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Beenexne

@ VYcnex Magicka

@ [onynsipHOCTL MPOAYKTOB C BLICOKOA penrpabensHOCTbLIO
@ [pumepbl urp ¢ nogobHoit boeeoii cnctemoii:

» Noita
» Nine Parchments

VYpb6anckuii Oennc (CMery) 2D-wurpa Ha Unity 2/14



[NlocTaHoBKa 3aa4qn

Uenb: cosgaHune npoTtoTuna ABYMEPHOI Urpbl B XaHpe «roguelike» ¢
ncnons3osaHvem Unity Engine.
3apauun Ha oceHHWiA cemecTp:

@ BbinosHute 0630p aHanoros
@ CnpoekTuposaTb 6a30ByIO NOrUKY Urpbl

@ PeanusoBaTb ocHOBHble MexaHukm: npoctoii I/ npoTueHukos,
CO34aHNe 3aK/MHAHNIA N3 UMEIOLLUXCS Y Urpoka cdhep

@ Paspaboratb nsiaH anpobauun
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CyuiecTBytoLme aHanorm

Uenb 0630pa: Buigenuts ocobeHHOCTM, B TOM 4ncie — nogxod K
BegeHnto bos
Noita

o [lpouepypHas renepauusi

@ BO3MOXHOCTb U3MEHATL 3aKNMHAHUSA TOJILKO MEXAY YPOBHSIMU

@ MakcuManbHO BO3MOXHAsH C/IOKHOCTL Hap 3aBUCUT OT OpYXXUst
Nine Parchments

o [NpenBapuTesbHO CO3AaHHbIE JINHElHbIE YPOBHM

@ 3aKNMHAHUA NPUHALNEXAT MAKCUMYM KO ABYM CTUXUAM W 3a[aHbl
6e3 BO3MOXHOCTW W3MEHEHUS

@ Bo3MOXHOCTL pa3bnoKnpoBaTh UFPOBbLIX MEPCOHAXEN U OpYXNe
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cnonb3oBaHHbIE TeXHONOMNN

@ S3bik nporpammupoBaHus C#
@ lrpoeoii aeuxok Unity Engine
B Tom uucne:
» Components
» MonoBehaviour
» ScriptableObject
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Peannza UNA — MEXaHUKU

o [lepemelleHne n 340poBbe MIrpoka
o bazsoBble npoTuBHUKYN

o CoszpaHue 3akanHaHMi
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Peanvl3a|_|,|/|$| — MNOPTPET TUNNHHOIO UTPOKa N CHNMOK
NrpoBoro npouecca
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Peaﬂm3auMﬂ — NeEpEeaBUXEHNE

SurfaceSlider

- normal: Vector3
- direction: Vector3

<<use=>

PhysicsMovement

- rigidBody: RigidBody

<<use>

+ Project(Vector3: direction): Vector3
-/OnCollisionStay(Collision: collision|
- /OnCollisionExit{Collision: collision)

- speed: float

I: # Awake()
# Update()

MonoBehaviour

+ gameObject: GameObject

# FixedUpdate()

# OnDestroy()

# OnCollisionStay(Collision: collision
# OnCollisionExit{Collision: collision)

Keyboardinput

+ OrbKeyDown: Action<OrbHolder=
+ CastKeyDown: Action

+ Move(Vector3: direction)
- IAwake()
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# JAwake()
# /Update()
# FixedUpdate()
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Peannzauus — 3p0poBbe

MonoBehaviour

+ gameObject GameObject

# Awake()
HealthBar Hﬁxﬂh
ea

- gradient: Gradient S—
_slider Sli + maxHealth: in
: §|I|Ii?-|:r;' ﬁf:; | __swuse>> |- currHealth: int .o B Player

+ HealthChanged: Action=int=
- lAwake()
+ SetMaxHealth(int. maxHealth) ;-’:walk[e}(} .
+ SetHealth(int: currHealth) pplyDamage(int: damage)
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Peannsaunsa — cepbl

ScriptableObject

Orb

ProjectileOrb

+ baseExplosionRadius: float

VYpb6anckuii Oennc (CMery)

+ baseDamage: int

+ baseSpeed: float

+ instantiatedObject. GameObject
+ amountinCurrentSpell: int

2D-urpa Ha Unity

SprayOrb

+ baseMaxDistance: float
+ baseMaxCastTime: float
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Peanuzauunst — cosgaHue 3akanHaHuii

MonoBehaviour

-+ gameObject: GameObject

# Awake()
4 abstract
Spell
SpellSystem =e>> | Player
# primaryOrbs: List<Orb>
+ castiey. KeyCode # secondaryOrbs: List<Orb>
OrbHolder - maxSpellLength: int <<use=x # spawnPoint Vector3
<susex> |- orbsToCast List<Orb= -+ WasCasted: Action

[+ orb: Orb

+ currSpell: Spell
[+ orbKey: KeyCode

# <<creates> Spell(List<Orb=: primaryOrbs, List<Orbs: secondaryorbs;
- thwake() P # MainOrb(): Orb
- ClearSpell() oonemoen ST+ AGAOD(OrD: OTb): Spel

<
- TryAddToSpell(OrbHolder: holder) + Caslt()

<suser>

Keyboardinput [IX Z>
<suses>
+ OrbKeyDown: Action=OrbHolder= ProjectileSpell

+ CastkeyDown: Action T

SpraySpell

- 1Awake() <ausess :
- lupdate() i <ausess
- FFixedUpdate() . ;
ProjectileGameObject SprayProjectileGameObject
e
<uses> <cuse>>
Projectile SprayProjectile
+ direction: Vector3 -+ direction: Vector3
+speed: float +speed: float
+ projectileDamage: int +damage: int
+explosionDamage: int + maxDistance: float
+ explosionRadius: float - currDistance: float
-lUpdate() - lupdate()
-IonCollisionEnter(Collision: collision) - IOnTriggerEnter(Collisider: other)
-IOnDestroy(y
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Peaﬂ|/|3a|_|,|/|ﬂ — noBeAeHNE NPOTUBHUKOB

SurfaceSlider

-normal: Vector3
- direction: Vector3

+ Project({Vector3: direction): Vector3
- lOnCollisionStay(Collision: collision]
- lOnCollisionExit(Collision: collision)

<<use->
& -------1- speed: float

PhysicsMovement

- rigidBody: RigidBody

+ Move(Vector3: direction)
- IAwake()

<<USE>>
lg-om.
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MonoBehaviour

7

EnemyMovement

- target: GameObject

- lAwake()
- [FixedUpdate()
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Anpobauus

o TeCTI/IpOBaHI/Ie Nrpbl 4py3baAMn N 3HaKOMbIMK

@ Ouenka c nomouwypto System Usability Scale
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3akato4yeHne

Tekywine pesynbrarthbi:
o [lpoeeneH ob3op aHanoros
o CnpoekTupoBaHa b6asoBasi flormka uUrpbl
@ PeannzoBaHbl OCHOBHbIE MEXaHUKU
@ PaspabotaH nnaH anpobauun
JanbHeiwne nnaHbi:
o PeanusoBatb nosb3oBaTeNbCKMii nHTEpdeiic
@ [lobaBuTb HOBbIE BUAbLI MPOTMBHUKOB, cdep N 3aKNMHAHWT

o PeanusoBatb cTaTyc-3hhekThI: MOyYeHME NEPUOJUYECKOTO YPOHa
NPy ropeHnn, 3ameneHmne Npu BO3AEHCTBIN XOJ040M 1 T. M.

o [obaBuTb 3BYKWU, aHUMALMK U Y4aCTULbI
@ [lpoeectn anpobauuio

VicxopHbiii kog, BOCTYNeH Mo cCblke:
https://github.com/EnderDodo/0Orbitrator
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