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B. B. Kongparenko. Pazpabotka 2.5D wurpel ¢
NpUMEHeHueM  ImeiinepHoil  rpaduku  Ha
wiatrpopme Unity. — UYensabunck: ®I'AOY BO
«OYpl'Y (HUY)», BUIDKH; 2021, 76 c., 20 un.,
OMOIOTP. CIIMCOK — 22 HaWM.

B pamMkax BBITYCKHOM KBAJIM(PUKAIMOHHOW padOThl NPOU3BOAMUTCS AHAIIN3
TEXHOJIOTMA MO peanu3aluu IenaepHo rpaduku. IIpoBoauTcs O3HAKOMIIEHHE H
peanu3anus IeHIepoB Ul yAyYIICHUs UTPOBOTO MPOIYKTa C MCHOib30BaHueM Shader
Graph.

[TpoBoauTCs BBHIOOpP TMEPEUHS HCIOJIB3YEMBIX HHCTPYMEHTOB/METOOB/SI3bIKOB,
KOTOPBIE ONPEAENAT CTPYKTYpPY pa3paOoTku u Onarogaps 3Tomy, chopMUpyeTcs IJIaH 10
peanuzanuu. PaccmarpuBaroTcsi MpeMMyIIECTBA W HEIOCTATKA HMCHOJIb30BAHMS METOJ/IOB
peanu3alnyy UrpoBOro MPOIYKTa.

PesynbTaToM paOOThl SIBISIIOTCA HABBIKM IPOEKTUPOBAHUS M pa3pabOTKU
IPUJIOKEHUS, a TAK)KE YIyUdllIeHHe COOCTBEHHBIX MPO(ECCUOHATBHBIX KaUECTB aBTOPA.

[TosicHuTenpHas 3aMKcKa K BBITYCKHOW KBaTH(UKAIIMOHHON padoTe odopmiieHa B

TekcToBOoM peaakTope Microsoft Word 2016.



OIrNMABIJIEHUE

BBEJIEHUIE ..ot eee et en e eee et e en s en e eneenee 7
1 AHAJIN3 TIPEAMETHOM OBJTACTH ..ottt 9
SRR O) 501N S VN (6) K(0) 2 TN 9
1.2 AHAJIN3 OCHOBHBIX TEXHOJOI'MYECKUX PELIEHUM ..........ooeeveen. 10
1.3 BBIBO/L ...ttt eee et e en e en e eenene 16
2 OIPEJEJIEHUE TPEBOBAHHUI ...........oocoieieeeeeeeeeeeeeeeee s 17
1.1 ®VYHKIMOHAJIBHBIE TPEBOBAHUS ..o 17
2.2 HEOYHKIIMOHAJIBHBIE TPEBOBAHUS ..o 19
3 TIPOEKTUPOBAHIE ..ot et e e ee et ee e een et s en e e en e 21
3.1 APXUTEKTYPA IPEJJIATAEMOT'O PELLIEHUS ..o 21
APEATIMBALITIS ...ttt sttt 26
4.1 THABHOE MEHIO .......cooooiiiiiseeeeeeee e eeee ettt en st 26
4.2 UTPOBOY TIEPCOHAK .....ooveeeseeeeeeeeeeeeeeeeeee e eee e eee et een e e s en e, 28
A3 TTHTEPDEIIC ...ttt en e 29
4.4 VICTIOJIB3YEMBIE HIEMIEPDL .........coiiiieeeeeieeeeeeeee e, 32
4.5 HEUTPOBBIE TIEPCOHAK ...ttt 35
4.6 ITPOBOW TTPOLIECC ....vcvoveeeeeeeeeeeeeeeeee e en st en s s en s s en e 35
4.7 ®AVMITIOBAS CTPYKTYPA ITPOEKTA ..o, 36
5 TECTUPOBAHUE ......coooeoeeeeeeeeeeeeeeeeeeee et ee et eee s ee et e s e 43
BAKITHOUEHUIE .......cocvieiestieeeeeeeee ettt sttt n st n et eneneen s 46
BUBJIMOTPAOUUECKOM CITHICOK ......ooeeeeeeeeeeeees s 48
TIPUTIOTKEHIIE A ..ot eee e eee et s e eee s e ene s e s e en st s e eenennnsenes 50



BBEOEHUWE

Temoti siBnsieTcst pa3paboTtka 2.5D urpsl ¢ UCMoib30BaHKEM HICHIEPHON rpaduKu Ha
mwiatdopme Unity.

B Hacrosimiee Bpemsi UTpoBasi MHAYCTPUSL AKTUBHO Pa3BUBAETCS, IO3TOMY HUMEIOTCS
MEPCIIEKTUBBl CO3/IaHUS HOBBIX KOMIIBIOTEPHBIX UTp. Urpa cmocoOCTBYeT OTBICUEHHIO
YeJI0BEKa OT PYTUHBI, 3TO CHOCOO MOKa3aTh YTO-TO HOBOE, TAK)KE UIPbl MOTYT OKa3aTh
MOJJIEPKKY HIIN MICUXOJIOTHYECKYIO IIOMOIIb UTPOKY.

Jlis Toro 4toObl BU3yallbHO IpPeoOpa3oBaTh WPy HCHOJIB3YIOTCS IIEHIEpbl AJis
ONpE/ENICHUs] OKOHYATENbHBIX MapaMeTpoB OOBEKTAa WM H300paKeHUs, OIMCAHUE
NOTJIOIIEHNUS M PacCcestHUsl CBETa, HAJIOXKEHUS TEKCTYPhI, OTPaXEHHUS W MPEIOMIICHUS,
3aTEHEHMsI, CMEILIEHUS [IOBEPXHOCTH U MHOXKECTBO JIPYTMX IAPaMETPOB.

CyliecTBYIOT SI3bIKM MPOTPAMMHUPOBAHUS MIEHIEPOB, HMHCTPYMEHTHI JUJISl CO3AaHUS
mieiinepoB 06e3 mporpammupoBanus. CoBpeMeHHbIE MIAT(GOPMBI Pa3padOTKU BUIECOUTD,
takue kak Unity m Unreal Engine, Bce uamie BKIIOYAIOT peJakTOpbl HA OCHOBE Y3JIOB,
KOTOpbIE MOTYT CO3/aBaTh LIEHIEpbl 0€3 HEOOXOAMMOCTH MPOrPAMMHUPOBAHMS; BMECTO
ATOrO, IMOJIb30BATEII0 MPENIOCTABISAECTCS OPUEHTUPOBAHHBIN Tpad CBSI3aHHBIX Y3JIOB,
KOTOPBIH MTO3BOJISIET HAMIPABIIATh PA3JIMUHBIE TEKCTYPbI, KAPTHI 1 MaTEMaTUYECKUE PYHKIIUN
B BBIXOJIHBIE 3HAY€HHUA. 3aTE€M AaBTOMATHYeCKas KOMIWIALMS MpeBpamaeT rpaduxk B
HACTOSIIIIMKM CKOMIUJIMPOBAHHBIN Miekaep. Bcé aTo gaeT moHnMaHue TPUHIIMIOB pabOThI
HIeiIepOB U BO3MOXHOM MOCHEAYIOLIEN CBA3U aBTOPA € rpaUueCKUMU BEIYMCIICHUSAMH.

[{enpto BBIMYCKHOM KBanu(pUKAIMOHHOW pabOThl SBISETCA cO3/aHue urpel ¢ 2.5D
oToOpakeHueM rpauku, KOTopas MpeAcTaBieHa B BUJIE M30METPUUECKON KaMepbl Ha 2D
CHpaiiTel, U paboTa C OOBEKTaMH UTPOBOTO MHUpA C MOMOIIBIO MIEHIEpPHONH 00pabOTKU
rpaduKu IS TIOJYy4YEHUsS] HABBIKOB pa0OThl C HOBBIMU TEXHOJIOTHSMH, @ TaK)KE€ BHECEHUE
BKJIaJla B Pa3BUTHE UHIU-TIPOCKTOB.

[ToaToMy HEoOXOIMMO TIPOBECTH TEOPETHMYECKHN aHalu3  BO3MOXKHOCTEH

WHCTPYMEHTApHS TI0 pean3aIiuy IMIeHIepoB U MeCTa B IPOEKTE, T/I€ OHU MOTJIU OBl OBITH
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npuMeHeHbl. UTOOBI OnpenenuThes, Kakue Imenepbl MOKHO HMCIIOIb30BaTh, HEOOXOIUMO

copMuUpOBaTH BUJ MPOCKTA.

Tak kak Bech IIPOCKT MOJKHO pPCAJIM30BATL pPA3HBIMH IIYTAMH, TO PC3YJIbTATHI,

YAOBJIETBOPSIONINE KaK pa3paboTynKa, TaK U HE3aBUCUMBIX IKCIIEPTOB, OYAYT IOCTUTATHCS

IMOCTCIICHHO, UCIIOJIb3YA SMIINPHYCCKHUC MCTOIEI.

JIJis oCTHKEHUSI TIOCTaBICHHOM 11e7TH, HEOOXOIUMO PEIIUTh CIACAYIOIINE 3a/1a4H.

1.

w

©© N o g b

9.

CocTraBiieHUE CIOXKETa U IMEPCOHAXKEHM, a TakKe BO3MOYKHOM LIETU JJIs UIPHL
Onpenenenue KOHIENTA UTPBL.

OsHakoMJIcHHE U BBIOODP Bepcuu utatdopmbl Unity.

[Torck 1 BBIOOP JOTOHUTEIHHOTO MPOTPAMMHOT0 00€CTICUSHHSI TS Pa3pabOTKH
UTPHI.

N3ydeHnue pabOThl M1 METOIOB CO3JaHMSI, U U3MEHEHUS LIEHIEPOB.

[Torck TOTOBBIX acCETOB IS PaOOTHI.

Co3znaHue CKpUnTOB pabOThI IEPCOHAKEN U JIOKALIUU.

OnpeneneHne MUHUMAJIbHBIX CUCTEMHBIX TPEOOBaHUIA.

TectupoBanue mpeaBAPUTEIHLHOTO MPOAYKTA C MOMOINBIO PA3TMYHBIX JIHOJCH

(npy3bs/popymsr).

[TonHOE MM YacTUYHOE MCTpPaBIICHUE OAros.

st peanuzaruu BKP HeoOxonuMo mogo0paTe HHCTPYMEHTApUA, IJIs1 9TOTO HYKHO

paccMOTpeTh HECKOJbKO BapHAHTOB W BBIOpATh TOT, KOTOPBIM OoJibllie TOMOHAET IO

MHEHHUIO aBTOPA.



1 AHAIMU3 NPEOMETHOMN OBNACTU
1.1 OB30OP AHAINIOIOB

JIaHHBIN MPOEKT YK€ UMEET OIpPEACIICHHbIE OTPAHUYEHUS U3 TEMBI, HO HE BBISIBICH
KaHp IJIT TOTO, YTOOBI TMOJYyYWTh OoJiee TMOHSATHBIC paMKH JUisl pabOThl M TPOCMOTpa
aHasyoroB [22]. JIns TaHHOTO TPOEKTa BEIOPAHBI CICAYIOIINE JKaHPHI.

[TnaTdopmep — KaHpP KOMIBIOTEPHBIX WUTP, OCHOBHOM II€JBI0 KOTOPBIX SIBIISCTCS
MepEeMEIICHIE MePCOHaKa UTPOKA MEXKIY TOYKAaMU B BU3YaJU3MPOBAaHHOU cpene. Yacto
XapaKTEPU3yIOTCs, HO HE OINPEACNIAIOTCS, TEM, YTO OHM MHTEHCUBHO HUCIIOJIB3YIOT MPBIKKA
¥ JIa3aHHE, YTOOBI OPUCHTHPOBATHCS B CPEJIe UTPOKA U JIOCTHraTh CBOCH 1enw [2].

[IpukintoueHne — OAWMH M3 OCHOBHBIX JKAHPOB KOMIIBIOTEPHBIX  HUID,
MPEACTABIAIONINN COO0M MHTEPAKTUBHYIO HCTOPHUIO C TJABHBIM T'€pPOEM, YIPaBISIEMbIM
UTPOKOM. BaKHEWITUMU 3JIEMEHTAMU WTPHI SBISIOTCS COOCTBEHHO ITOBECTBOBAHHE H
UCCJIEIOBAHUE MHUpPA, a KIIOYEBYI0O pOJIb B WIPOBOM TIPOIECCE WIPaeT pEIICHHUE
T'OJIOBOJIOMOK | 3aja4 [4].

[lepen HauwanmoMm ompenencHuss TpeOOBAHWK MPOCMOTPUM HECKOJBKO IPOCKTOB
ucrnoap3yromux 2.5D.

HADES

Hades - sto posneBas wurpa B aHpe poramuk [3], urpa mnpeacraBicHa B
U30METPUICCKON Tpoeknuu. Vrpok HauMHACT MPOXOXKIACHUE HTPHI, MBITASCh MPOOUTHCS
Yyepe3 HeCKOJIbKO KOMHAT, ITPH ATOM PacIoIOKEHHE KOMHAT MPEIONPEeICHO 3apaHee, HO
UX TIOPSIOK U Bparu, KOTOPbIC MOSIBIIAIOTCS, ONPEACIIAIOTCS Cly4aiHbIM o0pa3om [5].

Bastion

Bastion - 310 posieBas urpa B JKaHpE OSKIIH C MHOTOYPOBHEBOW CTPYKTYPOH.
[lepconaxx urpoka, «Manpliy, mepeMenaeTcss mo mapsme B (IHTE3UHHON TeMaTHKe
OKpYXalolel cpene, KoTopas o0Opa3yeT MOPOXKKH, KOT/Ia UTPOK MPHUOIMXKASTCS K Kparo.
YPOBHHU COCTOSIT U3 OJHOM IJIOCKOCTH U MPOCMATPUBAIOTCS H30METpUYECKH [6].

Don’t Starve



Don't Starve - 3To npuKIIFOYeHYECKasi UTpa CO CIyYaitHO TEHEPUPYEMbIM OTKPBITHIM
MHPOM U 3JIEMEHTaMHU BBDKWBAHHS W WUTPHl B jKaHpE porayivk. B 0010 HYKHO HaBECTH
yKa3aTellb MBIIIN U IIEJIKHYTh MBIIIBIO, B TO BpEMS KakK JApyrue JEeUCTBHs YIPABISIIOTCS C
KJIABHATYPBI, WJIH C TIOMOIIBIO BCTPOSHHOW mojiepxku. llembp cocTouT B TOM, YTOOBI
BBDKUTH KaK MOXHO JOJIbIIIE, M HAa JKpaHE OTOOpa)kaeTcs KOJUYECTBO JTHEH, B TEUCHUE
KOTOPBIX UTPOK BbIKMWI. Mrpa XpaHUT HECKOJBKO 3alHCceil 0 Mporpecce Urpoka, moMUMO
00IIIero KOJIM4ecTBa OYKOB OIbITa [7].

BattleToads

BattleToads - urpa npencrasisiomas coooi miaThopMy ¢ MPOKPYTKOH beat 'em up
(BO3MOXHOCTBIO MEPEMEIIAThCS MEPCOHAKEM I10 TIYOHHE) C Pa3IUYHBIMU 3JIEMECHTaAMH

I'OHOK, CKaJIOJIa3aHHUCM H I10JICTOM, a TAKIKC C IIPCIIATCTBUAMU Ha TPAHCIIOPTHBIX CPCACTBAX.

[8]
1.2 AHAINIU3 OCHOBHbIX TEXHOJNIOMMYECKUX PELLEHUIA

PazpaboTka, pemakTHpoBaHHE, MPOCMOTP KOJAa YacTed NpPWIOKEHUs OyaeT
npoucxoauth B Visual Studio Code u Visual Studio 2019 Enterprise ¢ ucronb3oBaHueM
JIOTIOJTHUTEIBHBIX MJIArMHOB (pacimpeHuil) it 00Jer4eHus pa3paboTKH.

Jns  cozmanms  (Moamdukammu) TekCTyp (cnpaiToB) OyIyT WCIOIB30BATHCS
npuioxenus Adobe.

OCHOBHYIO pOJIb WUIpaeT WUIPOBOM JBUXKOK, KOTOPHIA OYyJIET HCIOJB30BaH s
CO3/IaHHUSI UTPBI, IO3TOMY BBLAEIUM HECKOJIBKO U3 HHUX.

Unity

Unity [9] sBasieTcst HTPOBBIM JBMKKOM, KOTOPBIH MO3BOJISET co3AaBaTh Kak 3D, Tak
u 2D mpoexTsl. S3bIK mporpaMMUpOBaHMS I HATMCAHUSI CKPUINITOB Mcmoib3yercs CH#.
JlaHHBI UTPOBOM JABUKOK aKTUBHO PAa3BUBACTCS U UMEET MOAJACPKKY IIEUIEPOB, 4 TAKKE
WHCTPYMEHT JUIsl co3anus meaepon 0e3 konaa (Shader Graph).

Onucaunue:
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1. OcHOBHOIl y3en COBMECTHOM palOOThl Ui XyIOKHUKOB, IU3allHEPOB U
nporpammucToB. baszoBas tuiatdopma Unity yckopsier pa3paboTKy, MO3BOJISIS
BUJICTh Pe3yJIbTaT U3MEHEHUH B pealibHOM BpemeHU. 2D- u 3D-cuensl, anumanuu
¥ KaT-CIICHBI MOXKHO CO3/aBaTh HerocpeacTseHHo B Unity Editor.

2. Pa3paboTaB MpoIyKT, BBl CMOXKETE BBIMTYCTUTD ero 0osiee yem Ha 20 mnatdopmax,
Bitouas Windows, Mac, 10S, Android, PlayStation, Xbox, Nintendo Switch, a
Takoke Ha Benymux AR- u VR-mnatdopmax.

3. Ilpu pa3zpabotke rpaguku oYeHb BaXKEH KOHTPOJIb HAJ] BU3yaJIbHBIMU aCTIEKTaMU
U HaJIW4ue HeoOXOIUMOro MHCTpyMeHTapusa. Bo3moxknoctu Unity B oOnacTu
pEH/IEpUHTa B peajJbHOM BpPEMEHH MO3BOJIIOT BaM CO3/1aBaTh BHU3yalU3allud
BbICOUaiiiero kauectna 0iaroaaps Scriptable Render Pipeline.

Unreal Engine

Unreal Engine [10] oTKpBITBI ¥ MPOABUHYTHIH MHCTPYMEHT Juis co3manus 3D B

peanbHOM BpeMeHHU. [locTossHHO pa3BHUBasCh, 4YTOOBI CIYKUTh HE TOJBKO CBOEH
NEPBOHAYAIBHON IIEIM B KaYECTBE COBPEMEHHOTO WIPOBOTO JBHMXKKA, CETOMHS OH JAeT
co3/aTelsiM U3 pa3HbIX OTpacieil cBo00Ay M KOHTPOJIb AJI MPEIOCTABICHUS IEPEIOBOTO
KOHTEHTa, HWHTEPAKTUBHOTO OIbITA W HMMMEPCHUBHBIX BHUPTYAIbHBIX MHPOB. SI3BIK
IporpaMMUpoOBaHus Ajisi ckpuntoB — C++. MeeTcs noaneprkka 1ieiiepos yepes CUCTEMY
y3JI0B U KOJa.

Onucanue.

1. JIBIoKOK W peAakTop  peaJbHOro0  BpPEMEHH, KOTOpbIM  mpezsaraer
(oTOpeanuCTUUHbI  PEHIAEPUHI, JAMUHAMUYECKYI0 (QU3UKYy U 3PQEKThI,
PEATUCTUYHYIO aHUMAITUIO, HaJICKHBIN TIEPEeBO] JAHHBIX K MHOTOE JIPYTOE.

2. TlockonpKy cripoc Ha HaBbIKH pabOTHI ¢ 3D B pealbHOM BpeMEHU HaXOJIUTCS Ha
PEKOpPAHO BBICOKOM ypoBHe, u3yueHue Unreal Engine — oTiauuHblil cniocod
PACKpBITh CBOM KapbepHbIH moTeHnuan. Ot 6onee 100 gacoB OecIIaTHBIX OHJIANH-

YPOKOB TjIsI CaMOCTOATCIIBHOTO H3YUCHHA 10 O6y‘-ICHI/IH nmoa pPyKOBOJICTBOM
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MHCTPYKTOPA U BO3MOKHOCTEHU JIJI pACIIMPEHHUS BAIlIMX 3HAHUIN HA MEPOTIPUATHSIX
[0 BCEMY MHpPY —- CYIIECTBYET LIEJbI psJ BAPUAHTOB, COOTBETCTBYIOIIUX
BallleMy CTHUJIIO O0yUYEHUSI.
GODOT
Godot [12] npenocTaBisieT OrpoMHbBIH HA0Op 0OIIHUX HHCTPYMEHTOB, IIOATOMY MOKHO
COCpPEJIOTOYUTHCSI Ha CO3JaHUU CBOEW HUIpbl, He M300peras kozneco. Godot MOTHOCTHIO
OecIlaTeH U UMEET OTKPBIThIA MCXOAHBINA KO MOJ OueHb JubepanbHoil Jaunensueit MIT.
Hukakux ycioBuil, HUKaKMX TOHOpapoB, HUYero. Mrpa npuHamnexuT pa3paboT4UKy 10
nocJeaHel CTpouku koAa ABmxkka. Godot ucnomns3yer s3bIk meiaepon cxoxuii ¢ GLSL ES
3.0 [11].
Onucanue:
1. Bonbiine unu ManeHbKHE WU JIETKO afanTUpyroTcs K apxutekrype Godot Ha
OCHOBE Y3JIOB, 00JieT4ast Ballly KU3Hb.
2. VHHOBanMoHHBIN u3aitH cpeacTBa 3D-penaepunra, 01arogapst KOTOPOMY BaIllH
paboThI OYAYT BHITJIAIET BEJIUKOJIEITHO C MUHUMAJIbHBIMUA YCUIIHSIMU;
3. Beigenennbiii  2D-ABMKOK, padOTalOmUi B THKCEIBHBIX KOOpJAWHATAX, C
MHOKE€CTBOM BCTPOEHHBIX UHCTPYMEHTOB.
4. OObexkTHO-OpueHTHPOBaHHbI APl Cc S3BIKOBBIMH ONIUSMU, TaKUMH Kak
GDScript, C #, C ++ u BU3yaJibHbIE CIIECHAPHH.
Wintermute
Wintermute Engine [14] uHCTpyMeHT UIs CO37aHHMS M 3amycka rpaduyecKux
npuKItoYeHYeckux urp «point and click», kak TpamuiroHHbIX 2D, Tak U COBPEMEHHBIX HTP
2.5D. B KOMIUIEKT BXOAMT HWHTEPHPETATOP BPEMEHU BBINOJHEHUS U PEIAKTOPbI
rpadudeckoro uHTEpQEiica moap30BaTeNs Jisl yIPaBICHUS U CO3JaHUs UTPOBOTO KOHTEHTA,
a TakXke JOKYMEHTAallMs, JEMOHCTpAallMOHHbIE JaHHbIE M TOTOBbIE MIA0JIOHBL. Penpep
ureizepos Gmarogaps OpenGL [13].

Onucanue:
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1.

S3bIK  CcrieHapWeB HUCMOIB3yeT oO0mmii cuHTakcuc Tuna C, aHaJTOTUYHBIA
JavaScript, C ++, C #, Java uiau PHP.

[TockonbKy BUI€OKAPTHI ¢ 3D-yCKOPEHUEM SIBJISIIOTCS CETOIHs cTangapToM, WME
MOXKET HCIoNb30BaTh 3D-yckopenue s co3manus ObicTpoit 2D-rpaduku B
BBICOKOM Pa3pelieHuH ¢ pacuIMpeHHbIMU rpaduueckuMu dhHexTaMu, TAKUMU Kak
IPO3payvyHOCTh, alib(pa-cMelmrBaHue U criaxuBaHue. Ha crappix KoMmbroTepax
WME Moxer paboTaTh B TaK Ha3bIBAEMOM «PEXKUME COBMECTHUMOCTHY», MpPH
KOTOpoM He Tpebyercst 3D-yckopuTenb, HO BCE pacHIMpeHHble rpaduyeckue
3 PEeKThI OTKIIIOUECHBI.

YroOel yckoputh pazpabotky, WME mpenocraBiser HabOp HMHCTPYMEHTOB
rpaguueckoro uHTEepdeinca Ay MPOSKTUPOBAHUSI UIPOBBIX CLIEH, aHUMAlUU U

YIOPABJIEHUS COAEPKUMBIM MPOEKTa. IHCTpyMEHTBI pabOTalOT Ha CAMOM JIBHOKKE.

Cocos2d

Cocos Creator [15] — 3T0 MHCTpYMEHT Jjisi pa3pabOTKH CliEHApUEB, KOMIIOHCHTOB

CYIIIHOCTEW M WIP HAa OCHOBE JAHHBIX, OPUECHTUPOBAHHBIN Ha CO3/1aHUE KOHTeHTa. OH

IMOCTABJIACTCA C IMPOCTBIM B HUCIIOJIb30BAHUU pa6quM IMpoHcCCOM CO3daHMsA KOHTCHTA U

MOIIIHBIM HAO0OpPOM HHCTPYMEHTOB pa3paboTyuKa AJii WIPOBOM JIOTMKM M CO3JIaHUA

BBICOKOITPOM3BOAUTEIBbHBIX UIp. IMeeTcs nmoaaepxka menaepos.

Onucanue:

1. 3penas kpoccmiardpopMeHHas cpefa pa3pabOTKU UTP C OTKPBITHIM HCXOJHBIM
KOJIOM, KOTOopasi noaaepkuBaet cozganue 2D u 3D urp.

2. JIBIKOK mpenocTaBisieT Ooratble (YHKIMH, TaKhue KaK PEHIEPHHT Tpadukw,
rpaduueckuit uaTEpdeEiic, ayano, cetb, (hu3rka, BBOJ JaHHBIX MOJIH30BATEIIEM U
T.J.

3. Ero sapo nanmucano Ha C ++ u nogaepxkuBaer pa3zpadborky Ha C ++, Lua umm

JavaScript. Cocos2d-x passepteiBaercs B cucremax 10S, Android, HTMLS,
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Windows u Mac ¢ GpyHKIHUSAMH, OPUEHTUPOBAHHBIMH Ha COOCTBEHHBIE MOOHMIIbHBIE

1aTQOPMBIL.

W3 paccMOTpeHHBIX IaThopM s pa3paboTku MokHO BbiAenuTs Unity u Unreal

Engine. Unity mMeer Oojiee HU3KHI MOPOT BXOXKIACHHS, TaK KakK 00amaeT OOJIBIINM

KOJIMYCCTBOM HOHLBOB&TCHeﬁ, a CJICA0BAaTCIILHO OOJIBIINM y‘I€6HI>IM MaTcpuaioM, B Unlty

HMCCIOTCA IIPOCTBIC MHCTPYMCHTLI JJII HAYMHAIOIMIUX OAWMHOYHBIX p3,3pa6OTLII/IKOB, Koraa

Unreal Engine mpemxycMoTpeH Ha TO, YTO IOJIB30BATEIb y)KE 3HAKOM C OCHOBAMH, TaKIKe

BJIMSIET U OCHOBHOM SI3bIK CKpUNITOB C++,

[TocmoTpuM (pyHKIIMOHAI, C KOTOPBIM OyaeM padoTtaTh B Unity.

Shader Graph

Shader Graph [16] mo3BoIsieT C JISTKOCTBIO pa3padaThiBaTh MIEHACPH B BU3YAIbHOM

uHTepderice ¢ 0TOOpaKeHUEM PE3yJIbTaTOB B peaJbHOM BPEMEHHU.

Onucanue:

1.

[Ipeanasznauena s pabotel ¢ pynkiueit Scriptable Render Pipeline. ['maBHbie
y31b1, KoTopsie padoraior ¢ Universal Render Pipeline u High Definition Render
Pipeline, BXoasT B CTAHTAPTHBINA KOMILJICKT YCTAaHOBKH.

[ToanepxuBaer pacmupenue 1t paboThl C JIFOOBIM MTPOIIECCOM PEHACPUHTA.
[To3BomsieT 3aaTh COOCTBEHHOE MTOBEICHUE Y3JIa HEMOCPECTBEHHO B MIECHICPHOM
rpade nunu yepe3 daitner HLSL.

CosznaBarts mieineps! B rpaduueckom unrepderice Shader Graph u ucnosnb3oBaTh
ux B Visual Effect Graph mist u3MeHeHUs! BHEIITHETO BHUJIa U METOJIOB OTPUCOBKHU
KaueCTBEHHBIX BU3YaJIbHBIX 3((DEKTOB.

Monyne Blackboard mist ontumusanuu meiigepos ¢ momorbio Shader Level of
Detail.

Tak kak maHHbBIN BU3yanbHBIN uHTEp(deiic ucnonpdyer Gpynkiuto Scriptable Render

Pipeline, Hy>XHO onpeneNnTh, KaKoW Oy/IeT MCIIOJIb30BaThCS B JAHHOM IPOCKTE.

Universal Render Pipeline
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Universal Render Pipeline [17] npeBpatmiics B MoOIHOE TpaduvecKkoe pelicHHe,
KOTOPOE COYETAET B ceOe KPacoTy, CKOPOCTh U MPOU3BOJUTEIHLHOCTD U MOIJICPKUBACTCS Ha
BceX IutaTgopMax, Ha KOTopble oprueHTHpoBaHo Unity.

Onucanue:

1. OTKpBITHIN U TUOKUHN PEHJIEPUHT, HACTPAaUBaeMbIi ¢ TOMOIIBIO clieHapusi CH.

2. MacmrabupyeMoe KayecTBO TpaduKu JUisi COOTBETCTBUS MPOU3BOIUTEIHLHOCTH

YCTPOMCTBA.

3. OyHKIMK TOCTOOPAaOOTKM BKJIIOYAIOT CIJIQKHUBaHWE, TIyOMHY PE3KOCTH,
pa3sMbITHE B JABWKEHHM, Tpoekuuio [[aHuHU, LBETEHHE, HCKAKEHHUE JIUH3,
XpPOMaTUYECKyI0 a0eppanuio, [BETOKOPPEKIHMI0 U OTOOpa)k€HHWE TOHOB,
BUHBbETUPOBAHUE, 36PHUCTOCTH MICHKH U 8-OMTHOE TU3EPHUHT.

High Definition Render Pipeline

High Definition Render Pipeline [18] o6ecnieunBacT OECKOMIPOMHUCCHYIO
IPOU3BOAUTENILHOCTD rpaduyeckoro npoueccopa. Jlobusairech pazHooOpa3HbIX 00pa3oB,
oT poTopeanuszma J0 CTUIN30BAHHbIX.

Onucanue:

1. HDRP co3nan cneuuralibHO JjIsi aMOUIIMO3HBIX MTPOEKTOB C BHICOKON TOUYHOCTHIO

BOCIPOU3BEICHUS.

2. HDRP HameneH Ha BBICOKOIIPOM3BOJAMTEIIBHOE 000pymoBaHue, Takoe kKak IIK,
Xbox u PlayStation.

3. Ucnonsayiite HDRP nis co3manusi BEICOKOKQYECTBEHHBIX UTP, aBTOMOOUIIBHBIX
JEMOHCTpaIU, apXUTEKTYPHBIX MPWIOKEHUM M BCEro, YTO OTAACT MPUOPUTET
kadecTtBy rpaduku. HDRP ucnonb3yeT ¢puzndeckoe ocBelIeHHEe U MaTepUaibl 1
MOAACPKUBAET KaK MPSMOM, TaK U OTJIOKEHHBIN MTyTH PEHAEPUHTA.

OCHOBHBIC HACTPOMKHU MPOEKTa OBUIU PACCMOTPEHBI, TAKKE CYIIECTBYET MHOXKECTBO

JIPYTUX HACTPOEK, KOTOpbIe OYMyT YK€ yCTaHOBIIEHBI MO0 Mepe CO3MaHus mpoekta. [l

peain3anun MPOCKTa KEJIATCIIbHO UMCTb CUCTECMY KOHTPOJISI BCPCUMH, yTOOBI HE IIOTCPATH
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BCe (ailyibl B ciIydae HEONPEICIICHHBIX 00CTOSTEILCTB, TO €CTh He0OX0auMo uMeTh Git u
MPWIOKEHUE IS 0OTOOpakeHUs uHTepderica, 4ToObl paboTaTh C pemo3uTopueM. Tak Kak
paspaboTka BBeaeTcs 0e3 KOMaH/bI U, CIEI0BaTEIBHO, OYJET UCTIONB30BATHCS HE TOTHBIN

¢dbyHKIIMOHAM, TO OyeT BhIOpaH yA0OHBIN AJi aBTOpa HHCTPYMEHT.

1.3 BbIBOA

M3 paccMOTpPEHHBIX TEXHOJIOTUIECKUX CPEIICTB M OMUPAsICh HA TEKYIIIUI OTBIT aBTOpa
BBIOOD MtaTdopmbl UNity onpasaaH, Tak Kak KCHOIb3yeTcsl sA3bIK clieHapueB CH#, a Takxke
MUMEETCSl MHCTPYMEHT JUIs CO3JIaHHs IICHUIepOB, KOTOPBIA OyAeT WCIIONb30BAThCS, C
nomotnkko rpado Shader Graph, 4ro 00IerdyuT 3HaKOMCTBO C HICHIEPHONW COCTABIISFOMIEH.
Jlns mpoekta Oymyt HactpoeH Universal Render Pipeline ans pennepuHra menaepoB, Tak
kak HDRP ucnonb3yercst aisa 6oee peaqTuCTUUHbBIX CILIEH, a pa3paboTka OyJ1eT BBECTHUCH C
yropoM B 2D. Jlns koHTpoJsi Bepcuil OyaeT ucmoib3oBaThes pernozutopuit GitHub mo
OIBITY pabOThI aBTOpa, a TaKKe rpauueckuil HHTepdeic it paboThl ¢ PEHO3UTOPHEM
GitHub Desktop. Taxxe OyayT UCIOIB30BAThCS APYTHE BCIIOMOTATEIBHBIC HHCTPYMEHTHI

JIJISL TOCTHIKCHHUS LICIH.
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2 ONMPEOENEHUE TPEBOBAHUN

TpedoBanus Kk cucreme B LEJIOM

1.

2
3.
4

O N o O

9.

Hanuuue eqnHOro ypoBHS CIIOKHOCTH.

Hannuwme ogHOro UrpoBoro nepcoHaxa ol ynpapjieHUEM MOJIb30BATEIIS.
Hannuune He MeHee 3 mepCcoHaxen.

Hanuuune 3ByKOBOTO COITPOBOXKACHUS: ITPU IEUCTBUSIX UTPOBBIX IEPCOHAKEH, PU
3aIlyCKE UTPOBBIX CKPUITOB U3-3a ACUCTBUU MEPCOHANKEN WIIN U3MEHECHUS CLICHBI,
B [IPOLIECCE UTPBI.

Hanuuue 3 3Tanos: mpoior, 3aBsi3Ka, pa3Bs3Ka.

Hanmare 3 pa3nuaHbIX JTOKAIUH.

Kamepa gomxHa cieoBaTh 3a IEPCOHAKEM, KOTOPBIM YIIPABIIIET UTPOK.
B3aumopencTBrEe ¢ HEUTPOBBIMH MEPCOHAXKAMHU MOMKET MPOUCXOJUTH TOJBKO B
BHJIE TUAJIOTA CO 3BYKOBBIM COIPOBOKIECHUEM.

B03M0XHOCTB nIepe3ammycKa ypoBHSI.

10.Hanname coxpaHEeHUH.

1.1 PYHKUMOHAIbHbIE TPEBOBAHUA

1.

o B W

B3aumoeiicTBUe C TJIaBHBIM WMIPOBBIM MEHIO BKJIIOYAET B ce0s CIIEAYIOIIHE
BO3MOYKHOCTH:
1) mepexoauTh B MEHIO HACTPOECK;
2) 3amyCK UTPHI;
3) BBIXO[] M3 MTPHI.
B03MOXHOCTh COXpaHEHHUE U 3arPy3KU UTPOBOIO Mporpecca.
NHTYUTUBHO MOHSTHBIA UTPOBOI HHTEp(]eEIiC.
B3auMopaencTBre ¢ UTPOBBIMU MPEIMETAMM.

Peanu3oBath HeCKOJIBKO HIckaepoB ¢ momoiisio Shader Graph.
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Peanu3oBath nmoacucreMbl
1. 3amyck urpsl.
2. MeHI0 HaCTPOEK UIPHI.
3. BbIxop u3 urpsl.
4. CpabaTbIBaHUE CKPHUIITOB.
5

[leitnepnas rpaduka.

DOyHKIMOHAJbHBbIE TPeOOBaHUS K MoACHCcTeMe “3amycK urpor”
1. JlomxeH 3arpyxarbcsi nara-aiisi, XpaHsuuid HHPOPMAIUIO O MPOUIEHHOM
UTPOBOM MpPOLIECCE.
2. MecTOmoNo)KeHHe  UTPOBOTO  TMEPCOHaXKa  yCTaHABIMBAETCS HA  TOUKY
BO3POKJICHHSI B HAYAJIbHOM JIOKALIMH.
3. B cnywae, ecnu wucnonb3yeTcss HOBBIM Tpoduiab, BHAYaje 3arpykaercs

AUAJIOTOBOC OKHO C ITOACKA3KaMHU I10 YIIPABJICHHUIO, ITI03KC HAYMHACTCA HUTI'pa.

DOyHKIMOHAJIbHbIC TPeOOBaHUA K MoJacHcTeMe “MeHI0 HACTPOeK Urpbl”

B naHHbIe HACTPOMKKM MOXKHO 3aXOJUTh KaK BO BpEMsl WUIPhbl, TaK U HAXOJSCh B
IJIABHOM MEHIO UT'PBbI, JAaHHBIE HACTPOMKH MTO3BOJISIIOT PErYJIUPOBATh CIEAYIOIIEE.

1. M3meHeHue 3ByKa B UIpe.

2. V3MeHeHune pa3peuieHus 3KpaHa.

3. IIpocmoTp KiaBHIll yIIpaBICHHUS.

DOyHKIMOHAJIBbHbIC TPEOOBaHUSA K MoacucTeMe “Bbixoa u3 urpor”

[Ipn UCNOJIB30BaHUM W3 HUIPOBOTO MEHIO NMPOMCXOIUT NEPEXOJ B IJIABHOE MEHIO
UTPBL.

[Ipy “CHONBb30BaHUM M3 TJIABHOTO MEHIO WTPhl IPOUCXOAUT 3aBEpPUICHUE MpoLecca

WTPBI.
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POyHKINOHAJbHBbIE TPeOOBaHus K moacucreme “CpadaTpiBaHue CKPUNITOB”
[Io mMepe MpOXO0KJEHUS YpPOBHEW M NEPEXOJAa B ONpPENEICHHBIE TOYKH, JIOJKHBI
cpabaTbIBaTh COOBITHUS, KOTOPBIE TaK WM MHAYE BIUSAIOT HAa UTPY U OTKPBIBAIOT “IIBEpU” K

JAbHENIIEMY MPOXO0KICHHUIO.

DyHKIUOHAJbHbBIE TPeOoBaHus K noacucreme “Illeiinepnas rpagpuxa”
1. Peanu3oBaTh CUMYJISIUIO IBUKEHUSI OOBEKTOB, TAKUX KaK JIEPEBbS U T.1.
2. Peann3oBaTh HIMUTAITHIO BOJIBI.
3. PeanuzoBaTh OcBelIeHHE OT HEKOTOPHIX OOBEKTOB.

4. Peanu3oBaTh UMHUTAIMIO TYMaHa.

2.2 HE®OYHKUMOHAJIbHbIE TPEBOBAHUA

1. Pa6ora urpst Ha OC Windows 8/8.1/10.

2. Pazpabotka urpsl Ha mardopme arkka Unity Bepcum 2020.3.2f1.

3. CxpunTtsl/du3nka/moBeeHue/menaepbl J0DKHBL OBbITh pa3paboTaHbl Ha SA3BIKE
nporpammupoBanms C#.

4. Tlopnepkka KOHTpOJUIepoB (TeiimmanoB) coBMecTuMbix ¢ PC u TexHomoruei

Xinput.

TpedoBaHuA K MOJIb30BATEIAM
JIns maHHOTO MPHIIOKEHUS MOXKET OBITH JOIYIIEH JI000H MOJIb30BaTeNb, KOTOPHII

yMeeT 00paliaThCsi ¢ KOMIbIOTEPHOU nepudepueii.

TpeGoBanus k 00bEMyY JaHHBIX
Peanuzaius XxpaHuiuiia ¢ UTPOBBIM MPOLIECCOM, a TAKXKE JIOJDKEH OBITh Pean30BaH

¢aiin koHpUTryparuyu HACTPOEK UTPHI.
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TpebGoBaHusl K BpeMEHHbIM XapaKTePUCTUKAM
[lepenaya mHpopManuu MEXIy MOACHCTEMaMU HE JOJDKHA MPEBHIIATH Oojee 5
CEKYyH/I, a 3arpy3Ka CLIEH U caMOro MpUJIOKEHUsI He JOJDKHA 3aHUMaTh Oosee 15 cekyHn,

IIpH YCJIOBUHU COOTBCTCTBUA MUHUMAJIBHBIX CUCTCMHBIX Tpe6OBaHHﬁ.

TpeGoBaHus K BXOAHBIM/BBIXOHBIM JIaHHBIM
BxoIHBIMH TaHHBIMU SIBJISTFOTCSI.
1. JlokanpHble (aitsel coxpanenus ((aitibl u3 ob1aka B Ciiydae MOIKIIOUCHUS UTPHI
K cy>k0e 1udpoBoit TucTpuOyIun).
2. BBOoa maHHBIX IS yIpaBJICHUS TIEPCOHAKEM TMPOXOIUT C TIOMOIIBIO iepudepun,
TaKMMU KaK KJIaBUATypa, MBIIIIb, KOHTPOJIIED.
BbIX0THBIMU TaHHBIMU SIBIISIIOTCS (DaiIIbl COXpaHEHUS, KOTOPbIE OyIyT 3alMUChIBATHCS

KakK JIOKaJIbHO, TaK U Ha 06HaKO, B CJIy4ac IIOJKIIOUYCHHC K cny>1<6e.

TpedoBanus Kk 00y4eHHIO
[lonp30BaTenb MpU MEPBOM 3aAMyCKE UIPbl JOJKEH TMOJMYyYHTh MAMSTKY IIO

YIPABJICHUIO, KOTOPYIO TaKK€ MOXKET MPOCMOTPETH B HACTPOUKAX UTPHI.
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3 MPOEKTUPOBAHUE

JlanHas KOMITBIOTEPHAS urpa npeaHa3HaYeHa TUTST CIIOKOMHOTO
BpPEMSIIPEIIPOBOKICHHS, CIIEIOBATENIbHO, C HE TPOMKUM M Harpy>KCHHBIM MY3bIKaJIbHBIM
COMPOBOXKJICHUEM C BO3MOKHBIM KOHEYHBIM MOPAJIbHBIM BOOIYIIEBICHUEM, MPOIIC/IIETO
Urpy noib3oBarens [21].

HrpoBoil mporecc “pacckaspiBaeT”’ HEKOTOPYIO KOPOTKYHO HMCTOPHIO, TIPH ITOM
MPOIIECC TTOBECTBOBAHMS CIOXKETA YKPAIIAETCS C MOMOIIBIO MICHIEPHBIX BO3MOKHOCTEH,
KOTOpPBIE pabOTaIOT C OTOOpaKeHHUEM 00BEKTOB U 3(P(HEKTOB BO BpeMsi HTPOBOTIO MpoIiecca.

OcHOBHOM yIop pa3paboTKu UAET HA peaTu3alli0 UTPOBOM COCTABJISIONIEH, KOTIa
caMO MEHIO TIPEACTaBIseT COOOM KOPOTKUH CHUCOK BO3MOXKHOCTEH C 0a30BBIMHU
GyHKUUSIMH, TIPU 3TOM OTOOpaKeHHE MEHIO CBS3aHO C UTPOBBIM MPOIECCOM MOJIB30BATEIIS.

Pa3pabaTteiBaeMblil MPOEKT MOKHO pa3/IeTUTh Ha CICTYIOIINE YaCTH.

Pabora ¢ gaHHBIMH.
Pabota ¢ anumanusimu.
Jlu3aitH ypoBHEM.
Peanuzanus menaepos.
WNurepdetic.

['maBHOE MEHIO.

3BYKOBOE COMTPOBOXKICHHUE.

© N o a0 & w -

Peanuzanusg coObITHIA.
3.1 APXUTEKTYPA NPEONATAEMOIO PELWWEHUA

PaboTa ¢ JaHHBIMH

B 1aHHOM MOJyJI€ MPOMCXOAUT YTEHHE M 3alIUCh HH(POPMALIUH B 1aTa-KOHTEHHEDPHI.
Jlns mpoekTa JaTa-KOHTeHHepamu OynyT sBasThes Scriptable objects [19], xoTopsie
HI03BOJIAT HAJEIUTD IPOEKT MOAYJILHOCTBIO, PEJAKTHPOBAHUEM M OTJIaIKOM. ITO TO3BOJIUT

oOpamarbcsi pa3IuyHbiM OOBEKTaM Ha CIieHe K 3ToMy (haiay, KOTOPbIA XpaHHUTCS Kak

21



OOBIUHBIN (hailll U TOCTYIIEH BCEM, TEM CaMbIM yOUpasi HEKOTOPBIE CIIOKHBIE CBS3H MEX]Y
O00BEKTaMU Ha CILIEHE U MO3BOJISS C JIETKOCTBIO PEAAKTUPOBATH CBSI3H.
bnaronapst 3ToMy coctaBiieHa CTPYKTypa paboThI C JaTa-KOHTEHHEepaMH Ha PUCYHKE

1, no Kotopoii OyJIeT peain30BaHa CBSA3b IaHHBIX.

Player
Plot Object
AudioSystem
T Y vy Game manager
¥
Events with ohjects
A >
> Save
system

k4

Frocess

Traps

GameUl

Pucynox 1 — CBsi3b OOBEKTOB U J1aTa-KOHTEHHEPOB

Pabora ¢ anumanusiMu

JlaHHBI MOYJIb MPEAIOIAracT pealnu3alnio aHUMAaluK ISl IEMCTBUNM Pa3InyHbIX
00bekToB. OCHOBHasg HEOOXOaWMas aHWMAIUs JUIS TJIABHOTO MIPOBOTO TIEPCOHAXKA
ABJISICTCS TIEPEIBUKEHUE TTI0 BOCBbMHU HAIIPABJICHUSM.

HeoOxoauma anumanusi caMux oOBEKTOB, C KOTOPBIMH B3aWMOJEUCTBYET IJIaBHBIN

NEepPCOHAX, aHMMalus OyAeT pealu3oBaHa cropaiitamu. JlaHHble aHuMauud OyAyT
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peanu30oBaHbl C NMOMOLIBI0O KOMIIOHEHTa aHMMAaToOpa, B KOTOPOM HAaXOIAWUTCS KOHTPOJUIED,
YOPaBISAIOMIUN aKTUBALUEW AHUMALIAH.

Hcnone3ys ¢pyHkmonan “Animation” Mo>XHO U3MEHSATh CKOPOCTh BOCIIPOU3BEICHUS
aHUMAallMY, YTO IO3BOJUT MOJ0OpPATh ONTUMAJBHBIN MEPEXO0J], TAKKE MOMXKHO CO3/1aBaTh
aHUMAalMI0, HE HMMes JIONOJHUTENIbHBIX CIIPANTOB, M BbI30B KaKOW-INOO (YHKIUM IpPU

AKTHUBaAllNH.

J{u3aiiH ypOBHEH

B nanHOM npoekTe HaXOaUTCs 3 TOKAIMK € “TYHHEIsIMHU® MEexay HUMH. Bcee okammu
HaXOJWTCST Ha OJHOM CIleHe, HO JOCTyIl K HHUM OTKpBIBAeTCS IMpU COOJIIOACHUU
OTIpE/ICIICHHBIX MTPaBUJI. B Havate ka0 JIOKAIK HaXOIATCS TOUKH BO3POKICHHUS, YTOOBI
BOCCTAHOBUTH MEPCOHAXKA B CIIy4yae BBIXOJIa U3 UTPHI U MOCIEAYIONIEro Bo3BpamieHus. B
Ka)XJ101 JIOKAITUU HEOOX0IMMO TIPOUTH TOJIOBOJIOMKY, TTOCJIE MPOXOKIECHUSI KOTOPOU MOKHO
MOJIYYUTh “KIH0Y .

Jlokanus “HomePlace” — HavanbHas JTOKaIusl OTKyJa HAYMHACTCS MMOBECTBOBAHHE
UTPBI, B JTAHHOM MECTE UTPOK KKIIbIH pa3 MOSBJSETCS MPH 3aIyCKe MTPBI, TAK)KE TaHHAS
JIOKAIUs SIBIIETCS KOHEUHOM TIpH cOOpe Beex “Kirtoueii”.

Jlokarmus “ForgottenDungeon” — 3akmroduTebHAs JTIOKAIHS ¢ 3aCHEKEHHBIM OHOMOM,
POXO0Ji B JAHHYIO JIOKAIMIO JTOCTYIEH TOJBKO BIajesl MEeCOYHBIM KIIOYOM. TyHHENIb B
JAHHYIO JIOKAIIMIO SIBJISIETCS TIEPEXO0M W3 TPABSHBIX CIIPAWTOB B 3aCHEKEHHBIC CIIPANTHI
MOBEPXHOCTH.

Jlokanus “HiddenGarden” — nokarius ¢ paCTUTEIbHOCTBIO, KOTOPast SIBIISCTCS TIEPBOM
JIOCTYITHOM JIOKaIMe NIl MpoxXoXKaeHUsl. TyHHENb B JaHHYIO JIOKAIIUIO MPEICTABISIETCS
noso06ueM 00J0Ta ¢ MEPTBBIMU JIE€PEBbSIMU U TYMAHOM.

Jlokanms “Desert” — BTropasi Mo MPOXOXKIACHUIO JIOKALUs, KOTOpas HaXOJIUTCS B
MeCOYHOM OHMoMe, MPOUTH B JIOKALUIO MOXKHO TOJBKO Biajes KIHOYOM U3 caja. TyHHeIb B

JAaHHYIO JIOKAlIUIO SABJIACTCA MEPEXO/ TPpaBbl B ITYCTBIHHBIC CHpaﬁTBI.
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Peanuszanus weiigepos

B nanHOM MoOnyle NpOUCXOIUT pa3paboTKa WICUIEPOB Uil UTPOBOTO IPOEKTA C
nomoinkko nHcTpyMeHTa Shader Graph, KoTopblit HCTIONIB3YET apaMeTpPhl, YCTAHOBJICHHOTO
B JAHHBIA TPOEKT, peHjaepa rpaduku. [lo peanm3zoBaHHBIM mielaepamM OyayT CO37aHBI
MaTepHuabl JUIsl MPUBSI3KU UX K 00bEKTaM Ha CIIEHE B KaUeCTBE KOMIIOHEHTOB PEH/ICPUHTa,

KOTOpbIE OYAYT BIUATH Ha 0OBEKT BO BPEMsI HTPOBOTO MpOIIEcca.

HNureppeiic

B urpoBom wuHTepdeiice 0ToOpaxeHO KOIMYECTBO 370poBbs. Takke HHTEpdeiic
3axBaTbIBaeT 3jieMeHThl Ul urpoBoro mpoiecca, ToO €CTh BECh BCIUIBIBAIOIIMA TEKCT WA
JMAJOTH  SBJIAIOTCS dJEMEHTaMu HHTep(deiica B TOM 4YHCIE U HWIPOBBIE 3BJIEMEHTHI

I'OJIOBOJIOMOK.

I'naBHOE MeHIO
SBnsercs OTACIBHON CLIEHOM, KOTOpas 3arpykaeT MHQpOpMaIio O Iporpecce 3
narta-daitna. B naHHO# ClieHe MOYKHO BBITIOJIHUTH CICAYIOIIUE ACHCTBHS.

1. TIpoaoKUTh UTPOBOM MPOIECC — 3AMYCTUTH MOCIETHEEe MECTO COXPaHEHUEM C
MOJIYYCHHBIMH KJIFOUYAMU.

2. HauaTe HOBYI0O HWTpy — 3allyCTHTh WUTPOBYIO CIIEHY CO COpPOCOM TOCTHUTHYTBIX
JOCTHXKEHUU UTPOKOM.

3. IMapamerpsl Urpsl — MEHIO C BO3MOXKHOCTBHIO M3MEHEHHS 3BYKa, HACTPONKOMN
paspelieHus SKpaHa v BbIOOpa CpeIcTBA BBOIA JIJIsl yIIPABJICHUS.

4. BeIxopa — 3aKpbITHE MPUIOKEHUS M1 OKOHYAHUE ero mpoliecca.
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3ByKOBO€ CONPOBOKACHHNE
3BYKOBOE COMTPOBOXKIACHUE OYAET IMIUKIUNYHBIM JIJISl CIICHBI TJIABHOT'O MEHIO U HTPOBOM
cueHsl. Jlns mepeaBuKeHUS MO JioKamusM OyaeT cBOM HabOp 3BYKOB JUIsl IIIarosB,

BBIOMPAIOIIMIICS CITy4aiHO.

Peanuzanus coOnITHII

JlaHHBIH MOAYNb peanm3yercs ¢ moMoinsio cuctembl Unity Events, kotopas Oyner
UCTIONB30BaTh Kak Scriptable objects, xpansimue ToT wim WHOW (GYHKIMOHAN, TaK H
CYLIECTBYIOIIME OOBEKTHI HA CLIEHE, U3MEHSISI UX IapaMeTpPhl WK BbI3bIBasi METOBI.

OcHOBHBIE COOBITHSI OYIyT NPOUCXOIUTH C MOMOIIBIO JEHCTBUNA CAMOr0 UIPOKa, a
MMEHHO MepeMeIleHnEe NIEPCOHaka B 00JacTh CpadaThIBaHUsI CKPUIITA, B3AUMOJIEHCTBUE C

HCKOTOPBIMH UI'POBBIMH 00BbEKTaMU HJIM BBI30B HUI'POBOT'0 MCHIO.
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4 PEAJNIUSALNA

Bo Bpems peanmzanum mpoekTa mcroib3oBaack miardgopma Unity [20], Bepcum
2020.3.2f1, ny1st pa3pabOTKU UIPBI C UCIIOIB30BAHUEM JOMOIHUTEILHBIX pecypcoB u3 Unity
Asset Store, a Tak)xe CTOPOHHUX UCTOYHUKOB.

JIJis penakTHpOBaHMS CIIpaiiToB Hcmolib3oBajcs peaakrop Adobe Photoshop 2021.

Jlns coxpaHenus (HailyIoB TpOCKTa HCIONb30Bajcs penosuropuii Ha GitHUDb,
B3aWMOJICHCTBHE C KOTOPHIM TIPOHMCXOIMJIO C TIOMOIIBIO paCTpeNeIEHHON CHCTEMOU

ynpasienus Bepcusimu Git u rpaduueckoit obomoukoit GitHub Desktop.

4.1 TMMABHOE MEHIO

HpI/I 3allyCKC HUIPBI IICpPCHd HI'POKOM HpGI[CTaéT COCHa TIJIaBHOIT'O MCHIO,
0T06pa}KeHHOFO Ha pPUCYHKC 2. Ha ﬂaHHOﬁ CICHC UT'POK BBIIIOJHACT HABHUI'alIUIO 11O MCHIO C

IIOMOIIBIO KOMHBIOTepHOﬁ MBIIIIH.

Pucynok 2 — ['maBHOE MEHIO
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Hcnone3ys ommuto “Continue”, urpok mpoJIoJKaeT Urpy ¢ IMOCISTHETO MECTa
COXpaHEHHUS.

Ucnone3ys onmuio “New Game”, urpok HauyMHaeT HOBYIO UTPY CO COPOIICHHBIM
MIPOMJICHHBIM ITPOTPECCOM.

Omnmus “EXit” 3aBepiiaet mporece NpuaokKeHUs, 3aKpbIBas €ro.

Omnmus “Options” oTKpbIBaET Mepe UTPOKOM ITapaMeTpbl HACTPOCK, H300PaKCHHBIC

Ha PUCYHKE 3.

PucyHok 3 — [ 1aBHOE MEHIO, MEHIO HACTPOEK

C nmoMoIIp0 JaHHOTO MEHIO MOKHO U3MEHUTH CIEAYIOIIUE MTapaMeTpPhI.

1. N3MeHsTh IPOMKOCTb 3BYKOBOTO CONPOBOXKACHHUS KaK Ha CIIEHE IJIaBHOTO MEHIO,
TaK U Ha UTPOBOM CLICHE.

2. CnenaTh Urpy B MOJHOAKPAHHOM WJIM OKOHHOM PEXKHUME.

3. BreiOpath paspellieHHe dKpaHa U3 CIHCKa TOJJICPKUBACMBIX pa3perieHui
MOHUTOPA.

4. BpiOpaTh yCcTpOICTBO BBOAA, KOTOPOE OYIET UCIIOIb30BATh UTPOK.
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5. IlocMoTpeTs ynpaBieHHUE 115 KJIABUATYPBI U reiimMnazaa.

6. BepHyTbcs B INIaBHOE MEHIO.

4.2 UIrPOBOMN NEPCOHAX

Urpok ymnpasisieT BeIbMOW, KOTOpas OblIa B35ATa U3 JOCTYNHBIX IS MOJIb30BaHUS

pecypcoB U U300pakeHa Ha pUCYHKE 4.

A
-

Pucynok 4 — CropailT rmaBHOTO EpcoHaXxa
Peanuzanusi aHUMalnuu TEPEABMIKEHUSI TJIABHOTO TIEPCOHAXXa C  IOMOIIBIO
UCIIO0JIb30BaHus aHuMaTopa u blend tree st cTpykTyprupOBaHHOCTH MEPEXOI0B COCTOSTHHIMA

U n300pa)keHa Ha PUCYHKE O.

# Scene o Game = Animator

Layers Parameters & Base lLayer
+-

Horizontal 0.0

Vertical 0.0

Bland Traa

Pucynok 5 — Blend tree myis anumaruu nepconaxa
[Tepenava mapaMeTpoOB JJisi AHUMATOPA MPOUCXOIUT C TIOMOIIIBIO TIOTYUCHHS JTAHHBIX

C YCTPOMCTB BBOJIA U IIEPEJAYN UX YEPE3 CKPUIIT.
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[lepconaxx moja ynpaBIeHUEM UTPOKA UMEET CIIECAYIONINE TapaMeTphl.
1. 3amac 370pOBbs U €ro pereHepays, BO3poKICHUE.
2. AHUMUPOBAHHOE MEPEMEIICHNE CO 3BYKOBBIM COITPOBOKICHUEM IIIaroB.

3. Cocroguus CBO6OI[HOFO JABHXKXCHUA U BSaHMOﬂCﬁCTBHH C 00OBEKTaMHU.

4.3 UHTEP®EUC

Bo Bpems urpoBoro mporecca uHTepdeiic urpoka oroOpakeH Ha pucyHke 6. Ha
uHTepderice moka3aHa IIKaia 310pOBbs IIEPCOHAXKA M €r0 HKOHKA, BECh TOITy4aeMblil YPOH
oTtoOpakaeTcst MyTEM YMEHBIIIEHUSI KPACHOM 30HBI C MOMOIIBIO HCIIOJIB3YEMOTO CKPHUIITA

SliderSet, B3aumoeiicTByromero ¢ Ul.

Pucynox 6 — Ul B urpoBom mporiecce
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Bo BpCMs UTPbI UT'POK C IOMOIIBIO KJIIABUATYPhI WA reﬁMna,ua MOXCT BBI3BATb

nay3y, n300paXeHHYIO Ha pUCYHKE 7.

Pucynox 7 — [1ay3a Bo BpeMsi UTpOBOIO Ipoiiecca

MeHr0 nay3bl UMEeT CIeAYIOMUN (PyHKITMOHAI:

1. IIpopomkeHue Urpbl ¢ MOMONIBIO onuu “Resume”.

2. Ilepexon B MEHIO HAacTpOeK, GYHKIMOHAJ aHAJIOTMYEH HACTPOWKaM U3 IJIaBHOTO

MEHIO.

3. Ilepexon B INIaBHOE MEHIO C ITOMOIIIBIO omun “EXit”.

HuanoroBoe meHro Takxe ortodpaxaercs B Ul m mokazano Ha pucynke 8. OkHO
JMaJiora TEPEBOOUT COCTOSHUE IMEPCOHA)Xka B “‘B3aMMOJAECHCTBHE” 3ampenias emy
nepeMeIieHne, Mmoka Auaior He OyaeT 3aBepii¢H. BriOop OTBETHBIX COOOIIEHMI MOYKHO
IPOU3BOJAUTH KAaK C MOMOIIBI0O KOMITBIOTEPHOM MBIIIHM, TaK U C MOMOIIBIO BHIOPAHHOTO

YCTpPOMCTBA BBOJA.
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 7~ Gkeeper

Hello, honey

Pucynox 8 — JluanoroBoe 0kHO
[Tpu B3auMoAeHCTBIY C 00BEKTAaMHU, KOTOPBIC BEI3BIBAIOT UTPY B MMA33JIbI, MOSBIISCTCS

B Ul 1 n306paxéH Ha pucyHke 9.

Pucynok 9 — Urpa B maz3inel
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[Ta33n mnpencraBnser w3 cebs 1ojie, B KOTOPOM HAXOJAUTCS YCTAHOBIIEHHOE
KOJIMYECTBO yacTei maz3na. [lpu 3amycke maszsia u3o0pakeHue Ha Ka)xJI0il 4acTu Massiia
BbIOMpaeTcs ciayyaiHo. B3auMojelcTBHE C Ma33oM OCYIIECTBIAETCS € TOMOIIBIO

BBIOPAHHOI'O YCTPOMCTBA BBOJIA MJIM KOMIIBIOTEPHOM MBILIH.

4.4 UICNOJNb3YEMbIE WWEWOEPDI

C momomipio Hcmosib3yeMoro uHeTpyMeHTa Shader Graph peaimsoBaHbI mieiaeps
«TOKAYMBAHUS) JUISI CIIPANTOB PACTUTEIBHOCTH, «PACIICIUICHHE» HIPOBBIX OOBEKTOB,
«TyMaH» W «mecyaHas Oypsi». PaccMOTpuM OIMH W3 pealn30BaHHBIX MICHIEpPOB,
otobpaxEénnbIii Ha pucynkax 10.1 —10.3.

Jlnst ympaBieHHs HaJ HEKOTOPBIMH y3JIaMHU IIeijepa BHE pedakTopa CO3JaHBbI
HACTPOCUYHbBIE CBOKCTRBA.

1. MainSprite — ynpapnsier nmapamerpoM _MainTeX, KOTOpBIi SBISETCS CHPANUTOM,

HaJl KOTOPBIM OyIyT IPOUCXOIUTH MPE0Opa3OBaHHUS.
2. WindMovement — ympaBiseT CKOPOCTBIO HM3MEHEHHS TNpeoOpa3oBaHUil Hal
CIIPANTOM.

3. WindDensity — ynpagsiser IIIOTHOCTBIO IITYMOB, HaKJIaIbIBAEMbIC Ha CIIPAMT.

4. WindStrenght — ynpasisier MHOKUTENIEM YCHIICHHSI IZIOTHOCTH IITYMOB.

5. WindInfluenceMask — ciy>xut 11t i3MEHEHHSI MaCKH U1 BO3ACHCTBHS IIekaepa

HaJl CITIPAaTOM.

Ha pucynke 10.1 noaroToBmisitoTcsl napaMeTpbl HAITPaBIECHUS KapThl IIIyMa, KOTOPBIT
peanu3oBaH ¢ momoripio y3ina “Gradient Noise”. Hamparinenue monydyaetcs 3a CUér
UCTIOJIB30BaHUS TJI00AIBHBIX KOOPAWHAT M HAJIOXKCHHOTO Ha Hero cMenieHus. CMeleHueM
SIBIISICTCS BEKTOP HAIpaBJICHUS, KOTOPBIA 3aBUCUT OT BPEMEHH, 3aBUCHMOCTbH IOJTy4aeTCs
YMHOXEHUEM TmapamMeTpoB. C IMOMOIIbIO MMOJYYCHHOTO HAMpPABICHHUS M IJIOTHOCTH
TCHEPHUPYETCS Macka HaKJIabiBaeMoro myMa. CIeayoni y3ein KOpPEeKTUPYET TUIOTHOCTh

IIymMa, yMeHbIIIast ero cjaadble yJacTKH.
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Pucynok 10.1 — Ileligep «nokayuBaHUS» pACTUTENBHOCTH
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Pucynok 10.2 — Ilelinep «nmokauymBaHUs» paCTUTEIbLHOCTH
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Ha pucynke 10.2 B BepxHEl 4YacTH Y3JIOB KOPPEKTHPYETCS Hajlu4Hhe IIyMa
IPEUMYIIECTBEHHO O X-KOOpJAMHATEe cropaita. HuxkHsAA ceTh y3710B 00pa3yeT MacKy
yMEHbIIas BO3JCHCTBUE Ieiepa HAa CHOpalT MO y-KOOpJAMHATE, Jajieeé MOKHO
CKOPPEKTUPOBAThH MapaMeTpbl yCWIeHUsT Macku. B koHue y3en “Lerp” untepnonupyet

mapaMCTphl IIyMa, IO3UIHIO 00BEKTa U MackKy.

Paosition

Pucynok 10.3 — Ilelinep «nmokauynBaHUs» pacTUTEIbHOCTH
Ha pucynke 10.3 0ToOpakeH KOHEYHBIC y3IIbl Tpada, Ha KoTopoM B y3en “Transform”
MOCTYIAaeT pe3yJbTaT HMHTEPHOJSIIUU rpada M HaAKIAIbIBACTCS HAa MO3ULHUI0 OOBEKTA.

HwxHss gacth rpada CirykKuT IJ1s yCTaHOBKH TeKCTyphl, 11BeTa (RGB) u anbda kanana.
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4.5 HEUTPOBBbIE NEPCOHAXW

B urpe npucyTCTBYIOT TpU HEUTPOBBIX MEPCOHAXKA M300pakeHHbIE HA pucyHke 11.
JlaHHBIC TTEPCOHAXKU UMEIOT aHUMAaTOp s “ldle” cocTosTHYS U HE MOTYT MEepEIBUTAThCS, C

HHUMHU MOXKET B3aHMOHCﬁCTBOBaTL HI'POK, yTOOBI HAYATh JAUaJIor.

Pucynoxk 11 — HeurpoBele nepcoHaxu

4.6 UTPOBOW NPOLIECC

HUrpok MoXeT CcBOOOJHO IepeMeniaTbcsi MO KapTe, OTrPaHUYEHUSIMU I
NEepEeMEIEHUH SBIIAIOTCS KOJUTalepbl UTPOBBIX OOBEKTOB U IPaHULIbI KapThl. UTpok Takke
MOJKET B3aMMOJICHCTBOBATh C HEKOTOPHIMH WMIPOBBIMH OOBEKTAMH, €CJIM HAXOAMUTCS B
paanyce uX B3aMMOACHCTBHS. A TaK)KE€ CTABUTh UTPY HA Tay3y, BEI3BAB HTPOBOE MEHIO.

[TpoxoxaeHne TrojIOBOJIOMOK AaKTUBUPYET COOBITHE, MpPOITyCKaloUlee MepCOoHa)ka
BIEPEN, K KITIOUY.

CoxpaHeHHUs TPOUCXOIST C TOMOIIBIO “NMOPTANIOB”, 300paKEHHBIX HA PUCYHKE 12, ¢
KOTOPBIMU HEOOXOJIMMO B3aMMOJIEUCTBOBaTh, UTOOBI 3amucaTbh TEKYLIME KOOPAMHATHI

BO3POJK/ICHUS U TIPOTPECC EPCOHAXKA.
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Pucynok 12 — CoxpaHeHre O3UINH ITepCoHaxa

O6H1€HI/I€ C HCHUI'POBBIMH IICPCOHAXAMH ITOBCCTBYCT 00 OUCPCAHOCTH JIOKaIMu €

IIOACKAa3KaMH.

4.7 ®AUNOBASA CTPYKTYPA MPOEKTA

Jlns pa3paboTku mpuioxkeHus Ha riardgopme Unity Obiia monydeHa ¢aitioBast

CTPYKTypa, M300pak€HHass Ha pUCYHKe 13, UMeromas CiIeaylolue OCHOBHBIE KaTaloTH

¢aiinos.

1.

© o N o O

Animators — KOHTpOJUIePBI U AHUMAIIWH JJI1 UTPOBBIX 00BEKTOB.

. Audio — 3ByKOBO€ CONPOBOXKICHHE 11 OOBEKTOB.

2
3.
4

Pallets — manuTpa cripaliToB [Tl CO3/IaHUSI OKPYIKCHHUS.

. Prefabs — roToBble OOBEKTBHI ¢ HACTPOCHHBIMH IapaMeTpamu i YI0OHOTO

KJIOHHUPOBAHUSI U TIEPEONPE/ICITICHUSL.

Scenes — CleHbl, UCTIOB3YEMbIC B UTPE.

Scriptable — naTa KOHTCIHEPBI M OMIMCHIBAIOIIUE MX KJIACCHI.

Scripts — kJ1acchl, pealu3yroIue JOTHKY B UTPE.

Shaders — co3ngannsie ¢ momoniso Shader Graph mretinepst u ux Marepuasibl.

SpritePackage — Bce ucnonb3yembie U HalZICHHBIE ACCETHI C CIPAHTaMH.
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Assets

v v v v v v v v Y

— Animators Audio Pallets Prefabs Scenes — Scriptable Scripts — Shaders rSpritePackage
g Light GlobalSound gl Audio ™ Dissolve  Enviroment
g Menu StepSound ™  Puzzle i Fog g Menu

g NPCs » Data i Wind ®  Puzzles

»  Player E Glow

Pucynok 13 — ®aiinoBas cTpyKTypa MpoeKTa
B mpomecce peammzanuu ObUTO HMCTIONB30BaHO 28 ckpuntoB Ha si3bike CH,

MNEPEUNCIINM UX.

1.

ChangeFootSound — oTBe4aer 3a M3MEHEHHE 3BYKOB IIAroB, KOTJA MEPCOHAK
IIEPEXOIUT Ha JAPYIYH JIOKAlMI0, IyTEM B3aWMMOJEUCTBUA C “NPO3pPAaYHBIM
KoJITaiiiepom, peanuzaius B auctudre A.10. npunoxkeHus A.

LevelLoader — oTBeuaeT 3a JIOTMKY paOOThI 3arpy304HOTO 3KpaHa, YTOOBI BO
BpEeMsI 3aITOTHCHHS 3aTPy309HOH IIKAJIBI BCE UTPOBBIE 00BEKThHI OBLITM TOTOBHI M HE
OKa3aJW BIMSHUA Ha MPOU3BOAMTENBHOCTh, peanu3auus B JuctuHre A.l1l.
MIPUIIOKEHUS A.

Modulelnstaller — orBeuaeT 3a ycTaHOBKY MeHepKepa 1o BBOIY JaHHBIX (Input
Manager) Ha UCTOIb3yeMOi CIICHE.

PauseMenu — oTBeuaeT 3a JOTUKYy paOOThl UTPOBOI May3bl, BO BPEMsI KOTOPOMH
UTPOK HE MOKET B3aUMO/IEHCTBOBATH C UTPOBBIM MUPOM, TAK)K€ YCTaHABIUBACTCS
B “0” BpeMs 111 CKOPOCTHU CLEHBI, peanu3anus B TMCTUHre A.13. nmpunoxeHus A.
ActionBehavior — orBeuaer 3a JIOTMKY B3aMMOJCHCTBHS CO CTOPOHBI MIPOKa C
UTPOBBIMU OOBEKTaMH, HAMpUMEP JJIA TOro, 4YTOObI TOA00paTh “KiTtou”,

peann3ainus B JIMCTUHTE A.14. npuiioxkeHus A.
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6. Death — oTBeuaer 3a BH3yaslbHOE OTOOpaKCHHWE OKHA CMEPTH M BO3POXKICHHUS
NepcoHaka Ha MecTe “ropTana’, B KOTOPOM OH ObUI COXpaHEH, peanu3anus B
auctuHre A.15. mpunoxenus A.

7. Stats — oTBewaeTr 3a JOTHKY pa0OThl XapaKTEPUCTUK MEPCOHaXKa, SIBISETCS
aOCTpaKTHBIM KJIaCCOM M HECET B ceO€ JIOTMKY MaKCUMaJIbHOTO M TEKYIIETro
napamMeTpa XapakTEePUCTHKH, a TaKXKe BOCCTaHABJIMBAIOIIME MapaMeTphbl
XapaKTEPUCTHUKH, peanu3aiys B JUcTUHre A.16. npuioxeHus A.

8. Health — nouepnmii kacc Stats, onpenensronuii 310pOBLE MEPCOHAKA.

9. InputManager — orBeuaeT 3a MPOBEPKY HaKaTHs KIABUIIU C KIABUATYpPHl U
reimMmnaza, mMyTéM MEepeonpeeeHUs] pean3alii NPOBEPKU B 3aBUCUMOCTH OT
HACTPOEK, peanu3alus B JIucThuHre A.12. mpunoxenus A.

10.InteractionBehavior — otBewaer 3a JIOTMKY B3aWMOJCHUCTBHSI C HUTPOBBIMH
Oo0BbEKTaMH, XpaHUT B cede OoOIlyl0 JIOTUKY M B Cly4ae B3aUMOJCHCTBUS
BBI3bIBACTCSI UTPOBOE COOBITHE, BBIMNOJIHAIOIIEE (DYHKIHUIO Y YKa3aHHOTO 00BEKTA,
peanm3anus B JIMCTUHTE A.17. mpuiioxkeHus A.

11.Baseltem — oTBedaer 3a JIOTWKY CYIIECTBOBAHHS IMPEAMETOB, XpaHsilee B cede
Ha3BaHUE U CHpalT 00beKTa, peanu3auus B quctunre A.18. npunoxenus A.

12.1tem — nouepnuii kiacc Baseltem.

13.MainMenu — oTBeuaet 3a JOTMKY PabOThI OMIIMIA B TJIABHOM MEHIO, pean3anus B
muctuHre A.19. npunoxenus A.

14.MenuManager — oTBedaeT 3a JIOTUKY pa0OThl MEHE)Kepa B TJIaBHOM MEHIO JIJIs
COXpaHEHUs! W 3arpy3kd JaHHbIX C TIOCIEAYIONIMM 3aloJHEHUEM JaTa-
KOHTEHWHEPOB, peanu3anus B uctudre A.20. npunoxeHus A.

15.0ptionMenu — oTBedaeT 3a JIOTUKY PabOThI HACTPOEK WIPBI, peanau3anus B

muctuHre A.21. npunoxenus A.
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16.PlayerController — otBewaer 3a mepenBHKEHHE MEPCOHAXKAa W BBHICTABJICHUE
napaMeTpoB JJIs MPOUTPHIBAHUS aHUMAIIMM, peaju3alus B JUCTHHTE A.22.
MIPUJIOKEHUS A.

17.Puzzle — oTBeuaeT 3a JTIOruKy pabOTHI UTPHI B Ma33J1, KOTOPBIH IPUHUMAET B ce0s
JaTa-KOHTEMHEp CcO chpaiiTamMu Mas3sfia M Jajiee 3amojHseT WrPOBOE TMOJIE,
pean3anus B JIUCTUHTE A.6. mpuiioxkeHus A.

18.PuzzleBehavior — BcriomoraTenbHbIH KiTace JIsl paOOTHI UTPBI B TIa33J1, CITYXKHUT JIJIS
HABUTAllMW ¥ B3aUMOJICHCTBHUIO 10 YACTSAM Ia33Jla, peanu3aius B JUCTUHTe A.7.
IIPUIIOKEHUS A.

19.SavePoint — orBewaeT 3a COXpaHCHHWE TO3HMIMU HWIPOKA U BBI3OB COOBITHS Yy
UTPOBOTO MEHEDKEpa /Il COXPAHEHUs WIPbI, peanu3anus B juctuHre A.25.
IIPUIIOKEHUS A.

20.SliderSet — otBeuaer 3a oroOpaxeHue xapakrtepuctuk B Ul, peamuzanus B
JucTuHre A.9. mpuinoxeHus A.

21.Traps — oTBedaeT 3a paboTy 00bEKTOB, HAHOCAIINX YPOH, Pean3alivs B JINCTUHTE
A.8. npusioxxeHus A.

22.GameSettings — oTBewyaeT 3a ONMUCAHWE XPAHUMBIX JAHHBIX MJII HMIPOBBIX
HAaCTPOEK, TaKUX YPOBEHb 3BYyKa, pa3pellieHHe, IOJHOIKPAHHBIM pexuM U
YCTPOMCTBO YMpaBJCHUS, pealii3alus B JUCTUHTE A.24. TpuioxkeHus A.

23.PlayerProgress — oTBedaeT 3a ommMcaHWE XPaHUMBIX JAaHHBIX IS Mporpecca
UIpOKa, TaKhe Kak COOpaHHbIE KIIIOUM M MECTO BO3POXKACHUS, peanu3auus B
JUCTHUHTE A.23. IpUtoKeHus A.

24.GamePuzzle — oTBeuaeT 3a XpaHEHHE I1a33JI0B, IMO3BOJISAS CO37aBaTh HECKOJBKO
IK3EMIUISIPOB € PAa3JIMYHBIMU COpaiTaMu, peajdu3anuss B JUCTHHTEe A.S.
MIPUIIOKEHUS A.

25.AudioEvent — otBewaer 3a mpoWrphIBaHME 3BYyKa, HECET 0a30BYIO JIOTHKY,

peanuzaius B TUCTUHTe A.4. IpUIOKEeHHs A.
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26.SimpleAudioSteps — nouepnwmii kmacc AudioEvent st 3ByKoB maroB, KOTOPBIi
XpaHUT B ce0e¢ 3BYKH JUIA XOABOBI CO CIyYallHBIMH TapaMeTpaMu s
MIPOUTPHIBAHMUS, pEaTU3aIHs B TUCTHHTE A.3. TIPUIOKEHUS A.
27.PlayerData — xpaHut B cebe Bce mapaMeTpbl HACTPOEK M IIporpecca U KOHCTPYKTOP
3aIOTHCHUS JaHHBIX, peasn3anus B TUCTHHTE A. 1. mpuioxeHus A.
28.SaveSystem — opraHu3oBbIBacT pabOTy HaJ cepuann3anuel kimacca PlayerData
JUISl COXpAaHCHHs NaHHBIX B BUAE (ailma Ha JUCKOBOM HAKOIUTENE, a TaKKe
JieCepraTi3aIliio, AJIs MOTYICHHs COXPaHEHHBIX JaHHBIX, PeaTu3allis B IUCTHHTE
A.2. npunioxenus A.
29.GameManager - oTBedaeT 3a JOTUKY paOOTHl MEHEKEpa B UTPOBOM MHPE IS
COXpaHEHHMS JaHHBIX, peaau3alus B JUCTUHIE A.26. IPUIIOKEHUS A.
[To peanmn3oBaHHBIM CKPHUITAM COCTABJICHA OOINas CTPYKTypa CO3aHHBIX KJIACCOB.
Ha pucynke 14.1 otoOpaskeHbI KJIacChl, yHACIeJOBaHHbIC OT Kiacca ScriptableObjects. Ha
pucyHnke 14.2 oroOpakeHbI KJIacChl He UMeroIue HacinenoBanus. Ha pucynkax 14.3 - 14.4

0TOOpakeHBI KJIacChl, YHAClIeJOBaHHbBIE OT Kiacca MonoBehavior.

:Scriptable Objects

GameSetiings

FlayerProgress

GameFuzzle

SimpleAudioSteps

-volume: float
-isFullscreen: bool
-firstRun: bool

-wight: int

-height: int
-selectedDevice: inputs

-gardenkey: bool
-dustKey: bool
-dungeonkey: bool
-spawnPosition: Viector2

-sprites: Sprite[]

+Sprites: Sprite[]
+PickPuzzle(Button button): void

+Volume: float

+SelectedDevice: inputs

+SetDevice(bool isKeyboard): void
+lgFirstRun(): void
+SetRezolution(Resolution resolution): void
+FirstRun: bool

+Resolution: Resolution

+igFullscreen: bool

+SetFullscreenibool isFullscreen): void
+SetVolume(float volume): void

+MNewGame(): void

+Gardenkey(): void

+Dustkey(): void

+DungeonKey(): void

+ReturnkKey(): Dictionary=string, bool=
+SetSpawn(Vector2 newSpawn)
+SpawnPosition: Viector2
+AddTolnventory(string name): void

-snowSteps: AudioClip[]
-dustSteps: AudioClip[]
-stoneSteps: AudioClip[]
-step: CurrentStep

+Step: CurrentStep
+Play(AudioSource source): void
+NextPlay(AudioSource source,
AudioClip[] clip): void
+NewGround{int newStep): void
+SetMaxVolume(float volume): void

v

AudioEvent

+clips: AudioClip(]
+volume: RangedFloat
+pitch: RangedFloat

+Play(AudioSource source): void
+StoplAudioSource source)
+PlayLoop({AudioSource source)

Pucynok 14.1 — O6miast cTpyKTypa KJ1accoB
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SaveSystem
{static}

CurrentStep
{fenum}

grassStep =10

+5aveData(PlayerProgress p,

+LoadData(): PlayerData

GameSettings g, SimpleAudioSteps 5): void

snowStep = 1

dustStep =2

PlayerData

+soundLevel: float
+isFullScreen: bool
+x3creen: int
+yScreen: int

RangedFloat stoneStep = 3 +isKeyboard: bool
+igFirstRun: bool
—— FlayerState +gardenKey: bool
+min: floa
i fenum} +dustkey: bool
+max. float
Free =10 +dungeonkey: bool
+playerPosition: float]
Busy =1 ]
+step: int
+PlayerData(PlayerProgress p,
GameSettings s, SimpleAudioSteps s)- void
Pucynoxk 14.2 — O6miast cTpyKTypa KJ1accoB
‘MonoEehavior
MainMenu ChangeFootSound Sliderset Health
-progress: PlayerFrogress +5tepin: UnityEvent -slider: Slider +Start(): void
+loadLevel: UnityEvent -OnTriggerEnter2D(): void || +Set(float health): void ¢
+ContinueGame(): void +3etMax(float health) : void Stats
+MewGame(): void {abstract}

+Exit(): void

Inputhanager

Keyboard Joystick

-currentValue: float

-maxValue: float

+Interaction: bool

+Interaction: bool

-restoreTime: int
-restoreValue: float

input: InputDevice
settings: GameSettings

+Horizontal: float
+Vertical: float
+Interaction: bool
+Pause; bool
+Mewlnput(): void
-Start(): void

+Pause: bool +Pause: bool
InputDevice
{abstract}

+Horizontal: float
+\ertical: float
+Interaction: bool
+Pause: bool

+OnDead: UnityEvent
+0nChange: UnityEvent
+OnMaxChange: UnityEvent
-stream: IDisposable

+Max: float

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

+0nValueChange(float value): void

Pucynok 14.3 — O6mast CTpyKTypa KJIaccoB
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‘MonoBehavior

LeverLoader

Modulelnstaller

PauseMenu

InteractionBehavior

-transition: Animator
-slider: Slider

+LoadMNewlLevel(int scenelndex): veid

-LoadLevel(int scenelndex): IEnumerator

-inputManager. InputManager

+InstallBindings(): void

-inputManager. InputManager
+gamelsPaused: bool

-pauseMenull; GameQbject
-optionMenuUl: GameOhbject

-inputManager. InputManager
-platforma: GameObject
-stream: IDisposable
+Interaction: UnityEvent

-Update(): void
-Pause(): void
-Resume(): void
-Exit(); void

-OnTriggerEnter2D{Collider2D collision): void

-OnDisable(): void
-OnTriggerExit2D(Collider2D collision): void

+Ininteract(): void

Puzzle

ActionBehavior

OptionMenu

MenuManager

-buttons: Button[]
-puzzles: GamePuzzle
+0OnPuzzleWin: UnityEvent

-playerProgress: FlayerProgress
-audioSteps: SimpleAudioSteps
-audioStepSource: AudioSource

+FillPuzzle{button v): void
+StanPuzzlel): void

+CheckWin{): void
+ChangePuzzleSprite{Button v): void

+SetlewPuzzle(GamePuzzle puzzle): void

+Progress: PlayerProgress
+Getltem{GameObject obj): void
+PlayStep(): void

-settings: GameSettings
-resolutionDropdown: Dropdown
-toggle: Toggle

-slider: Slider

-iskeyboard: Toggle

-isJoystick: Toggle

-resolutions: Resolutions[]

-steps: SimpleAudioSteps
-mainMenu; GameQObject
-optionMenu: GameObject
-progress: PlayerProgress
-settings: GameSettings
-audioSource: AudioSource

-Start(): void

+SetDevice(): void
+SetFullScreen(bool isFullScreen): void
+SetResolution(int index): void
+3etVolume(): void

-Start(): void

+SetVolume(float volume): void
+SetScreen(). void
+SavePlayer(): void
+LoadData(): void

GameaManager

SavePoint

-steps: SimpleAudioSteps
-player: GameOhbject
-progress: PlayerProgress
-settings: GameSettings
-audioSource: AudioSource

PuzzleEehavior

PlayerController

-inputManager: InputManager
-save: PlayerProgress
-animator: Animator

-stream: IDisposable

+SavePlayer(): void

+0nSave: UnityEvent

-inputManager: InputManager
-button: Button
-defauliButton: Button

-Start(): void
-Update(): void

-OnTriggerEnter2D{Collider2D collision): void

-Start(): void
-OnTriggerExit2D{Collider2D collision): void
-CheckSave(): void
-SavingProcess(): void
Death Item
-image: Image
-player. GameOhbject
-progress: PlayerProgres
— Baseltem
-respawn: bool (abstract}

-transition: float
-stream: IDisposable

-progress: PlayerProgress
-itemMame: String

+ToggleSpawn(): void
+Respawn(): void
-OnDisable(): void

+ltemMame: String
-OnEnable(): void

-inputManager: InputManager
-moveSpeed: float

-rb: RigidBody2D

-animator: Animator

-state: PlayerState
-movement: Vector2

-lastPos: Vector2

+Steps: UnityEvent

+SetState(int state): void
-Moving(Vector2 move): void
-FixedUpdate(): void
-Update(): void

Traps

-damageTick: int
-notDeadly = falze
-damage: float
-stream: IDisposable

-OnTriggerEnter2D{Collider2D collision): void
-OnTriggerExii2D{Cellider2D collision): void
+DealDamage(GameOhbject obj): void

Pucynok 14.4 — O6miast cTpyKTypa KJ1accoB
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5 TECTUPOBAHUE

Ha »srtane npenBapuTenbHOTr0/OKOHYATENILHOTO BBIMYCKAa MPOAYKTa HEOOXOIUMO
MPOBOJIUTH TECThI HAa MOMCK BO3MOXHBIX 0aroB UrpoBOro (pyHKIMOHANIA U HEMPaBUIbLHOU
paboTsl TpaduKH.

Jlns TectupoBanus urpa OyneT BblAaHa TPYIIIE JIHIl, KOTOPbIE COINIACATCS UCIIBITATh
JAHHYI0 WUTPY Ha DPa3IMYHbIE WUTPOBBIC OIIMOKH, a TaKXKe JaTh OT3bIB O BO3MO>KHBIX
UCITPaBJICHUSIX U HOBOBBEACHUX. [Tociie HEKOTOPOro BpeMEHU TECTUPOBAHUS U MTOTYYEHUS
OT3BIBOB, MPEANPUHSITH JEUCTBUS TO ucIHpaBieHuto ommbok. KoHTponb mpoiecca
TECTUPOBAHUS M TPEAOCTaBICHUSA JOCTyNa K TECTUPOBAHWIO OyJeT BO3Jaratbcs Ha
pa3paboTymKa.

TecTupoBaHue MPOBOJUIOCH B COOpaHHOW BEPCHM HWIPHI JJI MPOBEPKU BCEX
(GyHKIIMOHATBHBIX TPEOOBaHUM, KOTOPHIE OBLITM ONMKUCAHBI B TEXHUYECKOM 3aJaHuH, U YTOObI
MOJIB30BATENIO OBLIIO KOM(OPTHO UrpaTh. TeCcTUpOBaHUE MPOBOAMTCS HA MEPCOHAIBHOM
KOMIIBIOTEPE C MOMOUIBIO BBOJIA C KJIABUATYPhI U TeiMIIaja.

TexHHuecKue XapaKTepUCTUKHU TECTOBOTO CTEHAA!

1. TIpoueccop: Intel® Xeon® E5-2678 v3.

2. OmneparuBHas namsate: 32 I'6.

3. Cucrema: Windows 10 64-Bit.

4. Buneokapta: Nvidia GeForce GTS-450 1I'6.

Bo Bpewmst TectupoBanusi ¢ nomomeo yrriutel MSI Afterburner mpocmarpusasics
bpeitMpeT BO BpeMsi UTPbI, U300pKEHHOTO HA pUCYHKE 15, B BepxHEM MpaBOM YIiy
skpana. KommuectBo ¢peiimpeiita orpaHundeHo COOPKOH U sIBIsieTCS 3HaueHueM 60, 4TO Mbl
M TIOJlydaeM IO Bpems TMpoxoxaeHus, npu 3tom LIIY u T'TIY He noasep:KeHbI

3HAYUTEJIBHON Harpys3Ke.

43



Pucynox 15 — IIpoBepka motpediisieMbIX pecypcoB

Bo Bpemsi TecTUpOBaHHUS TAaKKE MPOBEPAECTCA BO3MOXKHO CMEPTH MEPCOHAXKA IS
MPOCMOTpa TPABWIBHOCTH BO3POXKIEHUS, MJIsi ATOTO HEOOXOJUMO BCTaTh B 30HY,
CMEPTEIIbHYIO JUIS IEPCOHAXKA. Pe3ybTaT JaHHOTO TECTA YCNEIEH U IEPCOHAXK MOSABIISIETCS
Ha NOCJIeIHEM TTopTaje, rae ObLIO MPOU3BEIECHO COXPAHEHUE TTO3UIUU.

Bce nmamoru ¢ HEWrpoBBHIMH TEPCOHAKAMHU KOPPEKTHO PAaOOTAIOT M TO3BOJISIOT
pa3roBapuBaTh 10 HECKOJIBKO Pa3.

Ecnu BBIATH B MEHIO U 3alTH CHOBA B UIPY, JOCTUTHYTHIC KIFOUU COXPAHSIOTCS Y
IIEPCOHAXka, a TOJIOBOJIOMKHA MOKHO CHOBA IPOWTH, YTO O3HAYAET yCIELIHOE COXPaHEHUE
Iporpecca Urpoka.

[Tpu 3amycke HOBOW UTPHI MMPOTPECC YCIENTHO COPACHIBACTCS U KITIOYHU TOSBIISIFOTCS

Ha CBOUX MECTax, IJId JOCTUKCHUA KOTOPBIX HeO6XOI[I/IMO HpOﬁTH rOJIOBOJIOMKH.
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Bo Bpemst HTpoBOTO MpOLECca MOKHO IMIOMEHSITh YCTPOMCTBO BBOJIA, U OHO YCIICIIHO
IIPUMETCSI, BKIIIOUasi BCE UCIIOJIb3yEMbIE CLIEHBI, TOKE CaMOE KacaeTCs U APYTUX HACTPOEK
UTPBL.

[Ipu BBIXOZIE€ M3 UIPHI B IIIABHOM MEHIO IIPOLIECC UTPHI YCIIEIIHO 3aKPBIBACTCS U HE
OTCIICKUBACTCA B YTWIATE “IUCIETYEp 3a4ad’, YTO COBHAAAECT C JIOTUYECKUM

(YHKIIMOHAJIOM OTIIIHH.
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3AKIIOYEHUE

B pamkax mnpencTaBICHHON BBIMYCKHOM KBaJW(UKAIIMOHHOW paboThl Oblia

CIPOCKTHpPOBaHA M pa3paboTaHa KoMIlbloTepHas wurpa “Yoake” wu coOpana s

NIEPCOHABHBIX KOMITHIOTEPOB Ha omepamuoHHoi cucteme Windows. Jlns peamusanuun

MOCTaBJICHHOM 3aJgaduu OBLIN BBIITOJIHEHBI CJIeaAyromue maru.

1.
2.
3.

4
5
6.
.
8
9

Omnpenenenne KOHIENTA UIPHI.

O3HakomiieHHE U BBIOODP Bepcuu Tuiatdopmsl Unity.

[Touck 1 BBIOOp AOMOJHUTENBHOTO IPOrPaMMHOr0 OOecreueHus A1 pa3paboTKu
UTPHI.

N3yuenne paboThl U1 METO/BI CO3/IaHUS/U3MEHEHUS IIICHIEPOB.

[Torck rOTOBBIX acCETOB 11l pabOTHI.

Co3znianue CKpUITOB, IEPCOHAKEN U JIOKAIUH.

Jlo0OaBiieHHE 3ByKOBOT'O COMPOBOXKICHHUS.

TectupoBaHue npeaBapUTENBHOIO IPOAYKTA.

Wcnpasnenue 6aros.

PeanuzoBaHHbBI UTPOBOM NMPOEKT KCHOJIB3YET IIEHMIEPHl I IOJYy4YEHUs Jydllen

KApTUHKH, MNPEUMYLIECTBOM HCIIOJNb30BaHUA MaTepuana JJjsi OObEKTOB U3 IIEHIEpOB

ABJIACTCA TO, YTO HET HCO6XOI[I/IMOCTI/I pHUCOBaTh aHWUMAIUIO ITOBCIACHHA OJIA KaXI0TO

cnpaﬁTa, IIpyu 3TOM MOXHO CO3JaBaTb HCCKOJBKO MATCpHAJIOB MW YIIPABIIATH HX

napaMeTpaMM, 4TO YBEJIMYMBAET THMOKOCTh M YyAOOCTBO MCIOJIb30BaHMS NIEHIEPOB B

IPOCKTE.

I[J'ISI nepcaadn u UCI0JIb30BaAHUS JAHHBIX CIIY’KaT ﬂaTa'KOHTeﬁHepBI, Y KOTOPBIX HET

CTPOTOM MPUBSI3KU K 00bEKTaM Ha CIIEHE U MOXKHO C JIETKOCTHIO IIepeIaBaTh JaHHBIE C OHOM

CIICHBI Ha JPYTYIO, YTO YIIPOIIAET MPOoIiecc pa3paboTKH.

B xoze peanu3anuu mpoekTa ObUIM MOTy4eHbI HaBBIKH PaboTHI ¢ TuiaTdopmoi Unity.

OrnpenenieHue KOHIENTA WIPbl M BU3YAJIbHOM COCTABIISIONIEH UIP C HMCHOJIb3yEMBIMU
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MEXaHUKaMH TIOBBICHJIO OTIHIT pa0OTHI B KauecTBe redM-nu3aitHepa. Co3qaHue CKPUIITOB

TIOBBICHJIO HABBIK IMPOTPaMMHUPOBAHHS U B3aUMOJIecTBUS ¢ rardopmoit Unity.

Yy PCAIIN30BAHHOIO HIPOBOI0 IIPOCKTA HMCIOTCA CICAYIOIIUC BApUAHTHEI CI'o

YIIYUIICHUS.

1.

2
3
4.
3)
6

Jlo0GaBiieHHE HOBBIX TOJIOBOJIOMOK U Ta33J10B.

Jlo6aBieHue repcoHaxen.

JloOaBiieHHE HOBBIX JIOKAlMK U yIy4lI€HUE AU3aiiHa KapThl.
JlobaBeHre HOBBIX IIEHIEPOB.

CocTtaBiieHHE Pa3IMYHBIX KBECTOBBIX IIEMTOYEK.

Belmtyck urpsl Ha mat@opMel HUPPOBOKA JTUCTPUOYIIUH.
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MPUNOXEHUE A
UCXOJIHbIN KOJ CKPUIITOB

Jluctunr A.1 — Ucxoausiii kox ckpunta PlayerData

[System.Serializable]
public class PlayerData {

/[XpaHuMble TaHHBIC Il HTPOBBIX HACTPOCK
public float soundLevel;

public bool isFullscreen;

public int xScreen;

public int yScreen;

public bool isKeyboard,;

public bool isFirstRun;

/[XpanrMble JaHHbBIC I KTPOBOT'O Mporpecca
public bool gardenKey;

public bool dustKey;

public bool dungeonKey;

public float[] playerPosition;

I/ lanHbIe 15 3ByKOBOTO COIPOBOXK/ICHHUS IIAr0OB
public int step;

/[KoHCTpyKTOp 11O cOOpY BCEX TEKYIIUX MapaMeTPOB
public PlayerData(PlayerProgress playerProgress, GameSettings gameSettings, SimpleAudioSteps
steps) {
//PlayerProgress
gardenKey = playerProgress.ReturnKey()["gardenKey"];
dustKey = playerProgress.ReturnKey()["dustKey"];
dungeonKey = playerProgress.ReturnKey()["dungeonKey"];
playerPosition = new float[2];
playerPosition[0] = playerProgress.SpawnPosition.x;
playerPosition[1] = playerProgress.SpawnPosition.y;

//GameSettings

soundLevel = gameSettings.Volume;

isFullscreen = gameSettings.IsFullscreen;

xScreen = gameSettings.Resolution.width;

yScreen = gameSettings.Resolution.height;

if (gameSettings.SelectedDevice == inputs.keyboard) {
isKeyboard = true;

} else
isKeyboard = false;

isFirstRun = gameSettings.FirstRun;
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//StepSettings
switch (steps.Step) {
case CurrentStep.grassStep:
step = 0;
break;
case CurrentStep.snowStep:
step =1,
break;
case CurrentStep.dustStep:
step = 2;
break;
case CurrentStep.stoneStep:
step = 3;
break;
¥
b

¥
Jluctunr A.2 — Vcxoanblil KoJ ckpunTa SaveSystem

using UnityEngine;
using System.IO;
using System.Runtime.Serialization.Formatters.Binary;

public static class SaveSystem {

[[DyHKIWMSA 11 cepuaiu3aiu (aiiia COXpaHeHus A1 UTPbl B OWHAPHBIA BH/T
public static void SaveData(PlayerProgress playerProgress, GameSettings gameSettings,
SimpleAudioSteps steps) {
BinaryFormatter formatter = new BinaryFormatter();
string path = Application.persistentDataPath + "/gameData.yoake";
FileStream stream = new FileStream(path, FileMode.Create);

PlayerData data = new PlayerData(playerProgress, gameSettings, steps);

formatter.Serialize(stream, data);
stream.Close();

}

[|®yukMs a5 necepuanu3aiyu Gaiiaa COXpaHSHUs I UTPbl U3 OWHAPHOTO BH/IA
public static PlayerData LoadData() {
string path = Application.persistentDataPath + "/gameData.yoake";
if (File.Exists(path)) {
BinaryFormatter formatter = new BinaryFormatter();
FileStream stream = new FileStream(path, FileMode.Open);

PlayerData data = formatter.Deserialize(stream) as PlayerData;
stream.Close();
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return data;

}else {
return null;
}
}
}

Jluctunr A.3 — Ucxoausiii ko ckpurta SimpleAudioSteps

using UnityEngine;

//TanHble 1 BBIOOpA TEKYIIETO 3ByKa MEPEIBUKCHUS
public enum CurrentStep {
grassStep = 0,

snowStep =1,

dustStep = 2,

stoneStep = 3
b

[CreateAssetMenu(menuName = "AudioEvent/Steps™)]
public class SimpleAudioSteps : AudioEvent {

[SerializeField] private AudioClip[] snowSteps;
[SerializeField] private AudioClip[] dustSteps;
[SerializeField] private AudioClip[] stoneSteps;
[SerializeField] private CurrentStep step;

public CurrentStep Step {
get {
return step;
}
¥

//Meton uist BeIOOpa ITyJia MPOUTPHIBAEMOTO 3BYKa II1aroB
public override void Play(AudioSource source) {
switch(step) {
case CurrentStep.grassStep:
NextPlay(source, clips);
break;
case CurrentStep.snowStep:
NextPlay(source, snowSteps);
break;
case CurrentStep.dustStep:
NextPlay(source, dustSteps);
break;
case CurrentStep.stoneStep:
NextPlay(source, stoneSteps);
break;
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¥
¥

//BbiOop citydaitHOTo 3ByKa U3 MOJIYYEHHOTO IyJIa
/ln ero IIPOUT'PBIBAHUEC N3 KOMIIOHCHTA 00BEKTA
public void NextPlay(AudioSource source, AudioClip[] clip) {
if (clip.Length ==0)
return;

source.clip = clip[Random.Range(0, clip.Length)];

source.volume = Random.Range(volume.min, volume.max);
source.pitch = Random.Range(pitch.min, pitch.max);

source.Play();

}

/[TlepeonpeneneHue TEKYIIEro 3ByKa JJis I1aroB
public void NewGround(int newStep) {
step = (CurrentStep)newStep;

}

/I'Y cTaHOBKa IPOUTPHIBAEMOTO 3BYKa B 3aBUCHMOCTH OT HACTPOCK 3BYKa MIPbI
public void SetMaxVolume(float volume) {
this.volume.max = volume;
if (this.volume.max < 0.1f) {
this.volume.min = Of;
}else {
this.volume.min = 0.1f;
}
¥
}

Jluctunr A.4 — Ucxomusiii ko ckpurnta AudioEvent

using System;
using UnityEngine;

[Serializable]
public class RangedFloat {
public float min;
public float max;
b
[IPomuTenbCKni Kitace Ui CO30aHUs KOHKPETHBIX KJIACCOB, paOOTAIOIINX CO 3BYKOM
public abstract class AudioEvent : ScriptableObject {
public AudioClip[] clips;

public RangedFloat volume;
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public RangedFloat pitch;
public abstract void Play(AudioSource source);

public void Stop(AudioSource source) {
source.Stop();

}

public void PlayLoop(AudioSource source) {
Play(source);

source.loop = true;
}
¥

JIuctunr A.5 — Mcxonnsrii ko ckpunra GamePuzzle

using UnityEngine;
using UnityEngine.Ul,
using Random = UnityEngine.Random;

//Knacc 1o 3amoHeH!I0 UTPOBOTO TMOJIS Ma33ia

[CreateAssetMenu(menuName = "Content/GamePuzzle")]

public class GamePuzzle : ScriptableObject {
[SerializeField] private Sprite[] sprites;

public Sprite[] Sprites {
get {
return sprites;
¥
}

//BBIOOp ClTyd4aliHOTO CripaiTa M3 ma33ja JjIs Mo
public void PickPuzzle(Button button) {
if (sprites.Length == 0)
return;
button.image.sprite = sprites[Random.Range(0, sprites.Length)];
¥
}

Jluctunr A.6 — Mcxoausiii ko ckpunta Puzzle

using System;

using UnityEngine;

using UnityEngine.Events;
using UnityEngine.Ul;

public class Puzzle : MonoBehaviour {
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[SerializeField] private Button[] buttons;
[SerializeField] private GamePuzzle puzzles;

public UnityEvent OnPuzzleWin;

/[3anomHeHusT OJJHOTO ITOJIS IMa33j1a
public void FillPuzzle(Button v) {
puzzles.PickPuzzle(v);

}

//HpOXO)KI[eHI/Ie I10 BCCM II0JIAAM I1a33JIa M 3aIlyCK 3aIllOJTHCHUA
public void StartPuzzle() {
if (buttons.Length == 0)
return;
foreach (var v in buttons) {
FillPuzzle(v);

}
buttons[0].Select();

}

/[TIpoBepka MpaBUIBHO COCTABICHHOIO I1a33J1a
public void CheckWin() {
inti=0;
int counter = 0;
foreach (var v in buttons) {
if (v.image.sprite == puzzles.Sprites[i++]) {
counter++;
}

¥
if (counter == buttons.Length) {

OnPuzzleWin?.Invoke();

¥
¥

/[N3menenue cripaiita na3sia mpy B3aUMOJICHCTBUH
public void ChangePuzzleSprite(Button button) {
int i = Array.IndexOf(puzzles.Sprites, button.image.sprite);
if (i == puzzles.Sprites.Length - 1)
i=-1;
button.image.sprite = puzzles.Sprites[++i];

}

[[TlepeonpenencHre KapTUHKH T1a3371a JJIs UTPBI
public void SetNewPuzzle(GamePuzzle puzzle) {
puzzles = puzzle;
StartPuzzle();

¥
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¥
Jluctunr A.7 — Ucxonnsiii kox ckpunrta PuzzleBehavior

using UnityEngine;

using Zenject;

using UnityEngine.Ul,

using UnityEngine.EventSystems;

public class PuzzleBehavior : MonoBehaviour {

[Inject]
private InputManager inputManager;

private Button button;
[SerializeField] private Button defaulButton;

/I Start is called before the first frame update
void Start() {

button = gameObject.GetComponent<Button>();
¥

Il Update is called once per frame
//TIpoBepka HaxaTHs Ha HJIEMEHT I1a33Jia ¥ COXpPaHEHHE HAaBUTAI[UH B ITOJIC Ma33Jia

void Update() {
try {
if (EventSystem.current.currentSelectedGameObject.GetComponent<Button>() == button &&
inputManager.Interaction) {
button.onClick?.Invoke();
¥
} catch {
defaulButton.Select();

¥
¥

}

Jluctunr A.8 — Vcxonublii ko ckpurnrta Traps

using MyBox;
using System;
using UniRX;
using UnityEngine;

public class Traps : MonoBehaviour {
[SerializeField] private int damageTick;
[SerializeField] private bool notDeadly = false;

[ConditionalField(nameof(notDeadly))]
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[SerializeField] protected float damage;

[SerializeField]
private IDisposable stream;

//TIpu BXOIe B 30HY JCHCTBHSI BHI3BIBACTCS METOJI HAHECCHHUST YPOHA
private void OnTriggerEnter2D(Collider2D collision) {
var gameQODbj = collision.gameObject;

if (stream == null && gameObj.CompareTag("Player")) {
stream = Observable.Interval(TimeSpan.FromSeconds(damageTick)).Subscribe(_ => {
DealDamage(gameQbj);

};
¥
¥

//HaneceHne KOIMYECTBEHHOTO YPOHA HIIH CMEPTEIILHOTO 00BEKTY
public void DealDamage(GameObject obj) {
var health = obj.transform.root.GetComponent<Health>();
if (InotDeadly) {
health.OnDead?.Invoke();
stream?.Dispose();

stream = null;
}else {
health.Reduction(damage);

¥
¥

/[TIpekpalieHue BbI30Ba METO/IA TI0 HAHECEHHUIO YPOHA MPH BBIXOJIE M3 30HbI JICHCTBHUS
private void OnTriggerExit2D(Collider2D collision) {
stream?.Dispose();
stream = null;
¥
}

Jluctunr A.9 — Ucxomausiii kox ckpunita SliderSet

using UnityEngine;
using UnityEngine.Ul;

public class SliderSet : MonoBehaviour

{

[SerializeField] private Slider slider;
//BricTaBneHre TEKYIIETO MapaMeTpa s caaiepa

public void Set(float health) {
slider.value = health;
}
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//BpicTaBicHIE MAaKCUMAIBLHOTO TIapamMeTpa JuIs ciaiaepa
public void SetMax(float health) {
slider.maxValue = health;

¥
}
Jluctunr A.10 — Mcxomnbrit ko ckpunra ChangeFootSound

using UnityEngine;
using UnityEngine.Events;

public class ChangeFootSound : MonoBehaviour {
public UnityEvent Stepln;

//TIo BXOKICHUIO B 30HY JICHCTBUSI TPOMCXOAUT BHI30B COOBITHS
//CoObITHE BBI3BIBACT CMEHY IPOMTPHIBAEMOTO ITyJIa 3BYKOB IPH XOAb0€
private void OnTriggerEnter2D(Collider2D collision) {
var gameQbj = collision.gameObject;
if (gameObj.CompareTag("Player™)) {
StepIn?.Invoke();

}
}
}
Jluctunr A.11 — Mcxonnsiit kox ckpunra LevellLoader

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Ul,

public class Levelloader : MonoBehaviour

{
[SerializeField] private int scenelndex;
[SerializeField] private Animator transition;
[SerializeField] private Slider slider;

//MeTon BBI3BIBAIOIIMI KOPOTHHY padoTaromias Ha KaKIbli KaJIp
public void LoadNewLevel(int scenelndex) {
StartCoroutine(LoadLevel(scenelndex));

}

//KopoTrHa, BO BpeMst KOTOPOH MOATPYKAIOTCS BCe 00BEKTHI MIEPEXOTHON CIICHBI
IEnumerator LoadLevel(int scenelndex) {
transition.SetTrigger("Start");
AsyncOperation operation = SceneManager.LoadSceneAsync(scenelndex);
while (loperation.isDone) {
float progress = Mathf.ClampOZ1(operation.progress / .9f);
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Debug.Log(progress);
slider.value = progress;
yield return null;

¥
¥
¥

Jluctunr A.12 — Ucxomusiii koa ckpurra InputManager
using UnityEngine;

/[TlepeurcineHue s ONPEACICHUS YCTPOUCTBA BBOIA
public enum inputs {

keyboard = 0,

joystick =1
}

[[Ponurensckuii Kiacc ¢ OOLIMMHU METOIAMU T10 00paboTKe HaXKATHS KIIABHIII
public abstract class InputThings {
//HonyquHe 3HA4YCHHA O TOPHU3OHTAJIbHOM IICPEMCIICHUHA
public float Horizontal {
get {
return Input.GetAxis("Horizontal");
¥
¥

//HOJ‘Iy‘{eHI/IC 3HAYCHHA O BEPTUKAJIIBHOM IICPEMCIICHUHA
public float Vertical {
get {
return Input.GetAxis("Vertical™);
¥
¥

//A6CTpaI<THLH”4 METO/I 110 TIOJIYYCHHIO HH(OPMAITMK O HAKATUH KIIABHUIIH JIJIST B3aUMOICHCTBUS
public abstract bool Interaction {
get;
¥
[/ AGCTpaKkTHBIN METO/T 110 TIOTYYECHUIO HH()OPMAITUK O HaXKaTUW KIIABHIIH JUIS TIay3bI
public abstract bool Pause {
get;
¥
b

I/ louepHuii kiacce ¢ mepeonpeieieHueM METOI0B sl paboThI C KIIaBHATYPOit
public class Keyboard : InputThings {
public override bool Interaction {
get {
return Input.GetKeyDown(KeyCode.E);

¥
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}

public override bool Pause {
get {
return Input.GetKeyDown(KeyCode.Escape);
¥
¥
¥
I/ TouepHwuii KiIacc ¢ mepeonpeacicHHeM METOIOB s paObOTHI C TeHMITaI0M
public class Joystick : InputThings {
public override bool Interaction {

get {
return Input.GetKey("joystick button 0");

}

public override bool Pause {
get {
return Input.GetKey("joystick button 1");
¥
}
¥

//Knacc o mepeauu JaHHBIX O BBOJIC C KJIaBHATYPhI WK TeiMIIaa
public class InputManager : MonoBehaviour {

private InputThings input;

[SerializeField] private GameSettings settings;

public float Horizontal {
get {
return input.Horizontal;
¥
}
public float Vertical {
get {
return input.Vertical;
}
¥
public bool Interaction {
get {
return input.Interaction;
¥
}
public bool Pause {
get {
return input.Pause;
}
¥
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/[Tlepeonpeesenne yCTpOCTBa BBOIA
public void Newlnput() {
switch (settings.SelectedDevice) {
case inputs.keyboard:
input = new Keyboard();
break;
case inputs.joystick:
input = new Joystick();
break;
¥
¥

//®ynkuums, cpabaThiBarolast mepe/ BCeMU METOIaMU OOHOBJICHUS

private void Start() {
NewInput();

¥
¥

Jluctunar A.13 — Mcxomusiii koa ckpurra PauseMenu

using UnityEngine;
using UnityEngine.SceneManagement;
using Zenject;

public class PauseMenu : MonoBehaviour {

[Inject]
private InputManager inputManager;

public static bool GamelsPaused = false;

[SerializeField] private GameObject pauseMenuUl;
[SerializeField] private GameObject optionMenuUl;

I/l Update is called once per frame
//TIpoBepka CHATHS WM YCTAaHOBKA MIPhI HA MAy3y
void Update()
{
if (inputManager.Pause) {
if (GamelsPaused) {
Resume();
optionMenuUl.SetActive(false);
}else {
Pause();
}
¥
}

//BkiroueHre OKHa MEHIO TIay3bl H “3aMOpO3Ka” UTPOBOTO MpoIiecca

private void Pause() {
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}

Jluctunr A.14 — Mcxonansiit ko ckpunra ActionBehavior

pauseMenuUl.SetActive(true);
Time.timeScale = 0Of;
GamelsPaused = true;

}

[Iponomkenue npuinoxenus A

//BbIKITIOYEHHE OKHA MEHIO T1ay3bl H “pa3MOpo3Ka’ UTPOBOIO Mporecca

public void Resume() {
pauseMenuUl.SetActive(false);
Time.timeScale = 1f;
GamelsPaused = false;

}

/[Tlepexon Ha crieny “I'maBHOrO MeHIO”
public void Exit() {
Time.timeScale = 1f;
SceneManager.LoadScene(*Menu");

}

using UnityEngine;

public class ActionsBehaviour : MonoBehaviour

{

[SerializeField] private PlayerProgress playerProgress;
[SerializeField] private SimpleAudioSteps audioSteps;
[SerializeField] private AudioSource audioStepSource;

public PlayerProgress Progress {
get {
return playerProgress;
}
}

/[Tloadop UrpoBOTO MpEAMETa U €ro yAalleHHe Ha CIIeHe
public void Getltem(GameObject obj) {
var itemName = obj.GetComponent<ltem>().ltemName;
var keys = playerProgress.ReturnKey();
if (keys.ContainsKey(itemName)) {
playerProgress.AddTolnventory(itemName);
Destroy(obyj);

¥
¥

/[TIpourpsiBaHue 3ByKa XObObI
public void PlayStep() {
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if (audioStepSource.isPlaying == false) {
audioSteps.Play(audioStepSource);
}
¥
}

Jluctunr A.15 — Mcxonanbiit kox ckpunra Death

using System;

using UniRX;

using UnityEngine;
using UnityEngine.Ul,

public class Death : MonoBehaviour {

[SerializeField] private Image image;
[SerializeField] private GameObject player;
[SerializeField] private PlayerProgress progress;

private bool respawn = false;
private float transition = Of;

private IDisposable stream;

//MeTo 1o 3ammycKy “sKpaHa cMepTH” U “BO3POXKICHUS” IMePCOHaKa
public void ToggleRespawn() {

gameObject.SetActive(true);

respawn = false;

stream = Observable.EveryUpdate().Subscribe(_ => {
Respawn();
b
}

//BBIMONIHSET POJIb AHUMALIMK “DKpaHa CMepPTH U “BO3POXKACHUS MEPCOHAKA
public void Respawn() {
if (‘respawn) {
transition += Time.fixedDeltaTime * 0.1f;
image.color = Color.Lerp(new Color(0, 0, 0, 0), Color.black, transition);
if (image.color == Color.black) {
respawn = true;
player.transform.position = progress.SpawnPosition;
var restore = player.transform.root. GetComponent<Health>();
restore.Restore(restore.Max);
transition = 0;
¥
}else {
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transition += Time.fixedDeltaTime * 0.1f;
image.color = Color.Lerp(image.color, new Color(0, 0, 0, 0), transition);

¥
¥

private void OnDisable() {
stream?.Dispose();
stream = null;

¥
¥

Jluctunr A.16 — Mcxomubrit koa ckpunrta Stats

using System;

using UniRX;

using UnityEngine;

using UnityEngine.Events;
using UnityEngine.Ul,

public abstract class Stats : MonoBehaviour {

[SerializeField] private float currentValue;
[SerializeField] private float maxValue;
[SerializeField] private int restoreTime;
[SerializeField] private float restoreValue;

public UnityEvent OnDead,;
public UnityEvent<float> OnChange;
public UnityEvent<float> OnMaxChange;

private IDisposable stream;

public float Max {
get {
return maxValue;
}
}

//BbicTaBieHEe HAaYaIbHBIX TTApaMeTPOB I HHTepdeiica

/[ v monmuch Ha M3MEHEHHE 3HAYCHUI ImapameTpa

public virtual void Start() {
OnMaxChange.Invoke(maxValue);
OnChange.Invoke(currentValue);
OnChange.AddL.istener(OnValueChange);
if (stream == null && currentValue < maxValue) {
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stream = Observable.Interval(TimeSpan.FromSeconds(restoreTime)).Subscribe(_ => {

Restore(restoreValue);
b
}
}

/Y MeHbIIIeHHE TapaMeTpa Ha 3HAYEHHE
public void Reduction(float value) {
currentValue -= value;
if (currentValue < 0.1f) {
OnDead?.Invoke();

}
stream?.Dispose();
stream = null;

OnChange?.Invoke(currentValue);

}

//BOCCT&HOBJ’ICHI/IC mapamMeTpa Ha 3HAYCHUC
public void Restore(float value) {
currentValue += value;
if (currentValue >= maxValue) {
currentValue = maxValue;
stream?.Dispose();
stream = null;

}

OnChange?.Invoke(currentValue);

}

//Tlpn u3mMeHeHnn 3Ha4YeHUs OyJIeT 3amycK QyHKIIMU Yyepe3 MPOMEXKYTOK BPEMEHH

/[0 BOCCTaHOBJICHHUIO ITapameTpa
public void OnValueChange(float value) {

if (stream == null && currentValue < maxValue) {

stream = Observable.Interval(TimeSpan.FromSeconds(restoreTime)).Subscribe(_ => {

Restore(restoreValue);
b
}
¥

Jluctunr A.17 — Mcxonnbiit kox ckpunra InteractionBehavior

using System;

using UniRx;

using UnityEngine;

using UnityEngine.Events;
using Zenject;
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public class InteractionBehavior : MonoBehaviour {
[Inject]
private InputManager inputManager;

[SerializeField] private GameObiject platforma;
private IDisposable stream;
public UnityEvent Interaction;

//TIpu BXOXKAEHUH UTPOKA B 30HY JACHCTBHUS 3aIIyCKACTCS TPOBEPKA HAKATHS KITaBHIIIH
//B3aumonerictus. [Ipu e€ HaxkaTUM BBI3BIBACTCS COOBITHE
private void OnTriggerEnter2D(Collider2D collision) {

var gameQODbj = collision.gameObject;

if (gameObj.CompareTag("Player™)) {

var clickStream = Observable.EveryUpdate()
\Where(_ => inputManager.Interaction);

stream = clickStream.Subscribe(xs => Interaction?.Invoke());

}

}
private void OnDisable() {

stream?.Dispose();

¥

private void OnTriggerExit2D(Collider2D collision) {
stream?.Dispose();
stream = null;

}

public void Ininteract() {
gameObject.transform.SetParent(platforma.transform);

¥
¥

Jluctunr A.18 — Ucxomusbrit koa ckpunta Baseltem

using UnityEngine;

public abstract class Baseltem : MonoBehaviour {
[SerializeField] private MapHolder mapHolder;
[SerializeField] private PlayerProgress progress;
[SerializeField] private string itemName;

public string IltemName {

get {
return itemName;

¥
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}

/[Ecii ipeMeT yKe HaXOAMUTCS Y IEPCOHaKa, TO OH OYIET yaaaéH CO CICHBI
private void OnEnable() {
var checkltem = progress.ReturnKey();
if (checkltem.ContainsKey(gameObject.tag) && checkltem[gameObject.tag] == true) {
Destroy(gameObject);

¥
¥

Jluctunr A.19 — Mcxonansiit ko ckpunra MainMenu

using UnityEngine;
using UnityEngine.Events;

public class MainMenu : MonoBehaviour {
[SerializeField] private PlayerProgress progress;

public UnityEvent loadLevel;

//CpabatbiBanne COOBITHS ITPU HAKATHH OIIIUHU MPOIOKUTE UTPY
public void ContinueGame() {

loadLevel?.Invoke();
}

//COpoc urpoBoro mporpecca mpu Hayajie HOBOW UIPHI
public void NewGame() {

progress.NewGame();

loadLevel?.Invoke();

}

/[3axppITHE TPUIOKEHUS

public void Exit() {
Debug.Log("Quited™);
Application.Quit();

}

¥
Jluctunr A.20 — Ucxomusbrii koa ckpurnra MenuManager

using UnityEngine;

public class MenuManager : MonoBehaviour {
[SerializeField] private GameSettings settings;
[SerializeField] private AudioSource audioSource;

[SerializeField] private GameObject mainMenu;
[SerializeField] private GameObject optionMenu;
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[SerializeField] private PlayerProgress progress;
[SerializeField] private SimpleAudioSteps steps;

/[TIpu crapTe MPOMCXOAUT 3arpy3Ka JaHHBIX C (aiiia COXpaHCHHs
//I/I HavalJIbHas1 YCTaHOBKaA 0T06pa>KeHI/Ie MCHIO
void Start() {

LoadData();

mainMenu.SetActive(true);

optionMenu.SetActive(false);

Setscreen();

}

/lY craHOBKa 3HAYCHHS 3ByKa
public void SetVolume(float volume) {
audioSource.volume = volume;

}

/I'Y craHOBKa TTapaMeTpoB U3 (aiiya COXpaHECHHsI
/[TIpu iepBOM 3amycKe YCTaHABIMBAKOTCS CTaHIAPTHBIC 3HAUCHHUS
public void Setscreen() {
Screen.fullScreen = settings.IsFullscreen;
It (settings.FirstRun) {
var resolution = settings.Resolution;
Screen.SetResolution(resolution.width, resolution.height, settings.IsFullscreen);
audioSource.volume = settings.VVolume;
}else {
settings.IsFirstRun();
audioSource.volume = 0.5f;
settings.SetVolume(audioSource.volume);
var resolution = Screen.currentResolution;
settings.SetResolution(resolution);
Screen.SetResolution(resolution.width, resolution.height, settings.IsFullscreen);
settings.SetDevice(true);

¥
¥

//Meton 11t BBI30Ba COXpAaHEHUS TEKYIIMX MMapaMeTpoB B (aiin
public void SavePlayer() {
SaveSystem.SaveData(progress, settings, steps);

}

//Metop 1o ycTaHOBKE MOJYYCHHBIX 3HAUCHHI U3 (paiiia coXpaHeHUs
//B HEOOXOIMMBIE TaTa-KOHTEHHEPHI
public void LoadData() {

/[set playerProgress

PlayerData data = SaveSystem.LoadData();
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Vector2 position = new Vector2(data.playerPosition[0], data.playerPosition[1]);
progress.SetSpawn(position);
if (data.gardenKey) {

progress.GardenKey();
}
if (data.dustKey) {

progress.DustKey();
}
if (data.dungeonKey) {

progress.DungeonKey();
}
//set gameSettings
settings.SetVolume(data.soundLevel);
settings.SetFullscreen(data.isFullscreen);
settings.SetResolution(new Resolution { width = data.xScreen, height = data.yScreen });
settings.SetDevice(data.isKeyboard);
it (data.isFirstRun) {

settings.IsFirstRun();

}

/[set Steps
steps.NewGround(data.step);

}

}
Jluctunr A.21 — Mcxoanblit ko ckpunra OptionMenu

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;

public class OptionMenu : MonoBehaviour {
[SerializeField] private GameSettings settings;
[SerializeField] private Dropdown resolutionDropdown;
[SerializeField] private Toggle toggle;
[SerializeField] private Slider slider;
[SerializeField] private Toggle isKeyboard,;
[SerializeField] private Toggle isJoystick;

private Resolution[] resolutions;

//HacTpanBaeTcsi OKHO MEHIO HACTPOCK, a TAK)KE CO BCEMH JIOCTYITHBIMHU Pa3pelIeHUsIMU KpaHa
private void Start() {

SetDevice();

resolutions = Screen.resolutions;

resolutionDropdown.ClearOptions();

int currentResolutionindex = 0;

List<string> options = new List<string>();
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for (int i = 0; i < resolutions.Length; i++) {

string option = resolutions[i].width + " x " + resolutions[i].height;
options.Add(option);
If (settings.FirstRun) {

if (resolutions[i].width == settings.Resolution.width &&

resolutions[i].height == settings.Resolution.height) {

currentResolutionIndex = i;
¥

else if(resolutions[i].width == Screen.currentResolution.width &&
resolutions[i].height == Screen.currentResolution.height) {
currentResolutionindex = i;
SetResolution(i);
¥

}

resolutionDropdown.AddOptions(options);
resolutionDropdown.value = currentResolutionindex;
resolutionDropdown.RefreshShownValue();
toggle.isOn = settings.IsFullscreen;

SetVolume();

}

/lYnipaBieHue rpymmoii nepexiiodareneit
public void SetDevice() {
switch(settings.SelectedDevice) {
case inputs.keyboard:
isKeyboard.isOn = true;
break;
case inputs.joystick:
isJoystick.isOn = true;
break;
}
¥

//BbicTaBiieHrEe UTPhI B TIOJHOIKPAHHBIN PEIKUM

public void SetFullscreen(bool isFullscreen) {
Screen.fullScreen = isFullscreen;
settings.SetFullscreen(isFullscreen);

}

/I'Y cTraHOBKa /75l UTPBI pa3pelieHus dKpaHa
public void SetResolution(int index) {
settings.SetResolution(resolutions[index]);
Screen.SetResolution(resolutions[index].width, resolutions[index].width, settings.IsFullscreen);

}

/lY cTaHOBKa ypOBHSI TPOMKOCTH 3BYKa
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public void SetVolume() {

slider.value = settings.VVolume;
}
}
Jluctunr A.22 — Ucxonansiit kox ckpunra PlayerController

using UnityEngine;
using UnityEngine.Events;
using Zenject;

/[Tlepeurcnenust Uit COCTOSIHUIN
public enum PlayerState {

Free =0,

busy = 1
¥

public class PlayerController : MonoBehaviour
t

[Inject]

private InputManager inputManager;

[SerializeField] private float moveSpeed = 5f;
[SerializeField] private Rigidbody2D rb;
[SerializeField] private Animator animator;
[SerializeField] private PlayerState state;

Vector2 movement;
Vector2 lastPos;

public UnityEvent Steps;

/Y cTaHOBKa HOBOTO COCTOSHHUS
public void SetState(int state) {
if (this.state != (PlayerState)state) {
this.state = (PlayerState)state;

¥
¥

/[YnipaBneHre aHUMaTOPOM
private void Update() {
animator.SetFloat("Speed”, movement.magnitude);
if (movement.magnitude < 0.1f) {
animator.SetFloat("Vertical", lastPos.y);
animator.SetFloat("Horizontal", lastPos.x);
}else {
animator.SetFloat("Vertical”, movement.y);
animator.SetFloat(""Horizontal", movement.x);
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[Iponomkenue npuinoxenus A
lastPos = movement;

¥
¥

/[Tlepensuxenne oObeKTa
private void Moving(Vector2 move) {
move = Vector2.ClampMagnitude(move, 1);
Vector2 newPos = rb.position + move * moveSpeed * Time.fixedDeltaTime;
rb.MovePosition(newPos);
If (move.magnitude > .5f) {
Steps?.Invoke();

¥
¥

[[Tlony4yeHne 3HAYCHUI 711 BEKTOPA JIBUKCHHS
private void FixedUpdate() {
if (state == PlayerState.Free) {
movement = new Vector2(inputManager.Horizontal, inputManager.Vertical);
Moving(movement);

¥
¥

}
Jluctunr A.23 — Mcxomnbrit ko ckpunta PlayerProgress

using System.Collections.Generic;
using UnityEngine;

[CreateAssetMenu(menuName = "Content/PlayerProgress")]
public class PlayerProgress : ScriptableObject {

/N player complete GameZones

[SerializeField] private bool gardenKey;

[SerializeField] private bool dustKey;

[SerializeField] private bool dungeonKey;

//For save points or die moments
[SerializeField] private Vector2 spawnPosition;

//Copoc nporpecca
public void NewGame() {
gardenKey = false;
dustKey = false;
dungeonKey = false;
spawnPosition = new Vector2(0, 0);

}

public void GardenKey() {
gardenKey = true;
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}

public void DustKey() {
dustKey = true;

}

public void DungeonKey() {
dungeonKey = true;

}

/[TlonyueHue ciioBaps TEKYIIEro mporpecca
public Dictionary<string, bool> ReturnKey() {
var list = new Dictionary<string, bool>();

list. Add("gardenKey", gardenKey);
list. Add("dustKey", dustKey);

list. Add("dungeonKey", dungeonKey);
return list;

}

/IY craHOBKa HOBOM MO3UIUH JIJISI BO3POXKICHHUS

public void SetSpawn(Vector2 newSpawn) {
spawnPosition = newSpawn;

b

public Vector2 SpawnPosition {
get {
return spawnPosition;

¥
¥

/I'Y cTaHOBKa 3HAUCHMUS TIPH MTOTYUYCHHH TIPEIMETa
public void AddTolnventory(string name) {
if (name == "gardenKey") {
gardenKey = true;
¥

if (name == "dustKey") {
dustKey = true;
}

if (name == "dungeonKey") {
dungeonKey = true;
¥

¥
¥

Jluctunr A.24 — Vcxonnsrit kox ckpunra GameSettings

using MyBox;
using UnityEngine;
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[CreateAssetMenu(menuName = "Content/GameSettings")]
public class GameSettings : ScriptableObject {
[SerializeField] private float volume;
[SerializeField] private bool isFullscreen;
[SerializeField] private bool firstRun = false;
[SerializeField] private inputs selectedDevice;

[ConditionalField(nameof(firstRun))]
[SerializeField] private int wight;
[ConditionalField(nameof(firstRun))]
[SerializeField] private int height;

public float Volume {
get {
return volume;
}
}
public inputs SelectedDevice {
get {
return selectedDevice;
}
}

/l'Y cTaHOBKa yCTpO¥CcTBa BBOIA
public void SetDevice(bool isKeyboard) {

if (isKeyboard) {

selectedDevice = inputs.keyboard;
}else {

selectedDevice = inputs.joystick;
¥

}

/[TlepBbIii 3amyck

public void IsFirstRun() {
firstRun = true;

¥

/I'Y craHOBKa pa3perieHus SKpaHa
public void SetResolution(Resolution resolution) {
wight = resolution.width;
height = resolution.height;
¥
public bool FirstRun {
get{
return firstRun;

¥
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[Iponomkenne npuinoxeHus A

¥
public Resolution Resolution {
get {
Resolution resolution = new Resolution {
width = wight,
height = height
h

return resolution;

}

public bool IsFullscreen {
get {
return isFullscreen;
}
}

/I'Y cTaHOBKA TIOJTHOPKPAHHOTO PEKUMA
public void SetFullscreen(bool isFullscreen) {
this.isFullscreen = isFullscreen;

}

/lY craHOBKa ypOBHS TPOMKOCTH 3BYKa
public void SetVolume(float volume) {
this.volume = volume;

}

}
Jluctunr A.25 — Wcxoanblit ko ckpunta SavePoint

using UnityEngine;

using UniRX;

using System;

using Zenject;

using UnityEngine.Events;

public class SavePoint : MonoBehaviour {
[Inject]
private InputManager inputManager;

[SerializeField]

private PlayerProgress save;
[SerializeField]

private Animator animator;

private IDisposable stream;

public UnityEvent OnSave;

//O6paboTKa B3aUMOICHCTBUS MIEPCOHAKA C 00OBEKTOM B 30HE JICHCTBHUS
private void OnTriggerEnter2D(Collider2D collision) {
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OkoHYaHuE TPUIOKEHUS A
var gameQbj = collision.gameObject;
if (gameObj.CompareTag("Player")) {
var clickStream = Observable.EveryUpdate()
Where(_ => inputManager.Interaction);

stream = clickStream.Subscribe(xs => CheckSave());
}
¥
private void OnTriggerExit2D(Collider2D collision) {
stream.Dispose();
}

//CoxpaHenue mporpecca
private void CheckSave() {
if (inputManager.Interaction) {
save.SetSpawn(gameObject.transform.position);
SavingProcess();
OnSave?.Invoke();
¥
}
//BbI30B aHUMAIMH COXPAHCHHSI

private void SavingProcess() {
animator.SetTrigger("'Saving");
¥

¥
Jluctunr A.26 — Ucxonusrit koa ckpunta GameManager

using UnityEngine;

public class GameManager : MonoBehaviour {
[SerializeField] private GameObiject player;
[SerializeField] private PlayerProgress progress;
[SerializeField] private GameSettings settings;
[SerializeField] private AudioSource audioSource;
[SerializeField] private SimpleAudioSteps steps;

I TlepemerieHre iepcoHaxa Mo TOUYKY COXpaHCHHUE M YCTAHOBKA TPOMKOCTH 3BYKa
void Start() {

player.transform.position = progress.SpawnPosition;

audioSource.volume = settings.Volume;

}

//Meton 11t BBI30Ba COXpAaHEHUS TEKYIIMX MMapaMeTpoB B (aiin
public void SavePlayer() {
SaveSystem.SaveData(progress, settings, steps);

¥
¥
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