PASPABOTKA CHOETHOW 2D-UTPBHI
B "KAHPE NMPUKNKOYEHUN

PykoBoantenb paboThbl:
K.T.H, AOUEHT Kadp. IBM
Apow E.C.

ABTOp paboThbl:
ctyaeHTKa rpynnbl K2-405
banawosa A.C.



AKTYya/ZIbHOCTb L 2/16 1

NrpoBas MHAYCTPUA ABASETCA OAHOU M3 CaMbiX ObICTPO pa3BMBAKOLLUXCA
OTPAC/NEN  KOMMbIOTEPHbIX TEXHONOMMM U obanbHOro  CNekTpa
pa3BnevyeHnn. KomnboTEPHbIE UrPbl KaK CaMbl HACTOALLMM KY/IbTYPHbIN
deHomeH obpeTatoT Ype3BblYaMHYKO MNOMNYASAPHOCTb Cpean Pa3NNYHbIX
BO3PaCTHbIX KaTeropun nroaen no scemy mupy. CornacHo nporHosy PwC, B
nepmoa Ao 2025 roga POCCMUCKUMN PbIHOK reMmuHra 6byaer pactm B

cpeaHem Ha 5% B roa, a ero obbem AOCTUTHET 3HaveHmA B 186,5 mapa
pybnen.

Tema moen BbINYCKHOW KBaAMUKALMOHHOM pPaboTbl ABNAETCA KakK
HMKOraa aKkTyalbHOM M3 CcOObparkeHMM BHECEHUA BKJada B pPa3BUTUE
POCCUNCKOWN NTPOBON MHAYCTPUMN.



Llenu n 3apaum L 3/16 1

[lpoaHaN3nNPOBaTh CYLLECTBYIOLLME UTPOBbIE NPOEKTHI.
OcyLWwecTBUTb aHAaNN3 UTPOBbLIX ABUXKKOB A5 pa3paboTKu.
Pa3paboTaTtb NPOEKT UTPbl.

PeannsoBaTb KOMMNbIOTEPHYIO UTPY.

[poBecTn TecTUpoBaHME peasin30BaHHON KOMMbIOTEPHOM
Urpbl.



Ha3BaHue urpbl

Hollow Knight
Cuphead
Little Nightmares
Limbo
Seasons after Fall
Inmost
Gris
Ori and the Blind
Forest
Night in The Woods
Skull: The Hero Slayer
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AHann3 TeXHONOrMYeCKUX peLleHnn L 5/16 W

Ha3BaHue

Unity

Unreal Engine 4

GameMaker: Studio
2

A3bIK
CKpPUNTOB

CH

C++

GML

[lpenmyLuecTBa

Drag&Drop nHtepdeuc;
HaNn4Yne BM3yasIbHOM cpeabl
pPa3paboTKu

Hannyme 60onbLIOTO
MHCTPYMEHTApUA;
BM3YyanbHbIN A3blK Blueprint

Drag&Drop nHteppeunc;
HaAN4YMe UHCTPYMEHTapPMA
ANA CO34aHUA KaT-CUEH

HepnocTaTKu

OTcyTCcTBUE NOAAEPHKKN
CCbINNIOK Ha BHELWHUE
bubamnoteku;
TAXE/IOBECHOCTb UTP

HeobxogmnmocTb
NPOUN3BOANTE/IbHOM
CUCTEMbI; TPOMO34KNM
nHTepdenc

MepsieHHaa paboTa ABUXKKA;
HeaoCTaToOK
GYHKLUMOHANbHOCTH



PYHKUMNOHaNbHbIE Tpeb6oBaHUA: L 6/16

Hannuyme nrpoBoro nepcoHarka noa yrnpasieHnem Urpoka.
Hannume HEUrpoBbIX NEePCOHAXKEMN.
Hanu4yme nornyeckom 3anayn.

[NaBHOe MeHI0, BK/toYatlollee B cebs cneagyrolme BOSMOKHOCTHU:
3dMNMYCK Urpbl; nameHeHUe HaCtpoek nrpbl, BbixXoa U3 UTPbl.

BO3MOXHOCTb COXpaHEeHUNA UTPOBOTO Nnpouecca N NnpoaonxKeHune C
MmecCTa OCTaHOBKWU UTPbl.



HedyHKUMOHaNbHbIe TpeboBaHUA: L 7/16 1

Pa3paboTKka urpbl Ha nnatdopme UrpoBoro AsurKka Unity Bepcum
2021.3.3f1.

CKpVIHTbI AOJ1KHbI ObITb HANMCAHbI HA A3bIKE nporpaMmmmnpoBaHUA
CH.

CloyKeTHaA YacTb, 3aKN0YaOLLAACA B NyTELWeCTBMM IMABHOMO
nepcoHa)Ka No cob6CTBEHHOMY CHY C Lenbto 60pbbbl CO CTpaxamu U
nepexnBaHUAMM.

Heurposble NepcoHa*k1 n Urposble NpeameTbl HaxoaATCA Ha
3apaHee YCTaHOBNEHHbIX TOYKaX.



[lpoekTUpoBaHUue

Assets

L 8/16 |
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Animations

Prefabs

Scenes

Scripts

Sounds

Sprites

dannoBana CTPYKTypa Urpbl




Peanunsauus L 9/16 |

DOMKM MrpaTb Buixog

NHTepdenc rnaBHOro MeHto NHTepdenc meHto HaCcTpoeK



Peanusauus

NrpoBon npotLecc NHTepdenc NrpoBoro MeH



Peannsauun 11/16

transform.position.x
> point.position.x +
positionOfPatrol

movingRight = false

transform.position.x
> point.position.x -
positionOfPatrol

Het

movingRight = true

Brnok-cxema TpaekTopumn ABUXEHUSA Bparos



Peannsauun 12/16

movingRight

transform.position = transform.position =
new VectorZ(transform. position.x + new VectorZ(transform.position.x -
speed * Time.deltaTime, speed * Time.deltaTime,
transform.position.y) transform._position.y)
Vector3 theScale = Vector3 theScale =
transform.localScale transform._localScale
theScale.x = 1 theScale.x = -1
transform._localScale = theScale transform.localScale = theScale

Bnok-cxema Tpaektopum OBUXKEHUS BparoB



Peannsauua L 13/16 1

Jlornyeckana 3aagava



Peannsauua L 14/16 1

HanmeHoBaHMe CKpUNTa Ha3HayeHuUe
Player [loBepgeHMe U nepeaBUXKeHMe IMaBHOIO NepcoHaXka no
KapTte
PlayerCombat BO3MOXKHOCTb aTakoBaTb Bpara
Enemy [loBegeHMe U nepeaBuKeHue Bpara
GameControl Jlornyeckasa 3aaaya
TouchRotate [ToBOPOT YacTer Nasna Npu KAnKe
ChestLogic NrpoBon 0O BEKT «CYHAYK»
VolumeValue HacTpoiKka napameTpa «rpOMKOCTb»
QualityLogic HacTpolKka napameTpa «rpadpumKa»
Scenelogic [lepeKkntovyeHne mexay cueHamu

SavePosition CoxpaHeHue No3nuuu UrpokKa



3aKnyYeHue L 15/16 1

B pamKkax  BbINyCKHOM  KBaAUPUKAUMOHHOM  paboTtbl  bBbina
CMPOEKTMPOBaHa U pa3paboTaHa CloXKeTHaAa KomnbioTepHaa 2D-urpa Ha
nrposom asuxke Unity. Urpa npowna beta-TectTupoBaHue.

[1ns 3T0rO0 6bIIN PeLleHbl cneaytoLlue 3a4a4n:

NPOaHaNM3UPOBaHbI CYLLLECTBYIOLIME UTPOBbIE MPOEKTbl MOA0OHOro
¥KaHpa;

OCYLLLeCTB/IEH aHA/IN3 UTPOBbIX ABUKKOB ANA pa3paboTKu;
pPa3paboTaH NPOEKT UTPbI;
peann3oBaHa KOMNbIOTEPHAA UTPa;

NpoBeAeHO TeECTUPOBAHME Peasin30BaHHOM KOMMNbIOTEPHOM UTPbI.



CHACMBO 3A BHUMAHWE




