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AHHOTAIMSA

Tema GakamaBpckoit paboThl: «Pa3paboTka 0 HOIOIB30BATENBCKOW 2]] UTPBI
B cpeae Unityy.

B pabGore mnpoBoaWTCcs MaTeMaTHYECKWW aHAM3, NPOSKTHPOBAHUE,
peanuzanus ¥ TECTUPOBAHUE UTPOBOTO (DYHKIIMOHANA, KOTOPBIA BKJIIOYAET B ceOs
MepPEABUKEHUE UTPOKA, CUCTEMY CPa)KEHU, COCTOAILYIO U3 BOOPYKEHUSI UTPOKA U
BparoB, a TaK)Ke JUHAMUYECKOE COCTMHEHNE UTPOBBIX JIOKALIUM.

JUIst TOCTHKEHUS TIeJIe pacCMaTpUBAIOTCS Pa3IUYHbIE MOIXO/bI, 1a0JIOHBI
u metonosioruu, o Ty Model-View-Controller, Dependency Injection, TBUHUHT.

B pabote npoBoauTcs cpaBHEHHE HECKOJIBKUX UTPOBBIX JIBUKKOB,
BKITIOYaromux B ceds Unreal Engine, Godot Engine, Unity.

PabGota MoxeT OBIThH pa3jiesieHa Ha CIEAYIONIUE JOTUYECKU
B3aMMOCBSI3aHHBIE YACTH. aHAJIU3 MOCTABJICHHBIX 3aa4, [IOCTPOEHUE
MaTeMaTHYECKUX MOJIeNIeH, TPOCKTUPOBAHKE U BBIICIICHUE apXUTEKTYPHBIX
O0COOCHHOCTEH pelleHus], pealiu3alus U TECTUPOBaHUE Pa3pabOTaHHOTO
(dbyHKITMOHAA.

bakanaBpckas paboTa cocTouT u3 45 cTpanul] TekcTa, 37 pucyHkoB u 21

HNCTOYHHKA.



Abstract

Theme of the bachelor’s work: «Development of a singleplayer 2D game in
the Unity engine».

The paper includes mathematical analysis, design, implementation and
testing of game functionality, which includes player movement, a battle system
consisting of weaponry and enemies, as well as dynamic connection of in-game
locations.

Various approaches, patterns and methodologies are considered in order to
achieve the goals. These include model-view-controller, dependency injection and
tweening.

The paper includes a comparison of several game engines such as Unreal
Engine, Godot Engine, Unity.

The paper can be divided into the following logically interconnected parts:
analysis of the assigned tasks, creation of mathematical models, design and
architecture, realization and testing of implemented functionality.

The paper consists of 45 pages of text, 37 figures and 21 sources.
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BBenenue

Bugeourpel  ABISIIOTCST  JAOBOJIBHO — PAaCOpPOCTPAHEHHBIM  CIOCOOOM
MIPOBEJCHUS BPEMEHM ISl CAMBIX Pa3HbIX NMOKOJEHUN. CBOKO MOMYISIPHOCTh OHU
Hayain HaOupaTh B Haudane 1980-x romoB, a cerojgHs BCE TakKe OCTAIOTCA
peJIeBaHTHOM M pa3BUBaroLIeics (HOpMOI pa3BICUCHHUS, CTPEMHUTEIBHO BBITECHSA
npyrue (GopMbl 1O TUITY YTEHHs] KHUT W MpocMoTpa (GuiabMoB uiau cepuaiioB. OO
3TOM CBHJETEIBCTBYET (PaKT TOro, 4To B mepuoa ¢ 2015 mo 2022 roj KOIM4eCTBO
reiiMepoOB B MUPE BBIPOCIIO HA OJMH MUJUIMAPJ YEJIOBEK, CO CPEIHHM POCTOM B
npubsm3uTenbHo 5.5% B roja [12]. JIias HEKOTOPBIX BHICOUTPHI TAKIKE TIOCTETICHHO
NepeluId U3 10Cyra B UCTOYHMK JOXO0/Ia C POCTOM COBPEMEHHOTO BHJA CIOpPTa —
kubepcnopra. Bee 3t (hakThl 6€3yCIOBHO TOBOPAT O TOM, YTO WIPbl UMENIU U
COXPaHSIOT aKTyaJbHOCTh B COBPEMEHHOM MUPE.

[lenbto BBIMYCKHOM KBAIM(UKAIMOHHON palbOThl SABISETCA CO3/IaHUE
¢dyukumonana ansa 2J[ urper B skanpax roguelike u hack’n’slash. Ynomsuytsrii
UTPOBOM (DYHKLIMOHAJ BKJIIOYAET B CEO:

— MepeIBUKEHUE UTPOKA

— Bparu, KOTOpPbIE IBUTAIOTCS B CTOPOHY UTPOKa

— JIMHAMUYECKOE COCIMHEHHNE UTPOBBIX JIOKAIUH



I'naBa 1 3agayu BbIMYCKHOM KBAJIM(PUKAITMOHHOM PAdOThHI

1.1 ITocTaHOBKA TeXHUYECKOI0 3aJaHUS HA Pa3padOoTKy MTPOBBIX

MEXaHHUK HI'PbI

TpeboBanust kK UTPOBOMY (PYHKIIHOHAITY'
— peanu3anys IpoCTOro NepeIBUKEHNS UTPOKA
— peanu3anus ClocOOHOCTH PhIBKA UTPOKA
— peanu3anys NpoCTBIX BParos
— peanusanus CUCTEMBI 005
— peanu3anysi COeIMHEHUN MEKy KOMHATAMHU
WNrpok MOXET INepeaBuraTbCsi B 8 HANpPaBICHUSAX W COBEPIIATH PHIBOK,
KOTOPBIN MO3BOJIAET €My OBICTpEe MPEO0I0JIeBaTh KOPOTKHE PACCTOSIHUS, HO MpHU
9TOM HEHAJI0JI'0 TOPMO3UTH B KOHIIE.
Bparu OyayT cToAT Ha MecTe U aKTUBUPOBATHCS MPU MPUOIMKEHUN UTPOKA,
MIOCJIE YEro OHU OyAyT NEPEABUTATHCS B €T0 CTOPOHY.
HUrpoBoii MuUp COCTOUT U3 OMNPEAEIIEHHBIX JIOKALUK, KOTOPbIE HA3bIBAIOTCS
KOMHaTtamu. M3HauaabHO KOMHATBI 3aKpbIThl, HO MOTYT OBITh JMHAMHYECKHU

COCAMHCHBI ITPU ITIOMOIIH OHpeI[CJ'IéHHBIX AJITOPUTMOB.

1.2 TeopeTnueckuii aHAJIU3 MOCTABJEHHbBIX 33124

3aaIMM BEKTOP MEPEABUIKEHNS UTPOKA KaK C. BEKTOPHI IBUKEHUS HTPOKA
I10 TOPM3OHTAJIM U BEPTUKAIM COOTBETCTBEHHO OyAyT X U Y. B 3TOM ciiyuae Mbl

MOKEM 3a]1aTh BEKTOP C Kak:

R (1)



®opmyna (1) oOs3aTenbHA, TaK Kak €CJAM MPOCTO HCIOJIb30BaTh BEKTOPBI
TOPU30HTAJIBHOTO M  BEPTUKAJIBHOTO  JBIKEHUSA, WIpoK OyJIeT Bceraa
MepeIBUraThCs OBICTPEE MO AUATOHAIIM HEXKEJIU B OJTHOM HAINPABJICHUHU.

[Ipu coBepliieHUU pbIBKa, UTPOK OYAET TEPSATh KOHTPOJIb HaJ yIPABICHUEM
JI0 T€X 0P, TIOKA PBIBOK HE OYy/IET MOJHOCTHIO 3aBEPIIEH.

Bparu umMmeror odeHb mpocTyio JOoruky. OHM CTOAT Ha MECT€ U HAYMHAIOT
JIBUTAThCS B CTOPOHY UTPOKA, €CJIU OH BXOIUT B OMNPENEIEHHYIO 00JacTh BOKPYT

Bpara, KOTopasi OIpeAeIsieTCs CIEIYIOIUM 00pa3oM:

(x —x0)* + (¥ — y0)* < R? (2)

®opmyna (2) ompenenser, HAXOAUTCS U UTPOK B ONPEACIEHHOM paauyce OT
Bpara. Eciiu ypaBHEeHHE UCTUHHO, Bpar HAUMHAETCA JBUTATHCSA B CTOPOHY UTPOKA.
KoMHaTel MOryT cOeauHATBCA U3 JIO0Or0 HampaBlIeHHd B J000€
HamnpaBlieHUE, TO €CTh, HAIIPUMEP, MOXKET OBITH COETMHEHNE KOMHATHI M3 BBIXOJIA C
BOCTOKA, K KOMHAT€ C BBIXOJIOM, CMOTPAILIUM Ha ceBep. Bcero ato obOpazyer 16

COYETaHUMH.



I'naBa 2 IlpoekTHpOBaHUE U APXUTEKTYpa

2.1 UrpoBoii 1BHKOK

Jnsa pa3paboTku urp B OOJNBIIMHCTBE CIy4aeB MCHOJIB3YIOTCS TaK
Ha3bpIBACGMBIC WTPOBBIC JBIDKKH. WrpoBOoW MABMKOK — 93TO CHEIUATBHOE
nporpaMmMHoe oOecrieueHre, MO3BOJIAIONIEe PA3rPaHUYUTh (PYHKIIMOHAT UTPHI U
dbyHIaMEHTAIBHBIC 3aJa4dl [0 THITY CO3JaHWS OKHA WIPhI, BHIBOA Tpaduku Ha
9KpaH U Tak janee [1]. dyHKIMOHAT UTPBI JTIOXKHUTCSA HA Pa3pabd0TYHKa, B TO BpeMs
KaK OCTaJIbHBIC 33]]Ja4H PEHIAlOTCA UTPOBBIM JIBUKKOM.

Unity — camblii Oy JIIpHBIN ABMKOK 1T MOOMIBHOM U 2D pa3paboTku, HO
TaKXe MOXKET MCIOJIb30BaThcs U id 3D paspabotku [3]. B MoOMIbHOM cexTope
nons Unity cocraBnser okosio 70 mporieHToB [14]. AHOHC W BBIXOJ HIPOBOTO
IBUKKa B MHp cocTosticss B 2005 roxy. Unity cumraercs nErkuM Juisi OCBOCHUS
HOBHYKAMH, BBHUY Y€ro SIBJISCTCS MOMYJSIPHBIM BBIOOPOM Jjisi mHAM urp. Unity
MMEET OYeHb OOMMPHBIM (YHKIMOHAT, YTO TIO3BOJISAET pa3zpadoTUUKaM
c(hOKyCHpOBaThCs Ha pa3pabOTKE WIP HMCIHOJB3YsS IO OOJbIIeH YacTH TOJIBKO
BCTPOCHHBIC HMHCTPYMeHTHL. s co3manus ckpuntoB B Unity  MoxHO
UCHoJb30BaTh JavaScript u C#.

Unreal Engine — rpymnma HWIrPOBBIX JBHXKKOB, NPEHUMYIIECTBEHHO
ucrnonp3yromnuiics s 3D paspabotku, HO 2D pa3paboTka Ha NBWKKE TaKKe
Bo3MmoxkHa [18]. TTepssriii pa3 Unreal Engine 6bi1 mokaszan mupy B 1998 roay. On
UCTIONB30BaJICs s pa3paborku urpbl Unreal. M3HayanbHO JBHXKOK OBUT CO3/1aH
JUIS pa3pabOTKU IIYTEPOB OT TEPBOTO JIMIA, HO C TEUYEHHWEM BpPEMEHH ObLI
aIanTHPOBAH JUIsl IPYTUX KAHPOB UTP U Jaxe Apyrux chep aestenbHoctu. B 2014
roay Paspabortka B Unreal Engine ocyiecTBisieTcs Mpu MOMOIIM “‘depTexeit”.
A3bik uepTexeit — C++.

Godot Engine — kpoccriaatGopMeHHBIH HIPOBOM JBHKOK B OTKPBHITOM
noctyne [11]. Mcnonp3yercst nmpeumyinecTBeHHO it 2D pa3paboTku, HO Takke

nojnepxuBaeT U 3D pazpabotky. [lyOnuunblii BbIxoa ABHXKKa coctosics B 2014



roay, Ho OH Obul pazpaboran B 2001 rogy W HCHOIL30BaJCS KOMIAHUSMH B
Jlatunckoit Amepuke. Cunraercs, yro nemxku Godot u Unity Bo MHOTOM MOX0XKH,
HO Unity, BBuay cBoeil Ooyiee IOJNTOH WCTOpUHU, HMEET OoJiee OOIIUPHBINA

dbyukiuonan. J{ns paspabotku Ha Godot moxkHo mcnoas3oBate GDScript , C# u

C++.

Tabnuna 1 — Kpartkas xapakTepucTruka UTPOBBIX JABHKKOB

J{BHAKOK A3bIK Hara OcHoBHbIe Chepbl
BbIX0/J12

Unity C#, JavaScript 2005 2D, 3D, moOwmibHas

Unreal Engine | C++ 1998 3D, ¢bunbmBbI U TENEBUCHUE

Godot C#, GDScript, C++ | 2014 2D

Ha ocHoBe cpaBHeHus TabmuIlpl 1 ObLT cienan BeIOOP B ctopony Unity, Tak
KaK B JaHHOW pa0oTe 3aTparuBaercs pazpadotka 2D npoekrta. Ero 6onee Gorarbiii
(GbyHKIMOHAM B 3TOH cepe nenaet ero 6osee npeAnoYTUTEIbLHBIM [0 CPABHEHUIO C

APYTUMH IBHXKKaMHU.

2.2 Iloaxoabl, METOTUKH, TEXHOJIOTHH

B mpomecce apXHTEKTyphl W IPOSKTHPOBAaHHMS OBUIM  BBIOpAHBI
onpenenEHHbIe MOAXOABI W MAaTTePHBI, YTOOBI JOCTHYDL MaKCHMAaJIbHOMN
MOAYJABLHOCTH M PACIIUPAEMOCTH. APXHUTEKTYpPHBbIC NATTCPHBI HAKJIAIbIBAIOT
ornpenenéHHbple OTpaHWYCHHS Ha CTPYKTYpy KOJa W pa3iciieHUue JIOTUKH, YTO
obecrnieunBaeT YMCTOTY KOJa M €ro MoIIePyKUBaeMOoCTh [5].

Dependency Injection — MeTtoauka, Ipu KOTOPOH OOBEKT MOJydYaeT CBOU
3aBHCHMOCTH M3BHE BMECTO TOT'O, YTOOBI CO3/1aBaTh UX camomy [6]. DTOT moaxon
CTPEMUTCS Pa3ACIUTh JIOTUKY CO3IaHHUsS 00BbEKTOB U UX MCITOJIb30BAHUS, YTO BEAET

K HM3KOM CBSI3aHHOCTH. J{aHHas Meroauka obecreunBaeT (PakT TOro, YTO OOBEKT-




KJIMCHT HC 3HACT, KaK CO3JaBaTb CBOHM 3aBHCHMOCTH. Omna TaKkxe ACJIaCT HCACHBIC

3aBUCHUMOCTHU SACHBIMU.

Knacc ana
ynpaBeHys UrPoKoM
npwv NOMOLLM
reimnaga
GamepadMovement |
Controller
DI Container < e IMovementController <€ OBObLeKT urpoka
KoHTeliHep, Ha KeyboardMovement ; ABcTpauua knacca, OBbEKT, KOTOpbIV
KOTOPLINA NOXUTCA Controller [ 77 vcrnonbaytoLerocs BUAMWT UIPOK.
06513aHHOCTL ANS ynpaenenus YnpaeneHnvie 3aBucuT
nocTaBNeHNs HYXHOW WIPOKOM oT abcTpakumm.
peanusaunn Knacc gns
3aBUCUMOCTHU yNpaBneHnsa Urpokom

npy NOMOLLM
KnaswaTypbl

Pucynok 1 — Mcnons3oBanue Dependency Injection B mepenBrkeHUN UTPOKa

Kak MOXHO BHJIETh Ha PUCYHKE 1, UTpOBOM OOBEKT 3aBUCUT OT aOCTpaKIUH,
KOTOpass B CBOK OYEpPENb MOXET HUMETh HYXKHYIO peanuzanuio. HyxHas
peanu3anusi TOCTaBISAETCA HWIPOBOMY OOBEKTYy W3BHE TMpPU TIOMOIIM Tak
HaszpiBacmMoro Dependency Injection konrteiinepa. B Unity mns peanusanmu
noaxona Dependency Injection ecth maker Zenject. DTo JETKOBECHBIH,
BBICOKOMPOU3BOJIUTEIbHBIN  (PpEMBOPK B OTKPBITOM JOCTYIE, CO3AAHHBIN
CHCIMAJILHO JUTS pealli3aluy JaHHoTo oaxoaa B Unity [21].

Cnenyrommii  MOAXOX, KOTOPBIA  HMCHOJIB30BAJICS I ITOCTPOEHUS
apxutektypsl urpsl — Model-View-Controller, cokpaménno MVC. On no3Bosier
pa3enuTh JIOTUKY OTAENIbHOTO (PYHKIIMOHAIAa Ha TPU OCHOBHBIE COCTABJIAIOIINE —
MOJIeITb, TIPENICTaBlICHUE U KOHTposuiep [2]. Mojens XpaHuT B cebe BCe JaHHbBIC U
COJIEP)KUT OW3HEC JIOTMKY, MPEACTaBICHHE OTOOpa)XKaeT H3MEHEHHsS MOJENH,
KOHTPOJUIEP SABJISETCS CBA3YIOIIEH TOUKOW MEXIY MOJEIBIO U NMPEACTABICHUEM, a

Takke o0pabaThIBaeT MOJb30BATEIBLCKUI BBO/I.
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Pucynok 2 — O6mas ctpykrypa MVC

Pucynok 2 moka3piBaeT OOMmMMKA Ciy4all CTPYKTypUpPOBAHHUS OTIEIHLHOTO
dbynknuronana npu nomortu MVC. KorTtposutep o6padaTeiBacT MOJIb30BaTEIbCKUI
BBOJ, HA OCHOBE KOTOPOTO H3MEHSET Mofesib. Mojenb Mpu MOMOIIU COOBITUS
oOHOBIIsIeT mTpencTaBieHne. CTOUT OTMETUTh, YTO MOJEIb HE 3HAeT O
npenctaBieHnd. llpencraBneHne mMoaydaeT W3MEHEHHUS MOJETN TPU TOMOIIU
m1abJI0Ha MO CKU-ITY OJTHKAIIUH.

MVC B Unity umeer HekoTOpble OCOOSHHOCTH. B BHIE TpeacTaBiIcHUs
BBICTYMAlOT camMd WUrpoBble 00BEKTH. KoHTpoyuiep He MOXKeT ObITh
CaMOCTOATEILHBIM, TaK KaK ISl MPOBEPKHU TMOJIH30BATEILCKOTO BBOJIa OH JOJIKECH
BBI3BIBATHCS KaXBIH KaJp, 4TO BO3MOXKHO TOJBKO B MpeacTaBieHuu. Kontposiep
Takke o0pabaThIBa€T HEKOTOPHIE COOBITHSA, KOTOPHIE MOTYT MOCTYNHaTh TOJBKO C
IpeICTaBICHNs, Hanmpumep, koumsuu o0bekToB [4]. Crpyktypa MVC B Unity

MpE/ICTaBJICHA HA PUCYHKE 3.

10
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Pucynok 3 — Ctpykrypa MVC B Unity

Kak MOXXHO 3aMeTUTh Ha pHUCYHKE 3, MOJb30BATENb OOJBIIE HE HCHOJIb3YET
KOHTpoJulep HampsiMyro. KoHTposmiep Ha KaxXIoM  Kaape
MI0JIb30BATEIHCKUI BBOJI P TIOMOIIM OCOOBIX KJIACCOB, MpeaocTaBieHHbIX Unity,
Hanpumep, kiacc Input [17].

OTnenbHO CTOMT YHNOMSIHYTH OCOOYI0 TEXHHKY, KOTOpas Ha3bIBaeTCs
“tweening”. OHa TO3BOJISIET CO37aBaTh MPOMEXKYTOUYHBIC KaJapbl aHUMALWN JUIs

WLTo3uK aBHoro asmkenus [20]. [ms toro, uroObl cAenaTh 9TH aHMMALMK

H€J'IHHCI>1HBIMH, HCIIOJB3YIOTCA PA3JINIHBIC (bYHKI_[I/II/I CrJIa’KBaHUA.

11
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Pucynok 4 — I'paduku Gpyukimii crinaxuBanus [8]

Ha pucynke 4 npeacTtaBieHbl rpa@uKy pa3aTudHbIX GyHKINN criakuBaHus oT 0 10
1. OHu npugarOT aHUMALMSAM HEJIUHEWHOCTh, TO €CTh, aHUMUPYEMbIH OOBEKT B
pa3Hble MOMEHTHI BpEeMEHM OyJeT TNepeABUraThbCsl M BpaliaThCsa C pa3HOU
CKOPOCTBIO, B 3aBHCUMOCTH OT TOTO, CKOJbKO BPEMEHHM IMpOILIO OT Hauala
aHUMAIMU. JTO MOXKHO MPEACTaBUTH CIEAyroUM oOpazom: mpornuio 100 mMc ot
aHuManuu aaurenbHocThio 200 mc. Torma Ha BXoa (GYyHKIMH CTIa)KUBaHUS OyeT
noctynate 0.5, a Ha BBIXOAE MBI IOJYYHMM 3HAYCHHE €€ 3aBEPLIIEHHOCTH WIIU
TEKYILIEr0 COCTOSHHUS.

Camoe monyJsipHOE pelieHne sl TBUHUHTa anuMaruii B Unity — DoTween
[7]. B naHHOM HIpOBOM MPOEKTE 3TO MCIOIB3YETCs JUIsl, HAlPUMEp, aHUMAal|U
aTak opyxwuil. B o0mmx yeprax camyro OOBIYHYIO aTaKy MOXHO MPEJACTaBUTh Kak
B3Max, yJlap U BO3BpalllcHUE B MCXOJHOE COCTOsiHME. B BUIE TBHHA 3TO MOXKET
BBITJISIZICTH CIEAYIOITUM 00pa3oM:

12



a) M3meHnuTh oOTHOcHUTENbHOE TONOKeHue opyxus Ha (-0.8; -0.3) wu
OTHOCHMTEJIbHBIN MOBOPOT Ha 50 rpamycoB co criaxuBanuem OutSine 3a 200
MUJITUCEKYH]T (B3MaX)

0) U3menuts oOTHOcHUTENbHOE TONOKeHue opyxkus Ha (0.8; 0.3) wu
OTHOCHTEIBHBIA MOBOPOT Ha -30 rpamycoB co criaxumBanuem OutSine 3a
100 Mmunucekysa (yaap)

B) M3MeHuTh oTHOCHTENBbHOE ToJoXeHHe opyxust Ha (0; 0) ¥ OTHOCHTENIBbHBIM
noBopoT moBopoT Ha 0 TpamycoB co crimaxuBanuem OutSine 3a 150
MUJUTMCEKYH/1 (BO3BpAIllEHNE B UCXOAHOE TOJIOKEHUE)

Emé oaun mabiioH, KOTOpbIA MpUMEHsIETCs B paboTe — KOHEUHBIN aBTOMAT,
anbo0 ke MamuHa CcocTogHMM. OOBEKT B JI0O0OW MOMEHT BpPEMEHH MOXKET
HAaXOJIUTHCSI B KAKOM-TTHOO COCTOSHHH, KOTOpOE ompenenseT ero noseneHue [10].
Hampumep, urpok MokeT OBITh B COCTOSHHH XOJbOBI, B KOTOPOM OH MOJKET
aTakoBaTh, HO TaK)K€ MOXET OBbITh B COCTOSHUM IUIaBaHUS, B KOTOPOM OH HE
MOKET aTakoBaTh. JTOT IIAOJIOH TOJIE3€H, TaK KaK OH IO3BOJSIET U30ekKaTh
U30BITOYHBIX MTPOBEPOK U JOOUTHCS MOTYJIHHOCTH PEIICHUSI.

B pabote Takke nmpuMeHsieTCsl MEXaHU3M MyJuHTa 00beKTOB. OH MO3BOJISIET
MOBTOPHO HCIIOJB30BaTh YacTO MPUMEHSIONINECS] OOBEKTHI BMECTO CO3JaHUS
HOBBIX [13]. Hampumep, mosymnpo3padHbie KOMUW UTPOKA, KOTOPHIC MOSBISIFOTCS
pu peiBKe. BMecTo TOr0, 4TOOBI yAQISITH OOBEKT, OH JICAKTUBUPYETCS, 3aTEM MPHU
HaJJ00HOCTH aKTUBUPYETCS CHOBA C HOBBIMH MapaMeTpaMu (TIO3HUIIHEH, TOBOPOTOM
U Tak jajnee). DTO MO3BOJIIET HE TPATUTh PECYpPChl JBMXKKA HA CO3JIaHWE HOBBIX

00BEKTOB.

2.3 IlpoekTpoBaHue nepeaBUKEeHUS

IlepenBukeHNE UTPOKA COCTOUT U3 IIPOCTOrO YNPABIEHUS U PHIBKOB. Beero
Yy UTPOKA MO>KHO BBLACIIUTH TP OCHOBHBIX COCTOSIHUSL:

— CocrosiHME 0TIBIXa, B KOTOPOM UTPOK CTOMT HA MECTE

— CocTosiHME NepeaBUKEHNUS, B KOTOPOM UTI'POK CaM YIPABIISIET HTPOKOM
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— CocTosiHHME PBIBKA, B KOTOPOM UIPOK COBEPLIAET KOPOTKUIA PHIBOK
Pa3neneHne Ha COCTOSIHUS MOJIE3HO, TAK KaK OHO MO3BOJISIET TOCTUYb CJICTYOIIUX
orpaHuyeHui 0e3 N30BITOYHBIX MPOBEPOK:

— Hrpok MokeT coBepIiaTh pbIBOK TOJIBKO €CIIM OH HAXOAMTCS B

COCTOSIHUH JIBUYKEHUS
— Hrpox He MOKET IepeABUTaThCsl M HE MOXKET COBEPILIATH PHIBOK €CII OH
HaXOJUTCS B COCTOSIHUM PBIBKA
— MHrpok MOKET aTakoBaTh TOJIBKO B COCTOSIHUN JIBU>KEHUS U COCTOSTHUN
OT/IbIXa
CocrosiHHE nepeIBUKEHNS MOKHO OXApAaKTEPU30BaTh AUATPAMMO,

M300paKEHHON HA PUCYHKE 5

MpoBepsieT KHOMKU NepeaBukeHns Ha
KaKOoM Kagpe M Co34aéT COOTBETCTBYHOLLUMA
BEKTOP CKOPOCTU (Hanpumep AnaroHanbHo
BBEpX-BMEBO MNK MO NPSIMOIA HaMpago)

nepegaér IMovementController € Bbi3biBaeT
BEKTOp KoHTponnep Ha KaXaoMm
CKOpPOCTHK Kanpe
IMovementModel oGHoBnsieT > KomnoHeHT
Mopenb Mpeacrtaenexue

XpaHuT B cebe BEKTOpP CKOPOCTH. KoMMoHeHThl ABNATCA COCTaBNARLLIMMM
OtnpasnseT cobbiTa 0 ero N3MeHeHUK nrpoBbix 06bekToB. ObLLaeTcs
BceM obbekTam, NoannucaHHbIM Ha 3To ocTanbHbIMK UIPOBbLIMK 0BBLEKTAMU.
cobbiTHe. MoanuckiBaeTca Ha cobbITUA Moaenu

obHoBnsieT cebsa npyu HagobHoCcTU. He
oTnpaBnsAeT KoMaHabl MOAENWN HANPAMYIHO.

Pucynok 5 — JluarpaMma apXuTeKTypbl IEPEABUKEHUS UTPOKA
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Ha pucynke 5 moka3zaHo MOCTpOeHHeE MNepeaBuKeHus urpoka. Konrposuiep Ha
OCHOBE BBOJIa IOJIb30BATENsl CO3MAET BEKTOP MEPEIBUIKEHHUS, NJIMHA KOTOPOTO
Bcerna paBHa 1. 91o gocturaercs mpu nomoiu ¢GopmMysl 1.

PpiBOK Tpu moMoOIIM TBUHHMHIA IUIABHO TIEpeMeIlaeT Urpoka Ha
ONPeAENEHHYIO0 UCTAHIIMH. DTO TPOCTOE MepeMenieHne 00beKTa U3 OJHON TOUKH
B JpyTyI0 3a ompeneiéHHoe BpeMsi co criaxuanueM OutSine. IlapamnensHo
TaKkKe  CO3MaéTCsi  IOCIENOBAaTeNbHOCTh  TBHHOB,  KOTOpBIE  CO3ArOT

MOJTYTIPO3PAaYHbIC KOTIMH CTIPaliTa UTPOKA JJISl WILTIO3UU YOBICTPEHHOTO JIBHKEHUS.

2.4 TIpoekTpoBaHHE BParos

Cample TPOCTHIE Bparu B UTPE aKTUBUPYIOTCS TIPH MPUOIMKSHUH UTPOKa, a
OCTaJILHOE BpPEeMsI CTOSIT Ha MecTe. B cirydae maHHO# pabOThl caMble POCTHIC
Bparu — 31o cinu3Hu. Onu coctosT u3 AByx MVC moyneii:

— TlonmydeHue ypoHa CyIIHOCTSIMU

— IlepenBuxxenue
N uMeroT 1Ba OCHOBHBIX COCTOSIHUSI:

— XKuson

—  YmMmuparommu
[TepenBmxeHNE CIM3HEHN UCTIONB3YET TE K€ KJIACCHI, UYTO ¥ UCTIONB3YIOTCS JIIS
nepeaBKeHNs UTpoka. EnHCTBeHHAs pa3HuIia B KOHTpoJuiepe. s urpoka
KOHTPOJUIEP — 3TO KJIABUATYPHOE YIPABJICHHE, a JJIS CIM3HS — ITPOBEPKa
PACCTOSIHUS 10 UTPOKA U aKTUBAITUS TIPH BBITOJTHEHUH YCIIOBHSI.

JnarpamMma paboThl MOJTYJISI OJTYUYEHHUSI ypOHA CYIIHOCTIMU OTOOpakeHa Ha

pHUCyHKe 6.
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Camas npocTas
peanusaunst JaHHOro
KOHTpoOIepa npocTo
nepeaaér napameTpbl

ypoHa moaenu

nepenaéT napameTpbl ypoHa nepenaét napameTpsl ypoHa
KoHTponnep

IDamageableController

A

Y

cobbiThe Nony4yeHns ypoHa
Mogens
» KomnoHeHT Damageable
IDamageableModel g
cobkITve cMepTH
Mopenb xpaHuT Tekyllee 300poBbe [aHHbI KOMMNOHEHT NO3BONAET APYrUM
obbekTa, ybaBnseT ero npu UrpoBbIM 0BBEKTAM HAHOCUTL YPOH 3TOMY
HafoBHOCTK, a TaKkke MOXeT o6bekTy. OH peanuayeT ocobblil MeTof,
oTnNpaBnATh ABa cobbITUA - Npu Yepes KOTOpbIA NepeaaroTca NapameTpsl
Mony4yeHn ypoHa 1 npu cMepTu nony4yeHus ypoHa.
obbekTa.

Pucynok 6 — MVC nonydenus ypoHa CyIIHOCTSIMH

Ha pucynke 6 mpencraBieH mukia padorst MVC Mopynst moiydeHusl ypoHa.
[TapameTpsl TONlydeHHsT ypOHa TMPOXOAAT MO BCEM COCTaBIAIOIMM. B Ooree
CIIO)KHOM BEpCHUU JAHHOTO MOJYJisi ObuIO ObI BO3MOXHO, HampuMep, yCHJICHUE
OTJa4d MOJETBI0, JIMOO >X€ HWrHOPUPOBAHHME IMApPAMETPOB IMONYYCHHS YpOHa
KOHTPOJIEPOM (HApUMEpP, €CIH CYIIHOCTh MOXET CTAHOBUTHCS HEYSI3BUMOW).
[TpencraBieHue moiayvaer J1Ba COOBITUS — O MOJYYEHHH ypoHa U o0 cmeptu. llpu
MOJlyYeHUU ypOHa Bpar pe3Ko 3aropaercs OenlbiM, 4TOo AaéT UTPOKYy 3HATh O
nonaganuu. [Ipu cMepTu Bpar NocTeneHHO UCYE3aeT.

Wrpok MOKeT HaHOCUTh YPOH BparaM IpU MOMOIIM Opykuil. Panee Obua
pazobpaH mpuMep TBHHHHTAa aHWMAIUMA aTaku opyxwus. Bo Bpems aHuUMaIuu
OpYy’XKHE€ TaKXe TIEepeXOAUT B pa3HbIe COCTOSHUS, KOTOpbIE, KaK U B JAPYTUX
Cllydasix, 3aJal0T ompeAeNEéHHOe MoBeAeHue. /[narpamMmma mepexo0B COCTOSHHIMA

OOBIYHOM aTaKy MEePBOHAYAIBHOTO OPYXKUSI UTPOKA N300pakeHa Ha PUCYHKE 7.
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MexogHoe coctosHue (ldle).

>  VcxomHoe cocTosiHue MHuumnaumnsa atakm BO3MOXHA TONbKO B STOM COCTOSIHUMA.
[eicTene Urpoka

A 4

Moauuwst Ha (-0.8:-0.3) Mepexon B coctoaHue B3amaxa (WindUp)

MoeopoT 50 rpagycos CocTosiHNE OpY>KME FOBOPWUT O TOM, B KaKoW cTaanm
A 4

Moauuus Ha (0.8:0.3) [Nepexon B cocTosiHWe yaapa (Normal Attack)

Mosopor -30 rpaaycos B aTOM COCTOAHWM Bparu opyxue nepefaét napaMmeTpol

Bpemsi: 100Mc YpOHa Bparam, KoTopble AenakT KOHTaKT C HUM.
Y
Moauuus Ha (0:0) MNepexon B cocToAHWe Bo3BpalleHns (Returrning)
MosopoT 0 rpagycos Mo UTOry 3TOrC TBUHA OPYXME MEepPexoanT B UCXOOHOE

Pucynok 7 — TBUHUHT aTaku

Ha pucynke 7 wu300pak€H MpolecCc aTakd MEepBOHAYAIBHOrO oOpyxwus. Bce
MO3ULMUA U TOBOPOTHI SIBJISIOTCS OTHOCUTEIBHBIMH K POJAUTEIBCKOMY OOBEKTY.
Mexay UrpoKOM U OpYKHEM €CTh MPOMEKYTOUHBIM OOBEKT, KOTOPBIM MO3BOJISET
3a/1aBaTh HANPaBJICHUE U IO3MIMIO. JTO IO3BOJIIET C JIEFKOCTBIO aHUMHUPOBATH

OOBEKTHI B JTIOOOM HAINpPaBIICHUU.

2.5 IlpoekTpOBaHNE KOMHAT M UX COeIUHEHUH

KoMHatsel SBIAIOTCS OAHUM U3 IBYX KIFOYEBBIX COCTABISAIOLIMX F€HEPALUU
UTPOBOrO MHUpa. BTOpol COCTaBISIOMIEN SABJISIOTCS COCAUHEHUS MEXAY

KOMHaTaMu. BMecTe OHU MOJIHOLIEHHO 00pa3yoT UTPOBOM MUP, KOTOPBIA COCTOUT
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U3 Tak HaspiBaeMbIX TaitmoB [15]. To ecTh, BeCh MHUP MOXXHO IMOJCIHTH Ha
JBYMEPHBIA MacCUB, M Ka)KIbIi TaiI COAEPIKHUT CBOM 0cOOBIi cripaiiT [16].
Kaxnasgs xoMHaTta HMeeT OJMH WM HECKOJbKO BBIXOJAOB B JIFOOOM
HarpaBJjeHuM (BOCTOK, 3amaj, ceBep, tor). KoMHaTel coemuHATCS B 3aBUCUMOCTU
OT MO3ULMN BBIXOJOB M WX HampasiieHni. Ha pucynke 8 npusenén npumep AByx

KOMHAT C BbIXOJaMH.

Pucynok 8 — [IpumMep nByX KOMHAT C BBIXOAaMU

Ha pucynke 8 n300pakeHbl rpaHUIlbl JBYX KOMHAT. YEPHBIM OTMEUYEHBI I'PAHULIBI
BBIXO/IOB, & CEpbIM — 4YacTh, IO KOTOPOW MOXHO OYyIeT XOIUTh B cCllydae
IIOCTPOCHUSI COEIMHEHUs uepe3 BbIxoA. CoelMHEHWE OTHX JBYX KOMHAT

MPEACTABICHO HAa PUCYHKE 9.
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Pucynok 9 — CoennHenune Mexay 1BymMsi KOMHaTaMU

Ha pucynke 9 nokaszano coenuHeHnre BocTok-3amnaj. [1o Tuiy ero Mo>XHO OTHECTH
K COCAMHEHUIO C BBIXOJIaMH, CMOTPSIIUMU B TMPOTUBOINOJOKHBIE CTOPOHBI.
CTpyKTYypHO COEIMHEHHE W3 PHUCYHKAa 9 MOXHO TMOAECIUTh HA CIEAYIOLIUE
COCTAaBJISIONIME (CJIeBa HAIMIPABO):

— Brixon 1

— Kopugop 1

— IloBopor

— Kopugop 2

— Brixon 2
Kak ObUI10 yMmOMSIHYTO paHee, BCEro €cTh 16 coueTaHuii MeXay HaIlpaBlICHUSIMU
BBIX0JI0B, KOTOPBIE MO>KHO MOJICTUTh HAa TPU THUIIA:

— CoenuHeHne KOMHAT € MPOTUBOIOJIOKHO CMOTPSIIMMU BbIXOJaMU

— CoenuHeHne KOMHAT C BBIXOJAMU CMOTPSAIIUX B OJJHY CTOPOHY

- COGI[I/IHGHI/IG KOMHAT C BbIXOJaMM Ha PA3HBIX IMAPaAJLUICIIAX
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I'naBa 3 Peanu3anusi M TECTUPOBaHNE UTPOBOI0 GyHKIIMOHAJIA

3.1 Pa3pa6oTka nepeaBu:KeHHsI HTPOKA

Ha ypoBHe aOcTpakuuil nepeAaBUKEHUE CYIIHOCTEH MOXKHO MpPECTABUTH

IByMs HHTepdeiicamu, peIcTaBIeHHbIMU Ha pucyHkax 10 u 11.

UnityEngine;

r2 velocity);
IMovementModel
MovementSpeed {
Vector2 Velocity {
OnMoveHandler OnMove;

ChangeVelocity(V r2 vector);

Pucynok 10 — MuaTepdetic IMovementModel

Ha pucynke 10 npencrasnen unrepderic Moaenu nepeIBmkenns cymuaocteit. OHa
XPaHUT B ce0€ BEKTOp JBMKEHHUS, CKOPOCTh ABUKEHUS (TaK KaK BEKTOP JBUKEHUS
Bcerma wumeer mHY 1), cobpitme OnMove, koTtopoe oOTmpaBisieTcss Tpu
U3MCHCHUM BEKTOpa JBWXKEHHs, a Takxke wmeroa ChangeVelocity, kotopbrit
UCITIOJIB3YETCSI KOHTPOJUIEPOM ISl IEpe/ladyl HOBOTO BeKTopa JABMKeHUsA. CoObITUS

B C# peanu3syroT Moienb moanucka-myoaukaius [9], koropas uneansha aas MVC.

IMovementController

Update();

Pucynok 11 — Uurepdetic IMovementController
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Ha pucynke 11 nmpezacraBieH JOBOJbHO MUHUMAJIbHBIA MHTEp(dEc KOHTpoJuiepa
nepeapwkenus.  @Dynkmms  Update  Ha  kaxaoM  Kaape — BbI3BIBACTCS
MPECTaBICHUEM.

Ha nanHBIII MOMEHT B MpOEKTE€ €CTh JIMIIb OJHA pealu3alus MOJEIH

ABUXKXCHUA.

System;
UnityEngine;

s settings)

OnMoveHandler OnMove;

ChangeVelocity(Vector2 vector)

Velocity = vector.normalized;
OnMove?. Invoke(vector);

rializable]

Settings

MovementSpeed;

Pucynok 12 — Peanmuzarus SimpleMovementModel

Ha pucynke 12 npeactaBieHa MUHUMAaJIbHAsI peaIn3alldsl MOJEIH MEePEIBUKEHUSI.
Cepuanusyemblii Kinacce Settings mo3BojsieT 3agaBaTh CKOPOCTh IEPEIBHIKCHUS
CYIIHOCTH TPU TIOMOIIM BHEIMHUX O00BEKTOB. OH MOCTaBIsSETCS W3BHE TIPH

nomotnu Dependency Injection.
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UnityEngine;
boardMovementController : IMovementCeontroller
IMovementModel model;
{eyboardMovementController(IMovementModel model)

_model = model;

Update()

hor a;
ver = 8;

if (Input.GetKey(KeyCode.D))
hor 1;

else if (Input.GetKey(KeyCode.
hor = -1;

if (Input.GetKey(KeyCode.W))
ver 1;

else if (Input.GetKey({KeyCode.5))

ver -1;

vector = Vector3.ClampMagnitude( Vector3(hor, ver, 8), 1);

_model.ChangeVelocity(vector * model.MovementSpeed);

Pucynok 13 — Peanuzanus koHTposuiepa KJIaBUaTypHOIrO

Ha pucynke 13 wu300pax€H KOHTpoJulep KiaBUATypHOro ympasieHus. OH
dbopMupyeT BEKTOp JABHMKEHHUS B 3aBUCMMOCTH OT BBOJAA MIpoKa (yHpaBiieHUE
WASD), 3areM BeKTOp yKOpauyMBaeTcsi 10 JUIMHBI 1 TpU  [TOMOIIH
ClampMagnitude.

B kauecTBe mpencTaBieHHs] UCIOIB3YETCS TJIABHBIN OOBEKT CYLUTHOCTU. DTO
oobekt PlayerView, KoTOpbIii MpU MOMOIIM OTIACIBHBIX COCTOSHUM YIpaBIsIeT

nepeaBKkeHrneM. Peanusanust komrnoneHta PlayerView uso0pakeHa Ha pUCYHKE

13.
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UnityEngine;
Zenject;

er _stateManager;
Rigidbody { ;

[Inject

Init(Pl stateManager)

I
L
_stateManager = stateManager;
}
0

Rigidbody = GetComponent

0O

_stateManager.Update();

Pucynok 13 — Peanu3zarus kommnonenta PlayerView

Komnonent PlayerView, wu300paxEéHHBIHN Ha  pUCHYKe 14  JOBOJIBHO
MHUHUMQJIBHBIN, TaK KaK OCHOBHas JIOTMKA ITOBEJACHUS COJCPKUTCS B Kjaccax
cocTostHuM. Ha kakmoMm kajape mpencTaBieHUe OOHOBIISIET MAIMHY COCTOSIHUM

urpoka — PlayerStateManager.

Zenject;

gstate Moving {
te Dashing {

idle,

= moving,
e dashing

Idle = idle;
Moving = moving;
Dashing = dashing;

initialState = idle;

Pucynok 15 — Peanu3zanus PlayerStateManager
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Ha pucynke 15 n3obpakeHa peanusaiiys MalluHbl COCTOSIHUN urpoka. Kak 010
CKa3aHO paHee, UTpok uMeeT 3 coctosinus. Knacce PlayerStateManager nacnenyer
oT abcTpakTHOTO Kitacca StateMachine, KoTopslii sIBIIsIeTCSI OCHOBOH IS JTF0OOOTO

KJjacca MalllMHbI COCTOSIHUM. Ero peain3anuAa II0KasaHa Ha PUCYHKE 15.

Zenject;
IInitializable

Istate initialState;
Istate currentStateHandler;

ChangeState(IState state)

if (currentStateHandler == state)
return;

currentStateHandler? . Exitstate();

currentStateHandler = state;
currentStateHandler.EnterState();

Initialize()

ChangeState(initialState);

Update()

currentStateHandler.Update();

Pucynok 16 — Peanuzanus kinacca StateMachine

Ha pucynke 16 m300pak€H OCHOBHBIA Kiacc Aisi MamuH cocTosHuid. Kiacc
uHUIHaIu3upyercs npu nomormru Dependency Injection konTeiiHepa, Tak Kak
Zenject umeet ocodObie nHTEpdEHCH I Moa00HBIX 3ama4y. Ha kakaoM Kaape mpu
nomon pyuknuu Update BeI3bpIBaeTCs OOHOBJIGHHWE TEKYILEro COCTOsSHUA. [Ipn
W3MEHEHUHU COCTOSIHUSI BBI3BIBAIOTCS COOTBETCTBYIOIHME (YHKIIMH KaKIOTO W3

COCTOHHHﬁ, TaK KaK OHM MOT'YT HMCTb JOIOJHHUTCIIBHYIO JIOTUKY JII BXOJa H
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BbIXOJ1a U3 HUX. OTIeNbHbIE COCTOSHUS UTPOKa OTOOpakeHbl Ha pucyHkax 17, 18

u 19 u 20.

UnityEngine;
: IState

IMovementModel movementModel;
IMovementController _mowvementController;

ementController movementController,
IWeaponInputController weaponController,

_movementModel = movementModel;
_movementController = movementController;
_weaponController = weaponController;
_stateManager = stateManager;
_itemPickupController = itemPickupController;

Enterstate()

_movementModel .OnMove += OnMove;

ExitState()

_movementModel .OnMove -= OnMove;

Update()

_movementController.Update();
_weaponController.Update(};
_itemPickupController.Update();

OnMove ctor2 vector)
if (vector != W 2.zero)
_stateManager.ChangeState( stateManager.Moving);

Pucynoxk 17 — Peanmu3anust cocrosiaust Idle

Ha pucynke 17 m300pa’k€HO COCTOSIHME OTIIbIXa MTpoKa. B cocTtosHuM OTIbIxa

HNI'POK MOXKET aTaKOBAaThb U HAYATb ABUKCHUC.
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UnityEngine;
: IState

IMovenentMo _movementModel ;
INMoven X _movenentController;
TWeapo _weaponController;
F ar _dashController;
o _itemPickupController;

el _dashModel;

«r- _stateManager;
_view;

1 (IMovene yementModel ,
IMovener X ~ movementController,
IWeaponIng " Weapo %
F srStat stateManager,

itemPickupController,
o+ dashController,
1 dashModel)

_movesentModel = movenentModel;
movenentController = movenentController;
weaponController = weaponController;
stateManager = stateManager;

view view;

itenPickupController item
_dashController = dashController;
_dashModel = dashModel ;

EnterState()
_movenentModel .OnMove += OnMove;
_dashModel .OnDash += OnDash;

ExitState()
_movesentModel .OnMove -= OnMove;
_dashModel.OnDash -= OnDash;

Update()
_movesentController. Update();
_weaponController.Update();

_itenPickupController. Update();
_dashController.Update();

or2 velocity)

OnDash()

_StateManager.ChangeState(_stateManager.Dashing);

Pucynok 18 — Peanuzarust cocrosiaust Moving

Ha pucynke 18 nzo0pakeHna peanuzaiusi cocTossHus nBrkenus. [Ipu octanoBke
JIBI>KEHUSI UTPOK 0OpaTHO MEPEXOIUT B COCTOSIHUE OT/IbIxa. HaxoxieHue B
COCTOSIHUM JBUKECHUS TAPAHTUPYET, YTO BEKTOP CKOPOCTU UTPOKA HEHYJIEBOH, UTO

ACJIa€T BO3SMOKXHBIM PBIBOK, KOTOpBIP'I COBCPIIACTCA B HAIIPpAaBJICHUH JIBUXKCHU.
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rDashingSta

IMovementModel movement;
1 Manager _stateManager;
1 dash;
tController weaponController;

_sr;
_view;
iewW _weapon;

IPool<Sprit

. nView weapon,
ThWeaponInputController weaponController,
TPool<SpriteRenderer> dashQueue)

_movement = movement;

_StateManager = stateManager;

_dash = dash;

_SP = 5r;

_view = view;

_Weapon = weapon;

_weaponController = weaponController;
_queue = dashQueue;

Pucynok 19 — Konctpykrop 1 mojist kiacca coctosiaust Dashing
Ha pucynke 19 wu300pakeHbl TOJAS W KOHCTPYKTOP COCTOSIHHS PBIBKA.

IPool<SpriteRender> sBnsercs mynoM MOJYNPO3pAavHbIX TEHEH, KOTOpHIC

CO3JAI0TCS P PhIBKE UT'POKA.
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Enterstate()
_weapon.gameobject.setactive( 1;
position = _wview.transform.position;
ination = \ {
position.x + _movement.velocity * _dash.Distance,
y + _movement.velocity _dash.Distance,

position.z);

sequence = DOTween.Sequence();
sequence. Append{_view.Rigidbody.DOMove(destination, _dash.Duration).SetEase(Ease.0utsine));

AppendCallback(() => DoTrail({));
LAppendInterval(_dash.Duration / _dash.Afterimages);
sequence. AppendCallback(() =»> _stateManager.Changestate(_ stateManager.Moving));

DoTrail()

Sequence = Do Sequence();
}
4

5r = _queue.D .GetComponent<s

sequence . AppendCallbac
sr.sprite = _sr.sprite;
color = lor.white;
sr.gamedbject. transform. position = _view.transform.position;

sequence. Append{sr.DOFade(@, _dash.AafterimageDuration});
sequence. AppendCallback((} => _queue.Enqueue(sr}};

Exitstate()

_weapon.gamegbject.setactive(

Update(}

_weaponController.Update();

Pucynok 20 — Merosl kitacca coctostaust Dashing

Ha pucynke 20 n3o0pakeHbl OCHOBHBIE METOABI COCTOSIHUS pbiBKa. [Ipu BXozae B
COCTOSIHHUE CO3/1aéTCs TBMH, KOTOPBIA MepeaBuraeT urpoka. [1o 3aBepiieHnn TBuHA
UTPOK OOpaTHO IEPEXOJUT B COCTOSHUE ABWXEHHUA. [lapamienbHO C TMepBBIM

TAKK€ IMPOUTPHIBAECTCS TBUH, CO3AOIINI MTOTYyITPO3PAYHbIC TEHU UTPOKA.
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Pucynok 21 — Ionynpo3payHbie TEHU MIPH PHIBKE

Ha PUCYHKC 21 MoxHO BHUACTb UI'POKAa B COCTOAHHUHU PBIBKA. Tenn CO34al0TCA C

ONPENETEHHON MPO3PAYHOCTHIO, MOCIIEC YETO 3aTyXAat0T JI0 MTOJIHON HEBUIUMOCTH.

3.2 Pa3zpaGoTka Bparos

I[BI/I)KGHI/IG CIIM3HEH BO MHOI'OM IIY6JII/IpyeT ABHJKCHUC HI'POK4, 3a

UCKJIFOYEHHEM KOHTPOJLIEPA.

UnityEngine;
mentController

tModel _model;
_transform;

er(IMovementModel model, Transform transform)

Update()

Collider2D collider P D.0OverlapCircle(_transform.position,

if (collider

I

i
_model .ChangeVelocity(V
return;

dir = (collider.transform.position - _transform.position).normalized;
_model.ChangeVelocity( model.MovementSpeed * dir);

Pucynoxk 22 — Peanu3zanusi KOHTpOJUIepa CIU3HEN
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Ha pucynke 22 wu300pakéH KOHTpoOJUIep MABWXKEHUs ciu3Hed. Ecim urpokx
NPUOJINKAETCS TOCTATOYHO OJIM3KO K CIM3HIO, CIM3€Hb HAYMHAET JBUTATHCS B €TI0

CTOPOHY.

Pucynok 23 — JIBUeHUE CIIM3HS B CTOPOHY UTPOKa

Ha pucynke 23 MOXXHO BHJETh AKTUBHPOBAHHOTO CIIU3HSA, JBIDKYIIETOCS B
CTOPOHY UTpoka. Eclii MIpOoK BBIXOIUT W3 30HBI CKAHUPOBAHHUS CIIM3HS, CIU3CHb
00paTHO MEPEXOJIUT B COCTOSTHHE OTIbIXA.

[ToMuMO TBHIKEHUS, CIIM3HH TAK)K€ MOTYT IOJIy4aTh YPOH OT Wrpoka. s
sToro peanusoBana otaenbHas MVC cucrema mon HaszBanmemM Damageable. B
TOM ciiydae WHTep(helChl HACAbHBI, TaK KakK IO3BOJIIOT CO31aBaTh JFOOBIC

00BEKTHI, KOTOPBIE MOTYT MOJTy4aTh ypoH [19].
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UnityEngine;

Zenject;
Da 3 r, IDamageable
Effect _damageFlash;

IDamageableController _controller;
IDamageableModel _model;

D _rigidbody;
> GetInstanceID();
[Inject]
Inject(Flast ct flash, Rigi ) rigidbody, IDamageableController controller, IDamageableModel model)

I
L
_damageFlash = flash;

_controller = controller;

OnEnable()

_model.0OnDamageTaken += OnDamageTaken;

OnDisable()

_model.OnDamageTaken -= OnDamageTaken;

ReceiveDamageInstance(DamageInstance damage)

_controller.HandleDamageReceived(damage);

OnDamageTaken{Dan nstance damage)

dbody . AddForce(damage . KnockbackDirection);
.Log(damage . KnockbackDirection);
geFlash.DoFlash();

Pucynok 24 — Peanu3zanus npencrainenus Damageable

Ha pucynke 24 npejcraBieHa peannsaius komnonenTa Damageable. KommoneHt
MO3BOJISICT JAPYTUM OOBEKTAM CHUCTEMBbI IEpeaaBaTh MapaMeTPbl ypOHAa 3TOMY
00bekTy. JlaHHBIH 00BEKT 3aTeM MPOXONUT Yepe3 KOHTPOILIEP, MOJICTbh U 0OpaTHO
BO3BpAIaeTCs MPEACTABICHUIO B BHJE COOBITHS MOJydeHHs ypoHa. Ha ocHoBe
3TOr0 COOBITHSI OOBEKT 3aropaercss SPKUM O€IbIM I[BETOM /IS WHIUKAIMH

MOJy4YEHUS YPOHA.
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Pucynok 25 — naukanus noiay4eHus: ypoHa

Ha pucynke 25 mpeacraBiieHa WHIMKAUWs IIOJIYYEHHS YpOHA BparoM B BHUIE
pe3Koro 3aropaHusi B Oenblii U OBICTPOro, HO IOCTENEHHOIO 3aTyXaHHs. OTO

noBeicHHe peanu3yercs kiaccom FlashEffect.

DG.Tweening;

flashSequence;
_settings;
ng=s settings)

_settings = sett
_flashSequence

flashMat = sr.material;
_flashSequence.Append(flashMat.DOFloat( " _Fla *, _settings.InitialFlashDuration));

-AppendInter ettings.FullFlashDuratio
_flashSequence.Append(flashMat.DOFloa " _Fla ", _settings.FadeQutDuration});

_flashSequence.SetAutoKill( 13
_flashSequence.Setlink(sr.gameObject);

_flash5equence.Pause

DoFlash()

_flashSequence.Restart();

InitialFlashDuration;
FullFlashDuration;
FadeOutDuration;

PucyHok 26 — Peanuzanus kinacca FlashEffect
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Ha pucynke 26 mpezacraBieHa peanusanumsi kinacca FlashEffect. On ucnons3yer
paHee yHNOMSHYTBI TBUHMHI JUJISl 3aTOpPAaHUs U 3aTyXaHMsI Bpara onpeaeiéHHbIM
nBeroM. CrpaliTel BparoB HCIONB3YIOT OCOOBINA Ieiep, KOTOPBI JeNaeT 3TO

3aropaHuc BO3MOKHBIM.

Default

Tangent =

Pucynok 27 — lllelinep ais 3aropaHusi ClipauToB

Ha pucynke 27 wuzo0paxkEéH miedaep, JeNaolMii 3aropaHue CrIpanToB
BO3MOXXHBIM. JIJi1 HarjsiAHOCTH 3HaueHWe 3aropaHusi BbicTaBieHo B 50%. Ilpu
nomoiniu Blend mpl MokeM cmemiaTh Halll UCXOMHBIA CHOPANT C APYTHM IIBETOM.
FlashAmount, nogkirouénubiii k kanairy Opacity, ompenenser Hempo3pavyHOCTh
HOBOTO I[BETA.

Jlnsa atak urpoka ucnonb3yercsa otaenbHas MVC cucrema. Moaens XxpaHut
B ce0e Tekyllee opykue, moJoOpaHHOE UTPOKOM, KOHTPOJLJIEP CUUTHIBAET BECh
BBOJI C MBIIIKH (Ha)kKaTHe, yAep>KaHHE, OTIYCK MPaBOW M JIEBOW KHOIKH MBIILIHN),

MPEJICTABJICHUE AHUMUPYET aTaKy.
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system.Collections.Generic;
: IMeaponModel
IWeapon Heldweapon { . H
CanPoint =»
Heldweapon.Weaponstate == WeaponState.Idle
Heldweapon.wWweaponstate == Weaponstate.Charging
Heldweapon.Weaponstate == WeaponState.Charged;
CanHit => HeldwWeapon.WeaponState == Weaponstate.Attack;
Attackingstate Attackingstate { H HI
andler OnWeaponEguipped;
onPressNormal;
3 43':L_| UanldNnrmal
r OnReleaseNormal;
er onPressspecial;
) GnHDldSpecial'
r onstateChanged;
()
HasHitEnemy(IDamageable enemy) => _hits.Contains{enemy.Id};
AddHitEnemy(IDamageable enemy) => _hits.Add({enemy.Id);
DamageParams GetDamageParams() => HeldwWeapon.GetDamageParams();
EquipWeapon(IWeapon weapon )
AttackingStateChanged{AattackingsState attackingstate) -» attackingstate - attackingstate;
StateChanged{Weaponstate state)
PressMormal()
HoldMormal()
ReleaseNormal()
Pressspecial()

Holdspecial()

Releasespecial()

Pucynok 28 — Peanuzanus opykeiHou Moienu

Ha pucynke 28 moka3zaHa yacTU4Has peaau3aiusi OpyKEHWHONW MOJENH HWIPOKa.

BoapmuHCTBO COOBITHII O BBOJE, MOJy4aeMbIe C KOHTpPOJUIEpa, MEPenaroTcs B
camMo OpyXkHe, KoTopoe 00pabaThIBacT €ro CaMOCTOSTENIBHO, MOCE Yero OpYKHUE

OTIIPABJIACT COOBITHS U3MEHEHHS CBOETO COCTOSIHUS B MOJICIIb.




3.3 Pa3zpaGoTka coeqnHeHHsI MeK1y KOMHATAMM

Komuatsl 3amarorcs kinaccom Roominfo. YV kaxmoil komMHATBl €CTh CBOHU

CBOHM BBIXOJIBI, KOTOPBIE 3a7ar0Tcs Ki1accom RoomEXitinfo.

UnityEngine;
UnityEngine.Tilemaps;

Dreamrogue.Worldgen

tInfor Exits =» ts.AsReadOnly();
» _wall.cellBounds;

List<RoomExitInfo» _exits;
CompressBounds ()

_grass.CompressBounds () ;
_wall.CompressBounds();

RoomExitInfo

[5erializeField]
Int bounds;

Orientation orientation;

BoundsInt Bounds => bounds;
Orientation Orientation =»* orientation;

titInfo(BoundsInt bounds, Orientation orientation)

.bounds = bounds;
.orientation = orientation;

Pucynok 29 — Peanmzanus kiraccoB RoomiInfo u RoomExitinfo
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Ha pucynke 29 m3obOpaxkeHa peanusanus kiaaccoB Roominfo m RoomExitinfo.
RoomInfo xpanuT B cebe 1Ba OCHOBHBIX TaijiMana — CTEHbI U TpaBa. DTO 00JIACTh
TpaHHIl W O0JacTh XOABOBI COOTBETCTBEHHO. ['paHWIlaMU KOMHATHI (OOBEKT
Boundslint) sieisiercst rpaHuiieii Talimana CTeH. DTOT OOBEKT XpaHUT B cebe 4
BEJIMYMHBl — IIMPUHA W BBICOTa, (opMupyomue pasmep, a Takke X u Y,
dbopMupyrolIUe TOJI0KEHNE TPAHHULI.

Kaxneiii RoomEXitinfo taxxke xpanut B cebe rpanunbl. [ToMumMo rpaHuil
JaHHAasl CTPYKTypa TaKXe COIEpPXKUT B ce0e OpHEHTAMI0 BbIXOAA. OITO

HCIIOJIB3YCTCA AJIA OIIPCACICHUA HAIIPpaBJICHUA COCANHCHUA KOMHAT.

ConnectRooms (R nfo rooml, RoomInfo room2, RoomExitInfo exitl, RoomExitInfo exit2)

] turns = worldgenPieces.GetTurnPieces(exitl.Orientation, exit2.Orientation);
1.0rientation;
2.0rientation;

PlaceExit(rooml, exitl);
PlaceExit(room2, exit2);

if (01 == o2)
ConnectSameFacing(rooml, room2, exi
else if (Orientatior | A ] til.ParallelAxi
, turns);

ConnectDifferentAxes(rooml, room2, exitl, exit2, turns);

Pucynok 30 — OcHoBHas (GyHKIIMS COETUHEHUS IBYX KOMHAT

Ha pucynke 30 uzobpakena QyHKIUS I COSAMHEHHUS JTBYX KOMHAT TIO
JIBYM BbIxoAaM. DYHKIMS M3MEHSET UX MOPSAJIOK, €ClId OH HEBEpPeH (cuuTaercs,
yTO KOMHata 1 — 3TO Bcerjga camasi BEpXHsS W camas JieBasi KOMHAaTa). 3aTeMm
GyHKIMS TONMydaeT BCE HYKHBIE TTOBOPOTHI, KOTOPBIC TEpEIaloTCs Jalee.
Oyukiusi 0ep€r Ha ceOst 0053aHHOCTh NPOCTABJICHUS BBIXOJOB, TaK KakK BCe
KOMHAThl TOHayady SBJISIIOTCS 3aKkpbIThiMU. llocie »3Toro ompexaensieTcss TUI

COCAMHCHUA U ITPOU3BOAUTCA CaMO COCANHCHHC.
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ConnectSameFacing( nfo rooml, o room2, omEx ¥ xitInfo exit2,

turnl = turns[@];
turn2 = turns[1];

, room2.Bounds, ea.Iteml, ea.Item2, turn2.Bounds.size.y);

unds2 = MakeTurnBounds (roo

PlaceRoom(rooml, turnl, turnl.Bounds, turnBou
PlaceRoom(room2, turn2, turn2.Bounds, turnBou

PlaceCorrid oml, exi 3ounds, turnBoun .Orientation);
PlaceCorrid om2, exit2.Bounds, turnBoun .Orientation);

turnBounds2? = vertBoundsToDifferentRoomSpace(
PlaceCorrid » turnBoundsl, turnBounds2 ent onl Conve erentAxis 1.0rientation));

Pucynox 31 — Peanu3zanus coeAMHEHUSI KOMHAT, CMOTPSILIUX B OJTHY CTOPOHY.

Ha pucynke 31 n300paxen Koa s COeNMHEHUS IBYX KOMHAT, €CIM OHU CMOTPSAT
B OJHY CTOpoHy. bombiioe KoIu4ecTBO (PYHKIMOHAIBHOCTH BBIHECEHO B
(GYHKIIUU-TIOMOITHUKA TSI YIPOILICHHs] peaiu3alii, TaK Kak KOMOWHAIIMiA
KOMHAT, BBIXOJIbl KOTOPBIX OPUEHTUPOBAHbI OJJUHAKOBO, BCETO 4 (BOCTOK-BOCTOK,
CEBEp-CEBEP U T.1.), U TPEOYETCS YUECTh KKIYIO.

Jlnsg coeAWHEHUS KOMHAT, CMOTPALIMX B OJHY CTOPOHY, TpeOyeTrcs IBa
noBopoTta. IIpennonaraercs, 4To KOMHATbl HE MOTYT OBITh PACIIONIOKEHBI APYT 32
JIPYroM, 4To MOTpeOOoBajo Obl TPU MOBOPOTA. AJTOPUTM MOXHO MOACIUTH Ha
ClIeyIOIlKe Iary:

1. HaiiTu rpaHuIlbl TOBOPOTOB

2. Pacmonoxutb MOBOPOTHI

3. CoeanHHUTh KOPUIOPOM KaXkIyI0 KOMHATY C HYKHBIM TOBOPOTOM
4

CoennHuTh KOPUAOPOM JBA TIOBOPOTA
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ConnectDifferentixes( ( RoomInfo room2, omExitInfo exitl, tInfo exit2 pomInfo[] turns)

fo turn = turns[8];
cell il.GetWorldCell(room2, it2?.Bounds, Extreme.Min);
turnBound MakeTurnBounds{rooml, t1, cell, turn.Bounds.size);
turnBounds? = ConvertBoundsToDifferentRoomSpace(rooml, room2, turnBoundsl);

PlaceRoom(rooml, turn, turn.Bounds, turnBound
PlaceCorridor( ml ounds, turnBoundsl, exitl.Orientation);
PlaceCorrider(room2, exit2.Bounds, turnBounds2, exit2.Orientation);

Pucynok 32 — Peanuzanus coeinHEeHUs KOMHAT Ha Pa3HBIX OCAX

Ha pucynke 32 wuzoOpakeHa peanu3alusi COEIMHEHUS KOMHAT C BBIXOJAaMH,
OpHUEHTALMU KOTOPBIX HAXOJATCA HA PA3HBIX OCAX, HAIIPUMEDP, FOT-BOCTOK, CEBEP-
3aman u T.1. [l coelMHeHus AByX KOMHAT TaKUM 00pa3oM TpedyeTcsi BCEro OJIUH
noBopoT. Ilpenmomnaraercs, YTO KOMHATBl HE MOTYT OBITh PAcHOJIOKEHBI JPYT 3a

JIPYroM, 4TO MOTpeOoBasIo ObI TPU MOBOPOTA.

ConnectOppositeFacing(RoomInfo rooml, RoomInfo room2, Ro i o loomExitInfo exit2, RoomInfo[] turns)

turns[@];
turns[1];

Util.GetWorldCell(room] xitl.Bounds, Extreme.Min);
il.GetWorldCell(r t2.Bounds, Extreme.Min);

ctor3 worldMiddle = ((celll.x + cell2.x) / 2, (celll.y + cell2.y) / 2);
turnBoundsl MakeTurnBounds(rooml, worldMiddle, turnl

turnBounds2 MakeTurnBounds (room2, » worldMiddle, turn2

PlaceRoom{rooml, turnl, turnl.Bounds, turnBoundsl);
PlaceRoom{room2, turn2, turn2.Bounds, turnBounds2);

PlaceCorrido oml, exi jounds, turnBoundsl, exitl.Orientation);

PlaceCorridor{roo X .Bounds, turnBounds2, exit2.Orientation);

turnBounds: nvertBoundsToDifferentRoomSpace( 2 . N urnBounds2);
PlaceCorridor{rooml, turnBoundsl, turnBounds2, O ConvertToDifferentfxis(exitl. Orientation));

Pucynox 33 — Peanu3anus coeiMHEHUSI KOMHAT C TIPOTHUBOIOJIOKHBIMU BBIXOJIAMU

Ha pucynke 33 mnpenacraBieHbl pealu3alids COCAMHEHUS KOMHAT, BBIXOJbI
KOTOPBIX CMOTPSAT JIPYT JIPYTa, TO €CTh, IPOTUBOIOJIOKHBI IPYT APYTy. ITO MOTYT
OBITh TaKWE COYCTAHHWS KaK BOCTOK-3amaja, tor-ceBep W T.1. He momyckaercs
napajuIeTbHOE PACIONIOKEHNE KOMHAT 10 MPOTHUBOIOIOKHON OCH, TaK KaK B 3TOM

CJIydac KOJIMYCCTBO IMOBOPOTOB YBCININBACTCS 10 LIGTI)I]:’)éX.
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nfo target, RoomExitInfo exitInfo)

witInfo.Orientation);
itInfo.Bounds.size);

PlaceCorridor(RoomInfo target, BoundsInt from, Bo n o, Orientation orientation)

path = Orien onUtil.IsVertical({orientation) ?2
worldgenPieces.VerticalPath :
worldgenPieces.HorizontalPath;

foreach( placementBounds in Orie il.EnumerateBounds{from, to, path.Bounds.size, orientation))
PlaceRoom(target, path, path.Bounds, placementBounds);

PlaceRoom(RoomInfo target, Rc ) source, BoundsInt sourceBounds, Bo nt placementBounds)

t[placementBoun .%x * placementBounds.size.y];
pos in placementBounds.allPosit

target.Grass.SetTile, ions, grass);
target.Wall.SetTiles| 5, wall);

Pucynok 34 — ®yHKIMU paccTaBieHUs] OObEKTOB

Ha pucynke 34 moka3aHbl pas3iuuHble (QYHKIUH, WCIOIB3YIOMIMECS IS
paccraBieHUsT OOBEKTOB COEIWHEHHH MO cueHe. Kaxkaplii BbIXOH, MOBOPOT H
(dbparMeHT KOpHIOpa CUMTaeTCs OTAeabHOW KomHartoi. Meton PlaceRoom
TIO3BOJISICT PACCTaBHUTh Cpa3y M CTCHBI, U TpaBy kKomHaThl. Meronsr PlaceExit u
PlaceCorridor paGoTtaroTr Ha OCHOBE paHee YIOMSHYTOTO METOJa, YTOOBI

paccTaBIsATh TOBOPOTHI ¥ KOPUIOPBL.

IEnumerable<B dsInt> EnumerateBounds t bl, nt b2, Vector3Int size, Orientation orientation)

if (IsVertical(orientation))

b2.yMin;

nt(bl.x, i},

(i, bl.y), size);

Pucynok 35 — Peanuzanus BciomoratenbHo# ynkiuun EnumerateBounds
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Ha pucynke 35 uzo0pakena ¢pynkius EnumerateBounds, koTopast ucmonb3yercs B
metojie PlaceCorridor. Ona co3maér rpanuIisl s Kak10oro pparMeHTa KOpuaopa,

4TOOBI MOKHO OBLJIO CO37aBaTh KOPUIOPHI JIFOOOM JITTUHBI.

Orientation ConvertToDifferentAxis{Orientation orientation)

return orientation switch
{
Orientation.East Orientation.MNorth,
Orientation.West Orientation.South,
Orientation.Morth =* Orientation.West,
Orientation.South =* Orientation.East,
=» throw Ar ntion{"Unknown orientation.™)

Axis PerpendicularAxis({0Orientation orientation)

return orientation switch
ra
L
Orientation.East Orientation.West =3
Orientation.North Orientation.South Axis.
=» throw Argumer ption("Unknown orientation.™)

Axis ParallelAxis(Orientation orientation)

return orientation switch

I

L
Orientation.East Orientation.West =» Axis.X,
Orientation.North Orientation.South =» Axis.Y,

=» throw Argumer ntion{"Unknown orientation.™)

return orientation switch

I

L
Orientation.East
Orientation.West = u {Ex xis>(Extreme.Min,
Orientation.North =» up C reme . Max,

Orientation.South =>
: )

Pucynox 36 — Peanu3anus npounx BcrioMoraTeiabHbie PyHKITUN
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Ha pucynke 36 mokasaHbl peajM3aiiy pa3inyHbIX BCIIOMOTAaTENbHbIX (DYHKIIHA,
KOTOPbIE UCTIOJIL3YIOTCS Il COeAMHEHHS] KOMHAT. OHU MO3BOJIAIOT MOTy4YaTh
pa3INuHy0 HHPOPMAIUIO O KaKOW-THO0 OpUEeHTALUU, YTOOBI paHee YIIOMSIHYThIC
JITOPUTMBI MOTJIM pabOTaTh B OOLIEM CiIy4ae, a He JUIsl KOHKPETHBIX OpUEHTALUN

BBIXOJ0B.

nfo rooml, Roo
d=Int boundsl, )
¥xtreme boundsExtreme, Axis axis, a)

celll GetWorldCell(rooml, boundsl, boundsExtreme):
cell? GetWorldCell{room2, bounds2, boundsExtreme);

coordl = GetCellCoordinate(celll, axis);
coord2 etCellCoordinate{cell?, axis);

result b switch
Extreme.Min =» coordl < « 2 celll : cell2,

Extreme.Max => 2 celll : cellZ,
on{"Inva

Pucynok 36 — Peanmusanust pynkiun WorldExtremeCell

Ha pucynke 36 mokazana peanuzarusi (GyHKIIUHU, TO3BOJISIONICH MOTYYUTh CaMyO
JAJTBHIOI0 TOYKY KOMHATHI TI0 OCH U TUITY SKCTPEMaIbHONW TOYKU (MUHUMYM WJIU
MakcumyMm). JlanHas QyHKIUS HMCHONB3YyeTCS JUIsl ONpeNeNieHUs TO3UIUU
IIOBOPOTA MPU COCAUHEHHUH JABYX KOMHAT, BBIXOAbl KOTOPHIX UMEIOT UACHTUYHYIO
OpHUEHTALNI0. BBIXOJ CTAaBUTCS HAIPOTUB KOMHATHI, KOTOpasi MO 3aJaHHOW OCHU U

THUITY S9KCTPEMAIbHON TOYKH CUUTAETCS JAIbHEUILIEH.
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PI/ICYHOI( 37— pe3yjibTaT COCANMHCHUS KOMHAT

Ha pucynke 37 n300paxeHn pe3ynbratr padoThl aITOpUTMa COSTUHEHNS MHOKECTBA
KOMHAaT MO pa3HbIM BbIXxoAaM. Kak MOXXHO BHAETh Ha PUCYHKE, COCIMHEHUS
MEXIy KaXJI0M H3 KOMHAT pacCTaBWINCh YCHEIIHO, YTO TMOJTBEpPKIaeT

KOPPCKTHOCTD pa6OTI)I aJIropuT™Ma.
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3akJIrouenue

BrimyckHas kBanu@ukanuonHas paboTa MOCBSIIEHA pa3pabOTKe UTPOBOTO

byHKIIMOHAIA IS OJHOIOJIb30BaTeabckoil 2D urpel B kanpax hack’n’slash u

roguelike. Ileas urpoka — W3y4eHHEe MHpa MPOIECIYPHO TCHEPUPYIOIIETOCS MHPA,

YIy4lIICHHUC CBOUX HABBIKOB W 3KHIIMPOBKH, IMPCOAOJICHHC HpeHHTCTBI/Iﬁ B BHIC

BparoB U OOCCOB.

Ilenpto  paboOTBHl  SIBISICTCS ~ peanm3aids WrpoBoro  (yHKIMOHANA,

BKJIFOUAIOIIIETO B 0.

— TNEPCABMIKCHUC UT'POKa
— Bparu, KOTOPbIC ABHUI'alOTCA B CTOPOHY HI'POKA
— AHUHAMHNYCCKOC COCIUHCHHC UT'POBLIX J'IOKaI_[I/Iﬁ

BrinyckHyt0 KBaM(PUKAIMOHHYIO pabOTy MOKHO MOJEIUTh Ha CIEAYIOIINE

B3aUMOCBS3aHHbIC 3TAIlbI.

a) TMOAPOOHBIA TCOPETUICCKUN aHAIN3 TIOCTABJICHHBIX 33/1a4d Ha Pa3padO0TKy
UTPOBOTO (DYHKIIMOHAJIA

0) MPOEKTUPOBAHUE KOMILJIECKCHBIX PEIICHUS C CTIOIb30BAHHEM PA3TMIHBIX
MOAXOMOB  JUIA  JIOCTHKCHUS  MAKCUMaJbHOM  MOAYJIBHOCTH U
MUHUMAaJIBHOHN CBSI3aHHOCTH

B) pa3pabOTKa  BBICOKOTIPOM3BOJMUTEIBHBIX W YHUCTBIX  CHCTEM,
peanu3yonmx He0OX0UMBIN UTPOBOM (PYHKITMOHATT

B pesynbTaTe paboThl ObLTH PEIICHBI TAKKE 33/1a4H, KaK:

— H3YYCHBI METO/IBI MIPOLICYPHOU TeHEPAIIUN UTPOBOTO MUPA

— TOCTPOCHBI MAaTEMAaTUYECKUE MOJICIIH UTPOBOTO (PYHKITHOHAJIA

— TMpoBeIeHO cpaBHeHHE MrpoBbIX ABHKKOB Unreal Engine, Godot Engine
u Unity Engine

— HCHOJb30BaHbI TakWe MIa0JOHBI W MeTtomojoruu kak Model-View-
Controller, Dependency Injection, TBUHHHT-aHUMAIHH.

PazpaboTtannbiii UrpoBON (PYHKIIMOHAT OBLT YCHENTHO MPOTECTUPOBAH U

AKTHUBHO IMPUMCHACTCS B UI'PEC.
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