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B. A. lNapacmy

ABTOP:
CTYAEHT rpynnbl K3-405
B. B. KOHAPATEHKO




AKTYOAbHOCTb TEMDI

AQHHbIM MPOEKT ABASETCS OKTYOAbHbIM, TOK KOK B HACTOSLLEE
BOEMSA WUIPOBAS MHAYCTPUSA OKTMBHO [PO3BMBAETCA M ABASETCS
NPOrPECCUPYIOLLLEM OTPACABIO SKOHOMUKM, MOITOMY MMEIOTCS
NepCrneKTVBbl CO3AOHMSA HOBbLIX KOMMbIOTEPHBIX UMD U MOAYYEHMS
NPOMOECCHUOHAAbHbBIX HOBBIKOB.




LLeAb paboThl

®» POCCMOTPEHME CYLLLECTBYIOLLMX UMOOBBLIX MPOEKTOB, BbIMOAHEHHbIX
B MOAOOHOM XAHPE.

®» AHOAM3 COBPEMEHHbBIX MAATAOOPM AAd PA3PADOTKM  UIPOBbLIX
MPOUAOXKEHMM.

®» PO3pabOTKA MPOEKTA UTPBbI.

®» (JCBOEHME  HOBLIKOB  paboOThl C  nAaatgoopmom  Unity  m
HCTpyMmeHToM Shader Graph.

PeaAm3auma BCEX CMNPOEKTUPOBAHHbBIX YOCTEMN.
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PYHKULMOHAAbHbIE TPEOOBAHUSA

®» B3OMMOAEMCTBME C TACBHbIM MO OBbIM MEHIO BKAIOHAET B

cebsd CAEAYIOLLME BO3IMOXHOCTM. MEPEXOAMTb B MEHIO
HACTPOEK; 3AMYCK UrPbl; BBIXOA M3 UIPBI.

» BO3MOXXHOCTb COXPOHEHUS 1 3ArPY3KM MIPOBOTO
nporpecca.

®» |AHTYUTUBHO MOHATHbIM MIPOBOU MHTEPCDEMC.

= B3OMMOAENCTBME C NITOOBbIMU TIOEAMETAMM.

PeaAM30BATb HECKOABKO LLIEMAEPOB C NMOMOLLLBIO Shader
Graph.




HedyHKLUOHAOABHbIE TPEeOOBAHMUS

» Pabota mrpbl HO OC Windows 8 1 BbiLLIE.

®» PA3paboTKA UTrpbl HO NAQTGOOPME ABMXKKA Unity Bepcumm
2020.3.2f1.

= CKpUNTbl, OU3MNKA, MOBEAEHME, LLEUNAEPBI AOAXHbI ObITb
PA3PAOOTAHbBI HA A3blKE MPOTPAMMUPOBAHUA CH#.

®» [JOAAEPXKKO KOHTPOAAEPOB (rEMMMOAAOB) COBMECTUMbIX
c PC n texHoAormem Xinput.



KoHuenuusa npUAOXKEHUS

®» HoAMYME HE MEeHEE 3 UTPOBbLIX MEPCOHOXEM.

®» HOAMYME  3BYKOBOIO  COMPOBOXAEHMUA:  NMPU  AEUCTBUIX  MUTPOBbLIX
NEPCOHOXEM, TPU  3AMYCKE  MUIPOBbLIX CKPUMNTOB M3-30 AEMUCTBUMU
NEPCOHAXEM AU U3MEHEHMS CLLEHDI, B MPOLLECCE UTPbI.

®» HaoAn4Yme 3 PA3AMYHbBIX AOKALLUM.
» KaMepa AOAXKHA CAEAOBATHL 30 MEPCOHAXKEM, KOTOPbLIM YMNPABAAET UTPOK.

® B3QMOAENCTBME C HEWUTPOBbIMK MEPCOHKAMM MOXET MPOMUCXOAMUTb
TOABKO B BUAE AMTAOTA CO 3BYKOBbIM COMPOBOXAEHUEM.
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PeaAnusauusa

®» PeOAM30OBAHO 29 dOAMAOB CO CKPUNTAMM HA  493blke
NPOrPAMMMUPOBAHMA C#, B KOTOPbIX HOXOAMTCH 31 KAQCC

® |ICMNOABb3YIOTCA  ©a30Bble  KAAQCCbl  MonoBehavior m

ScriptableObjects

= |

‘MonoBehavior

MOAB3OBAHbI BCTTOMOTATEAbHbBLIE MNP OTINPAMMDBI 1 PECYPCHI

:Scriptable Objects

MainMenu ChangeFootSound SliderSet Health layerProgress GamePuzzie SimpleAudioSteps
SEVEtS'l:':EtEﬂ'I - e ——— bool -sprites: Spritel] ~snowStaps: AudioClip]
~ - . - ~ -
fstatic) progress: FlayerProgress epln: UnityEven slider: Slider +Start(): void N pP— dustSteps: AudioClip]
+loadLevel: UnityEvent } L e . - r - AudioCli
-OnTriggerEnter2Di): veid || +Set(float health): void ¢ -'3.0°| +PickPuzzle(Button button): void STOH?StBDS-AUd|UC||D[]
+SaveData(PlayerProgress p +ContinueGame(): void +SetMax(float health) - void Stats on- Vector2 Step: CurrentStep
. . .. . . +MewGame(): void R r — {abstract} }: void +Step: CurrentStep
GameSettings g, SimpleAudioSteps s): void +Exit(): void eyboar oyshic () void +Play(AudioSource source): void
+LoadData(): PlayerData -currentValue: float void +NextPlay(AudioSource source,
InputManager -maxValue: float by(): void AudioClip[] clip): void
Ranged Float +|nteraction: bool +Interaction: bool _restoreTime: int ): Dictionary=string, bool= +NewGround(int newStep): void
+Pause: bool +Pause: bool _ i ector2 newSpawn) +SetMaxVolume(float volume): void
input: InputDevice rzst;revdalze.;c;at ; tion: Vector2
o ) +0OnDead: UnityEven s L
— settings: GameSettings +OnChange: UnityEvent tory(string name): void v
+MIn: Thoa ’ i
+Horizontal: float InputDevice +OnMaxChange: UnityEvent AudioEvent
+max: float - rabstract} )
+Vertical- float ’ -stream: IDisposable

+Interaction: bool
+Pause: bool
+MNewlnput(): void
-Start(): woid

+Horizontal: float
+Vertical: float
+Interaction: bool

+Pause: bool

+Max: float

-Start(): void
+FReduction(float value): void
+Restore(float value): void

+0OnValueChange(float value): void

+clips: AudioClip[]
+yolume: RangedFloat
+pitch: RangedFloat

+Play(AudioSource source): void
+5top(AudioSource source)
+PlayLoop{AudioSource source)




PeaAnusauusa

» Shader Graph no3BOAdET CO3AQBATH LLUEUNAEPDLI BU3YOABHO. BMECTO KOAC
MCMOAB3YIOTCS Y3Abl B CTRYKTYPE roadod MCMOAb3YS OMOAMOTEKY Y3AOB.

®» ELOAMOTEKA Y3AOB MMEET AOKYMEHTAUMIO AAd BCEX OTAEAbHbLIX Y3AOB
Shader Graph.

= [Jon HEODXOAMMOCTHM MOXHO AOOQBUTL CBOM Yy3EA C MomoLLbio Custom

WindTree3 Graph Inspector

Mode Settings Graph Settings

Main Preview

Property: MainSprite
Mame MainSprite

Reference _MainTex

- » MainSprite -

o WindMovement

Default monkey-puzzle
horcle White

» WindDensity

» WindStrenght

Precision Inherit
Exposed !
» WindinfluenceMask Override Property

Declaration
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CI/IN\Y/\FI LA (MOKAYMBAHUA) PACTUTEABHOCTU
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13 PaOoOTQ C OHUMALMIMM
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B3aMMOAENCTBUE C UIPOBLIM MUPOM
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PeaAnusauusa

CoxpaHeHMe HACTPOEK M Mporpecca
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PeaAnusauusa

Mcnoab3oBaHme GitHUb AAS CUCTEMBI KOHTPOAS BEPCUM
yepes git ¢ rpadomyeckomn oboaoskom GitHub Desktop

—urrent branch Fetch origin
- P - 03 nongin -

main Lasi TEtChnec

Changes ' 40 History +2 features

46 changed files

L) Wornster Fixed last .. 26a5dfb 3 days ago (%) 8 commits
Assets Fixed last 3 days ago
@@ -56,7 +56,7 @@
Packages Zalivochka 9 days ago MonoEehaviour:
56 m_Alphaglendon
ProjectSettings Zalivochka 9 days ago a8 verlap: @
57 m_shadowIntensi
. . - ty: @
.gitignore Zalivochka 9 days ago
m_Shadowvolumel
. . ntensity: @
vsconfig Zalivochka 9 days ago

- m_PointLightInn

__ erangle: 351
README.md Initial commit 8 days ago = 53+ m_PointLightInn
erangle: 368
m_PointlLightout
erangle: 268
README.md 5‘9 m_PointLightInn
erkadius: @

m_PointlLightout

YO a ke ) : erfadius: 2



2. PeaAamn3aums BU3yAAbHbIX D0

OC

3akKAlOHMEeHue

B xoAe peaAm3aLMM MOCTABAEHHOM 3AAQYM ObIAU M3YYEHbI HOBbIE
TEXHOAOTMM AAF PA3PADOTKM UTPOBOrO MPOEKTA HA MAATCOOPME
Unity, a TOKXKE peLLEHbl CAEAYIOLLME 30AQYM.

1. O0630pP AHAAOIOB M COCTABAEHME AM3AMHA UTPBI.

DEKTOB C MOMOLLLbIO LLIEMAEPOB.

3. PeaAm3aumsgd PYHKLUMOHAABHOM YACTU UTPBI.

PEAAMZOBAHHOIO MUIPOBOTO MPOEKTA MMEETCS MHOXECTBO
nyTeEM AAR YAYHLLIEHMSA, 1 OH OYAET NOCTENEHHO AOPADATLIBATLCS.



