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IIepeuenb cokpaleHuid 1 0003HAYECHU A

B Hacrosmieit paboTe MpUMEHSIOT CJICIYIONTUE COKPAIICHUS U 0003HAYCHUS
bar (Bug) — omubka B mporecce pa3padoTky, 1eeKT MpOorpaMMbI
["eiimauzaiinep (Game Designer) — crenuaircT pa3pabOTKH UTPOBOrO KOHTEHTA,
UI'POBBIX MEXaHUK U OOIIIET0 HTPOBOTO OIBITA
Ieiimmneit  (Gameplay) — B3aumojelCTBHE WIpPOKa C HIPOBBIM MHPOM H
MEXaHUKAMH UTPBI
Juzaitnep ypoaeii (Level Designer) — crieriualincT 1o co3JaHui0 YpOBHEH, MUCCHI
U CIICHApHCB
Komnnaiinep (Collider) — koMmoHeHT 1151 onpe/eieHns CTOIKHOBEHHH 00BEKTOB B
BUPTYaJIbHOM IPOCTPAHCTBE
ITK (PC) — nepcoHalIbHBIH KOMITBIOTED
[Mukcenp-apt (Pixel Art) — Texnuka co3gaHusi rpaduKd, OCHOBaHHAas Ha
UCTIOIh30BaHUH MMHUKCENIEH
PriBok (Dash) — crioco0 6bICTpOro mepeMerieHus B 3a[aHHOM HaIpaBICHUN
Crpaiit — rpadudeckuii JI€MEHT, UCIIOIb3yEeMbIH B pa3pa0d0TKe UTp U aHUMAIIHH
Touka mutepeca (Point of Interest) — MecTto WM 3IEMEHT, KOTOPBIH MPHUBICKAET
BHUMAaHHE UTPOKa
AAA-uTpel — BBICOKOOIOPKETHBIC, KPYITHOMACIITAOHBIE W BBICOKOKAYCCTBEHHBIC
BUJICOUTPBI
IDE (Integrated Development Environment) — uaTerpupoBaHHas cpenia pa3padOoTKu
Pefikactuar (Raycasting) — WHCTpyMEHT MJis OIpEAeTCHHsS CTOJKHOBCHHHA U
OoOHapyKCHHUS MPETSTCTBHIA HA ITyTH JTyJa
Ul (User Interface) — nons3oBaTenbckuii nHTEpdEiic

VR (Virtual Reality) — BupTyanpHas peaqbHOCTD
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BBenenue

B Hame Bpems TEXHUYECKUH IPOIPECC HEYCTAaHHO ABWXKETCs Brepen. Emre
COBCEM HEIAaBHO OBUIO TPYAHO TPEACTaBHTh, UYTO TeICHOH MOXKET CTaTh
MOPTATUBHBIM YCTPOKWCTBOM C (PYHKIIMOHAIIOM, IOKPBIBAIOIINM TOTPEOHOCTH
COBPEMEHHOTO 4YeJOBeKa. Pa3BHTHE TEXHOJOTHI TO3BOJSIET HaM BBITIOJHATH
MHO>KECTBO 33J1a4 Ha MOOMJIbHBIX YCTPOMCTBAX, HAUMHAS OT OOIICHUS U TIOJTyICHHSI
WHGOPMAIIMH JI0 BBITIOJHEHUS PabOThl U yrpaBieHus jaenamu. OIHAKO, ¢ POCTOM
(YHKITMOHAJIBHOCTH COBPEMEHHBIX CMapT(OHOB, JIFOJH BCE Yallle 00pamarTcs K
HUM B Ka4eCTBE MCTOYHHMKA pa3BiicdcHUN. MOOWMIIbHBIC WTPBI, MPUIOKCHUS IS
TIOTOKOBOT'O BOCTIPOW3BEACHHSI MY3BIKH, COIMAJbHBIE CETH — BCE OJTO CTallo
HEOTHhEMJIEMOM YaCThIO HAIIEW MOBCEIHEBHOMN KU3HH.

WrpoBass MHAYCTpHS SBISCTCS OJHOM W3 CaMbIX JUHAMHYHO PACTYIIUX U
NpUOBUTBHBIX OTpAaciCii COBpEeMEHHOT0 Mupa. Kaaplli Toj Hrpbl MPUBICKAIOT
MUJJIMOHBI UTPOKOB CO BCEr0 MUPA, M CIIPOC MPOAOHKAaeT pacTu. Takum oOGpazom,
pa3paboTKa UTPOBOrO MPHUIOKEHUS MOXKET MPEIOCTaBUTh BO3ZMOXKHOCTH CO3/1aTh
BOCTPEOOBAaHHBIN MPOAYKT.

Taxxe, pa3paboTka UTPOBOTO MPUIIOKEHHS MPEIOCTABISIET BO3MOKHOCTH
IPOSIBUTH TBOPUECKHE U TEXHUYECKHE YMeHUs. PaboTa Hai UTPOBBIM IPUIIOKEHUEM
TpeOyeT HAaBBIKOB NMPOTPAaMMHPOBAHUS, TU3aliHA U YIPABICHUS MPOEKTOM, YTO
SIBJISIETCSI LICHHBIM OITBITOM B 00JIACTH pa3pabOTKH MIPOrpaMMHOT0 00ECIICUCHHS.

Android sBisseTcss caMoOil pacpOCTPAaHCHHOH OIEpaIMOHHON CHCTEMOH,
UCIIOJIb3YSICh Ha MWIUIMOHAX cMapT(OHOB, TIIAHIIETOB W JPYTUX YCTPOMCTB IO
Bcemy wmupy. lllupokas aynuropusi, ymoOHbIE HWHCTPYMEHTHI pa3pabOTKH,
BO3MOKHOCTH MOHETH3AIIMU U TIOJIepkKKa coodtrecTBa faemarotr Android nanbosee
MPUBJICKATEIHLHON TIATHOPMONM 71T CO3JaHUSI W PACTPOCTPAHCHUS HIPOBBIX

MPUIIOKEHU M.
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1 Urporoe mpuiro:xkenune mog OC Android

1.1 AHAJIN3 TEMBI

[lepBble MOOUWIBHBIE WIPHl MOSBWIKCH emnie B KoHue 20 Beka, Korjaa
MOOWJIBHBIE TeNe(POHBI CTaIM TMOJy4aTh BO3MOXKHOCTh OTOOpa)KaThb MPOCTHIC
rpaduyecKue JIEMEHThI U UTPOBBIC MPUIIOKECHHUS.

OpHOM U3 caMbIX MOMYJIIPHBIX MEPBBIX MOOMIIBHBIX UT'P ObUTH Urpa «Snake»
(3meiika), koTopas ObuUIa MpeaycTaHoBIeHa Ha MHOTHX MoJensax Nokia B 1997 rony.
Urpa npencrarisiia coboil mMpoCTyro apkaay, TIe WIPOK YMIPaBIsl 3MEHKOH,
MBITAsICh ChECTh MUKCEJIBHBIE TOYKH, TIPU ATO M30eras CTOJKHOBEHHUS CO CBOUM
XBOCTOM.

Hacrosmuii mpopslB B MOOMIIBHBIX UTpaxX MPOU3OIIEI C BBITYCKOM MEPBBIX
cMapTOHOB. DTH YCTPONCTBA, OCHAIIEHHBIC TEPEJAOBBIMH TEXHOJIOTUSIMH U
MOIIHBIMU MPOIECCOPAMHU, OTKPBUTH HOBbIE BO3MOKHOCTH JIJIsl pPa3pabOTUMKOB UTP.
C nosBiieHreM cMapTPOHOB UTPOBOIL OMBIT CTAJI HAMHOTO O0JIee MPUBJIEKATEIHHBIM
M 3axBaThIBalOMM. braromapsi cBOMM BO3MOXHOCTSAM B OOJAcCTH BU3YaJbHBIX
sbdexToB, MyIBTUMEAMHHBIX  (GYHKIUA W CEHCOPHOTO  YIpaBJeHUS,
MHTEPAKTUBHOCTH M pa3HOOOpa3ne UTPOBBIX MEXAHUK BO3POCIH B Pas3bl.

B niepuoz ¢ 2000 o 2003 roasl MOOHIIBHBIC YCTPOKUCTBA MOTYIIIA TOCTYT K
UHTEpPHETY, 4YTO  OTKpPBUIO  JBEPM K  OHJAWH-B3aUMOJACHCTBUSIM U
MHOTOMOJIb30BaTEIbCKUM  MPUJIOKEHUSIM. C  TOSIBIEHHEM HWHTEPHET-A0CTYIIA,
CMapTQOHBI CTAIH HEOTHEMIIEMON YacThlO0 TOBCEIHEBHOM >KU3HH, MPETOCTABIISS
MOJIB30BATEINI0 JTOCTYI K Pa3IMYHBIM CEPBUCAM M KOHTEHTY B JIFOOOM MECTE U B
m000€e BpeMsl.

OmHUM W3 KITIOYEBBIX MOMEHTOB B Pa3BUTHH MOOWIIBHBIX WTP CTajl 3aIlyCK
MarasuHa mnpwiokeHuii App Store kommanuu Apple B 2008 romy. DtoT mmiar
MpeAoCTaBUI Pa3pabOTYMKAM BO3MOXKHOCTD JIETKO PacHpOCTPAHITh CBOU UTPHI IO
BCEMY MHUPY U JIOCTUYb OTPOMHOM ayJUTOPHUH TOJb30BaTENCH. AHATOrn4Ho, B 2012

ronay Google 3amyctmia cBoi marasun npuioxenuii Google Play, uro gomosamno
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skocuctemy Android. O6a Mara3wHa TpPeJOCTaBWIN YAOOHYIO IUIATPOPMY st
pacrpoCcTpaHeHus, IPOJaXu U OOHOBJICHUSI UTPOBBIX MPUIOKEHUH, CIIOCOOCTBYS
3HAYUTEIILBHOMY POCTY UHAYCTPUU MOOUIIBHBIX UTP.

MoOunbHble  UTpHl  MOpeQIaraloT  pa3HooOpasue  KaHPOB,  YTOOBI
yIOBJIETBOPUTh HMHTEPEChl M TNpEeAnouTeHus: UrpokoB. OHU 00ecreynBarOT
YBJIEKATEIbHBIN TeUMIUIEH U BO3MOXHOCThH MOTPY3UTHCS B BUPTYaJbHBIC MHUPHI,
HE3aBUCUMO OT MecTa M BpeMeHH. HekoTopble Wrphl mpeajaratoT OBICTPYIO U
JTMHAMHUYHYIO aKTUBHOCTD, IJI€ UITPOKU MOTYT COPEBHOBATHCS 32 MO0y U OIYTUTh
aapeHanuH. [[pyrue ske mpejiararoT MHTEJUICKTYaJlbHbIC BBI3OBBI, TJI€ HIPOKHU
MOTYT pa3BUBaTh CBOM HAaBBIKM PEIICHUS TOJOBOJOMOK W CTPATErHYECKOro
MbIuieHus. Elie oHUM jKaHpOM, SIBISIOTCS UTPBI C AJIEMEHTAMH MPUKIIOUCHMUS,
OHHM TI03BOJISIOT UTPOKAM OKYHYThCS B YBJICKATEIbHYIO UCTOPHIO, HCIIBITATh a3apT
OT TPUKITIOYEHUH M OTKPBITHH. He3aBuCHMMO OT TOTO, HINET JU MOJIh30BaTEIb
OBICTpBIC UCTIBITAHUS WIIW TITYOOKHI CIOKET, MOOMIJIbHBIE UTPBI 00EIIAI0T MOJAPUTh
YHUKAJIBHBIA UTPOBOU OTIBIT.

Hnst  co3naHus MOOWIBHBIX HMIP HEOOXOJUMBI CHEIUATU3UPOBAHHBIE
KOMIIETEHIIMM W yMeHus. Pa3pa®oTuvku urp JOJKHBI 00Ja7aTh TIyOOKUMH
3HAaHMSIMU B 00JIACTH MPOrPAaMMHUPOBAHMS, AW3aiiHAa W aHUMaluud. OHU JOJDKHBI
OBITh B COCTOSSHMW  CO37aBaTh yBJEKATCIbHBIM  TI'eHMIUICH, CO37aBaTh
WHTEPAKTUBHbIE ¥ MHTYUTUBHO TOHITHBIE MHTEpQeEichl. Pa3paboTunKu TOJKHBI
ob0namaTth 3HAHMSIMH M HaBBIKAMH IpOrpaMMHUpoBaHus Ha s3bikax C++, C#,
GDScript 1 T.n. OHU TOMKHBI TaK)Ke OBITH 3HAKOMBI C PA3NIMIHBIMU CpEIaMH
pa3pabotku, Takumu kak Unity, Godot Engine, Unreal Engene u .11

OpnHoli W3 KIIOUEBBIX 3a/lady MpH pa3paboTke MOOWIBHBIX WIp SBISETCS
ONTUMU3AIMUS TPOU3BOAUTEILHOCTH W aJanTalus MOoJ pa3iuyHble yCTPOWCTBA.
Pa3paboTunku AOMAKHBI y4€CTh pa3IMUHbIE Pa3pelICHUs] SKPAaHOB U allapaTHbIE
BO3MOXHOCTH YCTPOWCTB, 4YTOOBI TpadUyeCKuii W UTPOBOM KOHTEHT OBLI
ONTUMHU3UPOBAH M OOECreurMBall IUJIaBHYI0 pa0OTy Ha BCEX COBPEMEHHBIX

YCTPOMCTBAX.
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1.2 AHaJ10ru HITPOBOI0 NMPHJIOKEHUS

@parMeHThl redMILIes mpeacTaBieHbl Ha pucynkax 1.1, 1.2, 1.3, 1.4, 1.5.

1.2.1 «Dead Cells»

«Dead Cells» — »sTr0 He3aBucuMMas BUACOWIPA B JKaHPE pPOTAJMK-
wiatdpopmepa, papadorannas Motion Twin u BeimymienHas B 2018 romy, mozxe
Obuta moptupoBana Ha cucteMbl 10S u Android. Hrpa coderaer B ceOe 31eMEHTBI
METPOUIBAHUM U POTAIMKA, NPeJiaras UTPOKY UCCIIeI0BaHUE PAa3InUHbIX YPOBHEH,
060pBr0Oy ¢ Bparamu 1 cOOp yJIyUIIEHHUH JIJIs1 CBOETO EPCOHAXKA.

B «Dead Cells» urpox ympasisier Oe3bIMSHHBIM OECCMEPTHBIM TEpOeEM,
KOTOPBIN HccheayeT JTaOUPUHTHI, HATIOJHEHHBIE OMACHBIMU BparaMu U JIOBYIIKAMH.
[lepcoHak MOXET MCIOJIb30BaTh Pa3HOOOpPA3HOE OPY)KUE, YMEHUS U Maruueckue
CIIOCOOHOCTH JIJIsi Cpa)K€HUsl ¢ MPOTHUBHUKAMH. [Ipu kaxaol cMepTd MepcoHax
BO3BpAIlaeTCsl B HAYaJIO UTPbI, HO COXPaHsEeT HEKOTOPhIC YIYUIICHUS U OTKPBIThIC
MYTH, YTO MO3BOJISET MPOrPECCUPOBATH AAIBIIE C KaXKIABIM MPOX0KICHUEM.

«Dead Cells» ornuuaercs oT Apyrux porajavkoB CBOei OBICTPOM U MIaBHOM
UTPOBOM MEXaHMKOH, a TakKe KpacHMBOW NHKCeNbHOW rpadukoit. OHa Takke
npeasaraeT pazHooOpasue MpeIMETOB, OPYKHUS M CIIOCOOHOCTEH, YTO MO3BOJISIET
UTPOKaM MEHSTh CBOM CTWJIb WUIPHl M DKCIEPUMEHTHUPOBATH C Pa3IUYHBIMU

komOuHanusmu. @parment reiimiutes «Dead Cellsy uzobpaken na pucynke 1.1.

10074100

1® 4658

Pucynoxk 1.1 — @parment revimiuiest «Dead Cells»
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1.2.2 «Oddmar»

«Oddmar» — 3to MmoOWIbHas Urpa, pa3pabOTaHHAsT M BBIMYIICHHAS CTYIHCH
Mobge Ltd. Ona noctymnHa ajis ycTpoHCTB Ha 6a3e onepannoHHON cuctemsbl 10S u
Android.

«Oddmar» — 3o maTdopMep ¢ AJIeMEHTaMH T'OJIOBOJIOMOK U IIPHUKITFOUEHHUH.
Urpok yrnpasiseT nepcoHaxkem o umenn Oddmar, BAKMHIOM, KOTOPBIH CTPEMUTCSI
HAWTH CBOE MECTO B MHpPE M J0Ka3aTh CBOKO IIEHHOCTh. B WIpe mpeicTaBicHBI
pa3HO0Opa3HbIC YPOBHU C MPEIMATCTBUSIMHE, TOJIOBOJIOMKAMHU M OMTBAMHU C Bparamu.

['paduka «Oddmar» BbIOJHEHA B KPACOYHOM U MOJPOOHO MPOPabOTAHHOM
CTUJIC, & MY3BIKAJIbHOE COIMPOBOXJCHHE CO37aeT aTMOCc(hepy BUKHHICKOW Carw.
HWrpa npeayaraeT pa3indHble HABBIKH U CIOCOOHOCTH, KOTOPBIE MOKHO YJIy4IIATh
10 Mepe MPOXOIKICHHSL.

«Oddmar» mnony4yuia TOJOXKHUTEIBHBIC OT3BIBBI 3a OTIMYHYIO Trpaduky,
yBIICKATEIbHBIA TeWMIUICH M 3axXBaThIBAIOIIYyIO HcToprio. OHa oOecrieuynBaeT
OPUSATHBI ~WIPOBOM  OMBIT Ha MOOWIBHBIX YCTPOWCTBAX U  IOJb3yeTCs
HONYJISIPHOCTBIO CpeAH JIoOHTeNell IaThopMepoB M TPUKIIOYCHUSCKUX HIP.

®dparmenT reimiies «Oddmary u3obpaxen Ha pucynke 1.2.

Pucynok 1.2 — ®@parment revimiuiest «Oddmar»
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1.2.3 «Super Meat Boy Forever»

«Super Meat Boy Forever» — s3t10 Buzaeourpa, SBIAIOMIASCS HPSIMBIM
MpoIoHKEHUEM opuruHaiasrHoi Super Meat Boy, pazpa6otannoit Team Meat. Urpa
Obu1a BeimymieHa B 2020 rogy U TOCTYNHA HA Pa3IMYHBIX MIaTPopMax, BKIIOYAs
Nintendo Switch, PlayStation 4, Xbox One, u PC, B 2023 roay Obuta mopTupoBaHa
Ha ratdopmel 10S u Android.

«Super Meat Boy Forever» smasiercs muiar@opmepoM, B KOTOPOM HUIPOK
yIpaBisieT niepcoHaxem no umenn Meat Boy wiu ero mapraepom Bandage Girl,
KOTOpBIE TBITAIOTCA CIACTH CBOETO IOXHIIEHHOTO peOeHka. ['edMIuieil HUrpsl
XapakTepu3yeTcss ObICTPHIMH W WHTCHCHBHBIMH YPOBHSIMH, T/I€ HTPOK JOJIKCH
NPEOI0NIeBaTh Pa3IMYHbIC MPETSTCTBHS, JIOBYIIKA W BParoB, YTOOBI JOCTHUYb
KOHEYHOM LEIIN.

B omnuuume or opurmnHama, «Super Meat Boy Forevery» mnpennmaraer
NPOLEYPHO Te€HEpUpPYEMble YPOBHH, 3TO O3HAYAET, YTO KaXABIA MPOXOJ HUTPHI
OyZeT yHUKaNnbHBIM. Takke B Urpe 100aBJIeH 3JIEMEHT aBTOMaTHYECKOro Oera, 4yTo
npuaet emie 00bllie TMHAMUKH U CKOPOCTH UTPOBOMY TIPOIIECCY.

«Super Meat Boy Forevery mpomoibkaeT TpaJUIMI0 OPUTHHAIBHON HUTPHI,
npensarasi BBICOKUNA ypOBEHb CIOKHOCTH M BBI30OBOB JUIsl UTPOKOB, OJHAKO TAKXKE
BHEJIPSICT HOBbIE MEXaHUKHU M ycoBepiieHcTBOBaHUA. OHa Obl1a XOpOIIO MPUHATA
KpUTHKaMu W (daHaTaMu CEpuH, Mpejyiaras YBIEKAaTeJIbHOE W 3aXBaThbIBAroOIIee
mwiatgopMmepHoe ucnbiTanue. Oparment reimiuies «Super Meat Boy Forever»

n300pakeH Ha pucyHke 1.3.
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Pucynok 1.3 — ®parment revimmes «Super Meat Boy Forever»
1.2.4 «Limbo»

«Limbo» — »3T0 matdopmep-roJoBosioMKa, pa3paboTaHHAs JIaTCKOM
kommanueir Playdead. Urpa Owuia Bemmymena B 2010 rogy u gocTynmHa Ha
pasnnuHbIX miatdhopmax, Bkimrodas Xbox, PlayStation, PC, i0S u Android.

B «Limbo» wrpok ympaBinseT O€3bIMSHHBIM MaJTbYHUKOM, KOTOPBIH
OKa3bIBAETCSl B TEMHOM U 3araJjouHoM Mupe. ['eiimMIuie urpbl OCHOBaH Ha PEIICHUH
rOJIOBOJIOMOK M TIPEOJI0JIEHUH MPENATCTBHM, TAKUX Kak JIOBYIIKU U Bparu. Mrpa B
OCHOBHOM pabOTaeT ¢ 4YepHO-0eI0i MamuTpoit u co3maer atMocdepy myraroniein u
MPAYHOM CKA3KHU.

OnHa u3 ocobeHnocterr «LiImbo» — 310 ee atMocepa u BU3yanbHBIH CTUIIb.
HUrpa wucnonb3dyeT MHUHUMAIUCTHUYHYIO TpaduKy H IefaeBpaibHble 3(PdEKTHI
OCBEIIICHHMSI, CO3/1aBasi aTMOC(epy TAMHCTBEHHOCTH W HANPSDKEHUS. My3bIKallbHOE
COTPOBOKJICHUE TAKXKE CIMOCOOCTBYET YCHUIICHUIO aTMOCGhEphl U IMOIMOHAIBHOM
TJIyOWHBI UTPHI.

«Limboy OpuTa XOpoIIo MpHUHSITa KPUTHKAMU U MUTPOKAMH OJiarojapsi CBOCH
YHUKaIbHON aTMocdepe, romoBosoMkaM M UcTopuu. OHa cTasia KOMMEpPUYECKHM
YCTIEXOM M TMOJIy4YHJIa HECKOIBKO HAarpaj U HOMHHAIMKA B PA3IMYHBIX KaTETOPHUAX,
BKJIFOYasi MCKYCCTBO, TE€HUMIUICH W 3ByKOBOoe odopmiieHne. PparMeHT TelMIuies

«Limbo» uzo0paxen Ha pucynke 1.4.
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Pucynok 1.4 — ®parment reiimiuies «Limbo»

1.2.5 «Downwell»

«Downwell» — 310 nukcenbHbIH IATGOPMED ¢ BEPTUKATBHON MPOKPYTKOHM,
pa3paboTaHHbIN U BRIMYIIEHHBIN cTynuei Moppin. Urpa noctynHa Ha pa3idyHbIX
wiatdopmax, kmrodas Android, 10S, PlayStation 4, Nintendo Switch u PC.

B «Downwell» urpok ympasiser nepcoHaxeM, MaaroliuM B Y3KHI KOJIOIEIL,
MOJIHBIA BparoB W OMAacHOCTEH. ['elimIuieli oCHOBaH Ha CTpeinbOe U MPBIKKAX C
UCITOJIb30BAHUEM «ITUCTOJETHBIX OOTHHOK», KOTOpBIE IIO3BOJISSIOT IEPCOHAXKY
BBITIOJHATh MPBDKKKM M aTakoBaTh BparoB. Llenb urpel - qo0paThCsi Kak MOKHO
riIy0’Ke B KOJIOJICIL, IPEO0I0JIeBasi MPEMSTCTBUS U CPakasiCh C BparaMu Ha IMyTH.

«Downwell» oTmudaeTcst CBOMM YHHKAJIbHBIM BH3yalbHBIM CTHIIEM, KOTOPBIHA
BKJIIOUAET B ce0sl MUKCENbHYIO TpaduKy U OrpaHUYEHHYIO MaIuTpy 1BeToB. Urpa
TAK)Ke IIPUBJICKACT BHUMAaHUE CBOMM MHTEHCUBHBIM I€MILIEEM U HECTAaHAAPTHBIMHU
MEXaHUKaMU.

«Downwell» Oputa xopomio THpHHATa HTPOKAMH ¥ KPUTHKAMU, ITOJYYHB
BBICOKHE OIICHKH 3a CBOIO pPEUrpadelbHOCTb, IWHAMUYHOCTH M CTHIBHYIO
nukcenbHyto Tpaduky. @Dparment reiimiuies «Downwell» wn300paxeHn Ha

pucynke 1.5.
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Pucynok 1.5 — ®parment reiimmuies «Downwell»

1.3 IlocTanoBKa 3a1auu

Heo6xomumo paspaborath wurpoBoe mnpwioxkenne mox OC Android.

HpI/IJ'IO)KeHI/Ie OOJDKHO YAOBJICTBOPATH CICAYIOIIHC TpC6OBaHI/ISII

HMHTYUTHBHO ITOHATHOC U OT3BIBUMBOC CCHCOPHOC YIIPABJIICHUC,

Ka4CCTBCHHBLIC rpa(bnqecxne QJICMCHTBI U aHUMalllH,

Ka4CCTBCHHOC ayaANOCOIIPOBOXKICHUC,

oOydJaromuii ypoBE€Hb, NPEJIAralllfuil HIPOKY ONpoOOBaTh 0a30BBIC
MEXaHUKH U BO3MOKHOCTH JUISI IPOXOXKICHUS UTPHI;
- obecnieunTh OamaHC CII0KHOCTU UTPHI;
- peann3oBaTh HHTEPGENC MOIB30BATENS, BKIIOYAIONTUN B CeO0s:
1) TJIaBHOE MEHIO C MHCTPYMEHTAMH YIIPaBJICHUS MTPUIIOKCHUEM;
2) BHYTPUUTPOBOU HHTEp(dEc C HWHCTPYMEHTAMU YIPaBICHUS
MEPCOHAKEM U MPUIIOKECHUEM;

- aJalITUBHOC Pa3pCUICHUC 1104 PA3HbIC BUAbI 9KPAHOB.
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1.4 Bei0op miaT¢gopmsl pa3padoTku

Ha ceronHsmHuiA 1eHb CYIECTBYET MHOKECTBO PA3TMYHBIX HHCTPYMEHTOB,
KaK TUTATHBIX, TaK W OCCIUIaTHBIX, MPEIHA3HAYCHHBIX I pa3paboTku urp. OHH
OXBAaThIBAIOT NIUPOKHHA JHANa30H BO3MOXKHOCTEH M (DYHKIIMOHAIBLHOCTH, YTOOBI
MMOMOYb Pa3paboTYMKaM CO3/1aBaTh Ka4eCTBEHHBIC UTPHI.

1.4.1 Unity

OaHMM M3 caMbIX MOMYJSPHBIX MHCTPYMEHTOB siBiisseTcss UNity, koTopbrit
NPEIOCTABISACT MUPOKUH CHIEKTP (PYHKIIUN M BO3MOXKHOCTEH pa3pabOTKU UTp JJIs
pa3n4HbIX waTdopm, Bkiroyas Android.

Unity (Unity3D) umeeT psig 0COOCHHOCTEHH

- kpoccrmiatgopmenHocts: Unity mo3Bossier pa3paboTyukaM CO37aBaTh
UTPbI, KOTOPbIE MOTYT OBITH 3alyIICHbI HaA pPa3IMYHBIX IUTaTPopMax ¢
MUHUMAJIbHBIMU U3MEHEHUSAMHU. ITO SKOHOMHT BPEMS M YCHIIHS Pa3pabOTUYMKOB M
TIO3BOJISIET OBICTPO aJaNITHPOBATH UTPHI TIOJ] Pa3HbIE YCTPOHCTBRA,;

- MHTYUTHBHBIN uHTepdeiic: Unity uMeeT IpyKeCTBEHHBIH MOJIb30BATEILCKUN
uHTepdeiic. UaTepdeiic mo3BosSeT JIETKO CO3/1aBaTh U OPTaHU30BHIBATH PECYPCHI
UTPBI, HACTPaWBaTh KOMIIOHCHTHI M CKPHIITHI, a TaK)Xe YIPABIATh CICHAMH |
aHuMaIueu,

- pacmupsieMocTs: Unity umMeeT akTHBHOE COOOIIECTBO Pa3pabOTUYMKOB U
OTPOMHYIO OHMONMOTEKY TIaKeTOB W pacmupeHuii. Pa3paborunku Moryt
MCIIOJIb30BaTh TOTOBBIC PEIICHUS, CO3JaHHBIC IPYTUMU pPa3pabOTUMKAMU, WIIH
co37aBaTh COOCTBEHHBIE TAKETHI JIs1 PACIIMPEHUS BO3MOKHOCTEH;

- MOUTHBIA HTPOBOH MBMKOK: UNity o6magaeT MOITHBIM HTPOBBIM JIBUKKOM,
KOTOPBIN TPENOCTABISAET MHUPOKUA HAOOP MHCTPYMEHTOB JJIS CO3/IaHUSI UTPOBBIX
MEXaHWK, YIMpaBieHUs (U3NKOH, peanu3alud WCKYCCTBEHHOTO HHTEIUICKTA,
Co37aHMs BU3YaTbHBIX 3((HEKTOB M MHOTOE IPYTOE;

- rpaduka u anumanus: Unity momnepkuBaet co3manue kak 2D, tak u 3D

rpaduku. OH npeajaracT MOIIHbIE MHCTPYMEHTHI JJISI CO3JAaHUS PEATUCTUYHBIX
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BU3YalbHBIX 3((}EeKTOB, OCBelleHus, TeKCTyp u aHumanuid. Unity Taxke
MOJIJICPKUBACT HMCIOJIB30BAaHUE MICHIEPOB M MOCT-00pabOTKM [JIsl CO3/[AaHUA
BBICOKOKaUECTBEHHON TPaUKH.

1.4.2 Unreal Engine

Eite omHUM M3 pactpocTpaHEeHHBIX HHCTpyMeHTOB siBissercs Unreal Engine,
KOTOPBI TPEIOCTaBIIACT BBHICOKOKAUECTBEHHBIC TIpaduueckue BO3MOXXHOCTH H
MOIIHBIN UrpoBoit ABmxkok. Unreal Engine takke moaaepkuBaet pa3pabOTKy UTp
JUISL pa3U4HBIX iaTdopm, Bkaouas Android.

Unreal Engine uMeet psiji 0COOEHHOCTEH:

- MOIIHBIA urpoBoi aBmwkok: Unreal Engine sisisiercs onHUM U3 HaubOosee
MOIIHBIX U TEPEIOBBIX MTPOBBIX JIBI)KKOB Ha pbiHKe. OH Tpemjaract IIUPOKHMA
CHEeKTp (QYHKIIUH U BO3MOXXHOCTEH /ISl CO3TaHUS BRICOKOKAUYECTBEHHBIX UT;

- (otopeanuctrunas rpaduka: Unreal Engine oGmagaeT BreYaTasiONMMHU
rpaUIeCKUMH  BO3MOXKHOCTSMH, BKJIIOYass  (OTOPEATHCTHUHYIO Tpaduky,
JUHAMHYECKOE OCBEIeHUE, GU3NUIECKYIO CUMYJISIUIO U BU3yallbHBIC 3P PEKTHI. DTO
TIO3BOJISIET CO3/1aBaTh BH3YyaJbHO TMOTPSCAIOIINE HUIPHI C BBICOKUM YPOBHEM
peanmsma;

- MHCTpyMeHTHI juis paspadbotkum AAA-urp: Unreal Engine mpemmaraet
Ooratbiii HAOOp MHCTPYMEHTOB M (PYHKIIMH, KOTOPBIC IMMOMOTAIOT pa3paboTIMKaM
CO3/1aBaTh KPYITHOMACIITa0OHBIC W BHICOKOKAUYECTBEHHBIC MTPHI. BKitogaeT B cels
pENaKTOp MHUPOB, CHCTEMY aHUMAIUW, (QU3NYECKYI0 CHUMYISAIHUIO, CHUCTEMY
HCKYCCTBEHHOI'O MHTEJIJIEKTa U MHOTO€ JIPYTo€E;

- kpoccruiatdpopmennas moanepxkka: Unreal Engine momnmepkuBaet
pa3paboOTKy UTP JJIA Pa3INIHbBIX MIaTGOPM, BKITFOUAst MOOMIIBHBIE YCTPOMCTBA. DTO
MO3BOJISIET JOCTUYH IMUPOKOW ayJWTOPUHM TOJB30BaTENIed M MaKCHMH3WPOBATH
OXBaT PHIHKA,

- Oospmioe cooOmiectBo m pecypewl: Unreal Engine umeer aktuBHOE
00IIMpPHOE COOOIIECTBO Pa3pabOTUMKOB, UTO 00ECTICYMBACT JOCTYN K Pa3TMIHBIM

pecypcaMm, oOyyaroliemMy maTepuany, HOKYMEHTallud U MOAJAEpKKe. DTO Jenaet
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nporecc pa3paboTku Oosee MoAAeP)KUBAEMBIM U IOMOTAET B PEIICHUH MPOOIEM H
BEI30BOB.

1.4.3 Godot Engine

Godot Engine npencrapnsieT co00i THOKUN UTPOBOM JIBUKOK C OTKPBITHIM
urpoBeiM kojoM. [IpemmymectBom Godot Engine sBisieTcss JErKOBECHOCTD,
BO3MOXHOCTb Pa0OTHI € JIFOOBIX YCTPOMCTB, Jaxe yepes Opaysep. OH noaepKuBaeT
pa3palboTKy UIp I pa3auuHbIX Tiatdhopm, BKitodas Android.

Godot Engine uMeet psiji 0COOCHHOCTEIH:

- akTHBHOE coo0miecTBo: Godot Engine umeer cooOriecTBO pa3pabOTYMKOB,
KOTOPBIC aKTUBHO IOICPKUBAIOT U Pa3BUBAIOT JBMKOK. CyIECTBYET MHOXKECTBO
pecypcoB, GOpyMOB, TYyTOPHAJIOB M PACITUPEHUI, KOTOPBIC IIOMOTAIOT HOBUYKAM U
OIBITHBIM Pa3pa0d0TYMKAM HAXOJUTh MOIACPIKKY U JICTUTHCS CBOMMH 3HAHUSAMU H
OIIBITOM;

- OecIIaTHOCTh W OTKPBITBIM HCXOAHBIM koia: Godot Engine seisietcs
OecCIIaTHBIM JJIsI UCIIOJIb30BAaHUS U PACTIPOCTPAHEHUS, UTO JCNAET €0 JOCTYITHBIM
U BceX pa3paboTynkoB. KpoMe TOoro, OH MMEET OTKPBITHI MCXOIHBIA KO, YTO
MO3BOJISIET pa3paboTYMKaM HM3ydaTh €ro, BHOCHTh M3MEHEHUS W YIYyYIICHUS, a
TaK)Ke JICIUThCSI CBOUMU HapaOOTKaMH C COOOIIECTBOM,;

- CKpUIITHHT Ha pa3IuuHbIX s3bikax: Godot Engine moaaepkuBaeT CKPUIITHHT
Ha HECKOJNBKHMX s3bIKaX MporpaMMupoBaHus, Bkmroudas GDScript (s3bIk,
cnenmainbHO paspadorannsiii s Godot), C#, Python u apyrume. 310 mo3Boisier
pa3paboTyrkaM BBHIOMpPATh HauOosee MOAXOIAIINN SI3BIK I pealu3allii JIOTHKU
UTPHI U B3aUMOJICHCTBUS C 00bEKTaMH,

- MOIIIHBIN ¥ THOKMIA UTpoBO# nBrokoK: Godot Engine mpeiaraetT MOIIHBIN U
THOKWIA WTPOBOM JBMIKOK, CIIOCOOHBIH 00pabaThiBaTh pa3sHOOOpa3HBIC HIPOBHIC
xaHpbl u ctiuin. O noxaepxkusaeT 2D u 3D rpaduky, anumarmto, Gusuky, 3BYK,
¥ MHOTOE JIPYTO€, 9TO TO3BOJISIET CO3/1aBaTh PA3HOOOPA3HBIE UTPOBHIC MMPOCKTHI;

- ynoOHbI pemxakTop cueH: Godot Engine oGmamaeT yaoOHBIM BU3YaJIbHBIM

pP€aAaKTOpOM CICH, KOTOpLIﬁ IMO3BOJICT CO34aBaTb KW HACTpaHMBAaTb HI'POBLIC
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OOBEKTHI, KOMIIOHEHTH W HMX B3auMoOjeicTBHe. Pa3paboTumku MOTYT cO37aBaTh
CIIO)KHBIE CIIEHBI IyTeM TMEePeTaCKUBAaHUS M HACTPOWKH KOMIIOHEHTOB, YTO
YIPOIAeT MPOoIecC CO3AaHMsI UTPOBBIX YPOBHEH U MUPA,;

- kpoccruiatpopmernHoctb: Godot Engine mosBosisieT co3maBaTh UIPhI IS
pasnuuHbIX wiatdopm, Briarodas Windows, macOS, Linux, Android, i0S u apyrue.
OTO Aenaer ero yAOOHBIM MHCTPYMEHTOM IJsl pa3pabOTKH UTp, KOTOPHIE MOTYT
OBITh 3aIyIIICHBI HA Pa3HBIX YCTPOMCTBAX U OMEPANMOHHBIX CHUCTEMAX.

1.4.4 CryEngine

CryEngine — 3To UrpoBoii ABIKOK, pa3paboTanHbiii komnanueit Crytek. On
IpEeCTaBIIsAeT COOOW MOITHBIH HHCTPYMEHT ISl CO3JAaHMS BHICOKOKAYECTBEHHBIX
KOMIIBIOTEPHBIX UTP C TPOABHHYTOW rpadukold, GUMKOH U JIPYTUMH
TEXHOJIOTUYECKUMHU BO3MOKHOCTSIMH.

CryEngine umeer psii 0COOCHHOCTEI:

- BU3yasibHbIe Bo3MOXKHOCTH: CryENngine ciaBuTCS CBOMMH TPOJBUHYTHIMU
rpadudecKuMu  BO3MOXKHOCTSIMH. OH  momiepKuBaeT  (OTOPEATUCTHIHOE
oroOpa)keHHE CBeTa W TeHEH, JIUHAMHYECKOE OCBEIICHHE, pPEAIMCTUYHBIC
OTPaKEHUSI M TPEIIOMIICHHS, BBICOKOKAYECTBCHHBIE TEKCTYPHl M JETAN3AINIO
OKpY’KaroIel cpeibl. ITO TIO3BOJISET CO37aBaTh BIICUATIISIONINE H PEATUCTHIHBIC
BU3YyaJIbHBIC (P EKTHI;

- pusuueckas cumyisnus: CryEngine oGiagaeT mpoaBUHYTON (QU3HUECKOM
CUMYJISIIIUEH, KOTopas TMO3BOJISIET pa3paboTYMKaM CO3/1aBaTh pPEaMCTHYHBIE
¢usnyeckne B3aMMOJCHCTBHUS C OOBEKTAMH B UTPOBOM MHpe. DTO BKIIOYAET
pPEATMCTUYHYIO aHUMAIIMIO IEPCOHAXEN, TMHAMUYECKYI0 lehopMalinio 00bEKTOB U
B3aMMOJICHCTBHE C KUJIKOCTIMU,

- HMHCTPYMEHTHl i1 co3daHus wurpoBoro koHteHta: CryEngine
MPEIOCTaBIsAET pa3pabOTUMKaM MIMPOKUM HAOOp MHCTPYMEHTOB Ui CO3/aHUs
UTPOBOTO KOHTEHTA. DTO BKIIOYAET PEAAKTOP YpPOBHEH, peJaKkTOp MaTepHaloB,
pEeNaKTOp aHMMAalW{d W JpYrMe MHCTPYMEHTHI IJSl CO3JAHMS M PEJaKTUPOBAHUS

WUTPOBBIX OOBEKTOB U CIICH,
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- MmynbTuIuiaThopMerHas noaaepxkka: CryEngine o6mamgaeT BO3MOKHOCTBIO
pa3pabOTKU UTp ISl pa3iMuHbIX miatgopm, Briatouas PC, koHconmu u MOOUIIbHBIE
YCTpOMCTBA. DTO MO3BOJISET pa3zpabOTUMKaM JOCTUYH IIUPOKOW ayAUTOPUHU U
BBIITYCTUTDb UTPY HA pa3HBIX MIaTGopMax;

- BCTpPOCHHAs MOAJCP)KKa BUpPTyaibHOH peambHocTh: CryEngine umeer
BCTPOCHHYIO TMOJJCPKKY BUPTyalbHOU peanbHocTH (VR), 4Yro mo3Bojsier
pa3paboTyrKaM CO3/1aBaTh UTPbI, CIIELUATIBLHO afanTUpoBaHHble 11 VR-tuatdopwm;

- koMILIeKcHOe perenue: CryEngine npenocrasisieT MOJTHOIICHHOE PEIICHHE
JUTsL pa3paboTKU UTp, BKIIOYas rpaduky, GU3MKYy, 3BYK, UCKYCCTBEHHbBI MHTEIICKT,
aHUMAIMIO U JIPYTHE acleKThl UTPOBOTO Mpoliecca. ITO YNPOIIAET U yCKOPSET
nporecc pa3paboTKU U MO3BOJSET pa3paboTYNKaM COCPEIOTOUYNTHCS Ha CO3/IaHUU
YHUKAQJIBHOTO TeUMILIeS 1 KOHTEHTA.

B Ttabnune 1.1 MOXHO yBHUIIETh CpaBHEHHE BCEX BBIIICOMHUCAHHBIX

maThopM ISt pa3pabOTKH UTp.

Ta6muma 1.1 — CpaBHeHUE UTPOBBIX JBHUKKOB

Penakrop JlocTOMHCTBaA HenocraTtku
Unity KpoccmnardpopmenHocTs, 60mbioe | PecypcoeMkocTs B
CcOO0OIIIECTBO U DKOCHCTEMA, paboTe, 60bIIOM

0O0JIBIIIOE KOJTMYECTBO O0YUYAOIIETO | pa3Mep UTPOBBIX
Marepuana, UHTYUTUBHBIN IIPUIIOKEHNU,
uHTepdeiic CJIOKHOCTb OCBOCHHS

JUIS. HAYMHAIOMNX
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Penakrop

JlocTOMHCTBA

Henocratkn

Unreal Engine

Morusbii rpaduuecKuil 1BUKOK,
BECh HEOOXOAUMBIN (PyHKIIMOHAIT
s pazpabotku AAA-urp,

KpoccriaThOpMEHHOCTh

BrICOKME cucTeMHBIE
TpeOOBaHUs, CIIOKHOCTh
U3YUYCHUS
WHCTPYMEHTapHS,
00JIBIIION pa3Mmep
UTPOBBIX MTPUIIOKEHUH,
BO3MO>KHOCTh HHU3KOM
MPOU3BOUTEILHOCTH Ha
MOOMIBEHBIX

YCTPOUCTBAX

Godot Engine

BecriaTHOCTh M OTKPBITHIN
UCXOIHBIH KOJI, IETKOBECHOCTb U
ObICTpOTa PAaOOTHI, UHTYUTUBHBIN

BU3YaJIbHBIN peaKkTop

CnoxHOCTb pa3paboTKu
JUTSL pssia aTgopM,
MaJIOYHCIIEHHOE
CO00IIIECTBO,
HE0CTaTOK

JIOKyMEHTaIUU

CryEngine

[IponBunyThIC Tpadudeckue
BO3MOKHOCTH pabOThI ¢ rpad)uKoi,
KpoccrathopMeHHas OIePKKa,

OOLIUPHBIA HHCTPYMEHTAPUI

Tpebyer nmokynku
JIMIICH3WH, CII0KHOCTh B
OCBOCHHUU, BHICOKHE
CUCTEMHBIEC TPEOOBAHMSI

WUTPOBBIX MPUI0KEHUN

1.5 Bb100p rpapu4ueckoro perakropa

I'paduaeckue pemakTopsl, JOCTYMHBIC CETOMHS, MPEJOCTABISIOT ITHPOKUN

CIEKTP BO3MOKHOCTEHN U (DYHKIIMOHAIBHOCTH, KOTOPHIE MTOMOTAIOT pa3padoTurMKam

CO31aBaTb KA4YCCTBCHHBIC UI'PLI. Ounn O6HaI[aIOT pa3’IM4YHbIMHU MHCTPYMCHTaAMHU JJIA
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CO3JaHUsl U PEJAKTUPOBAHUS TpaPUUECKUX HIEMEHTOB, BKIIOYAs TEKCTYpHI,
CIPAMTBI, MOJIETU U IPYTUE PECYPCHI UTPBHI.

HezaBucumMo OT TOro, HyKHO JIM C€O3[aTh peanucTuuHyo 3D-rpaduxy,
MUKCEJIbHYIO0 TpadUKy WM BEKTOPHbIE M300pa)K€HUs, CYLIECTBYIOT pPEIaKTOpBI,
CHenuanbHO pa3paboTaHHble s ATUX Henei. Takum oOpazoM, pa3pabOTUUKH
MOTYT BbIOpaTh HanboJee MOAXOASIIINMA TpaduuecKuil pelakTop B COOTBETCTBUH C
TpeOOBaHUSAMHM CBOETO NMPOEKTA U CBOMMU HABBIKAMHU.

1.5.1 Aseprite

Aseprite — 3T0 crenUATU3UPOBAHHBIN MMHKCEIbHBIA pPEAaKTOp, KOTOPBIi
MIMPOKO UCHOJB3YETCA NIl CO3[]aHUsl U PENAKTUPOBAHUS MUKCEIbHOU rpaduku U
copaittoB. OH mpeasiaraeT MHOXXECTBO MHCTPYMEHTOB U (YHKIMH, CIEHHUAIBHO
pa3paboTaHHBIX JIJIs1 pa0OTHI ¢ MUKCETHLHOMN TPpaUKOH.

Aseprite umeet psii 0COOCHHOCTEI:

- IHUKCEJBHBIA pemakTop: ASeprite crernuaabHO pa3paboTaH Iuisi pabOThHI ¢
nUuKCceNbHOW Tpadukoil. OH TpenocTaBIsIET WHTYUTHBHBIM HHTEepdelic wu
MHCTPYMEHTHI JIJIs1 CO3JJaHUs U PEIaKTUPOBAHUS MMUKCEIbHBIX U300paKeHHil;

- anuManus: Aseprite oOnamaeT MOIIHBIMH HMHCTPYMCHTAMHU aHUMAIIWH,
KOTOpbIE TO3BOJISIFOT CO3JaBaTh IUIABHBIE W JIETAJIM3UPOBAHHBIE AHHUMAIIUU.
AHHMMaTOpBl MOTYT CO3[aBaThb U PEAAKTUPOBATHh KaJApbl, HACTPAUBATh CKOPOCTh
BOCITPOM3BEICHUS U J00aBIATh () (PEKTHI;

- IMITOPT U 9KCIIOPT CIpaiToB: ASeprite moanepxuBaet paziuyHbie HOpMaThI
¢aiinoB s uMnopTa U dKcmopTa cupaiitos, Brinodas GIF, PNG, JSON u npyrue.
Ot0 ynpomaer padboTy ¢ IpyruMU UHCTPYMEHTAMH U UTPOBBIMU JABUKKAMH;

- yIOOHBIN MONb30BaTeNbCKU HHTEpGeric: Aseprite mpemiaraet mpocToi u
WHTYUTHBHO MMOHSATHBIN HHTEp(dEiic, KOTOPHII oberdyaet paboTy C HHCTpyMEHTaMHU
1 HacTporKaMu. XyJOKHUKU MOTYT HACTPAUBaTh PACKIAAKY, FOpSYME KJIABUIIHU U
uHTep(delc B COOTBETCTBUH CO CBOMMH MPEANOUYTEHUSIMU,;

- xuctH U 3 dexTrr: Aseprite mpemiaraeT pa3IMyHble KUCTH JJIS PUCOBAHHMS

u co3maHusg 3(PGEeKToB, TaKUX KaK pPa3MBITHE, OCBEIICHHWE W TEHU. TaKke eCTh
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BO3MOXHOCTh CO3/1aBaTh COOCTBEHHbIE KHCTU W 3(PQEKTbl, 4YTOOBl MPUIATH
YHUKAJIbHBIN CTHIIb CBOUM paboTam.

1.5.2 Adobe Photoshop

Adobe Photoshop siBisieTcss OJHMM M3 CaMbIX MOIMYJSPHBIX M MOIIHBIX
rpaudeckux peaaKkTOpoOB, KOTOPBIA MIUPOKO HCIOIB3YETCS B  Pa3IUIHBIX
o0JnacTsaX, BKJIOYas pa3paboTKy UTp.

Adobe Photoshop umeer psit ocobeHHOCTEIH:

- penakThpoBaHHe wu300pakeHuii: Photoshop mnpenocraBisieT mHUPOKHiA
HabOp HMHCTPYMEHTOB M BO3MOXKHOCTEW MMl pENaKTUPOBaHHUA H OO0pPaOOTKH
dotorpaduii u npyrux u3o0pakeHu. Xya0)KHUKH MOTYT KOPPEKTHPOBATh IIBETA,
pPEeTYIIHPOBATh Ne(EKTHI, YIyqIIaTh KAYeCTBO U300paKCHHUS U MHOTOE JIPYTOe;

- paborta ¢ ciosmu: Photoshop moamep:kuBaer pa®oOTy ¢ CIIOSIMH, YTO
MO3BOJISIET BaM CO3/aBaTh CIOXKHBIE KOMIIO3HMIIMM W3 Pa3IUYHBIX DJIEMEHTOB.
[lonb3oBaTenb MOXKET HACTpaWBaTh MPO3PAYHOCTH CIIOEB, MPUMEHATH 3(PGEKTHI,
MAacCKHpOBaTh YaCTU U300PKEHUS U T.1I.;

- TeKcT 1 Au3aiiH: Photoshop npesyiaraer GoraTbie BO3MOKHOCTH [T PA0OTHI
C TEKCTOM, BKJIIOYas BbIOOp HIpU(TOB, HACTPOMKY pa3mepa, 1BeTra U 3¢ HEKTOB.
Jln3aitHepbl TaKKE MOTYT CO3/1aBaTh JU3AMHBI, JIOTOTUIIBI, HIUTFOCTPALMHA U JPYTUE
AJIEMEHTHI TpaduKy;

- pabota ¢ 3D: Photoshop umeer nnctpymenTs! ais padboTsl ¢ 3D-rpadukoi,
MO3BOJISIIONIME  CO3/1aBaTh, PENAKTHPOBATh M TeKCTypupoBaTh 3D-mopenu.
XynoKHUKA MOTYT MPUMEHSTh OCBEIIEHWE, MaTepHalbl U Apyrue 3h(eKTs s
CO37IaHUs peaTuCTHUHBIX 3 D-n300pakeHui;

- ammManus: Photoshop mpemmaraer (QyHKOMM UIsl CO3MaHUS TPOCTHIX
aHUMAaIi u GlF-u3o00paxenwii. AHHUMAaTOPBI MOT'YT CO3/1aBaTh
MOCJICTIOBATEIPHOCTA KaJApPOB, HACTPaMBaTh BPEMEHHBIC WHTEPBAJbI, TOOABISTH

s dexTrI mepexoa ¥ MHOTOE IPYTOE.
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1.5.3 Pro Motion NG

Pro Motion NG (raxxe u3BecTHbI kKak Pro Motion) — ato rpaduyeckwmii
peIaKkToOp, CHEUUATIbHO pa3paOOTaHHBIN ISl CO3/aHMsl MUKCEIbHOW rpaduku u
aHUMaITUH.

Pro Motion NG umeeT psiji 0COOCHHOCTEH:

- mukcesabHoe pucoBanue: Pro Motion NG mpegocraBisieT mMpokuii Habop
WHCTPYMEHTOB M (DYHKITMH 11 pUCOBAHUS TMUKCEIbHOU rpaduku. XyI0KHUKH
MOTYT CO3/1aBaTh H PEJAKTUPOBATh M300PAKEHUS C BBICOKOW CTETECHBIO
JeTamu3alii 1 TOYHOCTH;

- aHMMAaIMs: PeJaKTOp BKIIFOYACT WHCTPYMEHTHI IS CO3JIaHWs aHUMAIIWH,
MO3BOJISIE BaM  CO37[aBaTh IUIaBHBIE M JICTAIM3MPOBAHHBIE aHUMHPOBAHHBIC
CIpalThl. AHUMATOPhI MOTYT HaCTPaWBaTh KaJpbl, BPEMCHHBIC MHTCPBAJIbI, MTETIH
U JIpyrye napamMeTpbl aHUMaIluu;

- TaitoBas kapta: Pro Motion NG nojiep)kuBaeT co3aanne TajaoBbIX KapT,
KOTOPBIE UCIIONIB3YIOTCS B UTPaAX JIJIsl CO3/1aHUsI (POHOBBIX U300PAKEHUN U YPOBHEIA.
XyIOKHUKA MOTYT JIETKO CO3/1aBaThb M PENaKTHUPOBAaTh Taillibl, a 3aTeM
UCIIOJIb30BaTh UX ISl TOCTPOCHUS UTPOBBIX MUPOB;

- UMIIOPT M OKCHOPT: TMporpamma MOAJEPKUBACT pa3InuHble (OpMaThl
daiinoB a1 UMIOpTa M dKcrnopra u3oopaxkenuit, skaouas PNG, GIF, BMP u
Ipyrue. ITo MO3BOJISET JIETKO MHTETPUPOBATH CO3/IaHHbIE TpadUUECKe FJIEMEHTHI
B IIPOEKT;

- pexumbl pepaktupoBaHus: Pro Motion NG mnpemiaraer HECKOJIBKO
PEXKUMOB PEAAKTUPOBAHMS, BKIIOYAs CIIOH, KaJp M aHUMAIIMOHHBIN PEXUMBI. JTO
oOecrieunBaeT yno00HYIO U THOKYIO Cpeny AJis pabOThl C Pa3IMYHBIMU ACMIEKTaMH
rpaduku ¥ aHUMAITUH.

B Tabmume 1.2 MOXHO yBUIETh CpaBHEHHE BCEX BBIIICOMUCAHHBIX

rpadugecKkux peaaKkTopoB.
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Tabnuua 1.2 — CpaBHeHuUE rpaUUecKUX peaakTOpOB

Penakrop JloctonHcTBa Henocrarku
Aseprite Cneunanusupyercst Ha paboTe ¢ OrpaHnyeHHbI HA0Op
NUKCENbHOM rpaduKoi, y1oOHBIM U | HHCTPYMEHTOB B
MHTYUTUBHO MOHATHBINA MHTEp(dElC, | CpaBHEHUH C IPYTHMHU
BCTPOEHHBIN PEeaKTOp AJIs peaaKTopaMu,
CO37aHusl aHUMAIUH, TIOJIIEPIKKa OTCYTCTBHUE MOJJIEPKKHU
coob1iecTBa, yA0OHbII UMIOPT BEKTOPHOM rpaduku,
HaJIUTP TUIaTHAS! JIMLEH3US
Adobe MolHble UHCTPYMEHTHI 1151 Bricokasi cTouMOCTb
Photoshop | 06paboTku 1 peakTHPOBAHHMS JIMIICH3HH,

n300paxeHui, mpodeccuoHaIbHbIC
WHCTPYMEHTHI JIJIs TM3aifHa,

IHPIpOKI/Iﬁ CIICKTP MOAACPKNBACMBIX

OPUCHTUPOBAHHOCTH HA

pacTpoByto rpaduky,

BBICOKHC TpC6OBaHI/ISI K

dbaiinon pecypcam
Pro Motion NG | Cnenmanusupyetcst Ha padoTe ¢ OtcyTcTBUE
UKCEIbHOU rpadukon, yrooHas CHEIUATN3UPOBAHHBIX

HacTpoiika narepdeiica, MOITHBIC

GyHKIMM IS CO3AaHUs aHUMAaITUn

GyHKIUMR 11 co3aaHus
BBICOKOKAYECTBEHHBIX
U300paKeHUH,
OTCYTCTBHUE TIOJIJICPKKU
BEKTOPHOM rpaduku, HE
MOJIXOIUT TSl TIPOEKTOB
C BBICOKHM
TpeOOBaHUEM K

IMPOU3BOAUTCIbHOCTH
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1.6 Bb10op si3bIKa MPOrpaMMHPOBAHMA

JUis  co3maHusi MOOWIIBHBIX WIP CYIIECTBYET MHOMXECTBO  SI3BIKOB
IpPOrpaMMUPOBAHUs, KaXABIH M3 KOTOPBIX HMEET CBOU OCOOCHHOCTH U
npuMeHeHus. BeIOop si3pIka MporpaMMHUPOBaHUSI 3aBUCHT OT Pa3TUYHBIX (DaKTOPOB,
TaKWX KaK TUI HUTpHl, TaTtdopma, meneBas ayauTOpHs, OMBIT pa3paboTunka u
MPEIMOYTEHHs] KOMaH bl pa3paboTKy.

1.6.1 C#

C# sBnsieTcs pEKOMEHIYEMbIM SI3bIKOM MPOTPaMMHUPOBAHUS JJIsi pabOTHI €
Unity. On npeaocTaBisieT MIMPOKHA HAOOP MHCTPYMEHTOB U (DYHKIIHIA, CTICITUAIEHO
pa3paboTaHHBIX JuIs coszmaHus urp. C# ucmonb3yercs uisi pa3paObOTKH WUTPOBOM
JIOTUKH, yTpaBlieHus 00beKTaMHu, 00pabOTKH MOJIb30BATEIHCKOTO BBOJIAa 1 MHOTO€
apyroe. OH TakKe MO3BOJIsI€T pa3padaThIBaTh ClIEHAPUHU (CKPUIITHI), KOTOPHIE MOTYT
OBITh MPUCOCTUHEHBI K UTPOBBIM 00BEKTaM IS ONIPE/ICIICHUS UX TTOBEICHUS.

C# umeeT psl IPEeuMyIIEeCTB:

- moamepkka Unity: Unity sBnseTcs oaHuUM U3 HauboJjiee MOIMYJISPHBIX
UTPOBBIX JIBIJKKOB, KOTOpBIN MpepoctaBiser uHTerpanuio ¢ C#. Pazpaborumk
MOJKET MCTOIb30BaTh C# 11si cO3aHUsl UTPOBOM JIOTUKH, YIIPaBICHUSI 00OBEKTaMHU,
00pabOTKH TOJI30BATEILCKOTO BBOA, PA0OTHI C aHUMAITUSIMH U IPYTUX ACTICKTOB
pa3pabotku urpsl B Unity;

- mmpokas 0a3za 3HaHuN: C# UMeeT aKTUBHOE COOOIIECTBO Pa3pabOTIMKOB H
oOmupHy0 0a3y pecypcoB, BKIOYas JAOKYMEHTAIIMIO, Y4eOHHMKH, (OPYMBI H
OHJIAMH-KYypCBhl. DTO 00JeTyaeT U3yuyeHUE U MOTyuYeHUE MOIIEPKKU NP pa3padoTKe
MOOMIBHBIX Urp Ha CH;

- Bo3MOxHOcTU: C# sBisieTcss OOBEKTHO-OPUEHTUPOBAHHBIM  SI3BIKOM
IPOrpaMMUPOBAHUS C IIUPOKUM CIEKTPOM (PYHKLIHOHAIBHBIX BO3MOXKHOCTENH. OH
MPEOCTaBISAET CPEACTBA AJIS yIPaABICHUs NaMsIThi0, 00pabOTKHU COOBITU, paOOTHI

c rpadukoil W aynuo, a TakKe pa3padOTKH MHOTOTOTOYHBIX MPHIOKEHHH. ITO
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MO3BOJIIET pa3pabOTYMKAM CO37aBaTh CIIOKHBIE M BBICOKOTPOU3BOJIUTEIbHBIC
MOOMJIbHBIE UTPBI.

C# uMeert psiJl HeIOCTAaTKOB!

- orpanndenue iathopmbl: C# CHIBHO CBsA3aH C UTPOBBIM JBIXKKOM Unity,
YTO MOXET OTPaHUYUTH BHIOOp TIaTGOPMBI IJid Baiiei urpbl. Eciu Bam HY>KHO
co3marth Wrpy Ui Imiaatgopmbl, He moajaepkuBaemor Unity, Bam Moxer
noTpeOOBaThCS HMCIOJIBL30BATh JIPYTrOM SI3BIK MPOTPAMMHUPOBAHUSI WM HUTPOBOM
JIBUKOK;

- U3HaYalbHas KOH(Urypalus: npu ucnoias3oBanuu C# ¢ Unity Bam moxer
noTpeOOBaThCS HEKOTOPOE BpeMsi Ha HayaJbHYIO HACTPOWKY M HACTPOUKY
OKpYy)KeHHus1 pa3paboTku. Bam Tarxke morpedyercs ycranoButh UNity u HacTpouTh
ero Jyist pabotsl ¢ C#;

- noTpebnenue pecypcon: Urpsl, pazpaborannsie Ha C# ¢ KMCIONb30BaHUEM
Unity, MoryT moTpeOJyiaTh OOJbIIE CHCTEMHBIX PECypCOB B CpPaBHCHHH C
HEKOTOPBIMH JIPYTUMH SI3bIKAMH MPOrPAMMHUPOBAHUS. DTO MOXKET OKa3bIBATh
BJIMSTHUE HA MPOU3BOAUTENILHOCTD U MOTPeOIeHNE YIHEPTUU MOOUIIBHBIX YCTPOUCTB.

1.6.2 C++

C++ — »9TO BBICOKOYPOBHEBBIA SI3BIK IPOrPAaMMHUPOBAHUS, ITUPOKO
NPUMEHSIEMBIN B pa3padOTKe UTP, ONEPAIMOHHBIX CHUCTEM, MOOWIBHBIX U JIPYTUX
NPWIOKEHUH, T1e TpeOyeTcs BBICOKas MPOU3BOAUTEIBHOCTh U HU3KOYPOBHEBBIM
JOCTYTI K pecypcaM KOMIIbIOTEpa.

C++ umeeT psii MPeuMyIIECTB:

- MPOU3BOAUTENBHOCTh: C++ mpesiaraetr BHICOKYIO MPOU3BOAUTEILHOCTh U
sh(peKTUBHOE  WCIONB30BaHHWE  pecypcoB  KommbooTepa. OH  MO3BOISET
HEMOCPEACTBEHHO YIPABIATH NAMATHIO U ONTUMU3UPOBATH BHITIOJIHEHUE KOJIA, UTO
JIeJaeT €ro 0COOEHHO MOAXOSAIIMM Ji pa3pabOTKU UTP U IPYTUX MPUII0KEHUH,
r7ie BaXKHa CKOPOCTh PadOTHI;

- Bo3MoOXHOCTH: C++ o00namaer MHUPOKUM CHEKTPOM BO3MOXKHOCTEH,

BKJIIOYAsl MOJJEPKKY OOBEKTHO-OpHEHTHpOBaHHOro nporpammupoBanus (OOII),
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mabJIOHBI, MHOTOTIOTOYHOCTh, HH3KOYPOBHEBYIO PabOTy C MaMsIThIO W APYTHE
GyHKIMHA. DTO MO3BONSIET pa3pabOTYNKaM CO3aBaTh CIOKHBIE U MacIITaOUpyeMbIe
CHUCTEMBI C BBICOKOH CTETICHBIO KOHTPOJIA;

- noprabenbHOCTh: C++  sBHIseTCA  KpPOCCIUIAT(POPMEHHBIM  SI3BIKOM
MIPOrPaMMHUPOBAHMsI, YTO O3HAYAET, YTO KO, HamucaHHbI Ha C++, MOXET OBITh
KOMITIWJIUPOBAaH H paboTaTh Ha pa3IUYHBIX OINEPAIMOHHBIX CHUCTEMax M
apXUTEKTypaxX. ITO yMNpoIIaeT pa3paboTKy MPUIOKEHHH, KOTOPhIE MOTYT OBITh
3amyIeHbl Ha pa3HbIX TaTdhopmax 6€3 HeOOXOIUMOCTH NMEPENUChIBAaHUS OObIICH
94acTH KOJIa.

C++ umeer psAA HEJOCTATKOB:

- cinoxkHOCTh: C++  sBHmAeTCS  JOCTATOYHO  CJOXKHBIM  SI3BIKOM
NPOrPaMMHPOBAHUs, KOTOPBI TpeOyeT XOpOWIero TOHMMAaHHS OCHOBHBIX
KOHIIETIIIUI U S3BIKOBBIX BO3MOKHOCTEH. Ero yHKIIMK ¥ THOKOCTh MOTYT IIPUBECTH
K Oojiee CIOXXKHOMY KOAY M OOJIbIIEMY KOJMYECTBY OIIUOOK, OCOOEHHO st
HOBHYKOB,

- ympaBieHne mamsiaThio: B C++ pa3paOOTUMKH TOJDKHBI CaAMOCTOSTEIHHO
YIPaBISATh MAMATHIO, BBIJIEIATh U OCBOOOKIATh PECYPCHI, UTO MOXKET MPUBECTH K
omunOKaM, TAKUM KaK YT€YKU MaMSTH WIM UCIIOJIb30BAaHUE HEBEPHBIX yKa3aTesei.
HekoppekTHOe HCMOIB30BaHUE MAMITH MOXET MPUBECTH K HECTAOUIBLHOCTH H
omuOKaM B paboTe IPOrpaMMBI;

- Oompmuii 00BEM KOJa: W3-3a CBOCH ONM30CTH K HHU3KOYPOBHEBOMY
MIPOrPAMMHUPOBAHHIO U TIOAJIEPKKE MOIIHBIX (YHKIUN, KoJ HAa CH++ MOXKeT OBbITh
0oJee TPOMO3AKUM U 0ObEMHBIM IO CPABHEHUIO ¢ HEKOTOPBIMU APYTUMH SI3bIKAMH
MPOrPaAMMHUPOBAHUSI. ITO MOXKET 3aTPYIHUTH Pa3padOTKy M MOJICPKKY MPOEKTa,
0COOEHHO 7151 HEOOBITMX KOMaH/| WJIM HAYWHAIOMINUX TPOTrPAMMHUCTOB.

1.6.3 GDScript

GDScript — 310 AMHAMHYECKUH S3BIK MPOrPAMMHUPOBAHUS, CHEIHAIBLHO
pa3pabOTaHHBIH JIJIS KCIIOIb30BaHMS B UTPOBOM JiBIKKe GOdot.

GDScript umeeT psia mpenMyIecTs:
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- mpoctota ucnosib3oBanusA: GDScript Owbi1 paspaboTaH ¢ ymopoM Ha
IPOCTOTY U MOHATHOCTh. OH MMEET MPOCTOW CHUHTAKCHC W JIETKO YUTAETCS, UTO
JeNlaeT ero JOCTYIHBIM JJIs HAUWHAIOMINX Pa3pa0OTYMKOB M TEX, KTO HE UMEET
OTIBITA B MIPOTPaMMUPOBAHHH;

- wuHrerpanus ¢ Godot: GDScript sBaseTcss OQUIMATBLHBIM  SI3LIKOM
nporpaMMupoBaHus s aBwkka Godot. OH mmeeT TIyOOKYIO WHTETPAIHI0 C
¢ynakuusmu  u cucremamu  Godot, uTo oOsierdaer pa3pabOTKy Hrp U
B3aMMO/ICICTBHE C UTPOBBIM JIBIKKOM;

- adexTBHOCTH paboThl: GDSCript siBsieTCS UHTEPIPETHPYEMBIM SI3BIKOM,
YTO O3HA4YaeT, YTO OH oOecredynBaeT OBICTPYIO pa3padOTKy W MIHOBEHHOE
TECTHPOBAHHUE U3MEHEHUH B KoJIe 6€3 HeOOXOIMMOCTH KOMIIIIAIINUA. ITO YCKOPSET
IpOIeCC UTEPATUBHOMN pa3paOOTKH UTP.

GDScript umeeT psij HETOCTATKOB:

- OTCYTCTBHME IIMPOKON momnepxku: GDScript smisercs crenupuuHbIM
SI3BIKOM, Pa3paOOTaHHBIM JUIS HMCIOJBb30BaHUS TOJbKO B JBWkke Godot. Drto
O3HAYaeT, 4TO OH HE HACTOJBKO PACHpOCTpaHEH U TMOMYJSIPEH, KaK HEKOTOphIe
Ipyrue S3bIKM  MpPOrpaMMHUpOBaHUsA. MeHblllee COOOIIEeCTBO U OTCYTCTBHE
OOLIMPHOW JIOKYMEHTAllMd MOTYT OrPAaHUYUTh JIOCTYMHOCTb pECYpCcoOB H
HOJIICPIKKY;

- OrpaHUYEHHAs UHTETPAIHs C APYTUMH S3bIKAMU: B OTIUYHE OT HEKOTOPBIX
ApYyrux UTpoBBIX NBUXKKOB, Godot m GDScript umMeroT orpaHHYEHHYO TTOIIEPKKY
JUI APYTUX S3BIKOB MPOTPAMMHPOBAHUS. DTO MOXKET ObITh MPOOJIEMATUYHO, €CIIU
BaM TpeOyeTCsi MCIONIb30BaTh CTOPOHHUE OMOIMOTEKHM WIM WHCTPYMEHTHI,
HAIMMCAaHHBIC HA JIPYTUX S3bIKAX;

- OrpaHWYCHHBIC BO3MOXHOCTH onTumu3anuu: GDScript  sBiseTcs
HMHTEPIPETUPYEMBIM SI3bIKOM, UYTO MOXKET CKa3bIBATHCS HA €70 MPOU3BOAUTEIHLHOCTH
B CPaBHEHUHU C HEKOTOPHIMU KOMITMJIMPYEMBIMHU SI3bIKAMU. B HEKOTOPHIX Ciydasx
3TO MOKET OBITh NpoOJeMON Uil UIrP C BBICOKMMHU TPEOOBAHUAMH K

IMPOU3BOAUTCIIBHOCTH.
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1.7 Boi00p penakropa Kojaa

1.7.1 Microsoft Visual Studio

Visual Studio (momnoe nasamme - Microsoft Visual Studio) — 310
UHTErpupoBaHHasi cpena paspaborku (IDE), mnpemocraBnsiemMas KoMIaHuen
Microsoft. OHa mIpOKO MCIONIB3yeTCs pa3padoTUNKAMU JUTS CO3IaHUS Pa3IMYHBIX
THIIOB TIPUIIOKEHUH, BKIIOYAs UTPBI.

Visual Studio umeert psit IperMyIIeCTB:

- rubOkuii nHCTpyMeHTapuii: Visual Studio npegocraBnsieT mmpokuii Habop
MHCTPYMEHTOB M (QYHKIMU s pa3paboTku mpuiiokeHuil. Brimrouaer B cebs
pelaKkTop KoJia ¢ MOJACBETKON CMHTAKCUCA, aBTOIOTIOJIHEHUEM U HHTETPUPOBAHHOM
OTJIAJIKOW, a TaK)Ke WHCTPYMEHTHI Ui BEPCHOHUPOBAHHS KOJA, YIPaBJICHUS
IPOEKTaMU M Pa3BEPThIBAHMS [TPHUIIOKEHHIA;

- IIUpOKas TMOJAJEpXKKa s3bIKOB mporpammuposanus: Visual Studio
TOJIICP’KUBACT HECKOJIBKO SI3BIKOB MTporpaMMupoBanus, Bkitodas C++, C#, Visual
Basic, F#, JavaScript, Python u Muorue apyrue. DT0 M03BOJIIET pa3pabOTUHKaAM
BBIOMpATh HaNOOJIee TOIXOIAIIMN A3bIK JJIs1 CBOETO MPOCKTA,;

- WHTErpanms ¢ IPYTMMHM HHCTpyMeHTamu W cepBucamu: Visual Studio
HUHTETPUPYETCS C pa3IMYHBIMU CEpPBHCAMU M IUIaThopMaMH, TaKUMH Kak Azure,
GitHub, Docker u gpyrumu. D10 obierdaeT paboTy ¢ pa3IHYHBIMH HHCTPYMEHTAMH
pa3paboOTKH, CHCTEeMaMH KOHTPOJISI BEPCHI M 00Ia4HBIMU CEPBUCAMU;

- pacmupsemocth: Visual Studio wmmeer MoOImHYIO CHCTEMY IDIardHOB,
KOTOpasi TO3BOJIAET pACIIUPATh €ro (YHKIHOHATBHOCTP W HHTETPUPOBATH
JIOTIOJTHUTEIBHBIC HHCTPYMEHTBI M peCypchl. Pa3paboTyrku MOTYT CO3/1aBaTh CBOU
COOCTBEHHBIC PACIITUPEHUS UITH MCITOJB30BaTh TOTOBBIC MIATMHBI, YTOOBI YIIYUIIUTh
nporiecc pa3paboTKH U MOBBICUTH MPOTYKTUBHOCTb.

Visual Studio umeer psig HEAOCTATKOB:

- TsbkemoBecHoCTh: Visual Studio sBisieTcst MOIIHONW HMHTErpHpPOBAaHHOM

cpenoii pa3paboTKH, U 3TO MOXKET MPUBOAUTH K BBICOKOMY MOTPEOJICHUIO PECYPCOB
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KoMIbroTepa. OH MOXKET OBITh MEJIJICHHBIM M TPEOOBATEIBHBIM K TAMSITH, OCOOCHHO
npu pabore ¢ OONBIIUMH MPOSKTAMH, YTO MOXET CKa3blBaThCS Ha
POU3BOUTEILHOCTH;

- CIJIO)KHOCTh M HM30BITOYHOCTH: Bo3MoxkHoctH Visual Studio moryt ObITh
U30BITOYHBIMHU JUISI TPOCTBHIX MPOEKTOB MM HOBHYKOB B IPOrPAaMMHPOBaHHUU.
HuTepderic MOXeT ObITh IEperpyKeH PYHKIMSIMHE, YTO MOYKET CO3/1aBaTh Iy TAaHUILY
WIIK TPYJTHOCTH B OCBOCHUH.

1.7.2 JetBrains IntelliJ IDEA

JetBrains IntelliJ IDEA — sto unTerpupoBanHas cpena paspadborku (IDE),
pa3paboTanHas kommanued JetBrains, xoTopas mpeaocTaBiseT IMUPOKHH HaOOp
MHCTPYMEHTOB U (PYHKIMH JJIs1 pa3paOOTKU MPHIOKEHUH Ha Pa3IUYHBIX S3BIKAX
nporpammupoBanus, Bkarodas Java, Kotlin, JavaScript, Python u npyrue.

JetBrains IntelliJ IDEA umeer psii npeumyIiecTs:

- ymubii pegakrop koga: IntelliJ IDEA npeniaraet MHOro(yHKIIMOHATBHBIHI
pemakTop KoJa C TIOJCBETKOM CHHTAKCHCA, aBTOJOIMOJIHEHHEM, OBICTPHIM
HaBUTAIIMOHHBIM TMOWCKOM M HHTETPHPOBAHHBIM OTOOpaKCHHWEM OKYMEHTAITUH.
OH Tarkke oOlagaeT BO3MOXKHOCTSIMH  CTaTHYECKOTO  aHalu3a  KoJa,
aBTOMAaTUYCCKUMH HCIIPABJICHUSAMHA M PePaKTOPUHTOM, YTO MOMOTACT YIyUIIHTh
POU3BOIUTEIHLHOCTh U KAY€CTBO KOJIA;

- MOAJCP)KKAa pa3IMuYHbBIX sM3bIKOB H  (pperimBopkos: IntelliJ IDEA
o0ecreurnBaeT MIMPOKYIO IMOJICPKKY PA3THYHBIX S3BIKOB IPOTPAMMHPOBAHUS,
¢dpeiimBOpKOB U TexHOJoTHi. OH MpejIaraeT UHCTPYMEHTHI pa3paboTku A Java,
Kotlin, JavaScript, HTML/CSS, SQL u maorux apyrux. Kpome Toro, IntelliJ IDEA
MPEIOCTABIISICT MHTETPALIHIO C MOMYJISIPHBIMU (hpeHMBOpPKaMU, TAKUMH Kak Spring,
Hibernate, Angular, React u npyrumu;

- MoIIHBIe UHCTPYMEHTHI I pazpabotku: IntelliJ IDEA npemraraer Habop
MOIIHBIX WHCTPYMEHTOB, TaKMX KaK OTJAJ4WK, CHCTEMa KOHTPOJII BEpPCHUH,

MHTETPUPOBAHHBIN COOPIIMK NPOEKTOB, aBTOMATUYECKHUE TECTHI U TPOPUITUPOBIIHUK
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IIPOU3BOAUTEIBHOCTH. 9to no3BoysieT  paspabotunkaM  3(PEeKTUBHO
pa3pabaTblBaTh, OTJIAKUBATH U TECTUPOBATH CBOU MPUJIOKEHHUS.

JetBrains IntelliJ IDEA umeer psit HetoCTaTKOB:

- CIIOXHOCTh M W3HaualbHbIM mopor Bxoxiaecuus: IntelliJ IDEA sBisercs
MoIIHOK U pacuupsiemoit IDE, uTo MOXeT co3/1aBaTh HEKOTOPYIO CIOKHOCTH JJIst
HOBUYKOB. Ee oOmmpHbli HaOOp (QyHKIMI MOXeT MmoTpeboBaTh BPEMEHH U
M3Yy4EeHHs], YTOOBI UCIIOJI30BATh BCE BOZMOKHOCTH d(PPEKTUBHO;

- TpeboBatenbHOCT, K pecypcam: IntelliJ IDEA sBisieTcss MOIIHBIM
MHCTPYMEHTOM, M €r0 3alycK U paboTa MOTYT NOTPEOISITh 3HAUUTENIbHbIE PECYPCHI
KOMITIbIOTEpa. DTO MOXKET OBITh MPOOJEMATUYHO JI CHa0bIX WM YCTapeBILUX
CUCTEM, UYTO MOKET MOBJIHITH HA MMPOU3BOJUTEIHHOCTD Pa3padOTKH.

1.8 Bb100op MHCTPYMEHTOB pa3padoTKu

I'paduueckue unaTepderics npeacTaBieHbl Ha pucydkax 1.6, 1.7, 1.8.

1.8.1 Ilnardopma pazpaboTku

B kauectBe mimardopmbl pa3paboTku BeiOpana Unity, koropas Obuia
paccMOTpeHa paHee ¢ yKa3aHHeM €€ 0COOCHHOCTEH, MPEUMYIIEeCTB U HETOCTATKOB.

I'paduyeckuit uarepdeiic Unity nmpeacraicH Ha pucyHke 1.6.

Fle Edit Asmets GameObject Component Jobs Window Help

Pucynoxk 1.6 — UaTepdeiic Unity
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WNuTtepdeiic mporpaMMbl pa3iesieH Ha HECKOJIbKO OJIOKOB. B HM>KHEM JieBoM
yII1y HaXOAHuTCs 0JI0K «Project», KoTopblii peqHa3HavyeH 11 paboThI ¢ pecypcaMu
npoekTa. CiieBa cBepxXy Haxomautcs okHO «Hierarchy», xoropoe oroOpaxaer Bce
DIIEMEHTHI, HCIONIb3yeMble B BbIOpaHHOW Tmpu pabore cueHe. B  1meHTpe
pacnoiokeHo okHO «Game», riae oToOpa)xaeTcs TO, YTO MOJIb30BaTeNlb YBUIUT NpPU
3alycKe BBIOpAHHOW CIIEHBI. PS0M ¢ HUM HaxoauTcs OJIOK «SCENe», KOTOPbIH
MO3BOJISIET paboTaTh C 00BEKTaMU U TpaPUISCKUMH dJIEMEHTaMH UTPHL. B maHHOM
OKHE TMPOUCXOANT OCHOBHAs YacTh pabOTHI HaJ MPHIOKEHHWEM. B mpaBoii wactu
HaxouTcst 070k «INSpector», KoTopelil oTOOpakaeT UHPOPMAILIUIO O BEIOPAHHOM
o0BbeKkTe W ero cBoicTBax. IlpaBee pacmonokeH Oiok «Input Actions», rmae
MPOUCXOIUT HACTpOMKa yrpaBieHus mepcoHaxkeM. HWHrepdelic mnporpamMmbl
npeajiaraeT TuOKyI0 HaCTPOMKY PacrloOKEeHHs OJIOKOB, TO3BOJISAS MOJIb30BATENISM
JIETKO U3MEHSATh WX TOJIOKEHHE sl obecrniedyeHus Oojee ymaoOHOro pabdboyero
npoliecca.

1.8.2 I'padnueckuii pegakTop

B kauectBe rpaduyeckoro peaakropa ObuT BeIOpaH ASeprite, KOTOphIii paHee
OBLJT PAacCMOTpPEH C YKa3aHUEM OCOOEHHOCTEH, MpPEeUMYIIEeCTB M HEIOCTaTKOB.

['paduueckuit untepdeiic Aseprite npeacrapicH Ha pucynke 1.7.

(2 Sprite-0091 - Aseprte V1280054 — - s x
File Edit Sprite Layer Frame Select View Help

2]
=
&d
8]
=
2
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[afalrToln)

®Ewg0 [1]
[e]@]ss[Laver 1 o]

Pucynok 1.7 — UaTepdeiic Aseprite
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WuTepdeiic mporpaMmbl COCTOUT U3 HECKOIBKUX 010KOB. [1o neByro cropoHy
pacmonoxkeH OJ0K AJsi HACTPOUKH MATUTPhI C BO3MOXKHOCTBIO BRIOMPATh, 3arpyKaTh
WJIU COCTaBIIAThH €€ caMocTosITeNbHO. [IpaBee pacnonoxen 00k padoyeit obnacTy,
7€ IPOUCXOAUT MPOoIece co3aanus n3oopaxenus. CHU3Y HaXOAUTCs 070K pabOThI
co cnossMu M aHuManusMu. CrpaBa HaXOIUTCS OJOK WHCTPYMEHTOB. BepxHss
maHeNnb — MpeJHa3HayeHa  JAis  HACTPOWKM  BBIOPAHHOTO  WHCTPYMEHTA.
[Tonp30oBaTensiM  MPEAOCTABISIETCS ~ BO3MOXHOCTH ~ THOKO  HAacTpauBaTh
pacmoNoKeHne pasJenoB B HHTepdeiice TporpaMMbl, YTO TO3BOJISET JIETKO
aJanTUpoOBaTh €ro TMOJl CBOM TMOTPEOHOCTH H OOECIEYNUTh MAaKCHUMAaJbHO
KoM(popTHOE pabouee OKpyKEHUE.

1.8.3 Penakrop xozaa

B kauectBe pemakTtopa koma Obut BeiOpaH Microsoft Visual Studio 2019,
KOTOPBI OBIT PacCMOTPEH paHee C yKa3aHWEM IMPEUMYIIECTB M HEIOCTATKOB.

I'padmueckuit uarepdeiic Visual Studio npeacrasnen Ha pucynke 1.8,

Pucynoxk 1.8 — UaTepdeiic Visual Studio

1.8.3 SI3bIK IpOTpaMMHUPOBAHUS
B  kadectBe  s3plka  MpPOrpaMMUpOBaHUsl  ObUT  BBIOpaH  SI3BIK
nporpammupoBanusi C#, KOTOpbId OBUI PAacCMOTPEH paHee C yKa3aHUEM €ro

O0COOCHHOCTEH, TPEUMYIISCTB M HeaocTaTkoB. BbeiObop C# B kadecTBe s3bIKa
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nporpaMMupoBaHus s padboTel ¢ Unity o6ecnieunBaet yno0cTBO, 3 HEKTHBHOCTH

H HIMPOKHUEC BOSMOKHOCTH IIPU CO3JaHUH UTP U HpI/IJIO)KeHI/II\/’I.

1.9 ApxuTeKkTypa NpHJI0KEHUS

CxemaTuyHble H300paXeHHs MaTTEPHOB MPOESKTUPOBAHUS IPE/ICTABIICHBI Ha
pucynkax 1.9, 1.10.

[laTTepH MPOEKTUPOBAHMSI — 3TO MOBTOPSIEMBIM APXUTEKTYPHBIM 1I1a0JIOH,
KOTOPBIM Tpelnjaraer peuieHue JUisi TUIMHYHBIX MpoOJieM, BO3HHUKAIOIIUX MpPH
OPOEKTUPOBAHUU MPOrpaMMHOro oOecrieueHus. [larTepHbl MPOEKTUPOBAHUS
NOMOTaloT CTPYKTYpUpPOBaTh M OPraHU30BaTh KOJA, YJIYUUIUTh €ro TUOKOCTb,
MOBTOPHOE MCTIOIB30BAHKUE U MOICPKUBAEMOCTb.

1.9.1 Component-based architecture

B nanHOM npuioKeHWU MPUMEHSETCS MaTTEePH MPOEKTHUPOBAHUSA, KOTOPHI
MIOMOTaeT OPraHu30BaTh KOJI U YIPABISTH COCTOSTHUEM Npuiiokenus. Component-
based architecture npemnaraet 3¢ heKTHBHBIC ApXUTEKTYPHBIE PELICHHUS U CIIOCOOBI
B3aMMOJIEUCTBUSA MEXIy KOMIOHEeHTaMH. CXeMaTH4HOEe H300pa)keHHe NaTTepHa

Component-based architecture npeacrabineHo Ha pucyHke 1.9.

BremHmil
KOMIIOHEHT

O6paleHne

IIrpogoil 06BeKT

- Kommnosent 1
- KommoresT 2
- KommoreHT 3

- Kommorent N

Pucynok 1.9 — Cxemarnunoe nzobpaxxenue narrepaa Component-

based architecture
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"UrpoBoii 00BEKT" mpeacTaBisieT OTACNbHBIA OOBEKT B WUIpe, TAaKOM Kak
MEePCOHAXK, MPETSATCTBUE WM MPEIMET.

Komnonentst (Component) oTtoOpaxaroTcsi BHYTPH HIPOBOTO O0BEKTa U
MPEACTABISAIOT €ro (YHKIMOHAIBHOCT, W ToBeneHue. OHHM  MOTryT OBbITh
MPEJCTaBIEHbl B BUJE CHUCKOB WJIM OTAEIBHBIX OJOKOB, B 3aBUCHMOCTU OT MX
KOJIMYECTBA.

«- Kommonent 1» u «- KommnoneHT 2» 0003Ha4arOT KOHKPETHBIE
KOMITOHEHTBI, KOTOPbIC MMPUCYTCTBYIOT B UTPOBOM OOBEKTE.

«..», «- KomnoneHT N» yKa3bpIBalOT Ha TO, YTO B UTPOBOM OOBEKTE MOXKET
OBITH J1I000€ KOJIMYECTBO KOMITIOHEHTOB.

B KkoHTekcTe MaHHOTO WIPOBOTO MPUIIOKEHUS BHEIIHHUM KOMIIOHEHTOM
CITY>KaT CKPHUMTHI HJIA KJIACCHI.

1.9.2 Model-View-Controller

Taxxe B 1TaHHOM UTPOBOM MPHUIIOKEHUHN UCIIONIB3YIOTCS IPUHIIMITBI TATTEPHA
MVC (Model-View-Controller). B pamkax MVC pasaudHble KOMIIOHEHTBI
NPWJIOXKEHUSI pa3/iesieHbl Ha TPU OCHOBHBIX OJIOKa:

- Mmoxenb (Model): orBewaer 3a mpeACTaBlICHHE JTAHHBIX W JIOTHKY
npuiokeHus. Mojenb colepKUT HH(pOpMalnio, METOAbl IS pabOThl C 3TOM
uHbOpMAaIIHEe U JIOTUKY MPUIIOKEHUSI, KOTOpask ONepupyeT STHUMH JaHHbIMU. B
UTPOBOM KOHTEKCTE, MOJENb MPEJCTaBIsE€T WUIPOBbIE OOBEKTHI, WX CBOWCTBA,
MOBEJICHUE U CUCTEMBI YIIPABIICHHUS;

- npexacrasicHue (ViEW): oToOpa)kacT JaHHBIC MOJCIH IOJIb30BATEIIO |
OTBEYAaCT 3a BH3YyalbHOE TNpejcTaBlieHne uHTepdeiica. B Unity mpencrasienue
MOJKET OBITh PeaTn30BaHO ¢ MOMOINBI0 KoMoHeHTOB Unity Ul mnm co6cTBeHHBIX
MOJIb30BATENILCKUX KOMIIOHEHTOB. [IpencraBnenne oToOpakaeT JaHHbIE MOJETU U
pearupyer Ha MoJb30BaTEIbCKUI BBOJ;

- xouHtpoiuiep (Controller): oOpaGaTpiBaeT MONIB30BATEILCKANA BBOI |
B3aMMOJICHCTBYET C MOJICJIbIO U MpecTaBieHueM. KonTposiep nomyyaet coObITUs

OT MOJB30BATEIBCKOT0 BBOJIA (HATPUMED, HAXKATHUS KJIABUII WIH JKECThI Ha SKPaHe)
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U TEPENACT COOTBETCTBYIOIIME KOMAHABI MOJEIHM WIM IPEACTABICHUIO IS
BBINIOJIHEHUS TPEOYEMBIX JIEHCTBUM.
CxematuyHOe n300pakeHne naTTepHa Model-View-Controller

npenacrasiieHo Ha pucyHnke 1.10.

User

Input

’

Controller

Model

Updates

y

View

A

Pucynoxk 1.10 — CxematnuHoe nzoopaxenne marrepua Model-View-Controller

1.10 Pa3paboTKka MTrpoBOro nNpuJioKeHmnst

[Ipu pa3paboTKe WrpoOBOTO NPUIOKEHUS MOXKHO BBIICIUTH HECKOJIBKO
ITAIOB:

- KOHIICTIMSI: JTal, Ha KOTOPOM OTPEICISIOTCS OCHOBHBIC HIEH,
HAIPaBJICHHOCTh UTPHI, UTPOBbIE MEXAaHUKH U APYTHUE KIIFOUEBBIC ACTIEKTHI;

- rpaduka W JAW3alH: co3JaHuEe TpadUuecKuxX pecypcoB, TaKHMX Kak
MIEPCOHAXKH, OKPYKEHUE, 00BEeKThI, HHTep(deiic u crnendddextsl. BrmtouaeT B cedst
pHUCOBaHME, MOJIETUPOBAHNE, AaHUMAIIUIO M CO3/IaHHUE TEKCTYP;

- IPOrpaMMHPOBaHKE: HAMMCAHWE KOJA JJIsI pean3allii UTPOBOW JIOTHKH,
yIpaBJICHUS 00bEKTAMH, B3aUMOJICHCTBUS C TOJIb30BaTeNIeM, aHUMAIUNA U JAPYTHUX
(YHKIIMOHAIBHBIX ~ ACMEeKTOB  WTPHl.  BKJIIOYaeT HCMONB30BaHWE  SI3BIKOB

nporpamMmmupoBanus, Takux kak C#, C++, GDScript u npyrux;
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- 3BYK U My3blKa: CO3JaHUE€ 3BYKOBbIX J3(P(EKTOB, MY3bIKU U
aynuouHTepdeicoB s 00oraneHust UTPOBOTO OMBITA;

- TECTUPOBAHUE U OTJIaJIKa: MPOBepKa (YHKIIMOHATBLHOCTH UTPHI, BBISBICHUE
W UCIpaBlieHHe omuoOok (06aroB), ONTHUMU3AIMUS TPOUIBOJAUTEIHHOCTH U
TECTUPOBAHUE HA PA3IMYHBIX TUIATGOpPMax U yCTPOUCTBAX.

1.10.1 Konuenmus

B xone u3yueHusi aHAIOrOB WUTPOBOTO MPHWIOKEHUS ObUIM OOHApPY>KEHBI
HEOTHEMJIEMBIE AJIEMEHTHI, KOTOPbIE JIETAl0T MPOEKThI B KaHPE «IU1aTdhopMep» Io-
HACTOSIIIEMY yBJIEKATECIbHBIMH.

Ecnu paccmarpuBarth TeHMIUICHHYHO COCTABIISIIONIYIO MPOEKTOB, MOXHO
BBIJICIUTh CXOXKME€ MEXaHUKH BEPTHKAJIbHOrO TmepeaBmwkenus. [lmatdopmeps
MPEAOCTARISIIOT  MEPCOHAXY BO3MOXKHOCTh TIEPEMENIAaThCs 10  Pa3IMYHBIM
IPAMOTHO  CHPOSKTUPOBAHHBIM  WUTPOBBIM  JIOKAIUSAM WM TOBEPXHOCTSIM,
IPEO0I0JIEBATh MHTEPECHBIE MPEMSATCTBHUAM 10 MEPE MPOABUKEHUS.

Kax npaBusio mpocThIX MEXaHUK MIaTHOPMUHTA JIs JOCTUKEHUS STUX TeJeH
HEJOCTaTOYHO M Pa3padOTYUKU HCIOJB3YIOT Pa3HOOOpa3Hble WHCTPYMEHTHI
NEPEABMKEHNUS MOMUMO MPBDKKA. OJTO MOMKET BKIIOYATh. JIBOWHBIE MPBIKKH,
B3aUMOJECHCTBHUS CO CTE€HaMU (MIPBIKKH OT CTEH, CKOJbXXEHHE, BO3MOKHOCTH
B30MpaThCs Ha Iperpajsl), peiBok (Dash), BO3MOXKHOCTB TOJIKATh U THYTh HTPOBHIC
IpEeAMETHI ISl pEUICHUS 3a/1a4 YPOBHS WJIH IPOCTPAHCTBEHHBIX F'OJIOBOJIOMOK U T.1.
Bcé a0 HeBO3MOXKHO 0e3 crakeHHOU paboThl TeiiMan3aiinepa, 1u3aitHepa ypoBHEH
U IIPOTPaMMHUCTOB.

MOXXHO BBIIEHUTH P TpeOOBaHWN K MEXaHUKAM TEPEIBWIKEHUS TIpU
paspaboTke miaThopmepa:

- Jump Buffering: ycranoBka Taiimepa JJIsi perUCTPAIlUN HAKATUS HA KHOIIKY
MpBDKKAa 32 MTHOBEHHE /IO KacaHHWs IMOBEPXHOCTU. Takas 00paOOTKa Ha)KaTus
MO3BOJIIET N30€KATh HEMPUSATHOTO OLIYIIEHUS OT OTCYTCTBUS €r0 PETUCTPALIU MTPU

paHHEM BBOJE KOMAH/IbI;
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- Coyote Time: ycTaHOBKa TaiiMepa AJIsi PETUCTPAIMH HAXKATHS HA KHOIKY
NpPbDKKA, KOT/Ia UTPOBOI MEPCOHAK Y)KE COIIC ¢ TIOBEPXHOCTH, HO €Ile He Haval
naneHue. Takas 00paboTKa BBO/Ia TIOMOTACT UTPOKY, KOTOPBIH OMO3/1aJI C HAXKATHEM
Ha KHOIIKY,

- Edge Detection: myist u3dberanus He)xKelaTeIbHON OCTAHOBKY MIEPCOHAXA TIPU
KOHTaKTe C YIrJlaMH MOBEPXHOCTEH OOBIYHO HCIOJIB3YIOT CHCTEMY peiiKkacTHHra
(Raycasting). Takoif MOAXOA TO3BOJSET PETUCTPHPOBATH  CTOIKHOBCHHS
KoJutaiimepa mepcoHaka. Ilpu  pa3pabOTKe WIrPOBOrO  HPWIOKEHHS  OBLI
ucnoins3oBad meroa OverlapCircle, kotopeiii uMeeT CXOXHH (YHKIIMOHAT, HO
Oojlee TOYHO CUMTHIBACT CTOJKHOBEHHUS TMpH paboTe C MOJUTOHAILHBIMH
MIOBEPXHOCTSAMH;

- Jump Height: yem Gosbliie TIMTENEHOCTS HAXKATHS HA KHOIKY, TEM BBIIIE
IPBDKOK. TTOBBIIIAET ONIYIICHUE KOHTPOJISI HA/l IEPCOHAKEM;

- Jump Hang Time u Faster Fall: npu yaepskanuu KHOIIKH IPBIKKa B BO3AYXE
YBEIMUMBACTCS BpEeMs 10 Havaja MajeHHs, P KOTOPOM IMEPCOHAK YCKOPSIETCS.
Takoii moaxon gaeT WrpoKy OOJbIlIe KOHTPOJS HaJ IMEePCOHAKEM U CO37aeT
OIIYIIEHHWE BECOMOCTH TJABHOTO TepOs, YTO B CBOI OUYEPEIb PACIIUPSICT H
YAYy4IlIaeT UTPOBOM OIIBIT;

- Acceleration u Deceleration: miaBHoe yckopeHHe ¥ OCTaHOBKA ITEPCOHAXKA,
3TOT TOXOJI MOBBIIIACT YPOBCHb KOHTPOJISI UTPOKA HAJl MEPCOHAXKEM U TMPHIACT
TJIABHOMY T€POI0 WHEPIMI0, YTO B KOHCYHOM HTOTe YIYYIIAeT M PACIIUPSCT
WUTPOBOM OIBIT.

MOXXHO BBIIENHUTH Psifi TpeOOBAaHUN K AM3aiHY YpPOBHEW Mpu pa3paboTKe
miatgopmepa:

- UrpabeNIbHOCTh: YPOBEHB JOKEH OBITh MHTEPECHBIM U YBJICKATEIbHBIM IS
urpoka. OH JTOJDKEH TPEIOCTABIATh JOCTATOYHOE KOJIMYECTBO BBHI30BOB M 3ajad,
9TO0bI WIPOK MOT MPOSBUTH CBOM HABBIKM W TOJYYHTH YIOBICTBOPEHHE OT

MPEOI0JICHUS PEMSITCTBUM;
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- TIpOrpeccHsi: ypOBEHb [OJDKEH Mpejararb HNOCTEIIEHHOE YBEJINYEHUE
CJIO)KHOCTM M WHTEHCHUBHOCTH, YTOOBI MT'POK MOCTOSIHHO OINIYIIAJ MpPOrpecc u
JOCTHXKEHUSI. JTO MOXET BKJIIOYATh B ce0sl BBEJICHHE HOBBIX MEXaHUK, YPOBHEH
CJIO’)KHOCTH WJIM BParoB MO Mepe MPOJIBUKEHUS UTPOKA;

- OayiaHc: ypoBEHb JOJKEH OBbITh XOpOUIO cOaJaHCHMpOBAaH B TEPMHUHAX
CJIO’)KHOCTH M BO3HarpaxxjaeHus. Heo6XxoauMo y4ecTh YpOBEHb HaBBIKOB U OIbITA
UTPOKa, YTOOBI MPEIJIOKHUTh JOCTATOYHO BHI30BOB, HO MPHU ATOM HE CIMIIKOM
00OpEeMEHUTH €ro.

- TeMaTUKa U IU3aiH: YPOBEHb JIOJHKEH COOTBETCTBOBAThH OOIIEH TeMaTUKE U
cTuIt0 urpbl. BusyanbHoe odopmiieHue, ayauodh@PexkTbl U My3bIKa JTOJKHBI
co3aBaTh aTMoc(epy U MOIEePKUBATh HACTPOCHUE UTPOKA.

-  BO3MOXHOCTHM M BapMAaTHUBHOCTb: YPOBEHb [OJDKEH IMpejjiaraTh
pa3HoOOpa3Hble TyTH, AQJbTCPHATUBHBIE PEIICHUS ¢  BO3MOXHOCTH IS
HKCIIEPUMEHTOB. DTO MO3BOJUT UTPOKY HCCIEIOBaTh U HAXOIUTh COOCTBEHHBIM
CTHJIb UTPBI, TIOBBIIIASL €70 BOBJICYEHHOCTb.

B urpoBoM nmnpuiokeHMHM OBUTM YYTE€HBI BCE BBIIICNIEPEUUCICHHBIC
TpeOoBaHusa. B KayecTBe MOMOJHUTEIBHBIX HHCTPYMEHTOB IE€pEeMElIeHUsT ObLI
peanu30BaH MPBDKOK OT CTEHBbI, CKOJBXKEHWE, PHIBOK (B KadyecTBE KOTOPOIO
BBICTYIIAET y/1ap MEPCOHANKA).

Jloruka Edge Detection npencrasiena Ha pucynke 1.11.

Pucynoxk 1.11- Jloruka Edge Detection
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JIBe BEpXHUE OKPYKHOCTH MO3BOJISIOT IEPCOHAXKY OrMOaTh Kpasi mi1aT(opMbl
IIpU OpbDKKE. HYkKHME MOMOraroT UrpoKy 3anpbIrMBaTh HA MPENSATCTBUS, €CIU OH
omunOCs C BBICOTOM WM AAJIBHOCTBIO NpbDKKA. BepxHsAs mpaBas OKPYXHOCTb

PETUCTPUPYET KACAHUS [T NPBDKKA OT CTEHBI.

OO6yyarouil ypoBeHb MpeACTaBIeH Ha pucyHke 1.12.

Pucynok 1.12— O0y4aroniuii ypoBeHb

YPOBEHb COOTBETCTBYET BCEM BBINICTICPEUNCICHHBIM TPEOOBAHUSIM, TAKKE
UMEET UHTYUTUBHO MOHATHBIE MOACKA3KH, YTO MO3BOJISIET UTPOKY OBICTPO OCBOUTH
0a30BbI€ MEXAaHUKH UTPHI.

1.10.2 I'paduka u nu3aiin

B urpe ucrnonb3oBaH MHUKCEIb-apT U CIPAUTOBBIE MOKAIPOBBIE aHWMAIIUU,
yTOOBI TPHUAATh €i OCOOBIN BU3YyalbHBIM CTHIb U atMocdepy. Mcmonb3oBanue
MUKCEIbHON Trpa)MKu B UTPOBOM IPHIIOKEHUH MOXKET OBITh XOPOIICH Haeel 1o
HECKOJIBKUM MPUINHAM:

- MPOCTOTa W JOCTYIMHOCTH: CO3JaHUE MUKCEIbHON TpaduKu MOXKET OBITh
OTHOCHUTENIBHO TPOINE U TOCTYMHEE JUIsi MHOTHUX pPa3pabOTUYMKOB, OCOOCHHO IS
HEOONBIIMX KOMaH]T MJIU HHIU-pa3padboTuynkoB. OHa HE TpeOyeT BEICOKHX PECYPCOB
Y CIIEIUATN3UPOBAHHOTO 00OPYAOBAaHUS, KaK IPYTUE TUIBI TPAPUKH.

- MaJblil pa3mep (¢aiinoB: MUKcenbHas rpaduka OOBIYHO MMEET MEHBIITHI
pasMep (aitioB o CpaBHEHUIO ¢ OoJiee CIOKHBIMU (hopMaTaMu TpaduKu, TAKIMH
KaK BEKTOpHas rpadvka WIH TPEXMEPHBIE MOJIETTH. DTO MOXKET OBITh MOJIE3HO TIPH

pa3paboTKe MOOWJIBHBIX UTP WK UTP ISl OHJaWH-atdopM, rae pasmep daiina
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Urpbl  MMEET  3HaueHHWEe Il OBICTpOMl  3arpy3ku U ONTUMHU3AIUU
MPOU3BOAUTEIBHOCTH.

- BO3MOXXHOCTh CO3IaHUsl PETPO-CTUJIM30BAHHBIX UTP: MUKCEIbHAs rpaduka
MO3BOJISIET CO3/1aBaTh UTPHI B PETPO-CTUIIE, KOTOPHIE MOTYT OBITh MOIMYJISPHBIMU
Cpeau OonpeaeIeHHON ayAUuTOpUn. ITO MOKET OBITH OCOOCHHO MPUBJIEKATEIHHO TS
moOUTeNed peTpo-urp WM I TeX, KTO XO0ueT Bocco3daTh artMmocdepy
KJIACCUYECKUX UTP.

- TMOKOCTh B aHUMAIIMK U TU3aliHEe: TUKCeNIbHAas rpaduka MOXKET ObITh JIETKO
aHMMHpPOBaHAa M U3MEHEHAa B COOTBETCTBUU C MOTpeOHOCTIMU urpel. OHa
npeaiaraeT OOJbIIYyI0 THOKOCTh B CO3/IaHMHM U HACTPOMKE AHM3aiiHa MEepCOHaXEH,
ypoBHE# 1 3¢ (HEKTOB, MOKET OBITH ATANTUPOBAHA K PA3JIMUHBIM CTHJISIM UTPHI.

Buszyan u anumanuu urpsl GOPMUPYIOT OTPOMHYIO YacTh BICYATICHHUH OT
UTPOBOTO TMpollecca W UrparoT pojib B (HOPMUPOBAHUM OIBITA UIPOKA.
KauecTBeHHBII BU3yaJIbHBIM CTUJIb TOMOTAET MOTPY3UTh MOJIB30BATENS B UTPOBOM
MUD U CO3/1aTh aTMOCc(epy, KOTOpasi COOTBETCTBYET 3alyMKe pa3padOTUHKOB.

Busyanbubie 3¢ pexTsl 1 aHUMalUK TOMOTAIOT UTPOKAM JIyYIlle TOHSTh, KaK
paboTaloT WrpoBbIE MEXAHMKH W B3auMOAEHCTBUS. OHHM MOTYT CIIYXHUTh
BU3YAJIbHBIMU TOJCKAa3KaMH, [OMOras HUIPOKaM OPUEHTUPOBATHCS B HUIPOBOM
IPOCTPAHCTBE, PACIO3HABATH KJIIOYEBBIE AJIEMEHTHl M MPUHUMATh 00OCHOBAaHHBIC
pelIeHus B Urpe. ITO BaXKHO JUIsi oOecreueHus: MOHSTHOCTH UTPOBOTO Ipoliecca,
nepenadyn MHPOPMAIMA O COCTOSHUM OOBEKTOB, JACHCTBUSX TMEPCOHAXKEU W
W3MEHECHUAX B UTPOBOM Cpeie.

Bcé 310 momMoraer urpe BBLAEIUTHCS CpPeau APYTMX IPOEKTOB M CO34aTh
COOCTBEHHYIO HJICHTUYHOCTh. [IpuBIEKaeT BHUMaHUE WTPOKOB, a TAKXKE JIEeTaeT
UTPY 3alIOMUHAIOIIEICS U y3HABAEMOM B UTPOBOM COOOIIECTBE.

J171s1 uTpoOBOTO MPUIIOKEHUS OBLIO OTpUCcOBaHO Oosiee 150 kaapoB aHMMaNuUu,
cocraBiicH U HapucoBaH Taiicer (TileSet), Bce amemenTsl mHTEpdEiica, UTPOBEIC

O6’b€KTBI, YaCTHUIBI U JTOT'OTHUIIBI UI'PBI.
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Tileset — aTo rpadgudeckuii HaOOP N300pAKCHHIA, KOTOPBIN UCITOIB3YETCS IS
CO3MIaHMsI WIPOBOTO YPOBHS WJIM KapThl B Urpax, OCOOCHHO B JKaHpax
wiatpopmepoB, RPG u crtpareruit B cruie «mukcenb-apt». Tileset cocrout us
MHOXECTBA HEOOJBIIUX HW300PAKCHHUN, HA3BIBAEMbIX TalJIaMH, KOTOPBIC
MPEACTaBIIAIOT COOO0M KBapaTHbIE WK MPSAMOYTOJIbHbIE (PparMeHThl rPAPUKH.

Pabora Haj aHuManMsIMu NoKa3aHa Ha pucyHkax 1.12, 1.13 [1].
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Pucynok 1.12 — Pabora Haj aHUMAITUSIMHU

File Edit Fprite Layer Frame Select Yiew Help
[#Home %Y animations &xex |[[IEEETT )

(al:[al=]Jir J[&](&)

© by 1234581

EEH[EE-DDDDDDD O

Disable Snap to Grid

Pucynok 1.13 — Pabora Ha;1 aHIMaITUsIMHU

Pa6ora Hazg TileSet u arementamu unTEepdeiica mokasana Ha pucynkax 1.14,

1.15.
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Preview

BOENCEERENE

[~ SO\ Ho[s[0]S 0]

Pucynox 1.15 — Pa6ora nan TileSet u anemenramu untepdetica
AnvManuu ObUTH HCTIONTE30BAHBI B UTPE C TOMOIIBIO BCTPOSHHOTO aHUMATOPa
Unity. Unity mo3BossieT co3maBaTh KIIOYEBYIO aHUMAIMIO IYTEM YCTAHOBKH
KITFOUEBBIX KaJIPOB M MHTEPIOJSAIMU MEXKIy HUMU. Bce aHMMaIuu mepcoHaxa u
OKpY)KeHHsI ObLTH CHHXPOHHM3MPOBAaHBI CO 3BYKOBBIMH 3(ddexramu. Animation u

JIepeBO aHMMAIIMK IPOEKTa MPEJICTaBICHBI Ha pucyHkax 1.16, 1.17 [2].
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C Lenpl0 co3daHus arMochepbl CIOKOWCTBUS W YMHUPOTBOPEHHUS B HIpE.

HuctpymenTapuii Unity mist padbotsl ¢ wactunamu — Particle System mpencrasien
Ha pucyHke 1.18.

Add Property

brino yneneno ocoboe BHIMaHWe TOI00PY ¥ HACTPOMKE OCBEIICHUS M YaCTHIT

Pucynoxk 1.17 — Animation u nepeBo aHuMaIni
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v Particle System @ 3+

Open Editor

Q-

. AttackTrailParticlesl

Pucynok 1.18 — Particle System
JIist co3pmaHusl JTOMOJHUTEIBHOW JMHAMHKA WM TIYOWHBI KapTHHKU WIPBI
3agHuil (JOH OBl MOAENIEH HAa YaCTH 1O CJOSM M HWCIOJB30BAJICS IS CO3JaHMUS
s dekra mapaniakca.
[Mapannakc (Parallax) — 3To Bu3yanbHbIi 3G GeKT, KOTOPBIH CO3aeTCs MyTeM
JIBUKEHUS OOBEKTOB Ha Pa3HBIX IJIOCKOCTSIX C PAa3HOM CKOPOCTBIO. DTO JaeT
omryiieHue riayouHsl U nepenektuBbl B 2D unm 3D crienax. DddexT napamiakca

NpeJcTaBieH Ha pucyHke 1.19.

Pucynok 1.19 — Dddekr mapanmiakca
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1.10.3 IIporpammupoBaHue

HrpoBoe mnpuiIokKEeHHE COCTOMT W3 Tpex cleH (SCene), kaxkaas CIleHa
COJICP)KUT B ce0Oe psiJi UTPOBBIX 00BEKTOB Takue Kak [3]:

- GameManager:  ciayXuT  MEHeIKepoM  (KOHTPOJUIEpOM)  CIICHHBI,
yCTaHABJIMBACT ENEeBON PpedMpEerT BCEro MpUIIOKEHHS MIPH 3aIrycke, paboTaeT ¢
3arpy304HbIMH aHuMaiusamMu 4epe3 LevelLoader, BocmpowusBeneHneM 3BYKOB
nomoiipo SoundManager, maetT BO3MOKHOCTh UTPOKY CTaBUTh CIICHY Ha Tay3y U
MepEXOIUTh Ha CIIEHY IIaBHOTO MeHro uepe3 PausePanel, ympasnser ciienamu B
3aBHCUMOCTH OT JICCTBUI M COCTOSIHII UTPOBOTO TIEPCOHAXKA C TOMOIIBIO CKPUTITA
Player;

- SoundManager: ciayXur MeHeKepoM  (KOHTPOJUIEPOM)  3BYKOBOTO
COIIPOBOKICHHUS B UTPE COJEPIKUT B cede Bce kommoneHThl Audio Source, kotopsie
MO3BOJISIOT BBI3bIBATH 3BYKOBBIC A(PQPekThl u3 (ailJloB UIpel M THOKO HX
HAaCcTpaMBaTh, TaKXKe K OOBCKTY MOAKIIOUEH KoMmmoHeHT Player Animator, mis
yI100HOM CHHXpOHU3AIIMU 3BYKOB U aHMMAIlUi TIEPCOHAXKA,;

- LevelLoader: o6beKT, KOTOpPBIH XpaHHUT B cebe Bce 00BEKTHI MHTEpdeiica:
BlackScreen — anumanus 3atyxanus skpana npu 3arpyske, UlCassette — anumanms
crpaiiTa KacceThl KaK HHAMKAaTopa 3arpy3ku cuensl, MobilePanel — o0Owexkr,
koTopbiii comepkut Bce Ul xnomkm, PausePanel — 00beKT, KOTOPBIH COMEPIKUT
KHOTIKM MCHIO TIay3Hl,

- PostProcessing: O0OBEKT,  XpaHAMUNA  KOMIIOHEHTHI  HACTPOUKH
moCTOOpabOTKH;

- MainCamera: o0beKT, collepKaniiuii KOMIOHCHT KaMephl M €€ HACTPOHKH, a
takke kommoHeHT CinemachineVirtualCamera mis pacmmpenust QyHKIIHOHAIA
POAUTETBCKOTO OOBEKTA;

- CameraStopper: 00BEKT, KOTOPbIN COJICPKUT KOMIIOHEHT
PolygonCollider2D  kortoperii  cBsizan ¢ CinemachineVirtualCamera wu

YCTAaHABJIMBACT OrPAaHUYCHUEC Ha €€ IIEPECABUKCHUC,
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- Player: o0bekT, KOTOpBIA COJCPKHUT KOMIIOHCHTHI HACTPOUKH (HU3HUKH
nepconaxa RigidBody 2D, ero kommaiinep Box Collider 2D, anumatop
PlayerAnimator, Shadow Caster 2D pgis B3auMMOACHCTBUS C HCTOYHUKAMHM
ocsemienusi, Player Input ans ynpasiaenus nepconaxem uepe3 New Unity Input
System. Ckpunt Player cBszan ¢ GameManager, oObekTaMu JJisi perucTpaiuu
koJuti3uid, SoundManager, o0beKTaMu YacTHlIl, ¥ peaTu3yeT JIOTUKY TIePEIBHKCHHUS
1 coctosinuil nepconaxa. Cxkpunt LightController usmensier cBeuenue nepcoHaxa
B 3aBUCHMOCTH OT €r0 COCTOSIHUS,

- Light: o0bekT, kKOTOpBI XpaHUT O0O0OBEKTHI ¢ KommoHeHToMm Light 2D.
JlouepHHre 00BEKTHI 00CCTIEYMBAIOT TTI00ATBHOE U JIOKATBHOE OCBEILICHHUE CIICH;

- Grid: 00BEKT, KOTOPBIN XPaHUT OOBEKTHI TAMIOBBIX KapT (MOBEPXHOCTEMH
Terrain, oobexToB 3aaHero dona BackGroundObjects), 00bekThl HAHOCSAIIME YPOH
nepcoHaxy «munbDy  Spikes, wu3oOpaxenust 3amHero ¢ona BackGround,
aHMMHUPOBaHHbBIC OOBEKTHI TPaBhI, IBeTOB Grass;

- LocTriggers: oObeKT, KOTOPBIH XpaHUT OOBEKTHI C KOMIIOHEHTamu BOX
Collider 2D, tpurreps! ajs nepexoia MEX/Iy CIICHAMU U HAHECEHHsI YPOHA UTPOKY
B ClIy4ae MajieHUs B «IIPOMACThY;

- Particles: 0o0bekT, KOTOpBIH COAEPKUT 00BEKTHI ¢ KoMIToHeHTaMu Particle
System mist ruOKoOM HACTPOUKHU YACTHI] OKPY>KCHUS

- ShadowCasters: 00beKT, KOTOPBIHi COAEPKUT OOBEKTHI C KOMIIOHCHTAMH
Shadow Casters 2D miist peakiiuu oBEpXHOCTEH Ha JIOKATHbHOE OCBEIICHUE.

- EventSystem: oOwekt ¢ kommonentamu Event System u Input System Ul
Input Module nmns oOpabGoTkm BBOJa MOJB30BaTENsl dYepe3 KommoHeHT Player
Controls.

New Unity Input System (HoBasi cucrema BBoga Unity) — 3To 0OHOBIICHHAS
cucteMa sl 00pabOTKU TMOJIb30BATEILCKOTO BBOJIA B HIPOBBIX MPHUIIOKCHHUSX,
npencrarieHHas B Unity waumnas ¢ Bepcum 2019.1. OHa mpemocTaBisier
yAYYIICHHbIE BO3MOXKHOCTH JJisi pabOThl C Pa3IMYHBIMU YCTPOMCTBaMH BBOJA,

TaKKMMH KaK KjlaBHATypa, MbIIIb, FGIZMH&I[BI, CCHCOPHBIC 3KpaHbl U APYT'UMMH.
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1.10.3.1 Knaccel ucnosib3yemsble B IPOEKTE

B Unity Bce kiaccel Hacaeayrorcst ot 6asoBoro kiacca UnityEngine.Object.
Knacc UnityEngine.Object sBnsercs ¢ynaamentaipHbiM Kitaccom B Unity, ot
KOTOPOI'0 HACIIEAYIOTCS BCe OOBEKTBI, CO3/IaBaCMbIC B WIPE, BKJIIOUAs HMIPOBBIC
oowekTel (Game Objects), kommonenTsr (Components), pecypcel (Resources) u
apyrue [5].

UnityEngine.Object PEI0CTABIISET 0a3oBbIE (byHKIIMOHAIBHBIE
BO3MOXKHOCTH, TaKW€ KaK YIpaBJICHHE >KM3HCHHBIM IUKIOM OOBEKTa, JOCTYI K
uaeHtudukaropy oobekra (instance 1D), mpoBepka Ha CyIlIecTBOBaHHE 00bEKTa U
JApyTHe Onepariu.

[Ipu co3maHuMu TOJIB30BATEILCKHX KiaccoB B UNity, Takux Kak CKPHUIITHI
KOMIIOHEHTOB, 3TH KJacchl Takxke Hacimeayrorcs ot UnityEngine.Object (wiun
APYTUX CHCIHATM3MPOBAHHBIX KJIaccoB, Takux kak MonoBehaviour, eciau 3to
CKPHUINIT KOMIIOHEHTa). DTO TO3BOJSET HCIOIh30BaTh MHOXKECTBO BCTPOCHHBIX
Gyukuit Unity mast paboTel ¢ 00bEKTaMHU, a TaKXKe CBSI3bIBATH MX C HUIPOBBIM
JBIDKKOM U penakTopom Unity.

Bce ckpunThl KOMIIOHEHTOB HACJEIYIOTCS OT 0a3oBOro  Kiacca
UnityEngine.MonoBehaviour. Knacc MonoBehaviour PEI0CTABIISET
(YHKIIMOHAIBPHOCTh, HEOOXOAMMYIO IS CO3JIaHUS W YIPABICHHUS TOBEICHHEM
komroHeHToB B Unity.

Ha pucynxke 1.20 npencraBiena UML nmuarpamma kimaccoB mpoekra [4].
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+ Metoau
@ Atmck

9, AtmackTime

&, onD e, DestroyObject
2, Upd
, ups

Kracs

Pucynok 1.20 — UML nuarpamma KiaaccoB ITPOEKTa

PaccmoTpum kinaccel 6oiiee moapooOHO.

1.10.3.2 PlayerControls

ABTOMATHYECKU F€HEPUPYEMBI Kiacc Mpu padoTe ¢ HOBOM CHCTEMON BBOIA
Unity, coaepxur B ceOe Bce HEOOXOIMMBIC METObI IS PETHCTPALIUN HAXKATHI,
HA3HAUCHUs KJIaBUII. SIBISETCS OCHOBOW YIpaBJICHHUS BBOJOM U MOXET OBIThH
pacuIMpeH U HaCTPOEH JJIsI 0OPaOOTKH Pa3IMYHBIX UTPOBBIX COOBITHI U ACHCTBHIA.

1.10.3.3 PlayerCombat

Ckpun peanu3yeT MEXaHUKY aTaKd TEepCOHaXka, B KOHTEKCTE HIPOBOTO
MPWIOKEHHUS MCIIONB3YETCS i J00aBIEHUS CHWIBI K OOBEKTY IEpPCOHaXka IO
HATPABJICHUIO ABUKCHUSI.

UpdatePlayerState — ocymiecTBisiet ¢Bsi3b co ckpunrtoMm Player u mposepsiet
COCTOSIHUS TIEPCOHAXKA.

Attack — peanm3anusi aTaku, OrpaHHYUBACT KOJMYSCTBO aTakK (B KOHTEKCTE

npuIoKeHus: — peIBKOB). Mcnonb3yeT metoxa AttackTime.
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AttackTime — ocyiiecTBIseT BbIXOJ U3 COCTOSIHUS aTaKH U YCTAHABIIMBACT
3aJIepKKy Ha €€ IOBTOPHOE UCTIOIb30BaHUE.

1.10.3.4 Player

B ckpunrte omnrcaHa Bcs JIOTHKa MEepeABMKEHUA, 00pab0TKa CTOJKHOBEHUH,
paboTta ¢ GU3MKON U COCTOSTHUSMU TIEPCOHAXKA.

DeathState — ycraHaBiIMBaeT COCTOSHUE IIEPCOHAKa HA TMPOWTPHIN U
BeI3bIBacT MeTo EndGame uz GameManager.

Updatelnput — peanusyer oOHOBIECHHE TMEPESABIKCHUS TEPCOHAXKA BO
BcTtpoeHHoM Update mertome. CBsi3aH €O BCeMHM METOJaMH. Biustomumu Ha
HepeIBUKCHNE.

UpdateAnimationState — mosydaet uHGOpPMAIMIO O COCTOSHHUIX MEPCOHAKA
Y YCTaHABIMBAET HEOOXOIUMBbIC 3HAUCHHUS B JiepeBe aHuManuid. CIIy»KUT OCHOBHBIM
HHCTPYMEHTOM CBSI3M C aHHMATOPOM M IO3BOJIAET YAOOHO J00aBIATH |
pPEeIaKTHPOBATH MOBEACHUE aHUMAITHHA.

SpawnPlayer — ycTaHaBiMBaeT MOJIOKEHUE MEPCOHAXKA IMOCIIC MOPaKEHUS,
BBI3BIBaETCs ¢ IoMoIipro GameManager.

ObjectFlip — mnoBopaunBaeT OOBEKT [0 TOPU3OHTAIM, BBI3BIBAETCS C
nomoinpio PlayerColliderFlip.

PlayerColliderFlip — peamusyer moBOpOoT IepcoHa)ka B 3aBUCHMOCTH OT
ropu3oHTaiabHOro BBoAa B HorizontalPlayerMovementController.

HorizontalPlayerMovementController — peanu3yer JIOTUKY
TOPU30HTAITBHOTO TIEPEIBHKCHHSL.

Jump — peamusyer JIOTHKY BEPTHKAIBHOTO TICPEMEIICHHS, B TOM YHCIIE
ucnons3yeT meroa WallJumping asist cBs3u ¢ TOTUKOM MPBDKKA OT CTEHBI.

WallJumpCooldown — ucrione3yeTcst i1 BBIXOAA U3 COCTOSTHUS MPBDKKA OT
CTCHBI M YCTaHABIIMBACT 3aJICPXKKY HA MOBTOPHOE MCIOJH30BAHUE MEXaHUKH.

WallSlide — comepkuT JOTHKY CKOJTBKEHHS 11O CTCHAM.

OnTriggerEnter2D — BcTpoeHHBII METOT i1l 00pabOTKH KOJUTN3HIA 00BEKTa,

pealn3yeT JIOTUKY TIOJydeHHUs ypoHa U pabothl ¢ LocTriggers.
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IsWalled u OtherSideCheck — wucnone3ytorcs mais oOpaOOTKH KacaHHH ¢
KOJUTaiiiepaMu MMOBEPXHOCTEH.

LegEdgeDetection — ocymecTBiIsIeT MOMOIIL C 3alpbITMBaHUEM Ha
NPEIATCTBHS MTyTEM TEPEMENICHHS 00BEKTa IEPCOHAKA.

HeadEdgeDetection — ocyriecTBisieT MOMOIIb ¢ OTMOaHUEM TPENSATCTBUN
HaJl KOJUTAWJEpOM MEepCOHaka MyTeM CMEIIeHHsS OOBEKTa B CTOPOHY IO
HaIpaBIICHUIO JIBHKCHHSI.

IsGrounded — mpoBepsieT kacaeTcs Jin IEPCOHAXK TBEPIOH MOBEPXHOCTH.

UpdateCombatState — ceszan ¢ PlayerCombat, nonydaet uadopmaiuio o
COCTOSIHUHU aTaKH.

AddCombatForce — Be3biBacTcs ¢ nomompio PlayerCombat u moGasmisieT
TOPU3OHTAIBHYIO CHJIY TI0 HAIIPABJICHHUIO IBUKEHHSI.

OnDrawGizmoz — BcTtpoenHblii merox Unity, mo3BosisieT 0TOOpa)aTh
¢dusnueckue meroasl OverlapCircle B pemakrope crieH.

Taxoxe ckpunt Player umeer cBsi3b ¢ MmeTogamu SoundManager as yaooHoi
CUHXPOHM3AIIMMA 3BYKOB M aHMMAILUH, COMEPKUT PsJ METOJOB ISl aKTHBAI[HMH
3¢ PEKTOB YaCTHII, TPUBSI3AHHBIX K 00BEKTY MEPCOHAXKA.

1.10.3.5 GameManager

PaboTaer ¢ COCTOSIHMSIMU CIICH, aHMMALUSAMHU UX 3arpy3Kd U 3BYKOBBIMH
sa¢dexkramMu. YCTaHAaBIUBACT HEJICBOM PperiMpeiiT Bo BcTpoeHHOM MeToae Awake.

EndGame — BbI3bIBacTCS MpH MOPAKEHUU HMIPOKA, BHI3BIBACT AHMMAIUIO
3arpy3ku u meron RestartGame.

RestartGame — BeBBIBaeT MeTon SpawnPlayer um 3amyckaeT aHUMAIUIO
CIICHBI.

NewGame — BbI3bIBa€TCS MO KHOIKE M3 CIICHBI MEHIO, 3aIyCKaeT CICHY
MIEPBOIO YPOBHSI.

Quit — 3amyckaeTcst U3 CIIEHBI MEHIO U PeaT3yeT 3aKPBITUE TPUITOKCHHSL.
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Pause — BbI3bIBacTCA M3 JIIOOOW CIICHBI KPOME MEHIO IO KHOIIKE Tay3bl,
OCTaHABJIMBACT TEUCHHE BPEMEHHM B MPUIOKCHHH, BbI3bIBacT PausePanel wu
otkitouaeT MobilePanel. BrikimtouaeT 3Byk nmpuioskeHus yepes SoundManager.

Resume — BbI3bIBaETCS U3 JH000M CIIEHBI KpOME MEHIO U BBITIOJIHSET BHIXOJ U3
cocTosiHusl Pause ¢ BOCCTAHOBJIGHUEM BCEX 3HAUCHHIA.

ToMenu — Be3bIBacTCs Mo KHomke B PausePanel u mepexirouyaer TEKYyIIyIo
CIICHY Ha CIICHY MEHIO.

1.10.3.6 SoundManager

Ckpunt mnsi paboOThl CcO 3BykamMu wu3 KommoHeHToB Audio Source
poautenbckoro odOwnekta SimpleSoundManager. OO6ecrneunBaeT BO3MOYKHOCTD
OTKJIIOYCHHUSI 3BYKa B HWIPE IO KHOIMKE IMay3bl W COACPIKUT PSIJ METOMOB JIIs
aKTUBAI[UU 3BYKOBOT'O COIIPOBOK/ICHUSI.

1.10.3.7 Particles ckpuntsi

Psn cxoux CKpUINTOB, 0OECIEYMBAIONIMX BBI30B 3(PPEKTOB YacCTHIl Ha
CIIeHaX, BKITI0Yast 3O PEKTHI «IbIMay, «CBETISTIKOBY, «OTHS» M «TyMaHay.

1.10.3.8 Sound ckpunTht

Ckpuntel nns  aktuBaiud 3D  WCTOYHMKOB 3BYKa, TMPUBS3AHHBIX K
KOHKOPETHBIM 00BEKTaM, HO BCE eIe KoHTporpyeMbix SoundManager.

1.10.3.9 Parallax

[Ipoctoit ckpunT, TPUBSA3aHHBIA K OOBEKTY Kamepbl. YCTaHaBIMBaET
CKOPOCTbH JIBHKCHHSI CJIOEB 3a/IHETO (DOHA B 3aBUCUMOCTH OT TOJIOKCHHUS KAMEPBHI.

1.10.3.10 OnDestroy

OTaenbHBI  CKpUNT [Jis  YJAJICHHS OOBEKTOB CO CIEHBI, YI00HO
UCIIOJI30BaTh 110 3aBEPIICHUIO aHUMaIuu yepe3 Animation Events.

1.10.4 3Byk u My3bIKa

B mpwiokeHHH WCIIONb30Bajach My3blKa ¥ 3BYKH U3 OECIUIATHBIX
UCTOYHUKOB 03 aBTOPCKUX TMpaB. B wurpe mNpuCyTCTBYIOT 3 HCTOYHHKA C
HACTPOCHHBIM IMO3WIIMOHHBIM 3BYKOM. JIJIs co3manus aTMochephl HUCIOIb3yHOTCS

3a0UKJICHHBIC 3BYKHM MW MY3bIKA. I[J'I?I NEPCABUIKCHUA H COCTOSIHUI HUI'POBOTO
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MEPCOHaXKa HCIONB3YIOTCA 3BYKM B PETPO CTWIMCTUKE [UIsl MOAJAEpKaHUS
CTUJIMCTUKH TPUIIOKEHUS.

3ByKOBOE MPOCTPAHCTBO MOMKET MOMOYb HMIPOKAM OpPHUEHTHUPOBATHCA B
UTPOBOM MHpE. 3BYKM M3 pa3HbIX HAINpaBlIE€HUW WM HMX U3MEHEHUE IMpHU
MPUOMKEHUU WIH YIAJIC€HUU OT OOBEKTOB MOTYT MOMOYb UTPOKaM OMPEEIUTh
pPAcCTOSIHME U HANpaBJIEHUE K 00bEKTaM WM COOBITUSM B UTPE.

3ByKH MOTYT CIYXUTh OOpaTHOW CBSI3bIO [JI1 WIPOKOB, YKasbiBas Ha
YCIICIIHOE BBIMOJIHEHUE JEUCTBUSI, MOJYyYCHHE YPOHA, aKTUBALIUIO CIIOCOOHOCTH U
T.1. Takas oOpaTHas CBsI3b IOMOTaeT UIPOKaM OIIEHWBATh CBOW JCHCTBUS U
NPUHUMATh PEIICHUS B Urpe. My3blka MOXKET BBI3BIBATH SPKHE IMOITMOHAIBHBIE
peakiuu. HTeHCcHBHAsE B OOEBBIX CIICHAX, CIIOKOWHAs MY3bIKa B MUPHBIX MECTaX
WIM HampsDKEHHAss B XOPPOp-UTpaxX, Kakaas W3 HUX YCHUJIMBAECT BO3JEHCTBUE Ha
UTPOKA.

1.10.5 TectupoBaHue u OTIATKA

B xonme tectupoBaHusi OBUIO BBISIBIEHO HECKOJBKO 0aroB, B TOM 4YHCIIE U
KPUTHYECKUX, YTO 3aHsUIO OOJIBIIOE KOJIMYECTBO BPEMEHHM Ha WX YyCTpaHEHHE.
TecTrpoBaHre TOMOIJIO YCIENIHO HACTPOUTH OaJaHC UTPhI, UCTIPABUTH HEJIOUETHI B
nu3aiiHe ypoBHA, pabore GU3MKK M JIOTHKE NepenBmwkeHus. Bc€ sTo momorio
NPUBECTH TeUMILIEH K COCTOSTHHUIO, KOTOPOE MOKHO Ha3BaTh KOM(OPTHHIM.

TectupoBanre Ha MOOMIIBHBIX YCTPOUCTBAX CIIOCOOCTBOBAIO MCIPABICHHUIO
MHOTMX HEJI0YETOB U BHECEHUIO BAXHBIX I UTPOBOTO Mpoliecca n3MeHeHu. OHO
MIPOBOJMJIOCH Ha 6 pa3iIMYHBIX ycTpoWcTBax Ha miatdopme Android, 6maromaps
yeMy MPOU3BOJAMTEIBHOCTh MOKHO Ha3BaTh JOCTAaTOYHO CTAOWJIBHOM, a
MPUIOKEHUE ONTUMHU3UPOBAHHBIM O] MOOUIIBHYIO CUCTEMY.

1.11 Onucanne NMpuUJIOKEHUs

[Ipn 3amycke HWrpoBOro NPUIOXKEHUS IPOUTPHIBACTCS BCTYNUTEIbHAS
3acTaBKa C JIOTOTUIIAMHU UTPHI U IIaTHOpMBI pa3paboTku. BeTynurensHas 3acTaBka

roKa3aHa Ha pucyske 1.21.
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w28 I Unity:

Pucynok 1.21 — BerynurenbsHas 3acTaBka
Jlanee monp30BaTeNh TONAZaeT Ha TNepByw cueHy «MainMenuy», ona
SBISICTCS TOJIHOLIEHHOW UNity CrieHO#, a HE IMKIUYHBIM H300paKCHUEM WM
BUJICOPOJIUKOM. J[aHHAsI ClieHA CIPOEKTUPOBAHA C MUHUMAJBHBIM KOJIUYECTBOM
aKTUBHBIX OOBEKTOB, YTOOBI HE BIUATH Ha MPOU3BOAUTEIBHOCTH MPHUIIOKECHHUS.
31ech MOJIB30BATEN0 MPEAOCTABISIETCS BO3MOYKHOCTh HAdaTh WUIPY, HUCMOJIB3YS
kHOTIKY «NEW GAME», 1 BBIATH W3 MPUIIOKEHUS, UCIOIL3Yysd KHOMKY «QUIT».

I'maBHOE MEHIO TPEACTaBICHO HA pUCYHKE 1.22.

Pucynok 1.22 — I'naBHOE MEHIO

[To naxaruro kHOmKM «NEW GAME» mnpourpsiBaeTcsi aHUMaIus co
3BYKOBBIM COMPOBOKJIEHHEM, KOTOPAs SIBJIAETCS SKPAHOM 3arpy3KH B MPUIIOKEHUU.

DKpaH 3arpy3KH npeJicTaBieH Ha pucyHke 1.23.
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Pucynok 1.23 — Dkpan 3arpy3ku

3aTeM Wrpok momaaaeT Ha mnepByro cueHy «Level0l», koropas ciayxut

IUTABHBIM TIEPEX0JIOM OT BU3YaJbHOTO O(OPMJIEHUS MEHIO K UTPOBOMY IPOIIECCY.

CIICHa TAKXKC SABJIACTCA JIOTHYCCKUM IIPOJOJIKCHUCM TJIaBHOT'O MCHIO. 3BYKOB0€

COIMPOBOKIACHUC MCHACTCSA Ha Oonee nmoaxogdamee KO BPEMCHHU HACTYILNICHUA

«pacCBCTa». B MECPBYIO OUCPCAb UT'POK 3aMCHACT 00BEKT «MIOTYXHICTO KOCTpa» U

BI/I3yaJII>HI>1ﬁ OpHUCHTHD, YKa3LIBaIOIHHﬁ HaIlpaBJICHUC IBUIKCHUA. B KOHIIC JIOKalluH

(3a mpemenaMu Kamepbl) HAXOIAUTCS CBETSAUIUICS OOBEKT, KOTOPBIA TakKxke

YKa3bIBACT, YTO HUI'POK ABUIKCTCA B IIPABUJIBHOM HAIIPABJICHWHU. HepBaﬁ CIICHa

«Level01» uzobpaskena Ha pucyske 1.24.

Pucynok 1.24 — IlepBas criena «Level01»

Jlanmee, mocie SKpaHa 3arpy3Kd, WIpOK TmomajgaeT Ha creHy «Level02»,

KOTOpasi sBjsieTcss oOydarolmuM ypoBHeM. Ha ciieHe pacrosokeHbl BU3yalbHbIE

N3m.
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MOJICKa3KH, KOTOpblE IOMOTalT HWrPOKY ObICTpee pa3odparbcsi ¢ 0a30BbIMU
MexaHnkamu Wrpel. IIpeomoneB mepBoe NPENATCTBUE, WIPOK TOHUMAET, Kak
MCTIOJB30BaTh MEXAHUKY MPBDKKA M MPHDKKA OT CTEHBl B KOMOWHAIIMU C aTakoM,
uHTep(helc TO3BOJSET BHIMOJHUTH 3TO JeiicTBue 0e3 ocoObix ycunmid. Ileppas

TOYKa MHTEpeca MpeACTaBlIeHa Ha pUcyHKe 1.25.

Pucynok 1.25 — IlepBast Touka uHTEpECa
Bropoii Toukol HHTepeca SBISETCS «CIOMaHHBIM yKazaTelb» U OOBEKT
«(poHapby», KOTOpBIE MOOYKAAIOT UTPOKA OCTAHOBUTHCS M OOPATUTh BHUMAaHUE Ha
MOJICKa3Ky. 3Jech IOJb30BaTellb 3HAKOMUTCA CO BTOPOM  MEXaHHMKOM

«CKOJbXXeHUEe». BTopas Touka uHTEpeca npeacTaBiieHa Ha pucyHke 1.26.

Pucynok 1.26 — Bropas Touka nnrepeca

3aTeM, NpH CITyCKE HA HI)KHUM YPOBEHB JIOKALIMU NIEPE]] UTPOKOM BO3HUKAET

npoOJjieMa, MEXaHUKa MPbIKKA OT CTEHbl HE paboTaeT Ha JAHHOM ydacTke. Tak
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MIPOUCXOJIUT 3HAKOMCTBO C MEXaHUKOW BapUaTHUBHOI'O MPBIKKA (MPBIKOK OT CTEHBI
B KOMOMHAIIMM C KHOMKON JBUYKEHHUS JAeT MEPCOHa)Xy OOJIbIIE FOPU30HTAIBHOM
CKOpPOCTH, OOBIUYHBIM JK€ JaeT BepTUKaJIbHYI0). TpeTbs Touka HHTEpeca

npecTaBieHa Ha pucyHke 1.27.

Pucynok 1.27 — TpeTbs Touka uHTEpECa
Ilociie yero mepex UrpoKOM MOSABISIETCS «IIPONACTb», ULl IPEOIOJICHUS
KOTOPOM IPHUJETCSI IPUMEHNTH BCE paHEE U3yUYCHHbIE MeXaHUKH. UeTBepTast Touka

WHTEpeca mpejcTaBieHa Ha pucyHkax 1.28, 1.29.

-

:<ln Ty

Pucynok 1.28 — UerBepTas Touka uHTEpECa
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Pucynok 1.29 — YeTBepTas Touka HHTEpECa
Tak wurpoxk mnomagaer Ha 3aBeplIAOIIUNA 3Tan OOyYEHHS, OH MOXKET
PEOJIONETh MPEMATCTBAE UCIOJIb3YSl BEPTUKAJIBHBIA BapUAHT MPBIKKA OT CTEHBI,
OJIHAKO UIpa IpeiaraeT UCMOJb30BaTh OoJiee ONTUMM3HUPOBAHHOE IO BPEMEHU
pEelIeHNe — UCIIOJIb30BaHKME BTOPOM CTEHBI JUIsi KOMOMHAIIMY NPBDKKOB. [1sTas Touka

MHTEpeca MpeacTaBieHa Ha pucyHke 1.30.

Pucynok 1.30 — IlsgTas Touka uHTEepeca

Konenr ypoBHst mpencraBisieT co0oil mepexoa Ha CIEHY TJIABHOTO MEHIO.
Croutr 3aMeTuTh, YTO Ha MPOTSKEHUH BCErO0 YPOBHS HMIPOK COXpAaHAETCS B
KOHTPOJBHBIX TOYKAaX, YTO TO3BOJIIET OMPOOOBATh BCE BO3MOXKHBIC PEIICHUS IS
MpeoIoJieHus mperpaa 0e3 crpaxa morepu mnporpecca. DOUHAIBHBIN MEepexon

MpeCcTaBieH Ha pucyHke 1.31.
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Pucynok 1.31 — ®uHanbHbIi nepexon

2 Oxpana Tpyaa

2.1 HeratuBHble (pakTOpbI, BO3ACHCTBYONIHE HA ontepaTopa [IDBM

PaGora ¢ KOMIBIOTEpHON TEXHUKOW OOBIYHO CBSI3aHA C OrpPaHUYEHHOU
HNOJABUKHOCTBIO U MPOAOJKUTEIbHBIM CTATUUECKUM HAIPSYKEHUEM MBIIIIL, a TAKXKE
MOKET TPUBOIUTH K TEPEHANPSIKEHUIO TJa3. DTU HeraTUBHBIE (AKTOPhI MOTYT
BBI3bIBATh  YCTAJIOCTh, CHIDKEHHE pPabOTOCIOCOOHOCTH, TCHUXOJIOTHYECKOEe
pasnpaxenue, PU3ndecKrue HEMPUSTHBIE OUTYIIEHUS U OOIIYIO YCTalOCTh.

2.1.1 O6opynoBanue pabouero mecra

JImd CHWKEHWsST HEraTMBHOTO BO3JCUCTBUS KOMIBIOTEPHOW TEXHHKH Ha
3I0pOBbE YeEJIOBEKa HEOOXOAUMO COONIOAAaTh psiJ TMPaBWI HMCHOJIb30BAHUS.
OCHOBHbIE 13 HUX BKJIIOYAIOT:

- pacCTOSIHHE OT TJIa3 J0 dKpaHa JOJDKHO OBITh mpuMepHO oT 600 10 700 MMm;

- MOHUTOP CJIEYET pacrojaraTh HI>KE YPOBHS IJ1a3 MO yIioM npuMepHo 10-
15 rpamxycos;

- BBICOTA paboyero cToJjia A0JKHa ObITh peryaupyemoii B mpegenax ot 680 1o
800 mM. Ecnn Takass BO3MOKHOCTh OTCYTCTBYET, BBICOTA CTOJA JOJKHA COCTABIIATh

725 MM,
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- KJIaBUATYypy CIEAyeT pa3MelaTh Ha MOBEPXHOCTU CTOJIA HA PACCTOSHUU OT
100 mo 300 MM OT kpasi, OOpaIIeHHOTO K MOJL30BaTEN0, JIUOO HA CHEIHATbHOM
perynupyemMoil no BeICOTe m1aTdhopme;

- pa®ou4Mii CTOJI TOKEH PEIOCTABIATh TOCTATOYHOE MPOCTPAHCTBO ISl HOT,
BKJIIO4Yast BICOTY He MeHee 600 MM, rimyOrHy Ha ypoBHE KojieH He MeHee 450 MM u
Ha YpOBHE BBITAHYTBIX HOT HE MeHee 650 mm;

- obecrnieueHne JOCTaTOYHOU OCBELIEHHOCTH pabouero Mecra;

- cO0JII0/IEHHE TIPABUJI DJIEKTPOOE30MaCHOCTH U MOKApHON 0€30MacHOCTH,

- perymsius pexxuma paboOThl U OTAbIXa, YTOOBI MPEAOTBPATUTh
NEepPEeyTOMIICHUE U CHUKEHUE TTPOU3BOIUTEIILHOCTH.

Ha pucynke 2.1 wu3oOpaxkeHa opraHuzamnuss pabodero Mecra,

OTBCUArONIad YKa3aHHbIM Tpe6OBaHI/IHM.

« 600 - 700 N

15°

N
1
S
y

680 - 800

650 >

20°
400

Pucynok 2.1 — Opranuszanus pabodero Mmecra
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Baxno, uToOBl pabouyee MecTo € AucCILUIeeM OOecrneyuBaio ya00CcTBO
orepaTtopa B TOJOXEHUU CHAS M HE CO3[aBAN0 MEPErpy3KH KOCTHO-MBIIIECYHON
CUCTEMBI.

OpranuzoBaB NpaBUILHO paboyee MECTo, TaKkXke HE0OXOIUMO OOECTIEeUUTh
NpaBWIBHYIO TMocanka moib3oBatens [IK, mpaBunbHas mocajgka n3o0pakeHa Ha

pucyHke 2.2

J

<

2

(

4---0--»

Pucynok 2.2 — IlpaBuibHas mocajka

Jist  MOCTHKEHHsSI TPAaBWJIBHOW TIOCAJKU  TOJIb30BATENs  IEpes
KOMITBIOTEPOM M OOeCTiedYeHHs] yA0O0CTBa BBITIOJHEHHUS 3a/1ad, HEO0OXOIUMO
YUUTHIBATH CJIEAYIONINE YCIOBUS:

- 3aMSICThS JOJKHBI OBITH BHIDOBHEHBI B MPSMOM TOJIOKEHUH;

- TUICYH JTOJDKHBI OBITh pacciiabyIeHBI,

- JIOKTH JOJDKHBI TIOJIHOCTBIO OMHUPATHCS HA TMOBEPXHOCTH CTOJA U
oOpazoBbiBaTh yroua B 90-100 rpamycos.

2.1.2 HopMbI OCBEIIIEHHOCTH
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OcBelieHHOCTh Pab0Yero MecTa TaKkKe SIBISETCS BaXXKHBIM (PAaKTOpOM, U
CTaHJApThl OCBEUIEHHOCTH 3aBUCAT OT Xapakrepa paboTel W Mmecta. s
KOMIBIOTEPHBIX MOHUTOPOB PEKOMEHAYETCS KOMOWHUPOBAHHOE OCBEIICHUE
He meHee 400 mokc u obuiee ocseeHue He MmeHee 200 mokc. PaBHOMEpHOCTH
APKOCTH Ha paboyeM MecTe Ba)KHa, M SIPKUE WM OJIeCTALIME MNPEIMETHI
cleayeT MCKIIOYUTh. PeKOMEHIyeTCsl TakXKe BKJIIOYaTh SPKUE MOBEPXHOCTH
JUTSL pa3HOOOpa3usl B MOJIE 3PEHUSL.

JIns1 OCBEIIEHMS YacTO HCIOJIb3YHOTCS MOTOJOYHBIE WM BCTPOEHHBIE
CBETWJIBHUKU C JTIOMHUHECIEHTHBIMU JIaMIaMH. UTOOBI M30€KaTh OTpaKEHUM
Ha JKpaHe, CBETUJIBHUKUA OOIIETro OCBEUICHHs CIEeAYyeT YCTaHOBUTH COOKY OT
pabouero Mecta U napajyiebHO JUHUH 3PEHUS MOJIb30BaTelIs.

2.1.3 DnexkTpo6e30nacHOCTh

BaxxHbIM acnekToM SBIISIETCSI 3JIEKTPOOE30MacHOCTb, U TPEOOBAHUS K
Hel PErIAMEHTUPYIOTCS COOTBETCTBYIOIINMU CTaHJapTamMu U
3aKoHOJATeNbcTBOM.  JImsi  Oe3omacHoi  pabOThl  Ha  KOMIIBIOTEpE
PEKOMEHAYETCS CIEAYIOIIEE:

- BCE YCTpOWCTBA JOJKHBI OBITh TOJKIIOYEHBI K OJHOM (aze
BJICKTPUYECKOMN CETH;

- nutanue ycTpoucTB [IK 10KHO OCYIIECTBIATHCA YEPE3 POZECTKU TUIIA
"EBpomna" ¢ 3a3eMJISIIOIIMMY KOHTAKTaMH,

- posetku s moakiarodeHuss yctpouctB IIK  momkHBI  OBITH
MapKHPOBaHbI 110 HAMPSKEHHUIO;

- HOMHHAQJIbHOE HANPSDKEHHE CETH JIOJDKHO OBITh SICHO BUIHO BO3JIE
PO3ETKHU.

2.1.4 TloxxapHast 6€30MaCHOCTD

[TosxapHast 6e30MacHOCTh Takke TpeOyeT ocoObIX Meponpustuid. Jlis
PEe0TBPAILCHHS I0KAPOB U CO3aHuUsI OE30MaCHBIX YCIOBUN PEKOMEH1YETCS

- HE 3arpoMoO’XJaTh MPOXOJbl U 3alacHbIE BBIXOJbl MPEIMETaMH,

MeEIIAIOINMHU CBOOOTHOMY MEPEABUKECHUIO;
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- 00eceYnTh JOCTYIHOCTh CPEJICTB MOKAPOTYILIECHNUS,;

- YCTaHOBUTb aBTOMATHUYECKYIO MOXKAPHYIO CUTHAIM3ALUI0 U CUCTEMY
MOKAPOTYUIEHUSI B COOTBETCTBUU C TPEOOBaHUAMM TEXHHUUECKOIO COIEPHKAHUS
YCTAHOBOK ITI0’KapHOU aBTOMATUKHU.

2.1.5 Hopwmsl Tpyzaa u oTabIxa

B 3aBucHMOCTH OT NPOJOJIKHUTENBHOCTH, BHAA M KATErOPUH TPYAOBOU
JesATENbHOCTH PabOTHUK, 3aHMMaromuiics pabdortoit ¢ IIK, nmomken cobmonarhb
pexXuM Tpyaa u oTabixa. CyIecTBYIOT CIeAYIOLIKME BUJIbI TPYAOBOM JESTEIIbHOCTH,
CBSI3aHHBIE C UCIIOJIb30BAaHUEM MEPCOHATIBLHOTO KOMITbIOTEpA:

- rpynna A: pabota no yTeHuo MHGOPMALMK C SKpaHa BUICOAMCILICHHOTO
TEPMHUHAJIA C MIPEABAPUTEIBLHBIM 3aIIPOCOM;

- rpynna b: pabora no BBoay nHdopmanuu;

- rpynna B: TBopueckas pabota B pexxume auanora ¢ [I9BM;

- TpU BBIMOJHEHUU PadOT, OTHOCSIIMXCS K Pa3IMYHBIM BUJAM TPYIOBOU
NEeATEeNIbHOCTH, OCHOBHOM BUJ AesTenbHOCTH ¢ [IK onpenenseTcs kak TOT, KOTOPbIA
3aHuMaeT He MeHee 50% BpeMeHHM B TeueHHe Bceil paboueil cMeHbl Wi pabovero
TTHSL.

JIs KaXXa0ro BUIa TPYAOBOM JEATEIbHOCTH YCTaHABIMBAIOTCS 3 KaTerOpuu
TSOKECTU U HapsKeHHOCTH paboTsl ¢ T1K:

- A Tpymmbl A KaTeropusi ONPEAENSIETCS CYMMAapHbIM — YHUCJIOM
CUMTHIBAEMBIX 3HAKOB 3a pabouyio cmeny (He 6onee 60000 3HAKOB 32 CMEHY);

- i1 rpynsl b kareropus onpeaenseTcs: CcyMMapHbIM YHCIOM CYUTBIBAEMBIX
WJIM BBOJIMMBIX 3HAKOB 3a pabouyto cMeny (He 6osee 40000 3HAKOB 32 CMEHY);

- A Tpynnsl B kaTeropus omnpeaensercs CyMMapHBIM BPEMEHEM IPSMOM
paboTs ¢ I1K 3a pabouyto cMeHy (He OoJiee 6 4acoB 3a CMEHY).

Tabnuna 2.1 yka3siBaeT HEOOXOIUMOE BPEMS Ha TIEPEPHIBBI JTSI KAXKIOH

U3 KaTeTOPUA U BUJIOB PaOOTHI.
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Tabmuua 2.1 — Heo6xoaumMoe Bpemsi Ha IEPEPHIBBI

Kareropus | YpoBeHb Harpy3ku 3a pabouyro CyMMapHOe BpeMs

paboThl ¢ | cMeHy npu Buaax padotsl ¢ BJIT perIaMEHTUPOBAHHBIX

I[I19BM IIEpEpPBIBOB, MUH

wm BT rpynma A, |rpynnab, |rpynma | mpwu 8- pu 12-
KOJIMYECTBO | KOIMYecTBO | B yac 4acoBOU 4acoBOU
3HAaKOB 3HAaKOB CMEHE CMEHE

1 o 20000 | o 15000 | o2 50 80

2 o 40000 | Io 30000 | o 4 70 110

3 o 60000 | [To 40000 | o6 90 140

N3m.
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3aKJII0ouUeHue

B xozxe BbINOJIHEHMS] BBITYCKHOM KBadu(DHUKAMOHHOW paboThl ObLIO
pa3paboTano urposoe npuioxkenue moa OC Android B xanpe «miatdopmep» ¢
UCIIOJIb30BaHKEM UTPOBOTO JBIKKa UNity, B kauecTBe rpaduueckoro perakropa
ucrojb3oBayics Aseprite, pemakropom kojga Obu1 BeiOpan Visual Studio, B
Ka4eCTBE s3bIKa MpOrpaMMHpoBaHus Hcmoyib3oBaics C#. [punoxkeHue ObLIO
PEaTM30BaHO C UCTIOJIB30BAHUEM BCTPOSHHBIX HHCTpYyMeHTOB Unity.

JlocTOMHCTBaMU pa3pabOTAaHHOTO MPHJIOKEHHS SIBISIOTCS BH3YyalTbHOC
oopMiIcHHE W 4YETKOE CIICJOBAaHUE TNPHUHIMIIAM CO3JIaHUS UTPbl B IKAHPE
«tathopmepy.

[Mpunoxenne nmeeT OOJIBIION MOTEHITNAN JIs TanbHel el pa3padorku. C
n00aBiieHHEeM OOJBIIOrO KOJUYECTBA KOHTCHTA B BUJC YPOBHEH, BBEICHHEM
HOBBIX MEXaHHK, KQUECTBCHHO MPOIUCAHHOTO CHOKETA, UTPOBOC MPHUIIOKEHUC
MOYET BCTATh B OJMH PsJ] C JYYIIUMH HPECTABUTEIIIMU XKaHpa Ha miatdopme

Android u He UMeTh aHAJIOTOB TI0 CTHJIIO U KQUYeCTBY BU3YaJIbHOTO O()OPMIICHUS.
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daiin Player.cs

using UnityEngine;

using System.Collections;

using UnityEngine.InputSystem;
using UnityEngine.SceneManagement;

public class Player : MonoBehaviour
{
private Rigidbody2D rb;
private BoxCollider2D coll;
private Animator anim;

[SerializeReference] private GameManager gameManager;

public static bool isAlive = true;

public static bool isFacingRight = true;
public static bool gotHit = false;

public static bool isSliding = false;
public static bool isDodging = false;
public static bool attackCounter = false;

private void Start ()

{
rb = GetComponent<Rigidbody2D> () ;
coll = rb.GetComponent<BoxCollider2D> () ;
anim GetComponent<Animator> () ;
controls = new PlayerControls();

respawnPoint = transform.position;
health = maxAmountOfHealth;

}

private void OnEnable ()

{
isFacingRight = true;
isAbleToRun = true;
updateVelocity = true;

PlayerCombat.isAttacking = false;

PlayerCombat.isAbleToAttack = true;
}

private void Update ()
{

DeathState(); // Lose
UpdateInput(); // Input
UpdateAnimationState(); // Animations

}

#region Respawn

N3m.
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private Vector3 respawnPoint;

public void SpawnPlayer ()
{

transform.position = respawnPoint;
health = 1;
}

#endregion

#region Input
private void UpdateInput ()
{
if (isAlive == true) // Eciu nepcoHax XuBb
{
HorizontalPlayerMovementController(); //
TOpPU30OHTAJIbHOE IepeMelleHre

if (!IsGrounded() && isWallJumping == false &&
rb.velocity.y > 0f) // OBpaboTka CTOJIKHOBEHMN C yIJlaMu

{
HeadEdgeDetection () ;

}

if (rb.velocity.x != 0f && rb.velocity.y >= 0f
&& !IsGrounded() && !IsWalledUp()) // ObBpaboTka CTOJIKHOBEHMI C
yTJiaMm
{
LegEdgeDetection () ;
}
if (IsGrounded()) // CoyoteTime
{
coyoteTimeCounter = coyoteTime;
}
else
{
coyoteTimeCounter -= Time.deltaTime;
}
WallSlide(); // Peanusaumusa CKOJIbXEHMUS IO CTEHaM
UpdateCombatState(); // CBsa3b CO CKPMUITOM
PlayerCombat
if (Input.GetButtonDown ("Fire3")) // Peanmsauusd
YKJIOHEeHUSA
{
if (isDodging == false && isAbleToDodge ==

true && IsGrounded())
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DodgingState () ;

if (isAttacking == true) // MMnakT oT aTak
{
AttackTrail () ;
AttackParticle () ;
AddCombatForce () ;
}
}
}
#endregion

#region Movement
// Ber
PlayerControls controls;

[SerializeReference] private float runSpeed = 1f;
[SerializeReference] private float wallSlideSpeed = 1f;

private bool isAbleToRun = true;
private bool updateVelocity = true;

public float dirX = 0f;
private float acceleration = 8f;

// TIpEDKOK
private Coroutine wallJumpCoroutine;
[SerializeReference] private float jumpForce = 2f;

private float coyoteTime = 0.1f;
private float coyoteTimeCounter;

private float jumpButtonTime = 0.2f;
private float jumpButtonCounter;

private bool isWallJumping = false;
private float fallMultiplier = 5.5f;

private float lowJumpMultiplier = 6f;

// TlojlydeHme ypoHa
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[SerializeReference] private float dodgeForce = 1f;

private bool isAbleToGetHit = true;
private bool isAbleToDodge = true;
private bool onDodgeCooldown = false;

// ATaxa

private bool isAttacking;

public void ObjectFlip() // HoeBopoT obbekTa Ha 180 mo
TOPUBOHTAJIN
{
isFacingRight = !isFacingRight;
Vector3 objectScale = transform.localScale;
objectScale.x *= -1f;
transform.localScale = objectScale;
}
private void PlayerColliderFlip() // IloBopoT mnepcoHaxa
{
if (isFacingRight == false && dirX > 0f &é&
isAbleToRun == true)
{
ObjectFlip () ;
}
else i1f (isFacingRight == true && dirX < 0f &&
isAbleToRun == true)
{
ObjectFlip () ;
}
}
private void HorizontalPlayerMovementController () //
TOpM30OHTAJIBHOE I[epPEelBIMXEHUE
{
if (isAbleToRun == true)
{
if (gotHit == false && isDodging == false &&
isAttacking == false)
{
controls.Enable();
controls.OnPlay.Move.performed += ctx =>

{
dirX

ctx.ReadValue<float> () ;
}s

}

if (updateVelocity == true)
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float targetSpeed = dirX * runSpeed;

float smoothSpeed Mathf.Lerp (rb.velocity.x,
targetSpeed, Time.deltaTime * acceleration);

rb.velocity = new Vector2 (smoothSpeed,

rb.velocity.vy);
}

if (dirX != 0)
{
isAbleToDodge = false;

}
else 1f (dirX == 0 && onDodgeCooldown == false)

{
isAbleToDodge = true;

}
}

public void Jump (InputAction.CallbackContext context)

{
if (IsWalledUp() && IsWalledDown () && !IsGrounded/()
&& !isAttacking) // Peanmusaumsa MPEXKOB OT CTEH

{

if (context.performed)

{
JumpSound () ;

CreateDust () ;
WallJumping () ;

}

if (context.performed) // JumpBuffer
{

JjumpButtonCounter = jumpButtonTime;
}
else
{
jumpButtonCounter -= Time.deltaTime;
}
if (gotHit == false && isDodging == false)
{
if (isWallJumping == false) // Peanusauus

[IPBEDXKKOB
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if (JjumpButtonCounter > 0f &&
coyoteTimeCounter > 0f)

{
JumpSound () ;

CreateDust () ;

rb.velocity = new Vector2(rb.velocity.x,
jumpForce) ;

if (rb.velocity.y < 0)
{
rb.velocity += Vector2.up *
Physics2D.gravity.y * (fallMultiplier - 5) * Time.deltaTime;
}
else if (rb.velocity.y > 0 &&
!context.performed)

{
rb.velocity += Vector2.up *
Physics2D.gravity.y * (lowJumpMultiplier - 5) * Time.deltaTime;
}

jumpButtonCounter = 0f;
}

if (context.canceled)

{

rb.velocity = new Vector2 (rb.velocity.x,
rb.velocity.y * 0.5f);
coyoteTimeCounter = 0f;
}
}
}
}
private void WallSlide() // CkoJybXeHMe IO CTEHaM
{
if ((IsWalledR() || IsWalledL()) && !IsGrounded() &&
rb.velocity.y < -3f && dirX != 0f)
{
if (IsWalledR() && isFacingRight == true)

{
isSliding = true;
rb.velocity = new Vector2(rb.velocity.x,
Mathf.Clamp (rb.velocity.y, -wallSlideSpeed, float.MaxValue));
}
else 1if (IsWalledL() && isFacingRight == false)
{

isSliding = true;
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rb.velocity = new Vector2(rb.velocity.x,

Mathf.Clamp(rb.velocity.y, -wallSlideSpeed, float.MaxValue));

}

}

CreateSlideDust () ;
}

else

{
isSliding = false;

}

private void WallJumping () // IpeXKM OT CTEH

{

updateVelocity = false;
isAbleToRun = false;

attackCounter = true;
if (isFacingRight == true && !IsWalledL())
{

if (dirX !'= 0 && IsWalledR())

{

iswWallJumping = true;
rb.velocity = new Vector2 (-12f, jumpForce);

ObjectFlip () ;
}
else if (IsWalledR())
{

isWallJumping = true;
rb.velocity = new Vector2 (-4f, jumpForce +
1£) 7
ObjectFlip () ;
}
}
else i1f (isFacingRight == false && !IsWalledR())
{
if (dirX !'= 0 && IsWalledL())
{
isWallJumping = true;
rb.velocity = new Vector2 (12f, jumpForce);
ObjectFlip();
}
else if (IsWalledL())
{
Jluem
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isWallJumping = true;

rb.velocity = new Vector2(4f, JjumpForce +
1£) 7
ObjectFlip () ;

if (wallJumpCoroutine != null)

{

StopCoroutine (wallJumpCoroutine) ;

}

wallJumpCoroutine =
StartCoroutine (WallJumpCooldown () ) ;
}

private IEnumerator WallJumpCooldown () // Ko Ha OPBDKOK
OT CTeH

{

yield return new WaitForSeconds (0.3f);
attackCounter = false;
isWallJumping = false;

if (isWallJumping)
{
yield break;

}

yield return new WaitForSeconds (0.05f);
updateVelocity = true;
isAbleToRun = true;

}

private void DodgingState() // YJOHeHUe
{
isDodging = true;
isAbleToGetHit = false;
isAbleToRun = false;
onDodgeCooldown = true;
isAbleToDodge = false;
updateVelocity = false;

if (isFacingRight == true)
{
rb.velocity = new Vector2 (dodgeForce * 2,
dodgeForce) ;
StartCoroutine (DodgingTime () ) ;

}
if (isFacingRight == false)
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rb.velocity = new Vector?2 (-dodgeForce * 2,
dodgeForce) ;
StartCoroutine (DodgingTime () ) ;

}

private IEnumerator DodgingTime () // Ko Ha yKJIOHEeHUE
{
yield return new WaitForSeconds (0.3f);
isAbleToGetHit = true;
isDodging = false;
updateVelocity = true;
ObjectFlip ()

yield return new WaitForSeconds (0.5f);
isAbleToRun = true;

yield return new WaitForSeconds (2.2f);
onDodgeCooldown = false;
isAbleToDodge = true;

}

#endregion
#region Animations

private enum MovementState { idle, Jjumping, falling,
ground, dead, hit, dodge, sliding, push, walljump, balance,
balance?2 }// 3HaueHUs NEepPEeMEHHOM COCTOSHMS IJIs MeHeImxepa
aHVMalumn

// idle 0 Jjumping 1 falling 2 ground 3 dead 4 hit 5
dodge 6 sliding 7 push 8 walljump 9 balance 10 balance2 11

private enum MovementRunning { running, coffeeBreak }//
Cocrosaume coffeBreak oTkmouaeT aHuMMauuo Oera

// running 0 coffeeBreak 1

private void UpdateAnimationState ()
{
MovementState state;
MovementRunning runState;

// running/idle

if (dirX > 0f)

{
runState = MovementRunning.running;
state = MovementState.idle;
PlayerColliderFlip () ;

}
else if (dirX < 0f)
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}

runState = MovementRunning.running;
state = MovementState.idle;
PlayerColliderFlip() ;

else

{

}

runState = MovementRunning.coffeeBreak;
state = MovementState.idle;

// jumping/falling

if
{

}

(rb.velocity.y > .1f)

runState = MovementRunning.coffeeBreak;
state = MovementState.jumping;

else if (rb.velocity.y < -.1f)

{

}

runState = MovementRunning.coffeeBreak;
state = MovementState.falling;

//sliding
if (isSliding == true)
{
state = MovementState.sliding;
}
//walljumping
if (isWallJumping == true)
{
state = MovementState.walljump;
}
//dodging
if (isDodging == true)

{

}

state = MovementState.dodge;

//pushing/grounding

if

&& (IsWalledR ()

{

(IsGrounded () && IsWalledUp () && IsWalledDown ()

| | IsWalledL()) && dirX != 0)

runState = MovementRunning.coffeeBreak;
state = MovementState.push;
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else 1f (IsGrounded() && !IsWalledDown() && dirX ==

0f)
{

state = MovementState.balance;
}
else 1f (IsGrounded() && !OtherSideCheck()
{

state = MovementState.balance?2;

}
else 1f (IsGrounded())

{

state = MovementState.ground;

}

//hit
if (gotHit == true)
{

state = MovementState.hit;

}

//death
if (isAlive == false)
{
state = MovementState.dead;

}

anim.SetInteger ("runState", (int)runState)
anim.SetInteger ("state", (int)state);

}
#endregion

#region Collisions

&& dirX

.
4

[SerializeField] private LayerMask jumpableGround;

[SerializeField] private Transform wallChekUp;

[SerializeField] private Transform wallChekDown;

[SerializeField] private Transform otherSide;

//[SerializeReference] private float hitForce

= 2f;

private void OnTriggerEnter2D(Collider2D collision) //

ObpaboTka BCe BCeX CTOJIKHOBEHUMN

{

if (collision.gameObject.CompareTag ("DamagePlayer"))

// OBpaboTka CTOJKHOBEHUM C XUTOOKCAMM ypPOHA

{
if (isAbleToGetHit == true)
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gotHit = true;
isAbleToRun = false;
updateVelocity = false;
health = 0;

StartCoroutine (GotHitCoolDown () ) ;

/*BoxCollider2D hitboxCollider = collision
as BoxCollider2D;

BoxCollider2D playerCollider =
GetComponent<BoxCollider2D> () ;

if (hitboxCollider != null && playerCollider
= null)
{
Vector?2 hitboxCenter =
hitboxCollider.bounds.center;
Vector?2 characterCenter =
playerCollider.bounds.center;

if (hitboxCenter.x < characterCenter.x)

{
if (isFacingRight == true)
{
ObjectFlip () ;

}

rb.velocity = new Vector2 (hitForce,
hitForce);

StartCoroutine (GotHitCoolDown () ) ;

}
else if (hitboxCenter.x >
characterCenter.x)

if (isFacingRight == false)
{

ObjectFlip();
}

rb.velocity = new Vector2(-hitForce,
hitForce);

StartCoroutine (GotHitCoolDown ()) ;
yx/
}
if (collision.gameObject.CompareTag ("CheckPoint"))

{

respawnPoint = transform.position;

}
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SceneManager.
+ 1),

if
{

(collision.gameObject.CompareTag ("End"))

SceneManager.LoadScene (0) ;
}
if
{

(collision.gameObject.CompareTag ("Next"))

LoadScene (SceneManager.GetActiveScene () .buildIndex

}

if
{

(collision.gameObject.CompareTag ("Previous"))

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildIndex
- 1)
}
}
private IEnumerator GotHitCoolDown () // Ko Ha mnojsydyeHue
ypoHa
{
yield return new WaitForSeconds (1f);
gotHit = false;
updateVelocity = true;
isAbleToRun = true;
}
public bool IsWalledUp () // KacaeTcd CTeHH CBepXy
{
return Physics2D.OverlapCircle (wallChekUp.position,
0.5f, jumpableGround) ;
}
public bool IsWalledDown () // KacaeTcsa CTEeHBH CHU3Y
{
return
Physics2D.OverlapCircle (wallChekDown.position, 0.4f,
JjumpableGround) ;
}
public bool OtherSideCheck () // Kacaercsa 3emiau csamu

{

return Physics2D.OverlapCircle (otherSide.position,

0.4f, jumpableGround) ;
}
public bool IsWalledR() // KacaeTcs HOpaBO¥ CTEHH
{
bool isTouchingRightWall;
Jluem
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return isTouchingRightWall =
Physics2D.BoxCast (coll.bounds.center, coll.bounds.size, 0f,
Vector2.right, 0.4f, jumpableGround);
}

public bool IsWalledL() // KacaeTcs JeBOM CTEHH
{
bool isTouchingLeftWall;

return isTouchinglLeftWall =
Physics2D.BoxCast (coll.bounds.center, coll.bounds.size, 0f,
Vector2.left, 0.4f, jumpableGround):;
}

private void LegEdgeDetection () // Ilomomp cC
3allpelI'MBaHMEM Ha IIPelATCTBUA

{
float displacement = 10f;

Collider2D legWallChek =

Physics2D.OverlapCircle (wallChekDown.position, 0.2f,
JjumpableGround) ;

Vector3 newPosition = transform.position;
if (legWallChek != null)
{
newPosition.y += displacement * Time.deltaTime;
}
transform.position = newPosition;

}

private void HeadEdgeDetection () // Ilomoms B ormBaHuM
NPEensaTCTBUM [IPM IIPEIKKE

{

Vector?2 colliderCenter = coll.bounds.center;
Vector?2 colliderSize = coll.size;

float radius = 0.37f;
float displacement = 25f;

Vector2 checkPointLeft = new
Vector? (colliderCenter.x - colliderSize.x / 2 + 0.37f,
colliderCenter.y + colliderSize.y / 2);

Vector?2 checkPointRight = new
Vector? (colliderCenter.x + colliderSize.x / 2 - 0.37f,
colliderCenter.y + colliderSize.y / 2);

Collider2D leftCollider =
Physics2D.OverlapCircle (checkPointLeft, radius,
LayerMask.GetMask ("Ground")) ;
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Collider2D rightCollider =
Physics2D.OverlapCircle (checkPointRight, radius,
LayerMask.GetMask ("Ground") ) ;

Vector3 newPosition = transform.position;
if (leftCollider != null && rightCollider == null)
{
newPosition.x += displacement *
Time.fixedDeltaTime;

}
else if (leftCollider == null && rightCollider !=

null)
{

newPosition.x -= displacement *
Time.fixedDeltaTime;

}

transform.position = newPosition;

}

public bool IsGrounded() // IpoBepka KacaHUg 3eMIU

{

return Physics2D.BoxCast (coll.bounds.center,
coll.bounds.size, 0f, Vector2.down, .1f, jumpableGround);

}

#endregion
#region Lose

public int health;
[SerializeField] private int maxAmountOfHealth = 1;

private void DeathState() //
{
if (health == 0)
{
rb.velocity = Vector2.zero;
isAlive = false;
gameManager.EndGame () ;
}
else
{
isAlive = true;
}
}

#endregion

#region CombatPhysics
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private void UpdateCombatState ()
PlayerCombat

{
isAttacking =

}

public void AddCombatForce ()
arake

{

Vector2 rCombatForceVector
rb.velocity.y * 0.1f);

Vector?2 1lCombatForceVector =
rb.velocity.y * 0.1f);

isAbleToRun = false;

if (IsGrounded())
{
if (dirX
{

'=0)

rCombatForceVector =
rb.velocity.y);

1CombatForceVector =
rb.velocity.y);

}

else
{
rCombatForceVector =
rb.velocity.vy);
1CombatForceVector =
rb.velocity.vy);
}
}
if (isFacingRight == true)

rb.velocity =

// CBsI3b CO CKPHUITOM

PlayerCombat.isAttacking;

// IlobaBigeT UMMNAKT [IpU

new Vector2 (25f,

new Vector2 (-25f,

new Vector2 (20f,

new Vector2 (-20f,

new Vector2 (10f,

new Vector2 (-10f,

rCombatForceVector;

StartCoroutine (Attacking()) ;

if (isFacingRight == false)
rb.velocity = lCombatForceVector;

StartCoroutine (Attacking());
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private IEnumerator Attacking() // OrkimouenHue
BO3MOXHOCTM ABUTATLCHA BO BPEMS aTakKu

{
yield return new WaitForSeconds (0.3f);
isAbleToRun = true;

}

#endregion

#region Audio

[SerializeField] private SoundManager sound;

public void JumpSound ()

{
sound. jumpSoundEffect.Play (),

}

public void FootSteps|()

{
sound.runSoundEffect.Play();

}

public void Landing()

{
sound.landingSoundEffect.Play ()

}

public void AttackSound()

{
sound.attackSoundEffect.Play();

}

public void SleepSound/ ()

{
sound.sleepSoundEffect.Play();

}

public void DeathSound ()

{ sound.deathSoundEffect.Play();
}

#endregion

#region Particles

[SerializeField] private ParticleSystem Dust;

[SerializeField] private ParticleSystem SlideDustRight;
[SerializeField] private ParticleSystem SlideDustLeft;
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private void CreateDust ()
{

Dust.Play () ;
}

private void CreateSlideDust ()
{
if (isFacingRight == true)
{
SlideDustRight.Play () ;
}
else
{
SlideDustLeft.Play();

}

[SerializeField] private ParticleSystem AttackParticles;

[SerializeField] private ParticleSystem

AttackTrailParticlesR;

[SerializeField] private ParticleSystem

AttackTrailParticlesL;

private void AttackParticle()
{

AttackParticles.Play();
}

private void AttackTrail ()
{
if (isFacingRight == true)
{
AttackTrailParticlesL.Play();
}
else
{
AttackTrailParticlesR.Play ()
}
}

#endregion
#region Gizmos
private void OnDrawGizmos ()

{
BoxCollider2D playerCollider =

GetComponent<BoxCollider2D> () ;
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Vector2 colliderCenter =

playerCollider.bounds.center;
Vector?2 colliderSize = playerCollider.size;

//Busyanmusaumsa objacTrel kacaHua "rosioBon" u

"Horamm"

Gizmos.DrawWireSphere (wallChekUp.position,
0.4f);

Gizmos.DrawWireSphere (wallChekDown.position,
0.4f);

Gizmos.DrawWireSphere (otherSide.position, 0.4f);
// Busyammusaumdg objacTel CTOJKHOBeHMA "rojioBoin"
float radius = 0.37f;

Vector?2 checkPointLeft = new
Vector2 (colliderCenter.x - colliderSize.x / 2 + 0.37f,
colliderCenter.y + colliderSize.y / 2);

Vector?2 checkPointRight = new
Vector2 (colliderCenter.x + colliderSize.x / 2 - 0.37f,
colliderCenter.y + colliderSize.y / 2);

Gizmos.DrawWireSphere (checkPointLeft, radius);

Gizmos.DrawWireSphere (checkPointRight, radius);

}

#endregion

}

daiin PlayerCombat.cs

using UnityEngine;
using System.Collections;
using UnityEngine.InputSystem;

public class PlayerCombat : MonoBehaviour

{

[SerializeField]private Transform attackPoint;
[SerializeField]private Animator anim;
[SerializeField]private Player player;

//[SerializeReference] private int attackDamage = 1;

private int maxAttackCount = 2;
private int attackCount;
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public static bool isAttacking = false;
public static bool isAbleToAttack = true;

private bool isAlive;
private bool gotHit;
private bool isDodging;
private bool attackCounter;

void Update ()

{
UpdatePlayerState();

if (player.IsGrounded())
{
attackCount = maxAttackCount;
}
}

private void UpdatePlayerState()// TlpoBepgeT COCTOSHUS
rnepcoHaxa

{
isAlive = Player.isAlive;
gotHit = Player.gotHit;
isDodging = Player.isDodging;
attackCounter = Player.attackCounter;

public void Attack (InputAction.CallbackContext context)//
Peanmmsaumda aTaku M I[IONAOaHMA

{

if (isAlive == true)
{
if (gotHit == false && isDodging == false &&
attackCounter == false && !player.IsWalledR() &&

!'player.IsWalledL())

{
if (isAbleToAttack == true && attackCount > 0)

{ isAttacking = true;
isAbleToAttack = false;
attackCount -= 1;
anim.SetTrigger ("attack");
player.AddCombatForce () ;
Collider2D[] hitEnemies =

Physics2D.OverlapCircleAll (attackPoint.position, 1f); // Coszmaer
KpyTI', IIPUBSA3aHHBM K UIPOKY, KOTOPHM cCcoOMpaeT BCe XUTOOKCH
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foreach (Collider2D enemy in hitEnemies)//
PaboTraeT C NOJIydeHHBIMM XUTOOKCAMU dYepes TeI'u

{
if (enemy.CompareTag ("KillerObject"))

{

//enemy.GetComponent<Enemy> () . TakeDamage (attackDamage) ;
Debug.Log ("hit") ;
}
}

StartCoroutine (AttackTime () ) ;

}

private IEnumerator AttackTime()// OcymecTBJISeT BHXOI U3
COCTOAHUA aTaKu
{
yield return new WaitForSeconds (0.3f);
isAttacking = false;

yield return new WaitForSeconds (0.6f);
isAbleToAttack = true;

private void OnDrawGizmosSelected () // Ilo3BojigdeT YyBUIETH
COBIOAHHBEIM KPYyI B pemakKTope CLEeHH BO BpeMs aTakKu

{

if (attackPoint == null)
return;
if (isAttacking == true)

{

Gizmos.DrawWireSphere (attackPoint.position, 1f);

}

daiin PlayerControls.cs

T R T
// <auto-generated>

// This code was auto-generated by
com.unity.inputsystem:InputActionCodeGenerator

// version 1.5.1
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// from Assets/Scripts/PlayerControls.inputactions

//

// Changes to this file may cause incorrect behavior and
will be lost if

// the code is regenerated.

// </auto-generated>

using System;

using System.Collections;

using System.Collections.Generic;

using UnityEngine.InputSystem;

using UnityEngine.InputSystem.Utilities;

public partial class @PlayerControls: IInputActionCollectionZ2,
IDisposable
{

public InputActionAsset asset { get; }

public @PlayerControls ()

{

asset = InputActionAsset.FromJson (Q@"{
""name"": ""PlayerControls"",
""maps"": [
{
""name"": ""OnPlay"",
"mid"": ""da36le45-8ac6-4c20-97el-5cll17fflb71a"",
""actions"": [
{
""name"": ""Move"",
""type"": ""Value"",
"mid"": ""7b5417cb-1162-4058-bala-
dldb53bdel9c"",
""expectedControlType"": """",
""processors"": """"
""interactions"": ""Press (behavior=2)"",
""initialStateCheck"": true
}y
{
""name"": ""Jump"",
""type"": ""Button"",
"mrid"": ""9a340802-319¢c-499f-953a-
709d8e8b29d8"",
""expectedControlType"": ""Button"",
""processors"": """"
""interactiong"": """"
""initialStateCheck"": false
bo
{
""name"": ""Attack"",
""type"": ""Button"",
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14597dc01b5d"",

}
I

"trid"": ""87efd4lc5-la2b-4ce2-9bbf-

""expectedControlType"": ""Button"",
""processorsﬂﬂ: """",
""interactionsﬂﬂ: """",
""initialStateCheck"": false

""bindingsl'": [

{

7e2a989912b2"",

49¢cc7ed36el7"",

8483eafeblf2"",

10bc8cb37c3e"",

"Mhame"": "D AXiS"",
"rid"": ""8746bbee-34f2-4bda-bcd0-

""path"": ""1DAxis"",
""interactions"": """",
""processors"": """",
""groups"": """",
""action"": ""Move"",
""isComposite"": true,
""isPartOfComposite"": false

"Mogme"". " "negative" " ,
"rid"": ""68db2504-26eb-4721-924f-

" "path" ": " "<Keyboard>/a" ",
" "interactionsll ": mww ",
""processorsll": """",

" "groupsll ": mriw ",

" "action" ": " "Move" ",
""isComposite"": false,
""isPartOfComposite"": true

"Moame"". "positive" " ,
"rid"": ""f1cl4e42-090d-483e-bad6-

""path"": ""<Keyboard>/d"",
""interactionsg"": """",
""processors"": """",
""groups
""action"": ""Move"",
""isComposite"": false,
""isPartOfComposite"": true

LI | Y mwwevwen
.

1Al "name" " : mwwan "’
nmignt: ""f£f19£9920-eccb-4126-a3bf-

""path"": ""<Keyboard>/space"",
""interactionsl'": """",
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""processors"": """",

" "groups" ": mwww ",
" "actionﬂ ": " "Jump" ",
""isComposite"": false,
""isPartOfComposite"": false

by

{
" "name" ": mwww ",
"rid"": ""90631a64-£f4a8-4b49-b058-

8d9%b223eaco68"",

""path"": ""<Keyboard>/shift"",
""interactionsl'": """",
""processorsl'": mwrvwwn
" "groupsl' ": mwww ",
" "action" ": " "Attack" ",
""isComposite"": false,
""isPartOfComposite"": false

}

]
}
I
""controlSchemes"": []

P

// OnPlay

m OnPlay = asset.FindActionMap ("OnPlay",
throwIfNotFound: true):;

m OnPlay Move
throwIfNotFound: true):;

m OnPlay Jump
throwIfNotFound: true):;

m OnPlay Attack = m OnPlay.FindAction ("Attack",
throwIfNotFound: true):;

}

I~

m OnPlay.FindAction ("Move",

I~

m OnPlay.FindAction ("Jump",

public void Dispose ()

{
UnityEngine.Object.Destroy (asset);

public InputBinding? bindingMask
{
get => asset.bindingMask;
set => asset.bindingMask = value;

public ReadOnlyArray<InputDevice>? devices
{

get => asset.devices;

set => asset.devices = value;
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public ReadOnlyArray<InputControlScheme> controlSchemes =>
asset.controlSchemes;

public bool Contains (InputAction action)

{

return asset.Contains (action);

public IEnumerator<InputAction> GetEnumerator ()

{

return asset.GetEnumerator ()

IEnumerator IEnumerable.GetEnumerator ()

{

return GetEnumerator();

public void Enable ()
{

asset.Enable () ;

public void Disable ()
{

asset.Disable () ;

public IEnumerable<InputBinding> bindings => asset.bindings;

public InputAction FindAction(string actionNameOrId, bool
throwIfNotFound = false)
{
return asset.FindAction (actionNameOrId,
throwIfNotFound) ;
}

public int FindBinding (InputBinding bindingMask, out
InputAction action)
{
return asset.FindBinding (bindingMask, out action);

}

// OnPlay
private readonly InputActionMap m OnPlay;
private List<IOnPlayActions>
m OnPlayActionsCallbackInterfaces = new List<IOnPlayActions>();
private readonly InputAction m OnPlay Move;
private readonly InputAction m OnPlay Jump;
private readonly InputAction m OnPlay Attack;
public struct OnPlayActions
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private @PlayerControls m Wrapper;
public OnPlayActions (@PlayerControls wrapper) {

m Wrapper = wrapper; }
public InputAction @Move => m Wrapper.m OnPlay Move;
public InputAction @Jump => m Wrapper.m OnPlay Jump;
public InputAction @Attack => m Wrapper.m OnPlay Attack;
public InputActionMap Get () { return m Wrapper.m OnPlay;

public void Enable() { Get () .Enable(); }

public void Disable() { Get () .Disable(); }

public bool enabled => Get () .enabled;

public static implicit operator
InputActionMap (OnPlayActions set) { return set.Get(); }

public void AddCallbacks (IOnPlayActions instance)

{

if (instance == null ||

m Wrapper.m OnPlayActionsCallbackInterfaces.Contains (instance))
return;

m Wrapper.m OnPlayActionsCallbackInterfaces.Add (instance);
@Move.started += instance.OnMove;
@Move.performed += instance.OnMove;
@Move.canceled += instance.OnMove;
@Jump.started += instance.OnJump;
@Jump.performed += instance.OnJump;
@Jump.canceled += instance.OnJump;
@Attack.started += instance.OnAttack;
@Attack.performed += instance.OnAttack;
@Attack.canceled += instance.OnAttack;

}

private void UnregisterCallbacks (IOnPlayActions
instance)

{

@Move.started -= instance.OnMove;
@Move.performed -= instance.OnMove;
@Move.canceled -= instance.OnMove;
@Jump.started -= instance.OnJump;
@Jump.performed -= instance.OnJump;
@Jump.canceled -= instance.OnJump;
@Attack.started -= instance.OnAttack;
@Attack.performed -= instance.OnAttack;
@Attack.canceled -= instance.OnAttack;

}

public void RemoveCallbacks (IOnPlayActions instance)
{
if
(m_Wrapper.m OnPlayActionsCallbackInterfaces.Remove (instance))
UnregisterCallbacks (instance) ;
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}

public void SetCallbacks (IOnPlayActions instance)

{
foreach (var item in

m Wrapper.m OnPlayActionsCallbackInterfaces)
UnregisterCallbacks (item) ;

m Wrapper.m OnPlayActionsCallbackInterfaces.Clear();
AddCallbacks (instance) ;

}

}
public OnPlayActions @OnPlay => new OnPlayActions (this);

public interface IOnPlayActions

{
void OnMove (InputAction.CallbackContext context);

void OnJump (InputAction.CallbackContext context);
void OnAttack (InputAction.CallbackContext context);

daiin GameManager.cs

using UnityEngine;
using UnityEngine.SceneManagement;

public class GameManager : MonoBehaviour

{

[SerializeReference] private Animator sceneAnim;
[SerializeReference] private Animator UICassette;

[SerializeField] private SoundManager sound;

[SerializeReference] private GameObject PausePanel;
[SerializeReference] private GameObject MobilePanel;

[SerializeReference] private Player player;
private bool isFacingRight;

void Awake ()

{ Application.targetFrameRate = 90;

}

public void NewGame ()

{

sound.ButtonsSound() ;

SceneManager.LoadScene (1) ;

}

public void Quit ()

Jlucm
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sound.ButtonsSound() ;
Application.Quit();
}

public void ToMenu ()

{

Time.timeScale = 1£f;
sound.ButtonsSound () ;

SceneManager.LoadScene (0) ;

}

public void Pause()

{
PausePanel.SetActive (true);
MobilePanel.SetActive (false);
Time.timeScale = 0f;
sound.ButtonsSound() ;
sound.volume = false;

}

public void Resume ()

{

PausePanel.SetActive (false);
MobilePanel.SetActive (true);
Time.timeScale = 1f;
sound.ButtonsSound () ;
sound.volume = true;

}

public void EndGame ()// Jlormka 3aBeplleHUS MWI'PH

{
UICassette.SetTrigger ("Stop") ;

sceneAnim.SetInteger ("Start", 0);

Invoke ("RestartGame", 1f);

}

private void RestartGame ()// llepesamnyck YypPOBHSA

{
player.SpawnPlayer () ;

isFacingRight = Player.isFacingRight;

UICassette.SetTrigger ("Start");
sceneAnim.SetInteger ("Start", 1);

if (!isFacingRight && player.dirX == 0f)
{
player.ObjectFlip () ;
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daiin SoundManager.cs

using UnityEngine;

public class SoundManager

{

[SerializeReference]

SerializeField
SerializeField
SerializeField
SerializeField
SerializeField
SerializeField
SerializeField
SerializeField

[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]

[SerializeField]
[SerializeField]
[SerializeField]

SerializeField
SerializeField
SerializeField
SerializeField

[ ]
[ ]
[ ]
[ ]

public bool volume =

public
public
public
public
public
public
public
public

public
public
public

public
public
public
public

private void Start ()

{

BackGroundMusic () ;

Ambience () ;

BonfireSound () ;

}

private void Update ()

{

if (volume)

{

bGMusic.volume
ambience.volume
bonfire.volume

if (Lamp && Lamp?2

{

MonoBehaviour

AudioSource
AudioSource
AudioSource
AudioSource
AudioSource
AudioSource
AudioSource
AudioSource

AudioSource
AudioSource
AudioSource

AudioSource
AudioSource
AudioSource
AudioSource

true;

0.05f;
= 0.02f;
0.05f;

!'= null)

private Animator playerAnimator;

JumpSoundEffect;
runSoundEffect;

landingSoundEffect;

attackSoundEffect;
sleepSoundEffect;
deathSoundEffect;
Lamp;

Lamp?2;

bGMusic;
ambience;
bonfire;

UICassetteButton;
UICassetteSound;
UICassetteStop;
Buttons;
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Lamp.volume = 0.05f;
Lamp2.volume = 0.05f;

else
{
bGMusic.volume = 0f;
ambience.volume = 0f;
bonfire.volume = 0f;
if (Lamp && Lamp2 != null)
{
Lamp.volume = 0f;
Lamp2.volume = 0f;

}

if (volume)

{
jumpSoundEffect.volume = 0.3f;
runSoundEffect.volume = 0.3f;
landingSoundEffect.volume = 0.3f;
attackSoundEffect.volume = 0.3f;
sleepSoundEffect.volume = 0.1f;

else

JumpSoundEffect.volume = 0f;
runSoundEffect.volume = 0f;
landingSoundEffect.volume = 0f;
attackSoundEffect.volume = 0f;
sleepSoundEffect.volume = 0f;

}

private void BackGroundMusic ()

{
bGMusic.Play ()

}

private void Ambience ()

{

ambience.Play ()

}

private void BonfireSound ()

{
bonfire.Play();

}

public void ButtonsSound()
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Buttons.Play();

®aiin LightController.cs

using UnityEngine;
using System.Collections;
using UnityEngine.Rendering.Universal;

public class LightController : MonoBehaviour

{
public Light2D PlayerLight;

private bool isAttacking;
private bool attackLight = false;

Color attack = new Color32(0x60, 0xC6, 0x93, OXxXFF);
Color outAttack = new Color32 (0xFF, OxFF, O0xFF, OxFF);

void Update ()

{
isAttacking = PlayerCombat.isAttacking;

if (isAttacking)

{
attackLight = true;

StartCoroutine (AttackLight ());
}
else 1f (attackLight == false)
{
// BoCCTaHOBJIEHME MHTEHCHMBHOCTM CBeTa B OOBUHOE
coCcTOSHME
PlayerLight.intensity = 0.3f;
PlayerLight.color = outAttack;
PlayerLight.pointLightOuterRadius = 4f;

}

private IEnumerator AttackLight ()

{
yield return new WaitForSeconds(0.1f);
PlayerLight.intensity = 1f;
PlayerLight.color = attack;

yield return new WaitForSeconds(0.1f);
PlayerLight.pointLightOuterRadius = 3f;

yield return new WaitForSeconds (0.8f);
PlayerLight.pointLightOuterRadius = 4f;
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attackLight = false;

®daiin UlCassetteSound.cs

using UnityEngine;
using System.Collections;

public class UICassetteSound : MonoBehaviour

{

[SerializeField] private SoundManager sound;

public void UICassetteButton ()

{
sound.UICassetteButton.Play();

}

public void UICassette ()

{
sound.UICassetteSound.Play() ;

sound.volume = false;

StartCoroutine (VolumeOnStart ()) ;
}

public void UICassetteStopSound ()

{
sound.UICassetteStop.Play()

sound.volume = false;

StartCoroutine (VolumeOnDeath()) ;
}

private IEnumerator VolumeOnStart ()

{
yield return new WaitForSeconds (2f);
sound.volume = true;

}

private IEnumerator VolumeOnDeath ()

{
yield return new WaitForSeconds (2.5f);
sound.volume = true;

®aiin LampChainSound.cs
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using UnityEngine;

public class LampChainSound : MonoBehaviour

{

public AudioSource chain;

public void ChainSound ()

{

chain.Play () ;

}

daiin DestroyObject.cs

using UnityEngine;

public class DestroyObject : MonoBehaviour

{

public void OnDestroy ()

{

Destroy (gameObject) ;

}
}

®daiin Parallax.cs

using UnityEngine;

public class Parallax : MonoBehaviour

{

private float length;
private float startpos;
public GameObject cam;
public float parallaxEffect;

volid Start ()
{

startpos =

transform.position.x;

length = GetComponent<SpriteRenderer> () .bounds.size.x;

}

void FixedUpdate ()

{

float temp = (cam.transform.position.x * (1 -
parallaxEffect));
float dist = (cam.transform.position.x *

parallaxEffect);

transform.position = new Vector3(startpos + dist,
transform.position.y, transform.position.z);
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if (temp > startpos + length) startpos += length;
else if (temp < startpos - length) startpos -= length;

®daitn FireParticles.cs

using UnityEngine;

public class FireParticles : MonoBehaviour

{

[SerializeReference] private ParticleSystem FireParticle;
void Start ()

{
StartParticles () ;
}

private void StartParticles()
{

FireParticle.Play()
}

daiin FliesParticles.cs
using UnityEngine;

public class FliesParticles : MonoBehaviour

{

[SerializeField] private ParticleSystem Flies;

void Start ()
{
CreateFlies () ;

}

private void CreateFlies()
{

Flies.Play ()
}

daiin FogParticles.cs

using UnityEngine;

public class FogParticles : MonoBehaviour

{

[SerializeField] private ParticleSystem Fog;

void Start ()
{
CreateFog() ;

[ry1.090301.22.001 13

N3m.

Jlucm Ne dokym. Moodnucek | Jama

Jlucm

106




private void CreateFog()
{
Fog.Play();

®daitx SmokeParticles.cs

using UnityEngine;

public class SmokeParticles : MonoBehaviour

{

[SerializeReference] private ParticleSystem SmokeParticle;
void Start ()

{
StartParticles () ;
}

private void StartParticles()
{

SmokeParticle.Play();
}
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Ipuioxenue B

(o0s13aTenbpHOE)

HUrposoe npunosxenue mox OC Android B sxaHpe «ruiathopmep»

[Ipe3enTanus
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Ne dokym.

lMoodnuck
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Llens paboThr:

Pazpaborats urpoBoe npunoxenue Ha remy «MrpoBoe npunoxenue nog OC
Andproid B xanpe «1uatpopmep»».

[punokeHue J0HKHO UMETh a/IallTUBHBIN HHTepdeiic 11 paboThl Ha
paznm4HbIX yerpoiictBax ¢ OC Android, o6naiaTh OT36IBUNBBIM U
UHTYUTHUBHO MOHATHBIM YIIPAaBICHUEM, KAUECTBEHHBIM ay/IMOBH3YaJIbHBIM
COIPOBOXK/ICHUEM U TIPH 3TOM OBITh JOCTATOYHO ONTHMU3UPOBAHHBIM.

Jlucm
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AmnHarioru

[Tnardopma pazpaboTku

@ Unity Gﬁ?%“

Q> CRY=NGINZ

UNREAL

ENGINE

N3m.

Jlucm

Ne dokym.

lMoodnuck

[Jama

[ry1.090301.22.001 13

Jlucm

110




I'paduueckuii penakrop

xxxxxxxxxxxxxxx

Photoshop

| '] E'Adobe

EREDND SRER TR (9

pixel graphics & animation suite

S3b1K porpaMMupoBaHus

GODOT

Jlucm
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TpeboBanus kK MeXaHUKaM UIpbl )KaHpa «arGopmep»

Jump Buffering Coyote Time Edge Detection Jump Hang Time

Jump Height

TpeboBaHus K AU3aiiHy YPOBHEIH

Obyuarouuii ypoBeHb

Jlucm
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Crunucruka

N3m.

Jlucm

Ne dokym.

lMoodnuck
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AHuManuu

N3m.
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Busyanbubie 3G pexTs

[eiimanzaiin

N3m.

Jlucm

Ne dokym.

lMoodnuck

Hama
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I'erimnneit

Cmacu00 3a BHUMaHue!
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