCTBUAM,
MOXHO OTKPBITh pa3u4Hble KOpadJid C pa3IMUHbIM IKUIAKEM, HA KOTOPHIX MOKHO
HayaThb WIPOBYIO cCecCHIO. ODTO J00aBisieT B UIpy OOJbllIe BAapUATUBHOCTH, U

IIO3BOJISICT UTPOKY MPOXOJAUTH UTPY B 3aBUCUMOCTH OT €ro IPEAIIOYTEHUH.
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Pucynoxk 1 — Dkpan 6utsbl B FTL.
VYcnoBHble 0003HAUEHNUSA:
1. Craucok 4jIeHOB KOMaH/IbI
2. Cxema xopaluis Ui yIpaBieHuUs TIepeMEIICHHEeM YWICHOB KOMaH IbI
3. N3obpaxenue kopabisi IPOTUBHHUKA

4. Tlanenb BOOpY>KE€HHUS KOPaOIIs

1.1.2 The Binding of Isaac

B The Binding of Isaac urpox KOHTpPOIUPYET TOJBKO OJHOTO MEPCOHAXKA, a
3aJa4a UTPhI 3aKII0YAeTCS B MPOXOXKICHUU Yepe3 N-HOE KOJIWYECTBO MPOLEAYPHO
TeHEPUPYEMBIX OOCBBIX apeH, U YHUUYTOKCHHHM Ha ATHUX apeHaX BCEX MPOTHBHUKOB.
Jlu3aitn urpbl cOOJIIOIaeT TaKOW K€ MOAX0J] K UTPOBBIM CECCHUSM — B paMKaX OJTHOM
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CECCMM CMEpPTh WIpOKa TIEPMAaHCHTHa, a BCE TMPEAMETHI W BOOPYKCHHE,
TIOSIBJISTFOIIIAECS HA YPOBHSX, ONPEISIISIOTCS CITydaifHBIM 00pa3oM 13 Habopa 3apaHee
CO3JIaHHBIX Pa3pabOTIYMKOM.

Baxnoe ornuumne The Binding of Isaac B Tom, 4To Urpa coxpaHseT OOJBITYIO
CBsI3b MEXKy ceccusamu, 4yem Faster than light. Bo Bpems ceccuit urpok yHuuTtoxxaer
PAIOBBIX TIPOTUBHUKOB, OOCCOB, OTKPHIBAET Pa3HOOOPA3HBIE CEKPETHBIC JIOKAIIUH.

[Tobena Han ompenenéHHBIMUA MPOTUBHUKAMU U HAXOXKICHUE OMPEICIEHHBIX
CCKPETOB  HECKOJIbKO HW3MCHSIOT TIOJAXOJ WIPhl K TCHEpalud  YPOBHEH.
Pa306mokupyroTcss HOBBIE MPEAMETHI, HOBBIC THIIBI YPOBHEH, a caMO MaKCHMaJIbHOE
KOJIMYECTBO YpOBHEW yBenuuuBaerca. Urpa reHepupyer Ha ypoOBHSIX Takxke Ooiiee
CIIO)KHBIX TPOTUBHHUKOB, KaKWe-IMOO yHUKaJIbHBIE COOBITHA, JHUOO BOOOIIE
OTKPBIBAET JOCTYII K CJIOKHOJOCTYITHBIM 3JIEMEHTAM UTPBHI.

Takum 00pa3om, CyIIECTBYET COXpPaHAEMBIH MPOTPECC MEXKIY Pa3IMdHBIMHU
UTPOBBIMU CECCUSMH, W, HECMOTPS Ha E€IUHOPA30BOCTH HMIPOBBIX CECCHUH, HUTpa

CO3JA€ET OLIYIIEHUE IIporpecca B €€ OCBOCHUM.

Pucynok 2 — Dkpan 6utssl B The Binding of Isaac

VYcnoBHble 0003HAUEHNUSA:
1 — Ilepconax urpoka
2 — IIpoTuBHUKHN
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3 — KonnuecTBo 0YKOB 370pOBbS UTPOKA

4 — CuéTuuK pecypcoB

1.1.3 Don’t Starve

B Don’t Starve mbI Takke, kak 1 B The Binding of Isaac, Ml KOHTpOIHpYyEeM
OJTHOTO MUTPOBOTO MEPCOHAXKA, IOMELIEHHOTO B IIPOLIEYPHO CTEHEPUPOBAHHBINA MUD,
HO B JIaHHOM CJIy4ae BCE € JOCTaTOYHO MHOTO OTJIMYMU OT MPEABLIYyLIUX
MPEICTABUTEIICH KaHPa.

Bo-niepBbix, Mup He pa3out Ha apensbl, kak B FTL u The Binding of Isaac, a
€IMH B paMKax OJHOM UTPOBOMU cecCUHU. BO-BTOPBIX, MEPCOHAXK UTPOKA JTOJDKEH HE
TOJIKO Cpa)kaThCsl C MPOTUBHUKAMU, HO U, 00ecIiednBaTh COOCTBEHHOE BI)KUBAHUE —
coOupaTh pecypchbl, CTPOUTH sl ce0s KWINILE, 100bIBATh MPOIYKTHI U TOTOBUTH U3
HUX NHILY, U TaK jganee. BO-TpeTbuX, y UIPbI, B 3aBUCUMOCTH OT PEKHMa, €CTb
BAapUaHT «OECKOHEUHON CecCUM», T.€. TaKOW, KOTOpas 3aKOHYMUTCS TOJIBKO TOTAA,
KOI'JIa UTPOKY HAJ0eCT, U OH caM 3a0pocut urpy. Jlo Tex mop B MHpPE MOXHO
JIEMCTBOBATh CTOJIBKO, CKOJIBKO YTOJHO UTpoKy. Jlake mepmaneHTHas cmepTh B Don’t

Starve OIIOUOHAJIbHA, XOTA U IIPUCYTCTBYCT KAaK BApPHUAHT.

AT TRl AT T T ..

Pucynok 3 — Don’t Starve



1.1.4 Nuclear Throne

B Nuclear Throne Mbl Takke KOHTPOJHMPYEM OJHOTO IMEPCOHAXa, KOTOPBIN
JOJDKEH TPOUTH uepe3 psj MNPOUEAYpPHO CreHEPUPOBAHHBIX YpOBHEH st
MPOXOKJIeHUs UTphl. Kak U B mpounx Urpax, MO>KHO BBIOUpATh U3 psifia MEPCOHAKEN
C pa3IMYHBIMHU CIOCOOHOCTAMH. To4yHO Tak ke, kak U The Binding of Isaac, nannas
urpa sBIsAETCA aOCONIOTHO KilaccuueckuMm  obpasiom  roguelike.  Tlomumo
MPOLIEAYPHO CT€HEPUPOBAHHBIX YPOBHEW, B WIPe MNPHUCYTCTBYIOT MEPMaHEHTHAs
CMEpTh, a OPY>KHE, COCTaB MPOTUBHUKOB HA YPOBHE, U TMOSBIISIONICECS CHAPSIKEHUE
BBIOMPAIOTCS CITydallHO U3 CIIHMCKA 3apaHee CO3/1aHHbIX 00pa3IoB.

OTnUUUTENBHOM YEPTOM MaHHOW WIPhl SBJISAETCS BO3MOXHOCTH YCJIIOBHO
OeckoHeuHoir ceccun. B oramume ot Don’t Starve, maHHas BO3MOXXHOCTh
peann3oBaHa MOCPEACTBOM 3aKOJIbIIOBBIBAHMSI OMpeIeIEHHOr0 Habopa ypoBHel. T.e.
Ha CTPOTO ONpeneNEHHOM YPOBHE UTpOKa Bceraa OyJleT KJIaTh Hanbosee CUIIbHBIN
MPOTUBHUK, MOCJE KOTOPOTO MPOXO0XKACHUE CHOBA HAYHETCS C MEPBOIO YPOBHSI, HO

IICPCOHAXK COXPAHUT BCC C06paHHI)Ie 3d MMPOXOKACHUC PCCYPCHI.

Qe

(HODDED]
Pucynok 4 — Nuclear Throne
VY cioBHBIE 0003HAYECHUS:

1 — Oukwu 3710pOBbS NTEpCOHAKA



2 — IIpoTuBHUKHN

3 — AKTUBHUPOBAHHBIC 32 CECCHUIO MOJIU(PUKATOPHI

Takum 06pa3oM, Ha OCHOBAHMM PACCMOTPEHHUS HECKOJIBKUX MpEeCTaBUTENIEH
YKaHpa, a TAK)KE€ Ha OCHOBAHUM M3YUYEHHBIX MaTEPHUAIIOB, MOXKHO CJIEJIaTh BBIBOJ, YTO
yaiie Bcero A Roguelike-urp xapakrepHsl 1Be YEpTHl.

1. TIlpoueaypHo reHepupyeMbI€ YPOBHHU.
2. llepmaneHTHast CMEPTH MOJKOHTPOIBLHOTO UTPOKY MEPCOHAXKA.

OcTaHOBHMCS Ha KaXJIOM U3 3TUX IIyHKTOB MOJIpOOHEE.

BHe 3aBUCHMOCTM OT INOKAaHpPA WIPHI, UAET JU peYb O CTpaTEruu, Kak B
ciyyae ¢ Dwarf Fortress, min o kocMudeckoM cumynarope, kKak B ciaydae ¢ FTL,
YPOBHHU, BCTPEYM CO MHOTMMHU MEPCOHAXaMHU U OOJbIIasl JOCTYIHOTO BO BpeMs
CECCUM KOHTEHTa T€HEepUPYETCs NPOLEIypHO MPU Hayaje KaXIOH HOBOM CECCHH.
Jlnst peanu3anuy JaHHOTO IMOAXOAA B UIPax HMCHOJIb3YETCS MHOKECTBO PA3ITHYHBIX
QITOPUTMOB, Hampumep, BSP—nepeBps, alropuTMbl TyHHEIMPOBAaHHUSA, €CIH pPEUb
uaeT o0 ypoBHsX. Mcnosib3oBaHue MPOLEAYPHOM TeHepauuu sl MOAECIUPOBAHUS
reOMETPUU YPOBHs OyJIeT OmrcaHo HUXKe, B Tiase 1.2.

Pa3Hble UIpbl MCHOJB3YIOT pa3HbIE MOAXOABI K WIPOBBIM CECCHUSAM, MHOIZA
JaKe COXpaHss CBA3b BHE ceccuil. TeM He MeHee, CIIydalHOCTh CTE€HEPUPOBAHHOTO
JUTSI KQXKI0TO TIPOXOKACHHS MUpa — o0s3aTenbHOe ycnoBrue Roguelike.

[lepmaHeHTHasi cMEpTh K€ BCTPEYAETCS HE B KaXKJIOM IPOEKTE, HO, TEM HE
MEHee, ONaIaeTCs HACTOIbKO YacTO, YTO, COTJIACHO HEKOTOPHIM UCTOYHUKAM, €€ BCE
K€ CUUTAIOT OJJHOW U3 XapaKTEPHBIX OCOOCHHOCTEN KaHpa.

Coderanue 3THX 4YEpT IO3BOJSAET Je€JaTh WIPOBOM OIBIT YHUKAJIbHBIM B
pamMKax pa3HBIX WIPOBBIX CECCHUM, a CHOCOOHOCTh aHpa NMPUHUMATh AJIEMEHTHI
bopMbl ApYyruxX *KaHpoB, Oyab TO pojieBas Urpa, apKaaHbIN LIyTEP, CUMYIISTOP, WIN
Kakas-mu00 pa3HOBHJIHOCTh BHUACOUTpP, TO3BOJISIET TmpeactaBuTessiMm Roguelike
3HAYNUTEIBHO OTJIMYAThCA JPYr OT Jpyra BO MHOXKECTBE AaCIEKTOB, IPU 3TOM,

COXpaHss I''IaBHYIO YEPTY — YHUKAJIbHOCTD Ka}K)IOﬁ PII‘pOBOfI ceccHum.
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1.2 Bei6op cpenbl pa3paboTKu

Ilepen cozmanueM MpoekTa pa3pabOTUUK JIOJKEH ONPEETUThCS C TEM, KaKol
WHCTPYMEHTAapuil OyJneT HCIOoiIb30BaThes. B ciyuae JgaHHOTO NPOEKTa, BBIOOP
OCYIIECTBJSUICSI M3  HECKOJbKUX  MIPOBBIX  JIBHDKKOB,  KOTOpPbIE  MOTYT
B3aMMOJICWCTBOBATH C PA3IMYHBIMK CpelaMu pa3paboTku. PaccMOoTpuM 3T UTPOBEIE

JIBIDKKH.

1.2.1 Unity

Urposoit aBmxok Unity HOMy4Yms [JOCTaTOYHO IIUPOKHE OCBEIICHHE B
tematnueckux CMU u nonynsipHocts em€ B koHe 2000, a K MOMEHTY HaIlucaHus
JAHHOM paboThl CTal OAHUM M3 CaMbIX PACHpOCTPAaHEHHBIX HA PbIHKE. TOMy ecTb
HECKOJIbKO IIPUYHH:

1. KonuyecTBO N1OKyMEHTalUU

Co3zgarenu qBUKKA OMYOIMKOBAIM MHOKECTBO OECIUIATHBIX BHICOKYPCOB IS

HAYMHAIONUX pPa3paboTYMKoB. JlaHHBIE MaTepuasbl 3aTparuBailOT OOJBIION

CHEKTP Pa3HOOOpPA3HBIX TEM, HauyMHAasg OT padOThl C 3A-MOJEISAMU B ABUKKE

KaK TaKOBBIMU WJIM MNPUCOEAUHEHUEM K IPOEKTY TOTOBBIX PECYpPCOB, H

3aKaH4MBask pa3pabOTKON MPOCTHIX WUrp Ha Oaze ABMkKAa. OAMH U3 KypCOB,

CO3JlaHHbIX pa3paboTurikamu Unity, 3aTparuBaeT B TOM YHUCJIE HEOOXOJAUMYIO

JUTSl TaHHOM paOOoThI TEMY MPOLIETyPHOM Te€HEepallui yPOBHEM.

Cnegyer OTMETUTb, YTO OECIUIATHBIE KYpChl aKTyallbHbI TOJIBKO JJIf

YCTapeBIIMX BEPCUW JIBH)KKA, a [OTOMY OOYYaroIUMCS NPHUXOJUTCS

MOTPATUTh HEKOTOPOE BPEMs, YTOOBI MPUCTIOCOOUTHh yueOHBIE MaTepHUabl K

coBpemeHnHou Bepeui 110.

2. IIpocroTa ocBOCHMS
bnarogapss mmpokoMy mpuMEHEHHI0O B uHTepdelice cpeapl pa3padoTKu
COBPEMEHHBIX PEIICHHUH, TAKUX, KAK YMHOE MOAKIYEHUE OJHOIO CKPHITA K

JpyrOMy IOCPEACTBOM IEPETACKUBAHUS MKOHKHM OJIHOTO HAa MKOHKY APYroro
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MBIIIKOM, a TaKXe HMCMOJIb30BaHMIO sI3bIKOB C# u JavaScript ajig HanmucaHus
CKpUNTOB, ocBoeHue Unity He NpeACTaBiISET CIOXKHOCTU Ui 3HAKOMBIX C
0a30BbIMM TOHATUSIMU TMPOTPAMMHUPOBAHUS M, B YACTHOCTHU, OOBEKTHO-
OPUEHTHPOBAHHOTO MPOrPaMMHUPOBAHUS M10JIH30BATEISIMHU.

B03M0XHOCTH ABUKKA

Ha Unity 0bu10 pazpaboTaHO MHOXKECTBO M3BECTHBIX WUTp, Kak 2D, tak u 3D.
Tonpko 3a 2018-i1 rog Ha manHom [IO ObulM co3maHbl TakWe MOTYYUBIINE
mpokoe npusHaHue npoaykTel, kak Hollow Knight, Escape from Tarkov,
Cuphead, Endless Space 2. Ilpuuém paHHBIE UTpbl TPUHAICKAT CaMbIM
paznuuyHbIM >kaHpam U miarpopmam. Tem He Menee, Ha Unity He ObUIO
U3TOTOBJIEHO HU OJIHOTO MPOEKTa C IMO-HACTOSIIEMY KPYIHBIM OIOJIKETOM U
OonpIIMMU MaciiTabamMu pa3paboTKH, MO THUIy TaKHUX M3BECTHBIX CEpUN Kak
Mass Effect, Battlefield unu Call of Duty. I'maBHas mnpuumHa TOMy —

HEJIOCTATOYHbIC IIUPOKUM MHCTPYMEHTAPUI ABUKKA IS TAKKX 3a/1a4.

Taxum o6pazom, Unity mpenctaBiisieT co00i COBPEMEHHBIN U BOCTPEOOBaHHBIN
uHcTpyMmeHT. Tak, Ha caite headhunterru MoXHO yBUIETH OOJBIIOE
KoJrm4ecTBO BakaHcuil yisi Unity—pa3paOOTYMKOB C 3apIijiaTOi BBIIIE CPEIHEH
no P®D, 4yTo TONBKO MOATBEPKAAET AKTyallbHOCTh JaHHOro IIO Ha MoOMeEHT

HaIucaHusi padoTHhl.
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Pucynok 5 — Untepdeiic cpeanl pazpadbotku Ha Unity

Pucynok 6 — Caumok skpana urpsl Ha Unity (Escape From Tarkov, PC)

1.2.2 Unreal Engine

Unreal Engine — oauu w3 crapedmmx u HauboJiee MOIMYJISPHBIX BHKKOB,
UCIIOJIB3yEMBIX NP co3AaHuM Buaeourp. Jlo BbIxosa Bepcuu 4 OH ObLI MOJHOCTBIO
IUIATHBIM, HO B JIaHHBIM MOMEHT, Oylarojapsi TMOKOM CHUCTEME OIUIaThl, 000N
HAYMHAIOUMH pa3paboOTYMK MOXKET MOJYyYHUTh €ro OECIUIATHO M MCIOJIb30BaTh IS

p33pa6OTKI/I KOMMCPYCCKOI'O IIPUJIOKCHUAI.
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PaccMoTpum npenMy1ecTBa U HEJJOCTATKH JIBHXKKA.

Bo3M0XHOCTH IBUXKKA.

Ha nBmwxke Obulo co3naHo  OoNbIIOE  KOJMYECTBO Kak JOPOTUX U
KPYIHOMAcCIITa0HBIX MPOEKTOB, TaK M OTHOCUTEIHHO HUIIEBBIX. Kpome Toro,
IIPOCKTHI Ha JBIKKE peann3oBbiBaIuch Kak 11 OC Android, tak u mis OC
Windows, Linux wu gpyrux. JIBUXKOK CcUMTaeTcs OJHUM M3 CaMbIX
TEXHOJIOTHYHBIX HAa JAHHBII MOMEHT, C TMOJJAEPKKOM peanus3alud B Hrpax
CaMbIX COBPEMEHHBIX TEXHOJIOTHiA, Hanpumep, Real-Time Ray Tracing.
IIpocToTa ocBOCHMUH.

Pa6ota ¢ Unreal Engine TpeOyeT 60sbI11€# TOATOTOBKH OTHOCUTEIHHO PAOOTHI
c, Harrpumep, Unity. OziHa U3 IJIaBHBIX IPUYUH TOMY — OOJIbIINE BO3MOKHOCTH
JIBUKKA OTHOCUTEIIBHO OCTaJbHBIX MPEJCTABICHHBIX B CIHCKE, a Takke B
OCHOBHOM HCIIOJIb30BaHHe C++ Kak sI3bIKa, B3aUMOJICHCTBYIOLIETO C IBUKKOM.
[Topor BxoOXJeHHA B CIEUUATM3UPOBAHHOE MporpammupoBaHue Ha C++ B
LEeJIOM BbIlIe oTHOcUTENbHO C# unu Java, n3—3a HEOOXOUMOCTH PEryJIIpHOM
paboThl C yKa3aTelasiMU U, Kak CIIEJCTBHS, TPeOOBATEIbHOCTH K XOPOLIEMY
MOHUMAaHUIO TPOTPAMMHUCTOM TMPHUHIIUIIOB pa0bOThl C MaMSTHIO KOMITBIOTEpA.
CootBerctBeHHO, ocBouTh UE cnokHee, 4emM poure JTBHXKKU.

KonnuecTBo noKkyMeHTanuu.

[To Unreal Engine 4 cymiecTByeT AOCTAaTOYHO OOJbIIOE Y4eOHOM TUTEpaTypHhI
U MaTepualioB Ha BUACOXOCTHHTE youtube.com, HO KOJWYECTBO KHHUI Ha
PYCCKOM $I3bIKE JJOBOJBLHO HEBEJIMKO. KOJIMYeCTBO KHUT HAa aHTJIMMCKOM SI3bIKE
ropaszo OoJblIE, HO MHOTHE M3 HMX HEBO3MOXXHO IMOJIYYUTh HHKAaK MHAUe,
KpOME KakK 3aKa3aB B CIIELIMAIN3MPOBAHHBIX Mara3uHax 3a HEeMallyto [eHy. JTO
JeNaeT MpoOJeMaTHYHbIM OOYyUYEHHUE BBIIOJIHEHUIO CIIEHUATU3UPOBAHHBIX

3anad Ha Unreal Engine.
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Pucynox 8 — mpumep rpadukn, cozpannoit Ha Unreal Engine (Unreal Tournament,

2016)

15



1.2.3 GameMaker Studio

GameMaker  Studio —  wmynpTHIUIATGOPMEHHBI  WTPOBOM  JIBUXKOK,
MCIIOJIB3YIOUIUIICS B OCHOBHOM Il Pa3pabOTKH OIOJKETHBIX KaMEpPHBIX MPOEKTOB,
HanpuMmep, miaaTgopmepoB win beat em up—oB. PacmpoctpansieTcss yacTHYHO-
OecIiaTHO, C OTpaHUYEHHBIM (DPYHKIIMOHAJIOM B OecruiaTHOW Bepcuu. Paccmorpum

ocobenHoctu GameMaker.

1. IIpocroTa ocBOEHHUS
bnaromaps coocTBeHHOMY 53BIKY mporpammupoBanus, GameMaker Language,
CO3JJaHHOMY CHEUHUAaJIbHO Il pabOThl C JAHHBIM JBHUXKKOM, pa3pabOTKy UIp
MOXXET  OCBOMTH  JaXe  I[OoJb30BaTelb, HE  pa3OupaBIIMiics B
IporpaMMUpPOBAaHKHM J10 3HakoMcTBa B GameMaker.

2. Bo3MOXHOCTH ABUKKA
Ha 1BmXke coO31aHbl HEKOTOpbIE MOMYJISIPHBIE IPOEKThI, TaKue, Kak
HyperLight Drifter, Hotline Miami. Ongnako, u3—3a OOJNBIIONH CIOXKHOCTH
pabotsl ¢ 3D-rpadukoil, Ha ABUKKE HE OBLJIO CO3/IaHO BBICOKOOIOIKETHBIX
MaclITaOHBIX ~ MPOEKTOB,  IOJHOCTBIO  HMCHOJB3YIOIIUX  BO3MOXHOCTH
coBpeMeHHo 3D-rpaduku.

3. KonunyecTBO OKyMeHTaUuu
Co3garenu JBUXKKa OIMyOJUKOBAIM OOJBIIOE KOJMYECTBO JOCTYIHBIX
BUJICOKYPCOB M0 M3Yy4YEeHHIO ABWXKKa. Hampumep, Ha oduinuaibHOM cailTe
CYLLIECTBYIOT KYpChl, IOCBSILIEHHBIE HACTPOMKE KaMmepbl B Hrpax Ha
GameMaker, wim co3nanuio cuctembl MHBeHTapsaA. Kak u B cimyuae ¢ Unity,
KypChl pa30UThl HA HECKOJIBKO YPOBHEH CIIOKHOCTH, HO, B oTiauuue oT Unity,

YPOBHEM CIIOKHOCTHU TOJIbKO 2: Beginner u Intermediate.
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Pucynox 10 — Urpa, cnenannas ¢ ucnonb3oBanueM Game Maker Studio

(Hotline Miami, 2012)

Takum 00pa3om, Ha OCHOBAHUHU MPOBEAEHHOTO aHaIu3a ObLI CAEJIaH BBIBOJ O
TOM, 4TO UTrpoBOM JBMKOK Unity HamitydmuM oO0pa3oM MOAXOAUT IJis CO3/IaHMS
3aJIyMaHHOTO TPOrpaMMHOr0 MpojykTa. biarogapsi mpoctore ocBOeHHUs, 0a30BbIC

HaBBIKH pa6OTBI C ABMIKKOM MOTYyT OBITH IMMOJYYCHBI 3a CPaBHHUTCIBHO KOPOTKHC
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CpOKH, a TaK¥Ke, 6J1aroz[ap;1 BO3MOHOCTAM IABWIKKA, PCaIM30BaATL ITOCTABJIICHHLIC B

paMKax KBaTH(PUKAIIMOHHON paOOThI 3a/1a4u HE COCTABUIIO OBl TPYy/a.

1.3 OOwekTHast MOJIEb pa3padaTHIBAEMOTO TTPHIIOKEHUSI.

OObekTHasT  MOJelb  JIOJDKHA  OTOOpakaTb  CTPYKTYpY  OOBEKTOB,
IPUCYTCTBYIOIIHX B UIPE, UX CBOWCTBA, METO/bI UX B3aUMOJICHCTBHS.

B pazpabotanHOil 0OOBEKTHOW MOJENM CYIIECTBYIOT JiBa THUIA OOBEKTOB:
OOBEKTHI, OTHOCSUIMECS K YPOBHIO (BO3MOXKHBIE MPENSATCTBUS HAa WIPOBOM IIOJIE,
pEeCypChl, IPOUHE), U OOBEKTHI-TIEPCOHANKHU (UTPOK, MPOTUBHUKH).

HUrpok KOHTpONHMpPYET MEPCOHAXKa, HAXOJIALIErocs Ha HEOOJIBIIOM HIPOBOM
1oJie, ¥ CIIOCOOHOTO MEepEMENIAThCS M0 JAHHOMY TOJII0 B YETHIPEX HANPABIEHUAX, HO
HECMOCOOHOTO TOKHUIAaTh €ro rpaHuilbl. Ha mosie Takke CyIIecTBYIOT pas3linyHbIe
MNPENsSTCTBUS, PeaAIN30BaHHBIE KaK HEIIPOXOAUMbBIE KIIETKH KapThl.

[ToJie MONMHOCTHIO OrPAKIAECHO HENPOXOAUMBIMU KIETKAMHU, U IEPCOHAXK UTPOKA
HE MOXET MOKUHYTh YPOBEHb, HE BCTAB HA KJIETKY BBIXO/IA.

Ha urpoBom mnojie mpuCyTCTBYIOT MOJBH)KHbIE MPOTUBHUKHU, KOTOPBIX UIPOK
JOJDKEH YHUYTOXWTh. Korma HMrpok momajgaer B 1OJI€ 3pEHUS NMPOTHUBHUKA, TOT
CTPEMUTCSI PUOIU3UTHCA K UTPOKY U HAHECTU €EMY YPOH.

W urpok, u IpOTUBHHMKHM ABUTAIOTCA OJMH pa3 3a XoA. Bpems Ha mpuHsaTue
UTPOKOM pElIeHHUs O HaNpaBJIEHUU NEPeBUKEHHUsI HE OrpaHUYeHo, ob1iee
KOJMYECTBO XOJIOB HE OrpaHUYeHO. XOJbl MPOTUBHUKOB M HWIPOKAa HHUKAK HE
nepecekarorcs. C KaxIbIM X0JI0M, UTPOK TEPSET ONPEACIEHHOE KOJIMYECTBO €IMHULL
pecypca.

3amaya urpoka — cooparb MakKCUMaabHO BO3MOYXHOE KOJUYECTBO PECYPCOB HA
YPOBHE, IPX 3TOM MOJYYUTh KaK MOYKHO MEHBIIE YPOHA, U IOKUHYTh YPOBEHb, BCTAB
Ha CIEeUHANbHYIO KJIEeTKy. [Ipu aTOM, HU TO, HU Japyroe, He 00s3aTEIBLHO B paMKax
OJTHOTO YPOBHH.

Tem He MeHee, Wrpa NPOJOJKAETCS TOJBKO JI0 TEX IOp, MOKa KOJIUYECTBO

pecypcoB urpoka Oosibiiie HyJis. COOTBETCTBEHHO, XOTS B paMKax OJHOTO yPOBHS
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UTPOK HE 00513aH coOMpaTh pPeCypchl, B paMKax HUI'POBOM CECCUHM 3TO HEOOXOAUMBIA
nporecc.

Koneunast o0beKkTHast MOJIeTb U300pakeHa HAa PUCYHKE .

HenposoguMbie KNETEW

Knersa Beixoia ¢
ypoBHA

Wrpogoe none

HEMpoXoMMbIE KNETHA
HENpPOXGAMMBIE KNETHR

CUETUMK PECYPCOB
WIpoKa

Pucynok 11 — oObekTHas MOJIEIb UTPHI

1.4 Mertoasl reOMETPUYECKOIO MOJECITUPOBAHUS.

Jlis OTpUCOBKM TpauKd M TO3UIMOHUPOBAHUS OOBEKTOB HA YPOBHSX
WCIIOJIB3YIOTCS PA3JIMYHbIE TEOMETPUUYECKHE MOJEIH M METOJABI F€OMETPUYECKOTO
MOJIeIMpOBaHus. PaccMOTpUM pas3inyHble METOAbl U MOJENH B OOIIEM, W, B

JaCTHOCTH, UCIIOJIb30BAHHEIC ITPpH pa3pa60TKe IIPHIIOKCHUS.

1.4.1 I'eomeTpuueckne MOIETN

1) KapkacHasi Mojieib
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Mopnenb, mnpeacTaBisAomas CcoOOW CKEJIETHOE OIUCaHue OOBEeKTa.
Coctoutr u3 BepmuH U pébep. TpeOyer HemHoro mnamsTu. Camas
npocTtas MoJIeNib 00BbEKTa, U, B TO K€ BpeMsi, HanboJiee HU3KOYpPOBHEBAS.
Unity, kak UTPOBOM JBUKOK, HE TOJICPKUBAET CO3JaHHE MOJEICH Ha
TakoM ypoBHE. Kaxiplii 13 0OOBEKTOB-1Ia0JIOHOB, KOTOPHIE MOYKHO
UCIIOJI30BaTh IMpPU CO3JaHUM NPOEKTa (MapasulesieluIebl, [aphbl,
UUJUHJPBI) YK€ COACPXKUT HE TONBKO KapKacHYK MOJElb, HO U
onucaHve UHPOPMaLUKU MEKy rpaHsiMu. TeM He MeHee, CKeJIeT MOJIeNn
B Unity Bceryma otoopaxkaercs.

Coznanue KapKacHBIX MOJIEJIe OTHOCUTCA K (DYHKIIMOHATY PEIaKTOPOB
3D-rpaduxmu.

[Ipocreiimue w™oaenn OBUTM HWCMOJB30BAHBI TMPU  TMOATOTOBKE K

peanu3amnuu mpoekTa (T.e. B odyyaromem Kypce Unity).

Pucynok 12 — xapkacHas Mozenb Ky0a

2) Kyco4yHO—aHaJIMTHYECKasi MOJICITh
Marematnueckass wmozenb. Mcmomb3dyercs mnpu MOAEIMPOBAHUM

00BEKTOB Ha HHU3KOM YPOBHC. HOBerHOCTB 00BEKTOB IMpCaACTaBIIACTCA
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OTACJIBHBIMM KyCKaMH TJaJKUX TMOBEpXHOCTeW. ['paHm 3aparorcs
ypaBHEHHEM ITOBEPXHOCTH U TpaHHIled rpaHu. PeOpa reoMeTpuueckoro

00BEKTa 3TO JIMHUU MEPECEUECHHS TOBEPXHOCTEH, orpannunBaromux ['O.

3) O6bemMHO—-TIapamMeTprIecKasi MOJIeThb

OOBeKT TMpeAcCTaBIsAETCS KaK COBOKYIMHOCTh KaKHMX—TO 0a30BBIX
NPUMUTHBOB (IIWIMHAP, KOHYC, M JPYTHe TeOMeTpUYecKre (QUrypsi), B
COBOKYITHOCTH TIPEJICTABIISIFOIIMX COOOM CIJIONTHOE TEJNO.

[TpUMUTHBBI 334aF0TCS ABYMS TPYIIIIAMH ITapaMeTPOB.

PasmepHble mapaMeTpbl  ONPEAETSIOT TIEOMETPUYECKHE  pPa3Mephl
NPUMHTHBA, a MapaMeTphl MOJOKEHUS YCTAHABIMBAIOT IMOJOXEHHE U

OPUCHTAHUIO OTHOCUTCIIbBHO CUCTCMBI KOOPpJAWHAT MHPA.

o o war ..'."

o 1
~ <
oo & o

o "F!:?y:'

Pucynok 13 — npumep 00beMHO—TIapaMETPUUECKON MOJIENN B PEAAKTOPE
Blender 3D.
Unity paboTaet ¢ MOJeIsIMH, SKCIIOPTUPOBAHHBIMU U3 Pa3IMYHBIX UTPOBBIX

pP€aaKTOPOB, T.C. HUMCHHO C MAaTCpHUaJIaMH TAKOI'O THUIIA.

1.4.2 MeTonpl reOMETPUIECKOTO MOIEITUPOBAHUS

PaCCMOTpI/IM TAaKKC HCKOTOPLIC METOAbI TCOMCTPHUYICCKOTI'O MOACIIMPOBAHUS,

npumeHsieMbie B 3D-rpaduke.
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1) ByneBsl onepanuu HaJL MHOTOYToJbHHKaMH. [10CKOJIBKY BO MHOTHX
rpaduueckux peaaKkTopax oObEKThl OMUCHIBAIOTCS Kak HAOOP MIOCKHUX
MHOTOYTOJIBHUKOB, JJI ONEepaluii ¢ 00beKTaMy Ha CaMOM HU3KOM
YPOBHE HUCIIOJIb3YETCSI MHOKECTBO PA3JIUYHBIX METOJIOB, BKIIFOYAs
METO/Ibl, HAXOAIINECS Ha EPECCUCHUN anreOpbl JIOTUKU U TEOMETPUH.
[IpuMepoM MOXKET CITYKUTh METOJ MOCTPOEHHUS MIEPECEUEHUIN
MHOTOYTOJIbHUKOB.

2) I'pannunoe npenacranienue. [Ipencrapiser co0oit OMH U3 METOI0B
ONMHCAaHUs 00BEMHON (POPMBI yTEM ONMUCAHUA €€ TPAHMII.
[Ipencrasinser coOoid, 1O CyTH, TPOJOJKEHUE UACH KapKaCHON MOJIeTn
o0bekTa. OOBEKT MpecTaBiIsieT co00M HaOOP MOBEPXHOCTEH,
00BbEeTMHEHHBIX TI0 3aMKHYTBIM I'PaHHIIaM, U 00pa3yIoIuX 00beM.
JlaHHOE TpeCTaBIeHNE TTO3BOJISET ONPEALTATh 00bEM Tela, a TaKKe
MCII0JI30BaTh MOJIENb 00BEKTA JIUIS 33a/1a4 MHKeHepHOoro 1uiaHa. [Ipumep
UCITI0JIb30BaHUs IPAHUYHOTO IIPeICcTaBlIeHUs — (hOpMyJia IPOCTOTO
MHOTOI'PaHHHKA, BBIPAXKAET CBS3b MEX]1y YMCIIOM BEPILUH, pEOEp U

rpaneit: V-T+F=2, ynosnetrBopsieT ¢popmyJie Ditnepa.

Crnengyer OTMETUTh HECKOJIBKO MOMEHTOB 00 MCIOJIb30BaHUM yKa3aHHBIX 3D—
mozeneit B Unity, 1 TEOMETPUYECKOTO MOJCIUPOBAHUS B LIETIOM.

Kak ynomuHanocer Bblllle, B cpelie pa3padOTKH OTCYTCTBYET BO3MOXKHOCTh
CO3/IaHMsI KapKacHbIX, JUOO emé kKakux-nmuoo 3D-mopeneit. HuzkonosuroHamabHOE
MOJIEJIMPOBaHUE JBUKOK HE mojsepxkuBaeT. Ha BbIOOp mosb30BaTeNO Mpeiaraercs
aMb0 MMIOPT YK€ 3apaHee CO3/JaHHBIX MoOjeNei, JHOO0 HCIOIb30BAHUE YKE

CYHICCTBYOIIUX 00BEKTOB.

Pucynok 14 — penbedHoe TekcTypupoBaHue
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Bo-BTOophIX, B JBMXKOK YX€ BCTpOeHbl (yHKIMM 10 pabote ¢
MMIIOPTUPOBAHHBIMU WJIM UCIOJb30BaHHBIMU 3D-monensimu. Heckonbko mpuMepoB
JTAHHBIX (DYHKIMI MPUBEICHBI HIKE.

Penvednoe TtexcrypupoBanue. CyTh JaHHOW TEXHOJOTHHU 3aKIIOYaeTCs B
OCBEILIEHUU MOBEPXHOCTEW UCTOYHUKOM CBETA U OJIHOKAHAIIBHOW KapThbl BBICOT, JJIs
W3MEHEHUs OpUEHTAMH HOpMaliel. B pe3ynprare JaHHOW omnepanuu, CO31aETCs
neranu3aiusi OyrpuCTOCTH IOBEPXHOCTEH, 3a CUET IOJYYEeHHS] MHOXKECTBA IO—

Pa3HOMY OCBEIIEHHBIX YYaCTKOB.

Pucynox 15 — npumep pesbepHOTro TEKCTypUPOBAHUS

[ToMuMO 3TOrO, IBUXKOK MOAAEPKUBAET U APYTHE TEXHOJOTUU IS CO3IAHUSA
0oJiee peaTuCcTUYHON KapTUHKH, HAIPUMEpP, OTCEUCHUE.

[TpuHIMIT OpraHU3alu KaKA0M CIECHBI Ha ABUYKKE TAKOB.

Cy1iiecTByeT MUpOBasi CUCTEMa KOOPAMHAT, C KOOpJIMHATAMU X,Y,z. IMEeHHO Ha

HEH pPasMCIIAOTCA BCC OOBEKTHI B HFpOBOI?I COCHC, U MMCHHO OTHOCHTCJIbHO HEE
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pacCcUnuThIBACTCA, HAIIPpUMCEpP, IMCPCMCUHICHHUC Pa3JIMYHbBIX HI'POBLIX OOBEKTOB.
HaHpI/IMep, 3aM0JIHEHUE 3TOM CUCTEMbI HUI'POBBIMHU KJICTKAMU B IMIPOCKTC IIPOUCXOOUT

O CIEAYIOUIEMY aITOPUTMY:
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Pucynok 16 — anroputm 3anoJIHEeHUsI UTPOBOU CLIEHBI TAWJIAMHU

JIaHHBI ~ QJITOPUTM, IIOMUMO TIE€HEPALUU OIPEACIEHHOIO KOJMYECTBA
CIIy4alHBIX IIPOXOJAUMBIX M HEIPOXOAUMBIX KJIETOK, OTBEYAET TAKKE 3a TCHEPALUIO
ONpeAeNEHHOr0 KOJIMYECTBA aOCOIIOTHO HENPOXOJIUMBIX KIETOK IO HEPUMETPY
apeHbl, 4TOObl UTPOK HE MOT MOKHWHYTh YPOBEHb, KPOME KakK MEepeiis Ha KIETKY

BbIXO/Ja.
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B anroput™Me HET BCTPOEHHOTO OIPAaHMYEHUS Ha CO3/IaHHE KaKOIro—To
ONPENEIIEHHOTO KOJNYECTBA HEMPOXOAUMBIX TaMJIOB, T.€. BCE UTPOBOE IOJIE MOXKHO
3aMOJHUTh HENPOXOAUMBIMM Tailllamu. TemM He MeHee, aJIroOpuTM MO3BOJISIET
VCKJIIOYUTh TAKOW BAPHUAHT.

B3anmoznencTBrs ¢ CETKOM OCYLIECTBIISIOTCSA C IMOMOIIBIO CIIMCKA 3JIEMEHTOB
kiacca Vector3. B cBor ouepenp, knacc Vector3 Hy»KeH I NEpeaadyu pa3indyHOn
uHbopMaluu o no3uimonuposanuu 3D-06bekToB B Unity.

B nBmxkke Takxke CymiecTBYIT kiacchl Vector2 u Vectord, s paboThl B
CUCTEMaxX KOOPAMHAT COOTBETCTBYIOLIEH Pa3MEPHOCTH.

Hakonen, B caMoM TmpoekTe mJisi peaiu3alud Tpadukda B OCHOBHOM
VCTIOJIB3YIOTCS CIIPANTHI.

Chpaiit npeacTaBiseT co00l pacTpoBoe M300pakeHHe, ClIoCoOOHOE CBOOOIHO
nepeMeniaThcs 1Mo IKpaHy. B TpexmepHoi rpaduke cnpallT mpeacTaBisieT coOoi
IPOEKIUI0 KaKoro-iubo u3o0pakeHuss Ha HKkpaH. OTivyue chopaidta oT
OOBIKHOBEHHOI'O PUCYHKA B TOM, YTO OH MOKET BKJIFOYaTh, HAIPUMEP, aHUMALUIO, HE

00s13aTeNBLHO JOJIXKCH OBITH MCKJTIOYUTEIIEHO ABYMCPHBIM, U T.I.

Pucynox 17 — npumep aTiaca crpaidiToB, ucrnoiibzyemoro juist urpsl (Roguelike

tutorial)

B camom mnpoekre wucnonb3yeTcs chpaiTtoBas Trpaduka, Kak CO3JaHHas

CaMOCTOATCIIbHO, TaK M IO 3aKa3, UJIn HaﬁHCHHaH B PA3JIMYHBIX UCTOYHHKA.
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[IpeumyiecTBa crnpaidlToBOM rpauKu 3aKIIOYAIOTCS B MPOCTOTE PabOTHI €
HEell, HEBBICOKUX CHCTEMHBIX TpEOOBaHUSAX JMJI1 WIpPbl, IOJaramIeics Ha

CIpaiToBYI0 rpaduKy, MOCKOJIbKY Ipaguueckomy sipy mpolie 00padaThiBaTh TaKyIO

rpaduxy.
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['naBa 2. Pa3paboTka NpuioxeHus

2.1 ApxurekTypa npoekta Ha nBuxkke Unity

[Ipu pazpadoTke urpsl Ha Unity 0OBIKHOBEHHO UCTIONB3YIOT CIAEAYIOIINE

IIOHATHUA.

1)

2)

[IpoexT — mpeacTaBisieT co00i 3aTOTOBKY UTPHI, COCTOSIIYIO U3
MHOKECTBA PA3JIMYHBIX AJIEMEHTOB, CIIUCOK KOTOPBIX OyIeT
MIPE/ICTABIICH HUXKE.

Crena — 3JIeMEHT MPOEKTa, MPEICTABISIOMINA COO0H OTACIIbHBIA SKpaH
urpbl. CIieHbI MOTYT COJICPKaTh INIABHOE MEHIO, HTPOBBIC YPOBHM, U T.J.

[IpoeKT cOnep>KUT ABE CLEHBI.

¥ &5 Scenes
Q concept

Pucynok 18

MainMenu coepuT TIIaBHOE MEHIO, U DJIIEMEHTHI, HEOOXOTUMBIE JIJIS
€ro padoThl.

concept COIEP>KUT OCHOBHOM UTPOBOI 9KpaH, JIOTUKY UTPOBOTO LIUKJIA,
PECYPCHI, T.€. TEXHUYICCKYIO peaTn3alIiio TPOCKTa.

Ha pucynke 19 n3o0pakeH KU3HESHHBIN ITUKI CIICHBI. PHCYHOK B3AT U3

odurmanpHON mokymeHTaruu Unity, u mepeBei€H Ha PyCCKUM S3BIK.
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Resat Is catied In e Edtor when the script s attached or reset | Resat

Hwidn

—

{ OnEnstin
s
St s only ever calied once for a gvensofpl | San

( FredUpsate

The happan than frama #
o Tt 2 st G he achusl W i v

1 a corouting has ysided pravicusly but Is now due %
resume then ecscufion tnkes placs during Ms pertol thy

OnDrawGilemos is oty caled whie working in the editor

OnGUI is catied multipho time per frame update | OnGUIL

OnAgplcationPauss i5 cated st50 the frams whise e - o -
parsa ncows but bssoes ancthar frame beforn actualy pausing | OnfeplcatonPavse

OnDisabia i calles only whon 19 Geript was dsabee dudng - ouim
1he rame. OnEnable vl b o i & enablod again | l

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

' Gizmo rendering
GUI rendering

|

End of frame
Pausing

Disable/enable

Decommissioning

Pucynok 19 — xu3HEHHBIN UK MPUIOKEeHUs Ha ABkke Unity
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3) Pecypchl uimu acceThl (OT aHTIL asset — pecypc, UIMYIIECTBO) —
MPEACTaBIAIOT cO00 naHHbIe UTphl. [I[porpaMMHbBIN KO/, 3BYKOBBIE U
rpaduueckue ¢aiibl, TEKCTOBBIE TaHHbIE, U TaK JaJiee.

Pecypcm IIPUBA3aHbl HC K OTACJIbHBIM CIICHAM, d K ITPOCKTY B LCJIIOM.

2.2 DJEeMEHTEI CLIEH

CootBeTcTBEHHO, pa3padoTka urpsl Ha Unity COCTOUT U3 CO3/1aHUS MPOEKTA,
CO3/IaHUS U PEJIAKTUPOBAHUS CIICH BHYTPHU MIPOEKTA U HAMOJHEHUS TIPOCKTA
COJIEp’KaHHEM B BHJI€ PA3JIMUHBIX PECYPCOB.

Pecypchl aensitcst Ha cleayronye TUTIbL:

1) Prefabs (ot cioBa Prefabricated).

¥ 3l Prefabs

W Button
W Enemyl
W Enemy2
i Exit

i Floorl
U Floorz
U Floors
U Floord
U Floors
U Floore

! Floor?
b FlanrR

Pucynok 20

DT0 00BEKTHI MPOEKTA, SBISIOIIMECS 3arOTOBKAMU /IS Pa3IUYHBIX
CYILHOCTEH, peajan3yeMbIX B clieHe. Kak nmpaBuiio, Takoil NpoeKT COACPKUT
uH(OPMAITHIO O TIOJIOKEHUH 00BEKTa HA UTPOBOM 3KpaHe, TPaPUIECKOM KOHTEHTE,
UCIOJIb3yeMOM OOBEKTOM, MMPUCOSAMHEHHBIX K 00BEKTY ckpumnrax etc. B mpumepe
npedada Player Ha pucynke 21 BUAHO, 4TO IJi JAHHOTO OOBEKTA OMpPeIeTIECHbI
ckpunt noseaenus B urpe (Player (Script)), pusnueckas mogens (Rigidbody 2D),

KOJUTMKH-MOJIENb B pamkax urposoro mupa (Box Collider 2D), naGop anumarnmii
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(Animator 2D), monoxenue B urpoBom mupe (Transform) u rpapudeckast o6omouka

oobekTa (Sprite Renderer).

NSRS Bt

Pucynok 21 — npegab Player

2) ®atiner anuManmii (Animator)

daiipl aHMMaIUA OBIBAIOT ABYX THUIIOB — COOCTBEHHO (haiisl aHUMaIuu, U
controller-gaiin. Controller-daiin o0beIuHACT HECKOJIBKO (haiIOB aHUMAIUH B
SAMHYIO CUCTEeMY aHUMAIIUH JIJIs1 Kakoro—iu0o oobekTa. Hanpumep, Ha pucyHke 22

BHUAHO CUCTCMY aHUMAIIUN 00BEKTOB THIIA Enemyl .
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Pucynok 22 — Cucrema anumanuii Enemy 1

CocTosiHMSI OTMEUEHBI IPSIMOYTOJILHUKAMH Pa3HOro 1BeTa. Mexay
COCTOSIHUSIMH CYILECTBYIOT CBSI3U-CTPEINIKH, COAEPIKALLUE YCIOBUS IIEPEX0A OT
OJIHOTO COCTOSIHHSI K APYroMy. Y CIIOBUS Mepexo/ia J00aBISIOTCS OTIACIHHO B OKHE.

[IpuMep MOXKHO BUIETh HA PUCYHKE 23.

Has Exit Time -
T Settings
Exit Time 0,5 |
Fixed Duration [

Transition Duration [0 |
Transition Offset o |
Interruption Source | Mone =)
Ordered Interruptio =

100 o

Q5 o:10

Conditions

|: [ enemyfttack - ]
+ -

PI/ICYHOK 23 — VcnoBus U3MEHEHUS COCTOSIHUS CUCTEMBI dHUMallnun

Kak BUIHO Ha pHUCYHKE, Y aHUMALUN €CTh MHOKECTBO Pa3JIMYHbIX I1APAMETPOB,
HaIlpuMep, yCIOBHUE BbIX0J1a U3 aHUMALIMH, BPEMS IEpexoa OT OJHON aHUMALINH K

JIPYroM, U IpoYue.

3) CpaiiThl.

[IpencraBnsroT co0oit rpaduyecknii KOHTEHT urpbl. Onucansl B raase 2. J{is
Ka)KJI0r0 CIIpaiiTa MOKHO BBIOpAaTh HAOOP pa3IMYHbIX TAPaMETPOB, HAIIPUMED,
BBIOpAaTh 13 anroputMa MuTdeiia wiv OMIMHEHHON HHTEPIIOJISILINK J1J1s1

MacIITabUpOBaHUS N300paKEHUS.
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Pucynok 24

Pucynok 25

Ectb 2 pa3HpIx crocoba 3arpy3uTh crpailTel B Unity-IipoeKT: Mo OTAeTbHOCTH,
U B IIEJIbHOM (paiisie, pa30uTOM Ha Xy-CETKY C MOMOIIbIO IPOYETO MPOTrPAMMHOI0
obecnieuenus (Hanpumep, Adobe Photoshop).

Pecypchl 11t mpoekTa ObLTH 9YaCTUYHO B3SITHI M3 UMEIOIINXCS B CBOOOTHOM
JOCTYTIE CIIPANTOB MOIXOAIIETO pazMepa (32x32 mukcenst), 4aCTUIHO CO3/IaHbI

CIICHUAJIbHO IS IIPOCKTA.
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4) CKpuITHI.

Pucynox 26

Cxpuntsl 1u1st Unity 10JKHBI OBITH CO3/1aHbI C UCMIOJIb30BaHUEM si3bika CH.
CyuiecTByeT cTrannapTHbId Habop 6ubmuoTek Unity, KOTOPBI HEOOXOAUMO
MOJIKITIOYUTH K CKPHUIITAM IS TOTO, YTOOBI OHM B3aUMOJICHCTBOBAIIN C IBHKKOM.
CKpuIITHl ONPEENISIOT TOBECHUE Pa3IMUHbIX 00BEKTOB B UTPE, UTPOBOI LIUKII, U

npoune PyHKIIMOHAIBHBIC SJIEMEHTBI UTPHI.

2.3 Peann3zanus npoekTa.

PaCCMOTpI/IM pcanM3anuro MMpOCKTa Ha NPUMEPC OTACIIbHBIX 3JICMCHTOB,

HCIIOJIB3YCMbIX B UT'POBBIX CHCHAX, d TAKIKC UT'POBYIO JIOTUKY.

Pucynok 27 — Uepapxus cuenst MainMenu
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B rnmaBHOM MeHI0 urpsl ecth ojiuH 35ieMeHT Tuna (BCIIOMHUTD),
coziepkamuii poH MeHro, u 3nemMeHThl Tuma Canvas (X0JCT), coaepKaIiue
pa3iIMYHbIe CTPAHMIIBI TTIAaBHOTO MeHI0. Hampumep, ocHOBHOI nemenT Canvas
COJICP)KUT TpU 00BbekTa ThIia Button, B To Bpems kak TutorialCanvas — TEKCTOBBII
anemeHT Tutorial.

Oo0bekT Directional Light orBedaer 3a npucyTCTBYIOUIMI B CLIEHE UCTOYHUK
oceneHus. EcTe BbIOOp M3 pa3iMuHbIX TapaMeTpOB, HAIPUMEP, THUIIA OCBEILICHUS,
TUTIA TCHEH, HACHIIIICHHOCTH OCBEIICHHUSI.

O60next EventSystem orBeyaeT 00pabOTKy COOBITHI, CBSI3aHHBIX C
M0JIb30BATEIBCKUM UHTEphEercoM, GU3NIeCKUMU O0OBEKTaMH B CIICHE, PEHKACTUHTOM
(0IMH U3 METOAO0B PEHJEPUHTA), U IPOYUMH COCTABIISIOMIMMHU clieHbl. [Ipu co3nanun
oonexTa Canvas, Unity aBromatnuecku co3naér o0bekT EventSystem. B ykazannom
Ha pUCYHKE MpUMepe MOACBETKa 3JIEMEHTa UHTepdeiica — 3TO peakiys Ha COObITHE

[PointerEnterHandler, kak pa3 peaan3zyeMoro cucteMoil COOBITHIA.

Start game

Tutorial

Pucynok 28
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wF LNnspeELwar ) [l

| Directional Light [ | Static
Tag | Untagged | Layer | Default

¥ .~ Transform & =
Position X0 |20 zZo
Rotation ¥ 50 Y0 |2 -20
Scale %[1 v |Z|1

v o [/ Light Q=
Type [ Directional
Colar | |
Mode | Realtime
Intensity 0,4
Indirect Multiplier |1
Shadow Type [ 1o Shadows
Cookie None (Texture) |
Cookie Size 10
Draw Halo -
Flare |Nune (Flare) |
Render Mode | Auto
Culling Mask | Everything

applied to lights in the Scene will not be updatad in these views

Lighting has been disabled in atleast one Scene view, Any change
until Lighting has been enabled again.

’ Add Component ]

Pucynok 29 — IMapamerpsl o0bekTa Directional Light

Bce 00bexThI, TpuHaIIeKaue CIieHe, MOTYT ObITh TEM HJIM UHBIM 00pa3oM
OTITO3UIIMOHUPOBAHBI Ha €€ cucteme koopauHaT. Hampumep, naxe y snementa Event

System ecTb koopauHaThl X,Y, Z, KaK U y IPOUYUX UTPOBBIX OOBEKTOB.

PaccMmoTpum nosipoOHel Ti1aBHyIo CliEHY, concept.

B nepapxuu JaHHOM CLIEHBI TaKKe MIPUCYTCTBYIOT HecKoIbKo Canvas, Event
System u npyrue oObeKTHI, HCIIOJIb30BaBIIHECS B ciieHe Main menu. Tem He MeHee,
Ha0Op 0OBEKTOB ISl 3TOM CLUEHBI CYLIECTBEHHO IIMPE, YEM JIJISl TJIABHOI'O MEHIO.

Bo-niepBrix, B JaHHOM ClieHE UCTIONb3yeTcsi 00beKT Player.
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F&jconcept

Pucynok 30 — uepapxus cuensl concept

& Inspector

¥ Player | [] Static «
Tag [Player ¢ Layer |Blockinglayer ¢]

Prefab M M

j Sprites-Default i,
Shader | Sprites/Default - |

Pucynok 31 — komnonenTs! o0bekTa Player

O6nekT Player o6mamaer Habopom anuManuii (Animator), GuU3NKON 1
mozenbio ctoiakHoBeHui (Rigidbody 2D, Box Collider 2D), ckpuntamu (Player), u
CHPAaNUTOBBIM KOMIOHEHTOM.

PaccmoTrpum aiis nmpumepa HEKOTOphIe mapaMeTphl kommnoneHTa Rigidbody 2D,

YTOOBI YBUACTH, KaK 3TOT KOMIIOHCHT BJIMSCT Ha ITOBCACHUC 00BbEeKTa B urpc.
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v~ Rigidbody 2D @ 5 4%
¢
o]

Body Type | Kinamatic

Material |Nune (Physics Material ZDv) |
Simulated [+

Use Full Kinematic Cor[_|

Collision Detection | Discrate |
Sleeping Mode | Start Awake ™
Interpolate [ Mane ]

¥ Constraints
Freeze Position =y
Freeze Rotation -

¥ Info

Fosition X0 W0
Rotation i

Velocity ¥ |0 Y0
Angular Velocity ]

Inertia i

Local Center of Mass X 0 W0
World Center of Mass ¥ 0 Y0
Sleep State Awake

Contacts

Pucynox 32 — xomnoneHTsl 00bekTa Player

Kowmmnonent Rigidbody naér urpoBomy guznueckoMy ABHKKY KOHTPOJIb HAJl
O0OBEKTOM.

[TapameTp Body type onpenensieT 1o, Kak (U3MUECKHI IBIKOK OyaeT
B3aUMOJICHCTBOBATh C 00beKTOM. BBIOOp BO3MOKEH U3 TpEX napamerpoB — Dynamic,
Static u Kinematic. B cimyuae Hamiero npoekra, st urpoka Obul BbIOpaH THIT
Kinematic. JlaHHbIi THI IOJIpa3yMEBAET JBUKEHUE B PAMKaX UTPOBOM
CLIEHBI/CUMYJIALIMU, HO, IPU 3TOM, IO/ CTPOTUM KOHTpoJieM. JlaHHBII TUIT Tena
HauMeHee TpeOOBATENEH K PECYpCaM CUCTEMBI, OCKOJBKY €ro MO3UIIMOHUPOBAHUE
OCYIIIECTBIISAETCS UCKIIOUUTEIBHO C IIOMOILBIO BHYTPUUTPOBBIX METOJIOB B CKPUIITAX.
DTO 3HAYUT, UTO JIaHHBINA OOBEKT, HAIIPUMED, HUKAK HE MOJABEPKEH CHUJIaM
TpaBUTAIUH.

Haxomnerr, mis Kinematic-o0beKT BO3MOKHBI KOJIM3UU TOJIBKO ¢ 00bEKTaMHU
tunoB Dynamic, Ho He Static u qpyrumu Kinematic.

Ha pucynke 33 nzo0OpaxeH OJ1H U3 3JIEMEHTOB aJITOPUTMA MEPEMEILICHUS
Kinematic-oowexta Enemy 1. Bece nepensuratomyecss 00bEKThl B UTPE PEATU30BAHBI

UMEHHO ¢ Takou (hU3UYECKON MOJIEIBIO.
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SmoothMovement

l

sgrRD=(transform.position-
end).sgrMagnitude

—><q rR D>float.Epsilo>;

OnpegeneHue
HOBOM MO3MLUN

l

MepegsmxeHne
o6bekTa Ha
no3uuunio

l

Pacuer
ocTaBLUEencs
AuctaHumn go end

v

GHeu anropvm\a

PucyHnok 33 — anroputm nepenBuKeHUs

Y komnonenTa Rigidbody ects u npyrue napamerpsl. Hanpumep, eciu
ormetuth myHKT Use Full Kinematic, To komnmm3un Kinematic-o0beKTa CTaHOBSTCS
BO3MOYHBI CO BCeMU HOcUTesiMU KommoHeHTa Rigidbody 2D, BHe 3aBHUCHMOCTH OT

HUX THUIIA.
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3a BSaHMOHCﬁCTBHG C ApyruMu 00BEKTaMH B CUMYJSIIUK OTBCYACT HC TOJILKO

komnoHeHT Rigidbody, a u komnonenT Box collider.

v M ¥ Box Collider 2D [ =
Edit Collider
Material |None (Physics Material 20 | ]
Is Trigger -
Used By Effector ]
Used By Composite -
Auto Tiling -
Offset ®0 Y0 |
Size ¥ 0,0001 ¥ 0,0001
Edge Radius |U
b Info

The collider did net create any collision shapes as they all failed
verification. This could be because they were deemed too small or
the wertices were too close, Wertices can also become close under
certain rotations or very small scaling.

Pucynox 34 — xomnonent Box Collider

[TapameTrp Material oTBeuaeT 3a HaCTPOUKY d(HPEKTOB TPEHHS OOBEKTA.

[Tapametp IsTrigger nenaer 0ObEKT TPUTTEPOM ISl COOBITUH, HTHOPUPYEMBIM
(bU3HYECKUM JTBUKKOM.

[TapameTp Offset oTBeuaeT 3a MoyIOKEHUE KOJUTMKH-MOJIETTH B 00BEKTE, a Size

OIPEJIEIISIET pa3mep.

HaKOHGH, KpoM¢e 0o0BbeKTa Player, B CICHC HUCITIOJIB3YCTCA TAKIKE MHOKCCTBO

JIPYrux 00ObEKTOB U pecypcoB. PaccMoTpuM BKpaTiie HEKOTOPHIE U3 HUX.

v ﬁ Fonts
b || Avara-Black
> ] Avara-Bold
b |a| Avara-BoldItalic
OFL

b || PressStart2P-Regular

Pucynok 35 — Fonts
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Font Size
Rendering Mode
Character

16

[ Smooth

[D'_.rnamic

Ascent Calculation Mode| Face ascender metric

Ak | |4k || A
(N | | | -

Use Legacy Bounds ]
Should Round Advance |«

Incl, Font Data [+
Font Mames Avara
| Raset |
N R e T ey i e e
Pucynok 36

Pecypchl oopmieHust, KOTOpble CoiepKaT UCI0Ib3yeMble B urpe mpudtel. B
JBUYKKE €CTh HEKOTOPbIE HACTPOUKU OTOOPAKEHUSI TEKCTA B UTPE, HAIIPUMED,

HCCKOJIbBKO MCTOJO0B PCHACPHHIA.

¥ 53 Scripts

¥ 53 GameScripts
i BoardManager
. Enermy
o ExitGame
ﬂ}GameManager
o Loader
 PauseMenu
o Player
e Wall

¥ 53 MenuScripts
ot ExitGameHandler
o StartGameHandler

et TutorialHandler
T ES Snrites

Pucynok 37 — ciucok CKpunToB

B ciiene concept CKpUITH UCTIOIB3YIOTCS OOJIee MMPOKO, YeM B ciieHe Main
menu. PaCCMOTpHM TO, I 4€TO0 HYKHBI HCKOTOPBIC U3 HUX.
1) GameManager
GameManager — oauH U3 OCHOBHBIX KJIACCOB UT'PhI, YIPABIISIET BCEM UTPOBBIM
IIHUKIIOM. HNmeHHO B A TOM CKPHUIITC OIIPCACIICHA OUCPCAHOCTD ICPCABUIKCHUA
0OBEKTOB I10 KapTc, HOMCP I'CHCPUPYCMOI'O YPOBH:, CIIMCOK IIPOTHUBHUKOB, U

HEKOTOpbIe (yHKIIMOHAIBHBIC SJIEMEHTHI, HAPUMED, PYHKITHS OKOHYAHUS UTPHI.
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2) BoardManager

JIaHHBII CKPHUNT COEPKUT PEATU3ALNIO OMMUCAHHOTO aIrOPUTMA CO3/IaHUS
YPOBHSI, MTApaMEeTPhl KOJMYECTBA CTEH, a TAK)KE HEKOTOPbIE (DYHKIMU, CBS3AHHbBIE C
MO3UIIMOHUPOBAHNEM OOBEKTOB Ha CILICHE.

3) Moving Object

Ckpunr, oTB€HYarOUIMi 32 MOBEAEHUE JABMXKYILIUXCS OOBEKTOB B LIEJIOM.
VMeHHO B HEM peann30BaHbl ONUCAHHBIE AITOPUTM NIEPEABIKEHUS IO YPOBHIO, U
HEKOTOpbIE ApyTrHe PYHKIUH, CBA3aHHBIE C IEPEMEIICHHEM O0BEKTOB.

4) Player

JlaHHBIN CKPUNT COAEPKUT B3auMojieiicTBre o0bekTa Player ¢ anumarnusimu,
OTIpEeJIeIISIET KOJIMYECTBO PECYPCOB (SI0JI0KH), OCTAIOLIUXCS Y UTPOKA, U (DYHKIIMHU HX
npupocTa u yObIBaHMS, U IPOUM (PYHKIIMOHAJI, CBI3aHHBIN C UTPOKOM.

5) Enemy

Amnanoruyno ckpunty Player, 3a uckiitoueHueM Toro, 4To COJIEPKUT AITOPUTM
npoctoro M1 nepeMenienus K Urpoxy.

6) Loader

ColiepKUT METOJ 1Sl 3aTPY3KHU UTPHI B LIETTOM.

CKpunThI, CO3aHHBIC IS IBM)KKA, B3aUMOJICUCTBYIOT CO CPeJIoN pa3paboTke

KaK C TIOMOIIIbI0 Tpaduaeckoro uHTEpdeiica camoii HHCTPYMEHTAIBHON CPEIbl, TaK U

CTPYKTYPHO.

¥ = W Enemy (Script) @ 5
Script Enemy @
Move Time 0,1 |
Blocking Layer | BlockingLayer s
Player Damaage |ZU |
E Sprites-Default *,

[ Shader | Sprites/Default .

PucyHok 38 — akTUBHBIE 3JIEMEHTBI CKPUIITA

41



B wactHOCTH, Ha prucyHKe 38 MBI BUIUM CKpUIIT Enemy, nprcoeInHEHHBIN K
npedady Enemy1 B nmpoekre. [Tons MoveTime, BlockingLayer u PlayerDamage
SBJIIIOTCS private—ToJIIMH Pa3JIMYHBIX KJIACCOB, OOBSBIECHHBIMU B TPOrPAMMHOM
KOJIE CAMHUM I10JIb30BATEJIEM.

C nomonipto rpaduueckoro nHTepdeiica, moab30BaTeab MOKET JIETKO
NOMEIIATh B IAaHHBIE T0JIS1 HE TOJILKO Pa3JIMYHbIE IEPEMEHHBIE, HO U 1I€JIble OOBEKTHI
B JIBIKKE (Harpumep, npedaosr).

Hanpumep, Ha pucynke 39 B nosne Pause Menu Ul ¢ nomoipio rpadguyeckoro

uHTepPeiica nomelieH 0obekT PausePanel.

¥ = ¥ Pause Menu (Script) G 5! %,
Script PauseMenu ]
Pause Menu UI | /PausePanel o

Pucynox 39 — B3aumojeiicTBre ckpurira ¢ rpadpuueckum nHTepdeiicom

Ha pucynke 40 nzo0pakeHa nuepapxus KJ1accoB B pa3pabOTaHHOM

IMPUITOKCHHH.
Starttzame Handles
MorcBrnasur
EwmitGgamaHandier
TurcnalHandiar
PauseMany
Gamehdanager | MeringObject BeaniManagar Wl
| Ernemy 1 Enarmy 2 Player

Pucynok 40 — B3aumoeiicTBHE CKpUIITa ¢ rpaduyeckum uHrepdeiicom
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MonoBehaviour npescrasisier coboii 6a30Bsiii kiace Unity,
o0ecrieunBarOIINi CBSI3b CKPUIITa ¢ MHCTPYMEHTaNIbHOU cpenoi. Hampumep, meTon

Awake — ouH 13 HaclieyeMbIX METOIOB OT Kjacca MonoBehaviour.
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['maBa 3. TectupoBaHue NPUIOKEHUS

3anycx< IMPUIIOKCHHUA OCYIICCTBIACTCA U3 TTIABHOI'O MCHIO.

Start game
Tutorial

Exit game

Pucynok 41 — rmaBHOE MEHIO
B rimaBHOM MEHIO MOJIb30BATEIb MOXKET BBHIOPATh OJIHY M3 CIIEIYIONIIUX OIIIUI:
1) Start game — HauaTh Urpy.
2) Tutorial — mpocMoTpeTh 00yUaroliee cooOIICHHE.

3) BbliiTi U3 UIpHI.

[Tocne 3amycka UTrpbl, UTPOK BUAMUT IKPaH, COOOUIAIONIMNA HOMED YPOBHS, a

3aTEM TJIaBHBIM UTPOBOM IKPAH.
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Press 1 to move up
Press | to move down
Press — to move right

Press < to move left
Collect apples
Evade enemies
Survive as long as possible

Pucynok 42 — oOyyaromiuii 3xpaH

Level 1

Pucynok 43 — cooOuieHrue HoMepa ypoBHS
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Food99

Pucynok 44 — riiaBHbI UTPOBOM DKpPaH

Ha rimaBHOM UTpOBOM SKpaHe MPUCYTCTBYIOT CIEAYIOIINE OOBEKTHI:

1)

2)

3)

4)

Urpok. MoxeT aTakoBaTh IPOTUBHUKOB, MOXKET YHHUUTOXKATh
paspyIiaeMble PETsITCTBUS, MOKET COOMPATh OJMH pecypc (I07I0KH).
Urpa npogoimkaeTcst 40 T€X Mop, Moka pecypc 00JbIlle WK PaBeH HYJIIO.
Kaxknas ataka npOTUBHUKA OTHUMAET Y KOHTPOJIUPYEMOTO UTPOKOM
nepcoHaxa 10 s0oxK.

Nrpok MOXKET KaK aTaKoBaTh MPOTUBHUKOB, TaK U MPOCTO U30€KATh UX
aTakKH.

Pecypcbl. CymiecTByeT TOJIbKO OJIMH BUJl BHYTPUUTPOBBIX PECYPCOB:
sa010Kku. BCTaB Ha KJIETKY € peCypcoM, UTPOK MOJAHUMAET 3 s10JI0Ka.
YuuuToxkaeMbie 00beKThI. [IpensrcTBusi, 0003HaYEeHHBIE KOPUIHEBBIMU
TaiJlaMu 3eMJIM C U300paKEeHNEM BETBEHl JiepeBa.

Heynuuroxaembie 00bekThl. OO03HAYEHBI PA3TUYHBIMU TUIIAMHU

KaMHe#. Y Iep>KUBaIOT UTPOKA HAa YPOBHE.
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Restart

Main menu

Pucynok 45 — meHro nay3bl

[Ipu HaxxaTun Ha KHONIKY Resume, BHYTpUUTPOBOE MEHIO OYJIET 3aKPBITO, U
urpa npoaoJKUTCSL.

[Ipn Haxkatun Ha kHOTKY Restart cuéTunk ypoBHel cOpacbiBaercs 1o 1, a
CYETYHUK €/bl IepcoHaxa 10 99.

[Tpu HaskaTnm Ha KHOMIKY Main menu, UITPOK TOKWHET IIEHY W BBIAJIET Ha
IJIaBHOE MEHIO.

[Tpu Haxxatun Ha kHOMKY EXit, mpuiioxkeHue OyJeT 3aKphITO.
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3aKIrYeHne

B pe3ynbTaTe BBINMOITHEHUS BBITYCKHOM KBaNU(DUKAITMOHHOM pabOThI ObUIH
BBITIOJIHEHBI CJIETYIOLIUE 3aJauH.

bbut mpoBeAeH aHAIN3 pa3IMYHbIX NpUIoKeHN. Ha ocHOBaHMHM MOTy4yeHHOM
uH(OpPMAIUU COCTaBlIeHa 00bEKTHAS MOJIENb Pa3pabaThIBAEMOT0 MPUIIOKEHHUS-
BUJICOUTPHI, BKITIOYAIOIIAsl OMMCaHne 00BEKTOB HA UTPOBOM YPOBHE, UX MOBEACHHE, &
TaK)K€ MEXaHUKH B3aUMOJICHCTBU.

PaccMoTpeHbI pa3nuuHbIe METO/Ibl TEOMETPUIECKOTO MOICTUPOBAHUS,
UCTIONIb3yEMBbIC B Pa3pabOTKe MPUIIOKEHHUM, U IPUMEPHI UX UCIIOJIb30BAHUS B
nekkax 3D-rpaduku, Hanmogobue Unity. Taxke u3ydeHbl pa3iMuHbIE THITbI
reOMETPUYECKUX MOJIETIEH, U paCCMOTpPEHA crieliM(PpUKa UX IPUMEHEHUS B PA3IMYHbIX
CUTYaIHsIX.

N3yueHsl pa3nuyHbie HHCTPYMEHTAIBHBIC CPEIBI IS pa3padOTKu
MIPWIOKEHUS, BEIOpaHa ONITHMAaJTbHAS.

CrpoekTupoBaHo, CO3JaHO U MPOTECTUPOBAHO MPUII0KEHHE Ha IBHKKe Unity.

[TpunoxeHue MOXKET ObITh TOMOIHEHO U YJIYUIIEHO B JlaJbHEHIIEM, T.K.
WHCTpyMEHTAJIbHAS Cpefia MpesiaraeT IMpoKrUe BO3MOKHOCTH 110 pa3padboTKe
MPWIOKEHUHN TaKOTO TUTA. B 4acTHOCTH, BO3MOKHO BKJIIOYUTH B UTPY CIOKETHBIC

CIICHBI, I[O6aBI/ITB Pa3JIN9IHbIC UTPOBBIC MCXAHUKH, U T..
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