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BBEJAEHUE

KoMmneiorepHsle Urpbl, Oyaydd OAHOM M3 CaMbIX OBICTPOPA3BUBAIOIIMXCS
OTpaci€y 4YEJIOBEUYECKOW JNESATEIbHOCTH, HAa CETOJIHSIIHUAN JI€Hb HACUUTHIBAIOT
0oJee Tpex MUUIMAPAOB UTPOKOB MO BceMy mupy [l]. Ux nmomynsipHOCTh MOKHO
OOBSICHUTH IKEJIaHUEM JIIOJEH YAOBIETBOPUTh IMOTPEOHOCTh B Pa3BICUYCHUSX.
OnHUM U3 cambIX M3BECTHBIX U IMOMYJISPHBIX MITPOBBIX AHPOB SIBISETCS YKaHP
«RPG». OtnpaBHBIME TOYKAMM ISl JAHHOTO JKaHPA MOYKHO CUMUTATh TEKCTOBBIC
UIPBI, BBIXOAMBIIME B KOHIE XX BEKa, a TAKKE HACTOJBHYIO DPOJIEBYIO HIDPY
Dungeons & Dragons, pazpabotannyto B 1970 rony.

RPG (Role-Playing Game) — »xaHp KOMIBIOTEPHBIX WIP, OCHOBAHHBIA Ha
AJIIEMEHTaX WIPOBOIO MpoLecca TPaJULHUOHHBIX HACTOJIBHBIX pOJIEBBIX HIp. B
POJIEBOM UI'PE UTPOK YIIPABJISAET OJHUM WIA HECKOJIBKUMU IIEPCOHAKAMMU, KAXKIbIH
U3 KOTOPBIX ONMKCaH HAOOPOM YHCICHHBIX XapaKTEPUCTUK, CIUCKOM CIIOCOOHOCTEN
U ymeHuil. UIrpok OTBIrpBIBAET COOCTBEHHOTO NEPCOHAXKa, PYKOBOJCTBYSCH IMPHU
ATOM XapaKTEpPOM CBOEH POJIM U BHYTPEHHUMHU yOEKACHUSIMH NIEPCOHAXKA B paMKax
UTPOBBIX peaiuid. JIeHCTBYSI UTPOKOB COCTABIISIOT CIOKET UTrphI [2;3].

Takum 00pa3oM, OCHOBHBIM KPUTEPUEM WIP HTAHHOTO KaHpa SBIsSETCA
BO3MOXKHOCTb OTBITPBIBaTh POJIb CBOETO MEPCOHAXKa IyTEM pa3BUTUSA €TI0
XapaKTEPUCTHUK W YMEHUM, a TaKKe MPUHATHS PEUICHUM, BIUSIOIIMX HAa CIOKET
UTPBI.

Llenpt0 BBIMYCKHOW KBalM(PUKALMOHHON pabOThl SBISIETCS pa3padoTKa
IIPOTOTHIIA KOMIIBIOTEPHOU UTPHI B )kaHpe RPG ¢ ycoBepiIeHCTBOBAHHON CUCTEMOM
aHaJIM3a UTPOBBIX MTEPCOHAXKEN. [[J1s1 TOCTIKEHMSI TOCTABICHHOM 1IeJI HEOOX0TUMO
pPELINTh CIEAYIOLINE 3a0aUu:

1) mpoaHanu3upoOBaTh IIaBHbIC KpuTepuu skanpa RPG;

2) MPOBECTH UCCIICIOBAHUE MIPEAMOUTCHUN 1IEICBOM Ay TUTOPUH UTPHI;

3) mpoaHaTU3UPOBaTh CYIIECTBYIONIUE UTPHI B )kaHpe RPG;

4) omnpenenuTh BUI, IIaTHOPMY U Cpeay pa3pabOTKH UIPHI;

5) pa3paboTaTh KOMIBIOTEPHYIO UTPY B xkaHpe RPG;

6) mpoBeCTH TECTUPOBAHUE Pa3pabOTaHHON UIPHI.
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1 AHAJIN3 TPEJIMETHOM OBJIACTHU

Onpoc urpokoB, mpoBeneHHbIH koMmaHoil Larian Studios [4], onpenenuin
IPEANOYUTAEMbIE WIPOKAMHU AacHeKThl JaHHOro >xaHpa (pucyHok 1). Ilpm
MPOBEICHUH OIIPOCA PACCMATPUBAIHUCH CIIETYIOUIUE ACIIEKTHI:

1) croxer;

2) OoeBas cucTema;

3) pa3BUTHE IEPCOHAKA;

4) peurpabrIbHOCTB;

5) ucnpiTaHNe HABBIKOB UTPOKA;

6) cucTema BbINAICHHS TIPEIMETOB;

7) pemeciio;

8) koormepartus;

9) cpakeHHS MEXKTy HTPOKAMH.
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1.1 O630p anasioron

Kenshi — 3To xommbroTepHast poiieBasi Urpa ¢ OTKPHITBIM MHUPOM U BHIOM
cBepxy (pucyHok 2). Ha co3ganue 31oit urpsl norpedoBasiocs 12 net. [lepsrie 6 met
pa3paboTka BeJaach OJJHUM YEJIOBEKOM, OJHAKO MO3XKe K MPOEKTY MPUCOETUHUINC
IPOTPaMMHCT, nucarenb U 3D-xymnoxHuK [5]. CrokKeT B UTpe OTCYTCTBYET, HUCTOPHIO
CO3/aeT UTPoK, Onaromapsi cBoOoe AelicTBuil. bou B MaHHOM UTpe MPOUCXOAST B
peasibHOM BpeMeHH. [lepcoHax M NPOTUBHUK aBTOMAaTUYECKU aTaKylOT APYT Apyra
IpyU OTJAa4€ COOTBETCTBYIOIIEH KOMAaHIbl. Pa3BUTHE mepcoHa)xa BbIPAKEHO
IIPOKAYKOW XapaKTEPUCTHK NP BBINOJHEHUH OIPENECIECHHBIX AEHUCTBUM. BBHIY
OTCYTCTBHS CIO’KETa UTPbI, UTPOK CaM CTaBUT cede 1enb. PeurpabenbHOCTh 3aBUCUT
OT BOOOpakeHHsI UTpoka. boeBas cucTtema He UCHBITHIBAET HABBIKM Urpoka. U3
OPOTUBHUKA  BBIMAJAIOT OSKUIMPOBAaHHbIE MM mpeamersl. [IpucyrcTByer
BO3MOXKHOCTh co3faHus npeameToB. Urpa ogumHouyHass. CtommocTh Urpbl — 515

pyouei.

Pucynok 2 — Kenshi

Path of Exile — aTo n3oMeTpuueckas cereBas poJieBas Urpa, pa3padoTaHHas
xomnanuert Grinding Gear Games (pucyHok 3). Mrpa moOemuna B HOMHHALIMA
«Ponesas urpa roga» (2013), 8 2020 roxy Bemrpana npemuto BAFTA 2020 roga B
HomuHanuu «Pa3BuBaromasics urpay [6;7]. CroxkeT JMHeHHbIH, 0€3 BO3MOKHOCTH

BbIOOpa. bou B naHHON Mrpe mpoucXoAsT B peajlbHOM BpeMeHH. boeBas cucrtema
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https://ru.wikipedia.org/wiki/Grinding_Gear_Games
https://ru.wikipedia.org/wiki/BAFTA

OpejacTaBIsieT Cco00M Habop CIOCOOHOCTEH, KOTOpbIE MEPCOHAXK MOXKET
KUNUPOoBaTh. CHOCOOHOCTH NPUMEHSAIOTCS NPU HAKATUM COOTBETCTBYIOIIEH
KJIaBHILW. Pa3BuTHE EpCOHA)Ka BBIPAXKEHO PA3BUTHEM XAPAKTEPUCTUK U HABBIKOB
NEPCOHAXA ITyTEM IIPOKAYKHU COOTBETCTBYIOIIMX SUEEK B IPEBE HABBIKOB. boibiioe
KOJIMYECTBO HABBIKOB M CIOCOOHOCTEW NMPUBOIUT K BBICOKOM pPEUrpadesIbHOCTH.
boeBas cuctema He HCTIBITHIBAET HABBIKM UTPOKA HANPSAMYH0. BeICOKas Cl0KHOCTh
Urpel TpeOyeT TriayOOKOro NMOHMMAHHS NpU pa3BUTHUM NepcoHaxka. CIO0KHOCTb
BbIpaxkaeTcsi B 3((EKTUBHOCTH COUYETAHUS XapaKTEPUCTHK U criocobHocteit. [Ipu
HEIPaBUIBHOM NMPOKAYKe UTPOKH MPEIIIOYUTAOT HA4YaTh UIPY 3aHOBO. BrlnaeHue
IPEIMETOB CllydallHOe, KaKJbli MpeAMET MMeeT 0a30BbI€ MMOKA3aTEIH, a TAKKe
ciy4aiiHple MoAM(pUKATOPHL. J[aHHAs cucTeMa MPUBOAMT K MOJTYYEHHUIO OOJBIIOTO
KOJIMYECTBA IPEAMETOB C Pa3HbIMHU IapameTpamu. [IpucyTcTByeT BO3MOKHOCTH
CO3JaHUsl MPEJAMETOB, U3MEHEHUA HX MOAU(PUKATOPOB M mapameTpoB. Urpoku
MOTYT UIpaTh B rpyIme 10 6 yenoBek. Mrpa B rpynmne ycuimBaeT IpOTUBHHUKOB.
[IpucyTcTBYET BO3MOKHOCTD CPAYKEHUSI MEXK Y UTPOKAMU, HO TAHHBIN PEXXUM UTPbI
HEIMOMYJISIPEH BBHUJY HHU3KOW MpOpadOTaHHOCTM MW Iuioxoro OamaHca. Mrpa

OecruiaTtHas, MPUCYTCTBYET BHYTPUUTPOBOM Maras3uH.

Pucynox 3 — Path of Exile
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Cepust mrp Dark Souls — sto xommbioTepHble urpel B jxkanpe RPG,
pa3paboranHble KoMmanue From Software (pucyHok 4). Cepusi COCTOUT M3 TPEX
UTp, UMEIOMIMX MEXIy coO00WM MUHUMAaNbHbe oTianuusa. Kaxnmas urpa momyuunia
BBICOKHE OIICHKH OT KpPUTUKOB W WrpokoB [8;10]. CrokeT B Wrpe mnpocToi,
HEJIMHEWHOCTh BhIpaXKEHA Pa3HBIMU KOHILIOBKaMHU. Bpicokas creneHb nmpopaboTKu
UCTOpUM MHpa. bon B JaHHOW Wrpe MPOUCXOIAT B PEaIbHOM BpeMeHU. boeBas
cUCTEMa TMpEACTaBIsIET COOOM coYeTaHWE BO3MOXKHOCTEH aTaku W 3allUThI
[TpucyTCTBYeT HECKOJIBKO BUIOB (PU3UUECKOW aTaku, Marudeckue CrocOOHOCTH,
BO3MOKHOCTh OJIOKa U YKIIOHEHUs. Pa3BuTHE MepcoHa)ka BBIPAKEHO Pa3BUTHUEM
XapaKTEPUCTUK ITyTEM HAKOTICHUSI OTIPE/IETICHHOTO KOJMYECTBA OMBITA IIPU 1To0e e
HaJ NMPOTUBHUKOM. Pa3sHOOOpasue cHapspKeHUs, CIOCOOHOCTEH, XapaKTEepPUCTUK U
KOHIIOBOK TMPHUBOJUT K BBICOKOM peurpabenbHOCTH. BhICOKas CII0KHOCTbh WIPbI
TpeOyeT OT UTPOKa BBICOKOTO YPOBHSI HAaBBIKOB JJIsl MOOEIbI HAJ MPOTHUBHUKOM.
CH0XXHOCTD 3aKJTI0YaeTCsl B HEOOXOAMMOCTH CBOCBPEMEHHBIX YKIOHEHHH OT aTak
MPOTUBHUKA, KOHTPOJIE BHIHOCIMBOCTH MEPCOHAXKA U OTPAHUYECHUH BO3MOKHOCTH
BOCCTAHOBJICHHSI 3I0pOBbs. [Ipu mopaskeHuu, mepcoHax TepsieT BECh HAKOTIJICHHBIN
OMBIT W BO3BpAIaeTCs K TMOCIEAHEMY MECTY OTIbIXa, MPU OTOM BCE Bparu
BOCCTaHaBIUBAOTCA. Kaxapli TPOTUBHUK uMeeT (UKCUPOBAHHBIA HAOOp
BBIMA/IAIONIUX MPEeAMETOB. [IpeaMeThl BBIMATAIOT C OMPEACICHHBIM IIAHCOM.
OTCyTCTBYET BO3MOXKHOCTh CO3JaHus peAMeToB. KoonepaTus u cpaxkxeHUus MexI1y
UTPOKAMU TPEJCTABISIIOT CO00i BO3MOKHOCTh MPU3BATh JAPYTrOr0 UTPOKa B CBOM
MUp B (UKCHPOBAHHBIX MecTaxX. [IpU3BaHHBI WIPOK HAXOIUTCS B HUIPE 10

BBITIOJTHCHHMSI OIIPEICICHHOM 3aqauH, rmocie 4ero ucuezaer. Croumocts Dark Souls

— 1199 pyouneit, Dark Souls Il — 1699 py6:eit, Dark Souls 111 — 3499 py6ueii.
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https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0%D1%8F_%D0%B8%D0%B3%D1%80%D0%B0
https://ru.wikipedia.org/wiki/Action/RPG
https://ru.wikipedia.org/wiki/From_Software

Pucynox 4 — Dark Souls 111

1.2 AHaIM3 OCHOBHBIX TEXHOJOTHYECKUX pelleHuit

[Ipu co3manmu TPOTOTHINA UTPHI JOJKHA OBITH OMpeaelieHa cpeaa
pazpabotku. HeoOXoaumo crenatb BbIOOP MEXKIY HCIOJIb30BaHUEM TOTOBOIO
UTPOBOTO JBIDKKA M CO37aHHMeM coOcTBeHHOro pemieHus. [IpenmyniectBamu
TOTOBOT'O UTPOBOTO JBUKKA SIBIISTFOTCS:

1) yHUBEpPCATBHOCTD;

2) HAJIMYUe TOTOBBIX IJIATMHOB,

3) HaJM4YKe TOTOBBIX MA0JIOHOB.

[Ipeumy1iecTBOM CaMOCTOSATEIBHO Pa3pabOTaHHOTO ABUKKA SIBISICTCS y3Kasi
HAIlpaBJICHHOCTh HAa JIAHHBIA TMPOCKT, YTO TMPUBOAUT K TIOBBIIICHHUIO
MIPOU3BOIUTEIILHOCTH BBICOKOOIO/IKETHBIX MPOEKTOB. Takum 00pa3omM, BBUIY
OOJBIIEH CKOPOCTU pa3pabOTKH, HAJUYMS TOTOBBIX IIA0JIOHOB U OTCYTCTBUS
3HAYUMOTO  TPEHMYIIECTBA  CaMOCTOSITENILHO  Pa3pabOTaHHON  cpenpl,
WCITOJIb30BAHUE TOTOBOTO PEIICHUS ABJISICTCS HAanOO0JIee MPEANOUYTUTETHHBIM.

[Ipu BBIOOpE JBWIKKA, PACCMOTPUM CTATHCTUKY CaMbIX ITOMYJISIPHBIX

pCIICHU, OCHOBBIBAsCh HA KOJIMYECTBE BBIITYCKACMBIX MIPOCKTOB (PUCYHOK 5).
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Pucynok 5 — Ionynsipasie cpeabl pa3paboTKu

JIBmxok RenPy mpenHasHaueH 1uisi cO3JaHUsI BU3YAJIbHBIX HOBEIUI, BBHIY
4Yero He MOJXOJUT JJIA paccMmaTpuBaemoil mpeamerHou obiactu. RPGMaker u
GameMaker IIpEeAHA3HAYECHBI TUTSL pa3pabOTUMKOB 0e3 HAaBBIKOB
nporpamMmupoBanusi. Takum 00pa3oM, BBUY MPOCTOTHI MUCIOJIb30BAHUS, JIaHHbBIE
cpelbl 00JIaJal0T OTrpaHWYEHHBIM (YHKIMOHAJIOM W HE MpPEJHA3HAYEHBI IS
KPYITHBIX TPOEKTOB.

Bri6op mexnay Unity m Unreal Engine nenmaercsi ¢ ydyetroM TpeOOBaHMIA
KOKJIOro KOHKpeTHOro mnpoekra. Mrper kareropum AAA npeanoydTUTEHHO
co3naBath Ha Unreal Engine BBuay OOJBIIMX BO3MOXKHOCTEN pejakTopa U THOKON
apXUTEKTYphl, OJHAKO JBHKOK TpeOOoBaTeNieH K TEXHUYECKOMY OOECHEUYECHUI0 U
HaBbIKAM CIELHUAIMCTOB. Takke B MaHHOM CpeAe OTCYTCTBYET BO3MOYKHOCTH
co3ganus 2D mpoekToB. JIBmwxkok Unity B CBOIO ouepenb OOJbINE MOAXOAUT IS
npoekToB B ctuwie 2D u 2.5D, o6nagaer OOJBIIMM KOJWYECTBOM IIAOJIOHOB U
npocToTOM pa3paboTku no cpaBHeHHio ¢ Unreal Engine 3a cdyetr mcnoiab3oBaHUsS
s3bika C#. Beuta BeiOpana cpeaa pa3padbotku Unity BBUIY HU3KOW MacIITAOHOCTH
MIPOEKTa, YHUBEPCAIbHOCTU ABWXKKA, HAJIMYMSI TOTOBBIX INAOJIOHOB M MEHBIIMX

CUCTEMHBIX TPeOOBaHUI.
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1.3 BeiBoa o nepBoii riase

ITonmy4yeHHBIE JAHHBIE MO3BOJIIOT CHIEJIATh BBIBOJ, YTO CAMBIMHU Ba)KHBIMU
aCIEKTaMHM >KaHpa SIBJISIIOTCA CIOXKET U pa3BUTHE NepcoHaxa. [IpopaboTka maHHBIX
AJIIEMEHTOB SIBJISIETCS IEPBOCTENEHHOM 3a1aueil co3aanus mpoaykra B xaHpe RPG.
BO0O3MOXHOCTP COBMECTHOM MIPBl M IOCOUHKH MEXKIYy WUIPOKAMU HE SIBIIFOTCS
IPUOPUTETHBIMH M MOTYT OBITH YIIPOIICHBI MJIH YCTPAHEHBI B MOJIb3Y 00Jiee BayKHBIX
acrnekToB. Takyke, UTPOKH JAENAI0T BBIOOD B MMOJIb3y U30METPUUECKOIO BUJIa U BUJA

OT TPCTHCTO JIMIA, BUA OT IICPBOI'O JIMIA ABJIACTCA MCHEC ITOITYJIAPHBIM.
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2 ONIPEJEJIJEHUE TPEFOBAHUI
2.1 ®yHKIHOHAJIbHBbIE TPEOOBAHUA

Hcxoas v3 KOHUENIMK UTPBl U PE3yJIbTaTOB aHAJINW3a IPeIMETHON o0nacTu,
ObUTH BBIICTICHBI CIEYIOIe TpeOOBaHUS:

1) momp30BaTeNb JOKEH UMETh BOZMOXKHOCTh YIPABISAThH IEPEIBIKEHIEM
IIEPCOHAXKA;

2) IONBb30BATENh JOJDKEH HWMETh BO3MOXKHOCTh B3aMMOJICHCTBOBATH C
OKpPY’KAIOLIMMH IIPEIMETAMU U IPOTUBHUKAMU;

3) monp30BaTeNb JIOJDKEH UMETh BO3MOKHOCTh TOBBIIIATh XaPAKTEPUCTHKH
IIEPCOHAXKA;

4) moabp30BaTEINh TOJDKEH UMETh BO3MOXKHOCTh CPAXKAThCS C IPOTHBHUKAMU;

5) monmp3oBaTenh JIOMDKEH WMETh BO3MOXKHOCTH MEHSTH OKUIUPOBKY
IIEPCOHAXKA;

6) monp30BaTeNbh JODKEH UMETh BO3MOXHOCTh XPAaHHTh OSKHIIMPOBKY B
WHBEHTApE.

Jlnarpamma BapHaHTOB MCIIOJIb30BAHUS MIPEACTABIICHA HA PUCYHKE 6:
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MNepensuKeHue

CpaeHHua

extention points :
[B3avmogeRcTBleE ©
IKMMNUPOBKOM]

MNone3oBaTe

CMeEHa 3KUMUPOBKKW |

XpaHeHwe
IKUMUPOBKK

M OBbIWEHKE
X¥apakTepuc THE

extention points :
[Hann4me
IKMMMPOBKN]

Pucynok 6 — /Ilnarpamma BapuaHTOB UCIIOJIb30BAHUS

2.2 HepyHKIIHOHAIbLHBIE TPEOOBAHUA

1) mpuiokeHue TOHKHO padboTaTh Ha oneparMonHol cucremMe Windows;

2) IpUJIOKEHNWE  JIOJDKHO  OBITh  peaJiM30BaHO  CPEACTBAMHU  SI3bIKA
nporpammupoBanust C# u cpesl pazpadotku Unity 2021.3.3f1.

MunHuMaIbHBIME TpeOoBaHUAMU 17151 padoThl B UNity seistores [11]:

1) oneparmonnas cucrema Windows 7 (SP1+), Windows 10 nian Windows
11;

2) TICHTpaJIbHBIN MPOLIECCOp ¢ MOACPKKON Habopa uHCTpyKIuit SSE2;

3) rpaduueckuii aganrep ¢ noaaep:kkor DX10, DX11, DX12;

4) Microsoft Visual Studio He crapme Bepcun 2015.

Jns co3maHus TPEXMEPHBIX MOJEIIEH, MOCTPOCHUSI CKEJIETa U HACTPOUKHU

aHMMAIUH UCTIOJIB3YETCs IporpaMMHOe obecnieuenue Blender.
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3 IMMPOEKTUPOBAHUE
3.1 ApxuTeKTypa npeajiaraeMoro pemeHus

P33pa6aTBIBaeMO€ IMPUITOKCHUC COCTOUT U3 CIICAYIOIIUX q)YHKHI/IOHaJIBHBIX

OJIOKOB (PUCYHOK 7):

Assets > Scripts » Characters
»  Terrain » Controllers
> Sprites *  Inventory

> ltems
> Stats

Pucynok 7 — OyHKIIMOHATBHBIEC OJIOKH MPUIIOKEHUS

3.2 Onucanue JaHHBIX

bnok Terrain siBisieTcss MoysieM HacTpoiKu (opMbl M pa3mepa JaHamadra,
a TakKe MpUMeHEeHUs K JaHAmadTy ocoobix 3HPEeKToB, B TOM YHCIIE paCCTAHOBKA
TpaBbl W JiepeBbeB. bitok Sprites wucmonb3yeTcs IUisi XpaHEHUs JABYXMEPHBIX
n3o0pakenuit. B 610ke Script xpaHsarcss GyHKIMHA U KJIACChl, pa3e/ICHHBIA Ha 5
kareropuii. biiok Characters xpaHuT Mojenu nepcoHaxei, a TakkKe X MapaMeTpbI
aHMMAaIlMM W CBsI3aHHBbIE MoJenu SKunupoBku. B Ornoke Controllers xpansres
GyHKIMH, YIPABISIONINE TIEPEIBIKCHUEM MEPCOHAXKEH, MapaMeTpaMu JIBUKCHUS

H IMOBOPOTAa KaM€CpPhbl, ITIOUCKOM KpaTan\/’IH_IGFO ITyTH, IMMOBEACHUEM IIPOTHBHUKOB. B
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omoke Inventory XpaHSATCS KJacchl, OIpPEAETSIOUIME B3aUMOJEHUCTBUE C
uHBeHTapeM. B Onoke Items xpansrcs QyHKIMM, OT KOTOPBIX 3aBHUCUT
B3aMMOJICHCTBHE TMEpCOHAaXKa C MpeAMETaMd M SKUMHUpPOBKOiMl. B Omoke Stats
XPaHATCS KJIACChI, ONPEAEISAIONINE XapaKTEPUCTUKHU MTEPCOHaXel, MOAU(pUKATOPbI

XapaKTEPUCTHUK.
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4 PEAJIN3ALIUA
4.1 Peasmm3aumsi NpUJI0KEHUS

[TpunoxxeHnue npenacrabisieT cooboit urpy B kaHpe RPG B oTkpbiTOM Mupe.
['aBHBIN Tepoil — HEM3BECTHBIN XKUTENb JAepeBHU. OH 3aMEYaeT, 4TO y CTapOCThI
JIEPEBHU €CTh Mpo0OJieMa U pelIaeT y3HaThb, MOXKET JIM MOMOYb cTapocre. OTBeT
CTapOCTHI Ha BOMPOC TJIABHOTO Tepos OyJEeT 3aBUCETh OT HKUIHUPOBKU UTPOKA U
MHEHUH HEUTPOBOIO IMEpPCOHaka 00 HWrpoke. be3 J0CTaTOYHOro KOJIMYECTBA
SKUIUPOBKU WM HU3KOM CTENEHU NOBEpUs, CTApOCTa HE COINIACUTCA HPHUHATH
nomomip oT urpoka. CoOOTBETCTBEHHO, CTapOCTa HE MPOCTO BBIJAET 3aJaHHE, a
UCIOJIB3YET  YCOBEPIICHCTBOBAHHYIO CHUCTEMY aHaiM3a IEepCOHaXxa s
MOATBEPKICHUS TOTOBHOCTH UTPOKA K BBIMOJIHEHUIO 3a1aHusl. [laHHast SKUITUPOBKA
MOBBIIIACT XaPAKTEPUCTHKU WIPOKA, SBJSISICH TEM CaMbIM CPEJICTBOM Pa3BUTHS
nepcoHaxa. Takum o0Opa3oM, UTPOK JOKEH HAMTH B UTPOBOM MUPE SKUIIUPOBKY,
MIOCJIE YEeTO CTApOCTa COTIACUTCS MPUHATH MOMOIIH TJIABHOTO T€POS M CKAXKET, YTO
JIEPEBHE YIpOXKAIOT YeThIpe ckeneTa. Urpok, ncnoib3ys HalJIeHHYIO SKUIIUPOBKY,
JOJDKEH MOOEIUTh CKEJIETOB, IMOMOras CTapocTe, IOCJIE€ Yero OTUMTaThCs U
MOJTyYUTh TIOXBATY CTapOCTHI.

[Tpunoxenue ObUTO peaTM30BaHO MTyTEM MIPUMEHEHUS KIaCCOB, HAMTMCAHHBIX
Ha sI3bIKe TporpammupoBanus C#.

Knacc CameraController — ciyxut 1uis mpuBsS3KH KaMepbl K MOJCIH
MIEPCOHAXKA, YIIpaBJICHUE MPUOIMIKEHUEM 1 TTOBOPOTOM KaMephl ITyTEM CUUTHIBAHUS
BBOJa KIJABHUII M KHOMOK MbIMK. [IpoBepka BBIMONHACTCS KaXABIA Kaip.
[TonmoxeHne kamepbl KOPPEKTUPYETCSI UCXOAS U3 TEKYyLIMX JCUCTBUM NEPCOHAXKA.
Meron Update oTBeuaeT 3a mpuOIMKCHNE M OTIAICHUE KaMEpPbl, TOBOPOT KaMephl
10 TOPU3OHTAIIH.

JIuctunr 1 — meton Update knacca CameraController

void Update ()
{

currentZoom -= Input.GetAxis ("Mouse ScrollWheel") * zoomSpeed;
currentZoom = Mathf.Clamp (currentZoom, minZoom, maxzZoom) ;
currentYaw += Input.GetAxis ("Horizontal") * yawSpeed *

Time.deltaTime; }
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Merton LateUpdate orBeuaet 3a ABrKeHHE KaMephl 3a MEPCOHAKEM.

Jluctunr 2 — meton LateUpdate kiaacca CameraController

void LateUpdate ()
{
transform.position = target.position - offset*currentZoom;
transform.LookAt (target.position + Vector3.up * pitch);
transform.RotateAround (target.position, Vector3.up, currentYaw);

}
Knacc PlayerMotor — ompenenser nepeaBrmxeHue mnepcoHaxka. [lo3Boiser

CJIEIOBATh 3a BBHIOPAHHBIM OOBEKTOM, MOBOPAYMBATHCS K BBIOPAHHOMY OOBEKTY
JUIIOM, MpeAoTBpamnaeT croikHoBeHus. Meron Update wucnomwsyercss s
CJICIOBAHUS 32 BRIOPAHHOM IIEITBIO.

JIuctunr 3 — meton Update knacca PlayerMotor

void Update ()
{
if (target != null)
{
agent.SetDestination (target.position);
FaceTarget () ;
}
}

Meton MoveToPoint oTBeuaer 3a IBMKCHHE B BHIOPAHHYIO TOUKY.

JIuctunr 4 — meron MoveToPoint kiacca PlayerMotor

public void MoveToPoint (Vector3 point)

{

agent.SetDestination (point) ;

}
Meton FollowTarget mnpemoTBpamiaeT CTOJKHOBEHHE M IMPOXOXKICHUEC

MOJICJIEN IEPCOHAXKEN IPYT Yepe3 JIpyra.

JIuctunr 5 — merox FollowTarget xinacca PlayerMotor

public void FollowTarget (Interactable newTarget)
{

agent.stoppingDistance = newTarget.radius*0.8f;
agent.updateRotation = false;
target = newTarget.interactionTransform;

}
MeTton StopFollowingTarget ucronb3yerces I CHATHS BbIICICHHS C IEIIH.

Jluctunr 6 — meron StopFollowingTarget knacca PlayerMotor

public void StopFollowingTarget ()

{
agent.stoppingDistance = 0f;
agent.updateRotation = true;
target = null;

Meron FaceTarget orBedaeT 3a MOBOPOT rOJIOBBI IEPCOHAXKA B CTOPOHY LIEJIH.
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Jluctunr 7 — meton FaceTarget kinacca PlayerMotor

void FaceTarget ()
{

Vector3 direction = (target.position -
transform.position) .normalized;

Quaternion lookRotation = Quaternion.LookRotation (new
Vector3 (direction.x, 0f, direction.z));

transform.rotation = Quaternion.Slerp (transform.rotation,
lookRotation, Time.deltaTime * 5f);

}
Knacc PlayerController — cuyxur s ynpaBieHUS TEpeIBHKCHUEM

IEpCcoHaXa, HOSBOHHGT]MH6HpaTB TOYKY ICPCMCIICHUA WA OOBEKT CJICOOBaHUA

(pucyHOK 8).

Pucynok 8 — O0bekT Interactable BeiOpan B kauecTBe 00bEKTa CIICAOBAHUS
MeTton Update mo3Bosser nepeMeniaTbCcsi B BBIOPAaHHYIO TOYKY C ITOMOIIBIO
JICBOM KHOIIKM MBIIIHM U CJICI0BATh 3a BHIOPAHHBIM O0BEKTOM C MOMOIIBIO ITPaBOM

KHOIIKM MBIIIIH.

JIuctunr 8 — meton Update knacca PlayerController

void Update ()
{
if (EventSystem.current.IsPointerOverGameObject ())
return;
if (Input.GetMouseButtonDown (0))
{
Ray ray = cam.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast (ray, out hit, 100, movementMask))
{
motor.MoveToPoint (hit.point);
RemoveFocus () ;

}

if (Input.GetMouseButtonDown (1))
{
Ray ray = cam.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit, 100))
{
Interactable interactable =
hit.collider.GetComponent<Interactable>();
if (interactable != null)
{ SetFocus (interactable) ; }
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Merton SetFocus ucnob3yeres I BbIOOpa IEIH.

Jluctunr 9 — meron SetFocus kiacca PlayerController

void SetFocus (Interactable newFocus)

{

if (newFocus != focus)
{
if (focus != null)
focus.OnDefocused() ;
focus = newFocus;
motor.FollowTarget (newFocus) ;

}

newFocus.OnFocused (transform) ;

Meton RemoveFOoCUS mo3BoJIsieT CHITh BBIACICHUE C BHIOPAHHOM IIETH.

JIuctunr 10 — meTox RemoveFocus kiacca PlayerController

void RemoveFocus ()

{

if (focus != null)
focus.OnDefocused () ;
focus = null;

motor.StopFollowingTarget () ;
}

Knacc EnemyController — ymnpaBiiser HCKYCCTBEHHBIM HHTEIUICKTOM
npoTHUBHUKOB. OTBEYaeT 3a MEPEIBMIKCHUE, CTCIICHb arpecChu, NEPEXol B PEXKUM

arpeccuu (pucyHok 9).

Pucynok 9 — Busyanuszanus paanyca arpeccuy NpoTUBHUKA
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Meton Update oTBeuaeT 3a HamajaeHHE Ha MEPCOHAXKA, MEPEXOJ] B PEIKUM
arpeccuu U MpoBEpPKY XapaKTEPUCTUK UTPOKA.

JIuctunr 11 — meron Update knacca EnemyController

void Update ()
{
float distance = Vector3.Distance(target.position,
transform.position);
if (distance <= lookRadius)
{
agent.SetDestination (target.position);
if (distance <= agent.stoppingDistance)
{
CharacterStats targetStats =
target.GetComponent<CharacterStats> () ;
if (targetStats != null)
{
combat.Attack (targetStats) ;

}
FaceTarget () ;

}
}

Meron FaceTarget orBedaer 3a MOBOPOT MPOTUBHUKA JTUIIOM K UTPOKY.

JIuctunr 12 — meton FaceTarget kiracca EnemyController

void FaceTarget ()

{

Vector3 direction = (target.position -
transform.position) .normalized;

Quaternion lookRotation = Quaternion.LookRotation (new
Vector3 (direction.x, 0, direction.z));

transform.rotation = Quaternion.Slerp (transform.rotation,

lookRotation, Time.deltaTime * 5f);

}
Meton OnDrawGizmosSelected oTBewaer 3a BH3yanu3alUIi0 paguyca

arpeccuu MpoTUBHUKA B PEAAKTOPE.

JIuctunr 13 — merox OnDrawGizmosSelected kmacca EnemyController

void OnDrawGizmosSelected ()

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere (transform.position, lookRadius);

}
Knacc Inventory — mpexacraBmsier coOOW CHHCOK, XPaHSIIMA TPEIMETHI,

COACPKAIMUXCA B MHBCHTAPC ICpCOHAXa. I/IHBCHTapB MOKET OBITH JIHIIb OHH.

Merton Add nobaBisier mpeaMeT B MHBEHTAPh MPH HATWMYHHA CBOOOTHOTO MECTA.
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Jluctunr 14 — meton Add kiacca Inventory

public bool Add (Item item)

{
if(!item.isDefaultItem)

{

if (items.Count >= space)

{

return false;

}
items.Add (item) ;
if (onItemChangeCallback != null)
onItemChangeCallback.Invoke();
}

return true;

Merton Remove yaansieT npeAMET U3 UHBEHTAapHI.

Jluctunr 15 — meton Remove kiacca Inventory

public void Remove (Item item)

{

items.Remove (item) ;
if (onItemChangeCallback != null)
onltemChangeCallback.Invoke();

InventoryUl — otBeuaet 3a untepdeiic maBentaps (pucynok 10). [To3pomser

OTKPBIBATb U 3aKPbIBATh HHBCHTAPb.

Pucynox 10 — MnaTepdeiic maBeHTaps

Meron Update oTBeuaet 3a OTKPBITUE U 3aKPBITHE HHBEHTAPSI.
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JIuctunr 16 — meton Update kmacca InventoryUl

void Update ()

{
if (Input.GetButtonDown ("Inventory"))

{

inventoryUI.SetActive (!inventoryUI.activeSelf) ;

}
}

Meton UpdateUl noGasisieT mpeaMeTsl U3 CHUCKA B CIOTHI TPadUIecKOro

uHTepdeiica THBEHTapsI.

JIuctunr 17 — metox UpdateUl knacca InventoryUl

void UpdateUTI ()

{
for (int 1 = 0; 1 < slots.Length; i++)

{

if (i < inventory.items.Count)

{

slots[i] .AddItem(inventory.items[1]);

slots[i].ClearSlot () ;

}
Knacc Slot — ynpasisier ciiotamu jist IPeIMETOB HHBEHTAps. Y CTaHABJIMBACT

M300paK€HUsl MOJYYEHHBIM IIpeAMeTaM, IO3BOJISIET M30aBUThCA OT IMpeaMera.
Metonx Addltem ycranaBauBaeT mHpeAMeT B SUYCHKY HWHBEHTAps, NPHUCBaWBaCT
M300paKEHNE U aKTUBUPYET KHOIIKY yAaJIeHUE MpeMeETa.

JIuctuur 18 — meton Addltem knacca Slot

public void AddItem(Item newItem)
{

item = newltem;

icon.sprite = item.icon;
icon.enabled = true;
removeButton.interactable = true;

}
Meton ClearSlot ouummaer clIOT HWHBEHTaps, yIaaseT HW300pakeHHe,

OTKJIIOYACT KHOIIKY YJAAJICHUA ITPCAMCTA.

Juctuur 19 — meron ClearSlot kiacca Slot

public void ClearSlot ()
{

item = null;

icon.sprite = null;

icon.enabled = false;
removeButton.interactable = false;

}
Meton OnRemoveButton ynanser npeaMer npu HakaTUU KHOTIKHU Y1aJIeHuUS.
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JIuctunr 20 — metox OnRemoveButton knacca Slot

public void OnRemoveButton ()

{
Inventory.instance.Remove (item) ;

}
Meron Useltem no3BosiseT Uenoab30BaTh NPEAMET, YA €ro IPU 3TOM U3

VHBEHTApSI.

JIuctunr 21 — meton Useltem kiacca Slot

public void UseItem()
{
if (item != null)
{

item.Use();
}
}

Knacc Equipment — wucnosnb3yercs i yOpaBICHUS CHApPSOHKCHHUEM,

ONpeIeIeHUS XapaKTEePUCTUK CHApsKEHUs! (pUCYHOK 11).

Pucynok 11 — DxunupoBKka CHapsiKEHUS U3 UHBEHTaPs

MeTton Use no3BosisieT 3KUUpOBaTh NIpEeaMET, youpasi ero u3 HHBEHTap.

Jluctunr 22 — meton Use kiaacca Equipment

public override void Use ()

{

base.Use();
EquipmentManager.instance.Equip (this) ;
RemoveFromInventory () ;
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Iltem — onpenensieT OCHOBHBIE MapaMETPbl IPEIMETOB, IO3BOJSET
UCIIOJIb30BaTh M M30aBIATHCA OT mpenMera. Meron USe mo3BOJseT UCIOIb30BaTh
npenMer. [lepeonpenensercss 104EpHUMU KIIACCAMHU.

Jluctunr 23 — meto Use kitacca ltem

public virtual void Use ()

{
Debug.Log ("Using " + name);

}
Merox RemoveFrominventory mno3BosisieT ynaauTh TEKYILIMA MPEAMET W3

HHBCHTAapA.

Jluctunr 24 — metron RemoveFromlinventory kiacca Item

public void RemoveFromInventory ()

{

Inventory.instance.Remove (this) ;

}
Knacc ItemPickup — mo3Boisier momummath mpeamersl. Meton Interact

npeJCTaBIseT co00il B3auMoJeicTBue ¢ mpeameroM. BeisbiBaet Meton PickUp.
[Tepeonpenensercs mouepuumu kiaccamu. Meton PickUp mo3Boiisser 100aBHTH
IpeIMET B HHBEHTAPhD, YIS €r0 IIPH TOM U3 UTPOBOTO MHpA.

Jluctunr 25 — merons! Interact u PickUp kmacca ItemPickup

public override void Interact()

{
PickUp () ;

}
void PickUp ()

{
bool wasPickedUp = Inventory.instance.Add(item);
if (wasPickedUp)
Destroy (gameObject) ;

Krnacc Stat — ucnomb3yeTcst ans W3MEHEHUs XapakTepucTuk. [lo3Bomser
U3MEHUTh 3HAYCHHE XapaKTepUCTHK, J00aBUTh K HUM Moaudukarop. Meton
GetValue mo3BonsieT TONYYUTh W3MEHEHHOE MoAW(UKATOpaM 3HAUYCHHE
XapaKTEPUCTUKH.

JIuctuur 26 — meron GetValue kimacca Stat

public int GetValue ()
{
int finalValue = baseValue;
modifiers.ForEach(x => finalValue += Xx);
return finalValue;

}
Meton AddModifier mno3sosnsser g06aBuTh MoaudukaTop. Mertoa

RemoveModifier mo3BosisieT CHATH MOIU(PHUKATOP C XaPaKTEPUCTUKH.
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JIuctuur 27 — meroasl AddModifier u RemoveModifier kimacca Stat

public void AddModifier (int modifier)
{
if (modifier != 0)
modifiers.Add (modifier);
}
public void RemoveModifier (int modifier)

{
if (modifier !'= 0)
modifiers.Remove (modifier);

}
Knacc CharacterStats — oTBedaeT 3a MaKCMMaJIbHOE U TEKYINEE KOJIUYCCTBO

OYKOB JKU3HU IICPCOHAKA, €TO YPOBCHb dTAKHU W 3allIMThI, CHUJIbI, IOBKOCTH, a TAKKC

IMOKAa3aTCJIsI BHCIIHCTO BUAA CHAPSAXKCHUA. [To3BodseT PaCcCUUTBIBATH HOHy‘IaGMHﬁ

YPOH.
Meron TakeDamage paccuuThIBaeT MOJMydYaeMbIii TEPCOHAXKEM YPOH,
BBIYMTACT ITOJIYYEHHOE 3HAYEHUE U3 TEKYLIETO KOJIMYECTBA OYKOB KU3HH.

Jluctunr 28 — meton TakeDamage kmacca CharacterStats

public void TakeDamage (int damage, int enemyLook)
{
damage -= (armor.GetValue() +
dex.GetValue ()) *look.GetValue () /enemyLook;
damage = Mathf.Clamp (damage, 0, int.MaxValue);
currentHealth -= damage;
Debug.Log (transform.name + " takes " + damage + " damage.");
if (OnHealthChanged != null)
{
OnHealthChanged (maxHealth, currentHealth);
}
if (currentHealth <= 0)
{
Die();
}
}

Meton Die oTBeuaer 3a majgeHue OYKOB YKU3HHU JIO HYJISI, HCIOJIB3YETCS Kak
OCHOBA JJIsl IEPEOTIPEICTICHUS] TOYEPHUMHU KIIACCAMHU.
Knacc PlayerStats — ympapiser XapakTepUCTUKaMHU WIPOKa M H3MEHSET

MOAU(PUKATOPHI XapaKTEPUCTUK TIPU CMEHE CHApsDKEHUs (PUCYHOK 12).
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n + Player Stats (Script)

Max Health 100

Damage

Base Value 10
AFTor

Base Value
Str

Base Value

Value

Value

Pucynok 12 — ba3oBbie XapaKTepUCTUKH TIEPCOHAXKA
Meton OnEquipmentChanged oTBewaer 3a u3MeHeHHEe MOIU(UKATOPOB OT
XapaKTePUCTHK TPU CMEHE cHapsbkeHus. Meton Die oTBeuaer 3a mopakeHHE

UTPOKA.

JIuctunr 29 — metoasr OnEquipmentChanged u Die kiracca PlayerStats

void OnEquipmentChanged (Equipment newlItem, Equipment oldItem)
{
if (newItem != null)
{
armor.AddModifier (newltem.armorModifier) ;
damage .AddModifier (newItem.damageModifier) ;
str.AddModifier (newItem.strModifier) ;
dex.AddModifier (newlItem.dexModifier) ;
look.AddModifier (newltem.lookModifier);
}
if (oldItem != null)
{
armor.RemoveModifier (oldItem.armorModifier);
damage.RemoveModifier (oldItem.damageModifier);
str.AddModifier (oldItem.strModifier);
dex.AddModifier (oldItem.dexModifier) ;
look.AddModifier (oldItem.lookModifier) ;
}
}
public override void Die ()
{
base.Die () ;
PlayerManager.instance.KillPlayer () ;

}
Knacc EnemyStats — orBeuaer 3a mopakenue nportuBHHKAa. Meton Die

yIaJIseT MPOTUBHUKA MPH JOCTHKCHUHU €r0 OYKOB JKU3HU 3HaYeHU 0.
Kiacc CharacterAnimator — ynpagiisier aHumMarped mepconaxa. Otsevaer 3a

IUTABHOCTB Mepexojia anumanuu. Meron Update namensier ko3 duimueHT ckopocTy,
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4dTO IIPUBOIUT K Ooitee INIaBHOMY IMCPEXOAY aHHMMAIlMM IMEPEMCIICHHUA, BXOI B
00EBOE COCTOSIHHUE.

JIuctunr 30 — merox Update knacca CharacterAnimator

protected virtual void Update ()
{

float speedPercent = agent.velocity.magnitude / agent.speed;

animator.SetFloat ("speedPercent", speedPercent,
locomationAnimationSmoothTime, Time.deltaTime) ;

animator.SetBool ("inCombat", combat.InCombat);

}
Knacc CharacterCombat — otBewaer 3a OOEBYHO CHCTEMY, OMNpEICISET

3a/IEpAKKY MEXKIy aTakamu (pUCYHOK 13).

v Character Combat (Script)

Pucynok 13 — Onpenenenne 3a1ep>KKi MEXIy aTakaMu
Meton Update ympamnser 3amepkkoit Mexay artakamu. Meton Attack

3aITycKaeT MpoIecc HAaHeCEHHsI YPOHa.

JIuctunr 31 — meronsr Update u Attack kimacca CharacterCombat

void Update ()
{
attackCooldown —-= Time.deltaTime;
if (Time.time - lastAttackTime > combatCooldown)
{
InCombat = false;
}
}
public void Attack(CharacterStats targetStats)
{
if (attackCooldown <= 0f)
{
opponentStats = targetStats;
if (OnAttack != null)
OnAttack () ;
attackCooldown = 1f / attackSpeed;
InCombat = true;
lastAttackTime = Time.time;

}
Kmacc Enemy — omnpenenser B3auMOJICUCTBHE C MNPOTUBHUKOM,
MepeonpeeisieT aIroOpuT™M B3aUMOJCICTBUSI, MHULIMUPYET ataky. Merop Interact

MIEPEBOJIUT MEPCOHAKA B OOCBOM PEXKUM, CITYKUT JIJIsI ATAKH.
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Jluctunr 32 — meton Interact kmacca Enemy

public override void Interact ()
{
base.Interact ()
CharacterCombat playerCombat =
playerManager.player.GetComponent<CharacterCombat> () ;
if (playerCombat != null)
{
playerCombat.Attack (myStats) ;
}
}

Knacc EquipmentManager — ynpasisieT SKHIIMPOBKOM, MOKET H00aBIATh U
yaansaTh npeaMeThl. Meton EQUIp ompenmenser THI mpeaMera SKUITUPOBKH,
OTIpEIeTSAET MOAXOSIINN CIOT MIEPCOHAXa, MOMEIIAET MPEIMET B CIIOT.

JIuctunr 33 — meton Equip xmacca EquipmentManager

public void Equip (Equipment newItem)
{
int slotIndex = (int)newlItem.equipSlot;
Equipment oldItem = Unequip (slotIndex);
if (onEquipmentChanged != null)
{
onEquipmentChanged. Invoke (newItem, oldItem);
}
currentEquipment [slotIndex] = newltem;
AttachToMesh (newItem, slotIndex);

}
Metox Unequip City>XuT Ui CHATUS SKUIUPOBKH. [Ipu Haim4uu HajneToi

SKUIMPOBKH, METOJ IOMEIIACT MPEAMET B CJIOT HHBEHTaps M OCBOOOXKIAeT
aKTUBHBIN ci0T nepconaxa. Merox UnequipAll caumaet Bce npeaMeTsi.

JIuctunr 34 — meroasr Unequip 1 UnequipAll knacca EquipmentManager

public Equipment Unequip (int slotIndex)
{
Equipment oldItem = null;
if (currentEquipment[slotIndex] != null)
{
oldItem = currentEquipment[slotIndex];
inventory.Add (oldItem) ;
SetBlendShapeWeight (oldItem, O0);
if (currentMeshes[slotIndex] != null)
{
Destroy (currentMeshes[slotIndex] .gameObject) ;
}
currentEquipment [slotIndex] = null;
if (onEquipmentChanged != null)
{
onEquipmentChanged. Invoke (null, oldItem); }
}
return oldItem;
}
public void UnequipAll ()
{

for (int i = 0; i < currentEquipment.Length; i++)
{ Unequip (1) ; }
EquipDefaults(); }
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Meton EquipDefaults skunupyet cranmapraoe cHapsbkenue. Meton Update
CHMMAaeT BCE DKUITMPOBAHHBIC MPEIMETHI [0 HAXKATHUIO COOTBETCTBYIOIICH KITABUIIIH.
Knacc Interactable — perymupyer B3ammojeicTBue ¢ 00BEKTaMH,
yCTaHABJIMBACT PAJNYC B3aMMOJICHUCTBUS, 3aIyCKACT MEPEONPEeISIeMbIi MPOIece

B3aUMOJIEUCTBUS (pUCYHOK 14).

Pucynok 14 — Busyanuzanus paguyca B3auMOAEUCTBUS ¢ 00BEKTOM

Meton Update w3mepsieT paccTOSHUE JI0 BBIACICHHOTO OOBEKTa W, MPH
HAaXOXXJICHUU Ha JOCTAaTOYHO OJIM3KOW JUCTAHIIMK, WHULMHUPYET MPOIECcC
B3aMMO/ICHCTBUSI.

Jluctunr 35 — meton Update kacca Interactable

void Update ()
{

if (isFocus && 'hasInteracted)
{
float distance = Vector3.Distance (player.position,
interactionTransform.position);
if (distance <= radius)
{
Interact();
hasInteracted = true;

}
}

Metox OnFocused ycTaHaBauBaeT TOTOBHOCTB JIJIsl B3aUMOCHCTBUSA. MeTo/

OnDefocused cHrMaeT TOTOBHOCTh B3aUMOJCHCTBUSA BO M30€kKaHHE MOBTOPCHHUS
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ogHOro u Toro ke nerictBus. Merox OnDrawGizmosSelected Busyamusupyer
JATbHOCTh B3aUMOJCHCTBHS 00BEKTa B PEIAKTOPE.
JIuctuar 36 — meroasr OnFocused, OnDefocused 1 OnDrawGizmosSelected

kiacca Interactable

public void OnFocused (Transform playerTransform)
{
isFocus = true;
player = playerTransform;
hasInteracted = false;
}
public void OnDefocused ()
{
isFocus = false;
player = null;
hasInteracted = false;
}
void OnDrawGizmosSelected ()

{

if (interactionTransform == null)
interactionTransform = transform;
Gizmos.color = Color.yellow;

Gizmos.DrawWireSphere (interactionTransform.position, radius);

Knacc PlayerManager — perymmpyer coctosinue urpoka. Meton KillPlayer
3aITyCKaeT CIICHY TTOPaKCHHSI.

Knacc Dialogue — XpaHHT TEKCT AMAlIOroB HEMIPOBBIX mepcoHaxkeit. He
UMEET METOJIOB.

Knacc DialogueTrigger — uHUIMUpyeT Ha4yalo AWagora C HEUTPOBBIMH
nepconaxxamu. CojeprkaHue Auajaora 3aBUCHT OT BRIOPaHHOTO MepcoHaka. Meron
Interact mepemaer TeKCT muanora, a Takke MepeMEHHBbIC, HCOOXOAMMBIC aHAJHM3a
urpoka B metoz StartDialogue knacca DialogueManager.

JIuctunr 37 — metox Interact kiacca DialogueTrigger

public override void Interact()
{

base.Interact ();

CharacterStats targetStats =
target.GetComponent<CharacterStats> () ;

Debug.Log ("Working as intended");

FindObjectOfType<DialogueManager> () .StartDialogue (dialogue,
targetStats.look.GetValue () * targetStats.reputation > approveValue,
targetStats.counter == completeValue);

}
Knacc DialogueManager — no3BoJisieT BKJIF0UaTh U OTKIFOYATh OKHO IHAJIOTa,

BbBIBOAWUTH MM HCHUI'POBOTO IIEPpCOHA)XXa M TCEKCTa JHAJIOra Ha OJSKpaH. MCTO)I

StartDialogue oTBeuaeT 3a MOSIBIICHHE OKHA JIUajora, ONpeaeicHUE BBIBOIUMOTO
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TEKCTa B 3aBUCMMOCTH OT 3HaucHUs mapamerpos approval u completed. [TapameTpsr
3aBHCAT OT pe3yJibTaTa aHAJIN3a UTPOKA HEUTPOBBIM MEepcoHaKkeM. TakuMm 00pasom,
€CJIM, COTJIACHO OIEHKE HEUTPOBOTO MEPCOHAXKA, UTPOK HE CIIOCOOCH BBIMOJIHUTH

€ro 3ajJlaHue, 3aJjaHnue He OyJIeT BbIIaHO UTPOKY (pUCYHOK 15).

Pucynok 15 — VIrpok He moJry4us 3aiaHue

Ecnmu, corimacHO OIGHKE HEUTPOBOTO TMEPCOHAXKA, WIPOK CIIOCOOCH

BBHITIOJIHUTDH €ro 3a7aHue (pucyHok 16), 3amanue OyJeT BbIIAaHO UTPOKY (PHCYHOK
17).
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Pucynox 17 — Beigaua 3ananus
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JIns  BBIMOJIHEHUWS JTAaHHOTO 3aJlaHusl, WIPOKY HEOOXOJMMO IOOeIUTh

yKa3aHHBIX TPOTUBHUKOB (pUCYHOK 18).

Pucynok 18 — Cpaxkenue nepcoHaka ¢ MpOTHBHUKAMHU
[Tocne moGexapl, UTPOKY HEOOXOJUMO BEPHYTHCA K HEUTPOBOMY MEPCOHAXKY

JUTS cayu 3ajanus (pucyHok 19).

Pucynok 19 — Cnaua 3aganust urpokom

36



Jluctunr 38 — meton StartDialogue kiacca DialogueManager

public void StartDialogue (Dialogue dialogue, bool approval, bool completed)
{

animator.SetBool ("IsOpen", true);
nameText.text = dialogue.name;

sentences.Clear();
if (completed)
{
foreach (string sentence in dialogue.sentencesCompleted)
{
Debug.Log (sentence) ;
sentences.Enqueue (sentence) ;
}
}
else if (approval)
{
foreach (string sentence in dialogue.sentencesApproved)
{
Debug.Log (sentence) ;
sentences.Enqueue (sentence) ;

else
{
foreach (string sentence in dialogue.sentencesDenied)
{
Debug.Log (sentence) ;
sentences.Enqueue (sentence) ;
}
}
DisplayNextSentence () ;
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5 TECTUPOBAHHME

B kauectBe MCTOAAa TCCTHPOBAHUA 6y,Z[€T IMPOBCPCHO COOTBCTCTBHUC

MOJIYYCHHOTO TPOTPAMMHOTO OOCCIICUYCHHS TOCTABICHHBIM (DYHKITMOHAIBHBIM

TpeboBanusaM (Tabmurna 1).

Tabnuua 1 — TecTupoBaHue MPUIIOKEHUSI HA COOTBETCTBUE (DYHKIIMOHATIBLHBIM

TpeOOBAHUSIM
TpeboBanue JlelicTBue PesynbTar
[Tonb3oBarTenb OMKEH UMETh [lepconaxk nmepeaBUraeTcs MyTeM HaKaTHs Tect
BO3MOKHOCTb YIIPABIISTh JIEBOM KHOIIKHM MBIILY, HAXOJUT 111020 (93
[IEpEIBUKECHUEM IIEPCOHAXKA KpaTyaiimii myTh 10 BBIOpaHHOU TOYKH,
AHUMAIIUU XOAb0bI U Oera IIaBHO
MepexosiT APYT B Apyra Onarogaps
MOJIU(DUKATOPY CKOPOCTH
[lonb3oBarensb AOMKEH UMETh [Tonb30Barens MOXKET B3aUMOJECICTBOBATh Tect
BO3MOKHOCTb B3aUMOJICMCTBOBATh C | C OKPY>KEHHEM IIyTEM HAXKATHUSI IPABOU MpOiiIeH
OKPY’KaIOIIMMH MPEIMETaMU U KHOTIKM MBIIIN. B 3aBUCHUMOCTH OT 11711,
MIPOTUBHUKAMHU NEPEOTIPENEIISIETCS AITOPUTM
B3aUMOJICVCTBHS
[Tonp30BaTenp JOKEH UMETH [Tonp30BaTenb MOKET MOBBIILIATH Tect
BO3MOKHOCTh IIOBBIILIATH XapaKTepUCTHKHU Onarogaps MpoiiIeH
XapaKTEPUCTHKU MTEPCOHAKA MoaubUKaTOpaM SKUITUPOBKH
[lonb3oBarens AOMKEH UMETh [Ipu B3auMo€MCTBUU C MPOTUBHUKOM, Tect
BO3MOKHOCTB CPaKaThCsl C MEPCOHAX MEPEXOIUT B PEKUM aTaKH, MpoiiIeH
MIPOTUBHUKAMHU Cpa)kaeTcs C MPOTUBHUKOM, MOXKET
00eIUTh WU IPOUTPATh
[Tonb3oBarens AOMKEH UMETh [Tonb3oBarens cmiocoOeH Ha/ieBaTh Ha Tect
BO3MOKHOCTh MEHATH SKHUITUPOBKY MEePCOHAXKA SKUIMTUPOBKY M3 UHBEHTAPS, PO IeH
MEepPCOHAXKA WM K€ CHUMATb, TIoMeIIas ee 00paTHO B
VHBEHTaph
[Tonb3oBarens AOMKEH UMETh WHuBeHTaph Monp30BaTens ClocoOeH Tect
BO3MOKHOCTh XPaHUTh SKHUITHUPOBKY BMemath 10 20 mpeaMeToB, UMeeTcs MpoiIeH

B UHBCHTApPC

BO3MOXHOCTb BBI6pOCI/ITL nin
HCIIOJIB30BAaTh NPEAMET U3 HHBCHTAPA,
HAACTb SKHUIIUPOBKY.

BriBoa. bruio mpoBeaeHO TeCTUpOBaHUE Pa3pabOTaHHOTO TMPHUIIOKEHUS Ha

COOTBCTCTBHUC (bYHKI_[I/IOHaJ'IBHBIM Tpe6OBaHI/I$IM. P€3y.HBTaTBI TE€CTa ITOKas3ajin, 4TO

MPWIOKEHUE YIOBIETBOPUIIO Bce 6 TpeOOBaHUM.
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3AK/IIOYEHUE

B xoze BbINOIHEHM S BBITYCKHOM KBaTM(PUKATMOHHON paOOThl ObUIN pELIeHbI
CJIEQYIOIINE 3aa4uu:

1) mpoaHanu3upOBaHKI INIaBHBIC KpuTepHn xkanpa RPG;

2) TIPOBEICHO UCCIIEIOBAHUE MTPEIIOUTEHHH 1IeJICBOI ay TUTOPUU UTPBI;

3) mpoaHaTU3UpPOBaHbI CYIIECTBYOIINE UTPHI B )kaHpe RPG;

4) ompeneneH Bu, aTdopMa u cpeia pa3pabOTKU HIPHL;

5) pa3paboTana KoMITbIOTepHas Urpa B xaHpe RPG;

6) mpoBeneHO TECTUPOBaHUE pa3pabOTaHHOW UTPHI.

Pe3ynbpTaToM paboThl CTasl MPOTOTUI KOMIIbIOTEpHOU UTpHI B )kaHpe RPG ¢
YCOBEPLIEHCTBOBAHHOM CUCTEMOU aHaJIn3a UTPOBBIX IIEPCOHAXKEMN,
YIOBJIETBOPSIOLINI BCEM IOCTaBICHHBIM (PYHKIMOHAIBHBIM TpeOoBaHUAM. B
JANbHEMIIEM IUIAHUPYETCS PACUIMPEHHE HWIPOBBIX BO3MOXKHOCTEH, IEpPEXO] Ha

WHBIE UTPOBBIX TIAT(HOPMBI.
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