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Pedepar

Bakanaspckas pabGora copepint 141 nucrop, 17 pucynkos, 1 Tabauumy, 6
HCTOMHHMKOB H 0 MPHIIONHECHHH.
HUI'PA, UNITY, MIRROR, DOTWEEN, TOPDOWNRPG

Llesib paborel — pazpaboTaTh CUMYIATOP CENLCKOTO XO3MACTBA € MICMEHTAMM
ponesoii mrpel ¢ PixelART rpadmkoii. Hrpa npomxna oDecrneunTh BHICOKYIO
peurpabesbHOCTh H BO3MOXKHOCTE KOOIEPATHBHOTO MPOXOMIACHNA.

Ob6bexramu pa3paboTKu SBIAIOTCA:

= HTPOBOE MPHUIOKEHHE C PEATH3aLME OCHOBHBIX MEXaHHK, XapaKTepHbIX
IUTA IaHHOTO KaHpa,

= MYIBTHIICEPHAS COCTABAIONIA;

= BH3YaJIbHOE COCTABIAIONIAsA (ONMb30BaTeIbCKuit MHTEP]ETIC).

B pesynsrare AMIUIOMHOTO [POEKTHpOBaHWs Obl1o paspaboraHo Hrposoe

[HproKeHHe B xaHpe TopDownRPG, nMeromiee BO3MOKHOCTE HIPEL B KOONEPATHES

{8

| HENOBEK, ApXWTEKTYpPY, 3aTOMEHHYIO MOI JOJrOCpPOvIHYIO [IOAEPKKY H

4 TAoKe OllpereneHa CHCTeMa MOHETH3AlHH JIAHHOTO
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IlepeyeHb cokpameHuid 1 0003HAYECHU I

B nunuioMHO# paboTe NpUMEHSIOTCS CIEAYIOIINE COKpAIleHUs U 0003HAYEHUS
FPS (Frames Per Second) — koiaum4ecTBO KaJpoB B CEKYHIY, XapaKTEpUCTHKA
MPOU3BOJUTEIBLHOCTH
PixelART — ctunb rpaduiku, OCHOBaHHBIN Ha MUKCEIbHOM HU300paXKeHHUH.
UI (User Interface) — nonp3oBarenbckuil uHTEpGENC
Unity — urpoBoi ABUKOK
PixelART — ctunb rpaduiku, OCHOBaHHBIN Ha MUKCEILHOM U300pa’KeHUU
UML (Unified Modeling Language) — yHu(pHUIHMPOBaHHBIN SI3bIK MOJIETUPOBAHUS

URP (Universal Render Pipeline) — cuctema o6padotku rpaduku B Unity
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1 Crapran-npoekr CHUMYJSTOP CeJIbCKOI0 XO3AHMCTBA C

3JIEMEHTAMM POJIeBOU UTPHI

1.1 AHau3 nmpeAMeTHOH 00J1acTH

1.1.1 AkTyanbHOCTb pa3pabOTKu

IIpoBeneHHBII aHAIU3 TEKYLIETO COCTOSHUSA POCCUMCKOM HWHIYCTPUU
pa3pabOTKU BUIICOUT]P BBISBIII Psifl MPoOIeM, 00yCIIOBIEHHBIX aKIIEHTOM Ha CO3/[aHue
HU3KOKAY€CTBEHHBIX MPOCKTOB, OPUEHTUPOBAHHBIX Ha OBICTPYIO MpHUOBLIb. [aHHas
TEHACHIUS MPENSTCTBYET PAa3BUTHUIO OTPACiIM M €€ KOHKYPEHTOCIOCOOHOCTH Ha
MEXTYHApPOIHOM YPOBHE.

ITo namubiM uccnenoBanuii kommnanuu HackerRank, Poccust pacmonaraer
3HAUUTEJIBHBIM TOTEHIIUAJIOM B 00JIACTH MPOTPAMMHUPOBAHUS, BKIIOUAss HTPOBYIO
pa3pabotky. OgHako, B OTJIIMUKE OT APYyTUX cTpaH, Takux kak Kurai, CIIA u Snonus,
IJI€ €XKETrOJHO BBIIYCKAIOTCA COTHH WHHOBAILIMOHHBIX M KAauy€CTBEHHBIX HUIPOBBIX
npoektoB (330 mpoektoB 3a 2024 rtom), B Poccum 3a aHAJOTHYHBIA TEPUOI
OTMEUaeTcsl 3HAaYUTEeNbHOE oTcTaBaHue (okojgo 12 mpoektoB 3a 2024 rop,
YCTYHAIOIIUX MO KAYeCTBY 3apyOeKHBIM aHaJioraM).

[IpumepaMu HeEyaauyHbIX TIPOEKTOB, BbBI3BABIIMX HETATUBHYK PEAKIHUIO
urpoBoro coobmectna, sABsAoTcsa “‘Cmyra” m “The day before”. IlepBeiit mpoexT,
HECMOTPA Ha OOJBIINE OXKHUIIAHUA, TTONYYHJI HU3KHE olleHKH. “CmyTa” Habpana 1,2
6amna u3 5 o Bepcun xxypHasia StopGame u3-3a mpoOIIeM ¢ CIOKETOM, ONITUMHU3AIHEH
u  rTpaduueckod  cocrapisomend. BTopol  MmpoekT  MPOAEMOHCTPUPOBAT
HEKAYECTBEHHYIO pean3allfio U Ype3MEPHOE UCTIOIb30BaHUE TOTOBBIX PECYPCOB, YTO
MIPUBEJIO K 3aKPBITHIO MPOEKTAa U HETATUBHOMY OTHOIICHHIO K pa3pabOTIYMKaM.

AHann3 WHAN-CETMEHTA MOKA3bIBACT, YTO HE3aBUCHUMBIE pa3pabOTYMKU, KaK U
KPYIHBIE CTYIHH, COCPEIOTAUUBAIOTCS HA CO3aHUU MPOEKTOB C LEJBIO MOTYyYECHHS
ObIcTpOii MpuOBLTU. B pesynbrare, OOTBIIMHCTBO UTP HE 00JIaAAI0T XYyI0KECTBEHHOM
LIEHHOCTBHI0O U YacCTO JIEMOHCTPHUPYIOT HHU3KOE KadecTBO ucronHeHus. [Ipumepom

SIBJISIFOTCSI MHOTOUMCIICHHBIE UTPBI HA T1aTGopMme “SHlIeKC urpbl” U Mo00HBIE €il.
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B HacTosi1iee BpeMsi BUJIEOUTPhI IPEACTABIAIOT COOOM HE TOIBKO pa3BICUYCHHE,
HO U (OpMY HCKYCCTBa, COUYETAIONIYIO 3JIEMEHThI JIMTEpPaTyphl, KuHemaTtorpada,
MY3bIKHA U JPYTHX BUAOB TBOpYECTBA. Pa3paboTuMKy CO31aI0T YHUKAIbHBIE MUDPBI U
IIIyOOKHE CIOXKETBI, COMPOBOXK/IAs UX KaU€CTBEHHBIM BU3YaJIbHBIM U MY3bIKaJbHBIM
opopmienremM. MexayHapoAHOE MNpPU3HAHUME KAyeCcTBa WIPOBBIX IPOEKTOB
MOATBEPXKIa€TCS HATMYMEM MPECTUKHBIX Harpajl, Takux kak Game Awards. Oanaxo,
poccuiickasi HHIYCTpPHUs B OCHOBHOM IPEJICTABII€HA MPOEKTaMU, HE OTBEYAIOIIUMHU
COBPEMEHHBIM CTaHJAapTaM KauyecTBa, YTO MOXET HEraTMBHO CKa3aTbCsi Ha
KYJABTYPHOM UMUJIKE CTPAHBI.

Curyanus ycyryOnsieTcsi BBeICHUEM CaHKIIUH, YTO CHUYKAET KOHKYPEHIIUIO JIJIs
poccuiickux pa3padoTunkoB. OrpaHuyYeHue JOCTyNa K 3apyOeHbIM UTpaM Ha TaKUX
wiarpopmax, Kak Steam, MOXKET MPUBECTH K JajbHEHIIEeMY CHIKECHUIO KauecTBa
OTEYECTBEHHBIX UTPOBBIX MPOTYKTOB.

Ha ocHOBaHUY BBITIIEN3TI0KEHHOTO MOKHO 3aKJIFOUUTh, YTO CYIIECTBYET OCTpast
HEOOXOIMMOCTh B U3MEHEHUH OTHOILLIEHUS! POCCUHCKHUX pa3pabOTUMKOB U UIPOKOB K
KaueCTBY UIPOBBIX NMPOAYKTOB. JlaHHBIA MPOEKT SBISETCA MEPBBIM IIaroM B 3TOM
HarpaBJICHUH, HalleJIEHHBIM Ha CO3/laHue UTPBI, IPEBOCXOAALICH
CPEIHECTAaTUCTUUECKUE OTEUECTBEHHBIE aHAJIOTH.

JIaHHBII POEKT OPUEHTUPOBAH Ha HMIUPOKYIO ayIUTOPHIO, B IIEPBYIO OUYEpeb
Ha BO3PACTHYIO rpynmy 16-25 5neT, Ho Takke MOXKET NMpHUBJIeYb U 0O0Jiee CTapIIuX
UrpokoB. OCHOBHBIMU MOTPEOHOCTAMHU ITON ayAUTOPUH SBISIOTCS:

- pa3BiIEUYECHHE U OTIBIX;

- caMopeanu3anus u mporpecc;

- COLIMAJIBHOE B3aUMOJEHCTBHE (111 MHOTOITOJIb30BATEIBCKOTO PEXKUMA);

- UCCIIEIOBAaHUE U OTKPBITHE HOBOTI'O;

- TBOPUYCCTBO U CaAMOBBIPAKCHUC.
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1.1.2 AHaJIu3 CylieCTBYHOLIUX AHAJIOI0B

AHaOru MOXHO pa3leluTh Ha MpsSMblie U KOocBeHHbIE. [IpsiMblie ananoru
MPEACTABISIOT COOOM UTPHI, KOTOPHIE UMEIOT CXOXKHUHN dKaHP U OCHOBHBIE MEXaHUKH C
pa3padaTbIBa€MbIM MMPOEKTOM.

Ilepseiit ananor ato Stardew valley.

Kanp: cumynstop xku3nu ¢ anemenramu RPG.

JlocToMHCTBA:

— ©OombIoe pazHooOpasue 3aHsITHH;

— npusTHas rpaduka.

Henocrarku:

—  OOpBIBUCTHIN CIOXKET;

—  TIOJTHOIIEHHBIE OOHOBJICHHS OOJIBIIIE HE BBIXOISAT;

—  0O0JBIIIOE KOJTUYECTBO MEXaHUK, HO BCE MMEIOT MPOCTYIO PEeATH3aIINIO;

— IUTIOXOM OanaHc.

SBnsieTcss caMbIM TMOMYJSIPHBIM TIpecTaBUTeNeM >kaHpa. PaspabarwiBancs
OJIHUM 4YeJioBeKoM Ha mporskeHuu 4 jner ¢ 2012 roma. M3penka mnosmydaet
OOHOBJICHMSI, HATIPABJICHHBIC HA YIy4IlleHUs rpaduKu U UCTIpaBieHe 0aroB.

HrpoBoit mporecc BKIOYaeT B ce0S MHOXKECTBO 3aHATHH, TaKMX Kak
dbepmepcTBO, pridasiKa, ynydiieHus: (GepMbl, COIUAIBHBIC B3aMMOJCHCTBUSA, HO BCE
OHM pean30BaHbl MAKCUMAJIBHO MPOCTO. IIporpecc urpoka npuBsa3aH K yny4dlI€HUIO
Kiy0a, JUIsi KOTOPOTO HYKHBI OINpEACNIEHHBIE PEecypchl, TOJIydaemble IpHU
ONpeNeIEHHBIX YCIOBUIX, HAIPUMED, KO BpeMeHH rofa. M3-3a 3Toro, €ciam urpok He
XO4eT CUJIBHO OTCTaTh B IMPOrpecce, OH BBIHYKJIEH TOPONUTHCS U MPOAYMbIBAThH
KQKIbI CBOM IIAr, 4TO MPEBPAIIACT Pa3sMEPECHHBIM U MEIUTATUBHBIN IeUMIUICH B
OBICTPBINA M HaNpsKEHHBIA. Tak e BcE ITO yCyryOiseTcs u3-3a IIoXoro OajaHca
BHYTPUUTPOBBIX NMPEIMETOB.

Ha pucynke 1 npencrasien kaap u3 Stardew valley.
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Pucynok 1 — Kanp u3 urpsr «Stardew valley»

Bropoit ananor 3to Harvest moon.

XKaup: cuMynSITOp )KU3HU C aKIIEHTOM Ha BBIPAIIMBAHUE KYIBTYD.

JlocTonHcTBA:

Henocrarku:

CIIOKOMHBIN TeUMILJICH

npusiTHas rpaduka.

YHpOIIIéHHaﬂ CUCTCMA PA3BUTHA,

MaJjioe pa3HoOOpa3ue 3aHATUH.

SIBnseTcs ONHUM M3 OCHOBATENIEM JKaHpa CUMYJATOpA >KU3HHU, OJHAKO Ha

CEerOIHAIIHAN JI€Hb MOTEPSJI CBOIO MOIMYISPHOCTh. MIrpoBO#M mMpolecc MOX0oX Ha

Stardew valley, Ho cunpHO ynpoménubiid. ['paduka urpa gocTatoyHoO MpUSTHAS, HO

YK€ CUMTACTCS yCTAPEBIIEH.

Ha pucynke 2 npencrasnen kaap u3z Harvest moon.
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Pucynok 2 — Kaap u3 urpsl «Harvest moon»

Tperuii ananor »to My time at Sandrock.

Kanp: cumynsaTop xku3Hu ¢ snemeHTamu RPG.

JlocTonHcTBA:

— OOJIBIION OTKPBITHINA MHUD;

— UHTEpECHas CUCTEMA YIy4IlIEHHS TOPOAa.

Henocrarku:

— IIJI0XOH OaJiaHc;

— 3aTSHYThII UTPOBOM MPOIIECC.

B omnuuu oT BbIlIE IPEACTABIEHHBIX UTP, UTPOBOM MPOLECC OCHOBAH HE Ha
(dbepmepcTBe, a HAa TOCTPONKE CBOCH MAaCTEPCKOW W YIyUIIEHUH ropona. Mup Urpbl
MHTEPECEH, €r0 XOUETCS HCCIENOBarb, HO CO BTOPOM ITOJIOBHMHBI WIPBI, JIOKALUU
HAYMHAIOT TIOBTOPATHCS, a TMPOLECC IMONYYEHHS] OMNpEeAEeNEHHBIX MPEAMETOB
HCKYCCTBEHHO YCIOXXKHEH. B pe3ynbrare uero, HaunHasi CO BTOPOW MOJIOBUHBI UTPBHIL,
BECh UTPOBOM MPOIIECC KAKETCS CIUIIKOM 3aTIHYTHIM M OBICTPO HACKYYHBACT.

Ha pucynke 3 npencrasien kaap n3 My time at Sandrock.
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OJICMCHTEI C p33pa6aTBIBaCMBIM IMPOCKTOM, HO OTHOCATCA K APYI'M JKaHPAM.

Pucynoxk 3 — Kanp u3 urper «My time at Sandrock»

KocBeHnHble aHaiaoru MpCaACTaBIIATOT coboi HUI'PbI, KOTOPBIC HNMCIOT O6IJ_II/IC

YeTBEpThIM aHaTOTOM siBIIsieTcss Animal crossing.

)KaHp: CUMYJIIATOP JKU3HH C AKIICHTOM Ha COIUAJIBHOC BSaHMOHeﬁCTBHe.

JlocTonHcTBA:

— paccrabsoIHi TeUMILIeH;

— TmpuATHasA rpaduka.

Henocrarku:

— MalJioc pa3H006pa3He 3aHATUM U IMpocCTaAa pcalin3anud NMCIOIINXCA

MPUBSI3KA K UHTEPHETY.

CnokoiiHasg 1 MeauTaTtuBHasi Urpbl. OCHOBHOE yIIOp AENAETCS Ha COLIMAaIbHBIC

B3aMMOJICHCTBHS M JIONIOJIHUTENIbHBIC aKTUBHOCTH. Ho T1aBHOM mTpo0ieMoii sSBIseTCs

CJIMIIKOM IIPOCTas pe€ain3anus BCCX MCXaHUK UI'PBI. Onn MOTI'YT 3alCIIMTh UT'POKA, HO

HE MOTYT yAepKaTh €ro Hamouro. B pe3ynsrare, pazpaboTunkamM HYXHO BBITYCKATh

peryIspHbIe OOHOBICHUS W COOBITHSA, YTOOBI YIEPKUBATh BHUMAHNE UTPOKOB.

Ha pucynke 4 npencrasien kaap u3 Animal crossing.

U3m

Jlucm

Ne dokym.

Modnucsk

Hdama

rry 1.090301.05 001113

aucm

11




Pucynok 4 — Kanp u3 urpsr «Animal crossing

KocBennbim ananorom sipnsiercs Terraria.

Kanp: 2D-skmen-mnardopmep ¢ anementramu RPG.
JlocTonHcTBA:

— OOJBIION M pa3HOOOPA3HBIN MUP;

—  XOopolui 6anaHc MEXaHUK.

Henocrarku:

— CIIOKHas cuctema kpadra;

—  BBICOKHUU MOPOT BXOXKIEHUS.

[Ipencrasnser u3 ceds 2D RPG ¢ oTKpBITBIM MUPOM, YTO SIBISETCSI OCHOBHOM

¢umkoii urpel. B Helt orpoMHOE YHMCIIO 3aHATUN, KOTOPBIE MOTYT YBJI€Ub UTPOKA, HO

Urpa He 1aéT HUKaKOW MHCTPYKIIMHU K caMoit cebe. HoBUYOK, KOTOPHIH BIiepBbIE 3a1Ién

B UTPY HE CMOXKET MPONTH €€ 6€3 TOCTOPOHHEH TOMOIIIH.

Ha pucynke 5 npencrasien kaap u3 Terraria.
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Pucynok 5 — Kaap u3 urpsl «Terraria»

HazBanue

Oco0eHHOCTH

HEIOCTATKU

Stardew valley

[TpusitHas armocdepa,
MHOTO Pa3HOOOpa3HbIX

3aHIATUU

JK€cTkast mpuBsizKa Ko
BPEMEHHU, TUIOXOU

OaJiaHC

Harvest moon

CnokoitHbIN UTPOBOM

nporiecc

Marnoe pazHoobpasue

3aHATUU

My time at
Sandrock

BosbI10#1 OTKPBITHI MU

3aTaHyTbI UTPOBOM

nporiecc

Animal crossing

CHnoKOMHBIN UTPOBOM

poIiecc

[IpocTas peanuzanus

MCXaHHUK

Terraria

pa3HooOpa3HbIi MUD,

XOpoIiasi MEXaHuKa 00s

BBICOKHH MMOPOT

BXOXJICHUA

AnHanu3 aHaJloroB IMIOKAa3bIBACT, YTO CYIICCTBYCT CIIPOC HA UI'PbI, COYCTAIOIIHUC

aneMeHThl cumynstopa ku3HM W RPQG. YcnemHble mpoekTsl B 3TOM  KaHpeE

MpeAJIaraloT Urpokam [IyOOKMH U pa3HOOOpa3HbIM  reiMILieH,

MHTEPECHbIC
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HUCTOPUH U TIEpCOHAXEW, a TaKkKe BO3MOXKHOCTH UIsI TBOPYECTBA W
CaMOBBIPAXKECHUS.

Tak ’x€ MOXHO 3aMETUTh, YTO B CEIrMEHTE POCCHUICKUX HHIHU-UTP HET
M3BECTHBIX ITPOEKTOB B 3TOM KaHPE.

Pa3pabaTbiBaeMblil IPOEKT JOKEH CTPEMHUTHCS K YIYUIIEHHIO HEAOCTATKOB,
BBISIBJICHHBIX B aHAJIOrax, TaKWX KaK OJIHOOOpa3HbI TeWMIUied, orpaHuYeHHas
KaCTOMM3alus U YIpolleHHas 00eBas cucTema, Iioxoil 6alaHc v CIUMIIKOM MPpOoCTast
peanu3anus TOCTYMHBIX 3aHATUH. BakHO Takke y4yuThIBaTh OCOOCHHOCTU LIEJIEBOM

ayIMTOPHUH U aJanTUPOBATh FeHMILIEH Mo €€ TOTPEOHOCTH.
1.2 IlocTanoBKA 3a1auu

1.2.1 Ilens mpoekTa

B pamkax mumioMHOro mpoekra paspabarbiBaerca «CHUMYISTOpPa CEIbCKOTO
XO3MCTBA C AIIEMEHTaMu POJIeBOM Urpb» ¢ pabounMm Ha3BaHueM «The little story».

1.2.2 ®yHKIIMOHAT UTPHI

Urpa npeacrasisieT coboit cuMmynaTop >ku3nu ¢ snementamu RPG, B kotopom
UTPOK YIPaBIseT TEPCOHAXKEM, IMOMABIINM B HEW3BEAaHHBIM Mup. B penusHoii
BEpPCUHM JOJHKHBI OBITh PEaTU30BaHbl CIEIYIONINE OCHOBHBIC (DYHKIIMOHAIbHBIC
BO3MOKHOCTH:

— dbepmepcTBO (6a30Bas peanu3aiysi) — BhIpalliBaHUE OJHOTO-BYX BUIOB
KYIBTYD,

- no0bua pecypcoB (ympoIleHHasl peanu3aius) — cOop pyasl B OJHOU
[IaXTe ¢ OTPaHUYEHHBIM KOJIMYECTBOM YpPOBHEH;

— O6oeBast cuctema (0Oa3oBas peanu3anusi) — CPAKEHUS C OMHUM-IBYMS
BUJAMH MOHCTPOB C HCIOJBb30BaHUEM OJHOr0 Tuma opyxus. [Ipokauka OoeBBIX
HABBIKOB OTCYTCTBYET WJIM CUJIBHO YIPOIIEHA;

— npokauka ImepcoHaxa (0a3oBasi) — MOBBIICEHHE YPOBHS UIPOKA,
MOJTyYeHUE HECKOJIIBKIX 0a30BBIX HABBIKOB,;

— COLMAJIBHOE B3aUMO/JICHICTBHE (6azoBoe) — B3aUMO/JICVICTBHE

¢ HeckoabkuMu NPC;
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MHBEHTAph — CUCTEMA YIIPABJIEHUS PEIMETAMMU;

Maru4eckue CIoCOOHOCTH — MCITOJIb30BaHNE 0a30BBIX 3aKIIMHAHUMT;

MYJIBTUILIEEP — BO3MOKHOCTB UI'PHI I10 JIOKAJIbHOMN CETH.

Ha pucynke 6 n3o0paxkeHa quarpaMMa MCIOJIb30BAHMS MPUIIOKEHUS UTPOKOM.

Mcnonb3oBaHue
WHBEHTapA

MepeBUMEHWE
nepcoHama

B3aMMOfelcTBHE C
OKDYHEHHUEM

dhepMepcTBO0 === ===

Actor

npoKa4dka
nepcoHaxXa

L]

L]

i

’

oo e
'

'

I

'

nofblYa PECYPCOB = === = = f

1

1

1

MccnepoBanmne N _ _ _ ] 1
MMUpa

Pucynok 6 — Jluarpamma BapuaHTOB UCIIOJIb30BaHUS TPUIIOKEHUS

1.2.3 TpeboBanus k anmaparHoMy 00€CIeYeHHUIO

MunuManbsHble TpeOOBaHUS K almapaTHOMY 00€CTICUCHHUIO:

oneparorHas cucrema: Windows 10;

nporeccop: Intel Core i3 3-ro mokoJeHHS;

oneparuBHas namsth: 2 I'b;

Buneokapra: intel HD Graphics 5500;

mecto Ha nucke: 1 I'b.
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Pexomenayembie TpeOOBaHUS K anmapaTHOMY 00€CIIEUeHHUIO:
—  omnepauuoHHas cuctema: Windows 10;

—  npoueccop: Intel Core 15 3-ro nokonenus;

— onepatuBHas namsth: 4 I'b;

—  Bugneokapra: NVIDIA GeForce GT 1030;

—  Mecto Ha aucke: 1 I'b.

1.2.4 IacTpyMEHTHI pa3pabOTKH
WHCTpYMEHTHI, HCTIONB30BaHHBIC TIPH pa3padoTKe:
- urpoBoit nBmxok: Unity;

- A3bIK porpamMmupoBanusi: C#;

- rpaduueckuit penakrop: Aseprite;

- penaxTop 3Byka: Reaper;

- cucTeMa KoHTpouis Bepeuit: Git.
1.3 Bb100Op TeXHOJIOTHIl U HHCTPYMEHTOB Pa3padoTKu

B Ortom mompasznene OyayT ONMMcaHbl TEXHOJOTUHM M CPENCTBa pa3pabOTKH,
BBIOpaHHBIC JIJIsI Pa3pabOTKHU.

Crmcok BEIOpaHHBIX TEXHOJIOTHH U CPEACTB Pa3padOTKU:

- Unity;

- C#,;

- Visual studio 22;

- Aseprite;

- Mirror;

- DoTween.

1.3.1 UrpoBoi1 1BUXKOK

Ha manHbIii MOMEHT 1S CO3JJaHUSI UTP MCTIONB3YIOTCS 3 CaMbIX MOMYISPHBIX
UTPOBBIX JIBMIKKA:

— Unity;

— Unreal Engine 5;

aucm
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—  Godot.

Unreal Engine 5 — 3T0 MOIIHBIA HMIrpoBOM NBHXKOK, pa3pabortanHblii Epic
Games, KOTOPBIM MIUPOKO KCIONB3YETCs ISl CO3/IaHUs BBICOKOKAYeCTBEHHBIX 3D-
UTp, BUPTYaAJIbHOW PEaTbHOCTU U KMHEeMarorpaguiyeckux mpoekroB. OH oTinyaeTcs
nepeoBbIMU TEXHOJIIOTUSIMHU, TAKUMH Kak Lumen Jisi TMHAMUYECKOTO OCBEILICHUS U
Nanite gns neranusupoBaHHoM reomerpuu. Unreal Engine 5 mnonpnepxkuBaer
BU3YyaJbHOE MporpaMmupoBaHue uepe3 Blueprint, 4To nenaeT ero JTOCTYNMHBIM ISt
pa3paboTYMKOB pa3HOro ypoBHsA. OnHAKO OH TpeOyeT 3HAYUTENbHBIX PECYpPCOB U
MOXKET OBITh CIIOKHBIM JIJI1 HOBUYKOB. Tak ke, W3-3a OpHUEHTUpOBaHHOCTU Ha 3D
MPOEKTHI, HHCTPYMEHTAapUil JJist co3aanus 2D-urp y Hero oueHb OrpaHUyEH.

Godot — 310 NErKMi W OTKPBITHI WMIPOBOW JBUYKOK, KOTOPBIM HJI€aIBHO
NOAXOAUT It MpocThix 2D-urp m Hebompimux 3D-npoektoB. OH oTIHYaeTcs
npocThiM HHTEp(deiicoMm u BCTpoeHHBIM s3bIkoM GDScript, KOTOpHIM TMOXOXK Ha
Python. Godot He TpeGyet MoriHOrO 0060pynOoBaHus U noajaepxkuaet C# u C++, HO
y HEr0 MEHbIIIE BO3MOXKHOCTEH AJI CO3/IaHus CIIOKHBIX UTp Mo cpaBHeHuto ¢ Unreal
Engine 5 u Unity.

Unity — 3T0 yHHBEpCaJbHBIH HUTIPOBOW JBIKOK, KOTOPBIM TOAXOAUT JIS
paspabotku 2D u 3D-urp, MOOMIBHBIX MPUIIOKECHHM, a Takke VR/AR-mpoexTos.
Unity u3BecTeH CBOEH MPOCTOTON U THOKOCTHIO, YTO JENIAET €r0 MOMY/ISIPHBIM CPEIH
UHAU-Pa3padOTYUKOB M KPYMHBIX CcTyauid. JIBWKOK wucnonb3yer s3bik C#H U
npejjaraeT MHOXECTBO TOTOBBIX aCCETOB U MHCTPYMEHTOB, HO €ro rpaduka ycTymnaer
Unreal Engine 5, a mpou3BOIUTENBHOCTh B CIOXKHBIX 3D-mpoekrax MOXKeT OBITh
HecTaOuiIbHOM. HecMoTps Ha 3TO, NBHIKOK MMEET OYEHBb YOOHBI MHCTPYMEHTApUM
JUIS co3anne 6onmpmux 2D-urp.

[Tonmyuaercsi, uro Unreal Engine 5 ve mogxonut st coznanus 2D-urp, Godot
HE MNPUCHOCOOJTEH JJIsl CO3JaHMS CIOXKHBIX IMPOEKTOB, a unity MMeeT OOJbIIYIO
OMOIMOTEKY TOTOBBIX AaCCETOB, a TaK)Xe YMOOHBIM BCTPOCHHBIA (DYHKITMOHAN ISt

co3faHus 6oabux 2D TpoeKToB, MO3TOMY UMEHHO OH ObLI BHIOpaH 1Jid pa3padoTKHu.
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1.3.2 A3bIk IpOorpaMMupOBaHUS

Unity no3Bonst nucate Ha C# u JavaScript, HO OonbmmMii (yHKIUMOHANT
noctyneH umeHHo Ha C#. IloMuMO 3TOro, 3T0 OuY€Hb YHAOOHBIM OOBEKTHO-
OPUEHTUPOBAHHBIN S3BIK MPOTPAMMHUPOBAHUS, KOTOPBIA MO3BOISIET OBICTPO MUCATH
XOPOIIIO YUTAEMBIN KO, YTO YIYUIIUT JOJATOCPOUHYIO MOAJACPKKY mpoekTa. [loaTomy
nMeHHo C# ObLT BEIOpaH 1JIS pa3pabOTKH.

1.3.3 Cpena pazpaboTku

Tak Kak SI3bIK TPOTPAMMHUPOBAHUS M JIBUKOK YK€ BBIOpaHbl, a UMeHHO C# U
Unity. B m1anHO#1 cuTyalinu B Ka4eCTBE Cpeabl pa3paOO0TKU MOAXOAUT OAWH BapHAHT U
sto Visual Studio. beina BeiOpana Bepcus 2022 roja, Tak Kak JUYHO JJII MEHS 3TO
HanOolee ynoOHasi BEpCcHs, HO B IIEJIOM JUIsl pa3pa0OTKU JAHHOTO MPOEKTa MOXKHO
B3SITh JII0OYy10 Bepcuto ctapiie Visual Studio 2019.

1.3.4 I'paduueckuii pegakTop

Tak KaKk JaHHBIA MPOEKT MPECTABISIET U3 cedst 2D-urpy B MUKCETHHOM CTHIIE,
TO W PEIAKTOp MOJKEH MOJAEP>KHMBATh pabOTy C PacTPOBBIMU H300PAKEHUSIMH C
BO3MOKHOCTBIO 9KCTIOPTa B png.

Ha panHBIi MOMEHT CYyIIECTBYET MHOXECTBO TMOJOOHBIN pPEIaKkTOpOB,
Hanpumep Adobe photoshop, krita, SPT u tak nanee. Ho y 6oipmmHCTBa TOJOOHBIX
PENAKTOPOB €CTh OJMH MUHYC, OHU 3aTOUYEHBI ITO/I CO3/IaHUE N300paKeHUS C OOJIBITUM
pasperieHueM U CO3/aHHE MHUKCEIbHBIX CIApalTOB B HUX MOXET OBITH TPYIHBIM.
[ToaTOMY MBI CTpa3zy MX MCKJIIOYaeM M pacCMaTpHUBAEM TOJIBKO BapUAHTHI, KOTOPHIC
3aTOYE€Hbl IMEHHO IO/ CO3/[aHKEe MUKCEIb apTOB.

Pixelorama — mporpamMma C OTKPBITBIM HCXOMHBIM KOAOM, OecruiatHas
Y C TIOTHBIM JTOCTYIIOM KO BCeM OOHOBJIEHHUSIM. YI00HO, 4TO y HE€ ecTh BeO-Bepcus,
KOTOPYIO MOXKHO 3aITyCTHTh MPSIMO B Opay3epe 0e3 ckaunBanus Ha [1K. B Heit MoxxHO
pHUCOBATh TIPSIMO BO BPEMS MMPOUTPHIBAHUSI aHUMAIUH, CO3/IaBaTh WCATbHBIC JTHHUH
B CIICI[MAJIBHOM ~ PEKUME, IOJIb30BaThCSl  MPENIYCTAHOBICHHBIMH  LIBETOBBIMU
MaJTUTPaMH B pa3IndHbIME 3 dekramu 00padoTKy.

Pyxel Edit — B mepByt0 ouepeib 3TO XOPOIIHl peJaKTOP TaJIOB, BMECTE C 3TUM

crocoOHbIM Ha co3nanHue anumanuii. Pyxel Edit mo3Bomnsier pegakTupoBaTh TaIbI
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Cpa3y B TOTOBOW KapTHHKE M CMOTPETh, KaK OHHM pabOTaT BMECTe. A mocie —
OKCITOPTUPOBATH TAHJICET U TPY3HUTh €TI0 MPSIMHUKOM B TIPOSKT, YTO OYCHB ITOJIC3HO TTPHU
pa3paboTKe UTPHI C TOBTOPSIOIITUMHUCS MTAaTTEPHAMH B OKPY>KCHHUHU.

Aseprite — peakTop XOpOIIO MOAXOAUT KakK /sl Mpo(eCCUOHANIOB, TaK U s
HAUYMHAOIINUX: OH JOBOJBHO TIOHSATHBI W BIOOABOK TOIY/ISPHBIA, 1O HEMY €CTh
HEMaJI0 YpPOKOB B cBOOOIHOM gocTymne. Emé Aseprite MOXKHO MOJY4YUTh O€CIIaTHO,
€CIM CKOMIIIJIMPOBATh MPOTpaMMy W3 OTKPBITOTO HCXOMHOTO Koma. Ilo oTmensHO
B3SITBIM 0COOEHHOCTSIM He npeBocxonut Pixelorama u Pyxel Edit, Ho umeeT cpasy Bce
3TH OCOOCHHOCTH M HE YCTYIIaeT B HUX KOHKYPEHTaM.

[To utory, Aseprite mMmeer HauOoyiee OOMIMPHBIA (HYHKIIMOHAT, MHOMXKECTBO
BUJICOYPOKOB M BO3MOXHOCTB MOJIYYHTh MMPOTpaMMy O€CITJIaTHO, TIO3TOMY B Ka4eCTBE
rpadudeckoro penakropa ObUT BEIOpaH HIMEHHO OH.

1.3.5 BbIOOp IONOIHUTENIBHBIX aCCETOB

Kak roBopuiioch BeIIIe, unity o4eHb THOKUI JBUKOK, KOTOPBIN, B COUCTAHUHU C
C#, no3Bosisger Hanucarb 2D-urpy 1000 CI0KHOCTH, HO, JUIsl YCKOPEHHS Ipoliecca
pa3paboTKu, OBUTM MOJKIIIOYEHBI 1Ba HAOOpa TOTOBBIX ACCETOB, & UMEHHO Mirror u
DoTween.

Mirror — 3TO BBICOKOYpPOBHEBas ceTeBas OMONIMOTEKa, CO3JMaHHAs IS
yIpoIIeHus: pa3paboTku MynbrumieepHsix urp B Unity. Ona sBrisercs (opkom
ctapoit cuctembl UNET, HO ¢ yinyurieHHOM MpON3BOAUTENbHOCTHIO, CTAOUIEHOCTHIO
U yIOOCTBOM.

KiroueBbie 0COOEHHOCTH:

—  TOIJEPKKA KIIMEHT-CEPBEPHON apXUTEKTYPHI;

—  BCTPOCHHBIE KOMIIOHEHTHI [JiIi CHUHXPOHHU3AIMH HUTPOBBIX OOBEKTOB
(mampumep, NetworkTransform, NetworkManager);

—  TUOKOCTh: MOXHO HCITOJIb30BaTh KaK JUIS MPOCTHIX, TaK U JUISI CIIOKHBIX
CETEBBIX MMPOCKTOB.

[TpeumymectBa Mirror:

—  mpocrtota B ocBoeHuH (1o cpaBHeHuto ¢ unctod UNET);
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—  OTKPBITBHIA UCXOIHBIN KO U AKTUBHOE COOOILECTBO;

—  TMOJAXOIUT AJIA UHJIU-Pa3pabOTYMKOB U HEOOJIBIINX CTYAHI;

—  WUTOTOBBII KOJI HE CBA3aH C CEpPBEPAMM KaKO-IMOO KOMIAHUH, YTO HAET
MIPOEKTY HE3aBUCUMOCTHU OT CTOPOHHUX KOMIIAHUH.

DoTween — 310 OubnuoTeka AJi1 aHUMallMKi ¥ TBUHUHTA (TIJIaBHOTO U3MEHEHUs
3HaueHuit) B Unity. OHa MO3BOJISIET JIETKO CO3/7]aBaTh CJOXKHBIC aHUMAIlUUd C
MHUHHUMAJLHBIM KOJIOM.

KiroueBsie ocobennoctu DoTween:

— mpocTtoe ynpasieHue anuMarusmMu yepe3 meros DoTween.To();

— noanepxka anumanuu Ul, 3D-00beKTOB, MaTeprasoB U JaKe CaMOMHCHBIX
napaMeTpoB;

—  ONTUMHU3HUPOBAHA /IS MPOU3BOIUTEILHOCTH;

— LeMouYkKH aHuMmanui (chaining) u kacToMH3alus yepe3 mapaMmerTpsl (ease,
delay, loops).

[Ipeumymecta DoTween:

— UWHTYUTHUBHO NMOHATHBINA API;

—  BBICOKasi CKOPOCTh paboTHI (110 CPABHEHUIO C CTAHJAPTHBIM aHUMATOPOM H
LeanTween);

— ITHUPOKHUC BOSMOKXHOCTH AJIAA CO3aHUS IIJIaBHBIX U CJIIOKHBIX aHHMaHHﬁ.
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2 IIpoekTupoBaHUE U Pa3padoOTKAa

2.1 Onucanue apxXuTEeKTYPbI UTPbI

OObIyHO AJ1 pa3pabOTKU HEOOJBUINX MPOEKTOB UCIONB3YETCSI apXUTEKTYpa C
OOLIMM KOHTPOJIEPOM, KOTOPBIN MOITHOCTBHIO KOHTpoaupyeT urpy. Onnako, B TLS
HY>KHO peaJin30BaTh CUMYJISLAIO )KUBOTO MHpPA, & yKa3aHHAs BBIIIE apXUTEKTypa JJIs
ATOr0 HE MOAXOAUT, BMECTO He€ OyneT MCHONb30BaThCS JELEHTPATM3UPOBAHHAS
cucTeMa KOHTPOJSA Urpbl. E€ CyTh B TOM, YTO B UI'PE HET €IMHOIO KOHTPOJUIEPA JJIs
BCEX IPOLECCOB, BMECTO 3TOT0, KaXKIbI OTHAEIBbHBIN 3JEMEHT UIPbl UMEET CBOW
COOCTBEHHBIN KOHTPOJIJIEP, KOTOPBIA HE CBA3aH C OCTAIbHBIMU. C MOMOIIBIO TaKoU
APXUTEKTYPbl MOXXHO JIOOMUTHCS TOTO, YTO BCE OJIIEMEHTHI MIPHl CTAaHOBATCS
HE3aBUCHUMBIMHU JIpyT OT Jpyra, HO MpPU ITOM MOTYT JpPyr Ha Jpyra BIIHUSTh.
Jlns nanpHe#ero yno0cTBa, 3Ta apXuTeKkTypa OyzeT uMeHoBarhbes ““Atmosphere”.

Atmosphere BkiItouaeT B ce0s1 HECKOJIBKO OCHOBHBIX OT/IETBbHBIX 3JIEMEHTOB:

—  KoHTpoiiep HeOa. OH CJeIUT 3a MOTroI0M U CMEHOU JHS ¥ HOUU;

—  KoHTpouiep npupozasl. CleauT 3a CMEHOW BPEMEHM rojla U CO3IaHHEM
IPUPOTHBIX 0OBEKTOB (JIEpeBbsi, KAMHU U TakK Jlajiee);

—  KoHTpoiiep coobiTuil. Co3maét ciryvaiiHbie COOBITHSI B MUPE.

[ToMuMO OCHOBHBIX KOHTPOJUIEPOB MHpa. Tak ke OymnyT peaau30BaHbI
KOHTPOJIJIEPHI OTACIBbHBIX 00BEKTOB (HAPUMeEp KHUTENIel Topojia, reHeparopa mnemuiep
U TaK jajee).

Tax e AJ1s1 KOpPEKTHON pabOThI UTPI HYKHBI KOHTPOJIJIEPHI, HE MOABSI3aHHBIC
K cucteme atmosphere. B 0CHOBHOM 3TO KOHTpOJIEPHI, OTBEUAIOLINE 3a YIpPABICHHUE
WUTPOKOM M KOJI, OTBEYAIOIINH 33 BU3YaJIbHYIO YaCTh UI'PHI.

N emé crour oOparuth BHUMaHHE HA MPABUIBHO pasjiesieHne cKpuntoB. Kak
MPaBUJIO, MOYTU BCE€ OOBEKTHl MMEIOT BHYTPEHHIO 4YacThb M BHU3yalbHY1O. [lis
YOPOILIEHHST pabOThl C MPOEKTOM, 3TH YacCTH JIOJKHBI OBITH pa3/ejeHbl Ha pa3HbIe
CKPHITHI, IPY 3TOM BHYTPEHHSS YaCTh HE JOJDKHA 3aBUCETh OT BHEIIIHEM.

Hcxong m3 BBIIEHANMCAHHOTO, apXUTEKTYpa UIPbI JTOKHA MPUIEPKUBATHC

CIEIYIOIIMX MPUHIIUITOB:
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— BCE OOBEKTHI HA KapTe HMEIOT COOCTBEHHBIN KOHTpPOJUIEp U HaOOp

UHTEPPENCOB IJIs CBA3U OOBEKTOB APYT C APYTOM;

— 0OBEKTHI, HE CBSI3aHHBIE C UTPOBOM KapTOM, UMEIOT CBOM KOHTPOJLIED, HE

CBsI3aHHBIN ¢ Atmosphere;

—  JIOJDKHO OBITh PEaM30BaHO pa3leiieHUE CKPUIITOB HA BHYTPEHHIOI U

BHU3YyaJIbHYIO YacCThb.

JlnarpaMMa OCHOBHBIX KJIACCOB IIPEJCTABIECHA HA PUCYHKE 7.

MonoBehavior
+ Awake()
+5tart()
+ Update()
A 4 h 4 ¥ A 4 Y
DinamicObject MapController SunController Ulbase Player

- Object: GameObject

- Map: GameObject

- sunColor: Color

- LightPower: float

- Ulobject: GameObject

+ UpdateSun()

- PM: playerMove

- PlayerCamera: camer

+Use() - Sun: Light2D
- Dinamic: GameObject]]
Item networkManager
-id: int - auntificator: networkAunt
- texture: Sprite
- MaxCount: int + StartServer()
+ StopServer()
Y Y
InventoryCell Boot

- currentCount: int

+ Switchltem(|temn)

+ OnStartServer()
+ LoadClient()

+ OnClientConnected

Pucynok 7 — UML nuarpamma KiaccoB

+ UpdateUl()
+ ChangeState()
Y Y
Ulvisual PlayerVisul

+ UpdateUIVisual()

- Parts: PlayerPart[]

+ ChangeVisual(PlayerPart)

[Ipn npaBUIBHON HACTPOUKE CUCTEM U APXUTEKTYPbI, HTPOBOU MPOLIECC

JOJIKEH UMETh CIEAYIOIUNA BU (PUCYHOK 8).
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@ Brixog W3 Wrpsl

nasHoe MeH

Hamara KHonKa
'I'IpHi:Q-E,'.‘,S-'I HATBCH

HawaTta KHONKa
"HOBaA KMrpa"

MogxnyeHre
K Wrpe

3anyck cepeepa

Y

Wrpoeoi npouecc

!

BaanmMofencTeNE BzaumopedcTane BzaumogedcTene
cul C MHPOM C MIPOKaMK
Y
PasauTue
nepcoHama

Pucynok 8 — UML nuarpamma cocTosiHui

2.2 ITonroroBka padoyeii cpeabl

[lepen naganom pa3pabOTKU HYKHO co3/1aTh IpoekT B Unity u 3arpy3uTh B

HETo BCE HY)KHbBIE MaTepralibl U ONOIMOTEKH.

peanu30BbIBaTh 2D MPOEKTH ¢ JUHAMUYECKUM OcBemeHneM. Ho B aToM mabioHe
HY>KHO ITPAaBUJIBHO PEAIIM30BATh COPTUPOBKY CI0EB s TopDown npoekra. s

ATOTO OTKPbIBAEM HACTPOUMKHU MPOEKTa U BO BKIaJike “Graphics” MeHsieM B mojie

B kauectBe mabmnona 6601 BeIOpan 2D URP. Dtot mabmon mo3Bomser

“Transparency Sort Axis” 3Hauenue Y ¢ 1 Ha0,aZcOna l.
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Cnenytouuii mar 3t1o Mirror 1 DoTween. Jlist aToro otkpeiBaeM “Package

Manager” 1 HaxX0IUM B HEM TU OUOIMOTEKH, 3aTeM HaXKMMaeM KHOMKY “import”.

[Tocne BbIMONHEHMS BBILIEONUCAHHBIX AeHcTBUM, Unity HACTPOEH U TOTOB K

pa3zpadotke TLS.

2.3 IloaroroBka cleH

Tax xak The little story 3170 MynbTUIIIIEEpHBINA TPOEKT, TO HAM OHAI00UTCS

JBE ClieHa (IJIaBHOE MEHIO U OCHOBHAsI UTPOBAas).

2.3.1 I'maBHOE MEHIO

I[JISI pcalr3anuu riaBHOro, Ha CIicHe OBLIN pasMCIICHbI HECKOJIBKO KHOIIOK,

KOTOPBIC OTBCYUAIOT 3a CO3JaHUC UT'PBI, IIOAKIOUCHNUC K UTPC U BBIXOA U3 UI'PLI

(pucynok 9). Tax xe ObLIT CO3/1aH OT/IETBbHBIA 0OBEKT C KOMITIOHEHTOM

“NetworkManager”, koTopblii OyneT o0padbarsiBaTh BCE CETEBbIE B3aUMOACHCTBUS

YKC Ha IJIaBHOM CIICHC.

i HOEGA Mrpa ¢ 3

Pucynok 9 — BHemHMi BUJl IJITaBHOTO MEHIO

Taxxe ObUT HalTMCaH CKPUIIT JJTS KQKION M3 KHOTIOK.
private NetworkManager NM;

[SerializeField] private TMP InputField ip;
void Awake ()

{

NM = GetComponent<NetworkManager> () ;
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public void CreateOnline ()

{
GameSettings.gameType = GameType.NewGame;
NM.maxConnections = 4;
NM.StartHost () ;

GameSettings.GameNetType = NetType.Host;

public void CreateSingle()

{
GameSettings.gameType = GameType.NewGame;
NM.maxConnections = 1;
NM.StartHost () ;

GameSettings.GameNetType = NetType.Singleplayer;

public void JoinServer ()

{
MainButtons.SetActive (false);
JoinButtons.SetActive (true);

}

Bce ckpuntsl, cBsizannabie ¢ 00padoTkoit Ul OymyT HamucaHbl 10 TOX0KEMY
MPUHIIUITY, TO €CTh MUIIETCS HA0Op MyOIMYHBIX METOIOB, KaXKIbIM U3 KOTOPHIX

MIPUBSI3BIBAETCS K CBOM KHOIIKE.
2.3.2 I'naBHas cueHa

[IpoGiema TIaBHOM CIIEHBI 3aKJIIOYAETCS B MOpsiAKe 3arpy3kd. OOBIYHO st
pENICHHs 3TO POOJIEMBI TOCTATOYHO CTaHAapTHBHIX MeTonoB Unity (Start m Awake),
HO TaK KakK ATOT MPOEKT MYJbTUIUIEEPHBIN, TO HYXHO 3a/aBaThb YETKUM MOPSIOK
CO3/IaHUs ¥ MHULIHAIU3AMUA 00BEKTOB. [103TOMY M3HAYaNbHO [IaBHAS CLIEHA BCeraa

IyCTasi, & BCE UTPOBbIE 0OBEKTHI CO3/1at0TCs U3 IpedhadoB.
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JUist peanu3anuy NpaBUIBHOTO MOPAJIKA 3arpy3ku Obul co3naH kiacc Boot,

KoTopble Haciexyercs or NetworkManager. DTo TO3BOJNSET TEPEOIPEICIIATh

cragaaptHeie  Metonsl  NetworkManager, Takume kak OnStartServer u

OnClientSceneChanged, 1 UMEHHO BHYTPHU 3THUX METOAOB Mbl peajiu3yeM MOPSA0K

CO3JaHMuA U MTHUIIUAJIN3allii1 00BEKTOB AJIs1 KIIMCHTAa U CEPBCpa.

Jlns xoppektHoii 3arpy3ku TheLittleStory Ob1 HanucaH cleayrONIUNA CKPUIT.

using Mirror;

using UnityEngine;

public class Boot : NetworkManager

{

MeTOon !

3arpy3kKa

public static System.Action LoadMainUI;

public static System.Action LoadWorldObjects;

/// <summary>

/// BHIIOJHAETCS NPY NOOKJIOUYEHUM KJIMEeHTAa
/// </summary>

public override void OnClientConnect ()
{

base.OnClientConnect (); // BaXHO BEH3EBATbH Oa30BHIL

// BHIIOJIHAEM HYXHBINM KOO (Hanpumep, axktuBaumsa UI,
IOaHHBIX M T. I.)
}
/// <summary>
/// BHIIOJHAETCsS Ha KJMEHTE I[I0CJIe CMEeHH CIIeHH Ha MUIPOBYIO
/// </summary>
public override void OnClientSceneChanged()
{
base.OnClientSceneChanged () ;
LoadClient () ;
}
public override void OnStartServer ()
{

Debug.Log ("Hauayo 3arpys3ku ceprBepa');
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base.OnStartServer () ;

Debug.Log ("3arpy3ka xaptH") ;

GameObject Map =
Instantiate (Resources.Load<GameObject> ("Prefabs/map")) ;

NetworkServer. Spawn (Map) ;

Debug.Log ("3arpy3ka IOMHAMUYECKMX OOBEKTOB") ;

GameObject DynamicsObjects =
Resources.Load<GameObject> ("Prefabs/DynamicsObjects") ;

GameObject DynamicsObjectsConteiner = new
GameObject ("DynamicsObjectsConteiner") ;

for (int i = 0; i <
DynamicsObjects.transform.childCount; i++)

{

GameObject NewObject =
Instantiate (DynamicsObjects.transform.GetChild (i) .gameObject.GetCo
mponent<TestDynamMap> () . Prefab,
DynamicsObjectsConteiner.transform) ;

NewObject.transform.position =
DynamicsObjects.transform.GetChild (i) .gameObject.transform.positio
n;

NetworkServer.Spawn (NewObject) ;

}
Debug.Log ("3arpy3ka remMKoHTpoJiepa") ;
GameObject GameController =
Instantiate (Resources.Load<GameObject> ("Prefabs/GAME CONTROLLER"))
NetworkServer.Spawn (GameController) ;

Debug.Log ("Ceprep 3arpyxen") ;

LoadClient () ;

public override void
OnServerAddPlayer (NetworkConnectionToClient conn)

{
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base.OnServerAddPlayer (conn); // Co3maér mrpoka IO
YMOJTUAHUIO
}
public void LoadClient ()
{
Debug.Log ("3Barpyska urpoka') ;
base.OnClientSceneChanged() ;

Debug.Log ("Coznmanue xameps") ;

Instantiate (Resources.Load<GameObject> ("Prefabs/MainCamera")) ;
Debug.Log ("CozmaHmue mMomenu murpokxa");
NetworkClient.connection. Send (new

AddPlayerMessage ());

//3arpyska rjaeHoro UI
Debug.Log ("Cozsmanue uHTepbemca™) ;
GameObject MainUI =

Instantiate (Resources.Load<GameObject> ("Prefabs/UI/PlayerInterface

")) ;//.GetComponent<MenuController> () .Load();
//DontDestroyOnLoad (MainUI) ;
MainUI.GetComponent<MenuController> () .Load() ;
LoadMainUI?.Invoke ()

Debug.Log ("OTkpelBETCA PelaKTop IepcoHaxa") ;

Instantiate (Resources.Load<GameObject> ("Prefabs/UI/CreateMenu"),
MenuController.singleton.mainUIcanvas.transform) ;
Debug.Log ("Urpok zarpyxeH") ;
LoadWorldObjects?.Invoke () ;

}

OH nepeonpeaeasieT OCHOBHBIE METO/bI, KOTOPBIE BBI3BIBAIOTCS MPH CO3AAHUU
[JIABHOW CIEHBI W MOJKIIOUYCHUH UTPOKA, IPU ATOM IS MHULMAINA3AIMU CIIEHBI Ha
KJIMEHTE W Ha CEPBEPE MCIOJb3YIOTCS Pa3HbIE METObI, YTO MO3BOJISIET PEAIN30BAThH

CETEBOI1 KOJ| 3arpy3KH cepBepa.
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2.4 Co31anue Urpoka

2.4.1 Bremnui Bug

Taxk kak The little story umeeT cucremy KacTOMU3aIMU MEPCOHAkKA, TO MOJETh
MepCoHa)ka pa30uTa Ha HECKOJBKO OT/AEJIbHBIX YaCTEH:

— TEJNO;

— ry1a3a;

- IIpUYECKA BEPX;

- IIpUYECKA HU3;

— XBOCT.

[Ipu 3TOM, HEKOTOPBIE OT/AEIbHBIE YaCTHU TAK)Ke Pa30UTHI ellI€ Ha J1BE

OTACJIBHBIC YaCTH JJI1 BO3SMOXHOCTHU Oonee lIeTaHBHOﬁ KaCTOMH3allMu IIBCTA. IIo aTO

e TIPUYUHE MOJIEIh BBITIOIHEHA B OesioM 1BeTe (pucyHok 10)

Pucynox 10 — ITpumep peanuzaiuu MoJeau MepcoHaxa

JIist XpaHeHus KaXI0W OTAEIbHOM YaCTH TIEpCOHaXka OB HaMKMCcaH
CIEIYIOIIMN KJ1acc.
[CreateAssetMenu (fileName = "PlayerSkin", menuName =
"PlayerPart/Player Skin")]
public class PlayerPartSkin : ScriptableObject
{
[Tooltip ("HazBaHue ckuHa"), SerializeField] private string
__skinName;
public string SkinName { get { return _skinName; } }
[Tooltip ("OcuorBHOM crnpanT ckmHa"),SerializeField] private

Sprite mainSprite;
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public Sprite MainSprite { get { return mainSprite; } }

[Tooltip ("monosHUTENBHEM chnpaiT CckuH"),SerializeField]
private Sprite secondSprite;

public Sprite SecondSprite { get { if ( secondSprite !=
null) return secondSprite; else return null; } }

[SerializeField] private AnimatorOverrideController
_skin;

public AnimatorOverrideController Skin { get { return
_skin; } }

}

OHn Hacnenyetcs ot ScriptableObject, 4To MO3BOMSIET XPAHUTH DJIEMEHTBI
MepCOHa)ka B BUJI€ KOH(PUTOB.
Tak >xe ObUT cO37aH peJakTOp NEPCOHANkA, KOTOPBIM OTKPHIBAETCS B CAMOM

Hayvajie urpsl (pucyHok 11).

Pucynox 11 — BHemHuit B perakropa nepcoHaxa

2.4.2 B3auMoaencTBue ¢ MUpOM
Tak kak WTrpoK JODKEH B3aMMONIEWCTBOBATH C MHUPOM, Oblia pa3paboTraHa

CHUCTEMa B3aMMOJEUCTBUS Urpoka U Mupa. CoCTOUT OHA U3 TPEX YaCTEeM:
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B3aMMOJICIICTBOBATh C 0OBEKTAMU B MUPE;

B3aMMOJEHUCTBOBATH C UTPOKOM;

KOTOPLIC MOT'Y BSaHMOHCﬁCTBOBaTB C UT'POKOM MJIM JPYTrUMH 00BEKTaMHU B MUpe.

CkpunT B3aMMOJIEMCTBHS UTPOKA UMEET CJIETYIOIINN KOA:
public class PlayerUse : NetworkBehaviour
{
private Transform PlayerTransform;
[SerializeField] private float MaxDistanse;
void Awake ()
{

PlayerTransform = gameObject.transform;

void Update ()
{
if (!isLocalPlayer) return;
if (Input.GetKeyDown (KeyCode.Mousel) &&
PlayerController.CanMove) Use (),

}

public void Use()
{
Vector2 MousePosition =
Camera.main.ScreenToWorldPoint (Input.mousePosition);
if (MaxDistanse - Vector2.Distance (MousePosition,
PlayerTransform.position) <= 0) return;
Collider2D Object =
Physics2D.0OverlapPoint (MousePosition) ;
UsableObject UO;
if (Object != null &&
Object.TryGetComponent<UsableObject> (out UO)) UO.Use () ;
}

— unrepdeiic aynst oO0beKTOoB B Mupe. Yepe3 HEro Urpok MOXKET

- uHTeppeiic urpoka. UYepes Hero O0OBEKTBI B MHpPE MOTYT

— CKPUIIT B3aUMOJEHUCTBUSI. ITO KOMIIOHEHT, KOTOPBIM 3a1aETC 00ObEKTaM,
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}

Ero rmaBHbBIM OTJIHYKMEM OT CKPUIITOB OCTAJIBHBIX OOBEKTOB SIBIISIETCS MPUBSI3KA
Kk NetworkManager 17151 KOppEKTHOTO CETEBOTO B3aUMOJICHCTBUS.

2.4.3 Cuctema Marn4eCcKux HaBbIKOB

Maruvyeckue HaBBIKH SIBISIIOTCS OJHOM M3 OCOOCHHOCTEW WUIphI, TaK UYTO HMX
KauECTBECHHAs pealin3allysl HapsMYIO BIUSET Ha 3aUHTEPECOBAHHOCTh UTpoKa. Jlist
TOTO YTOOBI CO3/1aTh XOPOIIU OalaHC ATOM CUCTEMbI ObLITU ClIeNIaHbl 1BA OCHOBHBIX
OTrpaHUYUBAIOIIUX (aKTOpa.

“Mana”. ¥V wurpoka ecTb HEKOTOpBIM 3amac ‘“MaHbl’ ¥ HCHOJIb30BAHUE
Maru4ecKux CroCOOHOCTEM MOCTENEHHO OMYyCTOIIAeT ATOT 3amac. DTO TO3BOJIUT
OTPAaHUYUTh BPEeMsI UCIIOJIL30BAHUSI MAarH4€CKUX CIIOCOOHOCTEH.

MakcumanbHblid  3apaa marud. Wrpok MOXET HCHOIb30BaTh HECKOJIBKO
HABBIKOB OJHOBPEMEHHO M, YTOOBI UTPOK HE MOT MCIOJB30BaTh CJIMIIKOM MHOTO
HAaBBIKOB 3a pa3, Y HETO €CTh HEKOTOPBIH 3apsi/l, KOTOPBIM TPATUTCS TMPU aKTHUBALIUU
HaBbIKA U BOCCTAHABIIUBAETCS MPU JE€AKTUBALINH.

Hiuoxke IMpCaACTaBJICHA OCHOBHasl HacCThb KOoda CUCTCMEI HABBIKOB.
[SerializeField] SpriteRenderer Magic;
[SerializeField] [SyncVar (hook =

nameof (SwtichEffect) ) Jprivate int ActiveCount;

private void Start ()
{
if (!isLocalPlayer) return;
gameObject.GetComponent<LightSkill>() .SkillActive +=
AddMagic;
gameObject.GetComponent<LightSkill>() .SkillDisable +=
DeletMagic;
}

[Command]
public void AddMagic ()
{

ActiveCount++;
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[Command]
public void DeletMagic ()
{

|
=
~e

int NewValue = ActiveCount

if (NewValue < 0) NewValue = 0;

ActiveCount = NewValue;

public void SwtichEffect (int 0ld, int New)

{
if (ActiveCount > 0)

{

Magic.color = new Color (Magic.color.r,
Magic.color.g, Magic.color.b, 1);

}

else Magic.color = new Color (Magic.color.r,
Magic.color.g, Magic.color.b, 0);

}

Ona oTBeyaeT 3a aKTUBALIMIO U ICAKTUBAIIMIO HABBIKOB, 00Pa0OTKY CETEBbIX
B3aUMOJICCTBUN U BU3yaTbHBIC 3 (DEKTHI.

2.4.4 Yupagsnenue

Ha npoTskennn Bceit Urpbl UTPOK OyAET MEePEKITI0UaThCs MKy HECKOJIIBKUMU
COCTOSTHUSIMA MW JUIsl yAOOCTBa peanu3alii TEKYIIUX COCTOSHUN U IOOaBICHHS
HOBBIX, CHCTE€Ma YIMpaBlIcHUs Obla peajn3oBaHa B BHJIC MAIIMHBI COCTOSHUH, B
KOTOpOHM YCJIIOBHEM Tepexojla M3 OJHOTO COCTOSHUS B JIPYroe€ SIBISICTCS Ha)KaTHe

KHOIIOK Ha KJIaBUaType (pUCyHOK 12).
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Pucynok 12 — I'paduueckoe npeacraBieHue COCTOSHUN UTPOKa
2.5 I'padguka

Unity o ymom4anuto umeer xopomuii URP st o0pabotku nukcensHOM 2D
rpaduKu, HO JJIA KOPPEKTHOM pabOThI CBeTa, BCE OOBEKTaM, KOTOPhIE HMEIOT
rpaduyeckoe OToOpakeHHE B MHUpE, HY)KHO 3aJaTh Marepuaj, B KOTOpOM OymyT
OTHMCaHbI CBOMCTBA, HEOOXOAUMBIE J1sl 00paboTku cBeTa. /{71 aToro coznaém Material
U 3amaéM eMy CBOMCTBa, ykasaHHble Ha pucyHke 13. Ilocne uero mpukperuisiem
Marepuaj K ClpaTy oObeKTa.

: t Edit...

Shader Universal Render Pipeline/ ite-Lit-Default -

From Shader = 3

Enable GPU In: 1cing
Double Sided Global llumination

pucyHok 13 — Hactpoiiku marepualia CripaiToB
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DTUX HACTPOECK JI0CTATOUHO, YTOOBI C/IeNIaTh MPUITHYIO rpaduKy (pucyHokK 14).

Pucynok 14 — Kaap u3 urpsl

2.6 Iloab3oBaTeabckuil nHTEPdeiic

JIro60ii cymiecTByronMid OOBEKT Ha CIIEHE, HE3aBUCUM OT JPYTHX OOBEKTOB U
MOKET UMETh CBOM MHTEPdElC U YHUKATBHBIN CKPUIT 00paboTKH 3TOTO HHTEpdeiica,
HO y MHOTHX U3 HUX €CTh NOXOXHe (PyHKUUU (HAmpuMep, OTKPBITh, 3aKPHITh H
OOHOBHUTBH), & TAKIKE BCE UX HYKHO KOHTPOJIHMPOBATH, YTOOBI UTPOK HE MOT OTKPHIThH
CJTMIIIKOM MHOTO HHTEP(EHCOoB.

Jlns penreHus: 3ToM MpoOJieMbl ObUT peaii30BaH KOHTPOJLIEP MHTEP(EHCOB,
KOTOPBIi COCTOMT U3 CaMOro KOHTpojuiepa u 0a30BOTO KJacca, KOTOPOTO
Hacienyrrcs Bce Ul aiieMeHThI Ha clieHe.

Hwxe mnpencraBimen kox 0a30BOro kKijacca JJIEMEHTOB — HHTepdeiica.
public class StandartUI : UIbase

{
[SerializeField] private GameObject UIobject;
public GameObject pUIobject { get { return UlIobject; } 1}

private void Start()
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if (UIobject == null) UlIobject gameObject;

true, bool IsDestroy

public void OpenUI (bool EscListen

= false)

MenuController.Regist (this, EscListen, IsDestroy);

}

public override bool Open ()

{
UIobject.SetActive (true);

return true;

public void CloseUI ()
{

MenuController.Close (this) ;

public override void Close()

{
UIobject.SetActive (false);

}

OH peanusyeT Bce HEOOXOMUMBIC METOBI JIJIsT CTAOMIIBHO PaOOTHI

uHTepdeiica.
2.7 YnpasieHue 3ByKaMu

Unity mo3BoisieT co3/aBaTh MCTOYHHMKH 3BYKa, HO JUIS TPAMOTHOTO CayHJI-
JIW3aliHa UTPbl HY)KHO CJEJIaTh HOPMAJIBHYIO CHCTEMY BOCHPOU3BENCHUS 3BYKOB.

Takas cuctema A0JIDKHA pCIIarb JABC HpO6J'IeMBI.
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}

UHTEPPENCOB).

TUIIOB UCTOYHHMKOB 3BYKa (HarpuMmep, 3ByKu UHTep(deiica, MOoroasl U Tak Jajee).

IIPUBENEH HUXKE.

public class GlobalAudio : MonoBehaviour

public static AudioSource Source;

[SerializeField] private bool General;

private void Start()
{

if (General) Source = GetComponent<AudioSource>();

public static void Play (AudioClip Clip)
{
if (Source == null) return;
Source.pitch = 1;

Source.PlayOneShot (Clip) ;

public static void PlayRand (AudioClip Clip)

{
if (Source == null) return;
Source.pitch = Random.Range (0.85f, 1.15f);
Source.PlayOneShot (Clip) ;

BO-HepBBIX, BO3MOXHOCTb BOCIIPOM3BCACHUA OAMHOYHBIX 3BYKOB, YTOOBI HE

MPUXOJUIOCH KPEMUTh UCTOUYHHUK 3BYKa K KaXJA0My 00bEKTY (0COOEHHO 3TO KacaeTcs

Bo-BTOpBIX, 10/15KHA OBITH BO3MOXHOCTH KOHTPOJIMPOBATH TPOMKOCTb Pa3HbIX

Jlns perenus nepBeiit mpoOaeMbl Obut HanucaH kiace GlobalAudio, koTopbrit

Ero CYTb 3aKJIIO4acTCsa B TOM, YTO MOKHO BI)I6paTI> OINH [NIABHBIA MCTOYHHK

3BYKa W BOCIIPOM3BOJHUTHL ayJHO3aIlIMCHU 4YCPC3 HCIO B JIFOOOM APYIroM CKPHUIITC H
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00BEKTE, JaKe €CIU Ha caMOM OOBEKTE HET UCTOYHMKA 3ByKa. Tak ke B HEM €CTb
¢byukuus PlayRand(), xoTopasi mo3BosisieT BOCIPOU3BOAUTH 3BYKH CO CIyYalHBIM
MUTYEM, YTO PA3HOOOPA3UT 3BYKOBOE COMPOBOXK/ICHUE.

Jlns1 pemienust Bropoit mpo0sembl Obut cosnan ckpunt LinkToVolume, koTopsbrit

IIPUBENEH HUXKE:
public class LinkToVolume : MonoBehaviour
{
[SerializeField] private bool Global, Music, Radio,
Effects, Nature, Interface;
[SerializeField] private float[] AddFloats;
[SerializeField] private Slider[] AddSlider;

[SerializeField] private AudioSource Source;

void Start ()
{
if (Source ==
null)gameObject.TryGetComponent<AudioSource> (out Source) ;
if (Source != null)
{
if (Global) VolumeSettings.IsChangeGlobalVolume
+= ChangeVolume;
if (Music) VolumeSettings.IsChangeMusicVolume +=
ChangeVolume;
if (Radio) VolumeSettings.IsChangeRadioVolume +=
ChangeVolume;
if (Effects) VolumeSettings.IsChangeEffectsVolume
+= ChangeVolume;
if (Nature) VolumeSettings.IsChangeNatureVolume
+= ChangeVolume;
if (Interface)
VolumeSettings.IsChangeInterfaceVolume += ChangeVolume;

ChangeVolume () ;

aucm
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private void OnDestroy ()

{

if (Source != null)

{
if (Global) VolumeSettings.IsChangeGlobalVolume -

= ChangeVolume;

if (Music) VolumeSettings.IsChangeMusicVolume -=
ChangeVolume;

if (Radio) VolumeSettings.IsChangeRadioVolume -=
ChangeVolume;

if (Effects) VolumeSettings.IsChangeEffectsVolume
—-= ChangeVolume;

if (Nature) VolumeSettings.IsChangeNatureVolume -
= ChangeVolume;

if (Interface)
VolumeSettings.IsChangeInterfaceVolume -= ChangeVolume;

}
}
public void ChangeVolume ()
{
float NewVolume = 1;
if (Global) NewVolume *=
VolumeSettings.GetGlobalVolume () ;
if (Music) NewVolume *=
VolumeSettings.GetMusicVolume () ;
if (Radio) NewVolume *=
VolumeSettings.GetRadioVolume () ;
if (Effects) NewVolume *=
VolumeSettings.GetEffectsVolume () ;
if (Nature) NewVolume *=
VolumeSettings.GetNatureVolume () ;
if (Interface) NewVolume *=
VolumeSettings.GetInterfaceVolume () ;
if (AddFloats.Length != 0) foreach (float New in
AddFloats) NewVolume *= New;
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if (AddSlider.Length != 0) foreach (Slider New in
AddSlider) NewVolume *= New.value;

Source.volume = NewVolume;

}
[To cyTH, 5TOT KOMIOHEHT MPHBS3HIBAET MCTOYHHUK 3BYyKa K TEPEMEHHBIM B
kiacce VolumeSettings, KOTOpblE MOKHO MEHSTh B JAPYTUX CKPUITAX, HAIPUMEDP B

CKpHUITE HACTPOECK 3BYKa.
2.8 UuBeHTapnb

EcTh 1Ba OCHOBHBIX MOJAX0/A K CO3/JAaHUI0 MHBEHTAPSI.
B nepBom noaxoze, Bce sUCMKA MHBEHTAPS XPaHATCS B BUJIE€ MacCHUBa B paMKax
onHoro kinacca. OH MOAXOOMT MJIsI UTP, B KOTOPBIX HMHBEHTAped Majao, U OHHU

CTaTUYHBI.

BTopoii moaxon cCOCTOMT B MPUBSI3KK CKPUIITA OAHOM SUYCHKH K OOBEKTY Ha
CLIEHE, KOTOPBIH SIBISETCS 3TOM caMoi siueiikoid. OH CJI0’KHEE B pealinu3alyu, HO MpU
ATOM MO3BOJIAET JIETKO CO37aBaTh TMHAMUYECKUE MHBEHTAPH B JIIOOOM KOJUYECTBE.

Tax xak B TLS mmanupyercs A00aBUTH OOJBIIOE KOJIUYECTBO OOBEKTOB,
MHOTHE W3 KOTOPBIX MOTYT COJAEpXaThb CBOM MHBEHTaph, TO OBLI BBHIOpAH BTOPOU

BapuaHT. /|15 ero peanuzaruu ObUT HarmMcaH 6a30BbIN KJIACC UTPOBOTO IIPEIMETA!
[System.Serializable]

public class Item

{
[SerializeField] private int id;
public int id
{ get { return id; } }
[SerializeField] private string itemName;
public string itemName

{ get { return itemName; } }

[SerializeField] private string description;
public string description

{ get { return description; } }

aucm

rry 1.090301.05 001113

nsm | /luem | Ne dokym. | Moonuce | Aama

40




[SerializeField] private Sprite itemIcon;
public Sprite itemIcon

{ get { return itemIcon; } }

[SerializeField] private ItemType itemType;
public ItemType itemType
{ get { return itemType; } }

[SerializeField] private int coast;
public int coast

{ get { return coast; } }

[SerializeField] private Quality quality;
public Quality quality

{ get { return quality; } set { quality = value;
[SerializeField] private int maxStackCount;

public int maxStackCount

{ get { return maxStackCount; }}

//Koucryxkrop \/ \/ \/

public Item()
{

_id = -1;
_itemName = "ItemName";
_description = "ItemDescription";

_itemType = ItemType.None;
_coast = 1;
_quality = Quality.None;

_maxStackCount = 1;

}

}
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OH conepXUT BCe HEOOXOAMMBIE MOJIsI, KOTOPbIE MOTYT OBITh UCIIOIB30BaHbI B
XOJIe UTPOBOTO MpolLiecca, a TAKKE HECKOJIbKO Mojieil (Takue kak _quality), KoTopbie
MOJKHO OyJeT 3a1elCTBOBATh B CIEAYIOIINUX OOHOBICHUSIX.

Tak >xe OblT HaNMCaH CKPUIT SYEHKU NHBEHTAPA.

public void SyncCellID(int 0ld, int New)
{

_item.CopyItem (New) ;

_itemID = New;

CellUpdated?.Invoke () ;

public void SyncCellQuality(Quality 0ld, Quality New)
{

_quality = New;
CellUpdated?.Invoke ()

[Command (requiresAuthority = false) ]

public void addItemCMD (int ID, int Count, Quality
ItemQuality)

{
addItem(ID, Count, ItemQuality);

public bool addItem(int ID, int Count, Quality ItemQuality)

if (( item.id != -1 && quality != ItemQuality) ||
(_item.id != -1 && item.id != ID)) return false;

if (_itemCount == 0) item.CopyItem(ID);

if (_itemCount + 1 > item.maxStackCount) return false;

_itemCount += Count;
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_quality = ItemQuality;
CellUpdated?.Invoke ()
_itemID = ID;

return true;

[Command (requiresAuthority = true)]
public void SwitchCellCMD (InventoryCell NewCell, int Count)
{

SwitchCellRPC (NewCell, Count);

if ( itemType != ItemType.None && NewCell.item.itemType

!= itemType) return;

if (NewCell.item != item)
{
Item itemBuf = item;
int itemCountBuff = itemCount;

_item = NewCell. item;
_itemCount = NewCell. itemCount;
NewCell. item = itemBuf;

NewCell. itemCount = itemCountBuff;

CellUpdated?.Invoke();
}

B HéM peanuzoBaHbl Bce 0a30BbIe METOIBI JJISI B3AMMOICHCTBHS C HUMH.

2.9 Urposasi 1okanust

st yckopenus mporiecca cOOpKM Mupa, ObIT BbIOpaH TUIMTOYHBIA METOJ
coopku. Ero cyTh 3akimrouaercs B TOM, YTO BECh MHP COOMpAETCS U3 ONPEaeIEHHOTO
Habopa MIUTOK.

JI1s1 peanu3aniviv JaHHOTO METOJA B Unity €CTh BCTPOECHHBI HHCTPYMEHTAPHUH.
YT10o0BI €ro MCIOJIb30BaTh, JOCTATOYHO co31arh 2D 00bekT ¢ kommoHeHToM Grid u

coOpaTh NaNuTpy MIIUTOK U3 3apaHee 3arpyKEHHbIX CIIPANTOB.

aucm
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Jlns Texkyuiel Bepcuu Urpbl Oblia coOpaHa HeOObIIas KapTa, BKIIOYAIONIas B

ce0s 1Be JIOKaluu, a MUMEHHO OCHOBHOM MUp (pUCYHOK 15) u nemepa (pucyHok 16)

Pucynox 15 — IlepBast urpoBasi Jokaius

Pucynok 16 — Bropast urpoBast tokauus
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2.10 Myastuiuieep

Jlns peanuzanvl  KIMEHT-CEPBEPHBIX B3aUMOJIEUCTBUN, B MPOEKT Oblia
uMIopTupoBana 6ubnuorexa Mirror. OHa no0aBisieT Habop aTpulyTOB ISl METOJOB.
B ocHoBHOM Ha moHamo0sTCs 3 arpudyTa:

— syncvar. OTOT aTpuOyT TmpuMeHsieTcs K mnepemeHHod. Eciam ona
M3MEHSIETCS Ha CepBepe, TO aBTOMATUYECKH U3MEHSIETCS M Ha KIIMEHTAaX;

— command. ITpumensiercs k metogam. Eciaum Meron ¢ 3TuM arpuOyTom
BBI3BAaTh HAa KJIMEHTE, TO BBITIOJHUTCSI OH HAa CEPBEPE;

— clientRPC. TIlpumensiercs k wMeromam. llpu BbI30Be Ha cepBepa,
MIPOM30MIET BBI30B 3TOTO METO/Ia HA BCEX KJIMEHTA.

Bce st MeTonbl MOTYT nepenaBaTh JaHHbIE (HalpuMep mapameTpbl QyHKIUS
y command u ClientRPC). Ho He Bce Tumbl JaHHBIX MOYKHO TiepeiaBarh. B epedyeHn
3aMpeTOB BXOJSAT CAMOMMCHBIC KJIACCHI, YTO YCIOXKHSET Nepeaaqdy JaHHBIX MEXITY
CEepBEPOM M KIHUEHTOM. YacTUYHO 3TO MPOOJIEMYy MOXKHO PEHIUTh C TOMOIIBIO
CTpyKTyp. Bce atu arpubyThl CIOKOWHO MOTYT MepeaBaTh CAMOIMUCHBIE CTPYKTYPHI,
HO BHYTPH HUX HE JJOJKHO OBITh THIIOB, KOTOPbIE HE TIOJACPKUBAIOT Iepeaayvy.

Command u ClientRPC no3BosiSIFOT CHHXPOHU3UPOBATH JIAHHBIE 110 XOAY UTPHI,
Opy TOJAKIIOUEHUHM KIMEHTa, €MY HYXHO CHUHXPOHU3UPOBATHCS C CEPBEPOM.
YactuuHo B 3TOM TMOMOraeT Syncvar, Tak Kak BCE€ IMOJII C 3TUM aTrpuOyToM
ABTOMATUYECKW CUHXPOHU3UPYIOTCA NPU TMOAKIIOYEHUH, HO OJHOTO Syncvar
HENOCTAaTOYHO. [[7ns TpaBUIBHON CUHXPOHU3AUMK HYKHO NPaBUJIIBHO 3aJ1aTh
MOCJIEIOBATENIbHOCTD 3arPy3KH UTPOBBIX OOBEKTOB Ha KIMEHTE U MX MOCIEAYIONIYIO
CHUHXPOHU3ALMIO Ha cepBepe. st 3Toro ucnonap3yercs ckpunt Boot, onmucaHHbIN B
nmyHKTe 2.3.2

OO0mmii MopsiAOK B3aUMOICHCTBHS KIMEHTA U CepBEpa yKa3aH Ha pucyHke 17.

aucm

rry 1.090301.05 001113

nsm | /luem | Ne dokym. | Moonuce | Aama

45




UrpoK

Wrpa

KENHeHT

WDKK Hasan
NoOENEYATRCA

CHWASHHE AERCTEWA

Hrpoxa

NOQroToBK3 Mrpkl

CUEHBI

NoEroToEKS Wrpo 2ol

y

ZENPoeC Ha NOOKHYSHKe

CEpBEER

zanpoc aaobipes

>

CTNEEEKE QaHHBIX
ONA CAHXDDOHHI LR

COQMaHHE MIEDKa

..I
]

§ 23NpoC HA COZA0aHME Mrposa

]

L

]

p

]

]

1 E!I'IFID-: Ha T HHXFIC HH3aUWK
h |
]

]

]

[]

]

]

Wrpo CozgaH

WIROK COEEpLUMA
[EACTEWE

WIEOK Hasan
OTENKMWTECH

I
-
23EOPLWEHNE NORroToRKM !
CUEHLI !
I
I
]
1
I
I
I
]
o . .
ofipafioTka peicTemi |
Wrposa »!

CHHXPOHWEELMA
C CEPEEpOM

ofpatioTka NERCTEMAR
MFpOKE Ha CEpREepe

CHHEPOHWIAUNA
OERCTEMH WIPoKOR

D T L L LR PP PP PP PP PP EEEEE EEEEE

CECCHM

2aBEQILISHAR Wr FIIZIE{II-1

"""""!'1""""""'!"'""'I""""'""I""""""'"!""'

OTENHX4HEHWE HrpoKa

[
:
v

>
i

R, AR S 4

Pucynok 17 — UML guarpamma B3auMOAEHCTBUS

U3m

Jlucm

Ne dokym.

MMoonuce

Hdama

rry 1.090301.05 001113

aucm

46




3 TeCTI/IPOBaHHe H oTJIaAKa

JInst TecTUpOBAHUSI UTPHI s 3aMyCTHJI COOPKY WUTPhl Ha JABYX KOMITBIOTEPOB,
COEIMHUB UX C TIOMOIIbIO 3MYIsiTopa JiokainbHOU cet RadminVPN. [locne 3amyctun
Ha MePBOM KOMIIBIOTEPE CEPBEP U MOAKIIOUUIICS K HEMY CO BTOPOT'O KOMITBIOTEPA.

Coopka ObuTa TPOBEPEHA HA HAJTUYHE CJICTYIOMNUX OMUOOK:

- OLIMOKU MPU CUHXPOHU3ALUN OOBEKTOB;

- BU3YaJIbHbIE Oaru;

— omuOKu paboThI OTIAEIBHBIX CUCTEM CBS3aHHBIX ¢ Atmosphere;

— omubku B padore Ul.

B pesynsrare Obut HaiifieHBl HEOOJBIIME OIIMOKA CHUHXPOHU3AIMU U
BU3YyaJbHbIEC Oaru.

BusyanbHblil Oar 3akitodacs B MOSBICHUH O€JIbIX, MEPIAIOLIUX MTOJIOC MEXKITY
TaiimamMu. OTa ommuOka Oblla HCHpaBieHA C IMOMOIIbI0 OOBEAMHEHHS CIPANWTOB
TalJIOB B OIMH OOITUN TEKCTYPHBIN aTiiac.

Ommbka CMHXpPOHM3AIMU 3aKIYaliach B OJOKMPOBKE BBI30BA (DYHKIUH C
arpubyroM [command] Ha 00BbEKTaX, KOTOPbIE HE SBISUIUCH UTPOKaMu. JlJid perieHus
ATON MpoOJIEeMBbl, TaHHBIM OOBEKTaM OBLI BBIJIAH COOTBETCTBYIOIIMI MPHUOPUTET,

KOTOPBIN IMO3BOJIMJI TIPOBOJIUTH BBI30BHI TaKUX (PYHKIHH Oe3 pobiem.
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4 be30nacHOCTD KU3HEAEATEIbHOCTH

[Ipu pa3paborke urpoBoro npuioxeHuss Ha Unity 4Ype3BbIYaiHO Ba)XHO
YUHTHIBATh MpaBuiia 0€30MACHOCTU B paboTe C MEpCOHANIbHBIM KOMIIbIOTEPOM. Huxke
IIPUBOKY OCHOBHBIE PUCKHU M PEKOMEHIALINH 10 UX YCTPAHEHUIO, KOTOPBIE OCHOBAHbI
Ha TpeboBanusax ['OCT 12.0.003-2015.

Puck yxyamenus 3peHus 1 yTOMJIEHUS [J1a3:

- JUIUTENbHAsE paboTa mepesl MOHUTOpPOM Oe3 MepepbiBa OUYeHb OBICTPO
MOKET MPUBECTHU K YCTAJIOCTH V143, @ CO BPEMEHEM K YXYIILLIEHHUIO 3pEHHUS;

- HENpPaBWIbHOE OCBEIEHHWE pabodyero Mecta U pa3ivyHble OJUKH Ha
DKpaHe, TAKKE YBEIIMUNBAIOT HAIIPS)KEHHUE Ha TU1a3a.

Pexomennanuu 115t n30eKaHUs YXyIICHUS 3pEHUS:

- HY)KHO JieJaTh NepepbIBbl Kaxable 60 MUHYT M MCIOJIb30BaTh MPABUIIO
20-20-20 (xaxnpie 20 MUHYT CMOTPETh Ha JPYrod 0ObEKT HA PACCTOSHUM 6 METPOB
Ha TipoTsbkeHnn 20 CeKyH);

- TpeOyeTcsi HAaCTPOUTh SIPKOCTh M KOHTPACT MOHMTOpA, 4TOOBI IpHU
JAHHOM OCBEILEHUH B MIOMEILIEHNU Ha 3KpaHe He ObLUIO OJIMKOB,

- MOHMUTOP IOJDKEH HaxoguTcs Ha paccrosHuu 50-70 cM or mias, a
BEPXHUI Kpall MOHUTOpa HEOOXOOUMO PACHOJIOKHUTh Ha YPOBHE M HEMHOTO HUXKE
YPOBHS I71a3.

Pucku TpaBM 1 3a06051€BaHUI OTIOPHO-ABUTATEIHHON CUCTEMBI:

- npu paboTe 3a KOMIBIOTEPOM B HEMPABUIBLHOM 1103€ MOTYT pa3BUBAaThCS
001U B CIIUHE, 11€€ U 3aISICThSIX;

- ecad Bamie pabodee Kpecio HE 3ProHOMHYHOE, 3TO  CO3JaeT
JOTIOJIHUTEIBHYIO HATPY3KYy HA MIO3BOHOYHMK U LICIHO.

Pexomennanmu it n36€kaHus TpaBM U 3a00JIEBaHUN OTIOPHO-/IBUTATEIIHHON
CUCTEMBI:

- HEOOXOIMMO UCIOJb30BaTh KpEciao, Yy KOTOPOro ecTh (PyHKUHUS
ITOJIJICPKKH ITOSICHULIBI M PETYJIMPOBAHMS BBICOTHI. Bamy CcTONBI JOKHBI IOJTHOCTHIO

CTOSITh HA TOJTY, @ KOJIEHU COTHYTHI o1 yriioM 90 rpanycos;
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- pu padboTe C KJIaBHAaTypOd M MBIIIKOW PEKOMEHIYETCS MCIOJIb30BaTh
MOJCTABKH JJIs 3aIsICTHIA.

Puck noxapa u anekrpudeckoro ynapa. UpesmepHas Harpys3ka Ha pO3ETKH,
UCIIOJIb30BaHME Kalesel, y KOTOPbIX HapylLIeHa U30JISILMOHHAs OIUIETKA MU JIF000T0
JAPYroro HEUCIPaBHOTO OOOPYIOBaHUS MOXKET MPUBECTH K BO3TOPAHHUIO PabOYero
MOMEILEHUS WU yIapy IEKTPUUYECKUM TOKOM.

UroObl CHU3UTH PUCK JAHHOM MpoOJemMbl, TNepen NOAKIIOYEHHEM
000OpyIOBaHUS K DIIEKTPUYECKOM CeTH, HEOOXOIUMO YOeIUTbCS B HCIPABHOCTHU
pPO3ETKH, MPOBEPUTH Kabelb Ha TMOBPEXKICHUE OIUIETKM M TOJBKO IOCIE 3TOrO0

MMPpUCTYNATh K MOAKIIFOUCHUTO.
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5 Crapran npoekr
5.1 LeseBas aynuropust

ITockonbKy JaHHBIM MPOEKT HE MMEET OrPaHUYECHUM IO BO3PACTY, CIOKHOIO
WM CHEeU(PUYECKOr0 UTPOBOTO MPOIECCa, TO U OXBATUTH MOXKHO HE MaJIyl0 4acTh
phlHKa Bujeo wurp. bmwkailmuii anamor, a umeHHo Stardew valley, cormacHo
opuIManbHO CTaTHUCTUKE Mara3uHa Steam, CMOI IPHBJIEYb BHUMAaHUE WUIPOKOB B
BO3pacTe oT 8 10 57 JeT, a cpeHuI BO3pacT nosib3oBaress coctaBui 23 roga. Ecnu
CMOTPETH B CTOPOHY MHTEPECOB UTPOKOB, TO OOJIBIIYIO OMyNspHOCTh Stardew valley
oOpena cpenu KazyalibHbIX urpokoB (6onee 70% monb3oBateneit). Urpokw,
npeanoynTarone oonee TpeboBaTeIbHbIE K HaBbIKaM MPOEKTHI peke oOpaliaiu
BHUMaHHE Ha 3TOT MPOEKT, HO, COTTIACHO OMpOcaM TOTo ke Steam, Jnuilb okosio 15%
BCEX UT'POKOB SIBJISIOTCS TAKUMU.

OcHoBBIBasiCh Ha TpuUBENEHHOM cratuctuke, miua TLS Obul  BeiOpan
cienyoomuil Kypc. V3HadyanpHO urpa OpUEHTHPOBAHA Ha Ka3zyaJlbHbIX WIPOKOB B
Bo3pacte oT 14 1o 30 set, npu 3ToM, OyneT 100aBIATHCSI KOHTEHT, KOTOPBIM CMOXKET
3aMHTEPECcOBaTh JIIOOUTENEH CIOXKHBIX UIp. YKe dYepe3 HEKOTOpoe Bpems,
OCHOBBIBAsICh Ha CTaTUCTHKE YK€ JJaHHOTO MpPOeKTa, POKyCc OyIeT cMelaTbes Ha Ty

ayTUTOPHIO, KOTOPYIO OOJIBITIE BCETO MPHUBIEK MPOEKT.
5.2 UCTOYHMKH 10X01a U AyTUTOPUH

B cBsa3u ¢ npoGnemaMu BbIXOAa Ha 3apyOEKHBIC IUIONIAJKH, HE IMOIYYUTCS
WCMOJIb30BaTh CTaHJAPTHYIO CXEMYy MOHETH3alMsi C €IMHOPA30BOM MOKYIKOH
MPOJyKTa, T03TOMY ObLTa BbIOpaHa crienyromas cxema. Ctapble BEpCHH ITPOCKTa
OyIyT pacmpoCTpaHAThCA OCCINIaTHO, HO CaMyH HOBYIO BEPCHIO MOXHO OyleT
MOJTYYUTh, KyIIKMB MOAMUCKY. Takas cxema 1acT UTPOKaM BO3MOXKHOCTh O3HAKOMHUTHCS
C uUrpout 0e3 JUITHUX MPOoOJIEeM, a B CBSI3KE C YaCThIMU OOHOBJICHUSIMU, TaKas cXema
MO3BOJIUT HE TOJBKO MPOAATh MPOEKT, HO M CO3/1aTh aXKHOTaXX BOKPYT mpoekra. Co

BPEMEHEM pa3Mep OOHOBJICHUI U MPOMEXYTKU MEXAY HUMU OyIyT YBEIUYMUBATHCS,

aucm

rry 1.090301.05 001113

nsm | /luem | Ne dokym. | Moonuce | Aama

50




YTO MPHUAACT JIFOIM MOTHUBAIUU TMOKYIIATh MOAMKUCKY, YTOOBI TIOTYYUTh TIOCIEIHIOO
BEPCHIO PaHBIIIE.

[TonoGHas cxema ucnosnb3oBaiack B urpe SCP 3008 u VOTV. O6a npoekra He
BBIKJIQIBIBAJINCh Ha TOMYJISIPHBIE TOPTOBBIC IUIOMIAAKA M HE 3aKylmaJd MHOTO
peKIIaMbl, HO O6Jarogapst ONMUCAHHON CXeMe CMOTIIU MOMYYUTh MaCCOBYIO H3BECTHOCTh

U MPEIaHHYIO ayAUTOPHIO.
5.3 Pucku

J1J1sl MpoeKTa TaKoTO THIIE €CTh JIBA OCHOBHBIX PUCKA.

Bo-niepBBIX, H3-3a OTCYTCTBUS HOPMAaJbHOW pEKJIaMbl, €CThb BEPOSATHOCTH HE
coOparb CTapTOBYIH) aylIMTOPHIO, KOTOpass OyleT OCHOBHBIM HCTOYHHUKOM
IPOJBMYKCHHSI HTPBL. ITO MOXKET IIPOU30MTH M3-3a HEBEPHOTO BHIOOPA IIIOMIAIOK JIJISt
TH3epa W aHOHCOB TpoekTa. YUTOObI CHHU3UTH PHCK TaKOTO WCXOAY, HYXHO
BHUMATCIIPHO M3YYUTh ayTUTOPHIO TIOMIAIKH MPEXKC, YeM HaunHaTh PaboTy ¢ HEM.
K tomy xe, mimoxo momoOpaHHas IJIONIAJKA, C HE3AMHTEPECOBAHHOM ayauTOpHEil,
MOXET HE TOJIbKO HE JlaTh CTapTa paclpoCTPaHEHHUIO IPOEKTa, HO U BbI3BATH
HETaTUBHYIO PEaKINIO Ha HETO.

Bo-BTOpHIX, BEIOOp hopMaTa nmognucku. byaeT nm 3To exemecsyHas MoANMUcKa
WM ©XKEerofHas, CKOJbKO OymeT CTOMTh W OymeT JHM JaBaTh emé Kakue-JIn0o
MPEUMYIIECTBA [IOMUMO HOBEWIIIEH BEPCUU UTPhl. YHUBEPCAIBHOTO OTBETA HA ATHU
BOTIPOCHI HET, TaK KaK BCE TAK)KE 3aBUCUT OT CTAPTOBOM ayAUTOPUH, KOTOPasi 3aBUCHUT
OT BBIOpaHHOM TIomaaku. Kak mokasana npakTuka mogo0HOro MpoeKTa ¢ mogo0HOM
cxemoit Kenshi, ciumikom BbICOKasi 11eHa OTHYTHY/ A OOJBIIYIO YacTh ayJUTOPUU U3-
3a 4ero, MOJIY4YUTh PACIPOCTPAHEHUE MPOEKT CMOT TOJBKO MOCJE BBIXO/Ia Ha Oolee
KpymHbIe TUIomanku. K ToMmy ke Ooiee MONOAYIO ayIUTOPUI0 MOXKET OTIIYTHYTh
OTCYTCTBHE JOTOJHATEIHHOTO KOHTEHTA.

[TomrmoO Bcero 3TOoro €cThb HpoOJieMa MHUPATCTBA, KOTOpPAs MOXKET CHIIBHO
CHU3UTH ITponaxku. [1ockoybKy co3aaHre HOPMAJIBHOW aHTUIIUPATCKOW 3a1IUTHI CTOUT

OTPOMHBIX JI€HET, TO AJisi OOpHOBI C MUPATCTBOM OYyAET MCIOJB30BATHCA BCE Taxke
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cxeMa OecIIaTHOrO pacHpOCTPAHEHUsSI CTapbhIX BEPCHUM, HO MOJTHOCTHIO UCKIIIOUUTD
MUPATCTBO 33a7a4a HEBBITIOJIHUMAS.

B o06miem, 115t CHUYKEHUS OCHOBHBIX PUCKOB JI€aeM CIEAYIOIINE IIIaru:

— OpaBWIbHO  NOAOMpaeM  IUIOIIAAKY Il  PACIpPOCTPAHEHHS  C
3aMHTEPECOBAHHOU AYIUTOPUEN;

- HA OCHOBE BHIOPAHHOM IJIONIAJIKU U €€ ayTUTOPUU COCTABIISIEM CUCTEMY
MOJIMKUCKHU, YTOOBI OJYYUTh MAKCUMAJIbHYIO MPUOBUIN U HE OTIIYTHYTh ayIUTOPHIO;

— JUIA CHWKEHUSI BEPOATHOCTUM IIUPATCTBA PACIPOCTPAHSIEM CTaphle

BEPCHUH UTPhI OECILIATHO.
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3akaoueHue

B pamkax BbIIYCKHON KBalM(pPUKALIMOHHON paboThl ObLIO pa3paboTaH
CUMYJISITOP CEJIbCKOTO XO3MCTBa € 3JIEMEHTAMU POJIEBOM UTPhI MIPHU KUCIIOJIb30BAHUU
UrpoBoro ABmwxkka Unity u si3bika nporpammupoBanust C#.

Pa3paborannas urpa «The little story» peann3oBaHa B COOTBETCTBUHU C
MOCTaBJICHHBIMM B Hayaje TEXHUYECKHMMHU U (YHKIUOHAIBHBIMU TPEOOBAHMSIMU.
[Tony4nnock NOCTUTHYTHh BBICOKHI YpOBEHb MPOU3BOJUTEIBHOCTH, pa3HOOOpa3ue
reimIuiess 1 BO3SMOXHOCTh KOOTIEPATUBHOTO MTPOXOKICHUS.

HUcnonb3zoBanne URP  mo3Bommiio  peann3oBarb  KpacuBylO U HeE
TpeOOBaTEIbHYIO TpaduKy.

Hcnonb3oBanre Mirror mo3BOJIMIIO peain30BaTh BOZMOKHOCTU TIPOXOXKICHUS
UTPHI B KOOTIEpaTuBe 710 4 4eJI0OBEK, HEe UCKIII0Yasi BOBMOXKHOCTU OJITMHOYHOMN UTPHI.

B nanbHeiiiieM MOXXHO BBUIOKHTH UTPY Ha IUIATPOPMBI U MPOJOJIKUTH €€
HOAACPHKKY.

[TocTostHHO N00ABNATH HOBBI KOHTEHT:

- pacIIMpeHne UTPOBOM KapThl;

- N00aBIE€HNE HOBBIX NEPCOHAXKEH C YHHUKAJIbHBIMU CHOKETHBIMU
JIMHUSIMU;

- 100aBUTH OOJIBIIIETO pa3HOOOPaA3Hs sl Pa3BUTHS TIEPCOHAXKA,

- IIO6aBJ'IeHI/Ie HOBBIX MCXAHHK U YIYUYIICHUC UMCIOIIUXCA.
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Hpuiaoxkenue A.1 — UML — nuarpamma BapMaHTOB MCII0JIb30BAHUSA
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Ipuioxenue A.2 — UML — nuarpaMmma KJIaccoB

MonoBehavior
+ Awake()
+Start()
+ Update()
Y y Y Y Y
DinamicObject MapController SunController Ulbase Player
- Object: GameObject - Map: GameObject - sunColor: Color - Ulobject: GameObject - PM: playerMove
+Use() - Sun: Light2D - LightPower: float + UpdateUI() - PlayerCamera: camer
- Dinamic: GameObject(] + UpdateSun() + ChangeState()
A Y
Item networkManager Ulvisual PlayerVisul
-id: it - auntificator: networkAunt + UpdateUIVisual() - Parts: PlayerPart{]

- texture: Sprite
- MaxCount: int

+ StantServer()

+ StopServer()

Y l
InventoryCell Boot

- currentCount: int

+ Switchltem(ltem)

+ OnStantServer()
+ LoadClient()

+ OnClientConnected

+ ChangeVisual(PlayerPart)
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Ipuioxenue A.3 — UML — nuarpamMmma coCTOSTHUI
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puiaoxkenue A.4 — UML — nuarpamma B3anmMoaeiicTBUSA
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®daiin “Boot.cs”

using System.Collections;

using Mirror;

using UnityEngine;

public class Boot : NetworkManager

{

MeTOon !

3arpy3Ka

public static System.Action LoadMainUI;

public static System.Action LoadWorldObjects;

/// <summary>

/// BHIIOJHSAETCS NPY NOOKJIOUYEHUM KJIMEeHTAa
/// </summary>

public override void OnClientConnect ()

{

base.OnClientConnect (); // BaXHO BEH3EBATbH Oa30BHIL

// BHIIOJIHAEM HYXHBINM KOO (Hanpumep, aktuBaums UI,

IOaHHBIX M T. I.)

}

/// <summary>
/// BHIIOJHAETCsS Ha KJMEHTE I[I0CJIe CMEeHHl CIIeHH Ha MIPOBYIO
/// </summary>
public override void OnClientSceneChanged()
{
base.OnClientSceneChanged () ;
LoadClient () ;

/// <summary>
/// BHIIOJHAETCH NpPM 3allyCke cepeBepa

/// </summary>
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public override void OnStartServer ()
{
Debug.Log ("Hauano 3arpys3ku cepsepa");
base.OnStartServer () ;
Debug.Log ("3Barpyska xaptTe") ;
GameObject Map =
Instantiate (Resources.Load<GameObject> ("Prefabs/map")) ;
NetworkServer. Spawn (Map) ;
Debug.Log ("3arpy3ka IOMHAMMUYECKUX OOBEKTOB") ;
GameObject DynamicsObjects =
Resources.Load<GameObject> ("Prefabs/DynamicsObjects") ;
GameObject DynamicsObjectsConteiner = new
GameObject ("DynamicsObjectsConteiner") ;
for (int 1 = 0; 1 <
DynamicsObjects.transform.childCount; i++)
{
GameObject NewObject =
Instantiate (DynamicsObjects.transform.GetChild (i) .gameObject.GetCo
mponent<TestDynamMap> () .Prefab,
DynamicsObjectsConteiner.transform) ;
NewObject.transform.position =
DynamicsObjects.transform.GetChild (i) .gameObject.transform.positio
n;
//if (!spawnPrefabs.Contains (NewObject))
/ /A
// spawnPrefabs.Add (NewObject) ;
//}
NetworkServer.Spawn (NewObject) ;
}
Debug.Log ("3arpy3ka remMKoHTpoJepa") ;
GameObject GameController =
Instantiate (Resources.Load<GameObject> ("Prefabs/GAME CONTROLLER"))
NetworkServer.Spawn (GameController) ;

Debug.Log ("Ceprep 3arpyxesH") ;
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LoadClient () ;

/// <summary>
/// BHIIOJIHAETCS Ha CepBepe II0CJie CllayHa MIpoka
/// </summary>
public override wvoid
OnServerAddPlayer (NetworkConnectionToClient conn)
{
base.OnServerAddPlayer (conn); // Cos3maé&r mrpoka IO

YMOJIUaHHIIO

}

/// <summary>
/// MeTom myisa 3arpys3Ky MI'POKa
/// </summary>
public void LoadClient ()
{
Debug.Log ("3arpy3ka urpokxka") ;
base.OnClientSceneChanged() ;

Debug.Log ("Coznanue xameps") ;

Instantiate (Resources.Load<GameObject> ("Prefabs/MainCamera")) ;
Debug.Log ("Cozmanue MmMomesnu murpokxa");
NetworkClient.connection.Send (new

AddPlayerMessage ()) s
//3arpyska ryiaeHoTro UI
Debug.Log ("Cozsnanue uHTepdemca") ;

GameObject MainUI =

Instantiate (Resources.Load<GameObject> ("Prefabs/UI/PlayerInterface

"));//.GetComponent<MenuController> () .Load() ;
//DontDestroyOnLoad (MainUI) ;
MainUI.GetComponent<MenuController> () .Load() ;

LoadMainUI?.Invoke () ;
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//GameObject Map =

Instantiate (Resources.Load<GameObject> ("Prefabs/map")) ;

//Instantiate (Resources.Load<GameObject> ("Prefabs/GAME CONTROLLER"

)) .GetComponent<DayController> () .SetSun (Map.gameObject.GetComponen

t<MapController> () .sun.gameObject.GetComponent<Light2D>()) ;
//LoadWorldObjects?.Invoke () ;

Debug.Log ("OTkpelBETCA PelaKToOp IepcoHaxa') ;

Instantiate (Resources.Load<GameObject> ("Prefabs/UI/CreateMenu"),
MenuController.singleton.mainUIcanvas.transform);
Debug.Log ("rpok zarpyxeH") ;
LoadWorldObjects?.Invoke ()

daiin “StandartUIL.cs”

using UnityEngine;

/// <summary>
/// CTaHOAPTHHEI KJIACC OJsd ylOpaBJieHus sjeMeHToB Ul
/// </summary>
public class StandartUI : UIbase
{
[SerializeField] private GameObject UIobject;
public GameObject pUIobject { get { return UIobject; }

private void Start()
{
if (UIobject == null) UlIobject = gameObject;
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public void OpenUI (bool EscListen = true, bool IsDestroy
= false)

MenuController.Regist (this, EscListen, IsDestroy);
}
public override bool Open/()
{

UIobject.SetActive (true);

return true;

public void CloseUI ()
{

MenuController.Close (this);

public override void Close()
{
UIobject.SetActive (false);

®aiin “EscMenuScript.cs”
using System.Collections;
using UnityEngine;

using DG.Tweening;

/// <summary>
/// winacc nja ynpapijieHus Esc MeHo. KpenmTcsa K IJIaBHOMY
KaHBacy TakK KakK JIOJIXe BCeTHda BHIIOHATLCSH
/// </summary>
public class EscMenuScript : UIbase
{
/// <summary> CCbJIKa Ha 0O0BeKT Cc Esc MeHno </summary>

[SerializeField] private GameObject UI;
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/// <summary> CCBJIKA Ha OOBEKT C TJIABHBIMY KHOIKAMM IJId
peanmuzauyy aHyMauuy </summary>

[SerializeField] private GameObject MainButtons;

/// <summary> CCHJIKA Ha OOBEKT C KHONKAaMM HACTPOEK IJid
peanuzaury aHyMaumy </summary>

[SerializeField] private GameObject SettingsButtons;

/// <summary> CCHJIKa Ha OOBEKT C HACTPOKaMM 3ByKa IJid
peanuzaury aHyMaumy </summary>

[SerializeField] private GameObject VolumeSettingPanel;

/// <summary> paspelleHre MeHK B NMKCEeJIIX IJIS peanrs3alun
aHvMauum </summary>
[SerializeField] private float Xsize, Ysize;
/// <summary> TJIaBHHM TpaHcbopMmM Esc MeHB </summary>
private RectTransform UITransform;
/// <summary> TpaHcbopM MNaHeJM C TJIABHLEIMM KHOIIKAMM
</summary>
private RectTransform MainButtonsTransform;
/// <summary> TpaHcbopM MaHeIM C KHOIKAMM
HacTpoek</summary>
private RectTransform SettingsButtonsTransform;
/// <summary> TpaHcbopM MMaHeJM HAaCTpoek 3BykKa </summary>
private RectTransform VolumePanelTransform;
/// <summary> ®Jjlar aKTMBHOM aHuMauuu </summary>
private bool IsChanging;
void Start()
{
UITransform = UI.GetComponent<Transform> () as
RectTransform;
MainButtonsTransform =
MainButtons.GetComponent<Transform> () as RectTransform;
SettingsButtonsTransform =
SettingsButtons.GetComponent<Transform> () as RectTransform;
VolumePanelTransform =
VolumeSettingPanel.GetComponent<Transform> () as RectTransform;

IsOpen = false;
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IsChanging = false;

void LateUpdate ()
{

if (Input.GetKeyDown (KeyCode.Escape) && !IsChanging
&& MenuController.singleton.OpenMenuCount == 0 &&
!MenuController.EscMenuFlag && !IsOpen)

{

MenuController.Regist (this, true, false);

if (MenuController.EscMenuFlag)

MenuController.EscMenuFlag = false;

public override bool Open ()
{
StartCoroutine (OpenMainMenu () ) ;

return true;

}

public IEnumerator OpenMainMenu ()

{
EsclListen = false;
IsChanging = true;
MainButtonsTransform.anchoredPosition = new

Vector2 (0, 0);

VolumeSettingPanel.SetActive (false);
SettingsButtons.SetActive (false);
MainButtons.SetActive (true) ;
UI.SetActive(true);

UITransform.anchoredPosition = new Vector2 (-Xsize,

UITransform.DOAnchorPosX (0, 0.25f);
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yield return new WaitForSeconds (0.5f);
IsOpen = true;
IsChanging=false;

EscListen = true;

public void CloseEscMenuButton ()

{
MenuController.Close (this) ;

}

public override void Close()

{
StartCoroutine (CloseMainMenu()) ;

}

public IEnumerator CloseMainMenu ()

{
IsChanging = true;
UITransform.DOAnchorPosY (-Ysize, 0.25f);
yield return new WaitForSeconds (0.5f);
UI.SetActive (false) ;
IsOpen = false;
IsChanging = false;

public void SettingButton ()
{

StartCoroutine (OpenVolumeSettings () ) ;
}

public IEnumerator OpenVolumeSettings ()

{

VolumePanelTransform.anchoredPosition = new

Vector?2 (Xsize, 0);

SettingsButtonsTransform.anchoredPosition = new

Vector2 (-Xsize, 0);

VolumeSettingPanel.SetActive (true);

aucm

rry 1.090301.05 001113

68
nsm | /luem | Ne dokym. | Moonuce | Aama




SettingsButtons.SetActive (true) ;
VolumePanelTransform.DOAnchorPosX (0, 0.4f);
MainButtonsTransform.DOAnchorPosX (-Xsize, 0.25f);
yield return new WaitForSeconds (0.25f);
SettingsButtonsTransform.DOAnchorPosX (0, 0.25f);

MainButtons.SetActive (false) ;

public void BackButton ()
{

StartCoroutine (Back());
}

public IEnumerator Back()

{
VolumePanelTransform.DOAnchorPosX (Xsize, 0.4f);
SettingsButtonsTransform.DOAnchorPosX (-Xsize, 0.25f)
MainButtonsTransform.anchoredPosition = new Vector?2 (

Xsize, 0);

MainButtons.SetActive (true) ;
yield return new WaitForSeconds (0.25f);
MainButtonsTransform.DOAnchorPosX (0, 0.25f);
VolumeSettingPanel.SetActive (false);
SettingsButtons.SetActive (false);

@aiin “DayController.cs”
using System.Collections;
using UnityEngine;

using DG.Tweening;

/// <summary>

/// winacc mja ynpapiyieHus Esc MeHo. KpenmTcsa K IJIaBHOMY
KaHBAaCy TaK KakK IOOJIXe BCEeIrIa BHIIOHATLCSH

/// </summary>

public class EscMenuScript : UIbase

{

.
4
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/// <summary> CCeJIKa Ha OOBEeKT C Esc MmeHwo </summary>

[SerializeField] private GameObject UI;

/// <summary> CCBJIKA Ha OOBEKT C TJIABHBIMM KHOIKAMMY IJId
peanmuzaury aHyMauuy </summary>

[SerializeField] private GameObject MainButtons;

/// <summary> CCHJIKA Ha OOBEKT C KHONKAMM HACTPOEK IJid
peanuzaury aHyMaumy </summary>

[SerializeField] private GameObject SettingsButtons;

/// <summary> CChJIKA Ha OOBEKT C HAaCTPOKaMM 3ByKa IJid
peanuszaury aHyMaumy </summary>

[SerializeField] private GameObject VolumeSettingPanel;

/// <summary> paspelleHre MeHI0 B MNUKCEeJdax IJIS peau3alun
aHuMauum </summary>
[SerializeField] private float Xsize, Ysize;
/// <summary> TJIaBHHM TpaHcbopMm Esc MeHB </summary>
private RectTransform UITransform;
/// <summary> TpaHCcOOpPM [aHeJM C TJIaBHBEIMU KHOIIKAMM
</summary>
private RectTransform MainButtonsTransform;
/// <summary> TpaHCcOOPM [aHeNIM C KHOIKaMU
HacTpoek</summary>
private RectTransform SettingsButtonsTransform;
/// <summary> TpaHchOpM [IaHeJIM HaCTpOoek 3ByKa </summary>
private RectTransform VolumePanelTransform;
/// <summary> ®bJjgar akTMBHOM aHuMMauuy </summary>
private bool IsChanging;
void Start()
{
UITransform = UI.GetComponent<Transform> () as
RectTransform;
MainButtonsTransform =
MainButtons.GetComponent<Transform> () as RectTransform;
SettingsButtonsTransform =

SettingsButtons.GetComponent<Transform> () as RectTransform;
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VolumePanelTransform =
VolumeSettingPanel.GetComponent<Transform>() as RectTransform;

IsOpen = false;

IsChanging = false;

void LateUpdate ()
{

if (Input.GetKeyDown (KeyCode.Escape) && !IsChanging

&& MenuController.singleton.OpenMenuCount == 0 &&
!MenuController.EscMenuFlag && !IsOpen)
{

MenuController.Regist (this, true, false);

}
if (MenuController.EscMenuFlag)

{

MenuController.EscMenuFlag = false;

public override bool Open ()

{
StartCoroutine (OpenMainMenu () ) ;
return true;

}

public IEnumerator OpenMainMenu ()

{
EsclListen = false;
IsChanging = true;
MainButtonsTransform.anchoredPosition = new

Vector2 (0, 0);

VolumeSettingPanel.SetActive (false);
SettingsButtons.SetActive (false);
MainButtons.SetActive (true);

UI.SetActive (true);
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UITransform.anchoredPosition = new Vector2 (-Xsize,

UITransform.DOAnchorPosX (0, 0.25f);
yield return new WaitForSeconds (0.5f);
IsOpen = true;

IsChanging=false;

EscListen = true;

public void CloseEscMenuButton ()

{
MenuController.Close (this) ;

}

public override void Close()

{
StartCoroutine (CloseMainMenu()) ;

}

public IEnumerator CloseMainMenu ()

{
IsChanging = true;
UITransform.DOAnchorPosY (-Ysize, 0.25f);
yield return new WaitForSeconds (0.5f);
UI.SetActive (false) ;
IsOpen = false;
IsChanging = false;

public void SettingButton ()
{
StartCoroutine (OpenVolumeSettings () ) ;
}
public IEnumerator OpenVolumeSettings ()

{

VolumePanelTransform.anchoredPosition = new

Vector?2 (Xsize, 0);
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SettingsButtonsTransform.anchoredPosition

Vector2 (-Xsize, 0);

VolumeSettingPanel.SetActive (true);

SettingsButtons.SetActive (true) ;

= new

VolumePanelTransform.DOAnchorPosX (0, 0.4f);

MainButtonsTransform.DOAnchorPosX (-Xsize,

yield return new WaitForSeconds (0.25f);

0.251%f);

SettingsButtonsTransform.DOAnchorPosX (0, 0.25f);

MainButtons.SetActive (false);

public void BackButton ()

{
StartCoroutine (Back());

}

public IEnumerator Back()

{

VolumePanelTransform.DOAnchorPosX (Xsize, 0.4f);

SettingsButtonsTransform.DOAnchorPosX (-Xsize, 0.25f);

MainButtonsTransform.anchoredPosition = new Vector?2 (-

Xsize, 0);

MainButtons.SetActive (true) ;

yield return new WaitForSeconds (0.25f);

MainButtonsTransform.DOAnchorPosX (0, 0.25f);

VolumeSettingPanel.SetActive (false);
SettingsButtons.SetActive (false);

®aiin “LinkToVolume.cs”
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class LinkToVolume : MonoBehaviour

{
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[SerializeField] private bool Global, Music, Radio,
Effects, Nature, Interface;

[SerializeField] private float[] AddFloats;

[SerializeField] private Slider[] AddSlider;

[SerializeField] private AudioSource Source;

void Start()
{
if (Source ==
null)gameObject.TryGetComponent<AudioSource> (out Source);
if (Source != null)
{
if (Global) VolumeSettings.IsChangeGlobalVolume
+= ChangeVolume;
if (Music) VolumeSettings.IsChangeMusicVolume +=
ChangeVolume;
if (Radio) VolumeSettings.IsChangeRadioVolume +=
ChangeVolume;
if (Effects) VolumeSettings.IsChangeEffectsVolume
+= ChangeVolume;
if (Nature) VolumeSettings.IsChangeNatureVolume
+= ChangeVolume;
if (Interface)
VolumeSettings.IsChangeInterfaceVolume += ChangeVolume;

ChangeVolume () ;

private void OnDestroy ()

{

if (Source != null)

{
if (Global) VolumeSettings.IsChangeGlobalVolume -

= ChangeVolume;
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if (Music) VolumeSettings.IsChangeMusicVolume -=

ChangeVolume;

if (Radio) VolumeSettings.IsChangeRadioVolume -=
ChangeVolume;

if (Effects) VolumeSettings.IsChangeEffectsVolume
—-= ChangeVolume;

if (Nature) VolumeSettings.IsChangeNatureVolume -
= ChangeVolume;

if (Interface)
VolumeSettings.IsChangeInterfaceVolume -= ChangeVolume;

}

public void ChangeVolume ()
{
float NewVolume = 1;
if (Global) NewVolume *=
VolumeSettings.GetGlobalVolume () ;
if (Music) NewVolume *=
VolumeSettings.GetMusicVolume () ;
if (Radio) NewVolume *=
VolumeSettings.GetRadioVolume () ;
if (Effects) NewVolume *=
VolumeSettings.GetEffectsVolume () ;
if (Nature) NewVolume *=
VolumeSettings.GetNatureVolume () ;
if (Interface) NewVolume *=
VolumeSettings.GetInterfaceVolume () ;
if (AddFloats.Length != 0) foreach (float New in
AddFloats) NewVolume *= New;
if (AddSlider.Length != 0) foreach (Slider New in
AddSlider) NewVolume *= New.value;

Source.volume = NewVolume;
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@aiin “Player AnimationController.cs”

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class PlayerAnimationController MonoBehaviour
{
private PlayerMoveScript Move;
[SerializeField] private Animator BodyAnimator; //1
[SerializeField] private Animator HairAnimator; //2
[SerializeField] private Animator ManeAnimator; //3
[SerializeField] private Animator TailAnimator; //4
[SerializeField] private Animator HornAnimator; //5
[SerializeField] private Animator MagicAnimator; //6
[SerializeField] private Animator EyeAnimator; /77
void Start ()
{
Move = GetComponent<PlayerMoveScript> (),
gameObject.GetComponent<PlayerMoveScript> () .IsStay +=
Stay;
gameObject.GetComponent<PlayerMoveScript> () .IsWalk +=
Walk;
gameObject.GetComponent<PlayerMoveScript> () .IsRun +=
Run;
gameObject.GetComponent<PlayerMoveScript> () .IsSit +=
Sit;
}
private void Stay ()
{
ChangeAllStates (1) ;
}
private void Walk ()
{
ChangeAllStates (2);
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}

private void Run ()

{

ChangeAllStates (3);

}

private void Sit ()

{

ChangeAllStates (4) ;

private void ChangeAllStates (int NewState)

{

switch (NewState)

{

case 2:
{
ChangeSpeed (Move.GetWalkSpeed()) ;
break;
}
case 3:
{
ChangeSpeed (Move.GetRunSpeed () /2) ;
break;
}
default:

{
ChangeSpeed (1) ;

break;

BodyAnimator.SetInteger ("State", NewState);

TailAnimator.SetInteger ("State", NewState);

ManeAnimator.SetInteger ("State", NewState);

EyeAnimator.SetInteger ("State", NewState);

HornAnimator.SetInteger ("State", NewState);
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MagicAnimator.SetInteger ("State", NewState);

HairAnimator.SetInteger ("State", NewState);

private void ChangeSpeed (float speed)

{
BodyAnimator.speed = speed;

TailAnimator.speed speed;

ManeAnimator.speed speed;

HairAnimator.speed = speed;

MagicAnimator.speed = speed;
EyeAnimator.speed = speed;

HornAnimator.speed = speed;

@aiin “MagicController.cs”

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using Mirror;

using DG.Tweening;

using Mirror.Examples.Common;

public class MagicController : NetworkBehaviour
{
[SerializeField] SpriteRenderer Magic;
[SerializeField] [SyncVar (hook =

nameof (SwtichEffect)) Jprivate int ActiveCount;

private void Start()
{
if (!isLocalPlayer) return;
gameObject.GetComponent<LightSkill> () .SkillActive +=
AddMagic;
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gameObject.GetComponent<LightSkill> () .SkillDisable +=
DeletMagic;

}

[Command]

public void AddMagic ()
{

ActiveCount++;

[Command]

public void DeletMagic ()
{

int NewValue = ActiveCount -

Il
o

if (NewValue < 0) NewValue

ActiveCount = NewValue;

public void SwtichEffect (int 01d,
{

int New)

//if (ActiveCount > 0)
/7 {

// Magic.DOColor (new Color (Magic.color.r,

Magic.color.g, Magic.color.b, 1), 0.4f);
//}

//else Magic.DOColor (new Color (Magic.color.r,

Magic.color.g, Magic.color.b, 0), 0.4f);

if (ActiveCount > 0)
{

Magic.color = new Color (Magic.color.r,

Magic.color.g, Magic.color.b, 1);
}

else Magic.color = new Color (Magic.color.r,

Magic.color.g, Magic.color.b, 0);

}
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using
using
using
using

using

Mirror;

@aiin “PlayerMoveScript.cs’

System.Collections;

UnityEngine;

public enum PlayerState

{

Stay,
Walk,
Run,

Sit

b

System.Collections.Generic;

Unity.VisualScripting;

public class PlayerMoveScript : NetworkBehaviour

{

4-5it

public System.Action

public System.Action

public System.Action

public System.Action

IsStay;
IsWalk;
IsRun;

IsSit;

private PlayerState CurrentState; //l-stay 2-Walk 3-Run

private Transform PlayerTransform;

[SerializeField]

[SerializeField]

private float WalkSpeed;
private float RunSpeed;

private float CurrentSpeed;

private Vector2 MoveVector;

private bool CapsLock;
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private void Awake ()
{
PlayerTransform = gameObject.transform;
}
private void Start()
{
if (!isLocalPlayer) return;
CurrentState = PlayerState.Stay;
CapsLock = false;

CurrentSpeed = WalkSpeed;

Camera.main.GetComponent<CameraControllerScript> () .SetTarger (Playe

rTransform) ;
}
void Update ()
{

if (!isLocalPlayer) return;

if (Input.GetKeyDown (KeyCode.KeypadPlus))
ChangeRunSpeed (1) ;

if (Input.GetKeyDown (KeyCode.KeypadMinus) )

ChangeRunSpeed(-1) ;

MoveVector.x = 0;

MoveVector.y =

|
o
~

if (PlayerController.CanMove)

{

MoveVector.x

MoveVector.y = Input.GetAxisRaw ("Vertical");

if (Input.GetKeyDown (KeyCode.CapsLock))

Input.GetAxisRaw ("Horizontal");
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if (CurrentSpeed == WalkSpeed) CurrentSpeed =
RunSpeed;

else CurrentSpeed = WalkSpeed;

CapsLock = !CapsLock;

if (Input.GetKeyDown (KeyCode.LeftShift))

{
if (!CapsLock)CurrentSpeed = RunSpeed;
else CurrentSpeed = WalkSpeed;

}

if (Input.GetKeyUp (KeyCode.LeftShift))

{
if (!CapsLock)CurrentSpeed = WalkSpeed;

else CurrentSpeed = RunSpeed;

if (CurrentState == PlayerState.Stay)
{
if (Input.GetKeyDown (KeyCode.LeftControl) &&
PlayerController.CanMove)
{
IsSit?.Invoke () ;
CurrentState = PlayerState.Sit;

return;
}
if (MoveVector.x != 0 || MoveVector.y != 0)
{

if (CurrentSpeed == WalkSpeed)

{
IsWalk?.Invoke()
CurrentState = PlayerState.Walk;

return;

rry 1.090301.05 001113

nsm | /luem | Ne dokym. | Moonuce | Aama

aucm

82




}
if (CurrentSpeed == RunSpeed)
{

IsRun?.Invoke();

CurrentState = PlayerState.Run;

return;
}
}
}
if (CurrentState == PlayerState.Walk)
{
if (MoveVector.x == 0 && MoveVector.y ==

{
IsStay?.Invoke()
CurrentState = PlayerState.Stay;
return;
}
if (CurrentSpeed == RunSpeed)
{
IsRun?.Invoke();

CurrentState = PlayerState.Run;

return;
}
}
if (CurrentState == PlayerState.Run)
{
if (MoveVector.x == 0 && MoveVector.y ==

{
IsStay?.Invoke ()
CurrentState = PlayerState.Stay;
return;

}

if (CurrentSpeed == WalkSpeed)

{

)
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IsWalk?.Invoke () ;
CurrentState = PlayerState.Walk;

return;

if (CurrentState == PlayerState.Sit)
{
if (Input.GetKeyDown (KeyCode.LeftControl) &&
PlayerController.CanMove)
{
IsStay?.Invoke()

CurrentState = PlayerState.Stay;

return;
}
if (MoveVector.x != 0 || MoveVector.y != 0)
{

if (CurrentSpeed == WalkSpeed)

{
IsWalk?.Invoke():;
CurrentState = PlayerState.Walk;
return;
}
if (CurrentSpeed == RunSpeed)
{
IsRun?.Invoke();
CurrentState = PlayerState.Run;

return;

if (MoveVector.x != 0 || MoveVector.y != 0)

{
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MoveVector.Normalize () ;

PlayerTransform.position

new

Vector3 (PlayerTransform.position.x + MoveVector.x * CurrentSpeed *

Time.deltaTime, PlayerTransform.position.y + MoveVector.y *

CurrentSpeed * Time.deltaTime, PlayerTransform.position.z);

if (MoveVector.x > 0) PlayerTransform.localScale

= new Vector3(-1, 1, 1);:

if (MoveVector.x < 0) PlayerTransform.localScale

= new Vector3(1l, 1, 1);
}

}
private void FixedUpdate ()

{

}
public void Exit ()
{

if (isClient)

{

NetworkClient.Disconnect () ;

if (isServer)

NetworkManager.singleton.StopServer () ;

public float GetWalkSpeed()

{
return WalkSpeed;

public float GetRunSpeed()
{

return RunSpeed;
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public void ChangeRunSpeed (int Mod)

{
RunSpeed += Mod;
if (RunSpeed < 1) RunSpeed = 1;

®aiin “PlayerPart.cs”

using Mirror;

using UnityEngine;

/// <summary>

/// XpaHurT B cefe TekymMii CKMH M MEHSIeT eTro

/// </summary>

public class PlayerPart: NetworkBehaviour

{

[SerializeField] [SyncVar (hook = nameof (SwitchPart)) ]

private int State;

[SerializeField] [SyncVar (hook = nameof (SwitchColor))]

private Color color;

[SyncVar (hook = nameof (SwitchSecondColor))] private Color

SecondColor;

/// <summary>

/// CereBasa obojiouka mnsa SwitchSecondColor

/// </summary>

/// <param name="NewColor"></param>

[Command]

public void SwitchSecondColorCMD (Color NewColor)
{

SecondColor = NewColor;

/// <summary>
/// MeHAT IOONOJIHUTEJILHEIN LBET

/// </summary>
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/// <param name="01d"></param>
/// <param name="New"></param>
private void SwitchSecondColor (Color 0l1ld, Color New)
{
SpriteRenderer SecondSprite = null;
if (transform.childCount > 0)
{
SecondSprite =
transform.GetChild (0) .GetComponent<SpriteRenderer> () ;
}
else return;
if (SecondSprite != null) SecondSprite.color = new
Color (New.r, New.g, New.b, SecondSprite.color.a);

}

/// <summary>
/// CereBasa obojiouka nns SwitchColor
/// </summary>
/// <param name="NewColor"></param>
[Command]
public void SwitchColorCMD (Color NewColor)
{
color = NewColor;
}
/// <summary>
/// MeHsSeT OCHOBHOM LBET
/// </summary>
/// <param name="01d"></param>
/// <param name="New"></param>
private void SwitchColor (Color 01d, Color New)
{
SpriteRenderer Buffer =
gameObject.GetComponent<SpriteRenderer> () ;
Buffer.color = new
Color (New.r,New.qg,New.b,Buffer.color.a);

}
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/17
/17
/17
/17

<summary>
CereBadg oboJsiouka nJjda SwitchPart
</summary>

<param name="Index"></param>

[Command]

publ
{

/17
/17
/17
/17
/17
priv

{

ic void SwitchPartCMD (int Index)

State = Index;

<summary>

MeHndeT Tekyllalw 4YacTb Ha HOBYWO IO ID
</summary>

<param name="01d"></param>

<param name="New"></param>

ate void SwitchPart (int 0ld, int New)

PlayerPartSkin Skin =

Resources.Load<PlayerPartSkin> ($"PlayerParts/{gameObject.name}/{Ne

wi™);
if (Skin == null)
{
Debug.LogError ("He ynmasochk 3arpy3uUThb CKMH") ;
return;
}
AnimatorOverrideController NewAnimator = Skin.Skin;
if (NewAnimator == null)
{
Debug.LogError ("He ynajoch NOJYyUUTH aHMMATOP
ckmHa") ;
return;
}
Animator Animator;
Animator = GetComponent<Animator>();
if (Animator != null)
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Animator.runtimeAnimatorController = NewAnimator;
}
else Debug.LogError ("Ommbka OpU M3MEHEHUU

a"HmMaTopa") ;

}

®aiin “PlayerSound.cs”
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using Mirror;

public class PlayerSoundControl : NetworkBehaviour
{
[SerializeField] private AudioClip RunSound;
[SerializeField] private AudioClip WalkSound;
private AudioSource audioSource;
private bool IsPlaying;

private int CurrentState;

private void Awake ()
{
if (!isLocalPlayer) return;
//PlayerNetworkManager.IsConnected += SyncSound;
}
void Start()
{
audioSource = GetComponent<AudioSource> () ;
IsPlaying = false;
CurrentState = 0;
if (!isLocalPlayer) return;
gameObject.GetComponent<PlayerMoveScript> () .IsRun +=

Run;
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Walk;

Stop;

Stop;

gameObject.GetComponent<PlayerMoveScript> () .IsWalk +=

gameObject.GetComponent<PlayerMoveScript> () .IsStay +=

gameObject.GetComponent<PlayerMoveScript> () .IsSit +=

public void Run ()
{
if (isLocalPlayer) RunCMD({() ;
}
[Command]
public void RunCMD ()
{
RunRPC () ;
}
[ClientRpc]
public void RunRPC ()
{
audioSource.clip = RunSound;
audioSource.Play();
IsPlaying = true;

CurrentState = 2;

public void Walk ()
{
if (isLocalPlayer) WalkCMD() ;
}
[Command]
public void WalkCMD ()
{
WalkRPC () ;
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[ClientRpc]
public void WalkRPC ()
{

audioSource.clip = WalkSound;

audioSource.Play();
IsPlaying = true;
CurrentState = 1;

public void Stop ()

{
StopCMD (IsPlaying) ;

}

[Command]

public void StopCMD (bool Active)

{
StopRPC (Active) ;

}
[ClientRpc]

public void StopRPC (bool Active)

{

if (!IsPlaying) return;

audioSource.Stop () ;
IsPlaying = false;
CurrentState = 0;

public void SyncSound()
{

if (isLocalPlayer) SyncSoundCMD (IsPlaying,

CurrentState) ;

}

[Command]

public void SyncSoundCMD (bool Active, int State)

{
SyncSoundRPC (Active,

State) ;
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}
[ClientRpc]
public void SyncSoundRPC (bool Active, int State)
{
if (Active)
{

if (State == 1) audioSource.clip = WalkSound;

if (State == 2) audioSource.clip =RunSound;

audioSource.Play();

IsPlaying=true;

else

IsPlaying=false;
CurrentState=0;

®aiin “PlayerUse.cs”
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using Mirror;

public class PlayerUse : NetworkBehaviour

{
private Transform PlayerTransform;
[SerializeField] private float MaxDistanse;
// Start is called before the first frame update
void Awake ()

{

PlayerTransform = gameObject.transform;

// Update is called once per frame

void Update ()
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if (!isLocalPlayer) return;
if (Input.GetKeyDown (KeyCode.Mouse0) &&
PlayerController.CanMove) Use();

}

public void Use ()
{
Vector2 MousePosition =
Camera.main.ScreenToWorldPoint (Input.mousePosition);
if (MaxDistanse - Vector2.Distance (MousePosition,
PlayerTransform.position) <= 0) return;
Collider2D Object =
Physics2D.0OverlapPoint (MousePosition) ;
UsableObject UO;
if (Object != null &&
Object.TryGetComponent<UsableObject> (out UO)) UO.Use():;
}

®aiin “CreateMenuScript.cs”
using DG.Tweening;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

/// <summary>
/// TJAaBHBM CKPUIT OJIS YIPABJIEHUS PEeOaKTOPOM IIepCOoHaxa
/// </summary>
public class CreateMenuScript : UIbase
{
/// <summary>CChJIKA Ha OOBEKT C pelakTopoM</summary>

[SerializeField] private GameObject CreateMenu;
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/// <summary> CCHJIKa Ha I[aHeJib OJis OJIOKMPOBKM MEHIO

penakTupoBaHma </summary>

[SerializeField]

private GameObject BlockPanelRef;

public static GameObject BlockPanel;

/// <summary> 3Byk BeOOpa uLUBeTa </summary>

[SerializeField]

private AudioClip PickSoundRef;

public static AudioClip PickSound;

/// <summary> CHMCOK CTpaHMl] pelakTopa </summary>

[SerializeField]

private List<GameObject> Pages;

/// <summary> MHIOEKC Tekylel cTpaHuls </summary>

private int Index;

/// <summary> &jar akTMBHOM aHuMauuu </summary>

private bool IsChanging;

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]

private
private
private
private
private
private
private
private

private

private
private
private
private

private

private void Start()

{

MenuController.Regist (this, false, true);

PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript
PartSettingScript

SkinSettingScript
SkinSettingScript
SkinSettingScript
SkinSettingScript
SkinSettingScript

Body;
Hair;
HairSec;
Mane;
ManeSec;
Tail;
TailSec;
Evye;

Magic;

BodySkin;
HairSkin;
ManeSkin;

TailSkin;

EyeSkin;
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BlockPanel = BlockPanelRef;
PickSound = PickSoundRef;
Index = 0;

IsChanging = false;

Pages[0] .GetComponent<RectTransform> () .anchoredPosition = new
Vector2 (33f, 0.5f);
Pages[0] .SetActive (true);
for(int i = 1; 1 < Pages.Count; i++)
{
Pages[i].SetActive(false);

}
public void NextPageButton ()

{
if (!IsChanging) StartCoroutine (NextPage())

private IEnumerator NextPage ()
{

IsChanging = true;

int NextIndex = Index + 1;

if (NextIndex > Pages.Count - 1) NextIndex = 0;

Pages [NextIndex] .GetComponent<RectTransform> () .anchoredPosition =
new Vector2 (33f, ©67.5f);

Pages [NextIndex] .SetActive (true);

Pages[Index] .GetComponent<RectTransform> () .DOAnchorPosY (-
66.5f£,0.3f);

Pages [NextIndex] .GetComponent<RectTransform> () .DOAnchorPosY (0.5f,
0.3f);

yield return new WaitForSeconds (0.3f);

Pages[Index] .SetActive (false);

Index = NextIndex;
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IsChanging = false;

public void PrevPageButton ()

{
if (!IsChanging) StartCoroutine (PrevPage());

private IEnumerator PrevPage ()
{

IsChanging = true;

int NextIndex = Index - 1;

if (NextIndex < 0) NextIndex = Pages.Count-1;

Pages [NextIndex] .GetComponent<RectTransform> () .anchoredPosition =
new Vector2 (33f, -66.5f);
Pages [NextIndex] .SetActive (true);

Pages[Index] .GetComponent<RectTransform> () .DOAnchorPosY (67.5f,
0.3f);

Pages [NextIndex] .GetComponent<RectTransform> () .DOAnchorPosY (0.5f,
0.3f);

yield return new WaitForSeconds (0.3f);

Pages[Index] .SetActive (false);

Index = NextIndex;

IsChanging = false;

public void ApplySkin ()
{
PlayerModelController PMC =
PlayerController.PlayerObject.GetComponent<PlayerModelController> (

) ;
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//Body
PMC.GetBody () .SwitchPartCMD (BodySkin.GetIndex()) ;
PMC.GetBody () .SwitchColorCMD (Body.GetColor()) ;

//Hailr
PMC.GetHair () .SwitchPartCMD (HairSkin.GetIndex ()) ;
PMC.GetHair () .SwitchColorCMD (Hair.GetColor ()) ;

PMC.GetHair () .SwitchSecondColorCMD (HairSec.GetColor ()) ;

//Tail
PMC.GetTail () .SwitchPartCMD (TailSkin.GetIndex ()) ;
PMC.GetTail () .SwitchColorCMD (Tail.GetColor ()) ;

PMC.GetTail () .SwitchSecondColorCMD (TailSec.GetColor ()) ;

//Mane
PMC.GetMane () .SwitchPartCMD (ManeSkin.GetIndex ()) ;
PMC.GetMane () .SwitchColorCMD (Mane.GetColor () ) ;

PMC.GetMane () .SwitchSecondColorCMD (ManeSec.GetColor ()) ;

//Eye
PMC.GetEye () .SwitchPartCMD (EyeSkin.GetIndex ()) ;
PMC.GetEye () .SwitchSecondColorCMD (Eye.GetColor ()) ;

//Horn
PMC.GetHorn () .SwitchPartCMD (1) ;
PMC.GetHorn () .SwitchColorCMD (Body.GetColor () ) ;

//Magic
PMC.GetMagic () .SwitchPartCMD (1) ;

PMC.GetMagic () .SwitchColorCMD (Magic.GetColor ());

StartCoroutine (CloseMenu()) ;
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public IEnumerator CloseMenu ()

{

CreateMenu.GetComponent<RectTransform> () .DOAnchorPosY (-90, 0.25f);
yield return new WaitForSeconds (0.25f);

MenuController.Close (this) ;

®aiin “PartSettingScript.cs”
using UnityEngine;

using UnityEngine.UI;

/// <summary>

/// CKpUNT IJjis yHNpaBJIeHMS ILIBETOM MOIEJM B pelaKTope

/// </summary>

public class PartSettingScript : MonoBehaviour

{

[SerializeField] private Image[] PartPreview;
[SerializeField] private Slider H;
[SerializeField] private Slider V;
[SerializeField] private Slider S;

private bool IsPickColor;

private void Start()

{

IsPickColor = false;

public void ChangeColor ()
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foreach (var part in PartPreview)

{
part.color = Color.HSVToRGB (H.value, S.value,

V.value) ;

private void Update ()
{
if ((IsPickColor) &&
Input.GetKeyDown (KeyCode.MouseO) )

{
PickColor () :;

public void PickColorButton ()
{
IsPickColor = true;

CreateMenuScript.BlockPanel.SetActive (true);

public void PickColor ()
{
Color Inp = new Color (0, 0, 0);
Vector2 mousePos = Input.mousePosition;
int targetWidth = Screen.width;
int targetHeight = Screen.height;
RenderTexture renderTexture = new
RenderTexture (targetWidth, targetHeight, 32,
RenderTextureFormat.ARGB32) ;

Camera.main.targetTexture = renderTexture;

Camera.main.Render () ;
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TextureZ2D capturedScreenshot = new

Texture2D (targetWidth, targetHeight, TextureFormat.ARGB32,
RenderTexture.active = renderTexture;
capturedScreenshot.ReadPixels (new Rect (0,

targetWidth, targetHeight), 0, 0);

capturedScreenshot.Apply () ;

RenderTexture.active = null;

Camera.main.targetTexture = null;
Destroy (renderTexture) ;
if (capturedScreenshot != null)

{

int x = (int)mousePos.x;

int y = (int)mousePos.y;

if (x >=

Screen.height)

Inp =

0,

capturedScreenshot.GetPixel (x,

float Hc,

Ve,

Sc;

Color.RGBToHSV (Inp,

if

H.value

(Ve < V.minValue)

out

Vc

Hc, out Sc, out Vc);

= V.minValue;

false);

0 && x < Screen.width && y >= 0 && y <

y):

He;

Ve,
Sc;

V.value

S.value =

GlobalAudio.Play (CreateMenuScript.PickSound) ;
ChangeColor () ;
IsPickColor = false;

CreateMenuScript.BlockPanel.SetActive (false);

public Color GetColor () { return PartPreview[0O].color; }
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®aiin “SkinSetting.cs”
using UnityEngine;

using UnityEngine.UI;

/// <summary>
/// CKpPUNT nJia yNpaBJIEeHMS OIHOM CTPaHuUlLEN penarkTopa
/// </summary>
public class SkinSettingScript : MonoBehaviour
{
private int Index;
private int MaxIndex;
[SerializeField] private string PartName;
[SerializeField] private Image PartPreview;

[SerializeField] private Image PartPreviewSec;

private void Awake ()
{
Index = 1;
PlayerPartSkin[] Buf =
Resources.LoadAll<PlayerPartSkin> ($"PlayerParts/{PartName}") ;
MaxIndex = Buf.Length;

public void NextSkin ()

{
Index++;
if (Index > MaxIndex) Index = 1;
PlayerPartSkin buf =

Resources.Load<PlayerPartSkin> ($"PlayerParts/{PartName}/{Index}");

PartPreview.sprite = buf.MainSprite;
if (PartPreviewSec != null) PartPreviewSec.sprite =

buf.SecondSprite;
}

public void PrevSkin ()
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Index—-;

if (Index < 1) Index = MaxIndex;

PlayerPartSkin buf =
Resources.Load<PlayerPartSkin> ($"PlayerParts/{PartName}/{Index}");

PartPreview.sprite = buf.MainSprite;

if (PartPreviewSec != null) PartPreviewSec.sprite =
buf.SecondSprite;

}

public int GetIndex() { return Index; }

®aiin “DebugMenuScript.cs”
using TMPro;

using UnityEngine;

/// <summary>
/// wiacc njg yrnpapiieHus nefar MeH
/// </summary>
public class DebugMenu : MonoBehaviour
{

private static DebugMenu main;

public static DebugMenu main { get { return main; } }

/// <summary> CCBJIKA Ha TekcT c OIC </summary>
[SerializeField] private TextMeshProUGUI FPS text;
/// <summary> cuérumk OIC </summary>

private int CurrentFPS;

/// <summary> TalMep s BeBOma oGrc </summary>

private float CurrentTimeFPS;

/// <summary> CCBJIKA Ha TEKCT IJIS BHBOIA BPEMEHM ¥ HOaTH
</summary>

[SerializeField] private TextMeshProUGUI TimeData text;

/// <summary> nyOaMuHas CCHJIKA IJIS BHBOIA BPEMEHU U HOATH

</summary>
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public TextMeshProUGUI TimeData text { get { return

_TimeData text; } }
void Start()

{
if ( main == null) main = this;
else Debug.LogWarning ("nmomneTka CO30aTb BTOPOM
cuHTITOH (DebugMenu)");
_CurrentFPS = 0;
_CurrentTimeFPS = 1f;
gameObject.SetActive (false);

void Update ()

{
CheckFPS () ;

/// <summary> MeTOI IJjsg pacuéTa ¥ BHBOHa OIC. BHB3LHBAETCH
B update </summary>

private void CheckFPS ()

{

_CurrentTimeFPS -= Time.deltaTime;
_CurrentFPS++;

1f( CurrentTimeFPS < 0 )

{
_FPS text.text = "FPS: " + CurrentFPS;

_CurrentFPS = 0;
_CurrentTimeFPS = 1f;

daiin “MenuController.cs”

using System.Collections.Generic;

using System.Ling;
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using UnityEngine;

/// <summary>
/// Baso0BBIM KJjlACC IJIsS SJIEMEHTOB MHTepderica IOjisgd MX KOHTPOJIS
/// </summary>
public abstract class UIbase:MonoBehaviour
{
/// <summary> OTKPHIT JI MHTepberc </summary>

public bool IsOpen;

/// <summary> uMCHoJb3yeTcs Ju Esc Ojsg 3akpuTus nHTepdelica
</summary>

public bool EscListen;

/// <summary> YyHMUTOXAeTCHd JiM MHTepdelrC npu 3aKPHTUN
</summary>

public bool IsDestoy;

/// <summary> MeTOm IJ9 OTKPHTUS MHTepderca </summary>
public virtual bool Open|()

{ return true; }

/// <summary> MeTOm IOJg 23aKpPHTUa MHTepderca </summary>
public virtual void Close()

{1}

/// <summary>
/// TJaBHBIM KJIACC, KOHTPOJMPYIIMNA 3JIEMEeHTH MHTepberica
/// </summary>
public class MenuController : MonoBehaviour
{
/// <summary> ®&Jyar Injdg KOPEKTHOTO OTKPHTUS EsC MeH
</summary>

public static bool EscMenuFlag;
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/// <summary> CHMCOK BCEX IONOJIHUTEJILHEIX OTKPHTHIX
2JIEMEHTOB MHTepderica </summary>

public List<UIbase> OpenUI = new List<Ulbase>();

/// <summary> KOJMUECTBO INOIMOJIHUTEJILHEIX OTKPBEITHIX
2JIEMEHTOB MHTepderica </summary>

public int OpenMenuCount { get { return OpenUI.Count; }

/// <summary> CCHJIKA Ha OOBEKT C MHTepbericoMm mebar MeH
</summary>

[SerializeField] private GameObject DebugMenuObjectRef;

/// <summary> CCBJIKA Ha OOBEKT C MHTepbdecoM MEeHK I1OMOUM
</summary>

[SerializeField] private GameObject HelpMenu;

/// <summary> mocTyn kK mefar MeHK g OPYITMX KJIAaCCOB
</summary>

public static DebugMenu DebugMenuObj;

/// <summary> CCBUIKA Ha TJIaBHBEIM kKaHBac njasg Ul 3JIEMEeHTOB
</summary>

[SerializeField] private GameObject mainUIcanvas;

/// <summary> nyOiMuHas CCBJIKA Ha IJIABHHEM KaHeac mia Ul
3JIeMeHTOB </summary>

public GameObject mainUIcanvas { get { return
~mainUIcanvas; } }

/// <summary> CCeJIKA Ha kKaHBac nJjsa Ul SJIeMeHTOB MIpOoKa
</summary>

[SerializeField] private GameObject playerUlIcanvas;

/// <summary> CCBJIKA Ha kaHBac nJjsa Ul SJIeMeHTOB MIPOoKa
</summary>

public GameObject playerUIcanvas { get { return

_playerUIcanvas; } }
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/// <summary> CHMHIJITOH </summary>
private static MenuController singleton;
/// <summary> CHMHIJITOH </summary>

public static MenuController singleton { get { return

_singleton; } }

public void Load()
{

if (_singleton == null) singleton = this;
else Debug.LogWarning ("nomnelTka OPUCBOUTE BTOPOM

cuHTJTOH (MenuControler)");

gameObject.GetComponent<Canvas> () .worldCamera =
Camera.main;
DebugMenuObj =
DebugMenuObjectRef.GetComponent<DebugMenu> () ;
EscMenufFlag = false;
}
void Update ()

{
if (Input.GetKeyDown (KeyCode.F1))

{
if (DebugMenuObjectRef.activeSelf)

DebugMenuObjectRef.SetActive (false);
HelpMenu.SetActive (!HelpMenu.activeSelf);

}
if (Input.GetKeyDown (KeyCode.F2))

{
if (HelpMenu.activeSelf)

HelpMenu.SetActive (false);

DebugMenuObjectRef.SetActive (! DebugMenuObjectRef.activeSelf) ;
}

if (Input.GetKeyDown (KeyCode.Escape))
{
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if (OpenMenuCount != 0 &&
OpenUI.Last () .EscListen)

{
UIbase UIB = OpenUI.Last();
UIB.Close();
OpenUI.Remove (UIB) ;
if (OpenMenuCount == 0)
{

EscMenuFlag = true;

}
if (OpenMenuCount == 0)
{

PlayerController.CanMove = true;

if (singleton.OpenMenuCount == 0)

singleton.playerUIcanvas.SetActive (true);

singleton.playerUlIcanvas.SetActive (false);

/// <summary> noBaBjgeT uMHTepbelrc B oOOmMI CHOUCOK U
OTKpEBaeT ero </summary>
public static void Regist (UIbase UI, bool EscActive =
true, bool IsDestroy = false)
{
if (!UI.Open()) return;
PlayerController.CanMove = false;
UI.EscListen = EscActive;
UIl.IsDestoy = IsDestroy;
singleton.OpenUI.Add (UI) ;
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if (singleton.OpenMenuCount == 0)
{

singleton.playerUlIcanvas.SetActive (true);

singleton.playerUlIcanvas.SetActive (false);

/// <summary> ynajnsgeT MHTepberc m3 obmero Ccrnmcka u
3aKpeBaeT ero </summary>
public static void Close (UIbase UI)
{
if (!singleton.OpenUI.Contains(UI)) return;
UI.Close();
singleton.OpenUI.Remove (UI) ;
if (UI.IsDestoy) Destroy(UI.gameObject);
if (singleton.OpenMenuCount == 0)
{
EscMenuFlag = true;
PlayerController.CanMove = true;
}
if (singleton.OpenMenuCount == 0)
{

singleton.playerUIcanvas.SetActive (true);

singleton.playerUIcanvas.SetActive (false);

@aiin “VolumeSetting.cs”
using System.Collections;

using System.Collections.Generic;
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using UnityEngine;

public static class VolumeSettings

{
public static System.Action IsChangeGlobalVolume;
public static System.Action IsChangeMusicVolume;
public static System.Action IsChangeRadioVolume;
public static System.Action IsChangeEffectsVolume;
public static System.Action IsChangeNatureVolume;

public static System.Action IsChangeInterfaceVolume;

private static float GlobalVolume = 1;

private static float MusicVolume =

1;
private static float RadioVolume = 1;
private static float EffectsVolume = 1;
private static float NatureVolume = 1;

private static float InterfaceVolume = 1;

public static void ChangeGlobalVolume (float NewVolume)
{

GlobalVolume = NewVolume;

1f (GlobalVolume < 0) GlobalVolume

Il
o
~.

i1if (GlobalVolume > 1) GlobalVolume

I
'_\
~

IsChangeGlobalVolume?.Invoke () ;

public static float GetGlobalVolume () { return
GlobalVolume; }

public static void ChangeMusicVolume (float NewVolume)
{

MusicVolume = NewVolume;

if (MusicVolume < 0) MusicVolume = 0;

if (MusicVolume > 1) MusicVolume = 1;

IsChangeMusicVolume?.Invoke () ;
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public static float GetMusicVolume () { return

MusicVolume; }

public static void ChangeRadioVolume (float NewVolume)

{

RadioVolume = NewVolume;

if (RadioVolume < 0) RadioVolume = 0;
if (RadioVolume > 1) RadioVolume = 1;
IsChangeRadioVolume?.Invoke () ;

}

public static float GetRadioVolume () { return

RadioVolume; }

public static void ChangeEffectsVolume (float NewVolume)
{

EffectsVolume = NewVolume;

if (EffectsVolume < 0) EffectsVolume

Il
o
~.

if (EffectsVolume > 1) EffectsVolume = 1;

IsChangeEffectsVolume?.Invoke() ;

public static float GetEffectsVolume() { return
EffectsvVolume; }

public static void ChangeNatureVolume (float NewVolume)
{

NatureVolume = NewVolume;

if (NatureVolume < 0) NatureVolume = 0;

if (NatureVolume > 1) NatureVolume = 1;

IsChangeNatureVolume?.Invoke () ;

public static float GetNatureVolume () { return

NatureVolume; }
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public static void ChangelInterfaceVolume (float NewVolume)
{

InterfaceVolume = NewVolume;

if (InterfaceVolume < 0) InterfaceVolume = 0;
if (InterfaceVolume > 1) InterfaceVolume = 1;
IsChangelInterfaceVolume?.Invoke();

}

public static float GetInterfaceVolume() { return

InterfaceVolume; }

®aiin “GameSettings.cs”

public enum NetType
{
Singleplayer,
Host,
Connected,
}
public enum GameType
{
NewGame,
Continue,

Connected,

/// <summary>

/// XPpaHUT KOHOUI'YPALMID TEeKYylel MWIPH
/// </summary>

public static class GameSettings

{

/// <summary> CceTeBOM TWUI MIPH </summary>
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private static NetType gameNetType;
/// <summary> OyOJMUHEIN CETEeBOM TuUI MIPH </summary>
public static NetType GameNetType
{
get { return gameNetType; }

set { gameNetType = value; }

/// <summary> Tun uUIps </summary>
private static GameType gameType;
/// <summary> OyOJIMUHBI TUI UIPH </summary>
public static GameType gameType
{
get { return gameType; }

set { gameType = value; }

®aiin “InventoruCell.cs”
using Mirror;

using UnityEngine;

public class InventoryCell : MonoBehaviour

{
public System.Action CellUpdated;

/// <summary> Texkyummy NpeIMeT B sderke </summary>
private Item item;
/// <summary> Texkyummy NpeIMeT B sderke </summary>

public Item item { get { return item; } }

/// <summary> ID npenmera </summary>
// [SyncVar (hook = nameof (SyncCellID)) ]
private int itemlID;

/// <summary> ID npezmMera </summary>

public int itemID { get { return itemID; } }
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/// <summary> KojlnuecTBO NpPeIMeTOB B duelke </summary>

// [SyncVar (hook = nameof (SyncCellCount)) ]

private int itemCount;

/// <summary> KolnuecTBO NpeIMeTOB B duelke </summary>

public int itemCount { get { return itemCount; } }

/// <summary> mOCTynHa Ju gdeiika </summary>
private bool canTake;

/// <summary> moCTynHa Ju gueika </summary>
public bool canTake

{ get { return canTake; }}

// [SyncVar (hook = nameof (SyncCellQuality)) ]

private Quality quality;

/// <summary> Tun npemMmeTa B duelike </summary>
private ItemType itemType;
/// <summary> Tun npemMmeTa B dguelike </summary>

public ItemType itemType { get { return itemType;

private void Awake ()

{

_item = new Item();
_itemID = -1;
_itemCount = 0;

~quality = Quality.None;

public void SyncCellCount (int 0Old, int New)
{

_itemCount = New;

CellUpdated?.Invoke () ;

public void SyncCellID(int 0ld, int New)
{
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_item.CopyItem (New) ;
_itemID = New;

CellUpdated?.Invoke() ;

public void SyncCellQuality(Quality 0Old, Quality New)
{

_quality = New;

CellUpdated?.Invoke();

// [Command (requiresAuthority = false)]
public void addItemCMD (int ID, int Count, Quality
ItemQuality)
{
addItem(ID, Count, ItemQuality);

public bool addItem(int ID, int Count, Quality

ItemQuality)
{
if (( item.id != -1 && quality != ItemQuality) ||
(_item.id != -1 && item.id != ID)) return false;
if ( itemCount == 0) item.CopyItem(ID);
if (_itemCount + 1 > item.maxStackCount) return
false;

_itemCount += Count;
_quality = ItemQuality;
CellUpdated?.Invoke () ;
_itemID = ID;

return true;
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public void Deleteltem()
{

_item = new Item();
_itemID = -1;
_itemCount = 0;

_quality = Quality.None;
CellUpdated?.Invoke();

public void Deleteltem(int count)

{
_itemCount = itemCount - count;
if (_itemCount <= 0)

{

_item = new Item();
_itemID = -1;
_itemCount = 0;

_quality = Quality.None;
}
CellUpdated?.Invoke() ;

// [Command (requiresAuthority = true)]

public void SwitchCellCMD (InventoryCell NewCell, int

Count)
{
SwitchCellRPC (NewCell, Count);
if ( itemType != ItemType.None &&
NewCell.item.itemType != itemType) return;
if (NewCell.item != item)
{
Item itemBuf = item;
int itemCountBuff = itemCount;

_item = NewCell. item;
_itemCount = NewCell. itemCount;

NewCell. item = itemBuf;
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NewCell. itemCount = itemCountBuff;

//[ClientRpc]
public void SwitchCellRPC (InventoryCell NewCell, int

Count)
{
if ( itemType != ItemType.None &&
NewCell.item.itemType != itemType) return;
if (NewCell.item != item)
{
Item itemBuf = item;
int itemCountBuff = itemCount;

item = NewCell. item;

_itemCount = NewCell. itemCount;

NewCell. item = itemBuf;

NewCell. itemCount = itemCountBuff;

CellUpdated?.Invoke();

®aiin “InventoruCellui.cs”
using System.Collections;
using System.Collections.Generic;
using TMPro;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

[RequireComponent (typeof (InventoryCell)) ]
public class InventoryCellUi : MonoBehaviour

{

[SerializeField] private InventoryCell connectedCell;
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[SerializeField] private Image itemImage;

[SerializeField] private TextMeshProUGUI itemCountText;

private void Start()
{
_connectedCell = GetComponent<InventoryCell>();
itemCountText.gameObject.SetActive (false);
itemImage.gameObject.SetActive (false);
connectedCell.CellUpdated += UpdateCellVisual;

UpdateCellVisual () ;

private void OnDestroy ()

{
_connectedCell.CellUpdated —-= UpdateCellVisual;

public void UpdateCellVisual ()

{
if ( _connectedCell.itemCount > 1)

{

itemCountText.gameObject.SetActive (true);

itemCountText.text = "" +

_connectedCell.itemCount;

}

else

{
itemCountText.gameObject.SetActive (false);

if ( connectedCell.item.itemIcon != null)
{
itemImage.gameObject.SetActive (true);

itemImage.sprite = connectedCell.item.itemIcon;

else
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itemImage.gameObject.SetActive (false);

daiin “item.cs”

using UnityEngine;

public enum ItemType

{

None,

Craftable,

public enum Quality

{

/17
/17
/17

None,

common

<summary>
BaszoBEM KJIaCC NpenMeTa

</summary>

[System.Serializable]

public class Item

{

/// <summary> id npenmera </summary>
[SerializeField] private int id;
/// <summary> id npenmera </summary>
public int id

{ get { return id; } }

/// <summary> Ha3BaHMe npenMeTa </summary>
[SerializeField] private string itemName;

/// <summary> Ha3BaHMe npenMeTa </summary>
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public string itemName

{ get { return itemName; } }

/// <summary> //omnmcaHue mnpemmeTa </summary>
[SerializeField] private string description;
/// <summary> //omnmcaHue npemmera </summary>
public string description

{ get { return description; } }

/// <summary> //wmkoHkKa OpemmMera </summary>
[SerializeField] private Sprite itemlIcon;
/// <summary> //wmkoHkKa OpemmMera </summary>
public Sprite itemIcon

{ get { return itemIcon; } }

/// <summary> Tun npeimeTa </summary>
[SerializeField] private ItemType itemType;
/// <summary> Tun npeimeTa </summary>
public ItemType itemType

{ get { return itemType; } }

/// <summary> BasoBas LeHa OpenMeTa </summary>
[SerializeField] private int coast;

/// <summary> BasoBas LeHa OpenMmeTa </summary>
public int coast

{ get { return coast; } }

/// <summary> KauecTBO mnpeimeTa </summary>
[SerializeField] private Quality quality;

/// <summary> KauecTBO mnpeimeTa </summary>

public Quality quality

{ get { return quality; } set { quality = value; } }

/// <summary> MakcuMmaJbHOE KOJIMYECTBO B CTake </summary>
[SerializeField] private int maxStackCount;

/// <summary> MakcuMmasJbHOE KOJIMYECTBO B CcTake </summary>
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public int maxStackCount

{ get { return maxStackCount; }}

//KoucrykTop \/ \/ \/

public Item()
{

_id = -1;
_itemName = "ItemName";
_description = "ItemDescription";

_itemType = ItemType.None;
_coast = 1;
_quality = Quality.None;

_maxStackCount = 1;

public Item(int id, string name, string description,
Sprite itemIcon, ItemType itemType, int coast, Quality quality,
int maxStackCount)

{

_id = id;

_itemName = name;
_description = description;
_itemIcon = itemIcon;
_itemType = itemType;
_coast = coast;

_quality = quality;

_maxStackCount = maxStackCount;

public void CopyItem(int id)

{
if (ItemBase.singleton.FullltemList.ContainsKey (id))

{
_1d = ItemBase.singleton.FullIltemList[id].id;
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ItemBase.

ItemBase.

ItemBase.

ItemBase.

ItemBase.

ItemBase.

_ltemName =

singleton.FullltemList[id] .itemName;
_description =
singleton.FullltemList[id] .description;
_itemIcon =
singleton.FullltemList[id].itemIcon;
_coast =
singleton.FullltemList[id].coast;
_quality =
singleton.FullItemList[id] .quality;
~maxStackCount =
singleton.FullItemList[id] .maxStackCount;
}
else
{
_id = id;
_itemName = "ItemName";
_description = "ItemDescription";
_itemType = ItemType.None;
_coast = 1;
_quality = Quality.None;
_maxStackCount = 1;

public static bool operator

{
//1f
if
{

||
. id)

(a == null

(a. id ==

if
{

(a. quality ==

return true;

}

return false;

b ==

==(Item a, Item b)

null) return false;

b. quality)

Uzm | /lucm

Ne dokym.

Modnucs | Aama

aucm

rry 1.090301.05 001113 121




public static bool operator !=(Item a, Item b)
{
if (a. id != b. id || a. quality != b. quality)

return true;

else return false;

public override bool Equals (object obj)
{

return base.Equals (obj);

public override int GetHashCode ()
{

return base.GetHashCode () ;

public virtual void Use()

{

daiin “itemPrefab.cs”

using UnityEngine;

[CreateAssetMenu (fileName = "Baseltem", menuName =

"Game/Items/BaseItem") ]

public class BaseltemPrefab : ScriptableObject

/// <summary> id npenmera </summary>
[SerializeField] private int id;
/// <summary> id npemnmera </summary>
public int id

{ get { return id; } }
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/// <summary> Ha3BaHMe npenMeTa </summary>
[SerializeField] private string itemName;
/// <summary> Ha3BaHMe npenMeTa </summary>
public string itemName

{ get { return itemName; } }

/// <summary> //omnmcaHue npemmera </summary>
[SerializeField] private string description;
/// <summary> //omnmcaHue mnpezmeTa </summary>
public string description

{ get { return description; } }

/// <summary> //wmxoHKa npernMera </summary>
[SerializeField] private Sprite itemlIcon;
/// <summary> //wmxoOHKa npermMera </summary>
public Sprite itemIcon

{ get { return itemIcon; } }

/// <summary> Tun npeimeTa </summary>
[SerializeField] private ItemType itemType;
/// <summary> Tun npeimmeTa </summary>
public ItemType itemType

{ get { return itemType; } }

/// <summary> Bas3oBasd lieHa npeimeTa </summary>
[SerializeField] private int coast;

/// <summary> Bas3oBasd lieHa npeimeTa </summary>
public int coast

{ get { return coast; } }

/// <summary> KauecTBO mnpeimeTa </summary>
[SerializeField] private Quality quality;

/// <summary> KauecTBO mnpenMeTa </summary>

public Quality quality

{ get { return gquality; } set { quality = value;

}

}
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}

/// <summary> MakcuMaJlbHOE KOJIMUECTBO B CTake </summary>

[SerializeField] private int maxStackCount;

/// <summary> MakcuMaJlbHOE KOJIMUECTBO B CcTake </summary>

public int maxStackCount

{ get { return maxStackCount; } }

using UnityEngine;

[CreateAssetMenu (fileName = "Baseltem", menuName =

"Game/Items/Baseltem") ]

public class BaseltemPrefab : ScriptableObject

{

/// <summary> id npenmera </summary>
[SerializeField] private int id;
/// <summary> id npenmera </summary>
public int id

{ get { return id; } }

/// <summary> Ha3BaHMe mnpenMera </summary>
[SerializeField] private string itemName;
/// <summary> Ha3BaHMe npenMeTa </summary>
public string itemName

{ get { return itemName; } }

/// <summary> //omnmcaHmue npemmMera </summary>
[SerializeField] private string description;
/// <summary> //omnmcaHmue npemMera </summary>
public string description

{ get { return description; } }

/// <summary> //mkoHKa npezMera </summary>
[SerializeField] private Sprite itemIcon;
/// <summary> //wmkoHKa InpemMera </summary>
public Sprite itemIcon

{ get { return itemIcon; } }
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/// <summary> Tun npemMmera </summary>
[SerializeField] private ItemType itemType;
/// <summary> Tun npemMmera </summary>
public ItemType itemType

{ get { return itemType; } }

/// <summary> BasoBas lLeHa nNpeaMeTa </summary>
[SerializeField] private int coast;

/// <summary> BasoBas lieHa npezaMeTa </summary>
public int coast

{ get { return coast; } }

/// <summary> KauecTBO npenmMera </summary>
[SerializeField] private Quality quality;

/// <summary> KauecTBO npenmMera </summary>

public Quality quality

{ get { return quality; } set { quality = value; } }

/// <summary> MakcuMasbHOE KOJIMUECTBO B CcTake </summary>
[SerializeField] private int maxStackCount;

/// <summary> MakcuMaJbHOE KOJIMUECTBO B cCcTake </summary>
public int maxStackCount

{ get { return maxStackCount; } }

daitn “MouseCell.cs”

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MouseCell : MonoBehaviour

{

private InventoryCell pickedItem;
private int count;

private Transform gameObjectTransform;
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private void Start()

{
_pickedItem = GetComponent<InventoryCell>();
_gameObjectTransform = transform;

_count = 0;

public void Pick(InventoryCell PickedCell)
{

private void Update ()

{
if ( pickedItem.item.id != -1)
{

Vector3 mousePosition = Input.mousePosition;

Vector3 worldPosition
Camera.main.ScreenToWorldPoint (mousePosition) ;

//worldPosition.y = worldPosition.y - 0.3f;

//worldPosition.x worldPosition.x + 0.3f;

worldPosition.z -5;

_gameObjectTransform.position = worldPosition;

if (Input.GetMouseButtonDown (0))
{
Vector?2 mousePosition =
Camera.main.ScreenToWorldPoint (Input.mousePosition);
RaycastHit2D hit =
Physics2D.Raycast (mousePosition, Vector2.zero);
if (hit.collider != null)
{
// TlonmyuaemM KOMIOHeHT SpriteRenderer

InventoryCell IC;
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if
(hit.collider.TryGetComponent<InventoryCell> (out IC))
{

if ( pickedItem.item.id == -1 &&
IC.item.id !'= -1)

_pickedItem.addItemCMD (IC.item.1id,
IC.itemCount, IC.item.quality);
IC.Deleteltem() ;

else

if (IC.item.id == -1)

IC.addItemCMD ( pickedItem.item.id, pickedItem.itemCount,
_pickedItem.item.quality);
_pickedItem.Deleteltem();

}
if ( pickedItem.item.id ==
IC.item.1id)

1f ( pickedItem.itemCount +

IC.itemCount <= IC.item.maxStackCount)

{
IC.addItemCMD ( pickedItem.item.id, pickedItem.itemCount,
_pickedItem.item.quality);

_pickedItem.Deleteltem();

else

int delItems =

IC.item.maxStackCount - IC.itemCount;
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IC.addItemCMD( pickedItem.item.id, delltems,

_pickedItem.item.quality);

_pickedItem.Deleteltem(delItems);

®aiin “RadioScript.cs”
using Mirror;
using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class RadioScript : NetworkBehaviour, UsableObject

{
[SerializeField] private AudioSource Source;
[SerializeField] private List<AudioClip> Clips;
[SerializeField] private GameObject UI;
[SerializeField] private Slider slider;

[SerializeField] private StandartUI standartUI;

[SyncVar (hook =

nameof (SyncVolume) )] [SerializeField] [Range (0f, 1f)] private float

Volume;

[SyncVar (hook = nameof (SyncChange) )] [SerializeField]

private int CurrentSong;

[SyncVar (hook = nameof (Switch)) ] [SerializeField] private
bool IsPlaying;
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private void Awake ()

{
Boot.LoadWorldObjects += Load;

CameraControllerScript.Cameraloaded += SetCamera;

UI.SetActive (false) ;

private void OnDestroy ()

{

Boot.LoadWorldObjects —-= Load;

CameraControllerScript.Cameraloaded -= SetCamera;

}
public void Load()

{
1f(UI == null)
{

Debug.LogWarning (gameObject.GetComponent<StandartUI> () .pUIobject
== null);
Ul =
gameObject.GetComponent<StandartUI> () .pUIocbject;
}

SetCamera () ;

Source.clip = Clips[CurrentSong];

//NetworkServer.Spawn (gameObject) ;

public void SetCamera ()

{

if (Camera.main != null)

UI.gameObject.GetComponent<Canvas> () .worldCamera = Camera.main;

}

/ /BKJIIOUEeHME / BEIKJIIOUEHME

[Command (requiresAuthority = false)]
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public void PlayStopCMD ()
{
IsPlaying = !IsPlaying;
if (IsPlaying) Source.Play();

else Source.Stop();

public void Switch(bool old, bool New)
{
if (New)
{
Source.Play();

SyncSourceCMD () ;

Camera.main.GetComponent<MusicTemp> () . StopMusic () ;

}

else

Source.Stop () ;

Camera.main.GetComponent<MusicTemp> () .StartMusic () ;

}

[Command (requiresAuthority = false)]
public void SyncSourceCMD ()
{

SyncSourceRPC (Source.time) ;

[ClientRpc]
public void SyncSourceRPC(float Time)
{

Source.time = Time;
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//CMeHa My 3bIKU

[Command (requiresAuthority = false) ]

public void ChangeButton (int New)
{

int NewMusic CurrentSong + New;

if (NewMusic < 0) NewMusic

if (NewMusic > Clips.Count 1) NewMusic =

CurrentSong = NewMusic;

Source.clip Clips[CurrentSong];

if (IsPlaying) Source.Play():;

public void SyncChange (int 0ld, int New)
{

Source.clip = Clips[CurrentSong];

if (IsPlaying) Source.Play();

/ /VI3aMeHeHMe TPOMKOCTU

public void ChangeVolume ()

{
ChangeVolumeCMD (slider.value);

[Command (requiresAuthority = false)]

public void ChangeVolumeCMD (float NewVolume)
{

Volume = NewVolume;

public void SyncVolume (float 01d, float New)
{

Clips.Count-1;

0;
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slider.value = Volume;

gameObject.GetComponent<LinkToVolume> () .ChangeVolume () ;
}

/ /VuTepderic
public void Use ()

{
standartUI.OpenUI () ;

public void CloseUI ()

{
standartUI.CloseUI () ;
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IIpuioxenue B

(Obs3arenbHOE)

buznec-npoekt “CumynsTop CeIbCKOro X03sIMCTBA C JIIEMEHTaAMU POJIEBOM UTPBI™

IIpesenTanus
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«The Little story»

Cumynarop cenbCKoOro
X03AUCTBa C
3JyIeMEeHTaMMm porieBoM
Mrpbl

AeTop paboTbi:
ctypeHT rp. 21BBEB1 MNpuwumH Ceprein Bagumoeuu

Hay4yHbLIn pyKkoRogUTenk:
KaHgupaTt 3.H., goueHT, Akucpnee UnLa BnagumMmmupoBeuuy

MNMenza, 2025

Llens paboTbl n 06 beKTLI

Llenb paboTtsbl — paspaborka urpsl B xxaHpe TopDown
RPG B PixelART ctune Ha pgBmxke Unity.

O61beKkThl pa3paboTku:
* AFrpOBOE NpUIoXXeHUe C peanm3aumen OCHOBHbIX
MeXaHMK, XapaKTepHbIX ANnA BaHHOro XaHpa;
 MynbTUNneepHasa cocTaBnfaoWan;
* BU3yanbHoe cocTaBnsawouasn (Nonb3oBartesfibCKUM
nHTepdenc).
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AKTyanbHOCTb

NMNocnepHue 3 roga HabnopaeTca pocr
Cnpoca Ha Urpbl C NPOCTbiM M
MEeAUTATUBHbLIM MrpOBbLIM NMPOLLECCOM.
Tak >Xe pacTéTr Cnpoc Ha Urpbl C
OTKPbLITLIM MMUPOM.

Mpu 3TOM Urp, KOTOpPLIE COYETAIOT B
cebe aBe 3™TM 0CO6EHHOCTM BbIXOAMUT
BCé meHbuwe. CornacHo ctatMcTuke
Steam 3a nocnegHuMm roa BbilWIIO
BCEero 2 TaKMx npoexKra.

AHannu3 aHanoros

Camble nonynspHbIe NPOeKThbl
BbilunM 6onee 5 ner Ha3ap, M3
Yyero BbLIXOAAT criegyolume
npobnemsbi:

- bonblue He BbIXoaAT oOHOBNEeHuA
- cnoMmaHHbIn 6anaHc

- 6aru npm 3anycke Ha
COBpeMeHHbIX YCTPOUCTBaX

- 6onblue HEeT BO3MOXXHOCTH
npuo6pecTu HEeKOTopbIie U3 HUX
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CpaBHeHMe aHanoros

B “ s
- UHorga BLIXOQAT
oGHOBMNEeHMA. - Urpa Ha cKopoCTh.
Stardew Valley P - P
- Bonsuwoe pasHooGpa3sue - CnomaHHLIA 6anaHc.
KOHTEeHTa.

- 3aTAHYTbLIW UFPOBOM
- 6ONLLWOW OTKPLITLIA MUP. npouecc.
My time at Sandrock - CUCTeMa couManbHbIX - MHOr 0o NOBTOPHAIOLWMUXCH
B3aMMOOEeHMCTEBUMN. NoKauuM BO BTOPOM
NMONMOBUHE WUIPkI

- xopowuu 6anaHc
- Mmanoe pasHooGpasue
- . MeXaHMK.
Animal Crossing MeXaHMUK.
- BecKkoHe4YHas reHepauus
— - MPUBA3KA K UHTEpHeTY.

OnucaHue npoaykra

HaseaHue: The little story
Xaup: TopDown RPG
Mnarcgopma: Windows

ABuxok: Unity

Mopgenb MOHeTu3auum: noanNMUCKa

LleneBas ayauTopuA: Ka3yarnbHble
MrpokKku B Bo3pacrte ot 14 no 30
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MUrpoBom npouecc
OcHOBHbIE NMPUHLMNbI:

- ULMKknuyHoOCTL
npouecca

- YnyyweHue nocne
KaXXporo umkna

- KOONepaTus

Mcnonb3yembie TEXHONOrmm

MmynbTUNneepa 6es
NPUBA3KU K CTOPOHHEMY

cepsepy

Mirror ana peanusaaumm w

DoTween ana
onTMMM3auum
nepeasmxexHumna Ul

QNMeMeHTOBR M aHHMaI.I‘Hﬁ LT T T LT
Tween

aucm

rry 1.090301.05 001113 137

nsm | /luem | Ne dokym. | Moonuce | Aama




Mirror

MmeeT MHOXeCTBO
SarorTosokK ans paﬁo'rbl
KJIMEeHT cepBepHoro
npunoXxXeHumAa

Hanunume arpubyroe
SyncVar, Command mn
TargetRCP nosBonar
ynob6Ho peanu3oBbiBaTh
CeTeBOM Kopa, He nioMas
aAPXUTEeKTYpYy Mrpbl.

DoTween

Mo3Bonser co3paBarthb
nnaeHbie aHUMaLUUMN U

nepemMmelleHun obbekToB
yepe3 Koa, He Mcnosnb3ya

aHumartop Unity.

3JT0 no3Bonser VIRyvumThb

BN3YaJibHYIO 4YacCThb,
npomMseogmMtTesibHOCTbL 1

CKOpPOCThL pa3paboTKu Urpbl.

(Sswitch))] IsPlaying;

ommand(requiresAuthority =

PlaystopcMD()

IsPlaying = !IsPlaying;
if (IsPlaying) Source.Play();
else Source.Stop();

SwitchRpc()

Switch();

IEnumerator SlideShow()

ImageIndex 0;
while ( )
{

BackgroundImage.sprite = Backgrounds[ImageIndex];

ImageIndex++;
if (ImageIndex >= Backgrounds.Length) ImageIndex
yie urn JaitForSeconds(DurationTime);

BackgroundBuffer.sprite = BackgroundImage.sprite;
BackgroundBuffer.color = Color(if, 1f, 1f, 1f);
BackgroundImage.sprite = Backgrounds[ImageIndex];
Alpha = 1f;
while(BackgroundBuffer.color.a > @)
{
Alpha = Alpha ChangeStep;
uffer.color = Color(1f, 1f, 1f, Alpha);
(ChangeTime * ChangeStep);

VolumePanelTransform.DOAnchorPosX(Xsize, ©.4f);
SettingsButtonsTransform.DOAnchorPosX(-Xsize, ©.25f);
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ApxutekTypa

CUMMynfiLMA XXUBOro MUpa:
- MUHMMYM o6IMX KOHTpONNEpPoB

- BO3MOXHOCTb ynpasneHus
MrpoBbIM MUpom u3 mwboi yacTn
Koga

- ObwMn MHTepcgenc goctyna Ko
BCceM ob6bekTam

MacuwtabupyemocTb:

- PaspeneHue BHYTpeHHEn U
BU3yanbHOM YacTu obbekTa

- OTpenbHble o6beKTbl gnna
xpau%uacrpoex Mrpbl, MUpa 1
nepco a

- nepepaua Knaccosb uepes string

- UHMumanusauma rnasHbIX
KOHTponnepos 4yepes boot

MoroBehaviar

+ hwakef)

oS

+ Upoae(

SurCommor

o

JS——

LghPowar: st

Cr——

PlayCamars camas

+ UpgansSun()

+ Crangedtatn()

]

Plaperiiss

O Cel

- currentCount. int + Cnstanserve)

+ Swacnivemiiter) + Losachen)

+ CniemCamected

BHewHun BMa mrpsl

Parts. PaywPand

+ ChangevisasParePu)

U3m

Jlucm | Ne dokym. | Moonuce | Aama

rry 1.090301.05 001113

aucm

139




JdKkoHOMMUUecKana 3hhpeKTUBHOCTDb

Pacxopbi: Mpwu cTapToBOoM

- oTpucoBkKa rpacgpukmu: 30 ayautopum B 1000
000 YerioBeK U CTApTOBOM

- HanucaHue My3biku: 50 LeHe nognucku 50
000 BbIxoauT 50 000 B mecnu.

- pexnama B TeMaTUu4ecKunx
rpynnax: 20 000 C pocTtom ayautopum

- co3faHMe calTa NpoekKTa: HaYuHaeTcsH :
20 000 nponopuuoHarnbHbIU POCT

- exxemMecs4YHas onnara AoxoAaa.

xoctuHra: 1000
MUroro 120 000 pybnen

Cnacmubo 3a
BHUMaHMe
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