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Beenenue

Buneourpsl Hawamu cBowo wuctopuo B 1950-x romax u cramm HaOuparthb
nonyisipHoctb B 1970-1980 roael. Ha naHHBIN jk€ MOMEHT BUICOUTPHI SIBISIOTCS
OJHUM U3 CaMbIX MOMYJSPHBIX PAa3BICUCHUN U 3aHUMAIOT BAXXHOE MECTO B
MUPOBOM KYJBTYypE.

PbIHOK BUIEOUTP CUMTAETCS OAHUM M3 HanboJiee OOJBIINX U MEPCIEKTUBHBIX B
chepe pazsiedenuid. [1o cocrosauto Ha 2022 rog 00bEM phIHKA BUICOUTP COCTABHII
184,4 mumuapaos goiuiapoB [1]. B 2022 roxy nuaepamMu 1aHHOTO PIHKA 110 BEIPYYKE
mokHo HasBatb CIIA  ($20,8 mupn), Snonmto  ($14,2 mapa) wu  Kuraid
($13,4 mapn) [2].

Haunloiiee BaXHBIMU UTPOBBIMU TUTATQPOpPMAMU HA JAHHBI MOMEHT SIBIISIOTCS
cMapT(dOHbI, KOHCOJIM U mepcoHalbHble KommbloTepbl (manee IIK). Cpenu
BBIIIETIEPEUNCIICHHBIX IIaTGHOPM HauboJIee MepCneKTUBHBIMU U PACIPOCTPAaHEHHBIMU
ABJIAIOTCS cMapTdoHbl. Ha BTopoe MecTo MOKHO MOCTaBUTh KOHCOJIM U Ha TpeThe [1K.

CaMbIM MONYJIIPHBIM Mara3uHoM HUrp no coctosHuio Ha 2017 rox sBisieTcs
Steam u riIaBHBIMH €ro KOHKypeHTaMu ABJIsiFoTcs Marasudbl Origin, Uplay, BattleNet
u GOG [3]. B Tekymiee Bpems Steam Bcé emé octaércs OAHUM M3 KPYIMHEHIIUX U
CaMBbIX MTOMYJIIPHBIX Mara3uHOB UT'P B MUpE. Takke K CIUCKY KOHKYPEHTOB Steam Ha
JaHHBIH MOMEHT MOJKHO J00aBUTh WMIPOBBIC Marasuubl Epic Games Store wu
Microsoft Store.

OnnuMm u3 Haubosiee KPYIMHBIX M TMOMYJSIPHBIX HTPOBBIX KAHPOB SIBISETCS
Action. B paMkax JaHHOTO KaHpa MOYXHO BBIJICIUTh, HAPUMED, TAKHE YKAHPBI KaK
Slasher, Shooter u Fighting.

Bonpimasi 4acth KpPYIHBIX WP, CO3/JaHHBIX B HAIlle BpeMsi, MPUHAJJICKUT
UMEHHO K »aHpy Action. B psay gaHHBIX BHIACOUTP MOXHO yBUACTh cepum Grand
Theft Auto, Resident Evil, The Witcher, Call of Duty u T. .

K nmpusnakam xanpa Action MmoxxHo otHecTH [4]:



- aKTUBHOCTb — TMPHU3HAK TMOJPa3yMEBAIOIIMNA, YTO UIPOK JIOJDKEH
COBEpIIATh  JICWCTBHS, PE3yJbTaT KOTOPBIX 3aBUCHUT OT €ro  pEeakiyH,
KOOpJIMHALIUHU U TJIa30Mepa,;

- JUHAMUKA — TPU3HAK, KOTOPBIM OMNpelNeNsieT HACBIIEHHOCTh CaMoil
BUJICOUTPHI JIEHCTBUSIMU M CUTyalUsAMU (CIOKETaMH), TPEOYIOIIMMH OBICTPHIX
pelieHuii, a Takke TOTOBHOCTh UTPOKOB YYaCTBOBAThH B MOJAOOHBIX JEHCTBUSAX;

- KOH(DJIMKTHOCTD — MPU3HAK, BEIPAKAIOIIMICS KaK B UTPOBBIX MEXAHHUKAX,
TaKk U B CIO)KETE€ BUJCOUTP, 3aKIIIOUACTCS B HAJIMYHMU B CIOKETE MIPbl KOHQIHKTA,
KOTOPBIN SIBIISIETCS MOBOJOM ISl UTPOBOIO MEPCOHAXKA/UTPOKA MOOETUTh UTPOBBIX
COIIEPHUKOB C MOMOIIBIO CBOUX YMEHUH;

- NEPCOHAX — CIOKETHOe neiicTBue B ACtion-urpax peanmsyercs depes
NOCTYIIKM KOHKPETHOTO MEePCOHa)ka (MM TPYIIbI IEPCOHAXKEN ), Uepe3 TO, KaKk repou
JOCTUTalOT CBOMX LEJed NpU TOMOUIM BBIINICYKA3aHHBIX YMEHUN HWIPOKAa Kak
YIPABJISIFOLIETO, YEPE3 UX BBIPAZUTEIBHOCTD U 3PEIUIIHOCTb.

Buneonrpel B kaHpe ACtiON crmocoOHBI CTUMYJIUPOBAaTH PabOTy Mo3ra H
pa3BuBaTh peakiuio. OIHAKO, B MEPBYIO O4YEpedb LIENbI0 Pa3pabOTKH BHICOUTPHI
SBJIIETCSI IPEJOCTABJICHHE MT0JIb30BATEII0 BOZMOKHOCTH Pa3BJIEUbCS.

Ha ocHOBaHMM BCEro BBIIIEHAIIMCAHHOIO MOKHO CJEJaTh BBIBOJ O TOM, YTO
pa3paboTKa KOMIBIOTEPHOW MIPhI B jkaHpe ACLION sIBIIseTCS BIIOJIHE aKTyaJbHOW U

MEPCIIEKTUBHOM HA IAHHBI MOMEHT.



1 Anaumu3 npeaMeTHO# 00Ji1acTH U TPpeOOBaHUIA
1.1 AHaju3 npeaAMeTHO 00J1aCTH U MOCTAHOBKA 3a/1a4H

Lenbto manHOM pabOTHI ABISETCS pa3pabOTKa UTPHI OT TPETHETO JUIA B XKaHPe
Action. Jlamnas wurpa Oyzaer paboTaTh Ha TEPCOHAIBHBIX KOMIBIOTEpAX IO
yrpasieHueM ornepanroHHoi cuctembl Windows 10 u Berme. Mrpa Oyaer oTMHOYHOM,
no3ToMYy 17151 €€ PYHKIIMOHUPOBAHUS HE MOTPEOYETCss UMETh JOCTYII K CETU MHTEPHET.
Urpa nokaxeT HEOONbIIYI0 UCTOPHUIO, KOTOpasi OyleT BKJIIOYATh B C€0sl HECKOJIBKO
CpPaXXEHUIl MEXJy IJIaBHBIM I'€pOEM M €ro NpOTUBHHMKaMH. Mcropus 3aKOHUUTCS
OUTBOM ¢ (PUHAIBHBIM OOCCOM.

K OCHOBHBIM (PYyHKIIMSIM UTPBI MOKHO OTHECTHU CJENYIOIIHE:

- YIPABJICHHUE IJIaBHBIM I'€POEM UTPBI;

- HA4aJi0o HOBOU UTpBI;

- BBIOOD CIOHOCTHU UTPHL;

- BBIOOP OpY’KHSI IJIaBHOTO Te€pOs;

- COXpaHEHHUE MpOorpecca Urpoka B KOHTPOJIbHBIX TOUKAX UTPHL.

B03MOKHOCTH TJIaBHOTO repos Oy1yT BKIIFOYATh B ce04:

- OObIYHOE U YCKOpeHHoe (Oer) mepeaBUKEHUE 10 MOBEPXHOCTU
WUTPOBBIX YPOBHEW;

- cnabas ¥ CUIbHAs aTaKu;

- OJIOK Bpa)KECKUX y/IapOB;

- NepeKaT, OTCKOK U MPBIKOK.

OCHOBHBIMHM BO3MOKHOCTSIMU IPOTUBHUKOB OyIyT aTaka LeJd, pecae0BaHNe
e 1 OJIOK aTak IeJIn.

Bbocc, nosiBistitouuiicss Ha GUHANBHOW CTAAUM MPOXOXKACHUS, IO CPABHEHUIO C
OOBIYHBIMH IPOTUBHUKAMU Oy/I€T UMETh Napy ClielUaIbHbIX aTak U ABe (a3bl 60s. Bo
BTOpOil (haze 6o OOCC MoydaeT OJHY AOMOJHHUTENBHYIO aTaky B apceHasl aTak, a

TAKKC YPOH €TI0 aTaK YBCIINYHUBACTCA.
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1.2 Texuunueckoe 3agaHue

Hasnauenne:

- MPEIOCTaBIICHUE YIPABIICHUS IJIABHBIM I'€POEM UTPHI;

- peanu3ais OOBIYHBIX BparoB, IOBEJIECHHWE KOTOPBIX PEryJIUpyeTCs
CUCTEMOM COCTOSHMM (Cpeu KOTOPBIX MOXKHO BBIICIUTh COCTOSHUE TOKOS,
COCTOSIHUE TIPECIIEIOBAHNUS, COCTOSIHIE 00€BOIM CTOMKHU M COCTOSTHUE aTaKH);

- peanu3aiys urpoBoro 6occa, 60l ¢ KOTOPHIM OyIET BKITIOYATh ABE (pa3bl
(Bo BTOpO# HabOp aTtak O0occa OyJaeT MEHSATHCS) U MOBEACHHUE KOTOPOTO Takke OyIeT
pEryJIMpoOBaThCsl CHUCTEMOW  COCTOSIHHUM, AQHAJOTUYHOM CHUCTEME COCTOSIHUU
OOBIYHBIX BParos.

Lenp co3manusi TPUIOKEHUS: TPEIOCTABICHHUE IOJIH30BATEISIM BHUICOUTPHI

JUIS pa3BIICUYCHUS.
1.2.1 ®yuknuoHaJbHbIE TPeOOBAHUS K MPUI0KEHUIO

Pa3pabaTbiBaeMass ~ Bujeowrpa  JOJDKHA  HMMETh  ONMCAHHBIE — HIKE
XapaKTEPUCTUKU U QYHKIUU.

JlokHAa MMEThCS BO3MOKHOCTh Hadajla HOBOM WIpbl C BBIOOPOM YPOBHS
CJIO)KHOCTH U BOOPYKEHUS ITIaBHOIO Ieposl.

JlomxHa OBITh BO3MOYKHOCTh MPOAOKUTH UIPY C MOCIEIHEr0 COXpPAaHEHUS,
€CJIM TAKOBOE UMEETCH.

JIOJKHO OBITH pealin30BaHO YNpaBJICHHUE IIIaBHBIM repoeM, KOTOPOE BKIHOYAET
yIpaBJICHHE MEPEIBUKEHNEM U OOEBBIMU MTpUEMaMH (aTaka, OJI0K, mepekar u T. 1.).

Hrpa 1oiKHa COXpaHATHCS aBTOMATHYECKH B KOHTPOJIBHBIX TOUYKaX YPOBHEM.
1.2.2 TpeGoBaHus K XPAHEHUIO JAHHBIX

[Iporpecc urpoka B MPOXOXKICHUU HUTPHI OYIET COXPAHATHCS B TEKCTOBOM
daiine, KOTOPHI OyIeT HAXOIUTCA B MAINKe ¢ Urpoi. JlaHHbIN TeKCTOBBIN (aitn Oymer
coziepkaTh HHGOPMAIIHIO O TEKYIINX YPOBHE UTPhI, KOOPAUMHATAX TIIABHOTO TepOs Ha

YPOBHC HUI'PBI, YPOBHE CJIOKHOCTHU IIPOXOKACHHA, OPYKHUHU I'NIABHOI'O I'€pos.



11

1.2.3 TpeGoBaHus K si3bIKaM NPOrpaMMHUPOBAHUS
Jl1is KogupoBaHUS UTPBI OYAET UCIIONIB30BATHCA SA3BIK MMporpaMMupoBanusi C#.
1.2.4 TpeGoBaHusI K IPOrPaAMMHOMY 00eciedeHUI0

Jnst  ycnemHodt paOoOThl BUACOUTPHI TpeOyeTcs oOlepaldoHHas CUcTeMa

Windows 10 mm Windows 11.
1.2.5 TpeGoBaHusi K annmapaTHOMY o0ecne4eHH 0

Jlist yenemHoit pa®oThl BUACOUTPHI MOTPEOyeTCsl arnmapaTHOe oOeclieyeHue,
oOJajaroriee ONMUCaHHBIMU HUXKE XapaKTePUCTUKAMHU.

[Tpomeccop: Intel Core i3.

OnepatuBHas namsatb: 4096M6.

CBo0OoaHoe MecTo Ha Hakonureie: 80 MO.

1.2.7 TpeGoBanus K A36IKOBOMY 0(opMIIeHHIO

Nurepderic urpbl 10KEH ObITh BBIMOIHEH MOTHOCTHIO HA PYCCKOM S3BIKE.
1.2.8 TpeGoBaHusi K J)PrOHOMHUKE U TEXHUYECKOM ICTETHKE

Urpa npomkHa OBITh ONTUMHU3MPOBAHA JUIsl OTOOPAKEHUS Ha DJKpaHax C
COOTHOIIIEHHEM CTOpOH 16:9 mpu pa3pemiennu okHa He MeHbIe, yem 1280 na 720.

['maBHOE MEHIO M MEHIO May3bl UIPHI JOKHBI OBITh BBINOJIHEHBI B €IUHOM
ctuie. IlepeMelieHne Mexay 5SKpaHaMH MEHIO JOJDKHO OBITh YAOOHBIM H
UHTYUTUBHO MOHSATHBIM.

VYnpaBineHue TriaBHbIM Te€poeM  JOKHO ObITh  Takke YIOOOHBIM U

UHTYUTUBHO MOHSATHBIM.
1.3 Ananu3 neJsieBoil ayAuTopuu

IleneBoit aymurTopueil pa3padaThIBAEMOTO TPOEKTA SBISIOTCS TeHMEPHI,

ucnonb3yromue [1K B kauecTBe OCHOBHON UTPOBOM MIIATHOPMBI.



12

Uucno mroaei, urparomux B Bujgeourpsl, B 2020 rogy gocturio 2,894 mipa, B
2022 rony — 3,228 mipn, a B 2025romy mO TMPOTHO3Y MOXET JOCTUTHYTH
3,572 muipx [1]. Oxumaercs, 9To poCT YHCIa UTPOKOB OyneT paBeH 4,3% B roJ Ha
npomexytke 2020-2025 romos [1]. Takum 00pazomM MOKHO cieaTh BEIBOJI O TOM, YTO
YUCJIO TEUMEPOB B MUPE € KAXKJIBIM I'OJIOM CYLIECTBEHHO PACTET.

Ha pucynke 1 mnokazana puarpamma, JAEMOHCTPUPYIOIIAs pacnpeeieHue
BBIPYYKH PhIHKA BHICOUIP 110 OCHOBHBIM cermeHTam 3a 2022 rox [1].

Browser PC Games

$2.3Bn

Dowloaded/Boxed
PC Games

$38.2Bn

-16.7% Yoy

+1.8% YoY

Console Games

$51.8Bn

2022 Total

$184.4Bn

-4.3%

Yoy

-4.2% YoY

Mobile Games

$92.2Bn

Pucynok 1 — JluarpamMmmMa BbIpYYKH phIHKA BUJIEOUTP N0 cerMeHTaM 3a 2022 roj

Hois 00bEMa peiHKa Buaeourp, npuxoasmasics Ha [1K, B 2022 roxay cocrasisiia
21%. Takum o6pa3oM MOXKHO CACIATh BBIBOJ O TOM, YTO JOJISI phIHKA, IPUXOSAIIASCS
Ha [1K, ocTaércs 3HaunTENBHON, XOTh U YCTYMAET AOJSAM CMapT(HOHOB U KOHCOJIEH.

JlaHHBIE, TIpEeICTaBICHHBIC HA PUCYHKE 2 MO3BOJISIFOT CIENIATh BBIBOJ O TOM, YTO
BbIpyuka [IK-cermeHnTa Buieourp pacTér, XoTh U JOJII JAHHOTO CETMEHTA B paMKax
BCETO PhIHKA BUJICOUTP YMEHBIIIAETCS.

Bripyuka peinka Buzgeourp B Poccum B 2021 rogy  cocraBuia
177,4 muipn. pyGuneit, u3 kortopsix 48,14% npunuck Ha cerment [1IK-urp [5]. Takum
00pazoM MOXKHO caenarh BeIBOJ 00 akTyanbHOCTH [IK, kak urpoBoil miardopmsl, B

Mupe u ocoberHo B Poccun.



Ha pucynke 2 mnoka3zaHa

3a 2012-2020 roxw! [6].
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BBIPDYYKH HUTPOBOM  WHIAYCTPUHU

Pucynok 2 — Beipydka UrpoBOi HHIyCTPUU B pacIpe/ie]ICHUH M0 CETMEHTaM

[To cocrosamto Ha ampens 2023 roma 62,65% nepCOHANIBHBIX KOMITBIOTEPOB
paboTtarot Ha onepannonHoi cucreme Windows [7]. Cpean oneparoHHBIX CHCTEM
cemerictBa Windows HanOoIbIIel MOMYIISIPHOCTHIO HA JAHHBI MOMEHT TIOJIB3YIOTCS
Windows 10 u 11, xortopeie B ampeine 2023 roga wucrosib3oBanuchk Ha 94,47%
KOMITBIOTEPOB ToJ yrpamieHueMm mpanHoro cemeiictBa OC [8]. Takum o0pasom,
cieayeTr pa3paboTaTh BUICOUTPY TaKUM 00pa3oM, YTOOBI OHA yCIEIHO paboTaia Ha

omneparuonubix cuctemax Windows 10 u 11.
1.4 AHaIU3 MPOrpaMMHBIX MPOAYKTOB AHAJOTHYHOT0 HA3ZHAYEHHS

Ha cerogusmmauii 1eHb CymecTByeT 00IbII0e KOJTHIECTBO KOMITBIOTEPHBIX UTP.
Pa3pabaTriBacMasi BUicourpa OyaeT OTHOCHTHCS K xkaHpy ACtiON ¢ BUAOM OT TPETHETO
muna. ['paduxa B urpe Oyaet TpéxmepHasi. [ 1aBHOM 0COOEHHOCTHIO pa3padaThIBaEMOM
urpsl OyaeTr Hanmuune OUTBBI ¢ OoccoM, cocTosied u3 AByXx (a3, a KpoMe TOro B
BUJICOUTPE OYyIET BO3MOXKHOCTH BBIOOpAa OpPYXHS U CIOXKHOCTH TpU Hadae
HOBOM UTPBHI.

Hwxe npuBeieHbl HEKOTOPbIE TEPMUHBI, UCIIOIb3YEMbIE B IaHHOM padoTe:
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- 00cc — UrPOBOM MTPOTUBHUK, OTIIMYAIOLIUICS OT OOBIYHBIX IPOTUBHUKOB
OOJBIIMM 3aI1acOM 3[J0POBbsI U 00JIe€ BBICOKUM YPOHOM;

- Urpa ¢ BHIOM OT TPETBEr0 JULA — HUrpa, B KOTOPOM JEHCTBHUE
IIOKa3bIBACTCS HE U3 IJ1a3 INIABHOIO T'eposl, a U3-3a IJIeYa WIH CO CTOPOHBI;

- codriok (amrn. softlock) — curyamms, korma urpa B KakOM-TO MeECTe
CTAaHOBUTCSI HENPOXOAUMOM (IIPU 3TOM NMPUYMHA HETPOXOJUMOCTHU 3aKIIFOUAETCS HE B
BBUIETE UTPBl C OIIMOKOHM, a B HENPOJYMaHHOCTH WIPbl B HEKOTOPOM MECTE CO
CTOPOHBI Pa3pabOTINKOB);

- hack and slash — sxaup Bumeourp, rje UrpoBOH MPOIECC 3aKIIOUACTCS B
UCTPEOJIEHUM MHOXECTBA TNPOTUBHUKOB B OMmkHEM 000 C  IOMOIIBIO
Pa3HOOOPA3HOIO OPYKUS;

- shoot’em up — »xaHp BUAEOUTD, TJIC UTPOBOW MEPCOHAXK MPOJBUTACTCS
BIIepEN caM 1o ceOe U Mo/ YIPaBICHUEM UTPOKA OH PACCTPEIMBACT HAABUTAIOIIUXCS
Ha HETO NPOTUBHUKOB, YKJIOHSSACH OT UX ITyJIb U CIy4YailHBIX NPENATCTBUHN (OJHUM U3
Hanbosiee U3BECTHBIX MPEACTABUTENECH JAaHHOTO KaHpa MOKHO CUMTATh UTPYy Space
Invaders, Bemymiennyro B 1978 roxy);

- RPG (abOpeBuarypa ot role playing game) — s>xanp Buacourp,
OCHOBaHHBI Ha JJIEMEHTAaX KJIACCHMUYECKUX HACTOJBHBIX DPOJIEBBIX WUTp (OJHUM H3
HanOoJIee M3BECTHBIX MPEICTAaBUTENCH TAKUX HACTOIBHBIX Urp siBisieTcst dungeon and
dragons), riaBHOW 0COOEHHOCTHIO KOTOPOTO SIBIISICTCS POCT MTPOBBIX TEPCOHAKEH B
CHOCOOHOCTSIX (Y4acTo MIPOKYy JAl0T BO3MOXHOCTbh YIPABISATH JAHHBIM POCTOM
MOCPEJICTBOM BBIOOPA HABBIKOB UTPOBBIX MEPCOHAKEH);

- roguelike — skaHp BHUACOUTP, TJABHBIMH OCOOCHHOCTSAMH KOTOPOTO
SBJIAIOTCS TEHEPUPYEMBIE CIy4yallHbIM 00pa30M YpPOBHHU, HEOOPATUMOCTh CMEpPTHU (B
cllyduae CMEpPTH WIPOBOTO TME€pPCOHa)ka Urpy TMNpUAETCS HAuMHATH 3aHOBO) U
MOIIIArOBOCTH UTPOBOTO TPOIIECCa;

- shooter — xaHp BHICOUTP, UTPOBOII IIPOIIECC B KOTOPOM 3aKITFOUACTCS, KaK
IPaBUJIO, B TOM, YTOOBI YCTPaHITh UTPOBBIX MPOTHBHUKOB MOCPEACTBOM HIPOBOTO

OpykHsl (MPEUMYIIIECTBEHHO CTPEIKOBOIO);
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- fps (aOOpeBuarypa ot frames per second — KoiIMYeCTBO KaipoOB B
CeKYH/y) — OJlHA W3 TJaBHBIX XapPaKTEPUCTHK IPOU3BOJAUTEIEHOCTH BHJICOUTD
(ONTUMAaNbHBIM 3HAUEHUEM JAHHOW XapaKTEPUCTUKH CUYHUTAIOTCS cTabuipHbie 60
KaJIpOB B CEKYHY).

PaccMoTpuM HEKOTOpBIE M3BECTHBIE WTPHI, MMOXOXKHUE IO KAaHPY U CTHIIO Ha
urpy, paspa0aTblBaéMyl0 B paMKax JaHHOM paboTel, W NPOBeAEM I HHX

CPaBHUTEIILHBIN aHAIH3.
1.4.1 KomusroTepHas urpa Furi

Furi — urpa ¢panmysckoii crynuu The Game Bakers, Bermeamiast 8 2016 romy.
[IpencraBnsieT coboit urpy B xkanpe action ¢ amemenramu sxanpoB hack and slash u
shoot’em up, a Takxke ¢ BUIOM CBepXy. [IpOXOXkKICHHE COCTOUT MCKIIOUUTEIBHO W3
OUTB ¢ 60ccaMu, YTO JIOBOJBLHO HEOOBIYHO VISl BUJICOUTP.

CKpHHILIOT ¢ IEMOHCTpAIMeld MOMEHTa U3 OMTBBI C TIEPBBIM O0ccoM Urpbl Furi

TIOKa3aH Ha PUCYHKE 3.

PucyHnok 3 — CkpuHIor u3 urpsi Furi

HUrpa mnomyunna XOpOLIYIHO OLIEHKY Yy MIPOKOB, O 4Y€M TOBOpPUT 91%
MOJIOKHUTEBHBIX OT3BIBOB B UIPOBOM MarasunHe Steam. K coxkaneHuto urpa He

MOJIy4rJia OOJBIION TOMYJISIPHOCTH, TOATBEPKICHUEM JSTOMY MOXXHO CYHTATh
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MaKCUMaJbHOE YHUCJIO HUIPOKOB OHJAH Ha miomjaake Steam 3a Bc€ Bpems
CYIIECTBOBaHMS UTPHI paBHOE 640 urpokam [9].

K caMbIM CHJIBHBIM CTOpPOHAM UIPbl MOKHO OTHECTHU peaM3allii0 OUTB C
0occaMu U MY3BIKQJIBHOE COIMPOBOXKJECHUE. BBINICYNIOMSHYTbIE OUTBBI COCTOAT M3
HECKOJIbKUX (a3, Kakaas TMOCeayronas W3 KOTOPBIX CIIOKHEEe MpeapuIyIiei. Furi
nonyunna «PING Award for Best OST», uyrTo mnoarBepkaaeT KadecTBO
urpoBoii Mmy3siku [10].

Takke K JIOCTOMHCTBAM WIPbl MOXKHO OTHECTH BO3MOXKHOCTH BBIOOpA
CJIIOKHOCTH, TakuM OOpa3oM HIPOK MOXKET HACTPOUTh WMIPY TakK, 4TOOBbl UIpaTh
ObLT0 KOM(OPTHO.

I'paduka, anHnmanus U 3ByKOBOE COIPOBOXKICHUE UTPHI (HE BKIIIOYAS MY3BIKY)
BBITIOJTHEHBI HA JIOCTOWHOM YPOBHE.

K HeMHOrouncIeHHbIM HEIOCTaTKaM JAaHHOW UTPbl MOYKHO OTHECTH HEY100HOE
yIpaBJICHHE B CIy4Yae UTPhI C UCIOIH30BAHUEM KJIaBUATYPhI U MbIIIH. Pa3paboTunku
MOATOMY JaXe Mepe/l UTPON BBIBOJAT HA KPaH MPEAYNPEKIECHUE O TOM, UTO JIyUIle
WCIIOJIB30BaTh JJIsl YIIPABJICHUS TeHMITA/.

Takxke K HegOCTaTKaM MOXHO OTHECTH TO, YTO B UTPE MO OONBIIOMY CUETY
HEJb3s1 BEIOMpaTh HABBIKK M OpYXKHE JJIsl T1aBHOro repos. [IpaBaa »ToT HenoCTaToOK
HECKOJIbKO CTJIQKMUBAETCS BO3MOXKHOCTBIO BBIOpATh I MPOXOXKIEHUS BTOPOTO
MEepPCOHAXa, KOTOPBINA, K COKAJIIEHUIO, CTAHOBUTCS JIOCTYIIEH TOJBKO MOCJE MOKYIKH

IUTATHOTO JTOMOIHEHHUS /IS MTPBI.
1.4.2 KomnbrorepHas urpa Dark Souls

Dark Souls —urpa smonckoii kommanuu From Software, Beimemmas B
2011 romy, Ha urposbie koHcou PlayStation 3 u Xbox 360. Ha kommbtorepax nqaHHas
urpa Beimuia B 2012 romy. Dark Souls mnpeacrasiser coboit cMech KaHPOB
action u RPG.

Urpa mnonyuyuna TOJIOXKHUTENbHbIE OLIGHKH OT wurpokoB — 91,36%
TIOJIOXKHUTEIBHBIX OT3hIBOB B MarazuHe Steam. Kpome toro, urpy MOKHO Ha3BaTh

BIIOJIHE IOMYJIAPHON U HA JAHHBIM MOMEHT, O YEM TOBOPUT TO, YTO B MPOMEKYTOK C
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Hayaja no anpenb 2023 roga e€ cpeaHee YUCI0 UTPOKOB OHJIAMH KOJIEOJETCS OKOJIO
IByX Thicsd [11].
CKpUHIIIOT C MOMEHTOM U3 OUTBHI ¢ otHUM 13 OoccoB Dark Souls mpencrasien

Ha pUCyHKe 4.

‘ /8
v e
OpHcreiin ﬂ.deOHOGO% ‘A -
R Crjoyr| ,-< -

Pucynox 4 — Ckpunmior u3 urper Dark Souls

Urpa obmagaeT ciokHBIM U UHTEPECHBIM UTPOBBIM MporieccoM. OcOOEHHOCTHIO
Dark Souls sBrsiercss oTcyTCTBHE KapThl M MapKepOB HAIPABJICHHS JBHKCHHS K
KOHKpeTHOH uenu. [lepen reliMepom cTouT nmpobiemMa No3HaHUS HEM3BECTHOIO, cOOp
1o Kpynuiam uHpopmanuu (U3 ONMCAHUS MIPEIMETOB, BPAaroB, pacCKa3oB COIO3HUKOB
U cOOCTBEHHOTO BOoOOpaxeHwus ). Kaxkaplii kKaMeHb, MOCT WJIM 3JaHHE MOTYT TIOBEIaTh
1enyto ucropuio [12].

Kpowme Toro, nuTepecHoi 0COOEHHOCTBIO UTPHI SABJISIETCS €€ cucTeMa MOJCKa30K
TUTS ITPOKaA.

B a10i1 urpe ecth cpa3zy HECKOJIBKO BUAOB MOJCKA30K, CPEAN KOTOPBIX Hanbosee
UHTEPECHBl TEKCTOBBIE COOOIEHUS, KOTOpPbIE WIPOKH MOTYT OCTAaBUTH APYTUM
UTPOKaM B TMPAKTUYECKH 000N Jokaruu urpel. OOmamas WrpOBBIM TPEIMETOM

Orange Guidance Soapstone («opaHXeBbIii TyTEBOW MEJIOK»), MOJIb30BATEIh MOXKET
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OCTaBUTh JI0 IIECTH COOOIIECHUMN, KOTOPBIN CIIy4ailHO BBICBETSATCS B BUJIE OPAH)KEBOM
HAJIMMCU HA TOJIy Y JAPYTMX MIPOKOB, MPOXOAAIIMX Ty K€ CaMylo JIOKanur. Takue
COOOIIIEHUST MOTYT KaK MOMOYb (TI0/ICKa3aTh JIYUIIHH IMyTh, HTPOBOM CEKPET U T. 1I.),
TaK ¥ HaBPEJAUTh (IIOCKOJIBKY COJIEPKAT JIOMKHBIE MOJICKA3KH, C LIEJIbIO MOIITYTUTh Hal
CJIMIITKOM JTIoBepunBBIMH) [13].

Take K CHJIIbHBIM CTOPOHAM MTIPbl MOKHO OTHECTH 3BYKOBOE COITPOBOXKICHHUE
u OOJBIIIOE Pa3HOOOpAa3We UTPOBBIX CTHIICH, KOTOPHIM MOXET CJIeIoBaTh UTPOK B
CBOEM MPOXOXKACHHUH. J[aHHBIE UTPOBBIC CTUIIN 00ECTICUMBAIOTCS BO3MOKHOCTBIO T10-
pa3HOMY Pa3BUBATh XapaKTEPUCTUKHU MEPCOHAXKA U MOAOUPATH €My JI000e OpYyKHE U
CHAPSIKEHUE U3 MPEICTABIICHHBIX B UTPE.

K HepocTaTkam Urpbl MOKHO OTHECTH HEBO3MOKHOCTH BHIOOpA CII0XHOCTH U
HeyA00HOE yIpaBIeHUE IMPU UCITOIb30BAaHUH KJIaBUATYPhI U MBIIIH (TTPUIICTHBAHUE U3

JYKOB M ap0ajeToB B TAHHOM CJTy4dae O4eHb HEYI00HOE).
1.4.3 KomnbrorepHas urpa Risk of Rain 2

Risk of Rain 2 — urpa ¢ BugOM OT TpeTbero Jjuiia ot cryaun Hopoo Games,
BhImeras B 2020 roay u coueraromas B ceoe sxanpsl roguelike u shooter.
CkpuHIIOT ¢ jaeMoHcTpamued MomeHTa w3 wurpbl Risk of Rain 2 mokazan

Ha PUCYHKE O.

Pucynok 5 — Ckpunmior u3 urpst Risk of Rain 2
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B marasune Steam Risk of Rain 2 nony4uia oTIMYHBIE OT3BIBBI OT UIPOKOB U
UMEET XOpOIIMK TOKa3aTeNlb KOJMYeCTBa UTPOKOB oHIaH — 96,22% mnporeHToB
MOJIOKUTEIBHBIX OT3hIBOB U3 0K0J0 230,000 OT3BIBOB M OKOJIO CEMM C ITOJOBHHOM
TBICSIY UTPOKOB OHJIAMH B cpeaHeM Ha Haudayo mas 2023 roga [14].

OmHOM 13 TIaBHBIX 0COOEHHOCTEH UTPHI SBISCTCS TO, YTO CIOKHOCTH UTPHI B
paMKax OJHOTO MPOXOXKICHHUsS OECKOHEYHO pacTéT Mo Xoay BpemeHu. Jlpyroi
OCOOCHHOCTBIO WIPBI SIBJISETCS TO 4YTO, TJIABHBIA Tepoll MOXKET MNpaKTUYECKU
OECKOHEYHO HapalmuBaTh CHILy, [OAOHUpas CIy4alHO pacKUIbIBAEMbIE I10
YPOBHSIM MPEIMETHI.

Hannast urpa oOnagaer OOJBIIMM pa3HOOOpa3ueM PAIOBBIX MPOTUBHUKOB U
00CCOB, XOPOUIUM 3BYKOBBIM COITPOBOKJIEHUEM U BBICOKOM CII0)KHOCTBIO WTPOBOIO
npoiiecca. Kpome Toro, Risk of Rain 2 npenocraBisier Urpoky BO3MOKHOCTh UTPaTh
CaMbIMU Pa3JIMYHBIMU CTHJISIMU, TIO3BOJISISE BBIOMPATh UTPOBOTO MEPCOHAXKA U €ro
HABBIKM W HACTpauBaTh MOJU(PHUKATOPHI UTPOBOTO Mpoiiecca. K 10CTOMHCTBAM UTPBI
TaK)K€ MOXHO TOOABUTh BO3MOXKHOCTh BBIOOPA CIOKHOCTU U YIOOHOE yIpaBIIEHHUE.

K Hemocrtarkam  [1aHHOM  WIPhl  MOXKHO  OTHECTM  MPOCEIAHUE
MPOU3BOJUTEIILHOCTH UTPHI NPHU OOJIBIIIOM KOJUYECTBE BpParoB Ha SKpaHe. JTa
npobJieMa TakKe MOXKET MPOSBUTHCS, KOT/Ia TEPOM UTPHI CTAHET CIUIIKOM CUJIBHBIM.
Hampumep, nmpou3BOaUTEILHOCTh MOXKET YHACTh M3-3a TOTO, UYTO T€POM BBHITYCTHUT
OYEHb MHOTO PaKeT.

Emeé omHum HegocTaTKOM SBISIETCS TO, YTO B WUIPE €CTh MOMEHTHI, KOrja

CIIy4aifHOCTh MOXET C/IeJIaTh TEKYLIEE MPOXOKIECHUE UTPBI IIOYTH HEBO3MOKHBIM.
1.4.4 CpaBHeHHe aHAJIOTOB

CpaBHHTENBHBI  aHAJIM3 PACCMOTPEHHBIX BBIINIE WIP, TIOXOXKUX Ha
paspabaTbiBaeMylo, IpecTaBieH B Tabmuie 1.

Tenepr paccMoTpuM TOJpOOHEE KPUTEPUU CPABHEHUS, HCIIOIb3yEeMbIC B
tabmnurte 1:

- BBIOOP CIIOKHOCTH — TMPEJOCTABJICHUE UTPOKY BO3MOXKHOCTH BBHIOMPATH

CJIOKHOCTb IPOXOKICHUS UTPBHIL;
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- IPOU3BOAUTENBHOCT — KPUTEPUM, MOKa3bIBAIOUIMM CTaOUIBHOCTh
paboTel UTpeI (KOTOpas TeM BbINIe, YeM pexe fps B urpe mamaer Hmwke 60 kaapoB B
CeKyHJly) TpH COOJIIOJICHUU PEKOMEHIYEeMbIX pa3paboTunkamMu TpeOOBaHUN K
anmnapaTHOMY OOECIEUEHUIO;

- pazHooOpa3ue CTUJIEd UIPbl — KPUTEPHil, MOKA3BIBAIOIIUN €CTh JIU Y
UT'POKa BO3MOKHOCTb BBIOMPATh YMEHHUS WM OPYXKHUE IJIaBHOTO Ieposi UTPhl, TAKUM
00pa3oM BeIOMpAst CTUIIb UTPHI;

- yI0OCTBO YIPaBJIEHUSI — KPUTEPHUH, MOKA3BIBAIOIIMN HACKOJIBKO YA00HO
YIPABJICHUE BUACOUTPHI IIPH UCIIOIB30BAHUH KJIIABUATYPhl U MBIIIIH;

- BO3MOKHOCTh CO(TIIOKA — KpHUTEpUM, MOKA3bIBAIOIINI HACKOIBKO

BBICOKA BEPOSITHOCTH COTIIOKA B UTPE.

Ta6nuna 1 — CpaBHeHHE aHATIOTOB

Hrpa Br16op [IpousBoauten | Paznoobpa3 | YaobctBo | BozmokHocT
CIIOKHOCTH BHOCTb We CTWJIeH | ympaBieHus | b codprioka
UTPbI
Furi Nwmeercs CrabunbHas Ectp, HO | He ynobnoe Kpaiine
TOJIBKO C HU3Kast
IUIATHBIM
JIOTIOJTHEHH
eM
Dark Souls OtcyrctByer | CraOunbHas Ectpb He yno6nas Kpaiine
cTpenboa u3 HU3Kas
JTYKOB U
apbaneToB
Risk of Rain 2 Hwmeercs He crabunpHas Ectp Y noGHOe Bo3morkeH
Pa3pabarbiBae Nwmeetcs CrabunbHas Ectp Y no6Hoe Kpaiine
Moe HU3Kast
TPUIIOKEHHE

B pesynbraTe aHanuza Urp, MOXOXKHX Ha pa3padaTbIBaeMylo, ObLIO MPUHATO
perieHre o pa3paboTke COOCTBEHHOW UTPhI, KOTOpas OyJeT JIMIleHa HETOCTaTKOB,

BBISIBJICHHBIX Y PACCMOTPEHHBIX BBIILIE UTP.
1.5 AHayiu3 BaApMaHTOB UCNOJIb30BAHUSA

B pazpabaTeiBaeMoli cucTemMe eCTh TOJIBKO OJMH B/ TTOJIH30BATENICH — UTPOKHU.
Buneourpa poibkHa nOpeaoCTaBISITH MOJIB30BATENI0 BO3MOXKXHOCTH HA4YaTh

HOBYIO UIPY WJIH NPOJOJDKUTH YXKE HAYATOE IPOXOXKIAEHUE WIPBI C MOCIEIHETO
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COXPAaHEHHs, a TAK)Ke JOJKHA ObITh ONUMUS BbIXOAa M3 Urpbl. Eciau monb3oBaTelnb
pelIUT HayaTh HOBYIO UTPY, TO €My JOJDKHBI MPEIOCTaBUTh BO3MOKHOCTH BbIOOpa
CJI0)KHOCTH M BBIOOpA OPYKHSI JIJIs TTIABHOTO T'eposl.

Bo BpeMs NpoxoxkIeHus BHUAECOUTPHl IOJb30BaTElb B OCHOBHOM OyaAeT
VIOPABJIATH TJIABHBIM IFepoeM. YTPABICHHE T'€POEM JOJDKHO MO3BOJISITH COBEPIIATH
ClIEyIoIllMe IEUCTBUS B Urpe: JETKas ataka, TsbkEnas araka, OJIOK, epeKaT, PhIBOK,
OTCKOK Ha3aJl, 3aXBaT Bpara B (POKyc KaMepbl, IEPEKIIIOUCHHUE 3aXBaTa B (POKYC KaMepbl
Ha OMrKaiIero Bpara clieBa WM CIpaBa, Xoab0a 1o 3emiie, Oer mo 3emiie, BHIXO B
MEHIO 1ay3bl, BBIXOJ U3 MEHIO I1ay3bl, BBIXOJ B IJJaBHOE MEHIO.

Buneourpa AomKHA COXpaHSTh MPOTPECC HMIpoKa NpH JOCTHKEHUH UM
KOHTPOJIbHBIX TOYEK.

B pesynbrare anHanuza TpeOoBaHUM 3ajaHus Obla co3JaHa JAMarpaMma

BapHAHTOB UCIOJIb30BaHUs (PUCYHOK 6).

KomnetoTepHan urpa "BuTea ¢ Doccom”

=<include=>

HauaTk HOBYH MID! BriSpats CROMHOCTE

MpogorsEMTE Urpy EuiGpate opy#ue

Coeepwmts TANENYH
araky

Eexate enepén/
Hasan/eneso/enpaso

MocTaeuTs Gnok CoBeplwKTs Nnepexar BEIX04 B MEHHD nay3sl

COBEPLUMTE OTCKOK
Hasag

BbiX0og U3 MeH
nayasl

COBEpLUMTE PHIEOK

MepexniounTs 3aXEar B
(MOKYC KaMepEl Ha Bpara
cnpaea

3axear epara B
DOKYC KaMepkI

Buixog B rnasHoe
MEHK

MepexniounTL 3aXEaT B
MOKYC KaMepLl Ha Bpara
cnesa

COXpaHUTL Mrpy B
KOHTPONLHOI TOUKE

MoTv enepéniHazan/
ENEE0/ENPaED

Pucynox 6 — JluarpamMmMa BapuaHTOB UCITOJIb30BAHUS
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JlnarpamMMbl BAPUAHTOB MCIIOJIB30BAHKS — 3TO OJUH U3 BUAOB auarpamm UML,
OpeIHa3HAYCHHBIX I MOJCIUPOBaHHMS JIHHAMHYECKHX  aCIIEKTOB  CHCTEM.
JluarpaMMbl BapHaHTOB HCIOJB30BAHHSA — OCHOBHOM BHA JUarpaMM IpH
MOJICTHPOBAHUM TIOBEJICHUS CHCTEMBI, TOJACUCTEMbI MM Kiacca. Kaxkmas W3 HHUX
MOKa3bIBaCT HAOOP BapHAaHTOB HCIOJB30BAHUS W JCHCTBYIOIIUX JIMIl B HX
B3auMocicTBum [15].

JInst BapraHTa UCIOJIb30BaHus «HavyaTs HOBYIO HTPy» OBLT COCTaBIICH CLIEHAPHiA

BapHaHTa UCIIOJIb30BaHUs (PUCYHOK 7).

Hassanne: Hagats HOBYIO UTDPY

HazzaueHne: Hagalo HOBOTO IPOX0KISHHA HIPEI

AKTepHI: MOIIb30BATENh

IIpenycnoBue: NPUI0KEHIE 3AMYIIEHO

OCHOBHOII CITeHAPHIT:

1. TTomp30BaTENs HAKHIMAET B ITTaBHOM MeHIO KHoONKY «HoBas urpa».
2. ITomp30BaTeNb BEIOHPAET CIIOKHOCT HTPBIL.

3. Ilomp30BaTeNb BEIOHPACT OPYIKIIE TIIABHOTO TepOSL.

ITocTycnoBue: HaUNHAETCH HOBAS HIpa

Pucynox 7 — Cuenapuii BapuaHTa ucIosib3oBanus «HayaTs HOByI0 UTpy»

B pamkax BapmanTta ucnosb3oBaHus «HadaTe HOBYHO WIpy» MOJIB30BaTEIb
HA4YWHAET HOBYIO UTpy. g 3TOro oH Haxkumaetr KHONKY «HoBas urpa» B riiaBHOM
MEHIO UTPBI, a TOTOM BBIOMPAET CI0KHOCTH UTPHI M OPY>KKE TJIABHOTO TepOs.

J1J1st BapuaHTa MCMOJIb30BaHUs «3aXBaT Bpara B POKyc KaMepbl» ObLIT COCTAaBIIEH

CIICHApHi BapHaHTa UCIOJIb30BaHMs (PUCYHOK 8).

Hazpanne: 3axBar Bpara B GOKyc KaMepsl

Haszadenne: KOHTPONE peKuMa padOTH KaMepk! (CBOOOIHEIH PeKIM 1 PerKIIM
(OKYCHPOBKI)

AKTepHI: TIONB30BaTETh

[IpeaycioRHe: TIPIIOKEHIIE 3aMYINEHO 1 TTOMB30BATET0 TIEpeIaHo YIpaBIeHIe
TTIABHBIM TEPOEM

OCHOBHOII CIIeHApHIT:

1. ITonp30BaTeNs HaKIIMaeT Ha KIABHITY, OTBEUAOIIYIO 3a 3aXBaT Bpara B IoKyc
KaMepEI.

2. IlpumoseHie IpoBepseT, HAXOINTCSA I ITaBERII Iepoil B cocToSHUI QoKyca
Ha Bpare. Ecin HaxoanTcs — mepexop Ha mar 3. Ecin He HaXoanTes — KaMmepa
TIepPeXOoANT B cCBOOOIHEIIT PEIKIIM, A Jalblile IePeXol Ha mar 6.

3. CocTaBnfeTcs CIICOK BPAroB, HAXOAIIIXCSA B OIPeIeIéHHOM PaJITyce Iepel
TTIaBHBIM T€POEM B IIOJIE €T0 3PEHIA.

4. OnpenenseTcs KaKoil 13 BparoB B CIIIICKE 113 MIara 3 HaXOANTCA K HeMy OmILKe
BCEX OCTATBHBIX.

5. Kamepa doxycupyeTcs Ha Bpare, HailleHHOM Ha Tmare 4.

6. 3aBepIIcHIIE.

IMocTycnoBe: KaMepa IepeBeleHa B COCTOSHIIE HOKYCHPOBKH T B CBOOOTHEII
PEKIIM

Pucynok 8 — Cuienapuii BapuaHTa UCIOJIb30BaHUS «3axBaT Bpara B (hOKyC KaMephbi»
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B pamkax BapuaHTa HUCIOJNBb30BaHUsA «3axBaT Bpara B (POKyC KaMephl»
M0JI30BATENb OTAAET KOMAHy UTPE 3aXBATUTH OJIMKAaWIIEro UTPOBOTO MPOTUBHUKA B
¢doxyc kamepbl, YTOOBI MPOTUBHUK BCETa HAXOAUJICS B TIOJIE 3PEHUS MOIH30BATENS U
C HUM OBbLJIO y100HEEe BECTH CpakeHHE.

JUist BapraHTa HMCNOIb30BaHMs «COBEPIINTH JIETKYHO aTaky» ObLI COCTaBIIEH

CIICHApHI BapHaHTa UCIOJIb30BaHMs (PUCYHOK 9).

Haszganie: CoBepIINTh JTETKYIO aTaKy

HazHaueHIIe: coBepIIeHHe NETKoil aTaki

AKXTepbl: 1011530BaTeNb

TIpeaycroBne: IPITIOKEHIIE 3aIYIIEHO H MOTB30BATENIO0 MEPeIaHoO YIPaBIeHHe
TIIABHBIM TepOeM

OcHOBHOIT clleHapHIT:

1. TTorp30BaTeNns HAKIMAET Ha KIIABIIILY JI€TKOIl aTaKIL.

2. TIpunoxeHHe HpoBepsAeT HE 3aHAT I repoil Apyrumu aeifctsrami. Ecmm
Tepoil 3aHAT APYTIMH IeficTBHSAMI, TO JIeTKas aTaka He coBepmiaeTcs. B
00paTHOM cIIyJae epexo/l Ha Liar 3.

3. IIpunoxeHue IpoBepsAeT XBaTaeT JIH I'epolo BBEIHOCIHBOCTH Ha yaap. Ecmm
BBIHOCIHNBOCTH HE XBaTaeT, TO yJap He cosepmmactca. B obpatHoM crmyuae
TIepexo/ Ha mIar 4.

4. Tepoil HaUMHAET TETKYHO aTaKy.

5. T'epoil TPaTUT BBIHOCINBOCTb, HYXKHYI [UIS COBEpPIUCHIHS JICTKOI aTaxi, H
BceM, KTO CTOHT Nepejl repoeM Ha JICTAHIIH aTakl, HAHOCHTCS YPOH.

6. T'epoil 3aBepIaeT TerKy0o aTaKy.

TIocTycoBle: COBeplIeHa JIeTKas aTaKka

Pucynox 9 — Cuenapuii BapuanTa ucrnoiib3oBaHusi «CoBEpIIUTH JIETKYIO aTaKy»»

B pamkax BapmanTa wucmoiab3oBaHHS ~«COBEPIIMTH JIETKYIO — aTaKy»
M0JI30BATENh OTAAET TTTABHOMY I'e€POI0 BUJICOUTPHI KOMAaH Ty MPOBECTH JIETKYIO aTaKy.
Jlst Toro, 4ToOBI aTaka Obliia IpoBeIeHa TPeOyeTCs, YTOOBI TJIABHBINA Tepoil HEe ObLI
3aHST IPYTUMHU JEHCTBUSAMH B €My OBIJIO JOCTATOYHO BHIHOCITHBOCTH.

st BapuaHta wucnosib3oBaHusi «CoBepHIMTh TMepekaT» ObLT COCTaBIICH

CIICHapWi BapHaHTa UCTOIb30BaHus (pucyHok 10).

Hazpanne: CoBepIINTh IepeKaT

HasnaueH1e: coBepIIeHNe TepeKaTa

AKTepHI: [T0NB30BATEb

TIpemycnoBme: TPHIOKEHIE 3aMYIIEHO 1 MOTB30BATEINI0 TIepe/IaHo YIPaBIeHIe
TITABHBIM TEPOEM

OCHOBHOII CLIeHapHil:

1. TTonp30BaTens BEIONPAET perHCTPALIIIO

2. IlpumoxeHNe MpoBepAeT He 3aHAT JH Tepol OpyruMu neiictBuamu. Ecmn
Tepoil 3aHAT IPYTHMH JeilcTBHAMIL, TO IIepeKaT He coBepmaeTcd. B obparHOoM
cITyuae IMepexol Ha mar 3.

3. IlpnnozxeHIe IPoBepAeT XBaTaeT T Tepol0 BEIHOCIHBOCTI Ha Iepekat. Ecin
BEIHOCITIBOCTH He XBaTAeT, TO IePeKaT He coBepmraeTcd. B oOpaTHoM ciyuae
TIepexo/l Ha miar 4.

4. T'epoii HAYNHAET IIepeKar.

5. Tepoii TpaTHT Ha IepeKaT BEIHOCTHBOCTE H BKIIOYAeTCA BpeMS HeY3BHMOCTH.
6. Bpems HeyS3BHMOCTIH BO BpeMd IlepeKaTa 3aKaHIHBAeTCH.

7. Tepoil 3aKaHYNBAET ePeKaT.

TlocTycoBHe: epekaT COBEPINEH

Pucynox 10 — Cuenapuii BapuanTa ucnoib3oBanus « COBEPIIUTh MTEPEKAT»
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B pamkax BapuanTa ucnoib3oBaHus «COBEpUINTH MEpPEKaT» IMOJIb30BaTEb
OTHAaET TJABHOMY TIEpOI0 BHJICOUTPHI KOMAHJy NPOBECTH Tmepekar. [must 3Toro
MPOBOJSTCS TMPOBEPKHU, AHAIOTMYHBIE MPOBEPKAM M3 BapHaHTa HCIOJIb30BAHUS
«CoBepIIUTD JIETKYIO aTaKy».

B xome ananm3a BapuaHTOB WCIOJB30BaHUS OBUIM BBISBJICHBI OCHOBHBIC
dbyHKUIMU pa3padaThiBa€MOU BUACOUTPHI B BUJI€ BAPUAHTOB HCIIOJIBb30BAHUSA, KOTOPHIC
COOTBETCTBYIOT TEXHUYECKOMY 3aJIaHUIO Ha pa3pabOTKy BUIACOUTPHI. [{J1s1 HEKOTOPBIX
BApUAHTOB HWCIIOIB30BaHUS OBLIM  COCTABJICHBI CIICHAPWUU, TAC BapUAHTHI

MCIIOJIb30BaHUs ONHUCAHBI B OOIUX YepTax.
1.6 Bo100op TeXHOJIOTHIf 1 HHCTPYMEHTAJIbHBIX CPEACTB Pa3padoTKu

J171s1 pa3paOoTKU MPUIIOKEHUS ObLIO PEIIEHO UCI0JIb30BaTh MeTO 10100 RAD
(ab0OpeBuatypa ot rapid application development). Rapid Application Development —
3TO KU3HEHHBIN [IUKJ IpoLecca IPOEKTUPOBAHUS, CO3JaHHBIN JIJIs1 AOCTHUXKEHUS Ooee
BBICOKOM CKOpOCTH pa3paboTku u kKadectBa [IO, yeM 3TO BO3MOXHO MHpuU
TPaJAUIIMOHHOM TOAXOJIe K mpoekThupoBanuto [16]. laHHas TeXHOJIOTHs pa3pabdoTKH
BKJIIOYAeT B ce0s, Kak MpaBWUJIO, YEThIpE JTama: IUIAHUPOBaHUE TPEOOBAHMIA,
COBMECTHOE TMPOEKTHUPOBAHUE TMPHUIOKEHUS, KOHCTPYHUPOBAHHE, TPUEMOYHbBIE
WCIIBITAHUS U YCTAHOBKA MPOTPAMMBI.

K ocHoBHBIM npuHItMnamMm metozaoorud RAD moxHo oTtHecTH [16]:

- paboTa BeacTcs HeOompiMu rpymnnamu jroaei (RAD rpynmamu);

- CO3/1aHHE POTOTHUIIA AJIsl YTOUHEHUS TpeOOBaHUM 3aKa3uuKa;

- RAD rpynna Bceraa padoTaeTt TOJIbKO HaJl OAHUM HNPOTOTHUIIOM;

- IPUMEHEHUE UHCTPYMEHTOB, KOTOpbIE aBTOMAaTU3UPYIOT
npolecc pa3padoTKH.

Merononorus RAD moaxoaut st pa3paboTKu BUACOUTPHI B TAHHOM CiTydae
0 CJIEIYIOIIMM IPUUMHAM: OIOJIKET MPOEKTa OTPaHUUYEH, CKAThle CPOKHU pa3pabOTKH,
MPOEKT HE UMEET OOJIBIION BHIUUCIUTENBHOM CIIOKHOCTH.

JIns mraHupoBaHuUsS paboOT MPOEKTa pelieHo ucmoyb3oBaTh Microsoft Project.

JlaHHOE TpHIIOKEHHE MPEIOCTaBISET BCE OCHOBHbBIE (DYHKIIMM Uil TUIAHUPOBAHUS
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IIPOEKTa, TAKUE KaK: COCTABJICHUE CIIMCKA 3a/1a4, COCTABJICHUE KaJIEHJApPHOIO IUIaHa
IIPOEKTa, 3aJJaHUE PECYpPCOB MPOEKTA, 3a/laHUE 3arpy3Ku PECYpPCOB MPOEKTA, paCUET
MaTepuajgbHBIX,  TPYAOBBIX W  (PUHAHCOBBIX  PECypCOB, COCTABJICHHE
Jyarpamm MpoeKTa.

Jlnia peanu3anuy MPUIOKEHUsT OBLJIO PEIICHO MCIIOJIb30BaTh UTPOBOM JIBHYKOK
Unity, T1O mis coznanust tpéxmepHoii rpaduku Blender u si3p1x nporpamMupoBanus
C#. IlporpammHoe obecrieuenre Unity sIBISI€TCS MOILIHBIM, YPE3BBIYANHO MPOCTHIM B
OCBOGHHUH, a Takke OecryiaTHBIM (TIOKa NMPOEKT HE HAaYyHET MPUHOCUTH OOJIBIION
noxon) [17]. K ocHoBHBIM penmytiecTBaM UNity MOKHO OTHECTH: YHHBEPCAIBHOCTH,
OeCIUIaTHOCTh U OOJBIIOE KOJIMYECTBO OOYy4YaloIIUX MaTepuanoB B cetu MHTepHeT.
Blender — cBoGOaHBII MakeT IS CO3MAHUS TPEXMEPHOW KOMITBIOTEPHOU Tpadukw,
BKJIFOYAIOLIUI B ce0s CpeacTBa MOJACIUMPOBAHUS, aHWMAllUU, PEHJIEPHUHIa, IOCT-
00pabOTKH BHJICO, a TAKXKE CO3JaHMe WHTEPAaKTHBHBIX Wrp [18]. [is HanmucaHus u

penaktupoBaHusi koma Ha C# ObUIO pelIeHO WCIONb30BaTh CpPEly pa3padOTKu

Visual Studio 20109.



26

3 IIpoekTHpPOBaHUE MPUIOKEHUSA
3.1 [IpoexTpoBanue nHTEepPeiica Moab30BaATEIA

Jlnis Buneourpsl 6611 pazpaboTtan uHtepdeiic. OH BKIOYaeT B cedst mHTEpdeiic
TJIAaBHOTO MEHIO, MHTEp(EiC MEHIO TIay3bl, 3KpaHbl ¢ HHGOpMAIHEH 00 yIpaBIeHUN U
aBrope, HUD Bunpeourpsr mpu OuTBe ¢ 60CCOM M B OCTaIbHBIX chydasx. HUD
(abOpeBuatypa ot heads-up display) — wacTh BH3yanbHOTO HHTEpdeica HIpHI,
otoOpaxkaromiascs Ha (oHe BUPTyalTbHOrO MpocTpaHcTBa 3kpana [19]. B HUD
BBIBOJIUTCS Haubosiee BOCTpeOOBaHHAsS JJIsl TOJIb30BaTeNsa uHpopMaius, oopaboTka
KOTOpO# He TpeOyeT OOJIBIIIOro BOBJICUSHHS 1 BpeMeHu [19].

Cxema uHTepdeiica r1aBHOr0 MEHIO IIpe/icTaBlieHa Ha pucyHke 11.

MpogomsmT: 1

Hogan urpa 2

Ynpaeneqme 3

BHIATH U3 WPkl 4

05 aeTope b

(1 — xHomka «IIpoaomKUTEY (OTCYTCTBYET, €CIIM Ha TaHHBIH MOMEHT B UTPE HET
daiina coxpanenus), 2 — kHomnka «HoBas urpay, 3 — kHomnka «YnpasieHuey, 4 —

«BpIiiTH U3 Urpe», 5 — «O06 aBTOpE»)
Pucynox 11 — Cxema unTepdeiica rmaBHOrO MEHIO UTPhI

[Tpu naxaTtum Ha KHOTIKY «[Ipomomkuth» B mHTEpdEiice TIaBHOTO MEHIO UTPHI
MIPOMCXOJNUT 3arpy3Ka UIPbl HA MOCIEIHIO MPOWIECHHYI) WTPOKOM KOHTPOJIBHYIO
Touky. [Ipu HaskaTun Ha kKHOTIKY «HoBast urpa» npou3oiaAET nepexo/ B MEHIO BEIOOpa
CI0KHOCTM W BOOPYKEHHUsI TJIABHOTO Teposi urpel. Ilpu Haxatnm Ha KHOIKY
«Y1paBiieHue» NPOU30MAET Nepexo ] Ha SKpaH ¢ MH(PpopMaluen 00 yIpaBIE€HUU UTPHI.

[Ipu Ha)xkaThM HA KHONKY «BBIATH U3 UTPbD> NPOU30UIET 3aKpbITUE BUICOUTpHI. [Ipn



27

Ha)KaTUM Ha KHOMKY «O0 aBTOpe» MPOU30UIET Mepexoa Ha dKpaH ¢ uHpopMaIuen
00 aBTODE.

Ha pucynke 12 noka3zaHn peann3oBaHHbINH HHTep(dENC TTTaBHOTO MEHIO UTPHI.

[IpOoOgONXHUTH
HoBassi Hrpa
YopaBJIeHHEe

BexXon
ABTOD

Pucynok 12 — aTepdeiic rmaBHOTO MEHIO UTPHI

Cxema wunTepdeiica BbIOOpa CIOXKHOCTH WMIPHl U OPYXKUSI TJIABHOTO Teposi

nokaszaHa Ha pucyHke 13.

Mone exiGopa opysMA
IMAEHOM repon

1 Mone esiSopa CNOXHOCTH

4 Hazan Hauatk urpy 3

(1 — moste BBIOOpA CIIOKHOCTH, 2 — MOJIe BBIOOpa OPYKHs TJIABHOTO T'epost, 3 — KHOIKa

«Hauate urpy», 4 — kHomnka «Hazan)

Pucynok 13 — Cxema unTepdeiica MeHI0 BbIOOpA CIOKHOCTH UTPBI U OPYKUS

TJIABHOTO TEPOS
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IIpu Haxxatuu Ha kHOnKy «Hauarh urpy» Oyzaer 3arpykeH HepBbli YpPOBEHb
UIPbl, @ IpU Haxatum Ha KHONKY «Hazam» npom3somaér mepexon B TIIABHOE
MEHIO UTPBL.

Ha pucynke 14 noka3ana peanuzanusi HHTepdeiica MEHI0 BBIOOpa CI0KHOCTH

UTPBI U OPYXKHUS TITABHOTO TEPOSI.

B)érxas cnoxuocTs BMeu
BiCpexnussz cnoxuocres  [JJlanmua

.szénaz CJIOXHOCTD

HavaTp HIPY

Pucynox 14 — MnTepdeiic BbIOOpa CIOKHOCTU UTPHI U OPYKHUS TIIABHOTO repost

Cxema skpana ¢ nHbopmaireit 00 yrnpapieHUU MoKa3aHa Ha pucyHke 15.

Wuopmauma of ynpasneHsi

TexcT ==Ha#mute Esc ANA suixoga==

Pucynox 15 — Dkpan ¢ undopmariueit o0 ynpapieHun

Ha pgamHoM »kpaHe moka3aHa wuHGopManus 00 OCHOBHBIX KOMaHIaxX
YIPABJICHHS TJABHBIM T€pOeM HUTphbl. BeIX0a B riIaBHOE MEHIO M3 JaHHOTO JKpaHa

OCYILECTBIISIETCS MyTEM HaXKaTHUs KJIaBuIld EScape, o 4€émM roBOpUT TakkKe TEKCTOBas
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MoJICKa3Ka Ha dKpaHe. JKpaH ¢ uHpopmaimeit 00 aBTOpe yCTPOEH TaKUM Ke 00pa3om,
KaK 1 9KpaH ¢ uHpopmanuen o0 yrnpaBiIeHHH.

Peanuzanms sxpana ¢ nuadopmarmeir 00 yrmpaBieHHH MMoKa3aHa Ha pucyHke 16.

Jlerkass aTaxka - JIKM

Taxenasa aTaka - R

NepenBuxeHne - WASD

Ber - Shift (VYpgpepxuBaTh)

NepekaT - Shift (HaxaTpr B OBHXEHHH)

OTckok Hazapg - Shift (HaxaTs, nmoka Trepo# He
ABHXeTCs)

3axBaT Bpara B (pokxyc kamepH - F

lepexnwyYeHHe 3axBaTa KaMepH Ha Bpara cneea - 1
NepexnwyeHHe 3axBaTa KaMepH Ha Bpara copasa -
PuBOK - IIpoben

HAXMH HA ESC, YTOBH BHHUTH

Pucynox 16 — Dkpan ¢ undopmariueit o0 ynpapieHun

Cxema HUD’a Buneourpsl npejcrapieHa Ha pucyHke 17.

1 —% Lkana 3oopoesA |

2 —ﬂ Llkana BIHOCNMBOCTH |

MKOHES COXpaHEHWA |—— 3

(1 — mixana 3710pOBbS TJIABHOTO I'eposi, 2 — IIKaIa BBIHOCIMBOCTH, 3 — HKOHKA

COXpaHEHUS)

Pucynok 17 — Cxema HUD’a
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IlIkanel BBIHOCIMBOCTH H 300POBbA, IIOKA3bIBAIOT TCKYIIHC YPOBHHU
BBIHOCJIMBOCTH U 3I0PpOBbsA COOTBECTCTBCHHO. Hkonka COXpaHCHUA O0OBIYHO HE BHUIHA
HI'POKY, HO BO BpPEMS NOCTHIKXCHHA I'TAaBHBIM I'€POCM KOHTpOHBHOﬁ TOYKH, I'AC HUI'Ppa

COXpaHACTCA, NKOHKAa COXPAaHCHUA HCCKOJIBKO pa3 MUTACT.

Ha pucynke 18 nokasana peanuzanus HUD’a urpsr.

Pucynox 18 — peanuzanus HUD’a

HUD Buaeourpbl HECKOIBKO MU3MEHSETCS BO BPEMsI CXBATKH C OOCCOM UTIPBI.

Cxema HUD’a Bo BpeMs OUTBBI ¢ 60ccOM MOKazaHa Ha pucyHke 19.

| Llkana 3nopoBsA |

| LLikana BEIHOCITMBOCTI |

WA Docca

| LUkana 3nopoesd Gocca |

Pucynok 19 — Cxema HUD’a Bo Bpemsi OUTBBI ¢ O0CCOM
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Bo Bpemst GuTBBI ¢ 60CCOM BHHM3Y dKpaHa MOSBIISETCSA IIKaia 3J0pOBbs Oocca 1
€Tro UMH.

Peanuzamus HUD’a Bo Bpemst OuTBBI ¢ 60ccoM nokaszana Ha pucyHke 20.

Final Boss

Pucynox 20 — HUD Bo Bpemst 6UTBBI ¢ 60cCOM

Cxema MEHIO may3bl MoKa3aHa Ha pucyHke 21.

MpoJon¥MTh 1
[MaBHOe MEHHD 2
BuiiATH 3

(1 — xHomka «IIpoaomKuThy, 2 — KHONKA «I JTaBHOE MEHIO», 3 — KHOMKa «BBIATHY)

Pucynok 21 — Cxema MeHIO nay3bl
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MeHro mnay3bl MOSBISIETCS BO BPeMsl UIPhI MPU HAXKATHHM Ha KiaBuiny Escape,
MOKa OHO AKTHUBHO COOBITHS B BUJCOUTpPE MpUOCTaHaBIMBaIOTCA. [Ipu Haxkatum Ha
KHOTNIKY «[Ipomomxkutsy» mpoucxoauT Bo3BpaT B urpy. lIpu HaxkaTum Ha KHONKY
«I'maBHOE MEHIO» MPOUCXOJUT MEPEXO0] B TJIaBHOE MEHIO. [Ipu Ha)kaTUM HA KHOMKY
«BBIATHY» TPOUCXOAUT BBIXOJ U3 UTPHL.

Ha pucynke 22 nokaszaHna peann3aiys MEHIO May3bl.

[IpOoOoONXUTH

I'maBHOE MeHD
Beixoqn

Pucynoxk 22 — MeHto nay3sl

Takum oOpa3oM ObUl CHOPOEKTHPOBAH HHTep(deiic Buaeourpel. bbuin
COCTaBJICHbl MaKeThl BCEX MEHIO U SKPAHOB UIPHI C TIOSICHEHUEM padOThI FJIEMEHTOB

uHTepdetica, MpeICTaBIeHHBIX Ha JaHHBIX MaKeTax.
3.2 IlpoekTHpoBaHUe CTPYKTYPbI HIPOrPAMMHOI0 00ecneyeHust

Ha pucynke 23 nokazaHa guarpamma KJ1IacCOB, BJIFOYAIOIAsl KJIACChl CBSI3aHHBIE

C I'NIaBHBIM I'€pPpOCM HUI'PBLI.



PlayerLocomotion.cs

- cameraHandler:
CameraHandier

+ camera0bject: Transform

- inputHandler: InputHandler

+ moveDirection: Vector3

- playerManager: PlayerManager

- playerStats: PlayerStats
+ myTransform: Transform

+ animatorHandler:
AnimatorHandler

+ rigidbody: Rigidbody

+ characterCollider:
CapsuleCollider

+ characterCollisionBlocker:
CapsuleCollider

- projectedVelocity: Veector3

+ jumpRecoveryTime: float
- jumpRecoveryTimer: float

- groundDetectionRayStartPoint:
float

- minDistNeededToFall: float

- groundDirectionRayDistance:
float

- ignoreForGroundCheck:
LayverMask

+ inAirTimer: float

- walkingSpeed: float

- movementSpeed: float

- sprintSpeed: float

- rotationSpeed: float

- fallingSpeed: float

- sprintStaminaDrainage: int
- rollingStaminaDrainage: int
- jumpStaminaDrainage: int
- normalVector: Vector3

- targetPosition: Vector3

PlayerStats.cs

- playerManager:
PlayerManager

- playerLocomotion
PlaverLocomotion
- animatorHandler:
AnimatorHandler

- menu: Menu

- rigidbody: Rigidbody
+ staminaBar: StaminaBar

+ healthBar: HealthBar

+ staminaRegenerationAmount:

float
+ levelName: siring

+ healthRegenTimer: float

+ healthRegenerationAmount:
float

+ staminaRegenTimer: float

CharacterManager.cs

+ lockOnTransform
Transform

+isDead: bool

i

PlayerManager.cs

- Awake(): void
- Stari(). void

+ SetStats(): void

- SetMaxHealthFromLvi(): float

- SetMaxStaminaFromLvi():
float

+ RegenerateStamina(): void
+ RegenerateHealth(): void

+ TakeDamage(damage: int,
strikePosition: Vector3): void

- retryCoroutine(): IEnumerator

+ TakeStaminaDamage

damage: inf): void

- path: string
- inputHandler: InputHandler

- anim: Animator

- playerLocomotion: PlayerLocomotion

- playerStats: PlayerStats

- cameraHandler: CameraHandler

+ gamerWeapons: List<Weaponltem=

+ isInteracting: bool
+isSprinting: bool
+isInAir: bool
+isGrounded: bool

+ canDoCombo: bool
+ isinvuinerable: bool
+ isBlocking: bool

+ takingDamage: bool
+ damageReduce: int

- savedata: List<string=
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InputHandler.cs

CameraHandler.cs

e

¢

.

- Awake(): void
- Start(): void
+ HandleRotation{delta: float).

void

+ HandleMovement{delta: float):
void

+ HandleRollingAndSprinting
(delta: float): void

+ HandleFalling(delta: float,
moveDirection: Vector3): void

+ MoveRigidBody(delta: float):
void

+ HandleJumping(): void

v

CharacterStats.cs

+ healthLevel: int

+ maxHealth: float

+ currentHealth: float
+ staminalevel: int

+ maxStamina: float

+ currentStamina: float

- Start(): void

- Update(): void

- FixedUpdate(): void

- LateUpdate(). void

- ReadSaveData(): void

+ horizontal: float

+ vertical float
+moveAmount: float

+ mouseX: float
+mouseY: float

+ b_Input: bool
+1b_Input: bool
+rt_Input: bool

+ Ib_Input: bool

+ jump_Input: bool

+ escape_Input: bool

+ lockOninput: bool

+ rightLockOninput: bool
+ leftLockOninput: bool
+ rollFlag: bool

+ sprintFlag: bool

+ comboFlag: bool

+ lockOnFlag: bool

+ rollinputTimer: float

- inputActions:
ProtoGamerControls

- playerAttacker:
PlayerAttacker

- playerinventory:
Playerinventory

- playerManager:
PlayerManager

- cameraHandler:
CameraHandler

- movementinput: Vector2

- cameralnput. Vecior2

+ cameraTransform:
Transform

- playerManager-
PlayerManager

- inputHandler- InputHandier

+ fargetTransform: Transform

+ environmentLayer:
LayerMask

+ currentLockOnTarget:
CharacterManager

- avaialableTargets:
List=CharacterManager=
+ maximumLockOnDistance:
float

+ nearesiLockOnTarget:
CharacterManager

+ leftLockTarget:
CharacterManager

+ rightLockTarget:
CharacterManager

+ cinemachine:
CinemachineFreeLook

+ cinemachineVC:
CinemachineFreeLook

- Awake(): void

- Start(): void

+ HandleCameraTarget():
void

+ HandleLockOn(): void

+ ClearLockOnTargets(): void

+ CheckObstacles(): void

+ CheckDead(): void

/
/

- Awake(): void

+ OnEnable(): void

- OnDisable(): void

+ Tickinput{delta: float)

void

+ HandleMovelnput(deita:
float): void

+ HandleRollinput{delta:
float). void

+ HandleAttackinput(delta:
float): void

+ HandleBlockinput(): void

+ HandleLockOnInput():
void

Pucynox 23 — JIluarpamma kimaccoB (dacth 1)

Ha PUCYHKC 23 MNpCaACTaBJICHbI KJIAaCChl, CBA3aHHBIC C I''TABHBIM I'CPOCM HI'PBI.

JlaHHBIE KJIACCHl ONMCBHIBAKOT YINPABJICHHUE TJIABHBIM I'€pOEM, YNPABICHUE HUTPOBOMU

KaMepOU M XapaKTEPUCTUKU TJIABHOT'O TEPOSL.

Ha pucynke 24 mokazaHa jauarpaMMa KJIacCoB, CBSI3aHHAash C CHCTEMOU

BOOPYKCHUSA I''TABHOT'O I'€POsI.



InputHandler.cs

+ horizontal: float

+ vertical: float

+ moveAmount: float

+ mouseX: float

+ mouseY: float

+ b_Input: bool

+ rb_Input: bool
+rt_Input: bool

+ Ib_Input: bool

+ jump_Input: bool

+ escape_Input: bool

+ lockOninput: bool

+ rightLockOninput: bool
+ leftLockOninput: bool
+ rollFlag: bool

+ sprintFlag: bool

+ comboFlag: bool

+ lockOnFlag: bool

+ rollinputTimer: float

- inputActions:
ProtoGamerConirols

- playerAttacker:
PlayerAttacker

- playerinventory:
Playerinventory

- playerManager:
PlayerManager

- cameraHandler:
CameraHandler

- movementinput: Vector2

- cameralnput: Vector2

- Awake(): void

+ OnEnable(): void

- OnDisable(): void

+ Ticklnput{delta: float):
void

+ HandleMovelnput{delta:
float): void

+ HandleRollinput{delta:
float): void

+ HandleAttackinput{delta:
float): void

+ HandleBlocklnput(): void

+ HandleLockOnlnput():
void

v
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+ isRightHandSlot: bool

AnimatorManager.cs

+ enableCollider: bool

Playerinventory
PlayerAttacker.cs +weaponSiotManager: PlayerStats.cs
WeaponSlotManager
& - animatorHandler: + rightWeapon: Weaponitem - playerManager:
AnimatorHandler PlayerManager
- inputHandler: + leftWeapon: Weaponitem - - playerLocomotion:
P’ InputHandier PlayerLocomotion
- weaponSlotManager: - animatorHandIer:
WeaponSlotManager - Start(): void AnimatorHandler
- playerStats: PlayerStats - Awake(): void -menu: Menu
X - rigidbody: Rigidbody
+ lastAttack: string + ChangeRightWeapon(
‘Weaponltem newRightWeapon): + staminaBar: StaminaBar
- - Voi void
Awake(): void + healthBar: HealthBar
+ HandleWeaponCombo . . X
(weapon: Weaponitem): Weapon SlotManager.cs %-osgiamlnaRegeneratlonAmuu nt:
wvoid
X + attackingWeapon: Weaponltem + levelName: string
+ HandleLightAttack
weapon: Weaponitem):
\Eroid P po ) + leftHandSlot: WeaponHolderSlot + healthRegenTimer. float
+ healthRegenerationAmount:
+ HandleHeavyAttack . X
(weapon- Weaponltem): @ |+rightHandSlot: WeaponHolderSlot float
void + staminaRegenTimer: float
- + leftHandDamageCollider:
* Block(): void DamageCollider - Awake(): void
- SetAttackDamage + rightHandDamageCollider: o
damage: int): void DamageCollider - Start(): void
+ playerStats: PlayerStats + SetStats(): void
AnimatorHandler.cs  Awake(): void - SetMaxHealthFromLvl(): float
- SetMaxStaminaFromLvi():
;lplayi;Manager + LoadWeaponOnSlot float
ayervianager (weaponltem: Weaponitem, isLeft:
- playerLocomotion: bool). void + RegenerateStamina(): void
PlayerLocomotion LoadLeftw D
) +LoadLeftWeaponDamage -
- inputHandler: Collider(): void |- + RegenerateHealth(): void
InputHandier i + TakeDamage(damage: int,
- vertical: int + LoadRightWeaponDamage strikePosition: Vector3): void
Collider(): void
- horizontal: int - retryCoroutine(): IEnumerator
+ OpenRightDamageCollider(): void
+ TakeStaminaDamage
+ Initialize(): void (damage: int): void
+ OpenLeftDamageCollider(): void
+ UpdateAnimatorValues —|
(verticalMovement: float, + CloseRightDamageCollider(): void
horizontalMovement: Weaponitem.cs
float,isSprinting: bool): void + CloseLeftDamageCollider(): void + modelPrefab: GameObject
+ CanRotate(): void + DrainStaminaLightAttack(): void - + OH_Light_Attack_1: string
+ StopRotation(): void ) .
P 0 + DrainStaminaHeavyAttack(): void + OH_Light_Attack_2: string
* EnableCombo(): void ¢ + OH_Heavy_Attack_1: string
+ DisableCombo(): void + baseStamina: int
+ Enablelsinvulnerable(): WeaponHolderSlot.cs DamageCollider.cs + lightAttackMultiplier: float
void )
+ Disablelsinvulnerable(): + parentOverride: Transform - strikePostition: Vector3 + heavyAttackMultiplier: float
void i - - i i
+ isLeftHandSlot: bool damageCollider: Collider + lightDamage: int
- OnAnimatorMove(): void + currentWeaponModel: + currentWeaponDamage: -
GameQbject int + heavyDamage: int

+ anim: Animator

+ PlayTargetAnimation
(targetAnim:string, isinteracting:bool):
type

+ PlayTargetAnimationWithoutFade
(targetAnim:string, isinteracting:bool):
type

+ UnloadWeapon(). void

+ UnloadWeaponAndDestroy
() void

+ LoadWeaponModel
(weaponltem: Weaponltem):
void

Collider): void

- Awake(): void

+ EnableDamageCollider():
void

+ DisableDamageCollider():
void

- OnTriggerEnter(collision:

Pucynox 24 — JIluarpamma KiaccoB (4acth 2)

Item.cs

+ itemlcon: Sprite

+ itemName: string

Ha pucynke 24 mpenctaBieHbl KJIacChl, CBSI3aHHBIE C UTPOBOM CHCTEMOU

BOOPYIKCHUS. I[&HHBIC KJIaCCbl OIIMCBIBAIOT OPYXKHUC, MCTOAbl HAHCCCHHA YPOHA,

YHPABJIICHUC aHUMAIIHUAMU aTaK U TaK J1aJIcC.
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Ha PUCYHKEC 25 moxka3aHa AuarpaMma KJIaCCOB, CBiA3daHHaAsA € C KJIACCaMU,

OIIMCBhIBAOIIUMHU ITPOTHBHUKOB.

AnimatorManager.cs

+ anim: Animator

+ PlayTargetAnimation
(targetAnim:string, isinteracting:bool):
type

+ PlayTargetAnimationWithoutFade
(targetAnim:string, isinteracting:bool):

type [‘5

EnemyAnimatorManager.cs

- enemyManager:
EnemyManager

- Awake(): void
- OnAnimatorMove(): void

+ CanRotate(): void

+ StopRotation(): void

+ EnableCombo(): void

+ DisableCombo(): void

+ Enablelsinvulnerable(): void

+ Disablelsinvulnerable():
void

State.cs

+ Tick (enemyManager. EnemyManager,
enemyStats: EnemyStats,
enemyAnimatorManager
EnemyAnimatorManager): State

CharacterManager.cs

+ lockOnTransform:
Transform

+isDead: bool

BossManager.cs

+ bossMame: string

- bossCombatStanceState:
BossCombaiStanceState

# Awake(): void

+ ShifiToSecondPhase():
void

EnemyManager.cs

- path: string
- savedata: List=string=

# enemyAnimatorManager:
EnemyAnimatorManager

# enemyLocomotionManager:
EnemyLocomotionManager

# enemyData: EnemyData
+ enemyRigidbody: Rigidbody

+ navMeshAgent:
MavMeshAgent

+ cumrentState: State

+ currentTarget: CharacterStats
+ isPerformingAction: bool

+ isinteracting: bool

+ push: bool

+ distanceFromTarget: float

+ rotationSpeed: float

+walkingSpeed: float
+ maximumAttackRange: float

+ maximumSpecialRange: float

+ canDoCombo: bool

+ detectionRadius: float

+ maximumDetectionAngle:
float

+ minimumDetectionAngle: float
+ viewableAngle: float

+ allowAl ToPerformCombos:
bool

+ comboLikelyHood: float

+ currentRecoveryTime: float
+currentSpecialRecoveryTime:
float

# damageCollider:
DamageCollider

EnemyLocomotionManager.cs

>~

- enemyManager. EnemyManager

+characterCollisionBlockerCollider:

CapsuleCollider

+ characterCollider:
CapsuleCollider

+walkingSpeed: float

+ rotationSpeed: float

+ stoppingDistance: float

+ distanceFromTarget: float

+ enemyRigidbody: Rigidbody

- Awake(): void
- Stari(): void

EnemyData.cs

|

- enemyLocomotionManager:
EnemyLocomotionManager

+ rigidbody: Rigidbody

+ healthBar: HealthBar

+ uiHealthBar: UIEnemyHealthBar
+isBoss: bool

- animator: Animator

- enemyManager. EnemyManager
- bossManager: BossManager

- bossCombatStanceState:
BossCombaiStanceState

- attackSiate: AttackState

—

- Awake(): void
- Start(): void

- SetMaxHealthFromHealthLevel().

float
+ TakeDamage(damage: inf): void

# Awake(): void

# Start(): void

# Update(): void

# FixedUpdate(): void

# HandleStateMachine(): void

# SwitchToNexiState(state:
State): void

# HandleRecoveryTimer(): void

# HandleRotateTowardsTarget
(enemyAnimatorManager:
EnemyAnimatorManager):. void

# PushRigidBody
(enemyAnimatorManager:
EnemyAnimatorManager
): void

# OnDrawGizmosSelected():
void

- ReadSaveData(): void

CharacterStats.cs

+ healthLevel: int

+ maxHealth: float

+ currentHeatth: float
+ staminaLevel: int

+ maxStamina: float

+ currentStamina: float

Pucynox 25 — JIlnarpamma kiaccoB (4acth 3)
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Ha pucynke 25 moka3zaHbl KJIAcChl, OMUCHIBAIOIIME MPOTUBHHUKOB. JlaHHbBIE
KJIACCBI OITMCHIBAOT XapAKTEPUCTHUKH Bpara, EPEABUKEHHUE Bpara.

[IpoTuBHUKM B UTpe AENATCSA Ha JBa TuMa: oObIYHbIe Bparu u 6occ. Knaccei,
ONMHKCHIBAIONINE Oo0cCca, SBISIOTCS PACHIMPEHHBIMUA BEPCUSIMU KJIACCOB OOBIYHBIX
BparoB, IOSTOMY KJacchl 0occa pealn30BaHbl KaK KJIacChI-HACIEAHUKU TIO
OTHOUIEHUIO K KJIaccaM OOBIYHBIX BParos.

Ha PUCYHKC 26 T1oKa3zaHa AquarpaMMa KJlaCCOB, OIIMCBIBAIOHNINX ITIOBCACHHC

IIPOTHUBHUKOB.
CombatStanceState.cs idleState.cs AttackState.cs
+ attackState: AttackState + pursueTargetState: + combatStanceState:
. PursueTargetSiate CombatStanceState
+ enemyAitacks: EnemyAttackAction(] . )
+ detectionLayer: LayerMask — + pursueTargetState:
+ pursueTargetState: PursueTargetSiate
PursueTargetState[] + Tick (enemyManager- + currentAttack: EnemyAttackAction
+ hasSpecial: bool EnemyManager, enemyStats: + willDoComboOnNextAttack: bool
EnemyStats, enemyAnimatorManager ’
# horizontalMovementValue: float EnemyAnimatorManager): State + hasPerformedAttack: bool
+ specialAttack: bool
# verticalMovementValue: float |l + specialAttackTime: float
# randomDestinationSet: bool # damageMultiplier- float
V - path: string
+ Tick (enemyManager: EnemyManager, State.cs - savedata: List<string=
enemyStats: EnemyStats,
enemyAnimatorManager + Tick (enemyManager: EnemyManager, o
EnemyAnimaiorManager): Siate enemyStats: EnemyStats, L f——| - Start(): void
. - . . enemyAnimatorManager
# DecideCirclingAction (). void "_'_'"D EnemyAnimatorManager): State + Tick (enemyManager: .
# WalkAroundTarget (): void EnemyManager, enemyStats:
rget i A EnemyStats, enemyAnimatorManager
- # GetN ewAﬂack{ene_my Manager: EnemyAnimatoriManager). State
EnemyManager): void o + AftackTarget (enemyManager:
,{F EnemyManager,
enemyAnimatorManager:
BossCombatStanceState EnemyAnimatorManager): float
+ hasPhaseShifted: bool + AttackTargetWithCombo
: (enemyManager. EnemyManager,
+ secondPhaseEnemyAttacks: enemyAnimatorManager:
EnemyAttackAction[] EmemyAnimatorManager): float
+ RollForComboChance
# GetNewAttack (enemyManager: ¢ (enemyManager. EnemyManager):
EnemyManager): void float
PursueTargerState - ReadSaveData(): void
T + combatStanceState:
CombatStanceSiate
EnemyAttackAction.cs
L + cancombo: bool + Tick (enemyManager:
EnemyManager, enemyStats:
+ comboAction: EnemyAttackAction E nemyStats, enemyAnimatorManager
EnemyAnimatorManager). State BossAttack State.cs

+ attackDamage: int + Tick (enemyManager:

EnemyManager, enemyStats:
EnemyStats, enemyAnimatorManager
+ maximumAftackAngle: float EnemyAnimatorManager): State

- PerformSpecialAttack
(enemyManager: EnemyManager,
enemyAnimatorManager:
EnemyAnimatorManager): type

+ recoveryTime: float

+ minimumAitackAngle: float

+ minimumDistanceNeededToAltack:

float - PerformDashAttack (enemyManager:
EnemyManager,

+ maximumDistanceNeededToAttack: enemyAnimatorManager:

float EnemyAnimatorManager). IEnumerator

Pucynok 26 — Jlnarpamma kiaccoB (d4acth 4)
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Ha pucynke 26 mnoka3aHbl KJIacChl, OINMCHIBAIOLIUE COCTOSHUS HIPOBBIX
IpOTUBHUKOB. [IoBEneHNE BparoB B Urpe, ynpasisieTCss MAIIMHOW COCTOSIHUM, KOTOpast
BKJIIOUAET 4 COCTOSHUSA: COCTOSIHUE IIOKOS, COCTOSIHUE INPECIIEOBaHUs, COCTOSHHE
00eBoil cTOMKH, cocTosiHME aTaku. Habop cocTosiHMI MIEHTUYEH Y OOBIYHBIX BParoB
u y 6occa. CocrostHusI O0Ccca OTIMYAIOTCS OT COCTOSIHUNM OOBIYHBIX BParoB T€M, YTO
OIKCHIBAIOT JIBE (pa3bl 00 ¢ pa3HBIMU aTaKaMH, a HE OJIHY.

Ha PUCYHKC 27 Tmoka3zaHa AuarpaMma KJIaCCOB, OIIMCBIBAIOIINUX CHCTCMY

COXPAaHEHUH UTPHI U NIEPEXOIBI MEKY YPOBHIMU.

ControlCheck.cs

DoorBehavior.cs

LevelEndByKillingBoss.cs

- path: string

+ collider: BoxCollider

+ door: DoorBehavior

+ Ullcon: GameObject

+ enemyList. GameObjeci]
+ movelLength: float

+ duration: float

+ sceneMame: string

- savedata: List=string=

-

+ collider: BoxCollider

+ enemyList: EnemyManager(]
+ movelLength: float

+ duration: float

+ isOpened: bool

- Update(): void
- CheckEnemyList(): bool

- OpenDoor(): IEnumerator

- Awake(): void

- SaveGame(): void

- OnTriggerEnter{collision:
Collider): void

- path: string

+ sceneMame: string

- savedata: List=string=

+ canvas: GameObject

- path: string

+ cutScene: string

+ bossManager. EnemyManager
+ isEnded: bool

- cinemachineViriualcamera:
CinemachineVirtualcamera

- anim: Animator

- cutsceneGamerAnim: Animator

- - dilation: float
+ - Tloat - CloseDoor(): IEnumerator
+y: float + gamer. GameObject
+z: float LevelEndByCollide.cs + cutsceneGamer: GameObject

+ canvas: GameObject

- Update(): void

- Awake(): void
- OnTriggerEnter{other:
Collider): void

- loadMextScene
(Playerstats playerstats):
|[Enumerator

- SaveGame(): void

+ 3 float

- Update(): void - Awake(): void
+y: float

- SetEnemiesEnabled():

void + Z: float

- ShowUilcon(): + l[padLevelMame: string

IEnumerator

Pucynok 27 — JIlnarpamMmma KjiaccoB (4acTh 5)
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Ha pucynke 27 moka3aHbl KJIacChl, CBSI3aHHBIE C CHCTEMOH COXpaHEHHUU H
NIEPEX0I0B MKy UTPOBBIMH YPOBHSIMH.

Teneps onuiem Kiaacchl, MPUBEACHHBIE HA JUarpaMmax KJIacCoB:

- kiacc CharacterManager siBisieTcst poJIUTEILCKUM KJIaCCOM JIJISl KJIaCCOB
PlayerManager u EnemyManager u coep>xut mapy IoJIeH, ONUCHIBAIOIINX TO, JKUB
JIM TIEPCOHAXK W TOYKY /Il JOKYCHPOBKH KaMephbl B pe)KUME 3aXBaTa B Clydae, €CIH
kKaMmepa Oyzer 3apuKkcupoBaHa Ha JTaHHOM MEPCOHAKE;

- kiacc PlayerManager comeput moutu BCIO HH()OPMAIUIO O TEKYIIEM
COCTOSIHWH TJIABHOTO T'eposi, KOOPIAUHUPYET pabOTy IPYTUX CBA3AHHBIX C HUM KJIACCOB
u B oTinure oT EnemyManager oTBevaet 3a pacroiokeHre repost Ha UTPOBOM YPOBHE
B KOOpJIMHATAX, YKa3aHHBIX B (haiiie coXpaHeHMs,

- xiacc CharacterStats sBisieTcst poJUTENBCKAM KJIaCCOM ISl KJIacCOB
PlayerStats u EnemyStats, a Taxxe ero moiist cojaepkat UHPOPMAIIUIO O 30POBbE U
BBIHOCIIMBOCTH TIEPCOHAXKA;

- kiacc PlayerLocomotion onmceIBaeT nepeBKEHUE TIIABHOTO Tepos;

- kiacc InputHandler orBeuaer 3a 00pabOTKY CHTHAJIOB OT KJIABUATYPHI
Y MBIIIIH;

- kinacc CameraHandler oredaeT 3a ympaBiieHHE peKUMaMH pPabOTHI
KaMmephl (CBOOOHBIM PEXXHUMOM U PEKHUMOM 3aXBaTa Bpara B (poKyc Kamephl);

- kiaacc PlayerAttacker omumceiBaeT arakd TJIABHOTO T'epOsi U PEKUAM
0JI0Ka yJ1apoB;

- kiaacc AnimatorManager wucmonb3yeTcst IS 3alMycka  PasIMYHbIX
aHMMAaIluii, a TaKKe SBISCTCS POJUTEIbCKMM Uit kiaccoB AnimatorHandler wu
EnemyAnimatorManager;

- kiacc AnimatorHandler omuceiBaeTr (QyHKIUMH, KOTOpbIE MOXKHO
BBI3BIBATh M3 aHUMAIM{ TJIABHOTO Teposi (HAampuMep, €Clid B aHUMAIMU BBI3BATh
¢dyukmnuto StopRotate(), To nepcoHax HE CMOXKET MOBOPAYUBATLCS BO BPeMsl TaHHOMN
aHMMAaIluM), a TaKKe JAaHHBIA KJAcC PEryaupyeT IMEepeMeIIeHHue Tepos BO BpeMs

aHuMalui (Hanpumep, NepeMelleHre repost BO BpeMs MepeKara);



39

- kinacc Playerinventory conmepxutr uHpOpMAIMIO O TOM, KakKWe BEIIH
JIEP>KUT TJIABHBIM I'€pOM B JIEBOU U ITPABOU PYKE;

- kiacc WeaponSlotManager conepxuT (pyHKINHU, BBI3BIBAEMBIE BO BpEMSsI
aTak (Harmpumep, oHa U3 QYHKIIUH aKTUBUPYET CIIOCOOHOCTH OPYKHS B IIPABOH pyKe
HAaHOCHUTh YPOH);

- kiaacc WeaponHolderSlot omuceiBaeT ¢ia0T AJis OpYKHsS M BKJIIOYAeT
CBEICHHS O TOM, B KAKOH pyKe HAXOAUTCS OPYKHE U KAaKOE 3TO OPYXKHUE;

- kinacc DamageCollider ommceiBaeT Takue cBoiicTBa Kojutaiinepa (30Ha,
KOTOPOU OpY>KHE HAHOCHUT YPOH) OPYXKHS, KaK TeKYIIHA YPOH, TIO3HIINS YAAPSIOMIETO
MepCoHaXka, TEKYIIee COCTOSTHUE KoJulakiepa (BKJIIOYEH WU HET);

- kimacc Item omuceiBaeT mpeaMEeT W SBISETCS POAMTEIBCKUM IS
kiacca Weaponltem;

- kiacc Weaponltem onucsiBaeT opyxue;

- kiacc EnemyAnimatorManager cxok IO CMBICIY €  KIAcCOM
AnimatorHandler, Tonpko npeaHa3HaueH IS MPOTHBHUKOB;

- kiacc EnemyManager cxox o cmbiciay ¢ PlayerManager, Ho onuceiBaet
HE IJIaBHOTO Ieposi BUACOUTPHI, a Bpara;

- kiacc BossManager sBisieTcss  OYEpHMM 1O OTHOLIEHUIO K
EnemyManager u otHOocuTCS K 60CCY UTPHI;

- kiaacc EnemyLocomotionManager nHuruaau3upyeT KOMIOHEHTHI Bpara,
OTBETCTBEHHBIC 32 MEPEIBIKEHUE;

- kiacc EnemyData cxox o cMbiciy ¢ kitaccom PlayerStats, Ho onichiBaeT
OOBIYHBIX BpParoB u 6occa;

- kiacc State sBisieTcss poAUTENbCKUM ISl IPYTUX KIIACCOB COCTOSIHUN U
COICPKUT aOCTpaKkTHBIM MeToj] TICK, KOTOpBIA OTBEYAeT 3a JIOTMKY COCTOSHUS M
nepeonpeeNsieTcs B KilaccaX HacJaeIHUKAX;

- xiacc idleState onmceiBaeT cocTostHUE TTOKOS;

- kiacc  PursueTargetState  ommchiBaeT  COCTOSSHME  TIOTOHU 32
TJIABHBIM T€POEM;

- xiracc CombatStanceState onuceiBaeT cocTossHreE O0EBOM CTOMKHU;
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- kinacc BossCombatStanceState  ommcwhiBaer  coctoseHue  00OEBOM

cToiiku 0occa;

kiacc EnemyAttackAction ormceiBaeT ataky Bpara;

- Kiacc AttackState onmceiBaeT COCTOSIHUE aTaKy;

- xiacc BossAttackState omuceiBaeT coctosHue araku 0occa;

- kiacc ControlCheck omuceiBaeT KOHTPOIBHYIO TOUKY;

- kiaacc DoorBehavior onwuceiBacT moBeneHHE IBEpeH, HMCIOIB3YeTCS B
kiacce ControlCheck st 3akpeiTHs 1Bepeit 3a rIaBHBIM IepoeM, TOCHIE JTOCTHKCHHUS
KOHTPOJIbHON TOYKH;

- kiacc LevelEndByCollide onmckiBaet nepexoa Ha CIeAYIOIINUN YPOBEHB;

- kinacc CheckPointAfterBossDeath ommchkiBaer nepexon Ha QUHATBHYIO
CIIEHY MocJe nodeibl HaJy 00CCOM.

Jlanee npuBeIEH pUMEP ITOJTHOTO OIMMCAHUS OJTHOTO M3 KJIaCCOB.

HasBanue kiacca: PlayerManager.

Ha3nauenue: cofepXUT NMOYTH BCHO HHPOPMALUIO O TEKYIIEM COCTOSHUU
TJIABHOTO Teposi, KOOPIUHUPYET pabOTy IPYTHX CBA3AHHBIX C HUM KJIACCOB M OTBEYACT
3a pacIoJIOKEHHUE Teposi Ha WIPOBOM YPOBHE B KOOpAHMHATAX, YKa3aHHBIX B
(aiine coxpaHeHusl.

Unens! kiacca:

- path: string — myTs K ¢aiiny coxpaHeHus;

- inputHandler: InputHandler — cchiika Ha CKpUNT, OTBETCTBEHHBIN 3a
00pabOTKy CUTHAJIOB C KJIABHATYPHI U MBIIIIH;

- anim:  Animator — KOMIIOHEHT OTBETCTBEHHBIA 34 aHUMAlUU
TJIABHOT'O TepOs;

- playerLocomotion: PlayerLocomotion — cchliika Ha CKPHIIT, OTBEYAIOIIHIA
3a IepeMeIIeHUE U JCHCTBUS (BpoJie IiepeKaTa) IJIaBHOTO repost;

- playerStats: PlayerStats — ccblika Ha CKPHIIT, XpaHSIIANA XapaKTEPUCTUKU
TJIABHOTO TEPOS;

- cameraHandler: CameraHandler — ccoliika Ha CKpHIT, OTBEYAIOIIMNA 3a

yIPABJICHUE PeKUMaMU PaObOThI KaMEphI;
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- gamerWeapons: List<Weaponltem> — cnoucok, XpaHsIHid OpyKHe
TJIABHOT'O Irepost (MTPOK MOKET BBIOPATh TOJIBKO OHO U3 OPYKUW B HaYaJe UIPhl);

- isInteracting: bool — ¢nar, mokaspIBalOMUi 3aHAT JIM TJIABHBIH T'epOM
KaKUM JIH0O JCHCTBUEM;

- iIsSprinting: bool — ¢iar, moka3sIBaroIIMiA OSKHUT JIH TJIABHBIN Tepoi;

- isInAir: bool — ¢uar, moka3pIBaroIUi HAXOMUTCSA JH TJIABHBINH T'epoOii
B BO3JIyXE;

- iIsSGrounded — duar, mokasbIBarOIIMK HAXOAWTCS JU TJABHBIA TepOM
Ha 3eMJIC;

- canDoCombo — ¢uar, moka3bIBarOIIUNA MOXET JIM TJIaBHBIM Tepoil B
JTAHHBIA MOMEHT IPOI0JKMTH KOMOO yIapoB;

- isinvulnerable — ¢uar, nmoka3sIBarOLMi HEYSI3BUM JIM TJIABHBIA TepOi B
JIAHHBIM MOMECHT;

- isBlocking: bool — ¢uar, nmoka3siBaromuii HaXOIUTCS JIM TJIABHBIA Tepoit
B COCTOSIHMM OJIOKa yIapOB;

- takingDamage: bool — ¢nar, mokaspIBaroyii MOTyYaeT U TJIaBHBIA
repoy YpOH B JaHHBIA MOMEHT;

- damageReduce: int — mpoleHT yMEHbIICHUS YPOHA B COCTOSTHUH OJI0Ka,

- saveData: List<string> — criicok AaHHBIX U3 (aiijia COXpaHCHHUS.

DyHKIMHU KJ1acca:

- Start() — meTo, oTBeUaroNInii 32 HHUIHATM3AIIMIO MTOJIEH JaHHOTO Kilacca
B MOMEHT €r0 TOSBJICHHS, a TaK)KEe 3arpykarolluii CBEICHHsS O TJIABHOM Iepoe U3
daitma coxpaHeHus (HAIpHUMEpP, XapaKTEPUCTHKH Te€pOs IOJACTPAUBAIOTCS O]
YPOBEHB CII0KHOCTH);

- Update() — meTon, oTBedaromuii 3a BBITOJHEHUE ACHCTBHI BO BPEMS
KQ)KJIOTO TaKTa paboThl UTPHI;

- FixedUpdate() — merox cxoxwuii mo cmeicay ¢ Update, Ho ecnu Update
cpabaThIBaeT OJMH pa3 3a OAWH Kaap urpbl, To FixedUpdate mosxer He cpaboTaTh HH

pasy, Iu00 cpa3y HECKOJILKO pa3 B TEUEHUE OJIHOTO KaJipa UTphI;
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- LateUpdate() — meronm cxokmii mo cmbeicay ¢ apyrumu Update —
METOaMH, HO B JJAHHOM CJIy4dae OH BBI3bIBACTCS OJMH Pa3 3a OJUH KaJp UIPHI TOCIIE
BCEX OocTanbHbIX BUI0B Update-meTo0B;

- ReadSaveData() @~ wMeTrogq  ains  CUMTBIBAHHS  JaHHBIX U3
¢aitna coxpaHeHuUs.

TakuM 00pa3oM ¢ MOMOIIBIO JAUArpaMM KJIACCOB M OIMHCAHHUS KJIacCOB ObLIa

CIIPOEKTHUPOBAHA CTPYKTYpa MPUIOKEHUSI.
3.3 IlpoekTHpoOBaHue AJITOPUTMOB

Ha pucyHkax HWXKE TOKa3aHbl MNPUMEPbl HEKOTOPBIX  AJITOPUTMOB
pa3pabarbiBacMoii Buaeourpel. Ha pucynke 28 mnpencraBieHa OJIOK cxema JUIs

aNIrOpUTMa 3axBaTa Bpara B (pOKyc Kamephbl.

DOEEPMTE HAXOAMTCA Id
MAEHEIA repoil B COCTORHIM
dokyca Ha epare

A J
COCTAEUTL CMUCOK BPETOE
B ONPEenEHHOM paauyce
nepeq MaeHLIM repoem &
rofie ero 3peHuA

i=1
k = gnuHa cnucka
Bparoe BOKPYT repos
min = HyNego epar e
crMcxe

MepesecTv kamepy &
cB0G0AHLIN PEXMM

3adwmrcHpoBaTe
Kamepy Ha Bpare min

la

DaccToRHWE OT i-To Epara 40 repoA <
PACCTORHWE MiN Bpara Ao repoA

min = i-blil Bpar B
h J P

crvcke
KoHey

i=i+1

Pucynox 28 — biok cxema fij1st anroputMa 3axBaTa Bpara B (HOKyc Kamepbl
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Ha PHUCYHKE 29 NpeACTaBJICHA JUarpaMmMa mocCjacaoBaTCIbHOCTHU JJIA aJlrOpUuTMa

COBEPILICHUS JIETKON aTaKu.

XapakTepucTHEM

CucTema aHuMaLmm
TMAaBHOro repoA

% WuTeptelic Cucrema BB003 Mrpoean noruka

Monsz0Barens

I KOM3H[3 0 COBEpLUEHMH
: nerkoi araKm

]
'
1_ KomaHfa o cosepieHmn |
1
i

1
1
i
nerkoi aTaru :
1

TMpoBepKa Ha 3aHATOCTL
1 ODYTUMK SEACTBUAMMN

LE PeaynkTtat nposepkit

T [

"

MpoBEpKa Ha YPOBEHL :

|
|
| BHIHOCTIMBOCTH |

[FmasHbit fepoi He 3aHAT
ApYrMu NedCcTEMAMM] Pe3synkTaT NpoEepkn

S .

alt

[EniHOCNWEOCTH XBATAET
ONd Nefkon araku]

NErkoil ataku

n
L
L
L
i
Hauate aHumalmo :
]
]
i
1

MoTpatuTe
EEIHOCIMEDCTE

(OO0HOBUTL LKAy
BHIHOCTIMBOCTH

MoKazaTe MIMEHEHNE —ef oo
BLIHOCMUBOCTH

S A el e

R

PI/ICYHOK 29 — ,Z[HarpaMMa IMOCJICAOBATCIIbHOCTHU IJISL aJITOPHUTMa COBCPIICHUA

JIETKOU aTaku

[ToBenenne MpOTUBHUKOB M OOCCa PEryIUPYETCs MalllMHAMU COCTOSTHUM. J{is
0occa M OOBIYHBIX TMPOTUBHUKOB HOTH MAIIUHBI COCTOSIHUM  OTJIWYAIOTCS
He3HauuTenbHO. [loBenenne 6occa xapakTepu3yeTcs CIeAYOIUMUA COCTOSIHUSMU:

- COCTOSIHUE TIOKOS,

- COCTOSAHMC IMPCCICOAOBAHUA,

COCTOSIHUE aTaKH;

- COCTOSsTHUE OO€BOM CTOMKH.

[ToBenenue 6occa oTaAUYACTCS OT TOBEACHHS OOBIYHBIX MMPOTUBHUKOB TEM, UTO
00cc mepexoauT BO BTOPYIO (ha3y Mmociie TOro, Kak MoTepsieT MOJIOBUHY CBOUX OYKOB
310poBbs. Bo BTOpO# (paze criucok OOBIYHBIX aTak Oocca MEHSIETCS, a elIé OH MOXKET
BpEMs OT BPEMEHH COBEPINIATH CIIEITUATBHYIO aTaKy (PHIBOK B CTOPOHY IJIaBHOTO Tepost
C OCJIEAYIOIINM YJIapOM).

Jlns oToOpakeHusl JaHHBIX COCTOSIHUM M TIEPEX0JI0oB OblIa MOCTPOCHA CXema

COCTOSIHUI M TIEpeX00B 111 00bIYHOro npotuBHUKa (pucyHok 30).
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B none apeHuA
HET MEsHon

repoR

COCTORHWE NOKDR

B none apeHuA
NOAEWNCH MESHER
MABHLIA repoi Ha PACCTORHWW ST3EN, HO 3TaKa SIS He repou

MTOoE3 K NpAME HEHNHDY

CocToAHue
npecrneqoEaHna

MMEEHEA repon BHE QUCTEHLMNA STIEA

[MaEHEIR repod BHe
PSCCTORHUA ATaxa roTosa K
P T — NEWMEHEHWED 1

IMEEHEIH FBPDA Ha

PACcCTORHMWN 3TaEW

TM3EHLIA repol H3 PRCCTORAHME
o5EIuHON 3TaKK, HO 3TaKa BuWE

HE MTOES K I'IFIH MEHEHAKD
CocTorHWe Goesoi

- CocToAHMe aTary
CTOWEN

[MaBHLIA repOl Ha PRCCTOAHME
obLMHOW STAKA M 3TAKA MOTOEA K

MpAMEHEHNED

Pucynok 30 — Cxema cOCTOSIHUI U IEPEXOA0B ISl MPOTUBHUKA

B meproit ¢aze mammHa cocTosHHN 00cca HJICHTHYHA MAIIMHE COCTOSHHI
OOBIYHBIX MPOTUBHUKOB. CXeMa COCTOSIHUM U MEePEeX0/10B JjIsi BTOPO (ha3bl OUTBHI €

0occom mokaszaHna Ha pucyHke 31.

[MagHLIA repof HI PICCTORHWA 3TEEA, HO STIKS BUWE He
roToEa ¥ npuseseHan MITK cneyaTtaka roTosa K nprMesesd

W MaEHLIA MEDOA B 30HS QOCATAEMOCTH CIISUATIEM
Cocroanue

npecreqosaH1a

[MEEHEA MepoA BHE OWCTEHUMA STIE

MMaexLId repod BHE
PECCTORHWA ATaxa roToea K
obLMHOW STakM NpUMEHEHWED M

MEEHEIA FEpoA Ha

IMaBH=I# Nepold Ha PACCTORRMA
PRCCTORHMNA 3TAEM

0BLIUHON 3T3EN, HO 3TAK3 BWE
He roToeEa K npumeqersn MITH

TONBED UTo Geina npoeegeHa
CocToAHWe Goeson cneuaTaka

.. CocroAHue atakm
CTOMEW

TMasH=M repold B3 DECCTORHMKM OSo/UHOM ST2KM W 3TaKa rOTORS &

npsmeHeHno MY cnenaTaka roTosa K NDMMEHEHUED W IMaBHEIA

repol B S0ME SOCATSSMOCTA CNSUSTMM, HO EHE S30HE! SOsrHON
STakm

Pucynoxk 31 — Cxema cocTosiHUN 1 IEpeXoA0B M1 0occa (BTopast ¢asza 60s1)
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Ha pucynkax 32, 33 moka3aHbl OJIOK CXEMbI, AEMOHCTPUPYIOIIHE MOPSAIOK

JIEUCTBUY B paMKaX COCTOSIHUS TTOKOSI U COCTOSIHUSI IIPECIIeIOBaHUS Oocca.

Her

ECTb MW pAZOM
NABHEIR repoi?.

HasHaunTe rmasHor

repos Tekylwei
Lensk
CHOBa NepelT & \l’
COCTORHME MOKOA

MepeiiTi B COCTORHKE|
MOTOHN

]
( kowey )

Pucynox 32 — biok cxema Jj1s1 COCTOSIHUS TTOKOS

B cocrositHuu mokost 00cc OKMJAeT TJIABHOTO repos OO0 TeX IOop, MOKa He
YBUJIUT €TO.

Havano

PO BINOMHAET APYroe
neicTane?

CreunansHan ataka roToea £
NPUMEHEHIID?

rnagHsIil repoit Ha
PACCTORHUM aTakn?

MepecTate WATH B
CTODPOHY FMasHore
TepoR

v

MepeiiTi B COCTORHNE
Goesoi cToikm

naeHbIil repoit Ha
DACCTORHMM CTIEUMANLHOM
arakn?

H TepecTaTs UATH B
eT EcTb CTOPOHY FMasHoro
crneumMansHan repos
araka? l
MepeiiTi & cocToRKueE|
Wiomn & cTopoHy Goes0i CToRKM
TMABHOTO repoA

CHOEa NepedTi B
COCTORHWE MOTOHM

¥

Pucynox 33 — biok cxema 111 COCTOSIHUS MTPECIIeTI0BaHUS
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B pamkax cocrosinus npeciieoBanusi 60cc npuOImKaeTcs K ri1aBHOMY T'epoio U
NEPEXOUT B COCTOSHHME OOEBOM CTOMKHM B CIydasX, KOIJIa BO3MOXXHO COBEPILUTH
CHEUATbHYIO aTaKy WA OOBIYHYIO aTaKYy.

Ha pucynke 34 mokazana OJOK cXxema, OINUCHIBAaIOIIas COCTOsIHME OOeBOM

CTOMKH Oocca.

Oa

Het

Mepoi BLINONHAST
npyroe AeidcTene?

TNaEHLIit Tepoil BHE
AWCTAHLMK 0BbIMHOM
aTaku 1 Ha QUCTAHLMK
CNeLaTak

Het

YKa3aTb COCTORHWID
araKu, YyTo Hago
BLINOMHWTE CIELATaKY

!

MepeiiTi B COCTOAHME|
araku

EcTb cneuataka v oHa
roToBa K MCNONbL30EaHHD

Het |

[MaBHbIi repoi 3a
MCTAHLWENR aTaku

Het

ATaxa ewidpada n
rOTOBA K MCNONL3083HUID

MepeiTh B COCTORHUE
NOFOHK

BHIKMHOUNTE PesimM
%0060 BORDYT
IMasHOro repos

Her BrnoueH pexm xoas0k!

BOKDYT FMABHOTO repos \l’
MepeiTd B pexMm
aTaku
BEMIOYMTE PEXMM g
#00b0b6l BOKPYT
TMABHOre repoA
. A
—‘1{ Bul0pats
i CNEeayHLLyio aTal
CHoBa nepeiTi B E0YHLY KY
COCTOAHWE GOEBOil
CTOMKN

{

Pucynok 34 — biok cxeMa Jijisti COCTOSTHUSI 00€BOM CTOMKHU

B pamkax cocrosinus 60eBoi CTOMKH 00CC MOXKET JINOO MEepPErTH B COCTOSIHUE
npecienoBaHus, JM00 B cocTosHUe arakd. [lepexoa B cocTosiHuE mpecieaoBaHus
MPOUCXOJUT B cCllyyae, KOTJa JUCTaHUUsA OO0 reposi OoJbllie JUCTAHIUU aTakd WU

CIiIffjaTaka HE rOTOBa K HCIIOJIb30BaHHUIO (TaK)Ke Mepexo BO3MOKCH B CUTyalluH, KOI'J{a
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paccTosiHME [0 TJIaBHOTO Teposi OoJibllle JUCTAaHIMM crenartaku). llepexon B
COCTOSIHAE aTaKH MPOUCXOJIUT, KOT/Ia TJIaBHBIA TepOi B 30HE JOCATAEMOCTH OOBIIHOM
aTakyl WM TJIaBHBIA T€pOl B 30HE JOCITaeMOCTH CIelaTtakd (Ipu YCIOBUH, UTO
CrieriaTaka roToBa K MCIOJIb30BaHUI0). Takke B ciydae, KOrja HU OJlHAa M3 aTaK He
JOCTYITHA U 60CC HAXOUTCS HA PACCTOSTHUU OOBIYHON aTaKd OT TJIABHOTO Teposi, 60cc
MOXET OCTaBaThCsl B COCTOSIHUHM OOCBOM CTOMKU U KPY>KUTh BOKPYT IJIABHOTO T'€poOsl B
CIIy4ailHOM HalpaBJICHUHU.

Ha pucynke 35 noka3zana 070k cxema, OMUCHIBAIOIIAsl COCTOSTHUE aTaku 0occa.

Havano

MocTynuna KoMaHaa
ELINOMHMTE CNELaTaKy

BrInonH1Ts
CTeLaTaky

InaekLlil repoi eHe
AMCTAHLIMM aTaku

Het
willDoComboOnNextAttack
==true

BeNonHUTE KoMGo willDoComboOnNextAttack
araky = false
hasPerformedAttack = true

Mepeiiti & cocToRHKE|
NOTOHM

na Het

IhasPerformedAttack

MpoeecTu ataky

U

BLIMMCTHTL WaHT
NpoBefeHA KoMOD ataku
hasPerformedAttack =
true

Her Na
willDoComboOnNextAttack == trug

Mepeiiti & cocToAnue| | CHoea nepeiiti 8
GoeBoil CTOHKN COCTORHHE aTaku

Ecnv cnenywiLan ataka
Oynet koMGo arakoi

willDoComboOnNextAttack
= true

Pucynox 35 — biok cxema 171t COCTOSIHUSI aTaKu

B pamkax coctostHus aTaku 60CC MOXKET COBEPIIUTH CIEIaTaKy Wi OOBIYHYIO
aTaKky, a TaKXKe W3 MOXET MPOU3OUTH TMEepexo] B COCTOSHUE OOEBOM CTOMKH WM

cocTostHue npeciienoBanus. [lepexos B cocTossHUe O0€BOM CTONKH ITPOUCXOJINT, KOT/1a
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aTaKka COBCpIICHA U paCCTOAHUE OO I''TAaBHOI'O I'cpoA HE OoJbIIIe PaCCTOAHUA OOBIYHOM
aTakKu. Hepexon B COCTOAHHC IIPCCICAOBAHUA IMPOUCXOJUT, KOrga pacCTOSAHUC 10

TJIABHOTO I'epost 00JIbIle pacCTOSHUS OOBIYHOM aTaKu M HE COBEpIIAeTCs ClelaTaka.

3.4 IlpoexkTHpoOBaHNEe CTPYKTYP AAHHBIX

]_IJ'ISI COXpaHCHHUA IIPOrpecca Urpoka B BHACOUI'PC HCIIOJIB3YCTCA TEKCTOBBIU

daiin. Ha pucynke 37 nmokazan npumep (aiisia coxpaHeHUsI.

Paiin  Mpaeka Qopmat Buwg Cnpaska
Final

0

0

-30

easyDifficulty

Sword

Pucynox 37 — ®aiin coxpaneHus

Teneps onuirem coaepkumoe (aitna coxpaHeHus, TOKa3aHHOTO Ha PUCYHKe 37.
B nepBoii cTpoke daitna xpaHUTCS Ha3BaHUE TEKYIIETO YPOBHS UTphbl. Bo BTOpOIl —
YeTBEPTOM CTPOKAX 3alMCaHbl KOOPAWHATHI WIPOKA Ha ypoBHE. B msATON CTpOke
XpaHuTCa UH(OpMAIMS O CIOKHOCTU UTPhl. B 1IecTOl CTpoKe XpaHUTCS Ha3BaAHUE
OpY>KHsI TTIABHOTO T€pOsi, KOTOPOE BHIOpAT UTPOK.

Bce ocranbHble JaHHBIE B UTPE XPaHATCA B JUHAMUYECKHU CO3JaHHBIX 00bEKTaX.
Korga mosb3oBarenb 3amyckaeT WIpy AMHAMUYECKHE OOBEKThI T€HEPUPYIOTCS C
y4€TOM JMaHHBIX B (haiiyie coxpaHeHus (HampuMep, 3I0POBbE U YPOH BparoB OyayT
3aJIaHbl C Y4YETOM CJIOKHOCTH WIPBI, 3amucaHHOM B (aiine coxpanenus). Korma
MOJI30BATENIh 3aKPBIBACT WIPY, TO JTUHAMHYECKHUE OOBEKTHI yHAJSIOTCS BMECTE C

AaHHBIMH, KOTOPBIC B HUX XPAHUIIUCE.
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4 Peanm3anus NPUJIOKEHUS
4.1 KogupoBaHue NPUI0KEHUSI

Buneonrpa Oblia peann3oBaHa Ha UTpoBoM ABMKKe UNity ¢ mcrosb3oBaHreM
s3pika  TporpammupoBanust C#. Ilpumepsl Kkoma BHICOUTPHI TIPEICTABICHBI B
MIPUJIOKEHUH A.

JIist oTOOpaskeHHMs OCHOBHBIX KOMIIOHEHTOB WM CBSI3€H MEXIy HUMHU Oblia

COCTaBJICHA AUarpaMMa KOMIIOHCHTOB, IIOKa3aHHAsA Ha PUCYHKC 38.

WMHTepdeic @afn ¢ CoXpaHeHnem
T
Mogerni e CugeHEl CrpUnTeI
A A
MaTepWank AHUMAELMHK €T - MNMpedabsl

Pucynok 38 — JIluarpamMmma KOMIIOHEHTOB

OCHOBHBIMU KOMITOHEHTaMHU BHUJICOUTPHI SIBIISIOTCS CIICHBI. Best urpa siBnsieTcst
MOCJIEI0BATEIBHOCTBIO CIIEH, KOTOPhIE B TOM WJIM MHOM BHUJE BKJIIOUAIOT B ceOsl BCe
OCTaJbHBIE KOMIIOHEHTHI WIPHl (aHMMAIlMU, CKPUITHI, Tpedadbl, SIEMEHTHI
uHTepdeiica u T. 1.).

Onucanre NoKa3aHHBIX HAa pUCYHKE 38 KOMIIOHEHTOB COJIEPKUTCS B Tabuiie 2.

Tabnuna 2 — Onucanne KOMIIOHEHTOB BUICOUTPHI

KomoHeHT Ha3nauyeHue
Cuenbl JlaHHBII KOMIIOHEHT BKJIFOYAET B ceOs BCE CIICHBI
BUjieourpsl. CligHa — 3TO YPOBEHb UTPhI CO BCEMU
HY>KHBIMU 00BbEKTaMH (K TaKUM 00BEKTaM MOKHO
OTHECTH 3JIEMEHTHI uHTepdeiica, rIaBHOTO Tepos,
UTPOBBIX TPOTUBHUKOB U T. 11.).




[Ipomomkenue TaduIb 2

KomoneHnr

Ha3znauenue

Monenn

KoMmoHeHT BKIIO4aeT B ce0s1 Bce TPEXMEPHBIE
Mozenu urpbl. TpéxmepHas MOJIENb COCTOUT U3
MTOJINTOHAJIBHOW CETKH (MeI1a) U TEKCTYPHI.

Ckpuntsl

KommoHeHT BKito4aeT B ce0s BCE CKPUITHI
Buieourpbl. CKpHUNT — 3T0 KoJ Ha si3bike CH#.

AHnMmanmu

KoMnoneHT BKIIO4aeT B ce0s Bce adHUMaluu,
HCITIOJIB3YIOIIHUCCS B UT'PC.

Marepuaisl

KomnoneHT BkiIrouaeT B ce0si Bce MaTepuaibl
BUJIeOUTphl. Matepuai — nHOpMaIus 0 3pUTEIbHBIX
CBOMCTBaX MoJieJiu (IIPO3PaYHOCTh, OJIMKH, 1[BET,
TEKCTypa U T. 11.).

[Ipedabor

KommonenT Bkirouaer B ce0s Bce npedadsr
Bugeourpsl. [Ipedad — 310 mabaoHHBINA UTPOBOKH
00BEKT, KOTOPBIH MOYKET MHOTOKPATHO
ucnoab3oBaThcs B urpe. K npedadbam MoxkHO OTHECTH,
HanpuMep, PSAOBBIX POTUBHUKOB U JABEPH.

Nurepdeiic

KomrmoneHT BkiIIO4aeT B ce0s BCe 2JIEMEHTHI
uHTepdeiica Bugeourpnl. K komnonenram
uHTepdeiica MOKHO OTHECTH TEKCTOBBIE OIS,
KHOIIKH, IIKAJIBI 3/IOPOBBSI U BBIHOCIMBOCTH U T. 1.

@Dails1 ¢ COXpaHEHUEM

TekcToBbIN (aiin, comepxanuii JaHHbIE O MOCIIETHEM
COXpaHEHUU ToJib30BaTeld. CoOXpaHEHUS JAeNat0oTCs
ABTOMATHYE€CKH B MOMEHTBI JOCTHKECHUS
KOHTPOJIbHBIX TOYEK BUICOUTPHI.

st pa3paboTaHHON BHUIEOUTPHI

pa3BepTHIBaHUS, TIPEACTABICHHAS Ha pucyHKe 39.

MepCoHantHEIR KOMNBOTED
WHTepdelic - ddexecmabmb?:' E @ain ¢ CoXpaHeHHeM
TPG.exe !
T i
! | A
vV ; ’
Mogenu SEEEEERERE CueHsl L B CrpunTel
N A
Ty
MaTtepuank AHUMALMK CORTEERES Mpedatkl

Pucynox 39 — J/Iluarpamma pa3BepThIBaHUS

50

TaK)kKe Oblla CcOCTaBJIEHA Auarpamma
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Ha pucynke 40 moka3aHa mamnka ¢ Urpoid, TOJIydeHHasl B pe3yibTaTe COOpKHU

Urpsl Ha aBrOKKe Unity.

@ MonoBleedingEdge 6.06.2023 6:4 MNanka c darnamm

W SaveData 6.06.2023 7:04 Manka c Gainamm
Bl TPG_Data 6.06.2023 6:4 Manka c garinamm
& TPG.exe 6.06.2023 6:46 MpunoxeHwe 639 Kb
& UnityCrashHandler64.exe 6.06.2023 6:46 MpunoxeHwe 1098 Kb

E UnityPlayer.dll 6.06.2023 6:46 PaclumpeHue npu... 28 392

Pucynox 40 — CKpUHIIOT MAanKu ¢ UTPOMt

Tak kak Bujeourpa ObUIa peanu3oBaHa Ha nBwkke Unity, to e€ cOopka
npou3BoAWIach aBToMaruyecku. llomyueHHas B pesynbrare COOpPKM Mamka c
BUJICOUTPONl MMEET TPYJHYIO B IUIAHE MOJPOOHOTO OMHUCAHUS CTPYKTYPY, MOITOMY
auarpaMMa pasBepThiBaHUs (CMOTpH pPUCYHOK 39) Oosiee aOCTPaKTHO OMHMCHIBACT

CTPYKTYPY, YCTAaHOBJICHHON BHUJICOUTPHI.



5 IlsiannpoBaHue pa3padoTKH M OLIEHKA OK0/IKeTa
5.1 KajiengapHoe u pecypcHoe IJIAHUPOBAHUE

3ajauu MpoeKTa NpUBEICHBI Ha pUcyHKe 41,

HaasaHwe 3agaun OnutencHocTs  |[peaLUeCTBEHHUEN
Hauano npoekTa 0 nHen

- AHanuz TpeGoBaHMi 6 oHeR
AHanwa npunoxeHnil aHanoros 4 gHein 1
AHanua fyHKUMOHaNEHLIX TpeboBaHmi 2 nHen 3
AHanua HedyyHKLMOHaNLHEIX TpeboBaHui 14eHs 3
3aeeplieHne aHannaa TpeboBaHuii 0 nHeir 4:5

- BeiDop cpeacTe peanu3auMu npoekTa 3 oHen
CocTaBneHne cnucka BO3MOXHLIX CPejCTE 1 8eHe B
AHanua cpefcTe N3 cnucka 2 nHen B8
Bribop cpencTe peanyaauni NpoekTa 3aegep 0 pHei 9

- MpoeKTHpOBaHHE NPUNOXEHHUA T oHen
MpoekTMpoBaHNe MHTepRECOB NPUNOKEHNF 2.5 anen 10
MpoekTMpOBaHNE KNAcCOB NPUNOMEHUA T axei 10
3aBeplleHie NPOSKTMPOBAHWA NPHUMOMEHUA 0 onei 12:13

- Peanuzauna npunoXeHus M gHen
CoagaHne WrpoBbIX acceToB 25 nHein 14
Peanw3auna nHTepdeicos BUOE0UTDEI T oHei 14
KogupoBaHie Wrpoeoi NorMKl 6 gHen 1617
3aBeplleHne peannaauin NPUNOXEHUA 0 aHei 18

- TecTMpoBaHWe W OTNagKa NPUIOKEHHUSA T ouen
TecTWpoBaHWe CHCTEMEI COXPAHEHWA 1 peHs 19
TecTWpoBaHWe YNpaeneHuA rMaeHkIM repoer 3 nHeil 19
TecTWpoBaHWe UrpoBLIX BParos 3 AHei 19
Mecnpaenenne owmbok 4 nHen 21;22;23
3aBeplueHne TECTHPOBAHWA W OTNALKN 0 gren 24

- CocTaBneHWe AOKYMEHTaLMH 4,82 nHen
CocTaBneHne JOKYMeHTaUMM AnA paspaborm 4 nHen 25
CocTaBneHue pykoBOACTBA NONL30BATENA 0,62 gHei 27

KoHey npoexTa 0 gHen 28

Pucynok 41 — 3aiauu npoekra

Ha pucynke 42 nipeacTaBiieH JJUCT PECYPCOB MPOESKTA.

Ha3aeaHne pecypca Tun EnuHuLE CraHgaptHan Craeka

M3MEPEHNA cTaEka CEEPXYPOYHEIX
MaTepuanoe

Pykosogutens npoekta  Tpynosoi 70 000,00 Pimec 437,50 Bly

Mporpammnct 1 Tpynoeoi 50 000,00 #/mec 312,50 By

Mporpammnct 2 Tpyaoeci 50 000,00 #'mec 312,50 By

KYLOMHWE Tpynoeoi 45 000,00 B/mec 281,25 Bly

AHumarop Tpynoeoi 45 000,00 £/mec 281,25 By

TectupoBwng 1 Tpyaoeci 30 000,00 #'mec 187,50 By

TecTHPOBLLMEK 2 Tpynoeoi 30 000,00 Bimec 187,50 Ry

TectupoBLLmK 3 Tpynoeoi 30 000,00 #/mec 187,50 By

Mucarens Tpynoeoi 45 000,00 Plmec 281,25 Ply

Joctyn k cet MHTepHet | 3atpartkl

KomneoTep MatepuansHeiil | WTyKa 50 000,00 8

MpuHTtep MatepuanbHeil | WTyka 10 000,00 P

Bymara MarepuaneHelil | WTyKa 1000.00 P

Pucynox 42 — JIuct pecypcoB mpoekTa
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Ha PUCYHKEC 43 IMpeACTaBJICHA JUarpaMMa FaHTa, COCTaBJICHHAaA OJI1 JAHHOTO

IIPOEKTA.
11.03
PykoeoguTens npoekta
Pykoeogurent npoekra[50%];Mporp T 1[50%]
ykoeoauTent npoekta[50%];Mporpammuct 2[50%]
20.03

Pykoeogutens npoexta[20%];Mporpammuct 1[50%];Mporpammuct 2[50%]

23.03
-

-
paMmmuct 1;Pykoeogutens npoekta[20%]
Pykoeogutent npoekta[20%];Nporpammuct 2

03.04
-

E%PIKDBDA.!TBHI: npoekra[20%];Nporpammuct 1[50%];Nporpammuct 2[50%]

v

Pykoeogutent npoekta[20%];NMporpammuct 1;Xyaoxuuk[80%];AHumaTop

l:Nporpammuct 2;Xyaoxmuuk[20%)]
Pykoeogutent npoekta[50%];Mporp T 1;porp T2
16.05

4
oBcauTent npoekta[20%];Tectupoewmk 1

Bykoogutens npoekta[20%]; Tectupoewuk 2

w

Bykoogutens npoexta[20%]; TectupoBmmk
"=1Pyxcao,qmenb npoekta[50%];Nporpammuct 1;Mporpammuct 2
> 25.05

Pykoeogutent npoekta[50%];Nporp T 1;Mporp T2

Pykoeogutens npoekta[20%];Mporpammuct 1[50%];Mucatens
4 01.06

Pucynox 43 — JIluarpamma ["anrta

[To  pacuéram, momyueHHeiM B  mporpamme  Microsoft — Project,
MPOJIOJDKUTEILHOCTh MPOEKTa COCTaBUT 59 nHeil (0e3 yuéra BBIXOJHBIX JHEH) U
3apIUIATHRIN POHJT COTPYAHUKOB OyeT cocTaBisaTh 355 908,82 pyOms.

[TonHBIM OOKET TPOEKTAa MOXKHO TTOCUUTATH IO (hopMyJIe:

b= 30+ 4K+ 11+ 15 + 2U + E, (D
rae b — Oromxker npoekra (pyo.);

3® — 3zaprunarnsiit houp (pyo.);

K — ctoumocTts kommbioTepa (pyo.);

[T — croumocTs puHTEpa (pyod.);

b — ctoumocts nmauku 6ymaru (pyo.);

N — mecsiunas miata 3a goctyn K cetu UHTepHeT (pyod.);

E — 3arpatsl Ha anekTpol’Hepruio (pyo.).
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B Hamem cnydae npumep Mecsunyro miaty 3a Muatepuer pasuoit 500 pyOasam.
A TUTSt pacuéra 3aTpar Ha AIEKTPOIHEPTHUIO, notpeodyercs
UCITOJIB30BaTh (hOPMYITY:

E= Cx (4 +I1®B1 *x [IM1 + [1®B2 * [IM2), (2)
rie C — croumocTs | KuoBarT-yaca 3yekTposHepruu (pyo.);

[I®B1 — nmone3nsiit GoHa paboOThl OJJTHOTO KOMITbIOTEPA (Yachl);

I[IM1 — noTpebinsemMast MOIITHOCTh OJTHOTO KoMITbioTepa (KBT);

[1®B2 — none3nslit GoHa paboTHI MpUHTEPA (YaChI);

I[IM2 — noTpebinsemast MOIITHOCTh TIpuHTEpa (KBT).

[IpumeM notpedisieMyro MOITHOCTh KoMmbtoTepa 3a 0,25 kBT. [lone3nsiil pona
BpeMEHU paldOThl KOMIIbIOTEpa npumeMm 3a 472 uaca (59 nHeit mo 8§ yacom).
[ToTpebasieMyto MOIIHOCTE MpUHTEpa Oyaem cuutaTth paBHou 0,31 kBT, a mone3Hbli
dbona BpeMeHHu pabOThl MpUHTEpa mocuutaeMm paBHbIM 4,91 waca (59 aneit mo 5
MuHyT). Ctoumocts 1 kB1*4 sHepruu npumem paBHoi 2,8 py0:s.

Pacuér 3arpar Ha sekTposHepruio mo Gopmysie (2) OyaeT B HTOre BHITISACTD
CJIEAYIOIINM 00pa3oM:

E=28%(4+472%0,25+4,91%0,31) = 1325,9.

Teneps MOKET OBITh OCYIECTBIEH pacu€T OropKeTa mpoekra mo gopmysie (1),
KOTOPBIN OYJIET BHITTISACTh TaK:

b = 355908,82 + 4 * 50000 + 10000 + 1000 +
+ 2 %500 + 1325,9 = 569 234,72.

WtoroBeiii OIOKET MPOEKTa paBeH MATHUCTA IIECTUNECATU JIEBSATH ThICSYaM
JIBECTH TPHJIIIATHA YETHIPEM PyOJIIM M CEMHUACCITH IBYM Komeiikam. Takum oOpa3om
OBLJT COCTABJICH IUJIaH BBHITIOJIHEHUSI pa0OT MPOEKTa U ObUIM pacCYMTaHBI 3aTPAThl Ha

pcain3alio IIPOCKTaA.
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6 TectupoBaHue
6.1 BeiGop cnoco6a TecTHPOBAHUS TPHUJIOKEHUS

Jlis pa3paboOTaHHOTO HMIPOBOTO IPOEKTa OyJIeT IMPOBEICHO TECTUPOBAHHE
METOZIOM «YEpPHOTO SIIUKa», TaK KaK OHO B JOCTATOYHOH Mepe I03BOJISIET
POTECTUPOBATh Pa3paOOTAHHOTO MPHUJIOKCHHE M HE TpeOyeT OONBIIMX 3aTpar
JUTS peaTA3aIlHH.

[Ipu TecTupoBaHMM «YEPHOTO SAIIMKA» IMPOrpaMMa pPacCMaTPHBACTCS Kak
00BEKT, BHYTPEHHSS CTPYKTYpa KOTOPOTO HEM3BECTHA. TECTUPOBIIMK BBOWT JTaHHBIC
U aHAJIM3HUPYeT pe3y/IbTaT, HO, KaK KMEHHO paboTaeT mporpamma, oH He 3Haet [20].

TectupoBaHre METOAOM «YEPHOIO SIIUKA» yIOOHO HCIOJB30BATh B JaHHOM
ciiydae Oyarojapsi TOMY , YTO JAHHBIH IOJXOJ MO3BOJIIECT CIOXHYIO M OOJBIIYIO
porpaMMy pacCMaTpHBaTh, KaK aOCTPAKTHBIN «IEPHBIN SIIHUK», KOTOPBIA Ha BBIXOJIEC
BBITAET pe3yJbTar, COOTBETCTBYOIINH HOCTYITUBIIAM Ha BXOJIC
JICVUCTBHSM IOJIb30BATES.

B pamkax BBIOpaHHOIO BHJIa TECTHPOBAHUS LI pa3pabOTaHHOTO MPHIIOKEHHS
OyIyT COCTaBICHBI KIaCChl SKBHBAJICHTHOCTH B TAOJIMYHOM U TpaduuecKoM Bruaax. B
KOHEYHOM MTOre OyayT COCTaBICHBI TaOMUIBI C MpPUMEPAMH TECTOB IS

paspaborannoro [10.
6.2 TecTupoBaHHNe MPUJIOKEHUSI METOAOM «UEPHOTO SIMKA»

B pazpaGoTtaHHOM MPUIIOKEHUHU €CTh IBA OCHOBHBIX 00BEKTA: IIaBHBIN Tepoi U
MPOTUBHUK. B Tabnuiie 3 mpencTaBlieHbl KJIacChl SKBUBAJICHTHOCTH (J]ajiee OHU OYyIyT

Ha3bIBaThcst KOD) 11t raBHOTO Teposi U MPOTHUBHHUKA.

Ta6nuna 3 — TaGauyHOE MpeICcTaBICHUE KIIACCOB DKBUBAJICHTHOCTH

AJIA TJTIABHOI'O I'€posA U IIPOTUBHHUKA

I IpaBmwibHBIe KO Henipaswisabeie KD
Krnasuma nmepekara Shift (1) Bce ocranmpHbIC
KiIaBumu (2)




[Iponomxenue TadauIbI 3

I IpaBmwibHBIe KO

Henpaswibabsie KD

Ypogrensb BeiHOCIHBOCTH | 20 — 100 (3) Bce 3Hauenus ot Hyss 10
JIOCTATOYHBIN IS 20, ve Bxurouas 20 (4)
nepekara

[lepconax yxe False (5) True (6)

BBITIOJTHSIET IPYTOE

neicTBre (3HaUCHUE

¢urara islnteracting)

[Tepconax Ha 3emiie True (7) False (8)

(3HaueHue ¢rara

iIsGrounded)

[lepconax ompasisieTcss | AHUMAaIHs He Anumarus

TOCJIE TOJTyYCHUS YPOHa
(mpourpsIBaeTCs
anumarust Damage 01)

npourpeiaercs (9)

npourpeiaercs (10)

[lepconaxk He nBUTAETCS
1 CTOWT Ha MECTE
(3HaueHue ¢ara
MoveAmount > 0)

HepCOHa)K JABUIXKCTCA
(11)

[TepcoHax cTouT Ha
Mmecte (12)

Knasumm nepenprokenus | W,a,s,d (13) Bce ocTanpHbIE Ki1aBUIIN
(14)

KiaBuma ynapa JIKM (15) Bce ocranbhbie Ki1aBum
(16)

Yposens BeiHOCIUBOCTH | 20 — 100 (17) Bce 3HaueHus ot Hynd 10

JOCTAaTOYHBIN JUJIs yaapa

20, ve Brrouas 20 (18)

OOGHapyxeHue 1uenu
(r;maBHOTO TEPOS)

B noute 3penus Bpara
TIOTAJI TJIABHBIN TEPOi

(19)

B nose 3penus Bpara HET
riaBHoro reposi(20)

[enb Ectp (21) Her (22)
Paccrosuue no nenn MeHnbI111e Wi paBHO bonbpme naapHOCTH
JanbHOCTH ataku (23) araku (24)

Bpewms BoccTanoBiieHUs
IIOCJIC aTaKu

PaBHo Hy110 (25)

Bonbie myms (26)

CocTOsIHHE TIOKOSI Ha (27) Her (28)

CocrosiHue Ia (29) Her (30)

IpeCiIeJ0BAHNUS

CocTosiHUE aTaKu Ha (31) Her (32)

CocrosiHre 60eBoit Ja (33) Her (34)

CTOWKH

Hannawe npotuaukoB B | Jla (35) Her (36)

110JI€ 3PEHUS TIIABHOT'O

repost

Knasuia 00ka I[TKM (37) Bce ocranbHbIe KiIaBUIIH

(38)

56
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OxoHyaHue TaOJIULBI 3

I IpaBmwibHBIe KO Henipaswisable KD
KiaBwiia 3axBara F (39) Bce ocraibHbIe KITaBHUIIH
NPOTHBHHKA B (DOKYC (40)
KaMephbl

Ha pucynke 44 nokazanbsl KD myig xinaBuim nepekara B rpauyeckoM BHJIE.

benbiM 1BETOM BbIAENIEH NMpaBUiibHbI KO, a CHHUM BBIJENIEH HENpaBUIIbHBIN (Tak

OyJleT ¥ Ha OCTaJIbHBIX MOJIOOHBIX PUCYHKaX B JaHHOM pabote).

Bce ocTanbHble KNaBULLIK

Pucynoxk 44 — KnaBuia nepexara

[MpaBunsHbiM KD mns knaBuInmM mepekara sBisieTcs kimaBuina Shift, Bce

OCTAJIbHBIC KJIABUIIH OTHOCATCSA K HCIIPABHUJIbHBIM KD5.

Ha pucynke 45 nmokazansl KO 111 ypoBHS BBIHOCIMBOCTH, TOCTaTOYHOTO IS

nepeKara wiM yaapa, B rpadu4eckoM BUJIE.

YpoBeHb BLIHOCMWBOCTH

0 20 100

I

Pucynok 45 — YpoBeHb BHIHOCIUBOCTH JIOCTATOYHBIN JIJIs1 epeKaTa uiu yaapa

[IpaBunbHBIMEU KD 114 ypOBHS BBIHOCIMBOCTH AOCTATOYHOTIO IS IEPEKATA UITH
yaapa SIBISIOTCA 3HadeHus BbIHOCIUBOCTH OT 20 mo 100 enuuwui, Bce 3HAUYEHUS
BBIHOCJIMBOCTH, KOTOPbI€ MEHbIIE 20 €IUHULL, OTHOCITCS K HEMpaBUIbHBIM KO.

Ha pucynke 46 noxazansl KO s cuTyanuu, Korja IepcoHaX YKe 3aHST

JIPYTUMU ACUCTBUSAMU, B TPAPUIECKOM BUJIC.
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isinteracting = false

Pucynok 46 — Ilepconaxk yxe BBIIOJHSET Apyroe AeicTBUE (3HAUCHHE

¢mnara islnteracting)

Jlns sHauenus ¢uiara islnteracting npasunbHabiM KO siBiisieTCsl 10)KHOE 3HAUCHUE
(false), a HenpaBubHBIM KD siBRsieTcst uCTHHHOE 3Ha4YcHME (True).
Ha pucynke 47 nokazansl KO mns cutyanmu, Korna nepcoHaX HaXOIUTCS Ha

3CMIJIC, B l“pa(l)I/I‘-IGCKOM BUIC.

i1sGrounded = false

i1sGrounded = true

Pucynox 47 — Ilepconax Ha 3emuie (3HaueHwue (iara isGrounded)

Jlns 3nauenust ¢urara isGrounded mpaBwibHbIM KD  sgBIsSieTCS HCTUHHOE
3Ha4yeHue (true), a HenpaBuibHbIM KD siBisieTcst moxkHoe 3HadeHue (false).
Ha pucynke 48 nokazansl KO nmis cutyanum, Korjia nepcoHa)x OMNpaBIsAETCS

MOCJIE MOJTYYEHHUs! ypOHa, B rpa)uuecKoM BUJIE.

He npowrprieaeTcA
aHumauma Damage_01

[TpourpbiBaeTCA aHUMaL WA

Damage 01

Pucynox 48 — Ilepconax onpasisieTcst MOCIIE MOTyYeHUs] ypoHa (MPOUTPHIBACTCS

annMarus Damage 01)
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[IpaBunbubiM KD siBnsiercs cuTyaiiusi, Korja riaBHbIM repoi (mepcoHax) He
ONpaBJsieTCs TMOCJE TMOJIYYEHHs] ypoHa, a HemnpaBuwibHbIM KD siBiseTcss cutyanus,
KOTJ1a TJIABHBIN TE€POU ONPABIAECTCS MOCIIE MOJYYEHHS YPOHA.

Ha pucynke 49 nokazansl KO 115 cuTyanuu, Korja nepcoHa)x He JBUTaeTcs,

rpaduueckom BHUE.

3HadeHwe pnara MoveAmount
-beckoHeyHoCTE 0 +0eCKOHEYHOCTh

I

Pucynok 49 — Ilepconaxx He IBUTAETCs M CTOUT HA MECTE (3HaYCHHE

¢rara MoveAmount > 0)

[IpaBunpHbiM KD sBRsieTcs cuTyauus, KOrja TJaBHBIA Tepoil ABUXKETCS, a
HernpaBuibHEIM KO sABIiIsIeTCs cuTyanus, KOraa riaBHbI repoi CTOUT Ha MECTE.

Ha pucynke 50 nokazansl KO aiis kj1aBui nepeABUKEHUsI B rpadUuecKoM BUJIE.

OcTaneHbIe KNABULLIW

Pucynox 50 — KnaBuiiu nepenBmkeHus

JIJIs KJIaBHII MepeABMKCHUS TpaBHIbHBIMA KD sSBJISIOTCS KitaBumuy W, a, S, d.
JIro0bie pyrue KIaBUIIK OTHOCATCS K HeMpaBmIbHBIM KO3,

Ha pucynke 51 nokazanst KO nist knaBuim ynapa B rpaduueckoM BHUJIE.

OcTanbHble KNnasuLLK

Pucynox 51 — Knasumma ynapa
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ILJBI KiIIaBUIIW yJapa IMpaBUJIbHbBIM KD sBasgeTcs neBas KHOIIKA MBI, a BCEC
OCTAJIbHBIC KJIABUIIH OTHOCATCS K HCIIPABHUJIbHBIM KD.

Ha pucynke 52 nokazansl KO nist knaBuiim 6510ka B rpaduyecKoM BUJIE.

OcTankHBIE KNABWLLIK

Pucynoxk 52 — KnaBuia 610ka

JIns xnaBuim Ojoka mpaBwibHBIM KO siBsieTcs mpaBasi KHOMKA MBIIIH, a BCE
OCTaJIbHBIE KJIABUIIIM OTHOCATCS K HEMpaBMIbHBIM KO.
Ha pucynke 53 mokazanbl KD mns oOHapyXeHUsT UTpoKa MPOTUBHUKOM B

rpaduueckom BHUE.

B none 3peHus Bpara nonarn
UrpoK

B none 3peHus Bpara HeT
Urpoka

Pucynoxk 53 — O6Hapy-xeHue 1enu (urpoka)

Jlnis obHapyeHus: 1ienu (Mrpoka) MPOTUBHUKOM MpaBWIbHBEIM KD sBrsercs
CUTyallMs, KOrja B II0J€ 3pEHUs IoNal Wrpoka, a HempaBwibHbIM KO sBisgercs
CUTYyalMsl, KOTJa B [TOJIE 3pEHUSI HET UTPOKA.

Ha pucynke 54 nmoxkazanbl KD s Hanuuusi TeKylel Leiu y TPpOTUBHUKA B

rpaduueckom BHUJE.
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Pucynoxk 54 — Hannuue Tekymieit nemnu

JIyist TekyIien 1eny NpoTUBHUKA MpaBuiibHBIM KD sBigercs cutyanus, Korja
TEKyIllasi 1eJib €CTh, a HempaBWIbHBIM KD sBisieTcss cuTyanusi, Korja TeKyllel
LU HET.

Ha pucynke 55 mokazanbel KD ang paccrosiHuss 10 1eid NPOTUBHUKA B

rpauuecKoM BUJE.

[anbHOCTb aTaku Bpara

Pucynok 55 — Paccrosinue 10 nenu

B cinywae paccrosiHus 510 uenu npaBuwibHbIM KD sBisieTcs paccTOSHHE HE
OompIlle MATbHOCTH aTakW, a HempaBWIbHBIM KD sBiseTcss paccTostHue OOJiblie
JaJbHOCTHU aTaKH.

Ha pucynke 56 mokazansl KD mjisi BpeMeHUM BOCCTAHOBIICHHS TOCIIE€ aTaKu

MPOTUBHUKA B TPaUUECKOM BHUJIE.

0 JHaveHne BpeMeHW BOCCTAaHOBNEHWA NMocne aTakun

Pucynok 56 — Bpemst BoccTaHOBIIEHUS TIOCTIE aTaKH

B CiIyda€ BPEMCHH BOCCTAHOBJICHUA IIOCJIC ATAKH IIPpAaBUJIbHBIM KD sBasercs

BpEMsI paBHOE HYIIIO, a K HenpaBwibHOMY KO oTHOCHTCA 110060€ Bpemst O0JIbLIE HYIISL.
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Ha pucynke 57 nokazanbsl KO 17151 COCTOSIHUM MOKOS, TPECIEIOBOBAHUS, aTaKH,

00€eBoi1 cTOIKK B TpaduIecKoM BH/IE.

Pucynok 57 — CocTosiHHS TIOKOSI, TTpECIeI0BaHuUs, aTaku, 00€BOM CTOMKHU

B cimyuae coctosiHus mokosi k npaBuibHOMYy KO Oyner oTHOcHTCS cUTyauus,
KOI'/Ia MPOTUBHUK HAXOAMTCS B COCTOSIHUM IOKOSA, a K HenpaBuibHOMYy KD Oyner
OTHOCHUTCSI CUTyalusi, KOrJja MPOTUBHUK HAXOJIUTCS B JIIOOOM JIPYrOM COCTOSIHUH.
AHanoruyHeIM 00pa3zoM MOXHO onucaTh KO 115 cocTosiHUM npecieoBaHus, aTaKu U
00€BOI1 CTOMKHU.

B Ta6J'II/III€ 4 1I0Ka3aHbI IMPUMCPHI TCCTOB AJIA I''IaBHOT'O I'CPOA U IIPOTHBHUKA.

Tabnuua 4 — TecTsl 151 TIIABHOTO reposi U MPOTUBHUKA

Ne KD BxonHbie naHHbBIE BrixoaHble JaHHBIE
1 Bce npaBuibHBIC 100 — BEIHOCITHBOCTH, Ha)KaTHE [lepconax coBeprraet
1,3,5,7,9,11 xnasumu Shift, nepekart (cM. pucyHok b.1)
isInteracting = false,
isGrounded = true,
Anumanus Damage 01 ue
MIPOUTPHIBACTCA,
IlepcoHax aBuraercs.

2 2,3,5,7,9,11 100 — BEIHOCIMBOCTH, Ha’KaTHE ITepconax He nemaeT nepekar
KinaBumiu E, W3 32 HAKATHsI HEBEPHOM
isInteracting = false, KIABHIIHN I€HCTBHS (CM.
isGrounded = true, pucyHok b.2)

Annmanums Damage 01 ne
MIPOUTPBIBACTCH,
Ilepconax aBuraercs.

3 1,45,79,11 10 — BEIHOCIIMBOCTH, HaXKaTHE ITepconax HE nemaeT nepekar
xnasumu Shift, W3 33 HEJOCTATOYHOIO
isInteracting = false, KOJINYECTBA BHIHOCIUBOCTH
isGrounded = true, (cM. pucynok b.3)
Annmanus Damage 01 e
MIPOUTPHIBACTCS,

[epconax mBUTaETCS.
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4 1,3,6,7,9,12 100 — BEIHOCIMBOCTH, HaKaTHE IlepcoHax HE aeIaeT mepeKar
xnasumu Shift, H3-3a TOTO, 4TO OH JIEJIaeT
islnteracting = true, JpYroe JCHCTBUE B TAHHBIH
isGrounded = true, MOMEHT (cM. pucyHok b.4)
Anumanusa Damage 01 He
MPOUTPBIBACTCS,

IepcoHax HE TBUTaeTCsl.

5 1,3,5,8,9,12 100 — BBIHOCIMBOCTH, Ha)KaTHE [epconax He nenaer nepekat
knasumu Shift, U3 3a TOT'O, YTO OH HE HA
isInteracting = false, 3emie (CM. pucyHOK B.5)
isGrounded = false,

Annmanusa Damage 01 wve
MIPOUTPBIBACTCS,
IlepcoHax He nBUTAETCS.

6 1,3,5,7,10,12 100 — BBIHOCIIMBOCTH, HA)KaTHE [lepconax HE meTaeT mepeKat
xnasumy Shift, W3 3a TOTO, 4TO OH
isinteracting = false, OTIPaBILSIETCS TIOCTIE
isGrounded = true, MOJIy4eHHs ypoHa (CM.
Anumanus Damage 01 pucyHok b.6)
MPOMTPBIBAETCS,

IIepcoHax He nBUTAaETCS.

7 1,3,5,7,9,12 100 — BEIHOCIMBOCTH, Ha’KaTHE Ilepconax He coBepiIaeT
knasuim Shift, MepPEKaT, MOTOMY YTO HE
isInteracting = false, JBIDKETCS (CM. pUCYHOK B.7)
isGrounded = true,

Annmanusa Damage 01 wve
MIPOUTPBIBACTCS,
IMepcoHax He JBUraeTCsl.

8 13,5,7,9 Haxkatue kmasuiu W, islnteracting = [lepconax nBmxercs (cM.
false, pucyHok b.8)
isGrounded = true,

Anunmanus Damage 01 e
MPOUTPBIBAETCSL.

9 14,5,7,9 Haskarue knasummm m, islnteracting = | IepcoHax He IBMKETCS U3 32
false, TOTO, YTO Ha)KaTa HEBEpHasI
isGrounded = true, KJIaBHIIA JEUCTBHS (CM.
Annmanus Damage 01 e pucyHok b.9)
[IPOUTPBIBACTCSL.

10 13,6,7,9 Haxxarue kmasuium W, islnteracting = [lepconax He ABMKETCS U3 32
true, TOTO, YTO OH 3aHST JIPYTUMH
isGrounded = true, JeHcTBUAMU (CM.

Annmanusa Damage 01 wve pucyHok b.10)
[IPOUTPBIBACTCSL.

11 13,5,8,9 Haxxarue kmasuium W, islnteracting = [lepconax He ABMKETCS U3 32
false, TOTO, YTO OH HE Ha 3eMJIe (CM.
isGrounded = false, pucyHok B.11)

Annmanus Damage 01 e
[POUTPHIBAETCS.

12 13,5,7,10 Haskarue knasumm W, isinteracting = | IepcoHax He IBMKETCS M3 32
false, TOTO, YTO OH OIPABJISAETCS
isGrounded = true, MOCJIE MOJIYyYEHHsT ypoHa (CM.
Annmanus Damage_01 pucynok b.12)
[IPOUTPBIBACTCSI.

13 15,5,7,9,17 HaxaTtue kmaBumm JIKM, Ilepconax nenaet nerkuit
isInteracting = false, ynap (cM. pucyHok b.13)
isGrounded = true,

Annmanums Damage 01 ve
MIPOUTPBIBACTCS,
100 — BEIHOCIMBOCTH.
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14 16,5,7,9,17

Haskarue knasumu g, islnteracting =
false,

isGrounded = true,

Annmanusa Damage 01 wve
MPOUTPBIBACTCS,

100 — BBIHOCIIMBOCTH.

Ilepconax He aenaer yaap u3
3a TOTO, YTO Ha)kKaTa He
BEpHas KJIaBHIIA JIEHCTBUSA
(cMm. pucynok b.14)

15 15,6,7,9,17

Haxxatue kmaBumm JIKM,
isInteracting = true,
isGrounded = true,
Anumanus Damage 01 ue
MIPOUTPHIBAETCS,

100 — BBIHOCIIMBOCTH.

Iepconax He nenaer ynap u3
3a TOr0, YTO IIEPCOHAXK 3aHAT
JOPYTHUMU JEHCTBHAMH (CM.
pucyHok b.15)

16 15,5,8,9,17

Haxxatue xnaBummu JIKM,
isInteracting = false,
isGrounded = false,
Annmanusa Damage 01 wve
TIPOUTPHIBACTCH,

100 — BEIHOCIHMBOCTH.

Ilepconax He nenaer ynap u3
3a TOTO0, YTO IIEPCOHAXK HE Ha
3emJie (cM. pucyHOK b.16)

17 15,5,7,10,17

Haxxatue xnasummu JIKM,
isInteracting = false,
isGrounded = true,
Anumanus Damage 01
TIPOUTPHIBAETCS,

100 — BBIHOCIIMBOCTH.

[epconax He nenaer yaap u3
3a TOTO0, 4TO OIPABJISIETCS
nocyie MOJy4YeHHs YpoHa (CM.
pucyHok b.17)

18 15,5,7,9,18

Haxatue knaBuiu JIKM,
isInteracting = false,
isGrounded = true,
Annmanusa Damage 01 wve
TIPOUTPHIBaCTCH,

10 — BBIHOCIIMBOCTH.

Ilepconax He nenaer ypap u3
3a TOT0, YTO IIEPCOHAXKY HE
XBaTaeT BBIHOCIHMBOCTHU (CM.
pucysok Bb.18)

19 27,30,32,34,19,22

CocTosiHHE TIOKOS — 113,

CocrostHHE TIpecIeIOBaHNs — HET,
CocTrosiHUE aTaKH — HET,

CocrosiHue 00€BOM CTOWKH — HET,

B none 3peHus nomnan riaBHbIi T'epou,
Ilens — HET

Bpar nepexomur u3
COCTOSIHHS TTOKOSI B COCTOSTHHE
IpeciIeoBaHus, a TAKXKE B
Ka4ecTBe 1IeH
yCTaHaBIMBAETCA UTPOK (CM.
pucyHok b.19)

20 27,30,32,34,20,22

CocTosiHHE TOKOS — fa,

CocrosiHUE TIpecieIOBaHUs — HET,
CocTosiHUEe aTaKu — HET,
Cocrosinre 00eBOM CTOMKH — HET,

B mone 3peHus HET TIIaBHOTO Teposi,
Ilens — meT

IIpoTuBHUK OcTaéTCs B
COCTOSIHUH TIOKOS (CM.
pucyHok b.20)

21 28,29,32,34,21,24

CocTosiHHEe TIOKOSI — HET,
CocrostHHE TIpecIeI0BaHNS — 1A,
CocTosiHHEe aTaku — HET,
CocrosiHue 00€BOM CTOWKH — HET,
Ilens ecTs,

PaccrostHue 1o nienu 0osbline
JATBHOCTH aTaKK

[IpoTHBHUK TIpecieayeT
TJIABHOTO Tepos (cM.
pucyHnok b.21)

22 28,29,32,34,21,23,25

CocTrosiHHE MTOKOS — HET,

CocTosiHHE TIpeceIoBaHus — Ja,
CocTosiHUe aTaKH — HET,

CocTosiHre 00€BOI CTONKH — HET,
Ilenb ects,

PaccrosiHue 10 e MeHbIIe
JATBHOCTH aTaK|

Bpems BocCTaHOBIICHHS TIOCIIE aTaKH
PaBHO HYIIIO

IIpoTUBHUK 3aKaHUYMBAET
Ipecie0BaHue TJIABHOTO
Tepost ¥ IEPEXOIUT B
COCTOSIHUE aTaK! (CM.
pucyHok b.22)
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23 28,29,32,34,21,23,26 CocrosiHue ITOKOS — HET, TIpOTHBHHK 3aKaHIMBACT
CocrostHHE TIpecIIef0BaHIS — 11a, TpecieJ0BaHue TIIABHOTO
CocTosiHMEe aTaKH — HET, Tepost U TIEPEXOIUT B
Cocrosinre 00€BOM CTOMKH — HET, COCTOSIHHE OOEBOM CTOMKHU
Iens ects, (cM. pucynok b.23)
PaccrosiHue 10 1er MEeHbIIe
JATBHOCTH aTaKK
Bpems BOCCTaHOBIICHHS TIOCIIC aTaKK
OoJiblle HYJIS

24 28,30,31,34,21,23,26 CocTosIHHE MOKOS — HET, IIpoTUBHUK MEPEXOAUT U3
CocrosiHHE TIpeCieIOBaHus — HET, COCTOSIHUS aTaKu B COCTOSTHHE
CocTosiHHE aTaky — 11a, 0oeBoii CcTOHKH (CM.
Cocrostare 60€BOI CTOMKH — HET, pucyHok b.24)
Ilens ects,
Paccrosnue no neian MeHbIIE
JIaJIbHOCTH aTaKH,
Bpems BocCTaHOBIICHHS TIOCIIE aTaKH
OoJibIlIe HYJISL.

25 28,30,31,34,21,24,26 CocrosiHue IMOKOs — HET, IIpOTHBHHK MIEPEXOUT U3
CocrosiHHE TIPECIICIOBaHIs — HET, COCTOSIHUS aTaKU B COCTOSIHHE
CocrostHME aTaku — 1a, npecneoBaHus (CM.
CocrostHue 60eBOI CTOMKH — HET, pucyHok b.25)
Ilens ecTs,
Paccrosiaue 10 1eau 60IbIie
JaJIbHOCTH aTaKH,
Bpems BoccTaHOBIICHHS TIOCIIE aTaKH
OoupIne HyJIs.

26 28,30,32,33,21,24 CocTosIHHE TIOKOS — HET, [IpoTHBHHK MIEPEXOANT U3
CocrostHHE TIpecIeI0BaHNs — HET, COCTOSIHHE 00€BOM CTOMKH B
CocTosiHHEe aTaKH — HET, COCTOSIHUE TIPECIICIOBAHUS
CocrostHue 60eBO# CTOMKH — 11a, (cMm. pucynok b.26
Ilens — ecTs,
Paccrostaue 10 mean — 00JIbIine
JTATbHOCTH aTaKH.

27 28,30, 32,33,21,23,25 CocrosiHue MOKOs — HET, TIpOTHBHHK MTEPEXOAUT U3
CocrosiHHE TIpecieIOBaHUs — HET, cocTosiHue 00EBOM CTOMKH B
CocTosiHHEe aTaku — HET, COCTOSIHUE aTakKu (CM.
CocrostHre 00eBOH CTOWKH — J1a, pucyHnok b.27)
Ilens — ecTh,
PaccrostHue 10 1eiau — MEHbIIIE WIIN
PaBHO TaJbHOCTH aTaKH,
Bpems BoccTaHOBIICHHS TIOCIIE aTaKH
— paBHO HYJIO

28 57,9, 37 isInteracting = false, ['naBHbIN repoii IEPEXOUT B
isGrounded = true, cocTosiHue Gy1oKa (M.
Anumanus Damage 01 ue pucysok b.28)
POUTPHIBACTCS,
Haxatue xnaBuiu ITKM

29 57,9, 38 isInteracting = false, ['naBHBIN repoii HUYErO HE
isGrounded = true, nenaet (cM. pucyHok 5.29)
Anumanmsa Damage 01 wve
MIPOUTPHIBACTCA,
HaxaTtune knaBumm H

30 5,7,9, 35, 39 isInteracting = false, Brkalinii NpOTUBHUK K

isGrounded = true,

Anumanmsa Damage 01 wve
MIPOUTPHIBACTCA,

B moJie 3peHwust IIaBHOTO TePOst €CTh
MIPOTHBHHKH,

Haxarune ximaBumm F

TJIaBHOTMY T'eporo OyzeT
3axBayeH B (OKYC KaMephl
(cM. pucynok b.30)
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31

5,7,9, 36, 39

isInteracting = false,
isGrounded = true,

Annmanus Damage 01 me

MIPOUTPBIBAETCS,

B none 3pCHUS TJIaBHOT'O IT'€pOst HET

MPOTUBHUKOB,
Hazxarue knasumu F

Huuaero ne mponsoiaér (cm.
pucyHok b.31)

32

5,7,9, 35, 40

isInteracting = false,
isGrounded = true,

Anumanus Damage 01 ue

IPpOUrpbIBacTCA,

B none 3peHus rI1aBHOTO repos ecTh

MIPOTHBHUKH,
Haxarue xmasmmm H

Hwuuero He npon3oiaér (cm.
pucyHok b.32)
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HpI/I IMPOBCACHUU TCCTOB U3 T3.6JII/IHBI 4 pe3yJbTaT COBIIAI C OKNAACMBIM, YTO

TOBOPUT O TOM, YTO UTPOBOE MPUJIOKEHHE PAOOTAET KOPPEKTHO.

Kpome rinaBHOro reposs U NMPOTHUBHUKA ObLI TMOABEPKEH TECTUPOBAHUIO M

uHTepdenc BUACOUrphl (B JAaHHOM CIy4yae KJIacChl SKBUBAJIEHTHOCTH JjIsl MHTEp(deiica

y>K€ HE COCTaBJISIIUCH).

HuTepderic 10KEH BBITIOIHITH BCE HEOOXOUMBbIE (DYHKITUU U ITPH 3TOM OBITh

y,I[O6HI>IM H JKCJIATCIIbHO IIPUATHBIM C ACTETUYECKON TOUKHU 3PCHHU. By,Z[CT IIPpOBCPCHA

paboTOCIOCOOHOCTh BCEX KOMIIOHEHTOB MHTEp(Eiica 1 KOPPEKTHOCTh OTOOPAKEHUS

HHTCp(i)CfIC& B OOBIYHOM OKHE H IIpU N3SMCHCHUHU PpasMCPOB OKHA UI'PLI.

Taxum

BUJICOUTPBI HHTEpdErica.

oOpazom Oyzmer

IPOBEPEHO

Ka4ecTBO, pPa3pabOTaHHOTO

B taGnuie 5 npuBeneHsl npuMepsl TECTOB UHTEpQEIica UTPHI.

Tabnuua 5 — TecTsl uHTEpQEica UTpbI

Howmep Omnucanue Tecra BxonHbie naHHbBIE OxunaeMblil pe3ysbraT daxTuuecknii
TecTa pe3yapTar
1 IIpoBepka pabotsr | Haxare Ha xHONKy | OTKpoeTcs skpaH | COOTBETCTBYET
kHonku HoBasst urpa B | HoBas  wurpa B | BeIOOpa OpYXHUS u | oxumaemMmomy  (cMm.
TJIABHOM MEHIO TJIABHOM MEHIO CIIOHOCTH pucysok b.33)
2 IIpoBepka pabotsl | B urpe ectb ¢aiin | Urpa 3arpysurcs Ha | CoOTBETCTBYeET
kHonku [Tpoomxuts COXpaHEHMUsI W | MOCIeAHeH JOCTUTHYTOW | OXupaeMomMy  (CcM
Ha)kaTa KHOIIKAa | KOHTPOJbHOW TOUKE pucyHok b.34)
IIpogomxuTh
3 IIpoBepka paboter | Haxara kHomka | [IpomsoiigeT mepexox n3 | CoOTBETCTBYET
kHonku Ha3zan Ha skpane | Hasan 9KpaHa BBIOOpa OpYXHUsS | oxkumaeMoMmy  (cm.
BBIOOpa  OpYXus | U CIIOKHOCTH B IJaBHOE | pucyHOK b.35)
CIO0KHOCTHU MEHIO UIPbI
4 IIposepka pa6otsr | Ilocne BeIOOpa | IIpomsoiiner  3arpyska | CooTBeTCTBYET
KHOIKM HauaTp Wrpy Ha | Jerkod CI0XHOCTH | IEPBOTO YPOBHS WIPHI | OXHJaeMOMy  (CM.
9KpaHe BBIOOpa OpYXHMsl | 1 Meda Haxara | (CIOXHOCTb Oyner | pucyHok b.36)
1 CIIOKHOCTH KHOTIKa Hauats | nmerkas, a repoit Oyner
urpy BOOPYXKEH MEUOM)

TUTST
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Howmep Ornncanue Tecra Bxoaubie nannbie OxwunaeMblii pesynbrar | dakTHuueckuit

TecTa pe3ynbpTat

5 IIposepka paboter | Haxara kHomka | [Ipomsoiiner mepexon Ha | COOTBETCTBYET
KHONIKM YTpaBicHUE B | YIpaBleHUE 9KkpaH ¢ wuH(popMaImen | oxumaemMoMy  (cM
TJIABHOM MEHIO 00 ynpaBJICHUN UT'PHI pucyHok b.37)

6 [Iposepka 3akpeiTus | Haxkate Ha KHOTKY | OkpaH ¢ uHpopmarueir | COOTBETCTBYyeT
9KpaHa C JaHHBIMH 00 | escape 00 yIOpaBJIECHUH | OXKUAaeMOMYy  (CM.
yIpaBICHUU 3aKpoeTcsi U OTKpoercs | pucyHok b.38)

TJIABHOE MEHIO

7 IIpoBepxa pabotsl | Haxatp Ha kHOomky | Mrpa 3aBepumr cBoto | COOTBETCTBYET
KHONMKM  Beixon ~ B | Belxog B riaBHOM | paboty 0XKUAAEMOMY
IJIABHOM MEHIO MEHIO

8 IIpoBepxa pabotsr | Haxarte Ha xHomky | IlosButcs okpan ¢ | CooTBeTcTBYET
KHOIIKH ABTODp B | ABTOp B TJaBHOM | JJaHHBIMH 00 aBTOpE oXxumaeMoMy  (CM.
TJIABHOM MEHIO MEHIO pucyHok 5.39)

9 IIposepka 3akpeiTus | Haxkate Ha KHOTKY | OkpaH ¢ pgaHHBIMH 00 | COOTBETCTBYeT
9KpaHa C JaHHBIMH 00 | escape aBTOpEe  3aKpoeTcs W | OXumaeMoMmy  (cM.
aBTOpE OTKpOETCS rimaBHOE | puCyHOK b. 40)

MEHIO

10 3amyck MeHro may3el B | Hakate Ha kHoOmKy | Mrpa Oymer mocraBneHa | COOTBETCTBYET

urpe escape Ha | HA Tay3y H TOSBHUTCS | OXXHZaeMoMy  (cM.
CTapTOBOM YPOBHE | MEHIO Nay3bl pucyHok b.41)
UTPBI

11 IIpoBepka pabotsl | Haxatp Ha kHOmky | MeHto may3bl 3akpoercsi | COOTBETCTBYET
kHoniku [Ipomomkuts B | [Ipomomkuth U urpa Oyner cHiITa C | oxumaemMoMmy  (cM.
MEHIO [1ay35l nays3bl pucyHok b.42)

12 IIpoBepka pabotsl | Haxatp Ha xHOmKy | MeHto may3bl 3akpoercsi | COOTBETCTBYeET
KHOINKH | 7TaBHOE MeHI0 B | I TaBHOE MEeHIO U OyZeT  OTKpBITO | OKHIAEMOMY
MEHIO May3bl TJIaBHOE MEHIO (cm. pucynok b.43)

13 IIpoBepka pabotsl | Haxate Ha kHomky | Urpa 3aBepumt cBoto | COOTBETCTBYET
KHOIIKM BbIxon B MeHio | Beixon paboty OKHIJAEMOMY
nay3sl

14 IIpoBepka pasmemenus | Haxonscek B | Knonku IIpogomxurs, | COOTBETCTBYET
9JIEMEHTOB B TJIABHOM | TJIaBHOM MmeHto, | Hoas urpa, | 0XKHAaeMOMY
MEHIO TIpM W3MEHCHHH | YMEHBIIUTH pa3Mmep | YmpasieHue, Brixom u | (cM. pucyHok b.44)
pa3Mepa OKHa UTPbI OKHA UTPBI ABTOD OynyT

pacrionararbcs, KaK MpH
0OBIYHOM pa3Mepe OKHa

15 IIpoBepka pasmemienus | Haxonsace B MeHto | Knonku  Ilpogomkuts, | COOTBETCTBYET
9JIEMEHTOB B MEHIO | May3bl, yMEHBIINUTH | [ maBHOE MeHIO M Brixon | oxxmmaemMoMmy  (CM.
may3sl IpU W3MEHEHHH | pa3Mep OKHa UTpel | OynyT  pacmojaraThest | pucyHOK b.45)

OKHA UTPHI JIpyT TOJ ApYroM, Kak u
npu OOBIYHOM pa3mepe
OKHa

16 IIpoBepka 1nBeToB | Boiftu B riaBHOe | @oH riHaBHOrO MeHIO — | COOTBETCTBYyeET
JIEMEHTOB TJIABHOTO | MEHIO UIPBI YEPHBIH, oxumaeMoMmy  (cm.
MEHIO ®oH OKHA ¢ JaHHBIMA 00 | pucyHok b.44)

aBTOPE — CEPBIH,

LBer OykB — OeTbBIH,
Knonmkn  mpospadssle,
BHIHBI TOJBKO OYKBBI C
HAAMUCSIMH Ha HAX

17 IIpoBepka uBetoB | Boittu B Mmenio | @oH MeHro may3sl — | CoOTBETCTByeT
3JIEMEHTOB MEHIO May3bl | May3bl UTPHI 4EpHBIH, oXumaeMoMy  (CM.

IIBeT OykB — OembIit pucyHok b.45)

18 IIpoBepka moONOXKEHUS | 3aITyCTUTH CneBa cBepxy B okHe | CoOTBETCTByeT
JJIEMEHTOB WUTPOBOTO | CTApTOBBII HTPHI HaXOJATCS | OXHaaeMoMy  (CM.
HUD YpOBEHb TOJIOCKA  37I0POBBSI ¥ | puCyHOK b.46)

BBIHOCJIMBOCTH, a CIIpaBa
CHU3Y HaXOJUTCsA
HWKOHKa COXpaHCHUA

UTPBI
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Howmep Omnwmcanue Tecra Bxonnble naHHbIE OsxugaeMsrii pe3yapraT | OakTHaeckui
TecTa pe3yabpTar
19 IIpoBepka monOXeHUs | 3allyCTUTH ITomockn 3m0poBest U | COOTBETCTBYET
2JIEMEHTOB UTPOBOTO | CTAapTOBBII BBIHOCIIUBOCTHU oXxumaeMoMy  (CM.
HUD mnpu y™MeHbIIICHUH | YPOBECHb U | OKaxyTcsi clieBa CBepxy | pucyHok b.47)
pa3Mepa OKHa Urpbl YMEHBIINTh pa3Mep | B OKHE UIPHI, a HUKOHKa
OKHA MI'PBI COXpPAHEHHUsI OKaxXeTcs B
MIPaBOM HW)XKHEM YIIIy
9KpaHa
20 [IpoBepka IBETOB | 3aITyCTUTH [omocka 310poBbsi | COOTBETCTBYET
JIEMEHTOB ~ HUIPOBOTO | CTAPTOBBIM KpacHas, a TIIOJoCKa | oXkuzaeMoMmy  (cm.
HUD YpOBEHb BBEIHOCIIUBOCTH 3eNéHasA. | pucyHOK b.46)
[TycTple wacTH HaHHBIX
MOJOCOK  MOMEYAroTCs
y€pHbIM 1IBETOM. VIKOHKa
COXpaHEeHHS -
¢duoneToBasl.
21 IIpoBepka [orubuyrs B urpe | B LEHTpE skpaHa | COOTBETCTBYET
PpacToIoKeHHs U TakuM oOpa3oM | mosBUTCS Haamuch «TBI | okumaemomy  (cM.
9JIEMEHTOB HA JKpaHe | OTKPBITh  JaHHBIH | mOruo nepesarpyska | pucyHok b.48)
cMepTH 9KpaH gepe3 5 ceKyHI»
22 [Iposepka [orubryte B urpe | B LEHTpE skpaHa | CoOTBETCTBYET
PpacIoI0oKeHHs n TakuM oOpazom | mosBuTcs Haamuck «TbI | oxumaemMoMmy — (cM
9JIEMEHTOB HA JKpaHE | OTKPBITH  JAHHBIN | MOTHO nepesarpyska | pucyHok b.49)
CMEpTH TIPH M3MEHEHUH | SKpaH W W3MEHUTbH | 4epe3 5 CEeKyHI»
pa3MepoB OKHA UTPbI pasMep OKHa
23 [Iposepka usetoB | [TornOuyTs B mrpe | ®on KpacHblii- | COOTBETCTBYET
JIEMEHTOB HA DJKpaHEe | U TakuM o00pa3oM | Mpo3paduHbIi, oxumaeMoMy  (cm.
CMEPTH OTKpBITb  JaHHbIU | BykBbl — uépHbIE pucyHok b.48)
9KpaH

Pe3ynbraTel TecToB nHTEpdelica u3 TaOIUIBI O COBHAIH C

0KHUJaeMBIMH. JTO

TOBOPUT O TOM, YTO HHTep(deic BBIMOIHSIET BCE CBOU (PYHKIUMU U KOPPEKTHO

0TOOpa)kaeTcs B pa3HbIX MaciiTadax.

6.3 IloacuéT MeTpPUK KOAA

OnHuM U3 CrOCOOOB OLIEHKM KauecTBa KOJAA SBJISIETCS MOACYET Pa3IMUHBIX

MeTpuK Koxaa. s mpumepa MoJACYET METPUK Koja OyAeT OCYIIECTBIEH Ha KO

¢yukuit Update, HandleMovement, HandleJumping, npuBenéHHbIX B JUCTHHTE 1.

bynyr nocunrtansl MeTpuku Xoscrena u Yenuxa.

JIuctunr 1 — Metoast Update, HandleMovement, HandleJumping

void Update ()

{

float delta =

isInteracting =
canDoCombo =

Time.deltaTime;

anim.GetBool ("isInteracting");
anim.GetBool ("canDoCombo") ;



isInvulnerable = anim.GetBool ("isInvulnerable");
anim.SetBool ("isInAir", isInAir);

inputHandler.TickInput (delta);
playerStats.RegenerateStamina() ;
cameraHandler.HandleCameraTarget () ;
playerLocomotion.HandleJumping () ;
playerLocomotion.HandleMovement (delta) ;

}

public void HandleMovement (float delta)

{
projectedVelocity = Vector3.zero;
if (inputHandler.rollFlaq)

return;

if (playerManager.isInteracting)

{

return;
}
moveDirection = cameraObject.forward * inputHandler.vertical;
moveDirection += cameraObject.right * inputHandler.horizontal;
moveDirection.y = 0;

moveDirection.Normalize () ;
float speed = movementSpeed;

if (inputHandler.sprintFlag && inputHandler.moveAmount > 0.5 &&
playerStats.currentStamina > 0)
{
playerStats.TakeStaminaDamage (sprintStaminaDrainage *
Time.deltaTime) ;
speed = sprintSpeed;
isSprinting = true;
moveDirection *= speed;
}
else
{
if (inputHandler.moveAmount < 0.5)
{
moveDirection *= walkingSpeed;
isSprinting = false;
}
else
{
moveDirection *= speed;
isSprinting = false;

projectedVelocity = Vector3.ProjectOnPlane (moveDirection,
normalVector) ;

if (inputHandler.lockOnFlag && inputHandler.sprintFlag == false)
{
animatorHandler.UpdateAnimatorValues (inputHandler.vertical,
inputHandler.horizontal, playerManager.isSprinting);
}
else
{
animatorHandler.UpdateAnimatorValues (inputHandler.moveAmount,
playerManager.isSprinting) ;

}
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}

public void HandleJumping ()
{
if (isInteracting)
return;
if (inputHandler.jump_ Input)
{
if (inputHandler.moveAmount > 0 && playerStats.currentStamina >=
jumpStaminaDrainage)
{
playerStats.TakeStaminaDamage (jumpStaminaDrainage) ;
moveDirection = cameraObject.forward *
inputHandler.vertical;
moveDirection += cameraObject.right *
inputHandler.horizontal;
moveDirection.y = 0;
animatorHandler.PlayTargetAnimation ("jump", true);
Quaternion jumpRotation =
Quaternion.LookRotation (moveDirection) ;
myTransform.rotation = jumpRotation;
}
}
}

Ha mpumepe xona Boltie OyayT MpUBEIEHBI MPUMEPHI pacuéTa METPUK KOJa.
6.3.1 Iloacuér MmeTpuku XoJicreaa

Metpuka Xosctea OTHOCUTCA K METPUKAM, BBIYUCIISIEMBIM Ha OCHOBaHUU
aHaJIM3a YMCIIa CTPOK M CHHTAKCUYECKUX UCXOJJHOTO KO/ia porpammel [21].

Jlist mozicuéra OLeHOK (HampuMep, TAKUX Kak CI0Bapb NPOrpaMMbl WIIA 00BEM
nporpaMmbl) B paMKax JaHHOM  METPUKH  HCHOJNB3YIOTCA  CIEAYIOIIne
XapaKTepUCTUKU: YHUCJIO YHUKAJIBHBIX OINEparopoB mnporpammel (N1l), wyucio
YHUKAJIBHBIX OIEPaHA0B Mporpammbl (N2), oOlee Yuciio OmnepaTopoB MpPOTPaMMEI
(N1), ob6iee uuncio onepanaoB nporpamMmbl (N2).

Metpuka XosicTena OTAMYHO MOAXOAUT JJII OLEHKH CIOKHOCTH KOJa M
MPOTHO3UPOBAHUSI YacTOThl OMMOOK B Koje. JlaHHas MeTpuka NOpUMEHHMa K
IporpaMmMaM Ha pa3HbIX S3bIKAX M OTHOCUTEJIBHO JIETKO IOACYMTHIBaeTcs. [
OOJbIIeH TOYHOCTH HAJAO CYMTATh JAHHYIO METPHUKY JUIsl BCEro KoJia MPOEKTa, HO B
JAHHOM CJIy4ae JiJIsl YIPOIIEHHs BRIYMCIEHUHN OyAeT NpUBENEH MOACUET METPUKHU JUISI
npuMepa KoJia U3 JIUCTUHTA 1.

XapakTepucTuku, cBsi3aHHble ¢ omnepatopamu (N1, N1), npuBeneHsl

B Ta0uIe 6.



Tabnuia 6 — OnepaTopsl

Omnepatopsl Uucno BXOXIeHUM
= 15
== 1
*= 3
+= 2
> 3
< 1
>= 1
&& 4
return 3
anim.GetBool 3
anim.SetBool 1
inputHandler.TickInput 1
cameraHandler.HandleCamera | 1
Target
playerStats.RegenerateStamin | 1
a

playerLocomotion.HandleJum | 1
ping
playerLocomotion.HandleMo | 1
vement

moveDirection.Normalize 2
playerStats. TakeStaminaDama | 2
ge

Vector3.ProjectOnPlane 1
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[Iponomkenue Tabauibl 6

Omnepatopsl Uucno BXOXKIEHUM
animatorHandler.UpdateAnim | 2
atorValues

animatorHandler.PlayTargetA | 1
nimation

Quaternion.LookRotation 1

; 37

: 7

+ 1

* 5
nl=26 N1=101
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XapaKTepUCTUKH, CBsI3aHHBIC ¢ onepanaamu (N2, N2), mpuBeacHsI B Ta0HIe 7.

Tabnuma 7 — Onepanapl

Onepanabl Hucno BXOXKIACHUI
delta 3
Time.deltaTIme 2
isInteracting 4
canDoCombo 1
isinvulnerable 1
isInAir 1
projectedVelocity 2
inputHandler.rollFlag 3
moveDirection 13
moveDirection.y 2




[Iponomxkenue Tabauibl 7

Onepanabl Hucno BXOKACHUI
cameraObject.forward 2
cameraObject.right 2
inputHandler.vertical 2
inputHandler.horizontal 2
Speed 2
movementSpeed 1
inputHandler.sprintFlag 2
inputHandler.moveAmount 4
playerStats.currentStamina 2
sprintStaminaDrainage 1
sprintSpeed 1
isSprinting 5
walkingSpeed 1
inputHandler.lockOnFlag 1
inputHandler.vertical 1
inputHandler.horizontal 1
inputHandler.jump_Input 1
jumpStaminaDrainage 2
jumpRotation 2
myTransform.rotation 1
0 4
0.5 2
false 3
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Onepanabl Hucno BXOKACHUI
True 2

“jump” 1

“isInteracting” 1

“canDoCombo” 1

“isInvulnerable” 1

n2 =38 N2 =83

JliiHa TIporpaMMBbI paBHa!
N =N1+N2=101+ 83 = 184.
CrnoBapb IporpaMMbl paBeH:
n =nl+n2 = 26 + 38 = 64.
O0BEM IpOrpaMMmBL:
HV = N xlog,(n) = 184 * 6 = 1104.
OreHka ypoBHS KauecTBa MPOrpaMMHUPOBAHHS

n2
f————— = Dk —
nl x N2 26 * 83

CI10KHOCTB ITPOTPAMMBI:

0-(3)- ()~ (- () -0

JUig paccMaTpuBaeMOro KOJa OLEHKU CIOKHOCTU IPOrpaMMbl M €€ 00bEMa

A

L =2 = 0,035.

NOJIYYHJINCh JOBOJIBHO BBICOKMMH, a OLIEHKAa YPOBHS Ka4e€CTBA MPOrPaMMHPOBAHUS
MOJIyYHJIach JIOBOJBHO HEBBICOKOW. Bc€ 3TO TOBOPpUT 00 OTHOCHUTEIBHOM
rpoMO3aKOCTH Koja. OHaKO HaWJEHHbIE 3HAYEHUs JIeKAT B MpEAeax HOPMBI AJis

BUJICOUTD, pa3pabaTeiBacMbIX Ha JqBIKKe Unity.
6.3.2 Hoacuér meTpukn Yenuna

Mertpuka YenrHa cOCTOUT B OllEHKE MH(YOPMALMOHHOW MPOYHOCTU OTAEIIBHO
B3ATOI0 IMPOrPaMMHOIO MOAYJA C IIOMOIIBI aHalau3a Xapakrepa MUCIOJb30BaHUs

NIepEMEHHBIX U3 CIKCKa BBOAA-BbIBOIa [21].
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Hns  noacu€ra wmeTpuku  YenumHa  TpeOyeTcs  MOCUYUTATh — 3HAYEHUS
CIICTYIOIINX MHOXeCTB [21]:

- MHOECTBO BBOJIUMBIX MePEMEHHBIX TUIst pacy€ToB 17}
obecneuenus BoiBoaa (P);

- MHOKECTBO MOJIUMDUIIMPYEMBIX WM CO3AaBAEMBIX BHYTPH IPOTPAMMBI
nepeMeHHbix (M);

- MHOKECTBO TMEPEMEHHBIX, YYacCTBYIOUIUX B VYIPABJICHUH PabOTOU
nporpammuoro moayis (C);

- MHOKECTBO HEHUCIIOJIb3YEMbIX B IporpaMme
(mapa3uTHBIX) mepeMeHHBIX (T).

JlaHHasi MeTpUKa TaK ke, Kak U MeTpuka XOJCTeAa, MPUMEHUMA K Pa3HbIM
A3bIKaM IPOrPaMMHPOBAHUS U OTHOCUTEIIBHO JIETKA B IJIAHE PACUETOB, UCIIOIB3YEMBIX
B He. UeM BbIIIE 3HAYEHUE METPUKHU YennHa, TEM MEHEE YCTOMYHMB aHAIN3UPYEMBIN
OJIOK KO/1a ¥ TEM OH MEHEE KaUeCTBEHEH.

Mertpuka YenrHa pacCUuThIBAETCA MO ciaeayromiei Gpopmye:

Q=P+2M+3C+ 0,5T.

B paccmarpuBaeMom npumMepe koaa (CMOTpH JUCTHHT 1) 3HAUYCHHUS] MHOXKECTB
P, M, C, T paBHBI cooTBeTCTBEeHHO 3HaueHUsM 6, 11, 6, 0. B Takom ciydae pacuér
3HaueHus MeTpuku YenuHa OyJeT BRITJISACTh TaK:

Q=6+2+11+3%6+0,5*0 = 46.

3HaueHue METpUKM YennHa g paccMaTpuBaeMoro koxaa pasHo 46. Eciu B
pe3ynbTate H3MEHEHHsS KoJla paccMaTpUBaeMbIX (YHKIMA 3HAYCHUE METPUKHU
3HAYUTEIBHO YBEITUUYUTCS, 3TO OYJET O3HAYaTh HU3KOE KaY€CTBO U3MEHEHUI.

Jns 3HaYeHWW JAHHOW METPUKM HET KAaKOU-TO YHUBEPCAJIbHOU HOPMBL.
3HaueHue MeTpuku YenuHa, MOJY4YEHHOE [Jis KOJa W3 JIHMCTUHTa 1, sBisercs
NpUeMIIEMbIM ISl pa3pabOTaHHOW BUACOUTPHI, TaK KaK OHO COIMOCTaBUMO CO
CPEeIHMMHU 3HAYEHUSMHU JAHHOW METPUKU i1 JPYrUX MOAyJed Kojaa

JTAHHOMN BUJICOUTPBI.
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3akJIoueHue

B mporecce BBITIOMHEHUS BBIMTYCKHOW KBaJM(UKAIIMOHHOW paboThl ObLIa
pazpaboTaHa BHICOUTpa B )kaHpe ACLION ¢ BUIOM OT TPETHETO JINIA, B KOTOPOi ObLIa
peasin3oBaHa OMTBA C UTPOBBIM OOCCOM, BKITIOYAIOIAs JIBE CTAIUH.

B xone paboTel ObulM NPOHAEHBI 3TAllbl: aHAIU3a MPEIMETHOW 00JacTH U
TpeOOBaHUI,  NMPOEKTUPOBAHUS  MPWIOKEHHUS,  pealu3allud  MPUIOKECHHUS,
IJIAHUPOBAHUS Pa3padOTKU U OLIEHKHU OIOKETA, TECTUPOBAHUS IIPHIIOKECHHUS.

Ha srane ananu3a npenMeTHOM 00acTH U TpeOOBaHMM ObUIM MPOBEACHBI:
aHaJNIU3 MPEAMETHON 00JIACTM M MOCTAHOBKA 3aJa4d, (POPMUPOBAHUE TEXHUUYECKOIO
3aJlaHus, aHAJIN3 LIEJIEBOM ayIMTOPUH, aHAJIU3 U CPABHEHUS IPOIPAMMHBIX IPOJTYKTOB
aHAJIOTMYHOT'0 HAa3HAYEeHMsI, AaHAJIN3 BapUaHTOB UCII0JIb30BAHUS, BEIOOP TEXHOJIOTUNA U
MHCTPYMEHTAJIbHBIX CPEACTB pa3pabOTKH.

Ha »Tame  mnpoekTUpoBaHUS  NPUIOKEHUS  OBLIM  OCYIIECTBIICHBI:
IPOEKTUPOBAHUE HHTEPPENCOB, MPOEKTUPOBAHUE CTPYKTYpPbl IMPOTrPAMMHOIO
oOecrieueHus, IPOEKTUPOBAHUE aJITOPUTMOB, IPOEKTUPOBAHUE CTPYKTYP JTaHHBIX.

Ha sTtane peanuzanuu ObUIO0 MPOBEACHO KOJUPOBAHUE MPUIIOKEHUS, @ TAKKE
ObLJ1a COCTaBIJIEHA AUarpaMMa KOMIIOHEHTOB MPUIIOKEHUS.

Ha srane mianupoBaHusi pa3pabOTKM U OLEHKU Oro/KeTa ObUT COCTaBJIEH
KaJICHAApHBIN IIJ1aH MPOEKTa, NOCTPOEHa Auarpamma ['aHTa, MoCUMTaHbl 3aTpaThl HA
peanu3aluio MpoeKTa.

Ha »srtame TectupoBaHus OBUIM COCTaBJIEHBl KJIacChl 3KBUBAJEHTHOCTH W
IIPUMEPBI TECTOB «UEPHOTO ALIMKA», a TAKXKE HA JAHHOM 3Tane ObUI NPUBEAEH TPUMED
noacuéra  meTpuk  Xoncrena v YenmHa A dparmenta  Koja
pa3pabOTaHHON BUICOUTPHI.

B UTOTE, ObL1a co3gaHa BUJIEOUTDA, COOTBETCTBYIOILIAS

COCTaBJICHHBIM Tpe6OBaHI/I$IM.
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Jluctunr A.1 — Kox kimacca AttackState.cs

public class AttackState : State

{

public CombatStanceState combatStanceState;
public PursueTargetState pursueTargetState;
public EnemyAttackAction currentAttack;

public bool willDoComboOnNextAttack = false;
public bool hasPerformedAttack = false;
public bool specialAttack;

public float specialAttackTime = 0.5f;

protected float damageMultiplier;
string path = @"Assets\SaveDatal\save.txt";
private List<string> savedata = new List<string>();

protected void Start ()
{ ReadSaveData () ;
if (savedata[4] == "easyDifficulty")
{ damageMultiplier = 1;
if (savedata[4] == "middleDifficulty")
damageMultiplier = 1.5f;
if (savedata[4] == "hardDifficulty")

damageMultiplier = 2;
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public override State Tick (EnemyManager enemyManager, EnemyData enemyStats,
EnemyAnimatorManager enemyAnimatorManager)

{

float distanceFromTarget =

Vector3.Distance (enemyManager.currentTarget.transform.position,
enemyManager.transform.position);

if (distanceFromTarget > enemyManager.maximumAttackRange)

{

return pursueTargetState;

if (willDoComboOnNextAttack && enemyManager.canDoCombo)

AttackTargetWithCombo (enemyManager, enemyAnimatorManager) ;

if (!'hasPerformedAttack)
AttackTarget (enemyManager, enemyAnimatorManager) ;

RollForComboChance (enemyManager) ;

if (willDoComboOnNextAttack && hasPerformedAttack)
{

return this;

return combatStanceState;
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private void ReadSaveData ()

{

using (StreamReader sr = File.OpenText (path))
{

string s = "";

while ((s = sr.ReadLine()) != null)

{
savedata.Add (s) ;

protected void AttackTarget (EnemyManager enemyManager, EnemyAnimatorManager
enemyAnimatorManager)

{

enemyManager.GetComponentInChildren<DamageCollider> () .currentWeaponDamage =
Mathf.RoundTolInt (currentAttack.attackDamage * damageMultiplier);
enemyAnimatorManager.PlayTargetAnimation (currentAttack.actionAnimation,
true) ;
enemyManager.currentRecoveryTime = currentAttack.recoveryTime;
hasPerformedAttack = true;

protected void AttackTargetWithCombo (EnemyManager enemyManager,
EnemyAnimatorManager enemyAnimatorManager)

{

enemyManager.GetComponentInChildren<DamageCollider> () .currentWeaponDamage =
Mathf.RoundToInt (currentAttack.attackDamage * damageMultiplier);
willDoComboOnNextAttack = false;
enemyAnimatorManager.PlayTargetAnimation (currentAttack.actionAnimation,
true);
enemyManager.currentRecoveryTime = currentAttack.recoveryTime;
currentAttack = null;
hasPerformedAttack = true;

protected void RollForComboChance (EnemyManager enemyManager)
{
float comboChance = Random.Range (0, 100);
if (enemyManager.allowAIToPerformCombos && comboChance <=
enemyManager.comboLikelyHood)
{
if (currentAttack.comboAction != null)
{
willDoComboOnNextAttack = true;
currentAttack = currentAttack.comboAction;
}
else
{
willDoComboOnNextAttack = false;
currentAttack = null;

}

else

{

currentAttack = null;
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Jluctunr A.2 — Kox kimacca BossAttackState.cs

public class BossAttackState : AttackState

{
public int specialAttackDamage = 200;

private void Start ()

{
base.Start () ;

public override State Tick(EnemyManager enemyManager, EnemyData enemyStats,
EnemyAnimatorManager enemyAnimatorManager)
{
if (enemyAnimatorManager.anim.GetBool ("isInvulnerable"))
return this;
if (!specialAttack)
{
float distanceFromTarget =
Vector3.Distance (enemyManager.currentTarget.transform.position,
enemyManager.transform.position);
return base.Tick (enemyManager, enemyStats, enemyAnimatorManager) ;
}
else
{
float distanceFromTarget =
Vector3.Distance (enemyManager.currentTarget.transform.position,
enemyManager.transform.position);
if (!hasPerformedAttack)
{
PerformSpecialAttack (enemyManager, enemyAnimatorManager);

}

return combatStanceState;

private void PerformSpecialAttack (EnemyManager enemyManager,
EnemyAnimatorManager enemyAnimatorManager)

{

StartCoroutine (PerformDashAttack (enemyManager, enemyAnimatorManager));

IEnumerator PerformDashAttack (EnemyManager enemyManager,
EnemyAnimatorManager enemyAnimatorManager)
{
Vector3 DashDirection = enemyManager.currentTarget.transform.position -
enemyManager.transform.position;

DashDirection.y = 0;
float length = DashDirection.magnitude;
float scaling = (length - enemyManager.maximumAttackRange) / length;

DashDirection.Set (DashDirection.x * scaling, DashDirection.y * scaling,
DashDirection.z * scaling);

float timeElapsed = 0;

float duration = 0.2f;

Vector3 startPosition = enemyManager.transform.position;

enemyAnimatorManager.PlayTargetAnimation ("Boss jump", true);

while (timeElapsed < duration)

{

enemyManager.GetComponent<Rigidbody> () .MovePosition (Vector3.Lerp (startPosition,
startPosition + DashDirection, timeElapsed / duration));
timeElapsed += Time.deltaTime;



yield return null;

enemyManager.GetComponentInChildren<DamageCollider> () .currentWeaponDamage =
Mathf.RoundTolInt (specialAttackDamage * damageMultiplier);

enemyAnimatorManager.PlayTargetAnimation ("Boss OH heavy attack 1",
true) ;

enemyManager.currentSpecialRecoveryTime = 10f;

hasPerformedAttack = true;

}
JIuctuur A.3 — Kog kimacca BossCombatStanceState.cs

public class BossCombatStanceState : CombatStanceState
{

[Header ("Second Phase Attacks")]

public bool hasPhaseShifted;

public EnemyAttackAction[] secondPhaseEnemyAttacks;

protected override void GetNewAttack (EnemyManager enemyManager)
{
if (hasPhaseShifted)

{

int randomValue = Random.Range (0, secondPhaseEnemyAttacks.Length);

attackState.currentAttack = secondPhaseEnemyAttacks|[randomValue];

}

else

{

base.GetNewAttack (enemyManager) ;

}

JIuctuur A.4 — Ko ximacca CombatStanceState.cs

public class CombatStanceState : State

{
public AttackState attackState;
public EnemyAttackAction[] enemyAttacks;
public PursueTargetState pursueTargetState;

public bool hasSpecial = false;

protected bool randomDestinationSet = false;
protected float verticalMovementValue = 0;
protected float horizontalMovementValue = 0;

public override State Tick (EnemyManager enemyManager, EnemyData enemyStats,

EnemyAnimatorManager enemyAnimatorManager)
{

enemyManager.distanceFromTarget =
Vector3.Distance (enemyManager.currentTarget.transform.position,
enemyManager.transform.position);

//enemyAnimatorManager.anim.SetFloat ("Vertical™, 0, 0.1f,
Time.deltaTime) ;

enemyAnimatorManager.anim.SetFloat ("Vertical", verticalMovementValue,
0.2f, Time.deltaTime) ;

enemyAnimatorManager.anim.SetFloat ("Horizontal",
horizontalMovementValue, 0.2f, Time.deltaTime) ;

attackState.hasPerformedAttack = false;

attackState.specialAttack = false;
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if (enemyManager.isInteracting)
{
enemyAnimatorManager.anim.SetFloat ("Vertical", 0);
enemyAnimatorManager.anim.SetFloat ("Horizontal", O0);
return this;
}
if (hasSpecial && enemyManager.distanceFromTarget <=
enemyManager.maximumSpecialRange && enemyManager.currentSpecialRecoveryTime <=
&& enemyManager.distanceFromTarget > enemyManager.maximumAttackRange)
{
attackState.specialAttack = true;
enemyAnimatorManager.anim.SetFloat ("Vertical", 0);
enemyAnimatorManager.anim.SetFloat ("Horizontal", 0);
return attackState;

if (enemyManager.distanceFromTarget > enemyManager.maximumAttackRange)
{

enemyAnimatorManager.StopRotation () ;

return pursueTargetState;

if (!randomDestinationSet)

{
randomDestinationSet = true;
DecideCirclingAction();
enemyAnimatorManager.CanRotate () ;

if (enemyManager.currentRecoveryTime <= 0 && attackState.currentAttack
= null)
{

randomDestinationSet = false;
enemyAnimatorManager.anim.SetFloat ("Vertical™, 0);
enemyAnimatorManager.anim.SetFloat ("Horizontal", O0);

return attackState;

}

else

{
GetNewAttack (enemyManager) ;
}

return this;

}

protected void DecideCirclingAction ()

{
WalkAroundTarget () ;

protected void WalkAroundTarget ()
{

verticalMovementValue = 1f;
horizontalMovementValue = Random.Range (-1, 1);

if (horizontalMovementValue <= 1 && horizontalMovementValue >= 0)
{
horizontalMovementValue = 1f;
}
else if (horizontalMovementValue >= -1 && horizontalMovementValue < 0)

{
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horizontalMovementValue = -1f;

protected virtual void GetNewAttack (EnemyManager enemyManager)

{
int randomValue = Random.Range (0, enemyAttacks.Length);
attackState.currentAttack = enemyAttacks[randomValue];

}

Jluctunr A.5 — Kop kimacca ldleState.cs

public class IdleState : State

{
public PursueTargetState pursueTargetState;

public LayerMask detectionlLayer;

public override State Tick (EnemyManager enemyManager, EnemyData enemyStats,
EnemyAnimatorManager enemyAnimatorManager)
{
if (enemyManager.isInteracting)
{
return this;

}

#region Handle Enemy Target Detection
Collider[] colliders = Physics.OverlapSphere (transform.position,
enemyManager.detectionRadius, detectionLayer);

for (int i = 0; i < colliders.Length; i++)
{
CharacterStats characterStats =
colliders[i].transform.GetComponent<CharacterStats> ()

if (characterStats != null)
{
Vector3 targetDirection = characterStats.transform.position -
transform.position;
float viewableAngle = Vector3.Angle(targetDirection,
transform. forward) ;

if (viewableAngle > enemyManager.minimumDetectionAngle &&
viewableAngle < enemyManager.maximumDetectionAngle)

{

enemyManager.currentTarget = characterStats;

}
}

#endregion

#region Handle Switching To Next State
if (enemyManager.currentTarget != null)

{

return pursueTargetState;

}

else

{

return this;

}

#endregion
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}

Jluctunr A.6 — Kop xnacca PursueTargetState.cs

public class PursueTargetState : State

{
public CombatStanceState combatStanceState;

public override State Tick (EnemyManager enemyManager, EnemyData enemyStats,
EnemyAnimatorManager enemyAnimatorManager)

{

enemyManager.distanceFromTarget =
Vector3.Distance (enemyManager.currentTarget.transform.position,
transform.position);

if (enemyManager.isInteracting)
return this;

if (enemyManager.isPerformingAction)

{

Debug.Log ("isPerformingAction == true");

enemyAnimatorManager.anim.SetFloat ("Vertical”™, 0, 0.1f,
Time.deltaTime) ;

enemyAnimatorManager.anim.SetFloat ("Horizontal", 0, 0.1f,

Time.deltaTime) ;
return this;

if (combatStanceState.hasSpecial && enemyManager.distanceFromTarget <=
enemyManager.maximumSpecialRange && enemyManager.currentSpecialRecoveryTime <=
0)
{
enemyManager .moveForward = false;
return combatStanceState;

enemyManager.moveForward = false;
if (enemyManager.distanceFromTarget > enemyManager.maximumAttackRange)

{

enemyManager.moveForward = true;

if (enemyManager.distanceFromTarget <= enemyManager.maximumAttackRange)

{

return combatStanceState;

}

else

{

return this;

}

JIuctunr A.7 — Kox kinacca EnemyAttackAction.cs

public class EnemyAttackAction : EnemyAction
{

public bool canCombo;

public EnemyAttackAction comboAction;



public int attackDamage = 10;
public float recoveryTime = 2;

public float maximumAttackAngle = 35;
public float minimumAttackAngle -35;

public float minimumDistanceNeededToAttack =
public float maximumDistanceNeededToAttack = 3;

|
(@)
~.

}

Jluctunr A.8 — Kox kiacca EnemyData.cs

public class EnemyData : CharacterStats
{
EnemyLocomotionManager enemyLocomotion;
public new Rigidbody rigidbody;
public HealthBar healthBar;
public UIEnemyHealthBar uiHealthBar;

public bool isBoss = false;

Animator animator;

EnemyManager enemyManager;

BossManager bossManager;
BossCombatStanceState bossCombatStanceState;
AttackState attackState;

private void Awake ()

{

animator = GetComponentInChildren<Animator>();

enemyLocomotion = GetComponent<EnemyLocomotionManager> () ;

TryGetComponent<EnemyManager> (out enemyManager) ;
TryGetComponent<BossManager> (out bossManager) ;
rigidbody = GetComponent<Rigidbody> () ;

}

void Start ()

{
maxHealth = SetMaxHealthFromLvl () ;

currentHealth = maxHealth;

uiHealthBar = GetComponentInChildren<UIEnemyHealthBar> () ;

if (healthBar != null)

healthBar.SetMaxHealth (Mathf.RoundToInt (maxHealth));

if (uiHealthBar != null)

uiHealthBar.SetMaxHealth (Mathf.RoundToInt (maxHealth)) ;

if (isBoss)
{
bossCombatStanceState =
GetComponentInChildren<BossCombatStanceState> () ;

attackState = GetComponentInChildren<AttackState>();

}
}

public void SetStats()

{
maxHealth = SetMaxHealthFromLvl () ;
currentHealth = maxHealth;
if (healthBar != null)

healthBar.SetMaxHealth (Mathf.RoundTolInt (maxHealth));

if (uiHealthBar != null)
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uiHealthBar.SetMaxHealth (Mathf.RoundTolInt (maxHealth));
}

private float SetMaxHealthFromLvl ()
{
maxHealth = healthlLevel * 10;
return maxHealth;

public void TakeDamage (int damage)

{
if (animator.GetBool ("isInvulnerable™))
{

return;

}

currentHealth = currentHealth - damage;

if (healthBar != null)
healthBar.SetCurrentHealth (Mathf.RoundToInt (currentHealth)) ;
if (uiHealthBar != null)

uiHealthBar.SetCurrentHealth (Mathf.RoundToInt (currentHealth));
animator.Play ("Damage 01");

if (isBoss && currentHealth <= maxHealth / 2 &&
'bossCombatStanceState.hasPhaseShifted)
{
bossManager.ShiftToSecondPhase () ;
attackState.willDoComboOnNextAttack = false;
}
if (!isBoss)
enemyManager.currentRecoveryTime += 0.2f;
else
bossManager.currentRecoveryTime += 0.2f;
if (currentHealth <= 0)
{
currentHealth = 0;
if (!isBoss)
enemyManager.isDead = true;
else
bossManager.isDead = true;
rigidbody.useGravity = false;
animator.Play("Dead 01");
enemyLocomotion.characterCollider.enabled = false;
enemyLocomotion.characterCollisionBlockerCollider.enabled = false;

}

Jluctunr A.9 — Kox kacca EnemyManager.cs

public class EnemyManager : CharacterManager
{
string path = @"Assets\SaveDatal\save.txt";
private List<string> savedata = new List<string>();

protected EnemyAnimatorManager enemyAnimatorManager;
protected EnemyLocomotionManager enemylLocomotionManager;
protected EnemyData enemyData;

public Rigidbody enemyRigidbody;
public NavMeshAgent navMeshAgent;
public State currentState;

public CharacterStats currentTarget;



public bool isPerformingAction;
public bool isInteracting;
public bool moveForward;

public float distanceFromTarget;

public float rotationSpeed = 15;

public float walkingSpeed = 2;

public float maximumAttackRange = 1.5f;
public float maximumSpecialRange = 40f;

[Header ("Combat Flags")]
public bool canDoCombo;

[Header ("AI settings") ]

public float detectionRadius = 20;

public float maximumDetectionAngle = 50;
public float minimumDetectionAngle -50;
public float viewableAngle;

[Header ("A.I. Combat Settings")]
public bool allowAIToPerformCombos;
public float combolLikelyHood = 70;

public float currentRecoveryTime = 0;
public float currentSpecialRecoveryTime = 0;
protected DamageCollider damageCollider;

protected void Awake ()
{

enemyLocomotionManager = GetComponent<EnemyLocomotionManager> () ;
enemyAnimatorManager = GetComponentInChildren<EnemyAnimatorManager>();

enemyData = GetComponent<EnemyData> () ;
navMeshAgent = GetComponentInChildren<NavMeshAgent> () ;
navMeshAgent.enabled = false;
enemyRigidbody = GetComponent<Rigidbody> () ;
}

protected void Start()
{

enemyRigidbody.isKinematic = false;
ReadSaveDatal() ;
if (savedata[4] == "easyDifficulty")

{
enemyData.healthLevel *= 1;
enemyData.SetStats () ;
}
if (savedata[4] == "middleDifficulty")
{
enemyData.healthlLevel = Mathf.RoundToInt (l1.5f *
enemyData.healthLevel);
enemyData.SetStats () ;
}
if (savedata[4] == "hardDifficulty")
{
enemyData.healthlLevel *= 2;
enemyData.SetStats () ;

}

private void ReadSaveData ()

{
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using (StreamReader sr = File.OpenText (path))
{

string s = "";

while ((s = sr.ReadLine()) != null)

{
savedata.Add (s) ;

protected void Update ()
{
HandleRecoveryTimer () ;
canDoCombo = enemyAnimatorManager.anim.GetBool ("canDoCombo") ;
isInteracting = enemyAnimatorManager.anim.GetBool ("isInteracting");
if (enemyData.uiHealthBar)
enemyData.uiHealthBar.ControlUIHealthBar () ;
if (isDead)
return;
HandleStateMachine () ;
HandleRotateTowardsTarget (enemyAnimatorManager) ;

}

protected void FixedUpdate ()
{
if (isDead)
return;
PushRigidBody (enemyAnimatorManager) ;
navMeshAgent.transform.localPosition = Vector3.zero;
navMeshAgent.transform.localRotation Quaternion.identity;

}

protected void HandleStateMachine ()
{

if (currentState != null)

{

State nextState = currentState.Tick(this, enemyData,
enemyAnimatorManager) ;

if (nextState != null)

{
SwitchToNextState (nextState);

}

protected void SwitchToNextState (State state)
{

currentState = state;

protected void HandleRecoveryTimer ()

{

if (currentRecoveryTime > 0)

{

currentRecoveryTime -= Time.deltaTime;

if (currentSpecialRecoveryTime > 0)

currentSpecialRecoveryTime -= Time.deltaTime;
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if (isPerformingAction)

{
if (currentRecoveryTime <= 0)
{

isPerformingAction = false;

protected void HandleRotateTowardsTarget (EnemyAnimatorManager
enemyAnimatorManager)
{
if (currentTarget == null)
return;
if (enemyAnimatorManager.anim.GetBool ("canRotate"))
{

Vector3 direction =
currentTarget.transform.position -
transform.position;

direction.y = 0;

direction.Normalize();

if (direction == Vector3.zero)
{
direction = transform.forward;
}
Quaternion targetRotation = Quaternion.LookRotation (direction);

enemyRigidbody.MoveRotation (targetRotation) ;
}
else
{
Vector3 relativeDirection =
transform.InverseTransformDirection (navMeshAgent.desiredVelocity) ;
Vector3 targetVelocity = enemyRigidbody.velocity;

navMeshAgent.enabled = true;
navMeshAgent.SetDestination (currentTarget.transform.position);
enemyRigidbody.velocity = targetVelocity;
enemyRigidbody.MoveRotation (Quaternion.Slerp (transform.rotation,
navMeshAgent.transform.rotation, rotationSpeed / Time.deltaTime));
}
}

protected void PushRigidBody (EnemyAnimatorManager enemyAnimatorManager)

{

if (!moveForward)

return;
enemyAnimatorManager.anim.SetFloat ("Vertical", 1, 0.1f, Time.deltaTime);
enemyAnimatorManager.anim.SetFloat ("Horizontal", 0, 0.1f,

Time.deltaTime) ;

Vector3 targetVelocity = transform.forward;

targetVelocity.y = 0;

targetVelocity.Normalize () ;

targetVelocity *= walkingSpeed;

Vector3 projectedVelocity = Vector3.ProjectOnPlane (targetVelocity,
Vector3.up);

enemyRigidbody.velocity = targetVelocity;

protected void OnDrawGizmosSelected()
{

Gizmos.color = Color.red;



Gizmos.DrawWireSphere (transform.position, detectionRadius);

}

JIuctunr A.10 — Kox knacca PlayerManager.cs

public class PlayerManager : CharacterManager
{
string path = @"Assets\SaveDatal\save.txt";
InputHandler inputHandler;
Animator anim;
PlayerLocomotion playerLocomotion;
PlayerStats playerStats;
CameraHandler cameraHandler;
public List<WeaponItem> gamerWeapons = new List<WeaponItem> ()

[Header ("Player Flags") ]
public bool isInteracting;
public bool isSprinting;
public bool isInAir;

public bool isGrounded;
public bool canDoCombo;
public bool isInvulnerable;
public bool isBlocking;
public bool takingDamage;

public int damageReduce = 75;
private List<string> savedata = new List<string>();

private void Awake ()
{
}

void Start ()

{
playerLocomotion = GetComponent<PlayerLocomotion> () ;
inputHandler = GetComponent<InputHandler>();
anim = GetComponentInChildren<Animator>();
playerStats = GetComponent<PlayerStats> () ;

cameraHandler = GetComponent<CameraHandler>();
ReadSaveData () ;
this.GetComponentInParent<Transform> () .position = new
Vector3 (float.Parse (savedatall]),
float.Parse (savedata[2]), float.Parse (savedatal[3]));
if (savedata[4] == "easyDifficulty")

{
playerStats.healthlLevel *= 2;
playerStats.healthRegenerationAmount *= 2;
playerStats.staminalevel *= 2;
playerStats.staminaRegenerationAmount *= 2;
playerStats.SetStats (),
}
if (savedatal[4] == "middleDifficulty")
{
playerStats.healthlLevel = Mathf.RoundToInt (1.5f *
playerStats.healthlevel);
playerStats.healthRegenerationAmount = 1.5f *
playerStats.healthRegenerationAmount;
playerStats.staminalLevel = Mathf.RoundToInt (1.5f *
playerStats.staminalevel) ;



playerStats.staminaRegenerationAmount = 1.5f *
playerStats.staminaRegenerationAmount;

playerStats.SetStats () ;

}

if (savedata[4] == "hardDifficulty")

{
playerStats.healthLevel *= 1;
playerStats.healthRegenerationAmount *= 1;
playerStats.staminalLevel *= 1;
playerStats.staminaRegenerationAmount *= 1;
playerStats.SetStats() ;

}

if (savedata[5] == "Sword")

{

this.GetComponent<PlayerInventory> () .ChangeRightWeapon (gamerWeapons|[0]) ;
}

if (savedata[5] == "Mace")

{

this.GetComponent<PlayerInventory> () .ChangeRightWeapon (gamerWeapons[1l]);
}
}

void Update ()

{
float delta = Time.deltaTime;

isInteracting = anim.GetBool ("isInteracting");
canDoCombo = anim.GetBool ("canDoCombo") ;

isInvulnerable = anim.GetBool ("isInvulnerable");
anim.SetBool ("isBlocking", isBlocking);
anim.SetBool ("isInAir", isInAir);

anim.SetBool ("isDead", isDead);

anim.SetBool ("takingDamage", takingDamage) ;

inputHandler.TickInput (delta);
playerStats.RegenerateStamina () ;
playerStats.RegenerateHealth () ;
cameraHandler.HandleCameraTarget () ;
cameraHandler.CheckObstacles () ;
cameraHandler.CheckDead () ;
playerLocomotion.HandleRollingAndSprinting (delta);
playerLocomotion.HandleJumping () ;
playerLocomotion.HandleMovement (delta) ;
if (anim.GetBool ("canRotate"))
playerLocomotion.HandleRotation (delta) ;

}

private void FixedUpdate ()

{
float delta = Time.fixedDeltaTime;

playerLocomotion.HandleFalling(delta, playerLocomotion.moveDirection);
playerLocomotion.MoveRigidBody (delta) ;
}

private void LateUpdate()

{
inputHandler.rollFlag = false;
inputHandler.sprintFlag = false;
inputHandler.rb Input = false;
inputHandler.rt Input = false;
inputHandler.jump Input = false;
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inputHandler.escape Input = false;
takingDamage = false;

if (isInAir)

{

playerLocomotion.inAirTimer = playerLocomotion.inAirTimer +
Time.deltaTime;
}
}

private void ReadSaveData ()

{
using (StreamReader sr = File.OpenText (path))

{
string s = "";
while ((s = sr.ReadLine()) != null)

{
savedata.Add(s) ;

}

}

JIuctunr A.11 — Kop xnacca CharacterManager.cs

public class CharacterManager : MonoBehaviour

{

public Transform lockOnTransform;
public bool isDead = false;
}

Jluctunr A.12 — Kox kmacca BossManager.cs

public class BossManager : EnemyManager

{
public string bossName;
BossCombatStanceState bossCombatStanceState;

protected new void Awake ()

{

base.Awake () ;
bossCombatStanceState = GetComponentInChildren<BossCombatStanceState>();

enemyData.isBoss = true;

}

public void ShiftToSecondPhase ()
{

enemyAnimatorManager.PlayTargetAnimation ("Phase Shift", true);
bossCombatStanceState.hasPhaseShifted = true;
bossCombatStanceState.hasSpecial = true;

}

JIuctunr A.13 — Kox kimacca CameraHandler.cs

public class CameraHandler : MonoBehaviour
{
public Transform cameraTransform;
PlayerManager playerManager;



InputHandler inputHandler;
public Transform targetTransform;
public LayerMask environmentLayer;

public CharacterManager currentLockOnTarget;

List<CharacterManager> avaialableTargets = new List<CharacterManager>();
public float maximumLockOnDistance = 30;

public CharacterManager nearestLockOnTarget;

public CharacterManager leftLockTarget;

public CharacterManager rightLockTarget;

public CinemachineFreelook cinemachine;
public CinemachineFreeLook cinemachineVC;

private void Awake ()

{
targetTransform = FindObjectOfType<PlayerManager> () .lockOnTransform;
inputHandler = FindObjectOfType<InputHandler>();
cameraTransform = FindObjectOfType<Camera> () .transform;
playerManager = GetComponent<PlayerManager> () ;

private void Start ()

{

environmentlLayer = LayerMask.NameToLayer ("Environment");

public void HandleCameraTarget ()
{
if (inputHandler.lockOnFlag == true && currentLockOnTarget != null)
{
cinemachine.Priority = 0;
cinemachineVC.Priority = 10;
cinemachineVC.LookAt =

currentLockOnTarget.lockOnTransform.transform;

Vector3 targetdirection = currentLockOnTarget.transform.position

targetTransform.position;

targetdirection.y = 0;
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float angle = Vector3.SignedAngle (targetdirection, Vector3.forward,

Vector3.up)

26);

cinemachineVC.m YAxis.Value = 0.65f;
cinemachineVC.m XAxis.Value = -angle;
}
else
{
cinemachineVC.Priority = 0;
cinemachine.Priority = 10;
cinemachine.LookAt = targetTransform;

public void HandleLockOn ()

{
float shortestDistance = Mathf.Infinity;
float shortestDistanceOfLeftTarget = -Mathf.Infinity;
float shortestDistanceOfRightTarget = Mathf.Infinity;

Collider[] colliders = Physics.OverlapSphere (targetTransform.position,

for (int 1 = 0; 1 < colliders.Length; i++)
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CharacterManager character =
colliders[i] .GetComponent<CharacterManager> () ;

if (character !'= null)
{
Vector3 lockTargetDirection = character.transform.position -
targetTransform.position;
float distanceFromTarget =
Vector3.Distance (targetTransform.position, character.transform.position);
float viewableAngle = Vector3.Angle(lockTargetDirection,
cameraTransform. forward) ;
RaycastHit hit;

if (character.transform.root != targetTransform.transform.root
&& viewableAngle > -50 && viewableAngle < 50
&& distanceFromTarget <= maximumLockOnDistance)

if (Physics.Linecast (playerManager.lockOnTransform.position,
character.lockOnTransform.position, out hit))
{
Debug.DrawlLine (playerManager.lockOnTransform.position,
character.lockOnTransform.position) ;
if (hit.transform.gameObject.layer == environmentlLayer)

{
}

else

{

avaialableTargets.Add (character);

for (int k = 0; k < avaialableTargets.Count; k++)
{
float distanceFromTarget =
Vector3.Distance (targetTransform.position,
avaialableTargets|[k].transform.position);

if (distanceFromTarget < shortestDistance)

{
shortestDistance = distanceFromTarget;
nearestLockOnTarget = avaialableTargets[k];

if (inputHandler.lockOnFlag)
{

Vector3 relativeEnemyPosition =
inputHandler.transform.InverseTransformPoint (avaialableTargets[k].transform.posi
tion);

var distanceFromLeftTarget = relativeEnemyPosition.x;

var distanceFromRightTarget = relativeEnemyPosition.x;

if (relativeEnemyPosition.x <= 0.00 && distanceFromLeftTarget >
shortestDistanceOfLeftTarget
&& avaialableTargets[k] != currentLockOnTarget)
{
shortestDistanceOflLeftTarget = distanceFromLeftTarget;
leftLockTarget = avaialableTargets[k];



98

if (relativeEnemyPosition.x >= 0.00 && distanceFromRightTarget <
shortestDistanceOfRightTarget
&& avaialableTargets[k] != currentLockOnTarget)
{
shortestDistanceOfRightTarget = distanceFromRightTarget;
rightLockTarget = avaialableTargets[k];

public void ClearLockOnTargets ()
{
avaialableTargets.Clear () ;
nearestLockOnTarget = null;
currentLockOnTarget = null;

public void CheckObstacles ()
{
if (!currentLockOnTarget) return;
Vector3 lockTargetDirection = currentLockOnTarget.transform.position -
targetTransform.position;
float distanceFromTarget = Vector3.Distance (targetTransform.position,
currentLockOnTarget.transform.position);
float viewableAngle = Vector3.Angle (lockTargetDirection,
cameraTransform. forward) ;
RaycastHit hit;

if (currentlLockOnTarget.transform.root != targetTransform.transform.root
&& viewableAngle > -50 && viewableAngle < 50
&& distanceFromTarget <= maximumLockOnDistance)

if (Physics.Linecast (playerManager.lockOnTransform.position,
currentLockOnTarget.lockOnTransform.position, out hit))
{
Debug.DrawlLine (playerManager.lockOnTransform.position,
currentLockOnTarget.lockOnTransform.position);
if (hit.transform.gameObject.layer == environmentLayer)
{
inputHandler.lockOnFlag = false;
currentLockOnTarget = null;

}

public void CheckDead ()
{
if (playerManager.isDead)
{
inputHandler.lockOnFlag = false;
currentLockOnTarget = null;
}
if (currentLockOnTarget != null)
{
if (currentLockOnTarget.isDead)
{
currentLockOnTarget = null;
inputHandler.lockOnFlag = false;



}

Jluctunr A.14 — Kop xiacca PlayerAttacker.cs

public class PlayerAttacker : MonoBehaviour
{
AnimatorHandler animatorHandler;
InputHandler inputHandler;
WeaponSlotManager weaponSlotManager;
PlayerStats playerStats;
//private DamageCollider damageCollider;
public string lastAttack;

private void Awake ()

{
animatorHandler = GetComponentInChildren<AnimatorHandler> () ;
inputHandler = GetComponent<InputHandler>();
weaponSlotManager = GetComponentInChildren<WeaponSlotManager> () ;
playerStats = GetComponent<PlayerStats>();

}

public void HandleWeaponCombo (WeaponItem weapon)
{
if (playerStats.currentStamina <= 0 || playerStats.currentHealth <= 0)
return;
if (inputHandler.comboFlag)
{

animatorHandler.anim.SetBool ("canDoCombo", false):;

if (lastAttack == weapon.OH Light Attack 1)
{
SetAttackDamage (weapon.lightDamage) ;
animatorHandler.anim.SetFloat ("Vertical™, 0);
animatorHandler.anim.SetFloat ("Horizontal", 0);
animatorHandler.PlayTargetAnimation (weapon.OH Light Attack 2,
true);
lastAttack = weapon.OH Light Attack 2;
}
else if (lastAttack == weapon.OH Light Attack 2)
{
SetAttackDamage (weapon.lightDamage) ;
animatorHandler.anim.SetFloat ("Vertical", 0);
animatorHandler.anim.SetFloat ("Horizontal™, O0);
animatorHandler.PlayTargetAnimation (weapon.OH Light Attack 1,
true);

lastAttack = weapon.OH Light Attack 1;

public void HandleLightAttack (WeaponItem weapon)

{
if (playerStats.currentStamina <= 0 || playerStats.currentHealth <= 0)

return;

weaponSlotManager.attackingWeapon = weapon;
SetAttackDamage (weapon.lightDamage) ;
animatorHandler.anim.SetFloat ("Vertical", 0);
animatorHandler.anim.SetFloat ("Horizontal"™, O0);
animatorHandler.PlayTargetAnimation (weapon.OH Light Attack 1, true);
lastAttack = weapon.OH Light Attack 1;
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public void HandleHeavyAttack (WeaponItem weapon)

{
if (playerStats.currentStamina <= 0 || playerStats.currentHealth <= 0)

return;

weaponSlotManager.attackingWeapon =
SetAttackDamage (weapon.heavyDamage) ;
animatorHandler.PlayTargetAnimation (weapon.OH Heavy Attack 1, true);
lastAttack = weapon.OH Heavy Attack 1;

weapony;

}

public void Block()
{

animatorHandler.PlayTargetAnimation ("block start", false);

}

private void SetAttackDamage (int damage)
{

this.GetComponentInChildren<DamageCollider> () .currentWeaponDamage =
damage;

}
}

JIuctunr A.15 — Kop knacca Playerlnventory.cs

public class PlayerInventory : MonoBehaviour
{

WeaponSlotManager weaponSlotManager;

public WeaponItem rightWeapon;
public WeaponItem leftWeapon;

private void Awake ()
{

weaponSlotManager = GetComponentInChildren<WeaponSlotManager> () ;

}

private void Start()
{
weaponSlotManager.LoadWeaponOnSlot (rightWeapon, false);

weaponSlotManager.LoadWeaponOnSlot (leftWeapon, true);
}

public void ChangeRightWeapon (WeaponItem newRightWeapon)

{
rightWeapon = newRightWeapon;
weaponSlotManager.LoadWeaponOnSlot (newRightWeapon, false);

}

JIuctunr A.16 — Kox kimacca PlayerLocomotion.cs

public class PlayerLocomotion : MonoBehaviour
{
CameraHandler cameraHandler;
public Transform cameraObject;
InputHandler inputHandler;
public Vector3 moveDirection;
PlayerManager playerManager;
PlayerStats playerStats;



[HideInInspector]

public Transform myTransform;
[HideInInspector]

public AnimatorHandler animatorHandler;

public new Rigidbody rigidbody;
public CapsuleCollider characterCollider;
public CapsuleCollider characterCollisionBlocker;

private Vector3 projectedVelocity;
public float jumpRecoveryTime = 1;

private float jumpRecoveryTimer = 4;

[Header ("Ground & Air Detection Stats") ]

[SerializeField]

float groundDetectionRayStartPoint = 0.5f;
[SerializeField]

float minDistNeededToFall = 1f;
[SerializeField]

float groundDirectionRayDistance = 0.2f;

LayerMask ignoreForGroundCheck;
public float inAirTimer;

[Header ("Unrealized movement stats") ]
[SerializeField]

float walkingSpeed = 2;

[Header ("Movement Stats")]
[SerializeField]
float movementSpeed
[SerializeField]
float sprintSpeed = 8;
[SerializeField]
float rotationSpeed
[SerializeField]
float fallingSpeed = 45;
[SerializeField]

int sprintStaminaDrainage = 20;
[SerializeField]

int rollingStaminaDrainage = 20;
[SerializeField]

int jumpStaminaDrainage = 20;

5;

10;

private void Awake ()

{

cameraHandler FindObjectOfType<CameraHandler> () ;

}

void Start ()

{
playerManager = GetComponent<PlayerManager> () ;
rigidbody = GetComponent<Rigidbody> () ;
inputHandler = GetComponent<InputHandler>();

animatorHandler = GetComponentInChildren<AnimatorHandler>();

myTransform = GetComponent<Transform> () ;

playerStats = GetComponent<PlayerStats>();
animatorHandler.Initialize () ;

characterCollider = GetComponent<CapsuleCollider>();

playerManager.isGrounded = true;
ignoreForGroundCheck = ~(1 << 8 | 1 << 11);

Physics.IgnoreCollision (characterCollider, characterCollisionBlocker,

true);
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#region Movement
Vector3 normalVector;
Vector3 targetPosition;

public void HandleRotation (float delta)

{
if (inputHandler.lockOnFlag)

{
if (inputHandler.sprintFlag || inputHandler.rollFlagqg)

{

Vector3 targetDirection = Vector3.zero;

targetDirection = cameraHandler.cameraTransform.forward *
inputHandler.vertical;

targetDirection = cameraHandler.cameraTransform.right *
inputHandler.horizontal;

targetDirection.y = 0;

targetDirection.Normalize () ;

if (targetDirection == Vector3.zero)

{

targetDirection = transform.forward;

Quaternion tr = Quaternion.LookRotation (targetDirection);
Quaternion targetRotation = Quaternion.Slerp(transform.rotation,
tr, rotationSpeed * Time.deltaTime);

//transform.rotation = targetRotation;
rigidbody.MoveRotation (targetRotation) ;
}
else
{
Vector3 rotationDirection = moveDirection;
rotationDirection =
cameraHandler.currentLockOnTarget.transform.position - transform.position;
rotationDirection.y = 0;
rotationDirection.Normalize () ;
Quaternion tr = Quaternion.LookRotation(rotationDirection);
Quaternion targetRotation = Quaternion.Slerp(transform.rotation,
tr, rotationSpeed * delta);
rigidbody.MoveRotation (targetRotation) ;
}

else

Vector3 targetDir = Vector3.zero;
float moveOverride = inputHandler.moveAmount;

targetDir = cameraObject.forward * inputHandler.vertical;
targetDir += cameraObject.right * inputHandler.horizontal;

targetDir.y = 0;
targetDir.Normalize () ;

if (targetDir == Vector3.zero)
targetDir = myTransform.forward;

Quaternion tr Quaternion.LookRotation (targetDir) ;
Quaternion targetRotation = Quaternion.Slerp(myTransform.rotation,
tr, rotationSpeed * delta);
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rigidbody.MoveRotation (targetRotation);

public void HandleMovement (float delta)
{
projectedVelocity = Vector3.zero;
if (inputHandler.rollFlagq)
return;

if (playerManager.isInteracting)

{

return;
}
moveDirection = cameraObject.forward * inputHandler.vertical;
moveDirection += cameraObject.right * inputHandler.horizontal;
moveDirection.y = 0;

moveDirection.Normalize () ;
float speed = movementSpeed;

if (inputHandler.sprintFlag && inputHandler.moveAmount > 0.5 &&
playerStats.currentStamina > 0)
{
playerStats.TakeStaminaDamage (sprintStaminaDrainage *
Time.deltaTime) ;
speed = sprintSpeed;
playerManager.isSprinting = true;
moveDirection *= speed;
}
else
{
if (inputHandler.moveAmount < 0.5)
{
moveDirection *= walkingSpeed;
playerManager.isSprinting = false;
}
else
{
moveDirection *= speed;
playerManager.isSprinting = false;

projectedVelocity = Vector3.ProjectOnPlane (moveDirection, normalVector);

if (inputHandler.lockOnFlag && inputHandler.sprintFlag == false)
{
animatorHandler.UpdateAnimatorValues (inputHandler.vertical,
inputHandler.horizontal, playerManager.isSprinting);
}
else
{
animatorHandler.UpdateAnimatorValues (inputHandler.moveAmount, O,
playerManager.isSprinting) ;
}
}

public void MoveRigidBody (float delta)
{
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rigidbody.velocity = projectedVelocity;
}

public void HandleRollingAndSprinting(float delta)
{
if (animatorHandler.anim.GetBool ("isInteracting"))
return;

if (inputHandler.rollFlaq)
{

moveDirection = cameraObject.forward * inputHandler.vertical;
moveDirection += cameraObject.right * inputHandler.horizontal;
moveDirection.y = 0;

moveDirection.Normalize () ;

if (inputHandler.moveAmount > 0 && playerStats.currentStamina >=
rollingStaminaDrainage)
{
playerStats.TakeStaminaDamage (rollingStaminaDrainage) ;
animatorHandler.PlayTargetAnimation("rolling", true);

Quaternion rollRotation =
Quaternion.LookRotation (moveDirection) ;
myTransform.rotation = rollRotation;
}
else if (inputHandler.moveAmount == 0)
{

animatorHandler.PlayTargetAnimation ("backStep", true);

}

public void HandleFalling(float delta, Vector3 moveDirection)
{

playerManager.isGrounded = false;

RaycastHit hit;

Vector3 origin = myTransform.position;

origin.y += groundDetectionRayStartPoint;

if (Physics.Raycast(origin, myTransform.forward, out hit, 0.4f))
{

moveDirection = Vector3.zero;

if (playerManager.isInAir)

rigidbody.AddForce (-Vector3.up * fallingSpeed) ;
rigidbody.AddForce (moveDirection * fallingSpeed / 10f);

Vector3 dir = moveDirection;
dir.Normalize () ;
origin = origin + dir * groundDirectionRayDistance;

targetPosition

myTransform.position;

Debug.DrawRay (origin, -Vector3.up * minDistNeededToFall, Color.red,
0.1f, false);
if (Physics.Raycast (origin, -Vector3.up, out hit, minDistNeededToFall,
ignoreForGroundCheck))
{
normalVector = hit.normal;
Vector3 tp = hit.point;



playerManager.isGrounded = true;
targetPosition.y = tp.y;

if (playerManager.isInAir)
{
if (inAirTimer > 0.5f)
{

Debug.Log ("You were in the air for " + inAirTimer);
animatorHandler.PlayTargetAnimation ("land", true);
inAirTimer = 0;

}

else

{

animatorHandler.PlayTargetAnimation ("Empty", false);
inAirTimer = 0;

playerManager.isInAir = false;

}

else

{

if (playerManager.isGrounded)

{

playerManager.isGrounded = false;

if (playerManager.isInAir == false)

{

if (playerManager.isInteracting == false)

{

animatorHandler.PlayTargetAnimation("falling", true);

Vector3 vel = rigidbody.velocity;
vel.Normalize () ;

rigidbody.velocity = vel * (movementSpeed / 2);
playerManager.isInAir = true;

if (playerManager.isGrounded)

{

if (playerManager.isInteracting || inputHandler.moveAmount > 0)

{

myTransform.position = Vector3.Lerp (myTransform.position,
targetPosition, Time.deltaTime / 0.1f);
}

else

{

myTransform.position = targetPosition;

public void HandleJumping ()
{

if (playerManager.isInteracting)
return;

JjumpRecoveryTimer += Time.deltaTime;

if (inputHandler.jump Input)
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if (inputHandler.moveAmount > 0 && playerStats.currentStamina >=

jumpStaminaDrainage && jumpRecoveryTimer > jumpRecoveryTime)

{

jumpRecoveryTimer = 0;

playerStats.TakeStaminaDamage (jumpStaminaDrainage) ;
moveDirection = cameraObject.forward * inputHandler.vertical;
moveDirection += cameraObject.right * inputHandler.horizontal;
moveDirection.y = 0;
animatorHandler.PlayTargetAnimation ("jump", true);

Quaternion jumpRotation =
Quaternion.LookRotation (moveDirection) ;
myTransform.rotation = jumpRotation;

}
}
fendregion

}

JIuctunr A.17 — Kop knacca PlayerStats.cs

public class PlayerStats : CharacterStats

{
PlayerManager playerManager;
PlayerLocomotion playerLocomotion;
AnimatorHandler animatorHandler;
Menu menu;
new Rigidbody rigidbody;
public HealthBar healthBar;
public StaminaBar staminaBar;
public float staminaRegenerationAmount = 1;
public float staminaRegenTimer = 0;
public float healthRegenerationAmount = 1;
public float healthRegenTimer = O0;
public string levelName = "SAMPLE";

private void Awake ()

{

menu = GetComponent<Menu> () ;

animatorHandler = GetComponentInChildren<AnimatorHandler> () ;
playerManager = GetComponent<PlayerManager> () ;

rigidbody = GetComponent<Rigidbody> () ;

playerLocomotion = GetComponent<PlayerLocomotion> () ;

}

void Start ()

{
SetStats () ;

public void SetStats()
{
maxHealth = SetMaxHealthFromLvl () ;
currentHealth = maxHealth;
healthBar.SetMaxHealth (Mathf.RoundToInt (maxHealth));

maxStamina = SetMaxStaminaFromLvl () ;

currentStamina = maxStamina;
staminaBar.SetMaxStamina (Mathf.RoundToInt (maxStamina)) ;

private float SetMaxHealthFromLvl ()

106



107

maxHealth = healthLevel * 10;
return maxHealth;

private float SetMaxStaminaFromLvl ()
{
maxStamina = staminalLevel * 10;
return maxStamina;

public void RegenerateStamina ()
{
if (playerManager.isInteracting || playerManager.isSprinting)
{
staminaRegenTimer = O0;
}
else
{
staminaRegenTimer += Time.deltaTime;
if (currentStamina < maxStamina && staminaRegenTimer > 1f)
{
currentStamina += staminaRegenerationAmount * Time.deltaTime;
staminaBar.SetCurrentStamina (Mathf.RoundToInt (currentStamina)) ;

}

public void RegenerateHealth ()
{
if (playerManager.takingDamage || playerManager.isDead)
{
healthRegenTimer = 0;
}
else
{
healthRegenTimer += Time.deltaTime;
if (currentHealth < maxHealth && healthRegenTimer > 2f)
{
currentHealth += healthRegenerationAmount * Time.deltaTime;
healthBar.SetCurrentHealth (Mathf.RoundTolInt (currentHealth));

public void TakeDamage (int damage, Vector3 strikePostition)
{
if (playerManager.isInvulnerable)

{

return;

playerManager.takingDamage = true;
if (playerManager.isBlocking)
{
Vector3 blockDirection = strikePostition -
playerManager.transform.position;
float angle = Vector3.Angle (blockDirection,
playerManager.transform. forward) ;
if (angle >= 0 && angle <= 45)
{
currentHealth = currentHealth - Mathf.RoundToInt (damage * (100 -
playerManager.damageReduce) / 100);



}

}
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}

else

{

currentHealth = currentHealth - damage;
}
healthBar.SetCurrentHealth (Mathf.RoundToInt (currentHealth));
animatorHandler.PlayTargetAnimation ("block damage", true);

else

{

if
{

currentHealth = currentHealth - damage;
healthBar.SetCurrentHealth (Mathf.RoundToInt (currentHealth));
animatorHandler.PlayTargetAnimation ("damage", true);

(currentHealth <= 0)

currentHealth = 0;
rigidbody.useGravity = false;
playerLocomotion.characterCollider.enabled = false;
animatorHandler.StopAllCoroutines () ;
playerManager.isDead = true;
if (playerManager.isInAir)
animatorHandler.PlayTargetAnimation ("deathInAir", true);
else
animatorHandler.PlayTargetAnimation ("death", true);
menu.ShowDeathScreen () ;
StartCoroutine (retryCoroutine()) ;

IEnumerator retryCoroutine ()

{

menu.deathScreenText.SetText ("YOU DIED \n restart in 5 seconds");
yield return new WaitForSeconds (1) ;
menu.deathScreenText.SetText ("YOU DIED \n restart in 4 seconds");
yield return new WaitForSeconds (1) ;
menu.deathScreenText.SetText ("YOU DIED \n restart in 3 seconds");
yield return new WaitForSeconds (1) ;
menu.deathScreenText.SetText ("YOU DIED \n restart in 2 seconds");
yield return new WaitForSeconds (1) ;
menu.deathScreenText.SetText ("YOU DIED \n restart in 1 seconds");
yield return new WaitForSeconds (1) ;
SceneManager.LoadScene (levelName) ;

}

public
{

void TakeStaminaDamage (float damage)

currentStamina = currentStamina - damage;
staminaBar.SetCurrentStamina (Mathf.RoundToInt (currentStamina)) ;

Jluctunr A.18 — Kox kimacca WeaponHolderSlot.cs

public class WeaponHolderSlot : MonoBehaviour

{

public
public
public

public

Transform parentOverride;
bool isLeftHandSlot;
bool isRightHandSlot;

GameObject currentWeaponModel;
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public void UnloadWeapon ()
if (currentWeaponModel != null)

currentWeaponModel.SetActive (false);

public void UnloadWeaponAndDestroy ()
if (currentWeaponModel != null)

Destroy (currentWeaponModel) ;

public void LoadWeaponModel (WeaponItem weaponItem)

{
UnloadWeaponAndDestroy () ;

if (weaponlItem == null)
{
UnloadWeapon () ;
return;
}
GameObject model = Instantiate (weaponlItem.modelPrefab) as GameObject;
if (model != null)
{
if (parentOverride != null)
{
model.transform.parent = parentOverride;
}
else
{
model.transform.parent = transform;

}

model.transform.localPosition = Vector3.zero;
model.transform.localRotation Quaternion.identity;
model.transform.localScale = Vector3.one;

}

currentWeaponModel = model;
}

JIuctunr A.19 — Kox xinacca DamageCollider.cs

public class DamageCollider : MonoBehaviour
{
Vector3 strikePostition = Vector3.zero;
Collider damageCollider;
public int currentWeaponDamage = 25;
public bool enableCollider = false;

private void Awake ()

{
damageCollider = GetComponent<Collider>();
damageCollider.gameObject.SetActive (true);
damageCollider.isTrigger = true;



damageCollider.enabled = enableCollider;
}

public void EnableDamageCollider ()
{

damageCollider.enabled = true;

}

public void DisableDamageCollider ()
{
damageCollider.enabled = false;

}

private void OnTriggerEnter (Collider collision)
{
if (collision.tag == "Player")
{
PlayerStats playerStats = collision.GetComponent<PlayerStats>();
if (this.GetComponentInParent<CharacterManager> () != null)
strikePostition =

this.GetComponentInParent<CharacterManager> () .gameObject.transform.position;

}

if (playerStats != null)
{
playerStats.TakeDamage (currentWeaponDamage, strikePostition);
}
}

if (collision.tag == "Enemy")

{
EnemyData enemyStats = collision.GetComponent<EnemyData>();
if (enemyStats != null)

{

enemyStats.TakeDamage (currentWeaponDamage) ;

}

JIuctunr A.20 — Kox knacca EnemyWeaponSlotManager.cs

public class EnemyWeaponSlotManager : MonoBehaviour

{

public WeaponItem rightHandWeapon;
public WeaponlItem leftHandWeapon;

WeaponHolderSlot rightHandSlot;
WeaponHolderSlot leftHandSlot;

DamageCollider rightHandDamageCollider;
DamageCollider leftHandDamageCollider;

private void Awake ()

{
WeaponHolderSlot[] weaponHolderSlots =

GetComponentsInChildren<WeaponHolderSlot> () ;

foreach (WeaponHolderSlot weaponSlot in weaponHolderSlots)
{
if (weaponSlot.isLeftHandSlot)
{
leftHandSlot = weaponSlot;
}
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else if (weaponSlot.isRightHandSlot)

{
rightHandSlot = weaponSlot;

}

}

private void Start ()
{
if (rightHandWeapon != null)
{
LoadWeaponOnSlot (rightHandWeapon, false);
}
if (leftHandWeapon != null)
{
LoadWeaponOnSlot (leftHandWeapon, false);
}
}

public void LoadWeaponOnSlot (WeaponItem weapon, bool isLeft)
{
if (isLeft)
{
leftHandSlot.LoadWeaponModel (weapon) ;
LoadWeaponsDamageCollider (true) ;
}
else

{
rightHandSlot.LoadWeaponModel (weapon) ;

LoadWeaponsDamageCollider (false);

}

public void LoadWeaponsDamageCollider (bool isLeft)
{
if (isLeft)
{
leftHandDamageCollider =
leftHandSlot.currentWeaponModel.GetComponentInChildren<DamageCollider> () ;

}

else
{
rightHandDamageCollider =
rightHandSlot.currentWeaponModel.GetComponentInChildren<DamageCollider> () ;
}
}

public void OpenRightDamageCollider ()

{
rightHandDamageCollider.EnableDamageCollider () ;

}

public void OpenlLeftDamageCollider ()

{
leftHandDamageCollider.EnableDamageCollider () ;

}

public void CloseRightDamageCollider ()

{
rightHandDamageCollider.DisableDamageCollider () ;

}

public void CloseLeftDamageCollider ()



}

leftHandDamageCollider.DisableDamageCollider () ;

JIuctunr A.21 — Kox xnacca Weaponltem.cs

public class WeaponItem : Item

{

public GameObject modelPrefab;
public bool isUnarmed;

[Header ("One Handed Attack Animations") ]
public string OH Light Attack 1;
public string OH Light Attack 2;
public string OH Heavy Attack 1;

[Header ("Stamina costs") ]

public int baseStamina;

public float lightAttackMultiplier;
public float heavyAttackMultiplier;

[Header ("Damage Values") ]
public int lightDamage = 25;
public int heavyDamage 50;

JIuctunr A.22 — Kop kimacca WeaponSlotManager.cs

public class WeaponSlotManager

{

public WeaponlItem attackingWeapon;

WeaponHolderSlot leftHandSlot;
WeaponHolderSlot rightHandSlot;

DamageCollider leftHandDamageCollider;
DamageCollider rightHandDamageCollider;

PlayerStats playerStats;

private void Awake ()

{

MonoBehaviour

playerStats = GetComponentInParent<PlayerStats>();

WeaponHolderSlot[] weaponHolderSlots

GetComponentsInChildren<WeaponHolderSlot> () ;

foreach (WeaponHolderSlot weaponSlot
{
if (weaponSlot.isLeftHandSlot)
{
leftHandSlot = weaponSlot;
}

in weaponHolderSlots)

else if (weaponSlot.isRightHandSlot)

{
rightHandSlot = weaponSlot;

}
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}

public void LoadWeaponOnSlot (WeaponItem weaponItem, bool isLeft)
{
if (isLeft)
{
leftHandSlot.LoadWeaponModel (weaponltem) ;
LoadLeftWeaponDamageCollider () ;
}

else

{
rightHandSlot.LoadWeaponModel (weaponItem) ;
LoadRightWeaponDamageCollider () ;

}
#region Handle Weapon's Damage Collider

private void LoadLeftWeaponDamageCollider ()
{
leftHandDamageCollider =
leftHandSlot.currentWeaponModel.GetComponentInChildren<DamageCollider> () ;
}

private void LoadRightWeaponDamageCollider ()
{
rightHandDamageCollider =
rightHandSlot.currentWeaponModel.GetComponentInChildren<DamageCollider> () ;
}

public void OpenRightDamageCollider ()

{
rightHandDamageCollider.EnableDamageCollider () ;

}

public void OpenLeftDamageCollider ()

{
leftHandDamageCollider.EnableDamageCollider () ;

}

public void CloseRightDamageCollider ()

{
rightHandDamageCollider.DisableDamageCollider () ;

}

public void CloseleftDamageCollider ()
{

leftHandDamageCollider.DisableDamageCollider () ;
}

fendregion

#region Handle Weapon's Stamina Drainage
public void DrainStaminalLightAttack()
{
playerStats.TakeStaminaDamage (
Mathf.RoundToInt (
attackingWeapon.baseStamina *
attackingWeapon.lightAttackMultiplier)
) ;
}

public void DrainStaminaHeavyAttack()



{

playerStats.TakeStaminaDamage (Mathf.RoundToInt (attackingWeapon

attackingWeapon.heavyAttackMultiplier));

}

#endregion

}

JIuctunr A.23 — Kox kitacca CharacterStats.cs

public class CharacterStats : MonoBehaviour

{
public
public
public

public
public
public

int healthLevel = 10;
float maxHealth;
float currentHealth;

int staminalLevel = 10;
float maxStamina;
float currentStamina;

.baseStamina *
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Pucynok b.2 — IlepcoHaxk He eyaeT nepexar u3-3a HEBEPHOW KHONIKH JIEUCTBUSA

Pucynok b.3 — IlepcoHaxk He enaer nepekar u3-3a HeJOCTaTKa BBIHOCIMBOCTH

Pucynok b.4 — IlepcoHaxk He Jiefaet nepekaT u3-3a TOro, 4To JAeiIaeT B JaHHbBIN

MOMEHT JIpyroe JeUCTBUE
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Pucynok b.6 — Ilepconaxx He nenaer nepekar u3-3a TOro, YTo OMPAaBIIAETCS MOCIHE

MOJTy4YE€HUS YPOHa

Pucynok b.7 — IlepcoHaxk He AenaeT nepexkar u3-3a TOro, 4To HE JIBUKETCS B MOMEHT

Ha)XaTHA KIIaBUIIH IICPCKATa

Pucynok b.8 — [lepconax nBmkercs
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Pucynok b.9 — Ilepconaxk He ABUXKETCA U3-3a TOTO, UTO HAXaTa HE BEpHas KJIaBUIlla

NEUCTBUS

Pucynok b.10 — IlepcoHaxk He IBMKETCS U3-3a TOTO, YTO 3aHAT APYTUMH IEUCTBUAMHU

Pucynok b.11 — IlepcoHax He NBMKETCS M3-3a TOTO, YTO OH HE HA 3EMJIE

Pucynok b.12 — [lepconak He ABMKETCS U3-3a TOTO, YTO ONPABIIAETCS MOCIE

IIOJIyYEHHUsl YpOHa
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Pucynok b.14 — I[lepcoHaxk He Aenaet Jerkuil yaap u3-3a HaKaTUs HEBEPHOU

KJIQBUIIIHN JICUCTBUS

Pucynok b.15 — IlepcoHax He nenaer Jerkui yaap u3-3a Toro, 4to OH 3aHSIT

JIPYTUMU JIEUCTBUSIMUA

Pucynok b.16 — IlepcoHax He nenaet Jerkui yaap u3-3a Toro, 4To OH HE Ha 3eMJIe
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Pucynox b.17 — IlepcoHax He aenaer yaap u3-3a TOro, YTo OH OINpPaBJISIETCS MOCIIEe

MOJIYYeHHS YpOHA

Pucynok b.18 — Ilepconax He nenaet Jerkuil yiap u3-3a Toro, 4To eMy

HEOOCTAaTOYHO BBIHOCIIMBOCTH

Pucynok b.19 — [IpoTuBHMK nepemén u3 COCTOSHUS MOKOS B COCTOSIHHUE

IpeCiIeIOBaHusl, KOTra TJIABHBIA I€pOM IOMAJI B €r0 MOJIE 3PEHUS

Pucynok b.20 — [IpoTUBHUK OCTa€TCs B COCTOSIHUU MTOKOS, TAK KAK [TOKA B €0 MOJIE

3pEHMS HE IoNaj IJIaBHBIN repoi
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Pucynok b.21 — [IpoTUBHUK IIpeCieyeT rIaBHOTO Tepost

Pucynok b.22 — [IpOoTMBHMK 3aKOHYMII IPECIIENOBAHUE TIIABHOTO TEPOS U MEPELIEN B

COCTOAHHUC aTaKH

Pucynok b.23 — [IpoTMBHUK 3aKOHYMJI IPECIIEAOBAHUE TJIABHOTO IePOsi U IEPEXOIUT

B COCTOSIHHE 00OEBOI CTOMKU



Pucynok b.24 — [IpoTUBHUK [IEPEXOIUT U3 COCTOSHHS aTAKU B COCTOSIHHE

00€EBOM CTOMKH

Pucynoxk b.25 — IIpoTUBHUK NEPEXOAUT U3 COCTOSTHUS aTAKU B

COCTOSAHUMC MMPCCICITOBAHUSA

Pucynox b.26 — [IpoTuBHUK MTepeX0OUT U3 COCTOSTHHS O0EBOI CTOWKH B

COCTOSAHUNC IMMPCCICAOBAHNA
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[

Pucynok b.27 — [IpoTUBHUK MEpEXOAUT U3 COCTOSIHUSI O0€BOM CTOWKHU B

COCTOAHHUE aTaKH

Pucynoxk b.28 — ['naBHbIi Trepoil B COCTOSHUM OJ10Ka

Pucynok b.29 — I'maBHbI# Tepoii He CTaBUT OJIOK M3-3a HAXKATHUS HETPABUIILHOMN

KJIAaBUIIIN JCHCTBUS
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Pucynoxk b.30 — bimoxaiimmii K TIaBHOMY Iepor0 IPOTUBHUK 3aXBay€H

B (DOKyC Kamephl

Pucynox b.31 — Hukto He 3axBaueH B (DOKyC KaMmephl, TaK KakK B TMOJIE 3pEHUs

T'JIaBHOI'O I'€pOAd HCT IIPOTUBHUKOB

Pucynoxk b.32 — Hukto He 3axBaueH B (DOKyC KaMephbl U3-3a HaXKaTUsl HEBEPHOU

KJIAaBUIIIN JEHCTBUS
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Biérxas cnoxHocTs BMeu
iCpexnusist cnoxHoCTE Pnammua

Tsxénass cnoxHOCTE

HawvaTs HIDpPY

Pucynox b.33 — I[locne Haxkatus Ha kHOTIKY «HoBast urpa» oTKpbLICS 3KpaH BbIOOpa

CJIIO)KHOCTH U OPYKHS

Pucynok b.34 — [Tocne Haxatus Ha KHONIKY «[IpoA0IKUTh)» B IIIaBHOM MEHIO Urpa

3arpy3uiiach Ha MOCJIETHEW TOCTUTHYTON KOHTPOJIBHOW TOUYKE

[IpoOgoONXUTH
HoBass urpa
YopaBneHHe

Baxopn
ABTOpP

Pucynox b.35 — Ilocne naxxatus Ha kHOTIKy «Hazam» Ha skpaHe BBIOOpa OpYKUS U

CJIOKHOCTH HpOI/IBOIHéJ'I IIEPCXoa B I'NITaBHOC MCHIO UI'PBI
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Pucynox b.36 Ilocne Haxxatust Ha KHOTIKY «HauaTe urpy» Ha sKkpaHe BbIOOpa OpyKHs

U CJIOKHOCTH OB 3arpy>KeH MepBbIi YPOBEHb BUICOUTPHI

Jlerkass aTaka - JIKM

Taxenassi aTaka - R

IepenBHXeHHe - WASD

Ber - Shift (VpepxusaTs)

llepekaT - Shift (HaxaTsr B OBHXEeHHH)

OTcKOK Hazag - Shift (HaxaTs, moka repoii He
OBHXETCS)

3axBaT Bpara B pokyc kxamepsn - F

IlepeknniueHHe 3axBaTa KaMepsH Ha Bpara cnesa - 1
IlepeknoyeHHe 3axBaTa KaMepH Ha Bpara cnpaBa - 2
PuBOK - IIpoGen

HAXMHA HA ESC, YTOBH BHHUTH

Pucynok b.37 — [locne HaxaTusi Ha KHOMIKY «YTIpaBJICHHE» B TJIABHOM MEHIO ObLT

OTKPBIT SKpaH ¢ HHPOpMaLMel 00 yrpaBiIeHUU BUICOUTPBI

[IpPOONONXHUTSH
HoBass Hrpa
YnpaBJlieHHEe

Brxon
ABTOpP

Pucynok b.38 — [locne naxxatus Ha kinaBuiny «EScape» Ha skpane ¢ undopmanmen

00 ympaBJIeHUH MPOU3ONIET TIEPEXO/] B TTITABHOE MEHIO
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AbppamaHoB A.T.

HAXMH HA ESC, YTOBH BHHTH

Pucynox b.39 — Ilocie HaxaTusi KHOIKH « ABTOP» OTKPBUICS 9KpaH €

nHpopmarmeit 06 aBTope

[IpogoONXuTH

HoBass urpa

YnpaBneHue
Buxon
ABTOpP

Pucynox b.40 — Iocne Haxxatus Ha kiaBuiry «Escape» Ha sxpaHe ¢ uHpopManuen

00 aBTOpE MPOMU3OIIET IEPEX0/T B IIIABHOE MEHIO

[IPONONKUTH
I'lTaBHOE MEHW
BRXOQO

Pucynok b.41 — Ilocne HaxaTus Ha KiaBuily «ESCape» Ha CTapTOBOM YPOBHE UTPbI

OBLIO 3aIyIIEHO MEHIO TIay3bl

Pucynoxk b.42 — Ilocne Haxatust Ha KHOIIKY «IIpoOIKUTE» B MEHIO

nay3bl Urpa MPOJOJIKUIAC



[IpOOONXUTH
HoBass urpa
YnpaBrneHHe

Buxopn
ABTOpP

Pucynoxk b.43 — Ilocne Haxkatusi KHONIKM «I JlTaBHOE MEHIO» B MEHIO May3bl

HpOI/ISOHIéJI IIepexoa B I'IaBHOC MCHIO

[IPOOAONXHUTH

HoBass HIpa

YopaBrieHHEe
Bexon
ABTOpD

Pucynox b.44 — Buj riaBHOro MEHIO IPU YMEHBIIIEHUH OKHA UTPbI

[IpOOJONXUTH
I'maBHOE MeEHI
Beixon

Pucynok b.45 — Bua meHro nay3bl Ipy YMEHBIIEHUN OKHA UTPbI

Pucynoxk b.46 — Bun urposoro HUD
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Pucynok b.47 — Bug urpoBoro HUD nipu yMeHbIIIEHUH OKHA UTPBI

Pucynok b.48 — Bug skpana cMeptu

Pucynok b.49 — Buz skpana cMepTy Ipy yMEHBIIEHUN OKHA UTPBI



