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BBEJIEHHUE

Temoii BbIMycKkHON KBanM(pUKALIMOHHOW pPalbOTHI sBisieTcs pa3paboTka
CI0KETHOU 2D-UTphl B )kaHPE MPUKITIOUCHUH.

UrpoBass uHmycTpus SIBIASETCS OJHOM M3 CaMbIX OBICTPO Pa3BUBAIOIIMXCS
oTpacjeil KOMIBIOTEPHBIX TEXHOJOTUNW U TIO0OATBHOTO CIHEKTpa pPa3BICUYCHHI.
KomMmrmibroTepHble Urphl Kak camblii HACTOSIIMKA KyJbTYpHBIH (EeHOMEH 00peTraroT
YPE3BBIYAWHYIO MOMYJIIPHOCTD CPEIU PAa3JINYHBbIX BO3PACTHBIX KAaTErOPHUU JIFONEU 110
BCeMy MUPY. BUmeourpsl — 3T0 He TOJIBKO pa3BICUYCHHE U CITOCOO yX0/1a OT pyTHHHOM
peaNbHOCTH. DTO €lIe U BO3MOXHOCTh JUIsl YKa3aHUsl Ha MPOOJEMbl COBPEMEHHOIO
00111eCcTBa C 1IEIbI0 O0palleHus: Ha HUX BHUMAHUSI.

ITo ouenkam aHanuTUYECKOM KomMnanuu Newzoo, k koHiy 2021 roga rmo Bcemy
MUPY ayAUTOPHUS BUICOUTP NpUOIMU3UIACh K OTMETKE B 2,96 MIIpA. Y4EJIOBEK, a 3TO Ha
5,4% 6onbie, yeM B 2020 roay [1]. AHATUTHKY OKHUIAFOT, YTO KOJIMYECTBO FreMEPOB
IPOJOJKUT PACTH U JAJbIIIE.

ITo manusiM PwC, 3a 2021 rox peiHOK Buaeourp B Poccun Beipoc 1o 158 mutpa
pyOnei, yBenuuuBimuch Ha 8%. CornacHo nporuozy PwC, B nepuoa mo 2025 roga
pOCCUMCKUN PBIHOK redMHUHTa OyAeT pacTu B cpeaHeM Ha 5% B TOJ, a ero o0beM
JOCTUTHET 3HaueHus B 186,5 mupa pyouneit [2]. OxHako coObITHS, TPOUCXOASIINE HA
JNAHHBI MOMEHT B MHUpE, NTOCTABWIIM I0JI COMHEHHE MHOTHE IUIaHbI 10 Pa3BUTHUIO
POCCUICKOM WrpoBoM uHAycTpuu. K mnpumepy, OOuH W3 KPYIHEWIINX OHJIAWH-
CEepBHUCOB IM(POBOr0 pachpocTpaHeHHs HUrp “Steam” NPUOCTAHOBUJI BBHITLIATHI
pazpabotuukam u3 Poccum, a MHOTME aBTOPHI JUIIUIMCH BO3MOXHOCTH OIUIATUTH
HEO0OX0aUMbIN co(T I pa3paboTKU CBOMX MpoekToB. KpoMe Toro, He ocTaiuch B
CTOpPOHE U TOTPEOUTENM HUTPOBOM OTpaciid, TMOCKOJbKY HEKOTOpbIE 3apyOeKHbIC
UTPOBBIC CTYJIUU U U3AATEN OOBSIBUIIM O MPUOCTAHOBKE JeATEIbHOCTH B Poccuu.

Takum 006pa3om, TeMa MOEH BBIMTYCKHOM KBaTU(UKAITMOHHON PAOOTHI SBIISIETCS
KaK HUKOTI'/Ia aKTyaJbHON U3 COOOpaXeHUIl BHECEHUS BKJIa/la B Pa3BUTHE POCCUNUCKON

UIPOBOW MHAYCTPUH, HECMOTPS HA OTPAHUYECHUS.



[lenpro BBITYCKHOM KBaTU(UKAITMOHHON paOOTHI sBIsieTCs co3aaHue 2D-urpol
B JKaHpe MPUKIIOYEHUHN, COAepIKaIleH B ceOe CIOKETHYIO 4acTh.

JInst 1OCTHXEHUS TOCTaBICHHOW II€JIM, HEOOXOJUMO PEIIUTh CJEAYIOIINE
3a1a4H:

1) npoaHaJIM3UPOBaTh CYIIECTBYIONIUE UTPOBBIC MPOCKTHI MTOJ00HOTO XKaHPA;

2) OCYIIECTBUTD aHAJIN3 UTPOBBIX JABMKKOB JJIs pa3pabOTKH;

3) pa3paboTaTh MPOEKT UIPHI;

4) peain30BaTh KOMIBIOTEPHYIO UTPY;

5) mpoBecTH TECTUPOBAHKUE PEATM30BAHHON KOMITBIOTEPHOM UTPHI.



1 AHAJIM3 TIPEJIMETHOM OBJIACTH
1.1 O630p cymiecTBYIOIIUX AHAJIOTOB

JIist peanu3anyy JaHHOTO MPOEKTa ObUIA BHIOPAHBI CIEAYIOLINE KAHPBbI:

1) mmatdopmep;

2) IPUKITIOYEHHE.

[Tnardopmep (platformer, platform game) — xaHp KOMIIBIOTEPHBIX UTP, OCHOBY
UTPOBOTO IPOIIECCa KOTOPOTO COCTABIISIIOT MPBIKKH, COOp MPEAMETOB, HEOOXOIUMBIX
JUTSL IPOXOXACHUS UTPBI U 00pb0a ¢ Bparamu.

[Tpuxmtouenue (adventure) — kaHp KOMIBIOTEPHBIX HUIp, MPEICTABISIOMINN
co0Ol MHTEPAKTUBHYIO HUCTOPHUIO C IJIaBHBIM MEPCOHAXKEM, YIPABISIEMbIM UTPOKOM.
BaxHelnM 371€MEHTOM UIPhI B JAHHOM >KaHPE SIBJIAETCS UCCIEOBAaHUE MUDA.

B pamkax wuccienoBaHus TOpeaMeTHOW oOmacth  ObUIM  PacCMOTPEHBI
cienyrolure HanboJsee NoMyJsipHbIE aHAJIOTU UTPOBBIX MPOEKTOB MOJA00HOT0 KaHpa:

1) Hollow Knight;

2) Cuphead;

3) Little Nightmares;

4) Limbo;

5) Seasons after Fall;

6) Inmost;

7) Gris;

8) Ori and the Blind Forest;

9) Night in The Woods;

10) Skull: The Hero Slayer.

Hollow Knight [3] — 3To MmynbTHIIIaTGOpMEHHASI KOMIIBIOTEPHAS HTPA B XKaHPax
MeTpouaBaHus  (MOJKAaHP  MPHUKIIOYEHYECKOro OoeBuka) U miaaTdopmepa,
BBINYIIICHHAs HHIU-cTyauer Team Cherry na nmkke Unity.

[Ipenmymecrna:

— OTPOMHBIN UTPOBOM MUP, OTKPBITBIN JJIsI UCCIIEIOBAHUN;
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— NPOJYMaHHBIN CIOKET IPOJOIKUTENBHOCTBIO B 40 4acos;

— KpoccraThOpMEHHOCTB;

— pa3IMYHbIC UTPOBBIC MEXAHUKHU.

Henocratku:

— yOpaBieHUE 3aTOYCHO UCKITIOYUTENBHO MO/ reimMma;

— HE CIMILIKOM YJauHO cZejlaHa MIaTgopMeHHasi 4acTb, HEYA0OCTBO MPBIKKOB
HA MEJIKUE YCTYIIbI.

Cuphead [4] — sT0 MynbTHIUIATGOPMEHHAS KOMIBIOTEPHAS UIpa B JKaHpax
wiatdopmepa u «run and gun», paspaboTaHHas KaHAJICKOH KOMaHI0H pa3pabOTYMKOB
StudioMDHR Entertainment na asmxke Unity.

[Ipeumymecrna:

— KpoccraThOpMEeHHOCTh

— YHUKaJIbHasi Tpaduka B peTpo-cTwie (Kaxaas aHuManus B HUrpe Oblia
OTPHUCOBaHA BPYUHYIO);

— pa3HOOOpa3HBIN TeHMILICH;

— WHTEPECHbIE pa3HOOOpa3HbIe OOCCHI.

Henocratku:

— JaHHAsI UTPa OTJINYACTCS BHICOKOU CIOKHOCTBIO MPOXOKICHUS.

Little Nightmares [5] — mynbTuIuiaThopMeHHas KOMIIbIOTEPHAs UTPa B )KaHPax
iatgopMepa U NpUKIIOYEHHH, pazpaboTanHas mBeackoil komnanuei Tarsier Studios
Ha asuwxkke Unreal Engine 4 u Beimymiennast komnanueit Bandsi Namco Entertainment.

IIpeumymiecrna:

— YHUKaJIbHas U aTMochepHas rpaduka;

— KpoccmiaTOpMEHHOCTb;

— IPOJAYMaHHBIN CIOKET;

— pa3HOOOpa3HBIM reUMILICH.

HenocraTtku:

— HE BCErJa OT3bIBYMBOE YIIPABICHUE HA KJIAaBUATYpE.
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Limbo [6] - wmynbrumiar@opMeHHas KOMIBIOTEpHAs HWrpa B JKaHpax
m1aTpopMep-ToiIOBOJIOMKa €  3yeMeHTamu  survival — horror, pa3paboranHas
He3aBUCUMOI narckoit cryaueit Playdead na nmxke Box2D.

[Ipeumymiecrna:

— atmocdepHas rpaduka B UepHO-0€JIbIX TOHAX;

— KpoccmiaTOpMEHHOCTb;

— NPOJYMaHHBIA HECTAHAAPTHBINA CIOXKET;

— OO0JIBIIIOE KOJIMYECTBO UTPOBBIX MEXAHUK, IOTUYECKHUX 3arajjoK.

Henocrartku:

— 3aIlyTaHHbIW, HAPOYUTO HEACHBIN 3aKIOUUTEIIbHBIA aKT;

— BbeICOKas TpebdoBarenbHOCTh K [1K.

Seasons After Fall [7] — mynbTumiathopMeHHass KOMITBIOTEPHAS UTPa B KaHPax
1atopMep-TroIoBOJIOMKA, pa3paboTaHHas KoMmmanuer Swing Swing Submarine na
newkke Unity u m3gannas Focus Home Interactive.

[Ipeumymiecrna:

— MpUATHAasA Kpaco4yHas rpaduka;

— MY3bIKQJIBHOE CONPOBOXK/ICHHUE;

— KpoccriaThOpMEHHOCTB;

— UHTEpECHAsl UTPOBasi MEXaHHUKA CO CMEHOW BPEMEH To/1a.

Henocrarku:

— IIOPOU HE CaMO€ OT3bIBUMBOE YIIPABIICHUE;

— MaJioe KOJIMYE€CTBO KOHTEHTA.

Inmost [8] - wysabTHIIATGOpMEHHAs KOMIBIOTEpHAs UIpa B JKaHpax
OPUKITIOYEHUE U TIATPOPMEP-TOIOBOJIOMKA, pa3paboTaHHas JTUTOBCKOM KOMITAHHEH
Hidden Layer Games na amwkke Unity u uzmannas Chucklefish.

[Ipeumytiecrna:

— 0O0JIBIIIOE KOJIMYECTBO Pa3HbIX MEXAHUK;

— J)KMBOUW MUP MUKCENb-apTa C OTPOMHBIM KOJIMYECTBOM aHUMAIIUH;

— IPOJYMaHHBIN CIOKET;
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— KpoccIiaTOpMEHHOCTB;

— aTMOC(epHOE MY3bIKaJIbHOE COMPOBOKICHHE.

Henocrarku:

— B HEKOTOPBIX CIIEHAX MHTYUTHUBHO HE OCO0O MOHATHO, YTO TpeOyercs OT
UTpOKa.

Gris [9] - w™yupTuUIUIaTGOPMEHHAs KOMIIBIOTEpHAsh HUrpa B JKaHpax
rOJIOBOJIOMKA-IIJIATQOpMEp U MPHUKIIOUEHUE, pa3padoTaHHAs MCHAHCKOW KOMaHIOM
HEe3aBUCUMBIX pa3zpaboTunkoB Nomada Studio Ha nmwxkke Unity u uzgannas Devolver
Digital.

[Ipeumymecrna:

— KpacoyHas Tpayika B akBapeJIbHBIX TOHAX;

— KpoccriaThOpMEHHOCTD;

— pa3HO00Opa3HbIN FeMIUIEN C UHTEPECHBIMHU CIIOCOOHOCTSAMH I'€POUHH;

— arMoc(epHOe MY3bIKAIbHOE COIIPOBOKICHHE.

Henocrarku:

—Ma3ibl M TPBDKKA MECTaMU BBITVISIAT CIUIIKOM OTBJICYEHHBIMH OT
SMOLIMOHAJIBHOW COCTABIIAIOIIECH YaCTH UCTOPHH;

— HeOOoJIbIIast MPOJOJKUTEIIBHOCT UTPHI.

Ori and the Blind Forest [10] — mynpTumaTdopMeHHas KOMIbIOTEPHAS UTPa B
XKaHpax IatpopMep U METpOUJBaHMs, pazpaboranHas cryaued Moon Studios Ha
newkke Unity u uzmananas Microsoft Studios.

[Ipeumymiecrna:

— KpacoyuHasi yHUKaJIbHas Tpaduka B CHHUX TOHAX;

— KpoccriaThOpMEHHOCTB;

— OTTOYCHHAS UTPOBAsi MEXAHUKA U OT3BIBUMBOE YIIPABJICHHE;

— NPUATHOE MY3bIKAJIIbBHOE COMPOBOXKICHUE.

Henocrarku:

— HeOoJIbIIas MIpOAOJIKUTCIIbBHOCTDb UI'PHI.
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Night in the Woods [11] — mynbTuruiaThopMeHHas KOMIBIOTEpHAsT UTPaB B
JKaHpax IatgopMep U MpUKIOYEHUE, pa3paboTaHHas Ha JBwxkke Unity u
BbINyIIeHHas ctyaueil Infinite Fall.

[Ipeumytiecrna:

— KpacoyHas rpaduka;

— MPUATHOE MY3bIKaJIbHOE COMPOBOXKICHUE;

— KpoccIiaTOpMEHHOCTB;

— OPOJyMaHHBIN CIOXKET C OOJBIINM KOJIMYECTBOM UHTEPECHBIX UCTOPUA.

Henocrarku:

— 0JJHOOOPA3HOCTh UTPOBOT'O MPOILECCA;

— HE CJIMIIKOM IPOJIyMaHHasi KOHIIOBKA.

Skull: The Hero Slayer [12] — mynsTHIIIAT(OPMEHHAsS KOMITBIOTEPHAS UTPa B
JKaHpax TuiathopMep U TMPUKIIOYEHUs, pa3paboTaHHAs IOKHOKOPEUCKON cTyauein
SouthPAW Games na nemxke Unity u uznanaas NEOWIZ.

[Ipeumymiecrna:

— KpacoyHas rpaduka B CTUJIE MUKCENb-apTa;

— MpopaOOTaHHBIN CIOKET U MIEPCOHAKU;

— Oorateiif BO3MOKHOCTSMH T'€HMILICH;

— KpoccriaThOpMEHHOCTb.

Henocrarku:

— JIOBOJIBHO 0OJIBbIIIOE KOJMYECTBO OAros.

[IpoBenast aHaIK3 CyIIECTBYIONMUX pa3pab0OTOK, MOYKHO CI€TaTh BBIBOJ, YTO TS
YCHEIIHOCTU UTPbl HEOOXOJIMMO pPa3HOOOpPa3uTh pa3padaTbIBa€MbIil MPOAYKT KakK B

00J1acTH refMInIes, TaK U B 00JIACTH CIOJKETA.

1.2 AHaJIU3 OCHOBHBIX TEXHOJIOTHYECKUX pPelleHuil

Pa3zpaboTka 1 pemakTupoBaH#e Ko/1a Urpbl OyaeT nporucxoauth B Visual Studio

2022 Enterprise, mOCKOJbKY JaHHas cpeaa oOiagacT psaoM (DyHKIMOHAIBHBIX
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BO3MOXHOCTEH, TMO3BOJISIIONINX YCKOPUTh U YIPOCTUTHh pa3paboTKy mpoekrta. K
npuMepy, no ymondanuto Visual Studio dbopmatupyeT koj mo mepe ero BBOJA,
IPUMEHSAS I[BETOBOE KOJIMPOBAHUE, YTO JENAeT €ro Ooyiee yAOOHBIM IJSi YTCHHUS.
Takke MHUPOKHE BO3MOKHOCTH HHCTPYMEHTOB OTJAJKW MO3BOJISIIOT OTCIEKUBATH
OIIMOKY U CTpaHHOE MOBEJICHUE KOJIa.

Hns  momudukanuu — COpadToB OyJeT HUCHOJIB30BATHCA  MPOTPAMMHOE
obecnnieuenue Adobe Photoshop 2022, MmOCKOJIBKY 3TO caMbIii TOMYJISIPHBIA |
MHOTO(QYHKIIMOHATBHBIN  Tpaduueckuii  pemakTop, 0OOJagaronuii  OTPOMHBIM
KOJIMYE€CTBOM UHCTPYMEHTOB JIJIsi PaOOTHI ¢ M300paKEHHSIMHU.

OCHOBHBIM CpPEICTBOM IS Pa3padOTKH KOMIBIOTEPHON WIPHI  SIBISICTCS
UTPOBOM JIBIKOK — paboyast cpena paspadotku urp. Ilpoananusupyem OCHOBHBIC U
Han0OoJIee MOMYJISIPHBIE UTPOBBIE JBUKKH:

1) Unity;

2) Unreal Engine 4;

3) GameMaker: Studio 2.

Unity [13] — sTo mexmiatdopmenHas cpena st pazpadorku 2D- u 3D-urp,
pa3paboTtanHas amepukanckoi kommnanueit Unity Technologies. Ha qannbiii MomeHT
SIBJIICTCSI OJJHUM M3 CaMbIX ITOIYJISIPHBIX JIBMKKOB. JJIsI HATMCAHUS CKPUTITOB JIBHYKOK
UCIIONB3YET s3bIK CH#.

[Ipenmyiiecrna:

— penakrop Unity wumeer mpocroit Drag&Drop wuntepdeiic, Onmaromaps
KOTOPOMY MOKHO TIPOU3BOJIUTH OTJIAJIKY UTPHI TIPSIMO B HEM;

— Hamu4he BU3YaJbHOW Cpeabl pa3pabOTKu, BKIIOYArONIell B cebs Kak
WHCTPYMEHTApU BH3yaJIbHOTO MOJCIMPOBAHUSA, TaK M HHTCTPUPOBAHHYIO CpEIy,
IIEMOYKY COOpKH, HAIpaBICHHYI0 Ha TMOBBIIICHHE MPOU3BOAUTEIHLHOCTH 3TaloOB
CO37aHMs IPOTOTUIIOB U TECTUPOBAHUS;

— MOJIyJIbHAs cUcTeMa KoMIoHeHTOB UNity, nmpu KOTOpoit 00BEKTHI CO3/1aI0TCS
MOCPEACTBOM O0BbeIMHEHUS (DYHKIMOHAIBHBIX OJOKOB, YTO OOJEryaeT CO3JAaHHE

IIPOTOTHIIOB,
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— HaJIMYMe OrPOMHOI0 KOJIMYECTBA TOTOBBIX ACCETOB;

— KpoccraThopMeHHas MOIIEPKKa.

Henocrarku:

— OrpaHUYEHUE BU3YaJIbHOTO PEIAKTOpA MPU paboTe C MHOIOKOMIIOHEHTHBIMU
cXeMmamy,

— oTcyTcTBHE MoAaepKku UNity cchbutok Ha BHEIIHNE OUOJIMOTEKH;

— Urpsl, co3nanHbie Ha UNity, T0BOJBHO TSKEIOBECHBI, IOITOMY YCTYHAIOT B
MIPOU3BOIUTEIIBHOCTH JIJI1 MOOMJIBHBIX MIIAT(POPM.

Unreal Engine 4 [14] - wurpoBoili JBWKOK, pa3pabaThiBaeMbIii U
noanaepxxkuBaembliii kommanuet Epic Games. UE4, noanepxuBaer cpa3y ABa si3bIKa
IporpaMMHUpOBaHus 715l pazpaboTku urp: C++ u BU3yanbHbIi 136k Blueprints.

JlocTonHCcTBA:

— BH3YaJIbHBIN sA3bIK Blueprints, B koTopoMm HUIrpoBas JOTMKa BBICTPAHUBACTCS C
MOMOIIIbIO CBSI3AHHBIX MEXAYy c000#l OJOKOB, MO3BOJISIOMIMNA pearn30BaTh HEKUN
UTPOBOH Mpolecc 6e3 3HaHUM MPOTPaMMUPOBAHUS;

— KpoccriaThopMeHHas MOAAEPKKa;

— aKTUBHOE  COOOIIECTBO €  OTPOMHBIM  KOJIMYECTBOM  OpEnsource-
UHCTPYMEHTOB;

— Hanuyue O00JIBIIOr0 UHCTPYMEHTAPHUS 111 MOJICIIMPOBAHUS YPOBHEH;

— Hanuyue O00JBIIOr0 KOJUYECTBA TOTOBBIX ACCETOB.

Henocrarku:

— I pa3paboOTKM  HAa  JaHHOM  JBWXKE  TpeOyercss  JOCTaTOYHO
MPOU3BOAUTENIbHASI CHCTEMA,;

— rpoMO3JIKUI uHTEpEiiC.

GameMaker: Studio 2 [15] — oquH U3 caMbIX MOMYJISPHBIX UTPOBBIX JIBUKKOB,
pa3pabaTbiBaeMblii W mojaepkuBaeMblii koMranuen YoYo Games. OCHOBHBIM
SI3BIKOM MPOTPAMMHPOBAHUS SIBJISIETCSI COOCTBEHHBIN CKPUTITOBBIN s13bIK (GML).

JlocTonHCTRBA:
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— IPOCTOTAa OCBOEHUs, Oyarojaps CHCTEME BHU3YaJbHOTO CKpPHUIITOBOTO
uHcTpymenTa Drag&Drop;

— coOcTBeHHBIN ynpoleHHbId 136k Game Maker Language (GML), koTtopsrit
He TpeOyeT yriTyOJIeHHOTO H3yUeHUS KOJIa;

— KpoccriaThopMeHHas MOIEPKKa;

— HaJIM4YME UHCTPYMEHTAPUS ISl CO3JaHUs KaT-CLEH.

HenocraTtku:

— HECMOTpPSl Ha YNPOUIEHHBIA 3KCIOPT WUIP Ha Jpyrue MmiaaTGopMbl, HET
NOAJAEPKA OJHOBPEMEHHOTO BBIITYCKA MMATYEH;

— 1U3-32 HEJOCTaTKa (PYHKIMOHAIBHOCTH HE MOXKET KOHKYpPHpOBaThb C OoJiee
MOIIHBIMU JBUKKAMU;

— MeJJIeHHas padoTa JBUYKKA U3-3a 3JIEMEHTAPHOIO sA3bIKa IPOTPaMMHUPOBAHUSL.

1.3 BriBox

B kauectBe s3pIKka MPOrpaMMHUPOBAHUS MHOK OBUT BBIOpaH  SA3BIK
nporpammupoBanust C#, moTtoMmy 4dTOo pa3pabarbiBaemas wurpa HeOoJbIIas Hu
HeTpeOoBaTenbHasl, a JaHHBIN A3BIK UMEET MPEUMYIIECTBO MO CKOPOCTH pa3paboTKu
nepen si3pikoM C++. Takum 06pa3oM, MOXKHO CeNaTh BBIBOJ, YTO U3 PACCMOTPEHHBIX
TEXHOJIOTUYECKUX pelIeHud Haubosiee MNOAXOIAIUM JUJIsl pealu3aludd HIrpoBOro
npoekTa sBisiercs: Unity, MOCKOJIbKY OCHOBHBIM SI3bIKOM CIIEHAPUEB JJAHHOTO JBUKKA
apigercss C#. Hanuuue orpoMHONl OMOMMOTEKHM TOTOBBIX OECIUIATHBIX ACCETOB H
IUTArHOB ISl JAHHOTO UTPOBOr0 JABUKKA 3HAYUTENBHO YIPOLIAET pa3pabOTKy UIPHI,
YTO TAKXKE ABJSETCS MPEUMYLIECTBOM 10 OTHOIICHHUIO K BbIOOPY Unity Kak cpe/sl AJis

peau3aluH.
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2 ONIPEJIEJIEHUE TPEBOBAHUM

K ob6mmm TpebGoBaHusSM Isi TIEPCOHATBHOTO KOMITBIOTEpAa MOXKHO OTHECTH
CJIeyIOIINe MUHUMAJIbHBIE CHCTEMHBIE TPEOOBaHUS:

— onepannonnas cuctema (OC): Windows 7 SP1+, 8, 10, 11, Tompko 64-
paspsimabie Bepeuu; Mac OS X 10.12+; Ubuntu 16.04, 18.04; CentOS 7;

— mpoueccop: 4-saepubiii mpoueccop auneek Intel Core i3, 15, i7, AMD FX
8000;

— onepatuBHas namsth: 4 I'b;

— Buneokapra: GT1030 u BeIie wim BeTpoeHHas rpaduka yposHs Intel HD
Graphics 610 u BsiIC;

— DirectX: Bepcun 11;

— 3BYKOBas Kaprta: coBmecTuMas ¢ DirectX.

JlanHbie cucTeMHBIC TPEOOBAHUS SBISAIOTCS MUHUMAJIBHBIMU JUISI TIPOTYKITUH,

pou3BOIMMOM Ha JBMKKe Unity.

2.1 dyHKHuOHAJBbHBbIE TPEOOBAHUS

Omnpenenum cieayroiye QyHKIIMOHATbHBIE TPEOOBAHUS:

1) HaJIMYMe OHOTO UTPOBOTO MTEPCOHAXKA IO YIIPABJIICHUEM UTPOKa;

2) HaJIMYKE OJJHOTO YPOBHS CIIOKHOCTH;

3) HaIU4YKe OJHOM JIOTMYECKOM 3a1auu;

4) BeneHUe cyeTa 3a KaX Ayl MO0y HaJl BparoM M PEIICHUE JIOTHYCCKOU
3aJlauu;

5) HajMYMe UTPOBOTO MEHIO.

B3aumopeiicTBue ¢ UIrpoOBBIM MEHIO BKIOUaeT B ce0sa  Ciemyronme
BO3MOYXHOCTH: 3aITyCK UTPbI, HACTPONKH, BBIXOJ] U3 UTPHI.

1) BO3MOXXHOCTh ~ COXPAaHCHHS WIPOBOrO  Ipolecca W  IMPOJOJDKEHUS

IPOXOXKXACHUA C MECTAa OCTAHOBKH HUI'PHI,
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2) B3aUMO/JICHCTBHE C UTPOBBIMHU TPEAMETAMH;

3) ciemoBaHue KaMephl 3a TIEPCOHAKEM, KOTOPBIM YIPABJISET HIPOK;

4) Hajau4re 3BYKOBOT'O COIPOBOXICHHUS JUIS Oera, MPbDKKa U yaapa.

Heobxoammo peann3oBaTh CieayOmue MOACUCTEMbI:

— 3aIyCK UTPHI,

— MEHIO HACTPOEK UTPHI;

— BBIXOJ] U3 UTPHI.

@OyHKIIMOHAIbHBIE TPEOOBAHUS K TIOJICUCTEME «3aITyCK UTPhI»:

MecTonosio)keHle HUrpoBOro  MEpCOHa)ka YCTAHABIMBAETCS Ha  TOYKY
BO3POXKIEHUS B HAYAIbHOM JIOKAIUU.

OyHKIIMOHAIbHBIE TPeOOBaHUS K TIoJicucTeMe «MeHI0 HaCTPOEK UTPhI»:

1) u3MeHeHue rpOMKOCTH 3ByKa B UTPE;

2) U3MEHEHHE KaueCTBa TpaduKH.

OyHKIMOHAJIbHBIE TPEOOBaHUS K MOACUCTEME « BBIXO U3 UTPBI»:

1) npu KCIOJIL30BAaHWU W3 WUTPOBOTO MEHIO MPOUCXOJHUT IMEPEXO0J B IIABHOE
MEHIO UTPBIL;

2) IPH HKCIIOJIb30BAHUM W3 TJIABHOI'O MEHIO UIPhI MPOUCXOIUT 3aBEPIICHUE
UTPOBOTO MPOIIEcca U BBIXOJI U3 UTPHI.

Jlornyeckas 3amaya 3akiaro4yaeTcsi B cOOpke ()parMeHTOB Masjia B EIUHYIO
KapTUHKY. OMHUILIEeM yCIOBHUS ISl JAHHOU 3aJa4u:

1) mose nasia cocTout U3 6 GpParMeHTOB,;

2) Kaxabli (parMeHT ma3jia UCKIIYUTEILHO IPSIMOYTOJIbHOM (DOPMBI U OJTHOTO
pasmepa;

3) OBOPOT YacTel Mmasiia OCYIECTBIACTCS MO KIIMKY KOMITBIOTEPHOMN MBIIIIH.

2.2 HedyHKuuoHa/IbHbIE TPeOOBAHMS

OnpenenuM HeQyHKIIMOHATBHBIE TPEOOBAHUS:

1) pa3zpabotka urpsl Ha uiaTdhopme UrpoBoro Asrkka Unity sBepcum 2021.3.3f1;
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2) CKPHUIITBI JOJDKHBI OBITh HAITUCAHBI HA SI3bIKE MporpammupoBanus C#;

3) CrOKETHAs 4aCTh, 3aKJIFOYAIOIIASCS B MyTEIICCTBUU TJIABHOTO TIEPCOHAXKA T10
COOCTBEHHOMY CHY C LIE€JIbIO OOpbOBI CO CTpaxaMu U MEepPeKUBAHUAMY;

4) HaNU4YKre OJTHOTO BHJA UTPOBBIX MTPEIMETOB, & UMEHHO CYHIYKOB,;

5) HaymM4Me UTPOBOTO CYHIIyKa, COJIEPIKAIIETO B ce0e JIOTHIECKYIO 3a/1a4y;

6) HEeUTrpoBbIC TMEPCOHAXKM W WIPOBBIC MPEAMETHl HAXOMAATCS Ha 3apaHee

YCTAHOBJICHHBIX TOYKAX, BAPUATUBHOCTDb HC IIPCAYCMATPUBACTCA.
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3 MMPOEKTUPOBAHUE

3.1 ApxuTeKTypa npeajiaraeMoro pemeHust

Pa3paboTky UTpoBOro MpoeKTa MOKHO Pa3/IeIUTh Ha CICAYIOIINE YaCTH:

1) paboTa ¢ UTPOBOI JIOTHKOI;

2) paboTa ¢ aHUMAIIHSIMH,

3) paboTa ¢ JOKaIusIMH;

4) paboTta ¢ UTPOBBIM HHTEP(EICOM;

5) paboTa ¢ TJIaBHBIM MEHIO;

6) paboTa co 3ByKOM.

B mopayne pabGoTbl ¢ UTPOBOM JIOTMKON C TMOMOIIBIO HAMUCAHUS CKPHUIITOB
CO3/1al0TCA KOMIIOHEHTHI, MTO3BOJISIOIINE aKTUBUPOBATH UTPOBBIE COOBITHUS, U3MEHATH
napameTpsbl, a TAK)Ke MOBEJICHNE TE€X WM MHBIX 00OBEKTOB Ha CIICHE.

B moayne paGoTsl ¢ aHUMaIMsAMU MIPEATIONAraeTCsl peaan3aus aHuMaIui 1Jis
NEUCTBUN pa3NUIHBIX 00BEKTOB. OCHOBHBIMH SIBJISIFOTCS AHUMAIIMH HWTPOBOTO
nepcoHaXka (COCTOSIHME TOKOs, Oer, MPBDKOK, araka), HEUTPOBBIX IEPCOHAXKEH
(xoab0a), a TakKe UTPOBBIX MPEAMETOB (OTKPbIBAHUE CYHAYKOB). AHMUMAIMU OyIyT
peann30BaHbl CIpaliTaMy C TOMOIIbIO BCTPOSHHOTO KOMIIOHEHTa aHUMATOoPA.

B nanHoMm mpoekTe mpezmnoJiaraeTcs OAHa JOKaIus, MpecTaBisionas co0oi
MOJ[3eMENIbe, KOTOPOE CHHUTCS TJIaBHOMY NepcoHaxxy HUrpel. Ha nokanuu Oyayt
pacoJIOKEHbl CYHAYKH C JIOTHYECKMMHU 3arajJikaMu, 3a pelieHHe KOTOPBIX
MPUCYKIAI0TCS OUKH K 00IIEMY CUETY UTPHI.

B urpoBom untepdeiice OyaeT 0ToOpakeHO KOIMYECTBO KU3HEH U OOIIHi cueT
3a mo0Oely HaJl BparoM u pelieHue 3ajad. Takxke Oy1eT npeycMoTpeHa BO3MOKHOCTh
MIOCTaHOBKHU UTPHI HA TAy3Yy.

Moaynb ri1aBHOTO MEHIO OyAET SBIATHCS OTACIBHON CIICHOMW, 3arpyKaromiei

uH(pOpMaIUIO 0 Mporpecce, ¢ BO3MOKHOCTbIO U3MEHEHHSI UTPOBBIX TapaMETPOB.
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3BYKOBOE CONPOBOXKIEHUE UTPbI OYIET HUKIUYHBIM JUISI CLIEHBI IJIaBHOTO MEHIO
U UrpoBOM cueHbl. /[ rmaBHOro mepcoHaxa Oyner cBoM HaOOp 3BYKOB, KOTOPBIH
OyJeT NpOUTPHIBATHCS B 3aBUCUMOCTH OT JIEUCTBHS.

dailnoBasi CTPYKTypa UrPbl IPEICTaBlIeHa HA PUCYHKeE 1.

e Animations

Frefabs

L

Scenes

L 4

Assets

L 4

Scripts

L 4

Sounds

L 3

Sprites

Pucynok 1 — @aiinoBas CTpyKTypa Urpbl

daiiioBast CTPYKTypa BKJIIOYAET B ceOsl CIICAYIOIINE KaTalIOTH:

1) animations — KOHTPOJIEPHl U AHUMAITUN HTPOBBIX OOBEKTOB;

2) prefabs — 111a6y10HBI HITPOBBIX OOBEKTOB C HACTPOCHHBIMU MTApaMETPaMHU;
3) scenes — CiieHbl, OMKUCHIBAIOIINE OPTaHU3AIUI0 OOBEKTOB B MTAMSITH;

4) scripts — CKpHUIITHI, peaIU3yIOIINe UTPOBYIO JIOTHKY;

5) sounds — 3ByKH, UCITOJIb3YEMbIEC B UTPE;

6) sprites — Bce UCToNb3yeMbIe CIIPANTHI.
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4 PEAJIM3ALIUA

Bce cripaiiThl, HCTIOIB3yEeMBIE B peasin3aIiui rpa)uku UTPOBOTO MPOEKTA, B3STHI
¢ odpurmanpHoro caira Unity Asset Stor [16]. 3BykoBoe CONPOBOKICHHE TAKKE B3SATO

CO CTOKOBBIX CATOB 3BYKOB C OTKPBITOH JIMIIEH3UEH Ha MCIOb3oBanue [17].

4.1 'naBHOE MEHIO

[Ipu 3amycke urpbl nepei HUIrpoKOM IMPEACTAeT CleHa TJABHOIO MEHIO,

OTOOPaXKEHHOT'O Ha PUCYHKE 2.

Pucynok 2 — ['maBHOE MEHIO

HaBuranus 1o rimaBHOMY MEHIO OCYIIECTBIISIETCA C MOMOIIBIO KOMIIBIOTEPHOU
MbIIIY. ['TaBHOE MEHIO BKJIIOYAET B CE0sI CIIETYIOUIUE OTIINH:

— UIpaTh;

— BBIXOJ;

— HaCTPOUKHU.

Hcnonb3ys onuuio «Udrparb», UTPOK MOKET HayaTh Urpy. OyHKIMOHAIbHAS

BO3MOKHOCTh «BBIXOJ[» 3aBEpIIACT UTPOBOM mpoliecc, 3akpbiBass Urpy. C MoMoupko
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OMIIMN «HACTPOUKW» WIPOKY MPEIOCTABISETCS BO3MOXKHOCTH BBIOOpA HACTPONKH

IIapaMeTPOB UTPbI, IPEACTABICHHBIX Ha PUCYHKE 3.

Huakoe v

Pucynok 3 — MeHro HacTpoek

C nomo11pio JAHHOTO MEHIO MOKHO U3MEHSTh CIIETyIOLIUE apaMeTphl:
— Ka4ecTBO rpauku Urpbl (HU3KOE, CPEIHEE, BHICOKOE);
— I'POMKOCTH 3BYKOBOI'O COIIPOBOXAECHHS KaK B IJTABHOM MEHIO, TaK U B UI'E;

— BBIXO/J B I'NIaBHOC MCHIO.

4.2 UrpoBoii mepcoHazk

I'maBHBIM MMCPCOHAXKEM UI'PBI ABJEICTCA ACBYIIKA, IIYTCIICCTBYIOIIAA 110 CBOCMY

cHy. Mcnonb3ytouuiics cpailT oToOpa)keH Ha pUCyHKe 4.

Pucynok 4 — Cripaiit rmaBHOTO TiepcoHaxa urpsi [18]

[Tepconax 1o ynpaBJIEeHUEM UTPOKA UMEET CIAEAYIOIINE TapaMETPHI:

— OI'paHUYCHHOC KOJIHYCCTBO )KPISHGﬁ;
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— BO3MOKHOCTh CBOOOJTHOTO TIEPEIBIKCHHUS TI0 KapTe;

— B3aMMOJICHCTBUE C 00BEKTAMHU;

— aHMMHPOBAHHOE TICPEMEIIICHHE CO 3BYKOBBIM COIIPOBOKICHUEM.

AHUMaNMM TIEPEIBIKCHUNM TJIaBHOTO TIEPCOHAKa OBUIM peaju30BaHbI C
IIOMOIIBI0 BCTPOEHHOro KommoneHnta Animator. CTpykTypa mepexoioB aHMMAaIHi

Ipe/iCTaBlieHa Ha PUCYHKE 3.

Attack jump

Any State

Entry \\

Run

Pucynok 5 — CTpykTypa nepexo/10B aHuMaIuin

4.3 Heurposblie mepcoHaXKH

B urpoBoM mpoekTe ObLIM peaqu30BaHbl JBa BUJA HEUTPOBBIX MEPCOHAKEH,
NPEACTABICHHBIX HAa pUCYHKE 6. J/[aHHBbIE NEPCOHAXU MEPEIBUTAKOTCA IO YETKO

3aIaHHOW TEPPUTOPUU U MOTYT HAHOCHUTH YPOH INIABHOMY IIEPCOHAXKY.

Pucynok 6 — CripailTel HEUTPOBBIX IEPCOHAKEN

4.4 Urposoii mpouecc

CKpHHIIIOT UTPOBOTO Tpoliecca OTOOPaKEH Ha PUCYHKE 7.
24



Pucynoxk 7 — UrpoBoiui nporuecc
Ha untepdeiice urpoBoro mpoiiecca nmoka3aHo KOJIHYECTBO >KU3HEH TIaBHOTO
NIEPCOHAXka, ero cyer. Takke BO BpEMS UTPbl UTPOK UMEET BO3ZMOYXKHOCTh ITIOCTABUTH

UTpy Ha nay3y MyTeM BbIXOJa B UTPOBOE MEHIO, IIPEJICTABIIEHHOE Ha PUCYHKE 8.

Mpopomxuts

Pucynok 8 — IrpoBoe MeH0

HrpoBoe MEHIO IPENOCTABIISAET CIENyIOIINE (PYyHKIIMOHAIBHBIE BO3MOXKHOCTH:
— MPOJOJHKEHHUE UTPBI;

— BBIXO/J B I'NIaBHOC MCHIO.
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Urpox Moxer cBOOOJHO MepeMelaThcsl Mo KapTe, cpakaTbcs C Bparamu U
B3aMMOJIEUCTBOBATh C MIPOBBIMH CYHIYKaMH, €CJIM HAXOAMUTCS B paahyce uX
B3aMMOJICUCTBHS. 3a KaXAyl MMOOeAy HaJ BparoM YyBEJIWYMBAeTCs OOIIMN cyer

UTpOoKa.

[Ipumep 3a1aun Ha JOTUKY MPEACTABIICH HAa PUCYHKE 9.

Pucynoxk 9 — Jlornueckas 3agaua

B nannoM cityyae nmMmeeTcs oHa JIOTMYECKAs 3ajada, KOTopas 3aKI04acTcs B
TOM, 4TOOBI COOpaTh YacTH Na3jia B €AMHYI0 KAPTUHKY. Y CIOBUS JUIsl JaHHOM 3a1a4u

omucanbl B 1. 2.1. 3a pelieHne 3a1aun TakKe yBEINUIUBACTCS OOIIUI CUET UTPOKA.

4.5 Urposas joruka

Jlist peanuzanuu UrpoBoit jgoruku ObUI0 co3nano 10 ckpunToB Ha s3bike CH.

Onucanue CKpUINTOB MpeICTaBIeHO B Tabymile 1.
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Tabmuma 1 — Onrcanue CKpUITOB

HaumeHnoBanmue Ha3znauyenue Ne qucTHHra
CKpHMIITA
Player Ckpunt, oTBeyaromuii 3a nopeaeHue | A.l npunoxxenus A

" IICPCABUIKCHUC I'NTIaBHOT'O
IICPCOHAXa 110 KapTe

PlayerCombat

Ckpunt, oTBE4aroOmuin 3a A.2 mpunoxenus A
BO3MO>KHOCTh aTaKOBaTh Bpara

Enemy Ckpunt, OTBEYarOWKi 3a NOBeACHNUE | A.3 IpuIoKeHus A
U TIepeABMKCHHE Bpara

GameControl Ckpurnr, oTBeHaroNui 3a A.4 npunioxenus: A

JIOTHYECKYIO 3a/1ayy B BUJE Ma3jia

TouchRotate CkpunT, OTBEYAIOLIUA 32 TOBOPOT A.S mpunoxenust A
4acTeu nasya npu KJIMKe

ChestLogic CkpunT, OTBEYAOIIHI 32 UTPOBOI A.6 npunoxeHus A

O00BEKT «CYHIIYEK»

VolumeValue CkpuIT, OTBEYAOIIUI 32 HACTPOUKY | A.7 npuioxeHus A
napameTpa «I'pOMKOCTBY

QualityLogic CKkpuIT, OTBEYAOIINI 32 HACTPOIKY | A.8 mpumoxenus A
napameTpa «rpadukay

ScenelLogic Ckpunt, oTBEYaroluii 3a A.9 npunoxenust A

IICPCKIIIOUCHUEC MCKAY CIICHAMHA

SavePosition

Ckpunt, oTBE4aroOmuin 3a A.10 npunoxenus A
COXpaHEHHUE MO3ULMHU UTPOKA

Onucanue MeTon0B A1l ckpunita Player npencrasieno B Tadnuiie 2.

Tabnuma 2 — Onurcanue MeTo0B I ckpurta Player

HauMeHoBaHHe MeTO/IQ Ha3Hauyenmue
Start [TonydeHne KOMIIOHEHTOB
Update [TpoBepka JBMKECHUS HTPOKA

FixedUpdate [lepenBrmkeHUE MEPCOHAKA

Flip [ToBopoT mepcoHaxa
CheckGround [IpoBepka TOro, HAXOIUTCS JIM UTPOK HA

3emiie
OnTriggerEnter2D Kacanwme Bpara
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[lepenBukeHne MEPCOHAKA OCYLIECTBIISIETCS ¢ MCIOJIb30BAHMEM KOMIIOHEHTA
Rigidbody2D. [lanublii koMnoHeHT cooOmaer ABMkKY Unity, 4TO A1 UTPOBOIO
oObekTa Player noikHO MMHUTHpOBATBHCS JIEWCTBHE 3aKOHOB (u3uku. llapamerpsl,

3ajaHHbIe B KoMrnoHeHTe Rigidbody2D mipeacrasnens! Ha pucyHke 10.

Dynamic

% PlayerMaterial

Discrete
Start Awake

Mane

Freeze Position

Freeze Rotation

Info
Pucynok 10 — I[TapameTpsl kommonenTa Rigidbody2D

[Tapamerpsr maccel (Mass), yrioBoro comporusicaus (Angular Drag) u
rpaButanu  (Gravity Scale) 3agaroTcst MO0  yMONYAHHMIO Ui PEATUCTHYHOTO
HIepeMEIICHUS TBEPIbIX TeEll.

TpackTopus IBMKEHUS MMEPCOHAKA 3aJaeTCS MyTeM M3MEHEHHUS 3HAUCHHUS «X»
BekTopa Vector2 u mpucBamBanus ero k transform position urpoka. Tpaekropus
JIBMDKECHUS MTPOKA TPECTABICHA B JINCTHHTE 1.

JIuctunr 1 — TpaekTopus IBUKEHUS UTPOKA

private void FixedUpdate()

{
Vector2 targetVelocity = new Vector2(horizontalMove * 10f,
rb.velocity.y);
rb.velocity = targetVelocity;
>

[Tpu oCyIIeCTBACHUM TMPBIKKA YYUTHIBAIOTCS MapaMETPbl CHJIBI IPBIKKA
(JumpForce), cunbl TskecTu (Gravity Scale), a taxke ckopocts (Speed) B cirydae, eciiu

HUI'POK B 3TOT MOMCHT IICPCMCHIACTCS B IIPOCTPAHCTBC.
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Kacanne urpokom Bpara oCyIiecTBIsI€TCS ¢ TOMOIIBIO PYHKITUH JJ1s1 00pabOTKH
cronkHoBenuit OnTriggerEnter2D. Ona BBINOJHSACTCS, KOIJIAa paadyc KoJulaiaepa
WUTPOKA COIPUKACAECTCA C paJnMycoM Kojulaiiaepa Bpara. Paguycel kosuanaepos
3aal0Tcsl B 00beKTax mnepcoHaxeil. Takum oOpaszom, 3amaeTcsl TpaHuIla 00JIacTH,
MIO3BOJISAIONIAS OTIPEACTUTH (PaKT COMPUKOCHOBEHHS.

Omnwucanue meto10B [yt ckpunrta PlayerCombat mpeacrasinero B Tabnuie 3.

Tabauia 3 — Onucanue metonoB i ckpunta PlayerCombat

HaumeHnoBanue Mmeroaa Ha3nauenue
Start [TonydeHre KOMIIOHEHTOB
Update IIpn HaxxaTnm Ha KnaBumry «K»
IIPOUCXOJUT OCYIIECTBICHUE aTAKU
Attack ATaka rJ1aBHOTO IIEPCOHAKA
OnDrawGizmosSelectes OTtoOpaxkenue kpyra attackRange s

HATIJIATHOM HACTPOMKH MMapaMeTpoB

PuzzleBonus Bonyc k o0mieMy cyeTy 3a perieHue
JIOTMYECKOU 3aJaun
ATaka TJIaBHOTO MEePCOHaXKa OCYIIECTBISETCS C UCIOIb30BAHUEM KOMITOHEHTA

¢busnueckoro aBmxkka, BctpoenHoro B Unity, Collider2D. 3amgannpie mapamerpsl

oTpaxkeHsl B pucyHke 11.

v Player Combat (Script)

Animm = Player (Animator)
L AttackPoint (Transform)
1.5
Enemy

Pucynok 11 — ITapamerpsl ckpunta PlayerCombat

J1Jis aTaky IJ1aBHOTO MEePCOHaXka 3aal0TCs apaMeTphl mo3uiiuu ataku (Attack
Point) u paauyca araku (Attack Range). ITo3uius ataku onpeaesseTcs MoJ0KEeHUEM
UTPOKA B TIPOCTPAHCTBE, a PAJNYC aTaKH 3a/1aeTCsl B 00BEKTE UTPOKA.

Onucanue MeToa0B it ckpurita Enemy npeacrasieHo B Tabnuie 4.
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Tabnuna 4 — Onrcanue MeTOJI0B Juisi ckpunta Enemy

HaumeHoBaHue MeTO/1a Ha3nauyeHue
Update BrinonHeHnue Wi Kaxxa0ro kaapa
meroaa Chill
Chill TpaekTopusi IBHKEHUS Bpara
EnemyDestroy Pa3pymienue Bpara

ANTOpPUTM TPAEKTOPUU IBIKCHHS Bpara ImpeicTaBiieH Ha pucyHke 12. CHadana
OCYLIECTBJISIETCS MPOBEpPKa TOro, JOMIeN JIM Bpar 10 KpaHHUX TOYEK paauyca
JICHCTBUS, KOTOPBIN 3a1aeTcs yepe3 nepeMeHHyto positionOfPatrol B 00bekTe urpoka.

Jlanee omuceiBaeM TpaeKTOpUIO ¢ Tomolbio Vector2, monenupysi HamnpaBiICeHHE

JABHKCHMUS.

movingRight = false

Hauano

transform.position.x
= point.position.x +
positionOfPatrol

Het

transform.position.x
< point.position.x -
positionOfPatral

Het

mavingRight = true

transform.position = new Vector2(transform.position.x
+ speed * Time.deltaTime, transform.position.y)

transform.position = new Vector2({transform.position.x
- speed * Time.deltaTime, transform.position.y)

I
|‘u’ect0r3the5ca|e = transform.localScale |

theScale.x =1

|transf0rm.|0ca|5ca|e =theScale |
[

[
|Vect0r3theScaIe =transform.localScale |

theScale.x = -1

|transf0rm.|0ca|5ca|e = theScale |
I

Pucynoxk 12 — Anroput™ TpaekToOpuH JIBUKEHUS Bpara

Onwucanne Meto0B ais ckpunra GameControl mpeacrasineHo B Taduuie 5.
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Tabnuua 5 — Onucanue MeTo10B s ckpunta GameControl

HaumeHOBaHHe MeTO/1a Ha3Hnauenmne
Start [TonydeHre KOMIIOHEHTOB
Update ITpoBepka moI0KEeHH s mas3Jja

[TpoBepka NoJI0KeHUs Ma3iia OCYIIECTBISETCS ITyTEM OIPEICTICHHS TTOJI0KESHUS
yacTel Iasa 1o OCH Z.
Omnwucanue MetonoB it ckpunta TouchRotate mpencraBieno B Tabnwmie 6.

Tabnuma 6 — Onucanue MeToI0B Ui ckpunTa TouchRotate

HaumeHnoBaHue MeToaa Ha3znaueHnue

Rotate IToBopoT wactel nazia
Onucanue metronoB misa ckpunta ChestLogic mpeacraBieHo B Tabnuie 7.

Kacanue UrpokoM CyHjyka OCYIIECTBIISIETCS C MOMOIIbI0 (PYHKIHUU JUIsi 00pabOTKU
cronkHoBeHU OnTriggerEnter2D. OHa BBIMOJMHAETCS, KOT/Aa KOJUIAMAEp HWIPOKa

CONpHUKAcaeTcsl C KoJulailiepoM CyHIyka. Takxke BOCHPOU3BOJUTCS aHUMAIIMS

OTKpBIBAHUSI.
Tabmuua 7 — Onucanue MetonoB st ckpunta ChestLogic
HaumeHnoBanue Mmeroaa Ha3nauenue
OnTriggerEnter2D [IpoBepka Ha KacaHUE UTPOKOM CYHJIyKa
Puzzle AxTuBamus masia

Omnwucanue meronoB uist ckpunra VolumeValue npencraneno B Tabnuie 8.

Ta0auia 8 — Onucanue Mmeton0B i ckpunta VolumeValue

HaumeHoBaHue MeToaa Ha3zHnauyeHue
Update M3meHenune nepeMenHoi gepes Slider
SetVVolume [IpupaBHMBaHHE TPOMKOCTH K
TIEPEMEHHOU

Onwucanne MetooB a1 ckpunta Qualitylogic npeacrasieno B Taduuie 9.

Tabauima 9 — Onucanue metonoB i ckpunta QualityLogic

HaumeHnoBaHue MeToaa Ha3znaueHnue

SetQuality HacTtpoiika kauecTBa rpauku
Onucanue MeToa0B A1 ckpunita ScenelLogic npeacrapieHo B Tadnuie 10.
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Tabnuua 10 — Onucanue METOI0B JUIsl cCKpunta Scenel.ogic

HaumeHnoBaHue MeETOoaa

Ha3znauenune

Start [TonyueHre KOMIIOHEHTOB

Menu Ilepexmouenne Ha cueny «MeHr»

Play [Iepeximouyenue Ha cueny «Mrpateby

Pause ITepexntoueHue Ha cueny «Ilaysza»
Continue [Tepeximtouenue Ha cueHy «IIpomomxuTe»

Exit ITepekntouenue Ha crieHy « BbIxom»

Omnwucanue MeToIOB [T CKpunTa SavePosition npeacrasieno B Tadmuie 11.

Tabnuma 11 — Onrcanne MeTo10B Jiis cKkpunta SavePosition

HaumenoBanue Mmeroaa

Ha3znauenune

Start

[TosyyeHne COXpaHEHHbBIX KOOPANHATOB

Save

CoxpaHEeHUE MECTOMOJIOKEHHUS

CoxpaHeHHe MECTONOJIOKEHUSI NPOUCXOAUT IYyTEM COXPAHEHUs TEKYLIUX

3nadyeHuii playerX u playerY ¢ xirodaMu «X» U «Y», COOTBETCTBEHHO, B XPAHUIIHIIC

PlayerPrefs.
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5 TECTUPOBAHMUE
5.1 MeTopoJsiorust TeCTUPOBAHUS

B pamMkax tecTupoBaHUSA KOMIIBIOTEPHOM UIPBI UCIIOJIb30BAJIIOCH HAIPY304YHOE
TECTUPOBAHUE C TIOMOIILIO OJHON M3 caMbIX MmomyssipHbIX yTraut MSI Afterburner,
MIOCKOJIBKY OHa MPEI0CTaBIseT YAOOHBIN JOCTYIl KO BCEM HAcTpoikaM rpaduyueckoi

IMOACHUCTEMbBI KOMIIBIOTCPA.

5.2 IIpoBenenne mpoueaypbl TeCTUPOBAHUSA

TectupoBanue OBUIO TPOBEACHO HA MEPCOHAITBHOM KOMIIBIOTEPE CO
CJIEIYIOIIMMU TEXHUYECKUMHU XapaKTEPUCTUKAMMU:

1) nporneccop: Intel(R) Core (TM) i5-10400F;

2) omneparuBHas mamsath: 16,00 I'6;

3) Bumeokapra: Nvidia GeForse GTX-1060 6 I'0;

4) cucrema: Windows 11 Bepcust 21H2 (c6opka 22000.613) 64-Bit.

Bo Bpems TectupoBaHus ObUIM MPOU3BENECHBI 3aMEPhl CPETHEr0 KOJIUYECTBA
FPS (konnyecTBO CMEHsIEMBIX KaJIpOB 32 OJIHY CEKYH/Ty) B 3aBUCUMOCTH OT U3BMEHEHUS
HacTpoek rpaduku. [lomydeHHbIe JaHHBIE MpEACTaBIeHH Ha pucyHkax 13-15. B
pe3yJibTaTe BO BpeMsl MPOXOXKICHUS BblaeTcs KonuyecTBo FPS B mpenenax 143-144,

npu 3toM CPU u GPU He noBepKeHbl 3HAYUTEIILHON Harpy3Ke.
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Pucynok 13 — Pe3ynpTaThl TecTHpOBaHUS Mpu HacTpoiikax rpaduku «Huzkoey
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Pucynok 14 — Pe3ynbTarsl TECTUPOBAHUS IIPU HACTpoiikax rpaduku «CpegHee
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Pucynox 15 — Pe3ynbTaThl TECTUPOBaHUS PH HAcTpoiikax rpaduku « Beicokoey

Tak>xe BO BpemMsi TECTUPOBAHMSI ObUIO BBISIBJIEHO, YTO:

1) Bce aHMManmuM TPOWTPHIBAIOTCS B COOTBETCTBHM C TEM, 4YTO U
IIPEANOIATAIIOCH;

2) BO3MOXXHOCTh COXpPaHEHUs paboTaeT KOPPEKTHO;

3) 3a Kaxayro MOOeIy W PEUICHHE 3aj1ad JAalTCs OYKH K OOIIeMYy CUeTy B
COOTBETCTBHUH C TEM, YTO U MIPOIHCAHO B CKPUIITAX;

4) HacTPOMKH MapaMeTPOB UrPbl PabOTAIOT KOPPEKTHO;

5)npu  BBIXOJIE W3 WIPbl TPUIOKECHUE YCIEIIHO 3aKpPbhIBACTCS U HE
OTCJICKUBAETCA B JUCIIETUYEPE 3a]1a4, YTO COBIAJIAET C PYHKIMOHAIOM OIILIMH BBIXO/1A

N3 UT'PLI.
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3AK/IIOYEHUE

B pamkax BeIyckHOH KBanu(uKarmoOHHON pabOTHl OblLIa CIPOSKTHUPOBAHA U
pa3paboTaHa croxeTHasi KomnbloTepHas 2D-urpa Ha urpoBom aBrxke Unity.

J1J1s1 5TOTO OBIIIN PEIICHBI CIEAYIONINE 3a0auu:

— MPOaHAIU3UPOBAHBI CYIIECTBYIOUINE UTPOBBIE MPOEKTHI TOJOOHOTO JKaHPa,

— OCYLIECTBJIEH aHAJIU3 UTPOBBIX ABUKKOB JUJISl pa3pabOTKU;

— pa3paboTaH MPOEKT UTPHI;

— peann30BaHa KOMITBIOTEPHAS UTPa;

— IPOBEECHO TECTUPOBAHUE PEATN30BAHHON KOMIIBIOTEPHOU UTPBL.

VY peann3oBaHHOIO MIPOEKTa UMEIOTCS CIIEAYIOIINE NEePCIIEKTUBBI Pa3BUTHSL:

— ajanTtauus JUist Ipyrux miatdopm;

— yBeNIUYEHHUE KOJIMYECTBA JIOKALINH;

— MOAM(HKAINS ¥ YBEIHUECHUE UTPOBBIX MEXaHUK;

— no0aBJeHIE HOBBIX JIOTMUECKUX 33/1a4;

— no0aBJIeHIE HEUTPOBBIX MEPCOHAKEH;

— yJIy4llIEHUE CIOKETHOW 4YacTH MyTeM J00aBiI€HMs AMAJIOTOB C HEUTPOBBIMU

TIEPCOHAYKaAMHU.
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MNPUJIOXEHUE A
dparMeHTbI HCXOAHOT0 KOJa UTPbI

Jluctunr A.1 — Micxonusiid koa ckpunta Player
using UnityEngine;
using UnityEngine.SceneManagement;

public class Player : MonoBehaviour

{
//OBbaBIIeHUE [IepEeMEeHHBIX
public Rigidbody2D rb;
public Animator anim;
public float horizontalMove = 2F;
public bool facingRight;
[Header ("IlapaMeTprl OpeIBUXeHUs urpokxka') ]
[Range(0, 10F)] public float jumpForce = 8fT;
[Range(0, 10F)] public float speed = 3F;
[Space]
[Header ("'Napamerpr xacanusa zemmm' )]
public bool isGraunded = false;
[Range(-5F, 5F)] public float checkGroundOffsetY = -1.8F;
[Range(0, 5F)] public float checkGroundRadius = 0.3F;
public GameObject jumpSound;
/ /TloJylyyeHre KOMIIOHEHTOB
private void Start()
{
rb = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();
}
//BHIBHIBAETCHA pas 3a Kamp
private void Update()
{
//HpOBepKa TOI'O, KacaeTcCd JIM MI'POK 3eMJIM OJi4d IIocJiemylleIl'O OCYyUeCTBJIEHUMA
[IPBIKKA

if (isGraunded && Input.GetKeyDown(KeyCode.Space))
{

Instantiate(JumpSound, gameObject.transform.position,

Quaternion.identity);

rb.AddForce(transform.up * jumpForce, ForceMode2D. Impulse);
}
horizontalMove = Input.GetAxisRaw("'Horizontal') * speed;
if (horizontalMove < 0 && facingRight)
FlipQ;
else it (horizontalMove > 0 && !facingRight)
FlipQ;
e
CheckGround();
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[Tpopomxenue npunoxeHus A

//llpoBepkKa TOTO, OBUTAETCH JIM UTPOK
if (horizontalMove = 0)

{
anim_SetBool (""isRunning', true);
}
else
{ _ _ _
anim.SetBool (""isRunning™, false);
by

if (isGraunded)

anim.SetBool (""isJumping™, false);
else

anim.SetBool (""isJumping", true);

}

//llepenBuxeHne nepcoHaxa C UCIOJNb30BaHMeM koMmnoHeHTa Rigidboy2D
private void FixedUpdate()

{
Vector2 targetVelocity = new Vector2(horizontalMove * 10f,
rb.velocity.y);
rb.velocity = targetVelocity;
}

//TIoBOpPOT MepcoHaxa
private void Flip()

{
facingRight = !facingRight;
Vector3 theScale = transform.localScale;
theScale.x *= -1;
transform.localScale = theScale;
ks

//TNlpoBepka TOTO, HAXOOUTCS JIM MIPOK Ha BeMie
private void CheckGround()

Collider2D[] colliders = Physics2D.OverlapCircleAll(new
Vector2(transform.position.x, transform.position.y + checkGroundOffsetY),
checkGroundRadius);

it (colliders.Length > 1)

{

isGraunded = true;
3
else
{

isGraunded = false;
3

}

//KacaHue Bpara uepes KoJJanmIep
private void OnTriggerEnter2D(Collider2D other)

it (other.gameObject.tag == "Enemy')
{

}

SceneManager . LoadScene(1);
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[TpopomxeHre npunoxeHuss A

Jluctunr A.2 — Micxoausiii koa ckpunta PlayerCombat
using UnityEngine;
using UnityEngine.Ul;
public class PlayerCombat : MonoBehaviour
{
//06BaBIeHME TEPEeMEeHHbIX
public Animator anim;
public Transform attackPoint;

public float attackRange;
public LayerMask enemylLayer;

public Text scoreText;
public GameObject attackSound;
public int score;

/ /TlojlydyeHre KOMIIOHEHTOB
private void Start()

{
}

//0cymecTBIIeHue aTaku npM HaxaTuy Ha kiasumy «K»
private void Update()

scoreText.text = score.ToString();

if (Input.GetKeyDown(KeyCode.K))

{
Instantiate(attackSound, gameObject.transform.position,
Quaternion.identity);
Attack(Q);
}

}

//Araka TJIAaBHOTO NepcoHaxa

public void Attack(Q)

{
anim.SetTrigger(“'attack™);

Collider2D[] hitEnemies =
Physics2D.OverlapCircleAll (attackPoint.position, attackRange, enemylLayer);

foreach (Collider2D enemy in hitEnemies)

{
enemy . GetComponent<Enemy>() .EnemyDestroy();
print(‘'sefd™);
score++;
scoreText.text = score.ToString();
by

}

//0Tobpaxenue kpyra attackRange
private void OnDrawGizmosSelected()

{
if (attackPoint == null)
return;
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[TpopomxeHre npunoxeHuss A

Gizmos.DrawWireSphere(attackPoint.position, attackRange);
}
//BoHyC K ofumeMy CcueTy 3a pelleHMe 3amaun
public void PuzzleBonus()
{
score += 200;
scoreText.text = score.ToString();
}
}

JIuctunr A.3 — Ucxonnslii kog ckpunta Enemy
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Enemy : MonoBehaviour

{

//061aBreHne TepeMeHHEIX
public float speed;
public float positionOfPatrol;

public bool movingRight = true;
public bool facingRight;

public Transform point;
private void Update()

chillQ;

//TpaexkTopua OBUXESHUSA
public void Chill()
{
//llpoBepka TOT'O, HOWeJ JIM Bpal IO MeCTa Ha3HAYEeHNs
if (transform.position.x > point.position.x + positionOfPatrol)

{

movingRight = false;

else if (transform.position.x < point.position.x - positionOfPatrol)

{
}

//TloBopoT Bpara
if (movingRight)

{
transform._position = new Vector2(transform._position.x + speed *
Time.deltaTime, transform.position.y);
Vector3 theScale = transform.localScale;
theScale.x = 1;
transform.localScale = theScale;

movingRight = true;

}

else

transform.position = new Vector2(transform.position.x - speed *
Time.deltaTime, transform.position.y);

Vector3 theScale = transform.localScale;

theScale.x = -1;
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[TpopomxeHre npunoxeHuss A

transform.localScale = theScale;

}

//Yrnanenme Bpara coO CLEHH
public void EnemyDestroy()

{
gameObject.SetActive(false);

}

Jluctunr A.4 — Ucxoansiii koa ckpunta GameControl
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

//Jloruueckaa 3amadva B BuIe mNasia
public class GameControl : MonoBehaviour
{
//OObaABIEeHUE [IepeMeHHEX
[SerializeField]
private Transform[] pictures;
public static bool youWin;
private PlayerCombat player;
public GameObject puzzlePanel;
private int receidBonus = 0;

//TlonyyeHne KOMIIOHEHTOB
private void Start()

{
player =
GameObject.FindGameObjectWithTag("'Player') .GetComponent<PlayerCombat>();
youWin = false;
}

//TlpoBepka MNOJOXEeHMA Nasia
private void Update()

if (pictures[0].rotation.z ==
pictures[1].rotation.z ==
pictures[2].rotation.z ==
pictures[3].rotation.z ==
pictures[4]-.rotation.z ==
pictures[5].rotation.z ==

[cNeNoNeoNoNa]
o/ R0 R0 R0 Ro Ro
R Ro Ro Ro Ro

puzzlePanel .SetActive(false);
Time.timeScale = 1f;
it (receidBonus == 0)
{
player.PuzzleBonus();
receidBonus = 1;

}
}

Jluctunr A.5 — Micxoausiid koxa ckpunita TouchRotate
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

//TloBopoT uyacTel mnasia
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public class TouchRotate : MonoBehaviour

{
public void Rotate()

it (1GameControl.youWin)
transform.Rotate(0f, OF, 90TF);

}
}

Jluctunr A.6 — Mcxomusiii ko ckpunta ChestLogic
using UnityEngine;

public class ChestLogic : MonoBehaviour

{

public Animator anim;
public GameObject puzzlePanel;

//TlpoBepka Ha KacaHue MUIPOKOM OBLEeKTa
private void OnTriggerEnter2D(Collider2D other)

{

if (other.gameObject.tag == "Player™)
{ anim.SetTrigger('open™);
}

}

public void Puzzle()

i puzzlePanel .SetActive(true);

}

Jluctunr A.7 — Ucxomusiii koxa ckpumnta VolumeValue
using System._Collections;

using System.Collections.Generic;

using UnityEngine;

//Hacrpoitka TPOMKOCTHU
public class VolumeValue : MonoBehaviour
{
//06baBieHue NepeMeHHBIX
public AudioSource audioSource;
private float musicVolume = 1f;

private void Update()

{

audioSource.volume = musicVolume;
3
public void SetVolume(float volume)
{

musicVolume = volume;
3

}

Jluctunr A.8 — Mcxonusiid ko ckpunta QualityLogic
using System.Collections;

using System.Collections.Generic;

using UnityEngine;
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//HacrTpoiika rpadrku
public class QualityLogic : MonoBehaviour

{
public void SetQuality(int qualitylndex)

{

[TpopomxeHre npunoxeHuss A

QualitySettings.SetQualityLevel(qualitylndex);

}
}

Jluctunr A.9 — Micxonubiid ko ckpumita Scenel.ogic
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class ScenelLogic : MonoBehaviour

{

//Tlepeksouerne CleH
private void Start()

{
Time.timeScale = 1.0F;
}
public void Menu()
{
SceneManager .LoadScene(0);
¥
public void Play()
{
SceneManager .LoadScene(1);
}
public void Pause()
{
Time.timeScale = 0f;
}
public void Contuine()
{
Time.timeScale = 1F;
}
public void Exit()
{

Application.Quit();

}

Jluctunr A.10 — Ucxoausiit ko ckpurta SavePosition
using System.Collections;

using System._Collections.Generic;

using UnityEngine;

public class SavePosition : MonoBehaviour

{

private float playerX;
private float playerY;
private Vector2 spawnPosition;

//TloslyyeHre COXPaHEeHHHX KOOPIMHATOB
private void Start()
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OkoHuaHKe NPUIIOKEHUST A

{
playerX = PlayerPrefs.GetFloat(''x");
playerY = PlayerPrefs._GetFloat(''y'");
spawnPosition = new Vector2(playerX, playerY);
gameObject.transform.position = spawnPosition;
}

//CoxpaHeHre MeCTOMNOJIOKEHUS

public void Save()

{
playerX = gameObject.transform.position.x;
playerY = gameObject.transform.position.y;
PlayerPrefs.SetFloat(""'x", playerX);
PlayerPrefs._SetFloat('y", playerY);

}
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