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BBEAEHUE

Tema BbIMyCKHOW KBadU(pUKAIIMOHHOW pabOThl MOCBSIIEHA pa3paboTKe
HEOOX0AMMOro (YHKIIMOHANIA alTOPUTMOB BETBICHHUN WTPHI )KaHpPA «KBECT» IS
CO3/IaHUsI CIOKETHBIX IIETIOYeK M MOOOYHBIX 3amaHuil. Bech QyHkumonam Oynmer
pa3pabateiBaThcs Ha UrpoBoM aBIKke Unity 3d Bepcuu 5.4 + ¢ HCIIOIB30BaHHEM
s3pika C# B cpene pa3zpadbotkun MonoDevelop.

Bce urpel nensites Ha OECUMCICHHOE KOJUYECTBO JKAHPOB M MX CMECEi, B
BBIMTYCKHON KBalU(UKAIIMOHHOW paboTe peuyb MOWAET O TaKoM »JKaHpe Kak
«KBECT», PEJCTABIAIOMNN cO00N MHTEPAKTUBHYIO UCTOPHIO C TJIABHBIM T'e€pOEM,
yIPaBIsIEMbIM UTPOKOM C DJIEMEHTAMHU HWHIWBUIYaTbHOTO OTBITPHIIIA CHUCTEMBI
poneBoit urpsl (RolePlayGame).

HeoTpemiemoii 4acThi0 KBeCTa SIBISIOTCA MOPYYEHUS, KOTOPBIE HIPOKY
HEOOXOAMMO BBIMIONHATH IO MeEpe TNPOXOXKACHUS WrPhl. 3a BBIMOJIHECHUE
MOPYYEHUN WIPOK TMOJydaeT pa3IuYHyl0 Harpagy B BHJE OIbITa, JCHET WIH
pa3IMYHBIX MIPEIMETOB. BriepBbie TEPMUH KBECT HCIIOJIB30BAJICS JJIsl 0003HAYCHHUS
3aJjaHuil, 32 KOTOpbIe Tpenanonaraercs Harpaaa, Ha Game Developer Conference
2005r., mocne Yero OCHOBATEIbHO 3aKpPEMUJICS W BBHIMIEN 3a TPEAeTbl HCKOMOTO
KaHpa, Jajee B paboTe OyneT ymnoTpeOasiThcs TEPMHUH KBECT MMEHHO B JTOM
3nauenuu. [lomxanp RolePlayGame(cokp. RPG wiu PIII') yka3biBaeTr Ha TO, 4TO
UTPOKY TIPEICTOUT BHIOpATh WHIUBUAYadbHBIA IyTh Pa3BUTHSI TMEPCOHAXA U
NPUHATHS PEIICHUI B 3aBUCUMOCTH OT €T0 XapakTepa.

Lenp paboThl: pa3paboTaTh (YHKIMOHAT aJTOPUTMOB BETBICHHN HIPHI
KaHpa «KBECTY.

B cBsI31 ¢ MOCTaBIEHHOM LEThI0 PEIIAIOTCS CIEIYIOIINE 3aauH:

— HccnenoBaTh CyIiecTBYIOININE aHATIOTH.
— BBIIBUTH WX TOCTOMHCTBA U HEJOCTATKH.
— CocTaBUTh aJTOPUTMBI U pealu3aliil MHOTOBapHAHTHOW CHCTEMBI C

YUCTOM JOCTOMHCTB U HEAOCTATKOB CYIICCTBYOIIUX aHAJIOT'OB.



— Peaym3oBaTh COCTaBICHHBIC AJITOPUTMBI Ha SI3bIKE MporpaMmMmupoBanus C# c
ucrnoiab3oBaHueM oubaunotek Unity.

— OOecreunTh BH3yaJIbHOE IMPEACTABICHUE aJITOPHUTMOB M BapHaHTBl KX
TIPOXOK/ICHUS.

Pa3pabotka HeoOxoaumoro (GyHKIIMOHAA JJIsi CO3/IaHUSI KBECTOB SIBIISICTCS
OIHOM W3 (yHIAMEHTAIBHBIX 3a7a4 IPU CO3JaHUU WIP TAKOTO JKaHpa, BEIb
MMEHHO Ha HEM OCHOBBIBAaeTCS JajlbHEWIIas pa3paboTKa  CHOKETHOU
COCTaBIIIOIICH WIPhI, a 3HAYUT, YeM yaoOHee W MOHsATHee Oyaer WHTepdeiic
CO3/7aHUsI HOBBIX KBECTOB, a TaK k¢ pabOThI C KBECTAMU BO BPEMS MCIIOIb30BAHHMSI
y’K€ TOTOBOW WTPBI JUII MX HEIMOCPEACTBEHHOTO MPOXOKICHHSI, TEM BBIIIC OyIeT

LEHUTBCSI CaM MPOIYKT CPEAH pa3pabOTUMKOB U MOJIb30BATENIEH.



1 AHAJIU3 IPEJMETHOM OBJIACTH

B nanHo# riaBe OyayT omnucaHbl Hambojee spKUe MPECTaBUTEIHN >KaHpa
«kBecT». Ilockoybky OonblIass MX 4YacTh HAMMCaHAa HAa COOCTBEHHBIX MIPOBBIX
JBUKKAaX MTPOBBIX CTYIUH, HA HUX HE MPEACTABISIETCS BO3MOXKHOM pa3paloTKa,
MO3TOMY  PacCMOTpEHHUs TakK Ke TpeOdyeT acCOPTUMEHT  JIOCTYIHBIX

MHCTPYMEHTAPUEB.

1.1 CpaBHeHMe ¢ aHAIOTAMH

Cpenu COBpeMEHHBIX UI'P B HACTOSIIIIEE BPEMSI CYIIECTBYET TPU MOMYJISIPHBIX

aHajora:
1. Cepus urp Diablo;

2. The Elder Scrolls: Arena
3. Neverwinter Nights
4. Dark souls
5. Diablo 2

Pa3zpaborannas B 2001 rony komnanuei Blizzard Entertainment Diablo 2[4]
cTajla OJHOM M3 JIydllIMX UIrp BceX BpeMmeH xaHpa PIII', m saBisercs takoi u Ha
cerogusAHUN neHb. Urpa mpencraBiseT coOOi OTIMYHOE COYETaHHE XOPOLIO
BBITIOJJTHEHHOTO OCHOBHOTO ClOKeTa, arMocdepbl n 0oeBoil cuctembl. OnHAKO B
JAHHOM WIpe MOYTH MOJTHOCTHhIO OTCYTCTBYET CHCTEMa MOOOYHBIX KBECTOB. JIuiib
HECKOJIbKO pa3 3a BCIO UIPY MPEACTOUT BBIMOIHUTH 3aJlaHUs, HE OTHOCAIIUECS K
OCHOBHOM JIMHUM, YTO JOBOJIbHO CHJIBHO CKa3bIBaeTCs Ha pa3zHooOpazuu Bcel
BCEJICHHOW B 1eIOM. B urpe mojHOCTBIO OTCYTCTBYET HEJIMHEWHOCTH CIOXKETa,
UTPOKY HE MPUXOJIUTCS JelaTh BEIOOP MEXKIY CIOKETHBIMU Pa3BUTHUSIMU UTPHI, UTO
Tak e JenaeTr e€ JIOCTaTOYHO OJHOO0Opa3HOM U yXKe Ha BTOpPOE IMPOXOKICHHE
AIIEMEHTBl KaHpa «KBECT» IMOYTHU IMOJHOCTHIO MEPECTAlOT ObITh HMHTEPECHBIMHU.

Hwxe npencrapiiena nuanorosas manesib urpbl Diablo 2 (Pucynoxk 1).
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2. MOMMKa TIPECTYITHUKA, TIOJYYHTh JAHHBIA KBECT MOXXHO OT KOPOJIS
WIM KOPOJICBBI OJHOTO W3 KPYMHBIX TOPOJOB, TJIABHOMY TEpOI0 MPEICTOUT
OTIIPAaBUTHCS Ha TOMCKH OINMACHOTO KPHMMHHAJIBHOTO 3JIEMEHTa, OOWTAIOIIETO B
OJTHOMMEHHOM Terepe, ¢ 1eNblo ero yOuncTBa;

3. J0CTaBKa WJIM BO3BpaT IEHHOCTEH, OapMeH B TOPOJE MPEATIONKHUT
MIEPEBE3TH LICHHBIN TPy3 W3 OJHOTO TOpojia B APYIOi, BO BPeMs IMyTEIICCTBUSA Ha
reposs MOTYT HamajaaTh pPa300MHUKA W OXOTHHKH, KOTOpPBIE XOTAT TpaOUTh
KapaBaHBI.

Cnucok BHJIOB IMOOOYHBIX KBECTOB Ha 3TOM HE 3aKaHYMBACTCS, OJTHAKO HET
CMBICJIA TIEPEUYHCIIATh UX JTAJIBIIIC.

B wurpe kaxmoe Tmoa3eMelnbe M MPOCTPAHCTBO MEXKIY TOpOJaMHU
TCHEPUPYIOTCS TIPOLECYPHO U, K MPUMEPY, MOJYYHTh OJUHAKOBYIO IUIAHUPOBKY
OJTHOTO W TOTO K€ rOpo/ia MPaKTHIECKH HEBO3MOXKHO.

Penmuz wurper Neverwinter Nights[6] coctosiiics B 2002 romy cryauei
pa3paboTunkoB BioWare. Nrpa ¢ JWHEHHBIM CIOKETOM U HEOOJBIITUM
KOJIMYECTBOM ITOOOYHBIX 37aHUH CMOTJIa 3aMHTEPECOBATh YK€ K TOMY BpPEMEHU
JAOCTAaTOYHO MPUBEPEIIMBYIO MyOINKY CIEAYyIONel HOBOW OCOOEHHOCTHIO JKaHpa
POJICBBIX WTp: TEpe] MUTPOKOM ITOCTOSHHO MMPEACTABAIM JUJICMMBI MOPAIBHOTO
BbIOOpA - MPOXOKEHNE KBECTOB 3a 3J10/Ies HITH 3a JOOpsIKa.

Hrpoky 1Mo X0y 1o Mepe pa3BUTHS 3aJaHUs MOTJIH MPEIIOKUTH HECKOJIBKO
BapUAHTOB TOT'O YTO OH CJENACT Jajbllie, K IPUMEPY, OTHATh Y OCIHBIX IpakIaH
MOCJICTHAE JICHBI'M W OTJaTh WX OaHIUTY, OTKYIUTHCS JIM OT 3TOro OaHauTa
CaMOCTOSITEILHO WJIH YK€ CHJION MPOTHATh MOocIeaHero0. M XO0Th B KOHEUHOM HTOTe
9TO HHU K KAKUM CYIIICCTBEHHBIM ITOCJICICTBUSAM B Pa3BUTHH OCHOBHOTO CIOYKETa HE
MIPUBOJIMIIO, JIEMEHT OTHITPHIIIA 3aJyMaHHOTO MEpCcOoHa)ka ObLI Ha BBICOTE, YTO
MO3BOJISUIO  TTOJTHOCTBIO OKYHYThCS B aTMocdepy Hrpel. Hwke mpencTraBieHO
nuanoroBoe okHo urpsl Neverwinter Nights (pucyHoxk 2).

Dark Souls[7] — camas moyiofas urpa u3 BCEX CPaBHHUBAEMBIX aHAJIOTOB,

BbinymieHHas B 2011 roxy. [Ins psaoBOro urpoka, )KeJ1aromiero npoiuTu e€ Ha pas.
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I‘JIY6OKa$I U OrpOMHasdA UCTOpHUA, XOTA U MHOTHC €€ aCIICKTHI JJIIA (1)aHaTOB J0 CHUX

IOop ABJIAKOTCA CIIOPHBIMU.

HpOXOI[H urpy ¢ Hamlexcameﬁ BHUMATCIIBHOCTBIO, UTPOK MOKCT IMOBTOPHO

BCTpCUATh TCX HepCOHa}Kef/'I, 4dTO YK€ BUICII paHCC B CAMBIX HEOOBIYHBIX JJIs1 HUX

MECTaX: KTO-TO MOJKCT 3aCTPATH B KOJIOAUC, KTO-TO IOIIAJICA B KIJIICTKY, KTO-TO K€

npoCcTo CHUIAUT Yy KOCTpaA. N ecam Bce paenath B HaJjIexKalleM KIOYe — MX

CIOKCTHBIC JIMHHUU 6YJIYT pPasBUBATLCA, U B KOHCYHOM HTOIC rJIaBHBIN repoﬁ

Y3HACT UCTOPUIO KAXKIAOI'O MICPCOHAKA, U HA PA3SBUTHC UCTOPHUHU IICPCOHAKA repoﬁ

MOJKCT IMOBJUATD, BBITTOJIHAA PA3JIMYHBIC YCIIOBHUA.

HpoaHaJII/BI/IpyeM OCHOBHBIC TOCTOMHCTBA U HCAOCTATKU HAHHBIX ITPOCKTOB

U cBesieM ux B Tabnuiy (Ta6muma 1):

Tabmuma 1 - JlocTomHCTBA M HETOCTATKU

The eld lIs: | N int
Kputepuu Diablo 2 © CIeT SETOTS eve.rwm “" | Dark Souls
Arena Nights

OCHOBHOH CIOXKET 5 4 3 3
[ToGouHble 3ananus 3 5 4 5
Henunelinocts

2 2 5 5
CIOXKETa

PacummugpoBka 3HaKOB:

— «5» J{aHHBII DYHKT yAOBIETBOPSIET NOJIHOCTHIO;

— «@» I[aHHBIﬁ IIYHKT YAOBJCTBOPACT IIOJHOCTBHO, HO C HEOOIBIIUMHA

HIOQHCAMU;

— «3» HYHKT BBITIOJIHACT MHWHHMAJIBHBIC Tpe6OBaHI/I$I OOCHKH IIPOAYKTAQ,

OIHAKO HYKIACTCs B IIOpa6OTK€

— «2» [lyHKT HE yIOBIETBOPSIET TPEOOBAHUSIM.
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1.2 PaccMoTpeHue UTPOBBIX ABHKKOB

NHcTpyMeHTapuid, Ha3bIBAEMBIM UTPOBBIMU JIBMKKaMH[12], co3maH i
YIPOIICHUS] U YCKOPEHUs pa3pabOTKU HUrp, YTOOBI HE MHCAThb BCE «C HYJS».
UrpoBoit ABUKOK — 3TO TOT MOJYJIb UTPhI, KOTOPHIH BKJIIOYAET B CEOsI UTPOBYIO
JIOTHUKY.

Jlanee mpuBeNEeH CHUCOK UIPOBBIX JABWXKOB, Hanboliee MOAXOIALIUX IS
CO3JaHUs UTP KaHpPa «KBECTH.

1.2.1 Unity

Unity[11] — 53TO0 HHCTpyMEHT mjig pa3pabOTKU ABYX U TPEXMEPHBIX
NPWIOKEHUH U Urp, paboTaloIMil MoJa OoNepaluoHHBIMU cucteMamu Windows,
LinuxuOS X. Co3gannabie ¢ mnomonipto Unity mnpuiioxkeHuss padoTaroT Toj
oneparoHHeiMu  cuctemMamMu  Windows, OS X, WindowsPhone, Android,
AppleiOS, Linux, a Takxke Ha WrpoBeix mpucrtaBkax Wii, PlayStation 3,
PlayStation 4, Xbox 360, XboxOne u MotionParallax3D nucnnesix (yctpoiicTBa
JUIsl BOCIIPOM3BEIEHUSI BUPTYaJbHBIX TojiorpaMM), Hampumep, Nettlebox. Ectb
BO3MOXHOCTh CO37[aBaTh NPUIIOKEHHS JUIsl 3alycka B Opay3epax C IMOMOIIbIO
crenuanbHoro mnoxakmouyaemoro moayis Unity (UnityWebPlayer), a Takxke ¢
MOMOIIBIO peanu3anuu TexHosoruun WebGL.

[Tpunoxenus, coznanabie ¢ momortbio Unity[13], nonnepxuarot DirectX u
OpenGL. AKTHUBHO JBHXKOK HCHOJB3yeTCsl KaK KpPYMHBIMU pa3pabOTUYMKaMU
(Blizzard, EA, QuartSoft, Ubisoft), Tak u paspaboruunkamu Indie-urp (Hampumep,
pemeiik  Mop.  VYromusa  (Pathologic), KerbalSpaceProgram,  Slender:
TheEightPages, Slender: TheArrival, SurgeonSimulator 2013, BaeklyseApps:
Guesstheactor uT.1m.) B cwily Haauuus O€CIUIATHOM BepcUH, YIOOHOTO
uHTepPeiica u TPOCTOTh PAOOTHI C TBUKKOM.

Penakrop Unity umeer mpocroit Drag&Drop unTepdeiic, KOTOpbIil Jerko
HACTpauBaTh, COCTOSIIUA M3 pa3IMYHBIX OKOH, OJjarojapss dYemMy MOKHO
MPOU3BOJIUTh OTJIAJKY WIPbI IPSIMO B pefakrope. [IBMKOK TOIIEpKUBAET TpU

cueHapubix s3bika: C#, JavaScript (mMogudukanus), Boo (muamekt Python).
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Boo yopan B 5-oif Bepcuu. Pacy€rsl (QpU3UKM TPOU3BOAUT (PU3MUECKHUM JBUKOK
PhysX or NVIDIA.

[Ipoextr B Unity pgenutcss Ha creHbl (YpOBHU) — OTJENbHbIC (Daiiibl,
coJiepKalllie CBOM WIPOBBIE MUPBI CO CBOMM HAOOpPOM OOBEKTOB, CIIEHAPHUEB, U
HacTpoek. CIIeHbl MOTYT COJIepKaTh B cebe Kak, COOCTBEHHO, OOBEKTHI (MOJICIIH),
TaK U IYCThle HUIPOBble OOBEKTHI — OOBEKTHI, KOTOPbIE HE HUMEIOT MOJENU
(«mrycThikn»). OOBEKTHI, B CBOIO O4Yepeab CoAepk aT HAOOpPhl KOMIOHEHTOB, C
KOTOPBIMU U B3aUMOJEHCTBYIOT CKpUMNTHI. Takxke y 0oObEKTOB €cTh Ha3BaHUE (B
Unity pomyckaeTcsi HaluyuMe JBYX U 0Oojee OOBEKTOB C€ OJUHAKOBBIMU
Ha3BaHUSIMHU), MOXKET OBbITh Ter (MeTKa) M CJIOW, Ha KOTOPOM OH JOJIKEH
otoOpaxkatbca. Tak, y m000ro oobekTa Ha CleHe 00s3aTeIbHO MPUCYTCTBYET
KoMIIOHEHT Transform — oOH XpaHuT B ce0e KOOpAMHATHI MECTOIOJIOKEHUS,
MOBOPOTa U pa3MepoOB OOBEKTa MO BCeM TPEM OCsM. Y OOBEKTOB C BUIAUMOM
reoMeTpuel Takke MO0 YMOJYaHHUIO NpUCYTCTBYeT KommoHeHT MeshRenderer,
JeNaroui MoJeIb 00BEKTa BUTUMOIA.

1.2.2 UnrealEngine

UnrealEngine — urpoBoil ABMXOK, pa3paldaThIBa€MbIil U TOIIEPKUBAEMBIi
kommanuei Epic Games.

[lepBas urpa, co3ganHas Ha 3ToM JBHXKe — Unreal — mosiBunachk B 1998
roay. C Tex mop pa3iuyHble BEPCHM JBUKKA OBLIM HCIOJb30BaHBI B Oojiee yeM
COTHE UTp U JPYTUX MPOECKTOB.

Hanucanupiii Ha si3pike CH++, ABMXKOK IO3BOJISIET CO3JaBaTh WIPHI IS
OOJBIIMHCTBA ONEpPAlMOHHBIX cucteM U mardopm: Microsoft Windows, Linux,
MacOS u MacOSX; koncomeir Xbox, Xbox 360, XboxOne, PlayStation 2,
PlayStation 3, PlayStation 4, PSP, PSVita, Wii, Dreamcast, GameCube u np., a
TaK)K€ Ha Pa3IMYHbIX MMOPTATUBHBIX YCTPOICTBAX, HANIpUMEp, ycTporcTBax Apple
(1Pad, iPhone), ynpasnsembix cuctemoii 10S 1 npouux.

Jlist urpsel no cetu noaaepxkuBatotcs Texnojgorun WindowsLive, XboxLive,

GameSpy u npouue, BKIoYas 10 64 UrpokoB (KJIUEHTOB) OJHOBPEMEHHO. TakuM
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o0pa3oM, JBIKOK aJanTHUPOBAIM U AJiA IpUMEeHEeHHUs B urpax kaupa MMORPG
(omuu u3 npumepos: Lineage I1).

Bce »oneMeHTBl WrpoBOro JBWXKKA MPENCTAaBIECHbI B BHUAE OOBEKTOB,
UMEIOIIUX HA0Op XapakTEpPHUCTHK, W Kilacca, KOTOPBIA OIpeAesseT JOCTYIHbIE
XapaKTepucTuk. B cBoro ouepenpb, 11000ii Ki1acc ABIAETCS «IOYEPHUM) KIIACCOM
object. Cpeii OCHOBHBIX KJIaCCOB M 0OBEKTOB MOXKHO BBIICNIUTD CIAEAYIOIINE:

AxTép (actor) — poIUTETBCKHUM KIacc, COAEpKalui BCe 00BEKThI, KOTOPhIE
MMEIOT OTHOIIEHHE K HWrPOBOMY IMIPOLIECCY W HMMEIOT MPOCTPAHCTBEHHbIE
KOOP/IMHATBHI.

[Temka (pawn) — Qusnueckas MOJCIb UTPOKA WIIM OOBEKTA, YIIPABISIEMOTO
MCKYCCTBEHHBIM MHTEJJIEKTOM. Ha3zBaHue MpoOUCXOAUT OT aHTJ. pawn — TOT, KEM
MaHUIYJIUPYIOT (WM TEeUIKa, MO3TOMY Takoil 00BEeKT 0e3 Kakol-1ubo Mojaenu
BBITJISITAT KaK TICIITKa).

Meton ympaBieHUST ONUCAH CIHEUUATbHBIM OOBEKTOM, TaKOW OOBEKT
Ha3bIBaeTCa KOHTposiepoM. KOHTpoiep HCKYCCTBEHHOIO MHTEIIJIEKTA OMUCHIBAET
JUIIb O0Ilee TMOBEIEHHE IMEIKH BO BpEMs UIPOBOrO Ipolecca, a Takue
napameTpbl Kak «3740pOBbe» (KOJIUYECTBO MOBPEXKACHUM, TOCIE KOTOPBIX MEIIKa
nepectaét (QyHKIIMOHMPOBATH) WM, HAIPUMEP, PACCTOSHHME, HA KOTOPOM MeIlKa
oOpaiaeT BHUMaHUE Ha 3BYKH, 3a/Ia0TCS JJI KaXJI0ro 00beKTa OTAENIbHO.

Mup, ypoBenb (world, gamelevel) — 00bekT, XapakTepuzyromui oo1ue
CBOICTBA «IPOCTPAHCTBA», HAMpPHUMEpP, CUIY TSKECTHU W TyMaH, B KOTOPOM
pacnosiaratotcsi Bce akTépbl. Takke MOXET cojepkarb B cebe mapameTpbl
UTPOBOTO  TMpollecca, Kak, HampuMep, UIrpoOBOM pexum, Mg KOTOPOTO
MpeHa3HAYeH YPOBEHbD.

Jlist paGoThl ¢ MPOCTHIMU U, KaK MPaBUJIO, HETOABIKHBIMH AJIEMEHTAMHU
UTPOBOTO MPOCTPAHCTBA (HANpPUMEpP, CTEHBI) MCHOJIB3YETCsA TBOMYHOE pa3OueHue
IPOCTPAHCTBA — BCE MPOCTPAHCTBO JEJIUTCS Ha «3AMOJHEHHOE» M «Iycroe». B
«IYCTOM» YacTH MPOCTPAHCTBA PACIOJIAraroTCsi BCE OOBEKTHI, a TaKXKE TOIHKO B
HE MOXKET HaxXOJUTbCAd «TOYKa HaOJIOJIEHUs» TMPU OTPUCOBKE CIICHBI.

Bo03MO0OXHOCTh MOJIHOTO MJIM YaCTUYHOI'O ITOMEIICHUS 00BEKTOB B «3aIlOJIHCHHYO»
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4acTh MPOCTPAHCTBA HE MCKIIOYAETCS, OJJHAKO MOKET NMPUBECTU K HEMPABUIBHON
00paboTke Takux OOBEKTOB (Hampumep, pacyeéT (HU3MYECKOrOo B3aUMOJCHCTBUS)
WM HETPAaBUIJIbHOW OTPUCOBKH B Clly4ae MOMEIIECHUS Ty/a «TOYKH HAOIIOIECHUS
(manpumep, 3¢ PexT «3ana 3epkan»). Bee nemiku, nonagaronime B «3arnoJIHEHHYIO»
4acTh MPOCTPAHCTBA, CPa3y «IOTUOAIOTY.

1.2.3 CryEngine

CryEngine 3 — urpoBoil 1BHKOK, pa3pabOTaHHBI HEMELKOW KOMITaHUEH ¢
OTpaHUYEHHON OTBETCTBEHHOCTHIO Crytek W SBISIONIUNCS MPEEMHUKOM JBUXKKA
CryEngine 2. CryEngine 3 u3HauajabHO SIBISIETCS KPOCCIUIAT(OPMEHHBIM JIBHKKOM
— OH H3HadYaIbHO opueHTHpoBaH Ha IBM PC-coBMecTMMBbIE KOMIBIOTEPHI U
urposble koHcoiu Microsoft Xbox 360 u Sony PlayStation 3, a Takke Ha uX
nocienytonme Bepcud. Kpome TOro, IBMKOK OpPUEHTHUPOBAH Ha pa3pabOTKy
MacCOBbIX  MHOTIOIOJb30BATEIbCKUX  OHJIAWMHOBBIX  urp  (anria. Massively
Multiplayer Online Game — MMOG). J[smwxok CryEngine 3 saBmsercs
MOJTHOCTBIO KOMMepUeCcKuM, HO ecTh U Free SDK Bepcus.

CryEngine oaumH #3 caMbIX TMOIYJSPHBIX HWIPOBBIX JBMKKOB, O YeM
CBUJICTEIILCTBYET KOJUYECTBO «OOJIBIIMX UTP» CO3MaHHBIX Ha HeM: Giant, Sniper
IT: Ghost Warrior, Cabal II, Far Cry, Ryse: Sonof Rome. On npusnek k cebe
BHMMaHUEe pa3paboruukoB mocie Bbixoga Crysis. Crysis MpoaeMOHCTpUPOBAI
HOBBI ypoBeHb rpaduku Onaromaps CryEngine. [lozxe, ObUTHM BBINYIIEHBI
Heckosibko Bepcudt  CryEngine ¢ moagepXkol HOBBIX (YHKIIMOHAIBHBIX

BO3MOKHOCTEMN.

1.3 BoiBox o nepBoii riiase
[lonxonuTh K pELIEHHUIO BOIpOCA CO3[aHUSI KBECTOB CIENYET C 0CO0Oi
OTBETCTBEHHOCTBIO, IOCKOJIBKY 3Ta 3aJladya HEBEPOSTHO CII0KHA.
Ilepen mpoexkTupoBaHueM (yHKIMOHANA CJeAyeT BbIOpaTh MIPOBOM
JIBH>KOK.
['maBHBIM KpuTepueM BBIOOpa Cpenbl SABISETCS YIOOHBIM WHTEpdeic u

JICTKUH Imopor BXOXKJICHHUA B pa3pa60TI<y Ha JaHHOM JIBHIKKC. N3 Bcex
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MIEPEUYHCIICHHBIX B TICPBOM TJIaBE JBHIKKOB JIYUIIIE BCETO IO KPUTEPHUAM ITOIXOTUT
Unity 3D.

TpeOyeTcst pa3paboTaTh HWHCTPYMEHTAPUMA, TMOAXOASAIIMN JUIS CO3JTaHHMS
HEJIMHCHHBIX BETBEH 3aJlaHMii, pa3paboTaTh CUCTEMY JOOABICHUS W YIAJICHUS
3aJIaHWi, TaKUM 00pa3oM, 4TOOBI pa3pabOoTKa CaMHUX BETBEH aJrOPUTMOB HWIPBHI
Obuta MakcuMalbHO KoMpopTHa pa3paborumky. Tak ke TpeOyeTcs co3maTh
yIOOHBIN JUISI TTOJIb30BaTeNs Tpaduueckuii mHTEpdeiic padboThl ¢ 3aJaHUSIMU M UX

BBITIOJTHCHHUECM.
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2 MIPOEKTUPOBAHUE AJITOPUTMOB BETBJIEHUM
HUTI'PbI

Ilepen Tem Kkak peanu3oBaTb CHUCTEMY, HEOOXOAMMO CIPOEKTHPOBAThH
MPOTOTHUI AJITOPUTMA 3a1aHUSI 1 OCHOBHOM ()yHKIIMOHAIL.
IIpouecc MpOEKTUPOBAHUSA MOKHO PA3ACINUTh HA 3 3Tamna:
1. IIpoekTupoBaHHE AIIrOpUTMA 331aAHUS.
2. TlpoexTrpoBaHuUE MOJI30BATEILCKOTO UHTEPdErica.

3. IIpoekTupoBaHUE PEAAKTUPOBAHUS U CO3JAHUS 3aJaHUM.

2.1 IIpoexkTHpPOBaHHUE AJTOPUTMA 32 JaHUA
IlepBbIM 3TamoM MOPOEKTUPOBAHUS SIBISAETCS CO3JAHHWE IPOTOTHUIIA
aNropuTMa 3aJlaHus B Urpe.
Drarnbl BHINOIHEHUS 3aJaHUS:
1. JlocTym K CHMCKY 3aJJaHUil Y HEUTPOBOI'O MIEPCOHAKA.
2. llonmydeHnue 3anaHusl.
3. BoinonHeHne HEOOXOAMMBIX TpeOOBaHUI COTTIACHO 3aJaHUIO.
4. 3aBepliieHUE 3aJaHHUS.
5. Pa36i0xupoBKa claeAyrONIUX 3aaHUN B KBECTOBOM 1IETIH, €CIIU TaKUe
MIPUCYTCTBYIOT.
Hcxonst U3 JaHHOTO CIMCKAa, MOXKHO CYAUTh O TOM, YTO Yy 3aJaHUN B UIpe
JOJIKHBI OBITh CIEYIOIINE COCTOSTHUS:
1. JloctynHoe AJisi HOJIyYEHUS.
2. Ilpunsroe.
3. BeInosiHEHHOE.
4. 3aBepllieHHOE.
Takum 006pa3zom, TOMUMO YK€ UMEIOLIErocsl JOCTYIHOrO CIKCKa 3a/laHui,
[OCJE€ TOTO KAk WUIPOK MOJYYMJ W BBINOJHWI 33JaHHUE, Y HETO MOABISETCA
BO3MOKHOCTb B3ATh HOBBIE 3aJJaHUsI, KOTOPBIE CTaJu JOCTYIHBI [0 3aBEPIICHUIO

MPEBIAYIIETO.
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[Tocne Toro, kak Bce TpeOOBaHMS K 3alaHUIO ObUTH C(HOPMUPOBAHBI, MOKHO

MPUCTYIUTH K MPOEKTUPOBAHUIO UHTEP(ENCOB.

2.2 IIpoekTHpPOBaHHE MOJIb30BATEIBLCKOr0 HHTEPdeiica
OcCHOBHBIMH TPEOOBaHUSMHU TOJI30BATEIBCKOIO MUHTEpdEca B UTPEe MOTYT
ABJISITBCS :
1. BO3MOHOCTb B3aMMOJIEVCTBUS C HEUTPOBBIM MEPCOHAKEM
IIOCPEACTBOM IAHEJEH TUAIOTOB WIIN K€ CUCTEM ITOBECTBOBAHUM.
2. IlomyuyeHue 3aaaHui, JOCTYNHBIX Y KOHKPETHOTO HEUTPOBOTO
MEpCOHaXka.
3. Cpava 3a1aHUl TEM HEUTPOBBIM NIEPCOHAXKAM, KOTOPBIE CBSI3aHBI C
ATUMU 3aJaHUSMH.
4. B ciyyae HEOOXOMMOCTH, OTMEHA 3a/IaHHsI paHee MOJYYSHHOT 0.
5. TlonydeHue moapoOOHOTO OMUCAHMS 3a/IaHUS.

6. IIpocMOTp B3STHIX 33JJaHUN B COOCTBEHHOM >KypHAJI€ 3a/IaHUI.

[locne ToOro, kak OCHOBHbIE TpeOOBaHMs ObUIM CcHOPMYIUPOBAHBI,
MpeACTaBUM UX B BUE AuarpaMmbl. Jljig 3Toro OyJemM HCIONb30BaTh JUATPAMMY
IIPELEICHTOB.

JuarpamMma mpenefeHToB  (quarpaMma  BapUaHTOB — HMCIOJIB30BAHMS)
B UML[1] — nmarpamMma, oTpakaroomass OTHOLICHUS MEXKIY aKTepamMu U
MpEUENCHTaM W ABJISIIOIIASCA COCTAaBHOM YAacThIO MOJEIU IPELEIAEHTOB,
MO3BOJIIFOLIEN ONUCATh CUCTEMY Ha KOHLENTYaJIbHOM YPOBHE.

[IpenieneHT — BO3MOXKHOCTH MOJIETUPYEMON cUCTEeMbl (4acTb €€
(GyHKUMOHANBHOCTH), OJarojapsi KOTOPOW TIOJb30BaTellb MOXET MOJIYYUTh
KOHKPETHBINM, U3MEPUMBIN U HYXXHBIM eMy pesyibraT. [IpeneneHr coorBeTcTByeT
OTIEJIBHOMY CEPBUCY CHCTEMBI, ONpPEAENSET OOUH W3 BapUAaHTOB €&
MCIIOJIb30BaHUS U OMUCHIBAET TUIIUYHBIN CIIOCOO B3aUMOICHCTBUS MOJIb30BATENS C
cuctemMoil. BapuaHTbl UCIIONIB30BaHUSI OOBIYHO MPUMEHSIOTCS ISl crienuUKauu

BHELIHUX TPEOOBaHUI K CUCTEME.
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JluarpamMma NnpeneseHToB M0Ib30BaTeNIbCKOro HHTepdeiica (Actor - UrpoK)
IIPEICTABIICHA HA PUCYHKE 3.

Ha pguarpamme mpeneneHToB Urpoka BHIHO, YTO B JAHHOW CHUCTEME UIPOK
MOXXET B3aMMOJEHCTBOBATh C IKYpHAJIOM 3aJlaHui, JUOO0 C HEUTPOBHIM
IIEPCOHAXKEM.

IIpy B3aMMOAEHUCTBUM C KYyPHAJIOM 3aJaHUN Y UIPOKA €CTh BO3MOKHOCTH
MIPOCMOTpA CMHCKA MOJYYSHHBIX 3aJ]aHUN U NOJydeHHue MoApoOHON nHpopmanuu
0 KaXXJIOM 3JIEMEHTE 9TOr'0 CIIHCKA.

IIpy B3aMMOJEMCTBUM C HEUTPOBBIM IIEPCOHAKEM Yy UIPOKA €CTh
BO3MOKHOCTh IPOCMOTpa cnucka npuHumaeMbix y NPC 3amanuii, mpocmoTp
cniucka aoctynsbix y NPC 3agaHuid.

[locne monydeHUs HTHX CIMCKOB WIPOK MOXKET MOJYYUTh MOJIPOOHYIO
uH(pOpMAIMIO O 33JJaHUH, a TAKKE BapUAHThI B3aUMOJEHCTBUS C 3a/IaHUSIMU, TAKUE

KaK: CIaTb 3a1aHUC, IIPHUHATDH 3aJdHUC U OTMCHUTDH 3aJaHUC.

2.3 IIpoekTHpOBaHUE CO3AAHUS M PEAAKTHPOBAHMS 3aaHUH
OYHKIIMOHAJIOM JJIS CO3/1aHUs 3aJaHUi OyIeT SABIAThCS:
1. Pabota ¢ mOJIHBIM CIIMCKOM 3a/1aHUN.

2. Pabota ¢ oTIeNnbpHBIMA 3JIEMEHTAMU CITHCKA 3aJaHu.

PaGoTa ¢ MOJHBIM CIHMCKOM MPECTaBIsET COO0M MPOCMOTP BCEro CIHUCKA
3a1aHul U 700aBICHUE B HETO HOBBIX AJIEMEHTOB.

Pabota ¢ oTnenpHBIMU JIEMEHTaMU CIHUCKA - pelaKTUPOBaHUE UHPOpMAITUN
Ka)KJIOTO 3JIEMEHTa CIIHCKA.

Kak u B mepBOM ciydae, Jis CO3/aHUSI JUarpaMM, OCHOBAHHBIX Ha CITHCKE
TpeboBaHuii, OyaeT pa3paboTaHa JAuarpaMma IHpeueneHtoB. Jluarpamma
MPEIEICHTOB CO3/IaHusl U pelakTupoBaHusi 3amaHuii (Actor - Pa3paboTyuk)
Mpe/icTaBlieHa Ha PUCYHKE 3.

VY pa3paboTurka, COIrJIaCHO AMarpamme, JOJKEH OBITh JOCTYI K MOJHOMY

CIIMCKY BCEX 3aJIaHUM.
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Mrpok

PazpaboTunk

BsavmogeRcTede ¢
WYPHANOM 3a0aHWA

BaanmoasicTene ¢
SUTDOBLIM NEPLOHAHEN

[loCTyN K CNUCKY BCex
EERER

MpocMoTR CIMCKa
NPUHUMaEMEX ¥ NPC
3afaHui

MpoCMOTR CIMCKS
LOCTYMHEIX ¥ NPC
EERERT]

POCMOTP NOAPOSHOM
WHOopMaUMK 06
3NEMEHTaX CMNCKa

[MpocMoTp CnMcka
NOMYYEHHBIX 330aHWA

Pepaxmvposaxue
MHDOpMaLUKK
3MEMEHTOE CIWCKS

MonyyeHne nogpoBHoi
HDOPMALMK O 334aHH

Nofaenexns HOEOMD
3NEMEHTE CNUCKE

YANSHWE FMeMaHTa
CrMcKa

Cpoats 3agaHue MpWHATE 2303HKe OTMEHUTE 3303HKe




KOHCTPYKIUSAMU. XOTsi Lua HE COAEpKUT MOHATHS Kjiacca U OObEKTa B SIBHOM
BUJIC, MEXaHU3Mbl OOBEKTHO-OPUEHTUPOBAHHOI'O MPOTPAMMHUPOBAHUS, BKIHOYAs
MHOJKECTBEHHOE  HACJIEJOBAaHME, JIETKO pPEaIu3ylTCd C HCHOJIb30BAaHUEM
MeTaTalJInIl, KOTOPhIE TAKXKE OTBEUAIOT 3a MEepPerpy3Ky onepaui u T. 1.

Hecmotps Ha cunbHbiii pyHkimonan Lua[8], mocnenuue Bepcun Unity He
BEIYT MOJJEPKKY €ro OOHOBJIICHUH, B CBSI3M C Ye€M MOTYT BO3HUKATh OIIMOKH,
KOTOpPBIC HE OIMBITHOMY pa3pabOTUMKy PEHIUTh OYJET CIIOXKHO, IMOATOMY JaHHBIN
SI3bIK HE SBJISICTCS IEPBBIM B IPUOPUTETE.

A3pik  mporpammupoBanHus C#[3] — 93TO BBICOKOYPOBHEBBIN  SI3BIK
MPOrpaMMUPOBAHUS, Pa3pabOTaHHBIM M 10 CUX MOP aKTUBHO MOJIEPKUBAIOIIUN
kommanuer Microsoft. C# Ha CeromHsIIHUN JI€Hb SBJISETCS AKTUBHO
WCIIOJIb3YEMbIM B MHOTOYHMCIIEHHBIX cdepax nporpamMmHoi uHayctpuu. Ha Hem
MOXHO peaiu30BaTh JIIOOBIC MPOrpaMMHBIE MPOAYKTHI IJI Pa3HBIX IWIaT(GopM,
takux kak Android, IOS u Jlunyke.

JIaHHBIN A3bIK NPOrPaMMHUPOBAHUS MOIJIEPKUBACTCS HE TOJBKO KOMITAHUEH
Microsoft, a Taxke U pa3IUYHBIMU COOOIIECTBAMH, KOTOPHIE CBHUAECTEILCTBYIOT O
TOM, uT0 C# Ha JaHHBI MOMEHT BPEMEHU SIBJISIETCSI OJHUM U3 CaMbIX OMYISPHBIX
SI36IKOM TTPOTPAMMHUPOBAHUS.

JavaScript 0OBIYHO UCHOJB3YeTCS KaK BCTPAaMBAEMBIM  S3BIK TSI
MpOrpaMMHOr0  JIOCTyna K O0OBekTaMm mnpuiiokeHuid. Hawubonee mmpokoe
MPUMEHEHUE HaXOIUT B Opay3epax Kak S3bIK CIEHApUeB [JIs TpHUAaHUs
WHTEPAKTUBHOCTU BEO-CTPaHUIIAM.

JavaScript siBnsieTcst 00bEKTHO-OPUEHTUPOBAHHBIM SI3BIKOM[2], HO
HCIIOJIb3YEMOE B sI3bIKE MPOTOTUIIUPOBaHKE 00YCIaBIUBACT OTINYUS B paboTe C
00bEKTaMHU 10 CPABHEHUIO C TPATUIIMOHHBIMHU KJIaCC-OPUEHTHUPOBAHHBIMHU
s3bikamMu. Kpome Toro, JavaScript UMeeT psiji CBOMCTB, MPUCYIITUX
(YHKIIMOHAIBHBIM SI3bIKaM — (PYHKIIMH KaK 00bEKThI MIEPBOTO Kilacca, 00BEKTHI
KaK CIUCKHU, KApPUHT, aHOHUMHBIE (DYHKITNU, 3aMBIKAaHUSI — YTO TMPUAAET SI3BIKY

AOIIOJTHUTCIIBHYTO T'HOKOCTb.
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2.5 BbiBOJ 110 BTOPO# Ii1aBe

Bo BTOpoOii rnase 6b110 CHOPMHUPOBAHO TOYHOE MPEACTABICHUE O TOM, YTO
J0JKHA BKIJIIOYAaTh B ce0si cucTemMa BeTBJIEHUN WUrpbl. bbll moapoOHO omnucaH
uHTeppeic g pa3pabOTKM 3aJaHUil, a Tak e MOJb30BaTEeIbCKUN HIPOBOMU
uHTEpPEHcC.

beun paccMoTpeHbl BapuaHThI SI3bIKOB [POTrPAMMUPOBAHUSA U1l HAIIUCAHUS
MpPOrpaMMbl, U Cpeu HUX ObUl BbIOpaH BapuaHT, HauOoJiee YAOBIETBOPSIOLINN
TpeOboBaHMUSIM pa3pabOTKH, a Tak e BbIOpaHa cpeaa NPOrpaMMHUPOBAHMS,

MaKCHUMAaJIbHO MOAX0s1mast 11t pa3padbotku B cpeae Unity3d Ha s3bike C#.
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B mone Size ykaspiBaeTcsi o0IIee KOJIMYECTBO 3aJaHUN B WIrpe, TOCTE
yka3aHusi 3HaueHUs: OOBEKT OpraHu3yeT HY)KHOE KOJTHMYECTBO DJIEMEHTOB CIHCKA
IS 3aTI0JTHEHUSI Bcel He0OX0AMMOi MHPOPMAIIUH O KBECTE.

[Tone Title- Ha3BaHUe KBecTa, KOTOPOE B alibHENIIEM OyIEeT 0TOOpaXKaThCs
Ha KHOMKAaxX, KOTOpble HEOOXOAMMO Ha)kaTh MJIA MOJy4YeHHS HHpOpMamum o
3aJJaHuM y HEUTPOBOTO MEPCOHAXKA WIIH K€ B COOCTBEHHOM JKypHaJe 3aJaHuil, TaK
e OyJleT SBISIThCS Ha3BaHUEM JIEMEHTA CITHCKA.

[lone Id - yHuUKanbHBIN HAEHTUPUKATOP KBECTa, HEOOXOAMMBIA IS
OCYIIIECTBJICHHSI TIOWCKA 3aJJaHUI B CITUCKAX, OYCHb BAXKHO CIICANUTH 32 TEM, YTOOBI
y KaXJ0ro 3aJaHus ObUI CBOW YHUKalbHBIM MACHTU(UKATOP, 0OpaTHOE MOMKET
MPUBECTH K HEMPEIBUICHHBIM OIINOKaM.

[Tone Progress - coctossHue 3amaHus (3aJaHUE MOXKHO TONTYYUTh, 33aJaHUC
HEJB3sl TIOJY4YUTh, 3aJaHHUE IOJyUYEHO, YCJIOBHUS 3aJaHUSl BBIMOJHCHBI, 3aJaHHE
3aBEPIIICHO), MEHSETCS TI0O MepEe BBHITTOTHEHUS 3aJaHMsI.

[Tone Description - onucaHue 3aJaHus, B KOTOPBIX MPEABABISIOTCA 00IINe
TpeOOBaHMSI IJIsl €TO BBITOJHEHUSI.

[Tone Hint - Goyiee KpaTKoe W CTPYKTypUPOBAHHOE OINMCAHUE 3aJaHUs, B
KOTOPOM JIOJDKEH OBITh SICHO M3JIOKEH TOPSAOK JACHCTBHIA, Ha CIIy4ail eCiii UTPOK
HEe cMor pa3oopathces 1o Description.

[Tone Congratulation - cooOmieHue, BpIaBaeMOE MO 3aBEPIICHUIO 3aaHMsI.

[Tone Summary - ¢paza, TpousHOCMMasi Te€M, y KOTO 3aJaHue Oyner
BBITIOTHEHO.

[Tone NextQuest - ccpUTka Ha YHUKaJIbHBIA WACHTU(UKATOP 3aIaHUs,
KOTOPO€ MOKHO OyJeT MOJYYUTh IO 3aBEPIICHUIO KBECTa (TaK ke MOXKET OBITh
100aBICHO HECKOJIBKO MOCIEAYIONINX 3aJaHui Yepe3 CKPHIIT).

[Toe QuestObjective — 00BbEKT, HEOOXOAUMBIN JJISI BBITIOJTHEHUS KBECTA.
[IpencraBusier coboi String mMepeMEeHHYI0, B KOTOPYIO IIeNIb 3a/JaHUs 3aHOCUT
HEOOXOAMMOE 3HAYCHHE C YKa3aHUEM KOJIMYECTBA.

[Tone QuestObjectiveCount - KOJIMYECTBO  BBIMIOJIHEHBIX  ITYHKTOB

KOHKPETHOTO 3aJIaHus, MOKa3bIBAET KOJNYECTBO 00BeKTOB noiisa QuestObjective.
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[Tosre QuestLog - conepKUT KHONKK ¢ YHUKAJILHBIMU HICHTU(DHUKATOPAMHU H
Ha3BaHUSAMHU 3aJaHUH, KOTOPHIC MTPOK IOJYYHJ, HO €II¢ HE BBITOJHHI, TaKUM
oOpa3oM, OH MOXET OTCIICIUTh, KaKWe 3aJaHUs Yy HETO0 HMMEIOTCA W YTO
HEO0OXOIMMO ISl KX BBITIOJTHEHUS.

[Torre ¢ Ha3BaHWeM 3aaHus (MIPaBOE BEPXHEE) - COACPKUT HHPOPMAIIHIO O
3aJIaHWH, aHAJOTUYHO TOH, YTO MOXXHO ITOJYYWUTh MPH Pa3roBOPE C HEUTPOBBIM
MEPCOHAKEM, 3a MCKIOYCHUEM OTCYTCTBUS KHOIOK TIIOJIYYEHUs 3aJaHus,
MIPUHATHS 33JIaHUs U OTKa3a OT 3aJIaHusl.

3.1.4 Onucanve TmNpUHIOMNA  peanu3aluu  J00aBICHUS  IPEAMETOB
HEOOXOIUMBIX JIJIS 32/ TaHHSI

JloGaBieHusT TPEIMETOB IS 3aJaHMs OCYIISCTBISETCS IO CPEICTBaAM
3aIMCH B CKPHUIITHI UTPOBBIX 00BEKTOB 3aITHCH
QuestManager.questManager.AddQuestItem (questObjective, itemAm
ount);

questObjective - Ha3BaHHE MpeaMeTa HEOOXOAUMOTO IS 3aJlaHusl, KOTOPOe
MOKHO y3HATh B UTPOBOM 00bekTe QuestManager.

itemAmount - KOJHWYECTBO MPEIMETOB KOTOPBICE METOJ] J00aBHT B TIOJIE

QuestObjectiveCount u3 QuestManager.

3.2 OnucaHue KJII0YeBbIX KJIaCCOB

JlaHHBI TIPOEKT pealu30BaH Ha s3blke mporpammupoBanus C#. On
SBJISIETCS O0BEKTHO-OPUEHTUPOBAHHBIM SI3BIKOM MPOTPAMMHPOBAHUS M COJIECPIKUT
WHCTPYMEHTapUi, TO3BOJISIONINN CO3/aBaTh U UCIIOJIL30BaTh Pa3IMYHBIC KIIACCHI
JUIS CO3JIaHMsl KAYeCTBEHHOI'O KOJia, YTO M OBUIO MCIIOJB30BAaHO JUUIS HAIMCAHUS
MIPOTOTHUIIA UTPHI.

3.2.1 ClassQuest.cs

JlanHbIii KJacc sBIAETCS 0a30BBIM  KJIACCOM-KOHTEMHEPOM OTHENIBHBIX
HEYHUKAJIBHBIX JK3EMIUIIPOB KBECTa, KOTOPHIH XpaHUT BCIO HHGOPMALMIO O
KOKJIOM 3aJlaHMM U HE COJICPKUT HUKAKUX (GyHKIUH. JIMCTHUHT mporpaMmbl

MMpCaACTABJICH B IIPHIIOKCHUN A.
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3.2.2 QuestManager.cs

JlanHbIl Ki1acc siBiseTcs kiaccoM oObekTa QuestManager u HE0OOX0 UM ISt
XpaHEHHs BCETO CIMCKAa 3aJaHWi, CIUCKA IMOJYYEHHBIX 3aJIaHHH W COBEPIICHUS
pasnTu4yHOro poja ¢ 3TuMH cnuckamu. CoaepuT (QyHKOHH 1S pabOThI CO
criuckaMu 3ajaHui, Takue Kak «Awake», «QuestRequest», «AcceptQuesty,
«GiveUpQuesty, «CompleteQuest», «CheckChainQuest», «AddQuestltemy,
«RequestAvailableQuest», «RequestAcceptedQuesty», «RequestCompleteQuesty,
«CheckAvailableQuests», «CheckAcceptedQuests», «CheckCompletedQuestsy,
«ShowQuestLogy . JINCTUHT TpOrpaMMBbI MPEACTABICH B IPUI0KCHHH b.

Oyukius «Awake» BBI3BIBaCTCS OAWMH pa3, KaK TOJBKO HWrpa Oyner
3aIyIieHa, BbI30B (YHKIIUU MTPOUCXOIUT IEepe]] BEI30BOM (YHKIIUU Start U MepBbIM
Bbi3oBoM Update. CiyXut mjis TOTO, YTOOBI TPH 3alycKe WIPhl OOBEKT
QuestManager ObUT YHHKaJIbHBIM 3K3eMIUISIPOM (TIATTEPH OJAMHOYKA), a TAKKe HE
YHUYTOXAJICS MPHU 3aITyCKE UTPHI.

Oynkmusa «QuestRequesty CIyKUT IS MOTYYEHUS CHHCKA JOCTYIHBIX U
AKTUBHBIX 3aJJaHUH Y KOHKPETHOT'O HEUTPOBOT'O ITEPCOHAXKA.

Oyukius «AcceptQuesty CAyKUT I TOrO YTOOBI U3MEHUTh COCTOSIHUE
KOHKPETHOTO 33JIaHHs Ha TPHHATOE, B CIIydac €CJIM OHO HAaXOJUTCS B COCTOSHUU
JIOCTYITHOE.

Oyukius «GiveUpQuest» CIyKUT Jisi TOr0 4TOObl U3MEHUTH COCTOSTHUE
KOHKPETHOTO 3aJlaHusl Ha JIOCTYITHOE, B CIydae €CJIM OHO HAXOJUTCS B COCTOSHUU
MIPUHATHOE.

Oynkius «CompleteQuest» ciy>kKUT A1 TOro YTOObl U3MEHUTh COCTOSTHUE
KOHKPETHOTO 3aJaHus Ha 3aBEPIICHHOE, €CIM OHO HAXOJIUTCA B COCTOSHUU
MIPUHATOE U BCE YCIIOBHSI BBIMIOTHCHUS COOJIIOICHBI.

Oynuknust  «CheckChainQuesty ciykuT s TOro 4YTOOBI  CAENaTh
CJICYIONTUH KBECT B IIETIOYKE JTOCTYITHBIM, IO 3aBEPIICHUIO 3aIaHN.

Oyukrmusas  «AddQuestltem»  cayxut  aius g100aBICHHS — TIpeaMeTa
HEOOXOIMMOTO IS 3aJaHusl B CIHCOK IPEAMETOB TOTO 3aJaHus, KOTOPOMY OH

TpedyeTcs.
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Oyukius  «RequestAvailableQuesty mnpoBepsier, ecTb U 3a7aHUe C
KOHKPETHBIM id B CIIECKE JOCTYITHBIX 3a/IaHH, €CJTU J1a - BO3BpaIaeT true.

Oynkuus  «RequestAcceptedQuest» mpoBepseT, ecTh JH 3aJaHHe C
KOHKPETHBIM id B CIIMCKE MPHHSITHIX 3aJIlaHNi, €CJIH J1a - BO3BpalllaeT true.

Oynknus  «RequestCompleteQuest» mpoBepsier, ecTh U 3aJaHUE C
KOHKPETHBIM id B CIIMCKE 3aBEpPIICHHBIX 3a/IaHHH, €CITU Jia - BO3BpaIIacT true.

Oynkuust «CheckAvailableQuests» mpoBepsieT, ecTb 1M Y KOHKPETHOTO
NPC B criricke TOCTYITHBIC 3a/IaHUs, €CJIU Ja - BO3BPAIAET true.

Oyxunus «CheckAcceptedQuests» mpoBepsier, ecTh i y KoHKpeTHoro NPC
B CIIUCKE C/IaBaeMble 3aJjaHMsl, €CJIH J1a - BO3BpaIlaeT true.

Oynknus «CheckCompletedQuests», mpoBepsieT, €cTh JU Y KOHKPETHOTO
NPC B criricke 3aBepIlieHHBIC 3a/IaHus, €CJIU J1a - BO3BPAIAET true.

Oynkuus «ShowQuestLog» nepenaer B pynkuuto kimacca QuestUIManager
CITUCOK TCKYIIIHMX 3aJIaHHH.

3.2.3QuestUImanager.cs

Krnace QuestUIManager ocyriecTBiisieT BU3yallbHYI0 paboTy ¢ 3aJJaHUsSMH B
Urpe, TaKyl0 KakK OTOOpakeHHWE TaHened W jmoOaBieHUE KHOMOK. ComepKuT
dbynkuu  «Starty, «Awake», «Update», «CheckQuests», «ShowQuestPanely,
«ShowQuestLogy, «ShowQuestLogPanely, «HideQuestPanel»,
«HideQuestLogPanel», «FillQuestButtons», «ShowSelectedQuest». Jluctunr
MIPOrPaMMBI MIPEACTABIICH B MPUI0KCHUH B.

Oyukius «Awake» BBI3BIBaCTCS OAWH pa3, KaK TOJBKO HWrpa Oyner
3aIyIieHa, BbI30B (YHKIIUU MTPOMCXOIUT Iepe]] BEI30BOM (YHKIIUU Start U MepBbIM
BbI30BOM Update. Tak e cayXuT JJis peaau3aluy naTTepHa OJuHOYKHY.

Oyukuust «Starty npussseiBaer kHomku Accept, GiveUp, Complete
MaHeNn AUaora U MOoCcje 3TOTr0 OTKII0YAeT e€.

Oynkrmus  «Update» comepXuT oXugaHUE TPEpPhIBAHUS C KIABHATYPHI
KJIaBHIU QQ, TIOCIIEe YeTO OTKPHIBACT/3aKPhIBACT )KypHA 3aaHU.

Oynkrusa «CheckQuestsy mpoBepsieT, €cTh JIM JOCTYITHBIC WM CIaBacMble

KBecThl Y KOHKpeTHOro NPC, ecnu ecTh - 0TOOpaXkaeT naHesb 3a1aHui.
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Oyukius «ShowQuestPanel» - HenmocpencTBeHHOE OTOOpakeHHE MaHEeNIu
KBECTOB.

Oyukius «ShowQuestLog» - oroOpaxkaer uHoOpmanuio o 3aJaHUd B
KypHAJIE 3aJJaHUI

Oyukius «ShowQuestLogPanel» - otoOpakaer maHens KypHaia 3aiad U
bopMHpYET CIUCKHU 3aIaHU.

Oynkius «HideQuestPanel» - 3akppiBaeT nanesnb 3a1anuii mocie pa3roBopa
c NPC.

Oynknus «HideQuestLogPanel» - ckpriBaer xxypHai 3a1ay.

Oyukius «FillQuestButtonsy - 3amosiHseT KHONKHU 3aJaHUN Ha MaHeNIu
KBECTOB WJIM B KypHaJje 3aJaHuil.

Oyukius «ShowSelectedQuest» - 3amonHseT NaHeN b 0TOOPAKEHUS 3aJaHUs
IpyU HAXKAaTUM Ha COOTBETCTBYIOUIYIO ATOMY 3a/IaHMIO KHOINKY B CIHCKE U
3aMoJIHsAeT BCIO HH(POPMALIUIO O 33a/IaHUH.

3.2.4 ClassQLogButtonScript.cs

JlanHblii KJIacc SBJISETCS KOMIIOHEHTOM KHOIKHM 3aJjaHusi B CIIHMCKax
KypHana 3agaHuii u ma"enu guaigoroB ¢ NPC. Xpanut i1d u Ha3BaHue
KOHKPETHOTO JIOCTYIHOIO JJisi 00paboTku Mo KHomke kBecTa. ColepKUT QyHKIUN
«ShowAlllnfos», «ClosePanel». JluctuHr mnporpaMMmbl  TOpeACTaBlIE€H B
pUIIoKeHUU I .

Oyukuust  «ShowAlllnfos» - BeBbBIBaeT ¢yHkuuo ShowQuestLog u
nepenaer B He€ UJIEHTU(DUKATOP KBECTA, MPUBA3AHHBIN K 3TON KHOIIKE.

Oyukius «ClosePanel» - CkpbiBaeT nmaHenp >KypHaia 3ajaad, HeoOXoauMma
st co3nanust coositus OnClickEvent.

3.2.5 ClassQButtonScript.cs

JlanHblii  KJlacc SABISETCA KOMIIOHEHTOM BCEX KHOIMOK B TMaHEIU Y
HEUTPOBOTO MEpCcoHa)»ka M OTBeYaeT 3a oToOpakenue KHOMok Accept, GiveUp,
Complete u KoOppekTHOro oToOpakeHus MapkepoB 3anaHuii y Bcex NPC.
Copepxutr  ¢ynkuun  «ShowAlllnfos»,  «AcceptQuest»y, «GiveUpQuesty,

«CompleteQuest». JIMCTUHT TpOrpaMMBbl MPECTABIEH B IPHIOKEHUH [

31



Oynknus «ShowAlllnfos» - oTobpakaer He0OX0AMMBbIE KHOIIKH B ONTUCAHUHU
KBECTA.

Oyukius «AcceptQuesty - Mpu KIMKE BbI3bIBACT (PYHKUUIO MPUHITHUS
kBecTa B QuestManager u 0OHOBJISIET MapKephl Y BCEX HEUTPOBBIX MEPCOHANKE.

Oyukius «GiveUpQuest» - mpu KIMKe BbI3bIBAET (PYHKIHUIO OTKaza OT

kBecTa B QuestManager u 0OHOBIISIET MapKePhl Y BCEX HEUTPOBBIX MIEPCOHAKEH.

Oynkuus  «CompleteQuesty» MpU  KJIUKE BBI3BIBACT  (DYHKIUIO
3aBepiueHusikBecta B QuestManager u OOHOBISIET MapKephl Y BCEX HEUTPOBBIX
[IEPCOHAXKEMN.

3.2.6 ClassNPC.cs

Krnacc sBrsieTcsi KOMIOHEHTOM BCEX HEUTPOBBIX NMEPCOHAXKEH, Y KOTOPBIX
€CTh BO3MOXHOCTb B3STh WIH cllaTh 3aaaHue. COAEep>KUT CHUCKU JTOCTYMHBIX U
NpUHUMaeMbIX 3aaanuii koHKpeTHoro NPC u oGHoBisier mapkepbl. Conep:KuT
bynkmuu - «Starty,  «SetQuestMarker», «Interacty. JIMCTHHr mTporpaMmbl
Mpe/cTaBlieH B npuioxkenuu E.

Oyukius «Starty - BeizbiBaeT SetQuestMarker nociie Hayana urpsbl.

Oyukius «SetQuestMarker» - TIpoBepsieT cocTosiHuE aKTUBHBIX 3aJJaHUM, U
B 3aBUCUMOCTH OT Pe3yJIbTaTa BHICTABISET HEOOXOAUMBIN MapKep.

Oyukius «Interact» - Bo3biBaeT meton CheckQuests u mepenaer B Hero
ccpuiky Ha NPC, Kk KOTOpOMY NMpUBS3aH ATOT KOMIIOHEHT.

Jlist HarasAHOW JEeMOHCTpAlMK B3aUMOJCHCTBUS MEXAY KilaccamH Oblia

co3faHa auarpamma kiaaccoB (Pucynok 8).
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NPC QuestManager

+avaliableQuestIDs +currentQuestList

+receivableQuestiDs +questlist
+questMarker MonoBehaviour +questManager
+thelmage - +AcceptQuest()
+questAvailableSprite ! +AddQuestitem()
+questRecievableSprite A ! -Awake()
+Interact() ! +CheckAcceptedQuests()
+SetQuestMarker() i +CheckAvailableQuests()
Start() | -CheckChainQuest()
| +CheckCompletedQuests()
| +Complete Quest()
| +Give UpQuest()
| +QuestRequest()
- ! +RequestAcceptedQuest()
I +RequestAvaliable Quest()
+quest||? | +RequestCompleteQuest()
+questTitle : 1

+ClosePanel()
+ShowAllInfos()

1
I
I
I
[
I
I
[
I
I
i
: +questlD +acceptButton
Quest ! +questTitle +acceptButtonScript
I
I
I
I
I
I
I
I
I
I
I

+congratulation +AcceptQuest() +3€Ti_VEQUGS‘ES
+description +ClosePanel() +availableQuests
+expReward +Complete Quest() +completeButton _
+goldReward +GiveUpQuest() +completeButtonScript
+hint +ShowAllInfos() -currentQuestObject
+d +giveUpButton
titemReward — +give UpButtonScript
+nextQuest i +qButton
+progress : -qButtons
+questObjective : +gButtonSpacerl
+questObjectiveCount : +gButtonSpacer2
+questObjectiveRequirement : +qlogButton
+summary I +qglogButtonSpacer
Hitle i +questAvailable
A : +questDescription
' : +questLogDescription
oo > +questLogPanel
SelE gL +questLogPanel Active
QuestProgress TR S TR
NOT_AVAILABLE +que§;0gTiltle
AVAILABLE +questPanel
+questPanelActive
ggﬁEIEETDE +questRunning
DONE +questSummary
+questTitle
+uiManager
-Awake()
+CheckQuests()
-FillQuestButtons()
+HideQuestLogPanel()
+HideQuestPanel()
+ShowQuestLog()

+ShowQuestLogPanel()
+ShowQuestPanel()
+ShowSelectedQuest()
-Start()

-Update()



3.3 Onucanue aJropuTrMoB
VY nonws3oBarens uMmeercs 6 crnoco00B B3aUMOJIEUCTBHSI C MPOTPAMMOM:

1. Inanor ¢ HEUTPOBBIM MEPCOHAKEM

2. HaxxaTue KHOIIKH B CIMCKE IOCTYIHBIX M 3aBEPIICHHBIX 3aIaHUI

3. Haxartue kHonku Accept

4. Haxxatue kaonku GiveUp

5. Haxxatue knonku Complete

6. HaxxaTue KHONIKM B CIIHMCKE KypHaia 3aJaHui

3.3.1/Juasor ¢ HEUTrPOBBIM NIEPCOHAKEM

1. Ilpu B3aUMOJIEMCTBUU UTPOKA C HEUTPOBBIM MEPCOHAKEM MPOUCXOIUT
BbI30B Merona Interact. B ciywyae ecnu maHenb 3ajaHuil elle HE aKTUBHA -
npoucxoaut Be30oB MeTona CheckQuests, ¢ mapaMeTpom, CoaEpKalUM CChUIKY Ha
UrpoBoit 00beKkT co ckpuntom NPC.

2. B wmeroge CheckQuests mpoucxoaut BbI30B MeTona QuestRequestce
napametrpom questObject, koTopbiit OH osy4ui ot Interact.

3. Meroxa QuestRequestnpocmaTpuBaeT BeCh CIIMCOK KBECTOB U CPABHUBAET,
€CTh JM B HEM WIACHTU(UKATOPHI TEX K€ 3aJaHUN, YTO HUMEIOTCS B CITHUCKE
noctynHeiX uaeHTuukatopoB y NPC, ecinu Takue uMeroTcs - 100aBIIsieT B CIIUCOK
JOCTYTIHBIX 3aJIaHHH.

4.  Meron QuestRequest mnpocmaTpuBaeT BeCh CIUCOK KBECTOB H
CpPaBHUBAET, €CTh JIK B HEM HACHTU(MUKATOPHI TE€X XKE 3aJaHHUM, YTO HUMEIOTCS B
CIUCKe aKTUBHBIX HaeHTU(]HuKaTopoB y NPC, ecnu takue uMmeroTcs - 100aBIsieT B
CIIMCOK aKTUBHBIX 3a/IaHUH.

5. B ciydae ecid CIHUCOK JTOCTYNHBIX WJIM aKTUBHBIX 3aJaHUl HE MYyCT -
MPOUCXOUT BbI30B MeToAa ShowQuestPanel.

6. B ShowQuestPanel mpoucxoaut akTuBanusi MaHeJIW 3aJaHUN U BBI3OB
Metoaa FillQuestButtons.

7. Meton FillQuestButtons mpocmaTpuBaeT BeCh CIHCOK JOCTYIIHBIX M
akTUBHBIX 3a7aHuii NPC U co3gaer KakI0oMy 3a/laHUI0 B CIIUCKE CBOIO KHOIIKY C

MMEHEM U 1d B COOTBETCTBYIOIIEM TIOJIE.
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3.3.2 HaxxaTue KHOIKH B CIIMCKE JOCTYITHBIX U 3aBEPIICHHBIX 3a1aHUM

1. [Ipy Ha)xaTHUX KHOMKMA C HA3BaHUEM 3a/JIaHMs - BBI3BIBAECTCS COOBITHE
KoTopoe aktuBupyeT Mmeto ShowAlllnfos.

2. ShowAlllnfos Be3bIBaeT MeTon ShowSelectedQuest u akTHUBUpYET OAHY
u3 kHomok Accept, GiveUp, Complete B 3aBUCUMOCTH OT COCTOSIHUS 3aJaHUs Ha
MOMEHT Ha)KaTHs KHOIIKH.

3. Meton ShowSelectedQuest 3amomHsSeT II0J€ ONHMCAHUS 3aJaHHS
COOTBETCTBYIOIIMMH 3HAUCHHUSIMU AJIEMEHTA U3 CIIUCKA 3aJaHUil.

3.3.3 Haxxatue kHOMKHU accept

1. IIpu HaxkaTHM Ha KHOIIKY IPOMCXOJIUT BbI30B MeToaa AcceptQuest kiiacca
QButtonScript.

2. AcceptQuest BbBbIBaeT MeToa AcceptQuest kimacca QuestManager,
KOTOpBIN MPOBEPSIET, €CTh JIM JaHHBII KBECT B CHHUCKE AOCTYIHBIX, €CId Ja -
MEPEBOJIUT €r0 B COCTOSIHUE MOJTYUYEHHOTO 3a/1aHMs.

3. Meton AcceptQuest kiacca QButtonScript 3akpbIBacT MmaHeNlb 3aJaHuN U
oOHoBsIeT Mapkepsl Bcex NPC.

3.3.4 HaxaTue KHOTIKU giveup

1. [Ipn HaxkxaTuM Ha KHONKY mpoucxonut Bbi3oB Meroaa GiveUpQuest
kiacca QButtonScript.

2. GiveUpQuest BeizbiBaeT meton GiveUpQuest kiacca QuestManager,
KOTOpBIN TPOBEPSET, €CTh JU JaHHBIA KBECT B CIHMCKE MOJIYYEHHBIX, €CIIM J1a -
MEPEBOJIUT €r0 B COCTOSIHUE JIOCTYITHOTO 3aJaHusl.

3. Meton GiveUpQuest kimacca QButtonScript 3akpeiBaeT maHenb 3alaHuil 1
oOHoBsIeT Mapkepsl Bcex NPC.

3.3.5 Haxatue kHomKu complete

1. IIpyn HaxkaTWKM HA KHONKY NPOUCXOJIUT BbI30B Merona CompleteQuest
kiacca QButtonScript.

2. CompleteQuest Bei3biBaeT mMetoq CompleteQuest kimacca QuestManager,
KOTOPBIN MPOBEPSIET, €CTh JU JAHHBIM KBECT B CIIMCKE BBIMOJIHEHHBIX, €CIU Ja -

nepeBOAUT €T0 B COCTOAHUC BBITIOJTHCHHOTI'O 3aIaHUA.
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3. Meton CompleteQuest kiacca QButtonScript 3akpsiBaeT maHenb 3a1aHUi
u oOHOBIsIeT Mapkepsl Bcex NPC.

3.3.6 HaxaTue KHONKHU B CIUCKE JKypHaja 3aaHui

1. [Tocne HaxkaTusg KHOMKHU TpoucxoauT Bbi3oB MeToga ShowAlllnfos kinacca
QLogButtonScript, koTopslii B cBoI0 odepenb BbI3biBaeT ShowQuestLog kiacca
QuestManager, nepenasas emy id 3aaHus1, XpaHALIMECS Ha 3TOW KHOTIKE.

2. ShowQuestLog mpoBepsieT TEKYIIM CIHUCOK 3aJlaHuil, U €CIu B HEM
BCTpPEYAETCs] COOTBETCBYIOLIMH TepelaHHOMY 1id, - BBI3BIBA€TCS  METO[
ShowQuestLog kinacca QuestUIManager.

3. ShowQuestLog 3anonHser nmojie onucaHus 3alaHusi COOTBETCTBYIOUIUMU

3HAYCHUAMU 3JICMCHTA U3 CIITMCKA 3a11aH1/1ﬁ.

3.4 KoHTpOJbHBII IpUMep

B cootBerctBun ¢ T3, Obla peanu3oBaHa CHCTEMa NPOEKTHPOBAHUS
aJIrOPUTMOB BETBIICHU Urpbl. 11 Hee ObUTH peaiu30BaHbl Cieaytomue GyHKIINN:

1. B3aumopeiicTBiEe ¢ HEUTPOBBIM MEPCOHAKEM U OTKPHITHE MEHIO JUaora.

2. IIpocMoTp ciucKa JOCTYIHBIX 3aaHUi.

3. [IpocMmoTp crnivcka MPpUHUMAEMBbIX 3aaHU.

4. IlpocMoTp oApoOHO#M MH(MOPMALIMK O 3aJJaHHUU.

5. BO3MOXHOCTb NOJTYYEHHUS 3aaHUSA.

6. BO3MOXXHOCTh OTMEHBI 3a/1aHMUS.

7. BO3MOXXHOCTbH 3aBepllEHUs 3a/JaHMsl, MPU BHITOJIHEHUH HEOOXOIUMBIX
YCJIOBUH.

8. [IpocMOTp MOTYy4YEHHBIX 3aJaHUN B COOCTBEHHOM KypHAJIC 3aJaHU.

9. lo0GaBnieHue 3a1aHKi 1O CPEICTBAM CLIEHBI PelaKTopa 3aJaHui.

10. 3menenue 3agaHuii Mo CpeACTBaM CLEHBI peaKkTopa 3aaHHi.

[Ipumep paboThl CO CHPOEKTUPOBAHHOW W pa3pabOTaHHOW MOACUCTEMOM
MPE/ICTABIICH HUXKE:!

1) Jlns noGaBieHus 3aaHus TIEPEX0UM Ha UTPoBoi 00bekT QuestManager

(pucyHok 9).
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3.5 BeiBOa 110 TpeTheil riiaBe

B TpeTheit Ti1aBe ObUTM OMIMCAHBI IPUHITUITBI B3aUMOICHCTBUS UTPOKa C
UHTEP(EHCOM UTPOBBIX 3aJIaHUH, TPUHITUIIBI CO3/IaHUS 3aJaHU BO BpeMsI
pa3pabOTKH UrPHI, a TaK K€ UX yAaJeHHEe, PEIaKTUPOBAHKE MOJICH CITUCKA
3aJJaHUM.

Tak xe 0BT pa3paboTaH MPOTrpaMMHBIN KO, OCYIIECTBISIONIUN UTPOBYIO
JIOTHKY TIO0 CO3/IaHHMIO aJITOPUTMOB BETBJICHHH MT'PBI, U OTIMCAHBI aJITOPUTMBI
paboTHI MPOTPAMMBI.

[Tocne pa3zpabotku pyHKIIMOHATA OBLI MPOBEJICH TECT UTPOBBIX 3aIaHUH,

KOTOpBIﬁ IMOJTHOCTBIO COOTBCTCTBYCT OKUAACMBIM PC3YyJIbTAaTaM.
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SAK/IIOYEHUE

[Ipu BIMOTHEHUU BBITYCKHOM KBaTU(pUKAIIMOHHONW paboThl ObLT pa3paboTan
cUCTeMa, TIO3BOJISIONIAs MPOCKTHUPOBATH AITOPUTMBI BETBICHUW HTPBI, KOTOpas
npejiaraia mojixb30BaTesto nHTepdeic 1 pa3paboTKu 3aJaHHiA:

1. JloGaBieHHME HOBBIX 3aJaHHIA.
2. PenaktupoBaHu€ 3a1aHUMN.

3. Vnaanenue 3a1aHuil.

boin Tak ke no6aBneH narepdeiic paboThl ¢ 3aJaHUSIMH BO BPEMSI UT'PhI:
1. Tlomy4yeHue crucka JOCTYMHBIX U C/IaBa€MbIX 3aJJaHUN Y HEUTPOBOTO
MepCOHaXka.
2. Tlonyuyenue criucka 3afaHuil B COOCTBEHHOM >KypHaJje 3aJJaHui.
3. B03MOXHOCTh MPOCMOTpa MOAPOOHON MHPOPMALIUU O 3aTaHUSX.
4. B0O3MOXXHOCTH MOJIy4aTh, OTMEHSTh U 3aBEPILIaTh 3aJaHNs, B

3aBUCHUMOCTH OT UX CTaAWH BBIIIOJTHCHMA.

[Ipy paccMOTpeHHWH aHAJOTrOB OBUIO BBISIBJICHO, YTO HE BCE M3 HHX
yIIOBJICTBOPSIFOT ~ OINPEACIICHHBIM TpeOOBaHMUSIM HWIPOKOB. bblla cocTaBieHa
Ta0JIMIIa JOCTOMHCTB M HEJIOCTATKOB BETBJICHUH UTPBI KaKJIOTO PACCMOTPEHHOTO
anajora (Tabnuma 1). Pa3zpaboranHas cuctema ObUla CO37jaHa C Yy4e€TOM BCEX
MIPEIBSBIICHHBIX KAaYeCTB.

TpeOGoBaHUs TEXHUUECKOTO 3aJIaHUSI OBLIN BBIMTOJTHEHBI B TIOJTHOM 00BbEME U

B YCTAHOBJICHHBIC CPOKM.
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HNPUJIOKEHUE A

Quest.cs

[ System.Serializable]
public class Quest

{

public enum QuestProgress { NOT AVAILABLE,

D, COMPLETE, DONE}

public
public
public
public
public
public
public
public

string title;

int id;

QuestProgress progress;
string description;
string hint;

string congratulation;
string summary;

int nextQuest;

//VIMeHa Bellell HeOOXOOMMEIX IOJIS KBeCcTa

public
public
public

public
public
public

string questObjective;
int questObjectiveCount;
int gquestObjectiveRequirement;

int expReward;

int goldReward;
string itemReward;
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HHPUJIOKEHUE b

QuestManager.cs

public class QuestManager : MonoBehaviour {
public static QuestManager questManager;

//XpaHeHne BCexX KBECTOB B MUIPE

public List<Quest> questlList = new List<Quest>();
//B3sTEE KBECTE

public List<Quest> currentQuestlist = new List<Quest> ()

void Awake ()
{

// HOpoBepsieM, HET JiM AOPYIT'MX KBECT MEHEIKEPOB (aHaJIoI' CHH
IJITOHA)
if (guestManager == null)
{
questManager = this;
}
else 1f (questManager != this)
{
Destroy (gameObject);

}
DontDestroyOnLoad (gameObject);

public void QuestRequest (NPC NPCQuestObject)
{
//0OCTYMIHEIE KBECTE
if (NPCQuestObject.avaliableQuestIDs.Count > 0)
{
for(int 1 = 0; 1 < questList.Count; i++)
{
for(int j = 0; J < NPCQuestObject.avaliableQuest
IDs.Count; j++)

{

if (questList][ i] .id == NPCQuestObject.avaliab
leQuestIDs[ j] && questList[ i] .progress == Quest.QuestProgress.AV
ATILABLE)

{

//AcceptQuest (NPCQuestObject.avaliableQ
uestIDs [F])

QuestUIManager.uiManager.questAvailable
= true;

QuestUIManager.uiManager.availableQuests
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.Add (questList[ i]):
}
}
}
}
// aKTuMBHEE KBECTE
for(int 1 = 0; i < currentQuestlList.Count; i++)
{
for(int j = 0; j < NPCQuestObject.receivableQuestIDs
.Count; J++)

{

if (currentQuestList[ i] .1d == NPCQuestObject.rece
ivableQuestIDs[ j] && currentQuestList[ i] .progress == Quest.Quest
Progress.ACCEPTED || currentQuestList[ i] .progress == Quest.Quest

Progress.COMPLETE)
{

Debug.Log ("Quest ID receivable: " + NPCQues
tObject.receivableQuestIDs [ j] + " is " + currentQuestList [ i] .p
rogress) ;

//CompleteQuest (NPCQuestObject.receivableQu
estIDs [F]);

QuestUIManager.uiManager.questRunning = true

QuestUIManager.uiManager.activeQuests.Add (g
uestList] 1] ),

// MNPpHMHITE KBECT

public void AcceptQuest (int questID)
{
for(int 1 = 0; 1 < questList.Count; i++)
{
if (questList[ i] .id == questID && questList[ i] .progre
Ss == Quest.QuestProgress.AVAILABLE)
{
currentQuestList.Add (questList [ i]);
questList [ 1] .progress = Quest.QuestProgress.ACC
EPTED;

// oTkazarTeCcd OT KBECTAa

public void GiveUpQuest (int questID)
{
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for (int i = 0; 1 < currentQuestlList.Count; i++)
{
if (currentQuestList[ i] .id == questID && currentQuest
List[ 1] .progress == Quest.QuestProgress.ACCEPTED)
{

currentQuestList [ i] .progress = Quest.QuestProgr
ess.AVAILABLE;

currentQuestList [ i] .questObjectiveCount = 0;

currentQuestlList.Remove (currentQuestList [ i]);

}
// BaBepmMTE KBECT

public void CompleteQuest (int questID)
{

for(int 1 = 0; i < currentQuestlList.Count; i++)
{
if (currentQuestList [ i] .id == questID && currentQue
stList [ i] .progress == Quest.QuestProgress.COMPLETE)
{
currentQuestList [ i] .progress = Quest.QuestProgr
ess.DONE;

currentQuestlList.Remove (currentQuestList [ i]);
//no6aBuTe Harpany
}
}

// MNpOBEepMUTH KBECTHE B LEINOUYKE

}

// mpoBepseM KBEeCT B LEINOYKE

void CheckChainQuest (int questID)

{
int tempID = 0;
for(int i = 0; 1 < questList.Count; i++)
{

if (questList[ i] .id == questID && questList[ i] .nextQu
est > 0)
{
tempID = questList [ i] .nextQuest;
}
}
if (tempID > 0)
{
for(int 1 = 0; 1 < questList.Count; i++)
{
if (questList][ i] .id == tempID && questList[ i] .pro
gress == Quest.QuestProgress.NOT AVAILABLE)
{
questList [ 1] .progress = Quest.QuestProgress
.AVATLABLE;
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}

//ADD ITEMS

public void AddQuestItem(string questObjective, int itemAmou
nt)

// MnpoueceBaeM BEeCH CHOMCOK YTOOE HAWTU KBECT, KOTOPOMY H
eobxongmuM IOaHHE HIperMeT

for (int 1 = 0; i < currentQuestList.Count; 1i++)
{
if (currentQuestList [ i] .questObjective == questObje
ctive && currentQuestList [ i] .progress == Quest.QuestProgress.AC
CEPTED)
{
currentQuestList [ i] .questObjectiveCount += item
Amount;

}
//IpoBepKa Ha TO UYTO KBECT OyHeT BEIIOJIHEH IIPH IJOCTIX
EHMM HYXHOI'O KOJMYECTBA NPEIMETOB

if (currentQuestList [ i] .questObjectiveCount >= curr
entQuestList [ 1] .questObjectiveRequirement && currentQuestList [
i] .progress == Quest.QuestProgress.ACCEPTED)

{

currentQuestList [ i] .progress = Quest.QuestProgr
ess.COMPLETE;

}

}

// mobaBuTE ynajeHue NPpemMeTOB
// BOOLS

public bool RequestAvaliableQuest (int questID)
{

// mnpoBepseM BECEH CHOHUCOK KBECTOB
for (int 1 = 0; i < questList.Count; i++)
{
// ecam ID ecTh B CHOMCKE BCeX KBECTOB M er'0 CTaTyC I
OoCTyrneH - BoO3BpamaeMm true
if (questList[ i] .id == questID && questList[ i] .progre
Ss == Quest.QuestProgress.AVAILABLE)
{

return true;

}

return false;
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}

public bool RequestAcceptedQuest (int questID)

{
for (int 1 = 0; i < questList.Count; i++)
{
if (questList[ i] .id == questID && questList[ i] .progre
Ss == Quest.QuestProgress.ACCEPTED)
{

return true;

}
}

return false;

}

public bool RequestCompleteQuest (int questID)
{

for (int 1 = 0; i < questList.Count; i++)
{
if (questList[ i] .id == questID && questList[ i] .progre
Ss == Quest.QuestProgress.COMPLETE)
{

return true;

}
}

return false;

}
//BOOLS 2

public bool CheckAvailableQuests (NPC NPCQuestObject)

{
for (int 1 = 0; i < questList.Count; i++)
{
for (int j = 0; j < NPCQuestObject.avaliableQuestIDs
.Count; J++)

{
if (questList[ i] .id == NPCQuestObject.avaliableQ
uestIDs[ j] && questList[ i] .progress == Quest.QuestProgress.AVAIL
ABLE)

{
return true;

}
}

return false;

}

public bool CheckAcceptedQuests (NPC NPCQuestObject)
{
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for (int 1 = 0; i < questList.Count; i++)
{
for (int j = 0; j < NPCQuestObject.receivableQuestID
s.Count; J++)

{
if (questList[ i] .id == NPCQuestObject.receivable

QuestIDs[ j] && questList[ i] .progress == Quest.QuestProgress.ACCE
PTED)
{

return true;

}

return false;

}

public bool CheckCompletedQuests (NPC NPCQuestObject)
{
for (int 1 = 0; i < questList.Count; i++)
{
for (int j = 0; j < NPCQuestObject.receivableQuestID
s.Count; J++)

{
if (questList[ i] .id == NPCQuestObject.receivable

QuestIDs[ j] && questList[ i] .progress == Quest.QuestProgress.COMP
LETE)
{

return true;

}

}

return false;

}

public void ShowQuestLog (int questID)
{
for(int 1 = 0; i < currentQuestlList.Count; i++)
{
if (currentQuestList[ i] .id == questID)
{
QuestUIManager.uiManager.ShowQuestLog (currentQu
estlList[ i1]) ;
}
}
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HHPUJIOKEHUE B

QuestUIManager.cs

public class QuestUIManager : MonoBehaviour ({

public static QuestUIManager uiManager;

//bools

public bool questAvailable = false;

public bool questRunning = false;

public bool questPanelActive = false;

public bool questLogPanelActive = false;

// mnaHeym

public GameObject questPanel;

public GameObject questLogPanel;

// cceuika Ha Hamero HIIC

private NPC currentQuestObject;

// CHOUCKM KBECTOB

public List <Quest> availableQuests = new List<Quest> ()
public List <Quest> activeQuests = new List<Quest> ();

/ /KHOIIOUKII

public GameObject gButton;

public GameObject gLogButton;

//,Z[JYH MaHMHyJ'IHT_[Mﬁ CO BCeMMr KHOIIKaMy BO BpeMsA OTKPEITHA Jior'a U
IMajora

private List<GameObject> gButtons = new List<GameObject> ();

public GameObject acceptButton;
public GameObject giveUpButton;
public GameObject completeButton;

// crercepsl njis KHOIOK

//gButton available

public Transform gButtonSpacerl;
// gButton running

public Transform gButtonSpacer?2;
//Beck quest Log

public Transform gLogButtonSpacer;

//mopopmarisa o KBecTax
public Text questTitle;
public Text questDescription;
public Text questSummary;

//mopopmarisa B KBECTJIOTax
public Text questLogTitle;
public Text questLogDescription;
public Text questLogSummary;
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public QButtonScript acceptButtonScript;
public QButtonScript giveUpButtonScript;
public QButtonScript completeButtonScript;

void Start ()
{
acceptButton = GameObject.Find ("QuestCanvas").transform
.FindChild ("QuestPanel") .transform.FindChild ("QuestDescription")
.transform.FindChild ("GameObject") .transform.FindChild ("AcceptBu
tton") .gameObject;
acceptButtonScript = acceptButton.GetComponent<QButtonSc
ript> ()7

giveUpButton = GameObject.Find ("QuestCanvas").transform
.FindChild ("QuestPanel") .transform.FindChild ("QuestDescription")
.transform.FindChild ("GameObject") .transform.FindChild ("GiveUpBu
tton") .gameObject;

giveUpButtonScript = giveUpButton.GetComponent<QButtonSc
ript> ()7

completeButton = GameObject.Find ("QuestCanvas").transfo
rm.FindChild ("QuestPanel") .transform.FindChild ("QuestDescription
") .transform.FindChild ("GameObject") .transform.FindChild ("Comple
teButton") .gameObject;

completeButtonScript = completeButton.GetComponent<QButt
onScript> ();

acceptButton.SetActive (false);
giveUpButton.SetActive (false);
completeButton.SetActive (false);

void Awake ()

{ if (uiManager == null)
{ uiManager = this;
Llse if (uiManager != this)
{ Destroy (gameObject);

}
DontDestroyOnLoad (gameObject) ;

HideQuestPanel ()

// Update is called once per frame
void Update ()
{
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if (Input.GetKeyDown (KeyCode.Q))

{
questLogPanelActive = !questLogPanelActive;
//OTKPETE KBECTJIOT
ShowQuestLogPanel () ;

public void CheckQuests (NPC questObject)

{
currentQuestObject = questObject;
QuestManager.questManager.QuestRequest (questObject);
if ((gquestRunning || questAvailable) && !questPanelActive

{

//0T06pasmuTe NaHeJb KBECTOB
ShowQuestPanel () ;

}

else

{
Debug.Log ("No Quests Available");

}

//OTKPETE [aHEJb

public void ShowQuestPanel ()

{
questPanelActive = true;
questPanel.SetActive (questPanelActive);
FillQuestButtons () ;

public void ShowQuestLog (Quest activeQuest)
{
questLogTitle.text = activeQuest.title;
if (activeQuest.progress == Quest.QuestProgress.ACCEPTED)
{
questLogDescription.text = activeQuest.hint;
questLogSummary.text = activeQuest.questObjective +
" : " + activeQuest.questObjectiveCount + " / " + activeQuest.qu
estObjectiveRequirement;

}

else if (activeQuest.progress == Quest.QuestProgress.COMP
LETE)
{
questLogDescription.text = activeQuest.congratulatio
n;
questLogSummary.text = activeQuest.questObjective +
" ¢ " + activeQuest.questObjectiveCount + " / " + activeQuest.qu

estObjectiveRequirement;
}
}
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public void ShowQuestLogPanel ()
{
questLogPanel.SetActive (true);
if (questLogPanelActive && !gquestPanelActive)
{
foreach (Quest curQuest in QuestManager.gquestManager.
currentQuestList)
{
GameObject guestButton = Instantiate (gLogButton
) ;
QLogButtonScript gButton = questButton.GetCompon
ent<QLogButtonScript> (),

gButton.questID = curQuest.id;
gButton.questTitle.text = curQuest.title;

questButton.transform.SetParent (gLogButtonSpace
r, false);
gButtons.Add (questButton);

}

else if (!questLogPanelActive && !questPanelActive)

{
HideQuestLogPanel () ;

public void HideQuestPanel ()
{

questPanelActive = false;
questAvailable = false;
gquestRunning = false;

questTitle.text = "";
questDescription.text = "";
questSummary.text = "";

availableQuests.Clear ()
activeQuests.Clear ();

for(int i = 0; 1 < gButtons.Count; i++)
{
Destroy (gButtons [ i]);

gButtons.Clear ();
questPanel.SetActive (questPanelActive);

}

//3aKpEITE KBECT JIOT
public void HideQuestLogPanel ()
{
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questLogPanelActive = false;

questLogTitle.text = "";
questLogDescription.text = "";
questLogSummary.text = "";

// oummaeM CIUCOK KHOIIOK

for(int i = 0; 1 < gButtons.Count; i++)

{
Destroy (gButtons [ i]);

gButtons.Clear ();
questLogPanel.SetActive (false);

// BamnojiHeHue KHONOK Ha IaHej KBEeCTOB
void FillQuestButtons ()
{
foreach (Quest availableQuest in availableQuests)
{
GameObject questButton = Instantiate (gButton);
QButtonScript gBScript questButton.GetComponent<QB
uttonScript> ()

gBScript.questID = availableQuest.id;
gBScript.questTitle.text = availableQuest.title;

questButton.transform.SetParent (gButtonSpacerl, fal
se);
gButtons.Add (questButton);
}
foreach (Quest activeQuest in activeQuests)
{
GameObject questButton = Instantiate (gButton);
QButtonScript gBScript = questButton.GetComponent<QB
uttonScript> ()

gBScript.questID = activeQuest.id;
gBScript.questTitle.text = activeQuest.title;

questButton.transform.SetParent (gButtonSpacer2, fal
se) ;
gButtons.Add (questButton);

}

//MNoKkazaTe KBECT MPHY HaXaTuM Ha COOTBETCTBYKILYI KHOIIKY
public void ShowSelectedQuest (int questID)

{

for(int 1 = 0; i < availableQuests.Count; i++)
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if (availableQuests [ i] .1id == questID)

{
questTitle.text = availableQuests [ i] .title;

if (availableQuests|[ i] .progress == Quest.QuestPro
gress.AVAILABLE)
{
questDescription.text = availableQuests [ i] .
description;
questSummary.text = availableQuests [ i] .gques
tObjective + " : " + availableQuests[ i] .questObjectiveCount + "
/ " 4+ availableQuests[ i] .questObjectiveRequirement;
}
}
}
for(int 1 = 0; i < activeQuests.Count; i++)
{
if (activeQuests| i] .id == questID)
{
questTitle.text = activeQuests [ i] .title;
if (activeQuests|[ i] .progress == Quest.QuestProgre
ss.ACCEPTED)
{
questDescription.text = activeQuests [ i] .hin
t;
gquestSummary.text = activeQuests [ i] .questOb
jective + " : " + activeQuests [ i] .questObjectiveCount + " / " +

activeQuests [ 1] .questObjectiveRequirement;
}
else 1f (activeQuests[ i] .progress == Quest.Quest
Progress.COMPLETE)
{
questDescription.text = activeQuests [ i] .con
gratulation;
gquestSummary.text = activeQuests [ i] .questOb
jective + " : " + activeQuests [ i] .questObjectiveCount + " / " +
activeQuests [ 1] .questObjectiveRequirement;
}
}
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HNPUJIOKEHUE T’

QLogButtonScript.cs

public class QLogButtonScript : MonoBehaviour {

public int questID;
public Text questTitle;

public void ShowAllInfos ()

{
//QuestUIManager.uiManager.ShowQuestLog (questID) ;

QuestManager.questManager.ShowQuestLog (questID);
}

public void ClosePanel ()
{

QuestUIManager.uiManager.HideQuestLogPanel ()

}
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IHPUJIOKEHUE J1

QButtonScript.cs

public class QButtonScript : MonoBehaviour {
public int questID;
public Text questTitle;

public void ShowAllInfos ()

{
QuestUIManager.uiManager.ShowSelectedQuest (questID);

if (QuestManager.questManager.RequestAvaliableQuest (que

stID))
{
QuestUIManager.uiManager.acceptButton.SetActive (tru
e);
QuestUIManager.uiManager.acceptButtonScript.questID
= questID;
}
else
{
QuestUIManager.uiManager.acceptButton.SetActive (fal
se) ;
}
if (QuestManager.questManager.RequestAcceptedQuest (ques
tID))
{
QuestUIManager.uiManager.giveUpButton.SetActive (tru
e);
QuestUIManager.uiManager.giveUpButtonScript.questID
= questID;
}
else
{
QuestUIManager.uiManager.giveUpButton.SetActive (fal
se) ;
}
if (QuestManager.questManager.RequestCompleteQuest (ques
tID))
{
QuestUIManager.uiManager.completeButton.SetActive (t
rue) ;

QuestUIManager.uiManager.completeButtonScript.questI
D = questID;
}

else

{
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QuestUIManager.uiManager.completeButton.SetActive (f
alse) ;

}

public void AcceptQuest ()

{
QuestManager.questManager.AcceptQuest (questlD);
QuestUIManager.uiManager.HideQuestPanel ()

// oBHOBJIZEeM Mapkepel y Bcex HIIC
NPC[ ] currentQuestNPCs = FindObjectsOfType (typeof (NPC))
as NPC[];
foreach (NPC obj in currentQuestNPCs)
{
obj.SetQuestMarker ();
}

}

public void GiveUpQuest ()

{
QuestManager.questManager.GiveUpQuest (questID);
QuestUIManager.uiManager.HideQuestPanel ()

// oBHOBJIZEeM Mapkepel y Bcex HIIC
NPC[ ] currentQuestNPCs = FindObjectsOfType (typeof (NPC))
as NPC[];
foreach (NPC obj in currentQuestNPCs)
{
obj.SetQuestMarker ();
}

}

public void CompleteQuest ()

{
QuestManager.questManager.CompleteQuest (questlD);
QuestUIManager.uiManager.HideQuestPanel ()

// OBHOBIIsIEM Mapkepel y Bcex HIIC

NPC[ ] currentQuestNPCs = FindObjectsOfType (typeof (NPC))
as NPC[ ] ;

foreach (NPC obj in currentQuestNPCs)

{
obj.SetQuestMarker ();

60



public void ClosePanel ()

{

QuestUIManager.
QuestUIManager.
QuestUIManager.
QuestUIManager.

uiManager.
uiManager.
uiManager.

uiManager

HideQuestPanel () ;

acceptButton.SetActive (false);
giveUpButton.SetActive (false);

.completeButton.SetActive
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HNPUJIOKEHUE E

NPC.cs

public class NPC : Interactable

{
public List<int> avaliableQuestIDs = new List<int> ();
public List<int> receivableQuestIDs = new List<int> ();

public GameObject questMarker;
public Image thelmage;

public Sprite questAvailableSprite;
public Sprite questRecievableSprite;

void Start ()

{
SetQuestMarker ()

public void SetQuestMarker ()

{
if (QuestManager.questManager.CheckCompletedQuests (this

questMarker.SetActive (true);
theImage.sprite = questRecievableSprite;
theImage.color = Color.yellow;
Debug.Log ("CheckComplete was true");
}
else i1f (QuestManager.questManager.CheckAvailableQuests
(this))

questMarker.SetActive (true);
theImage.sprite = questAvailableSprite;
theImage.color = Color.yellow;
Debug.Log ("CheckAvailable was true");
}
else 1if
(QuestManager.questManager.CheckAcceptedQuests (this

questMarker.SetActive (true);
theImage.sprite = questRecievableSprite;
theImage.color = Color.gray;

Debug.Log ("CheckAccepted was true");

else
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questMarker.SetActive (false);
Debug.Log ("No quests available or accepted");

}

public override void Interact ()

{

if (!QuestUIManager.uiManager.questPanelActive)

{
QuestUIManager.uiManager.CheckQuests (this);
//QuestManager.questManager.QuestRequest (this);
Debug.Log ("Interracted with NPC");

}

public override void InteractUpdate ()

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

{
Debug.Log ("Lololo");
SetQuestMarker ()
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