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BBenenue

Heposas undycmpus, 3aponusiiasica B 70-X romax MpOIILIOTO BeKa, 3a
HECKOJIBKO JIECATHUJIETUIl BBIPOCJa B OIPOMHBIA CaAMOCTOATEJIBbHBIA IIJIaCT
B pa3paboTKe ImporpaMMHOro obecnedyeHus. MUIIMOHBI TTOJIH30BATEIEN IO
BCEMY MUPY, HECATKH ThICAY MPOrPAMMUCTOB, PpabOTAIOIINX B TOU OTpac-
JIM, KaK B OOJIBIIIUX KOMITQHUSX, TaK U CaMOCTOATeJbHO. Pa3zpaborka urp
SBJIIETCST BOCTPEOOBAHHBIM HAITPABJIECHUEM JIJI OYIyIIAX CIIEIAAICTOB.

Survival horror aBasieTcs OJITHUM U3 MOMYJISIPHBIX *KaAHPOB JIJIs BUJIEOUTP.
Kaxk mpaBwmio, iTpoK B TAKUX UTPax UCCJIEIYET JOKAIIUIO, COOMPast MOy THO
HEOOXOIUMbIe JIJI BbI2KUBaHUsT pecypcbl. OTKpBIThIE 60U C IPOTUBHUKAMU,
110 BOBMOYKHOCTH, N30€rafoTcsl.

HeboJibIirie urpoBbie KOMIAHUNA U CAMOCTOATE/IbHBIE PA3PAOOTINKYA JIJIsT
CO3JIaHUS UTP, KaK MPABUJIO, NCIOJIb3YIOT TOTOBBIE UTPOBbIE IBUKKHU, 00eC-
IIEYNBAIOIIE UI'PY COOJIIOJIEHNEM 3aKOHOB (DUBKMKH, I'PAPUIECCKON BU3YaJIU-
3aleil, B3anMOJAeHCTBUEM MEXKIAy OObeKTamMu W MHOruM apyrum. OmgHum
13 TaKWX JABUKKOB gBygercda Unity Engine.

N3y4denne BO3MOXKHOCTEH JIBMXKKA IIyTEM CO3IAaHUS BUJIEOUTDPHI ITO3BO-
JIET TOJIYYUTH OOJIBIION MPAKTUYECKUIl OIBIT, JIydIlle MOHATH BCE STAIIbI
9TOTO TPOIlecca, HaUYMHAas OT MPOEKTUPOBAHUS, 3aKaHINBas TECTUPOBAHU-
€M U OHTI/IMI/IBaHI/Ieﬁ, CTOJIKHYTBCA C Maccoun Pa3JIMIHbIX aCIIEKTOB JBUXKKa,

HaIpuMep, padboTol ¢ rpaduKoii, aHuMAaIeil, 3ByKOM.

3 Hara coopku: 7 ausaps 2024 r.



1. IlocTanoBKa 3aja4n

[enbio maHHON PabOTHI ABIAIETCH M3yUEeHHE BO3MOXKHOCTEH UTPOBOTO
aBrkka Unity myTeMm KomanHON paszpaborku 3D urpsl B kaHpe survival

horror. /Iy1s1 €€ BbITIOJIHEHNS OBLIN IIOCTABJIEHBI CJIEIYIOIINE 3 aUn:

1. Pa3zpaborarh KOHIIENT UTDHI.

2. IIpoBecTu 0630p UI'p AHAJOTUIHOI'O KAHPA.
3. Uzyunth nokymenTammio Unity Engine.

4. PazpaboraTth CjeIyIole NI'PoOBble MEXaHUKM:

® IIepe/IBUKEHNE UT'POKA;
® OpyXKHe U €TI0 aHUMAaIIUN;
® CUCTEMA MCUXUIECKOI'O COCTOSHUS UTPOKA;

® CHCTeMa CITOCOOHOCTEN UTPOKA.

5. IIpoecTu ampobalinio peaju30BAHHBIX MEXaHUK.

KonnenTt urpsr paspabdarbsiBajica ¢ yaactueM Iliockapesa B.B, 3aTrem on
MIPUCTYIINJI K OTIEJIbHOM 3a/ade M0 Peau3allii CUCTEMbl MCKYCTBEHHOT'O

HHTeJIJICKTa OJId IIPOTUBHUKOB.



2. O630p

2.1. TepMmuHoOJIOrUsA

Heposoti deustcox — nporpaMMHOe obecrevueHne, IpeIHasHadIeHHOe [1JIs
pa3paboTKu u cozjanus Bujgeourp. OH mpegocTasiigeT HAOOP UHCTPYMEH-
TOB U (DYHKIIMI, KOTOPbIE 00JIErYaroT IIPOIEcC pa3pabOTKH HUID, BKJIOUAs
yIpaBJieHue rpaukKoil, 3ByKOM, (PU3UKON, NCKYCCTBEHHBIM HHTEJIIEKTOM,
BBOJIOM II0JIL30BaTEJIsi 1 MHOTMMH JIPYTUMU aCIIEKTaMU UTPOBOTO IIPOIIECCA.

Accem — 110001t pecypc, KOTOPBI MOXKHO HUCIIOJIb30BATH B ITPOEKTE. DTO
MOYKET BKJIIOYaTh B ceOs n300parkKeHusi, 3BykKu, 3D-Mo1e/1, TeKCTyPhI, aHU-
Malli¥, CKPUIITBHI, MaTePHUAJIbI, Ieiiepbl 1 MHOTOe jpyroe. B obieM cMbIc-
Jie, aCCeThI MPEJICTABJISIOT co00i (haitibl U pecypchl, KOTOPbIE HYKHbBI JJIs
CO3JIaHUA W PA3BUTUS UI'PbI WU TPUTOKEHUS.

IIpegpab — maba0H 00BEKTA, KOTOPBIH MOXKHO CO3/1aTh, HACTPOUTH U 3a-
TEeM UCII0JIb30BATh MHOTOKPATHO B PA3HBIX YACTIX UT'PbI 0€3 HEOOXOIMMOCTH
CO3/1aBaTh €ro CHOBA.

Komnornenwm — MomynbHBIN 070K (DYHKIIMOHAJTLHOCTH, KOTOPBI MOYK-
HO J1I00AaBUTHb K UTPOBBIM OOBEKTAM JIjIsi OIPEIEJIEHUs] WX TOBEJICHUST WU
XapPaKTEePUCTUK.

Petixacm (Raycast) — TexHUKaA, KOTOPas UCIOJIb3yeTCsl JJIs OIPeIesIe-
HUS TOTO, HA YTO HAITPABJIEH JIyY B TPEXMEPHOM WJIHM JIBYXMEPHOM IIPOCTPAH-
crBe. PelikacT co3/1aeT Iy U IPOBEPSIET, ITEPECEKACTCs JTU OH C KaKUM-JTMO0
00bEKTOM Ha CIleHEe. DTa TeXHUKa YaCTO MPUMEHSIETCS JIjIsi PelleHusl pas-
JIMIHBIX 33189, TAKUX KaK 00pabOTKa I0JIb30BATEIbCKAX B3ANMOIEHCTBUIA,
oTIpeJie/IeHre CTOJKHOBEHU, OIpe/IeJIeHue BUTUMOCTH OObEKTOB U T.JI.

Ckeaem (Rig) — cucrema KoCTell U KOHTPOJIbHBIX OOBEKTOB, KOTOPBIE
NPUBS3bIBAIOTCA K 3D-Mo1e/1u, 9TOOBI yIIPaBJIATh €€ JIBUKEHUEM U aHUMa-
Uei.

Koanatidep — KOMIIOHEHTa, KOTOpasi WCIOJIb3YETCs I OIPE/Ie/IeHUsT
IPaHUIl U OOHAPYKEHUS CTOJKHOBEHWI MeXKIy 00beKTaMHU B TPEXMEPHOM
I JIBYXMEPHOM IpocTpaHcTBe. Kosuraiiaepbl UrpaloT BazKHYIO POJib B (hu-

3UYIECKOM B3aMMO/IEACTBUU OObHEKTOB.



2.2. O630p aHaJIOTOB

B kauecTtBe amaJjoros BI)I6I/IpaJII/ICI) UIrpbl JaHHOI'O 2KaHpa CO CXOXKKWM
KOHIICIITOM. O630p TaKHUX HI'D IIOMOI' BbIABUTL HMHTEPECHBIE MEXaHUKU U

yJa4HbIe PEelIeHUsI B BU3YAJIbHON COCTABJIAIOIIEH.

2.2.1. Resident Evil 7: Biohazard

KommbioTepnasa urpa B :kKanpe survival horror, pazpaboTrannas U u3-

JlaHHAas ATOHCKOM Komnanueil Capcom. OcobeHHOCTH UTPhI BKJIIOYAIOT B Ce-

O4:

1. IlepcmekTuBy OT LEPBOTO JUIA. B OTIMYME OT NpEAbLIYIINX JacTei,
r/ie KaMepa ObliIa yCTaHOBJIEHA B TpeTheM Jiutie, Resident Evil 7 [10]
IpeJIaraeT IepCIeKTUBY OT IEePBOro JIUIA, 9TO IPUJIAET UTPOKY 0Oo-

Jiee CUJIbHOE TyTaloIlee ONIYIIeHNE;

2. KpacuByro u npogayMaHHYIO BU3YaJbHYIO COCTaBJIAIONIYIO, HAIIPHUMED,

IIOKAYUBAHUE OPYZKUA B PYKe IVIABHOT'O I'epod;

3. CDOKyC Ha BbIZKUBAaHUUW — UT'PDOKY IIPUXOAUTCA MCCJIEA0OBATh IIOMECTHE,

pemaTb IroJIOBOJIOMKH U 60pOTbCH 3a BbIZKHMBaHUeE.

2.2.2. Call of Cthulhu: Dark Corners of the Earth

Urpa B cruite Survival horror (8] or Headfirst Productions, uzman-
Hast Bethesda Softworks. OcuoBannast Ha npousBenenusx ['.D. Jlaskpad-
Ta, 0cobeHHO Ha ero pomane «Tenb Hag UuaHCMyTOM» (The Shadow over
Innsmouth), urpa npejjiaraeT UrPOKaM IMOTPY3UTHCA B MPAUYHBIA U aTMO-

cdepubiii Mup JlaBkpadToBckoro yxaca. OCHOBHbIE Ye€PThI UT'DhI:

1. cmermenme ctuiieit urpbl. B urpe mpuCcyTCTBYIOT 3JIEMEHTHI IITyTEPA OT
IIEPBOTO JIUIA, JETEKTUBHON pabOThl M BbKWBaHusdA. Mrpokam mpe;i-
CTOUT WCCJIEJIOBATH OKPYXKAIOIIUN MUP, peliaTh ToJOBOJIOMKH U 0O-

pPOThCA 3a BbI2KMBAHUE B MHUPE, HAIIOJJHEHHOM TalfHAMU U y2KaCaMU;



2. cucTema ypOBHS CcTpaxa. B Wrpe mMpUCyTCTByeT yHUKAJbHAA CUCTEMA
YPOBHA CTpaxa, KOTOpasd BJIMAeT Ha IIOBEJICHUE IIepCOoHaXKa B 3aBUCU-

MOCTH OT TOT'O, HACKOJIBKO CTPAIIHBIM OBLIO IIPOIILIOE COOBITHUE;

3. cioxkeT 1 armocdepa. rpa paccka3biBaeT UCTOPUIO JieTeKTuBa Jlxkeka
Yoarepca, KOTOPBIl paccieayeT 3araJodHble cOOBITUA B HEOOIBIIIOM
ropoje MuncmyTt. CroxkeT TecHO cBsi3aH ¢ Mudosorueit Kryixy u apy-
rux TBopeHmii JlaBkpadra, mpeaocTaBiigsa UrPOKaM YHUKAJIbHYIO BO3-

MO2KHOCTDB IIOT'PY3UTBCA B MHUP KOCMUYIECKOI'O y2Kaca.

2.3. CyiecTByoIne TE€XHOJIOTUHU

st Toro, 9ToOBI KarKIbIil pa3 He BOCCO3aBaTh (DU3MIECKOE MOJIETIUPO-
BaHWE, BU3YAJU3AIINIO, B3ANMOJIEHCTBUE MEXKy OObEKTaMU U MHOTHE JIPY-
rve acleKThbl, IPUCYIIe BCEM UTpaM, ObLIN pa3paboTaHbl UT'POBBIE TBUK-
KU, TI03BOJISIOIINE COCPEJIOTOUYNTH CBOE BHUMAaHNE Ha pean3aliui yKe KOH-
KPETHBIX MEXaHUK UTPbl. CaMbIMU TOIYJISPHBIMU CPEJIN JIBUKKOB, TOJIJIEP-
KUBAOMMX pa3paborky 3D urp, swistorcst Unity Engine [12] u Unreal

Engine [2].

2.3.1. Unity Engine

Unity — KpocciiardOopMeHHBIN UT'POBOM JIBUKOK, KOTOPBII pa3padaThi-
BaeTCd U MOJJIeprKuBaeTcs KoMrnanueil Unity Technologies. 9TOT IBUXKOK
HCIIOJIb3YeTCd JJid CO3MaHUs PA3JUYHBbIX BUJICOUTD, BUPTYAJbHON peasibHO-
CTU, aHUMAITU, CUMYJIAIAN W APYTrOoro MHTEPAKTUBHOTO KOHTeHTa. meeT
AKTHUBHOE COOOIIECTBO M OOIMUPHYIO OUOJIMOTEKY acCeToB, a TaKkKe y4ded-
Hble MaTepuajbl U GopyM. OCHOBHBIM S3bIKOM JIjIsi HAIIMCAHWS CKPHUIITOB
apysiercss C#. KoHienT ABUKKa COCTOUT B TOM, UYTO KasKAbIii OOBEKT Ha
CIIeHE SIBJIAETCH UTPOBBIM OOBEKTOM, COJIEPKAIIAM PA3JTUIHbIE KOMITOHEH-
ThI, OIIPEJIEIAONINE ero ToBe/IeHre u BHeImTHui Bu . OCHOBHBIM KJIACCOM SIB-
adercd MonoBehaviour, npegoCTaBJILdOIANA OCHOBHbIE METOABI JIJId YIIPaB-
JICHUs TOBeJieHneM 00bEeKTOB B UI'pe, Takue Kak Start (), Update (). Meros

Start () npemHasHAYEH JJI MHUAIAAJIA3AIUN O0ObEKTa JI0 HAadaJjia BBIIOJIHE-



HUS KAKUX-JIMOO METOJOB, BBI3BIBAETCS OJWH pa3 MPU aKTUBAIMU OOBEK-
Ta Ha crueHe. Meron Update () BBI3BIBaeTCS Ha KasK/IOM KaJipe UI'PBI, ITO
II03BOJIIET OOHOBJIATH JIOTUKY OObEKTa B peaJbHOM BpeMeHH. ime omHmM
BasKHBIM KJIACCOM sBJjigeTcd Scriptablelbject, mpenHasHavYeHHBIA [JI CO-
3/IlaHUS U XpaHeHUs JAHHBIX BHE CIleH. JacTo MCHOoIb3yeTcsd Jjid XpaHeHNs
HACTPOEK, PECypCcoB U MH(MOPMAIINYU, HE MPUBA3AHHON K KOHKPETHBIM O0'b-

eKTaM Ha, CIIeHE.

2.3.2. Unreal Engine

Unreal Engine — MOIIHBII U IIUPOKO UCIIOJIb3yEMbIA UI'POBOM IBUZKOK,
paszpaboranublii komnanueir Epic Games. On npegocTaBisier pa3padboTdu-
KaM CpeJy Jjisl CO3/IaHns BbICOKOKadecTBeHHBIX 2D m 3D Bumeourp, BupTy-
aJIbHOHN peaIbHOCTH, APXUTEKTYPHBIX BU3YyaJIN3AINNA, TPEHUPOBOYHBIX CUMY-
JIATOPOB M MHOTOTO jApyroro. [lomgnepknBaeT mporpaMMUpOBaHE HA A3bIKE
C++ u cucremy mporpaMMUpPOBaHUS T0JI Ha3BaHueM Blueprints, mpeso-
CTaBJISIONLY IO BU3YyaJIbHBIN UHTEpdEC NJTd CO3TaHnsd JIOTUKH UT'PhI 0€3 HeoO-

XOOMMOCTH IIPOIrpaMMHNPOBaHNA Ha A3BIKE KOIa.

2.4. Ucnnosib30BaHHbBIE TE€XHOJIOI'NN

Mg pa3paboTku AaHHON WIPBI OBLI cAejaH BBIOOP B moab3y Unity
Engine, TaKk KaK mMeeTcda ombIT pa3paborkn Ha .NET. Takyke OoJbIioe Ko-
JITIECTBO ODOYydYAIONIero MarepuaJa obJerdaeT IMPOoIecC U3YUYEHUsS BO3MOXK-
HOCTEN JTAHHOT'O JIBUXKKA.

Hns cozmanug 3D Momenan IepcoHaXka, MCIIOJIb30BAJIOCh TPUJIOXKEHHE
Fuse [3] oT KoMItaHuu Adobe, IIPeIOCTABJISIONIEE IMIUPOKUI HAOOP T'yMaHO-
WJIHBIX MOjesIeil. AHUMHIPOBaHIE MOJEIN IPOUCXOINIO C MOMOIIBIO0 TEXHO-
Jjorun Mixamo, IIO3BOJISIIONIEH MJjis CO3JAHHON MOJIEJIN II0J00paTh HEOOXO-
JIAMBIE KOCTEBbIE aHUMAIIAN (rig animation). AwnaJioru JIaHHOW TEXHOJIO-
['M1 HE PAacCMaTPUBAJIUCL, TaK KakK Mixamo mjieT B CBA3KE C IIPUJIOKCHUEM
Fuse u mpejocTaBjigeT pa3sHOOOPa3HYIO 0a3y BHICOKOKAYECTBEHHBIX aHIMa-
nuit. s obpe3anusa pyK MOJIeJ M UIPOKa ObLa MCIOJIb30BaHa MPOorpaMMa
Blender [1].



JJist cauThiBaHUS BBOJIA UTPOKa 3aJieficTBOBaH nakeT Input System [6],
IPEJIOCTABJISIONINN eJIMHBIA MHTepdec /Ijisd paboThI ¢ PA3JIUIHBIMUA yCTPOIi-
CTBAMU BBOJIA.

tst mocTpoenust OKpy»KeHus ObLT 3ajieiicTBOBaH makerT ProBuilder [4],
MTO3BOJIAIONINI 0e3 TJIyOOKMX 3HAHWN B MOJEJMPOBAHUU OOBEMHBIX O0bHEK-
TOB CO3/7aBaTh U 'MOKO HacTpamBaTh 3D Momesm.

s peanusamuu BU3yaJbHBIX 3(MP@OEKTOB ObLIN UCIOJIb30BAHBI MAKEThI
Post Processing [7| u Animation Rigging [5]. Post Processing mo3Bo-
JIET C TIOMOIIBbI0O KOMIIOHEHT Ha OCHOBHO# KaMmepe HaKJIaJIbIBaTh HEOOXO M-
Mble 3P PeKTh 1 PUIbTPH HA m300pakenme. Animation Rigging mpejio-
cTaBJjsieT uHTepdERC A1 CO3aHNS CJI0KHBIX 1 MHTEPECHBIX aHUMAIIANA ep-

COHa}Keﬁ, B TOM 4YuCJI€ C UCIIOJIB30BaHUEM I/IHBepCHOfI KMHEMaAaTHUKN.



3. eTanu peajam3anuu

B namaoMm pazpesie mpegiaraeTcss pacCMOTPETh OCHOBHBIE JTE€TAJIN PEAJIN-

3alliy UT'POBBIX MoOJieJieil u MexaHunkK. Pa3paboTKa OCyIIecTBICHA HA SA3bIKE

C#.

3.1. KoH1enT urpsl

JleiicTBrEe UT'PHI IIPOUCXOAUT B HETAJEKOM IPOIILIOM, [JIABHBIA Tepoil —
9TO JIETEKTUB, MOJIYYAIONIUH ITUChMO C IIPOCHOOI O IMOMOIIK B PaccjepoBa-
HUU CTPaHHOTO Jiesa. Vrpa mpeacraBisgeT u3 cedd MOCIe10BaTETbHOCTD JIO-
KaIluii ¢ BO3MOXKHOCTBIO UX aJbTE€PHATUBHOI'O IIPOXOKIeHUA. VITPOK MOXKeT
IPOUTHU JIOKAIVIO, YHUYTOXKUB BCEX NPOTUBHUKOB B OTKPBLITYIO, UCIIOJIb3YH
IIPU 9TOM OIIPEJIEJIEHHBIN HAOOP CIIOCOOHOCTET, OJITHAKO TAKOM CTUJIb ITOBJIHSI-
€T Ha NICUXUYIECKOe COCTOAHUE TJIABHOT'O TepOod, YTO OTPA3UTCA HA KOHIIOBKE
1 HEKOTOPBIX BbIOOpax B auaJjorax. C apyroit CTOpOHBI, JIOKAIIUIO BO3MOXK-
HO IIPOUTU CKPBITHBIM IIyTEM, COXPAHUB ICUXUYECKOE COCTOAHUE T'JIABHOI'O
reposi. [fToMuMo 0OIIEro MCUXUIECKOTO COCTOSIHUS Y TJIABHOT'O T€pos CyIIe-
CTByeT JIMHAMWYECKOE COCTOdAHME, HA KOTOPOE MOIyT HOBJUATH BHEIIHUE
dakTopbl, HAIIPUMED, KaKOe-JIMOO CTpalllHOe cOObITHE, IIOIIaBIllee B ero 00-

JIaCTb BUAMMOCTH.

3.2. Moaenp riiaBHOro repos

Mogens ryIaBHOTO Teposd Co37aHa € MOMOIIbIO MporpaMMbl Fuse oT KOM-
nannu Adobe, ocHaleHa CKEJIETOM JIJId PEAJUu3alii aHUMUPOBAHUA C MO-
MOIbI0 Mixamo m obpe3aHa /0 COCTOSHHS PYK C ITOMOIIBIO ITPOTPAMMBI
Blender. Takas peajm3anus ympoIaeT B3aUMOJEUCTBHE C KaMepoil, Tak
KaK HET H€O6XO,[LI/IMOCTI/I 3ayMbIBATHCA O TOM, 9YTO B KaM€pPy IOoIIaJd€eT BHYT-
PEHHOCTD I'OJIOBBI IJIABHOT'O TE€POsi UJIN K€ TIpeJIMeT U3 PyK. st Toro, 9To0b!
IIePCOHAK MOT' JIep2KaTh B PyKe Opy2KKe, ObLI ITOJKJI0OUEH ITakeT Animation
Rigging, mO3BOJIAIOIINNA HA OCHOBE CYIIECTBYIOIIET'O CKeJieTa PYyK HaKJla-
JIBIBATH AHUMAIIUIO IMOBEPX cyliecTByomux. C IMOMOIIHI0 KOMIIOHEHTHI Two

Bone IK pyka nepcoHaka IPUBA3bIBAETCSI K HEOOXOJIMMOM TOYKe, B JAHHOM
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cJIydae K OpY2KUI0, CODJIIOJIasi TP 3TOM BCE KOCTHBIE COeTUHEHUS. TaKasd pe-
aJIn3alus IO3BOJIIeT B OYIIYIIIEM UMETh BO3MOXKHOCTD IIEPCOHAXKY J1EPKATh
HEe TOJILKO OpPY2KH1e, HO U JII000I IIpeaIMeT, IIOMEHSB JIUIIh PACIIOIOKEHNE KO-
cTell NJId KUCTHU, YTO YIPOIIAeT B3auMoieiicTBre ¢ oobekTaMu. 3 roroBoit
MoeJin ObLII co3aHn 1pedad AJisd YIPOIIEHN UCIIOJIb30BAHUS B PA3INIHBIX
CIleHaX.

Mojieib OCHAIIEHa COCTaBHBIM KOJLIAMIEPOM, YTO ITO3BOJIUT B OYIIyIIEM
pen30BaTh MEXaHWKY PaHEeHWU JJId Pa3HbIX dacTeil Tema. Ha mawnsabIil MO-

MCHT HMMECIOTCHA KOJ'IJIaI'/)I,ZLepr AJId HOI', TyJIOBUIa, ABYX PYK M I'OJIOBHI.

3.3. IlepenBukenune urpoka

[lepenBukenre UTrpoKa peaim30BaHO C UCIIOJB30BaHWEM ITakeTa Input
System. /[jis1 cYnTHIBAHUS TOCTYAEMbIX JAHHBIX OT MI'POKA OBIJ HAITMCAH
Kjacc InputManager, HacjaenyeMblili OT IJIaBHOrO KJjacca MonoBehavior,
YTO TO3BOJIZET HABECUTh €r0 KaK KOMIIOHEHTY Ha WTPOBOIl oObekT. [lasee,
CUYUTBhIBaeMasd WHQPOPMAIIUA, XPAHAAICAd B CBOMCTBAX W IOJIAX JTAHHOT'O
KJIaCCa, lIepelaeTcs peajan3oBannoMy Kiaccy PlayerController, xpaunsiie-

My B cebe peasmsaruu byHKIWIA 115 TePeIBUKEHNsS UTPOKa (PUCYHOK 1).

——> MonoBehavior <+

PlayerController

InputManager | ____________| ~ Move()

- Jump()

- GroundCheck()

- StepClimb()

- CameraMovement()

- Aiming()

Puc. 1: /InarpaMmMma KJjiaccoB JJI yIIPABJIEHUS II€PCOHAXKEM
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[Tepemerienre UTpoKa peam30BaHO C TOMOIIBIO TPUMEHEHU K HeMY (hu-
3UYECKON CHUJIbI, 8 HE M3MEHEHUEM KOODJMHAT. JTO MTO3BOJIAET UMETh DoJiee
IJIaBHBIE JIBUXKEHUS U 130eraTh IIpodJIieM C IIPOXOXKIeHneM (DU3NIECKUX TeJl
CKBO3b UT'DOKA, HAIIPpUMEDP IIyJIb BParos.

Jlna mpbDKKa HEOOXOIMMO HAXO/MTHCA Ha IMMOBEPXHOCTH, JJIA ITPOBEP-
KW JIAHHOT'O COCTOAHUA HalmcaHna pyHkius GroundCheck, koTopas ITyCKaeT
JIy4 U3 IEHTPa MacChl TeJla BHU3 U [IPOBEPAET CTOJIKHOBEHUE C KOJLJIali1epoM
IIOBEPXHOCTH.

[Tepconaxx mmeeT BO3MOYXKHOCTD IEPECTYNATH Yepe3 HEBBICOKUE MTPENsT-
CTBUSA Ha IyTHU, JAJIs 3TOTO HammcaHa pyHKmus StepClimb. M3 HOr m Ko-
JIEHEH IIepCOHazKa MYyCKaeTCd J1Ba JIyda B HAIIPABJICHUU B3IVIAJla, B CJay4ae
CTOJIKHOBEHUHA TOJBbKO HUXKHEro Jiy4da C KOJLJIaiiepOM IIOBEPXHOCTH, Lep-
COHAXK IIepeMeIaeTcs MPAMO Tiepes coboif Ha BBICOTY TpensaTcTBud. s
ob30pa peanu3zoBana GyHKIMs CameraMovement, IPpUHUMAIONIAA 3HAYEHU S
oT InputManager u moBOpadMBAaIOIIas KaMepy W (PU3WUIECKOe TeJI0 UTPOKA

Ha HYXKHBII yroJ ¢ noMoIbio merona MoveRotation.

3.4. Opyxwue

B kadecTBe opyxKud peasn30BaH TUCTOJIET, Ha JAHHBIA MOMEHT BO3-
MOXKHOCTb CTPeJbOBI OTCyTCTByeT. Mojensb opy:Kusi ObLTa B3dTa U3 IyO-
JmaHO# 6ubmoreku 3D monesneit ¢ cobsoienueM JutieH3un. /g ympasite-
HUS OPYyKHeM ObLT peaan30oBaH KJjiacc WeaponController, Hac/ieyeMblil OT
MonoBehavior (pucyHok 2). B manHOoM Kjacce peaan30BaHbl QyHKIUN JJIs
MMOKAYUBAHUS OPYKUA B PEKUME KITPOCTOA» TJIABHOTO Tepos, JIJId CJIe10Ba-
HUS OPYKUS 32 B3MJIAI0OM UTPOKA U JIJIsT TPSACKHU BO BpeMs Oera Mu XOIbOHI.

[TokauuBaHMe OpyKUsI OCYIIECTBISETCS 110 TpaeKTopuu Jlnccaxy [9].
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MonoBehavior

WeaponController

- WeaponRotation()
- WeaponAnimator()

- WeaponSway()

Puc. 2: /ITnarpamMmma KJIaCCOB JJI OPY KU

3.5. CucreMa IICUXNUIECKOTO COCTOAHUA

g peanusanum JMHAMIYIECKOTO IICUXUYIECKOTO COCTOSHUS IJIABHOTO T'e-
posi OBLT MOJKJIIOUEH NakeT PostProcessing u peajn3oBaH creluaIbHBIN
kJsacc TriggerDeadBody, HacaemayeMbrit oT MonoBehavior. Jlanabrit cKpuT
IIpeJHa3HadYeH JJId YXYAIIEHUd ICUXUYECKOTIO COCTOAHUSA T'eposd IIPU MOoIla-
JTaHUM B 00JIaCTh 3peHusl MepPTBOro Tesa. lIpm croskHOBEHUM KoJstaitaepa
UT'POKaA CO CHelUaJbHbIM KOJUIaiAepoM Ha MEPTBOM Tejle HauYMHAeT OCY-
IIECTBJISATHCA TPOBEPKA HAXOXKIEHNS MEPTBOIO TeJia B 00J1aCTH BUIMMOCTHU
KaMepbl UTpoKa. [Ipy BbIOJTHEHWH BCeX YCJIOBHUI BKIIOYAETCH TTOCTOOPAOOT-
Ka M300parKeHUs UTPOKa C MOCTEIEHHBIM yCuJIieHrneM 3P@eKTa ¢ TeIeHuEeM

BPEMEHU.

3.6. Cucrema crmocobHocrTemn

s peasmm3aruu cucTeMbl CIOCOOHOCTET co31aH Kaacc AbilityManager,
HacJsieryeMblii oT MonoBehavior. Jlanublil Kytacc mosrydaeT nH(MOPMAITAIO OT
KJyiacca InputManager m ob6pabaThIBaeT COCTOSHUSA CIIOCOOHOCTEN WTPOKA.
PeamuzoBan kmacc Ability, Hacaemyemblilt oT kKJyacca ScriptableObject,
SIBJISIFOIIUTCS. aDCTpaKIeil Hal BCeMH CIIOCOOHOCTSIMU MIPOKa (PUCYHOK 3).
Kaxkast criocobHocTh 00J1a/1a€T Ha3BaHUEM, aKTUBHBIM BPEMEHEM W BpeMe-

HEM Tepe3apsIKu, YTO OMpeesIdeT TPU COCTOSHUS JJIsd KaXKJIOW CITOCOOHO-
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CTH — I'OTOBO€, aKTUBHOE U II€PE3apPAdKa. Ha ,Z];aHHbII'?'I MOMEHT PeaJiIn30BaHbI

IIB€ CIIOCOOHOCTM:

1. dpoctb, n3MeHsIOMAsA CKOPOCTh UTPOKA M HAKJIAIbIBAIOasd 3pdeKTh

IIOCTOOPAOOTKY Ha M300parKEeHNE;

2. Ilpursarusanue Bparos. [Ipu akTUBaIuu ClIOCOOHOCTHU ITyCKAETCHA Peii-
KacT U3 IeHTPpa KaMepbl UTPOKa. B ciiydae ero CTOJKHOBEHUS C KOJI-
JIaliIepoM Bpara, Bpar Oy/eT NPUTIHYT K UTPOKY ITyTeM TPUJIOKEHU T

K HEMY CHJIBI.

MonoBehavior ScriptableObject
AbilityManager Ability Pulling

- PressCheck(name: string): bool [<€-1 + GetState(): State [<—— + Activate()

+ SetState(): State

Rage

+ Activate() < g
+ Disable() + Activate()
+ Disable()

Puc. 3: Inarpamma KJ1accoB Jijisi CIIOCOOHOCTEH
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4. TecTupoBaHue u ampoodaus

4.1. TecTupoBanue

TecTupoBaHue peaJn30BaHHBIX MEXaHUK UT'PHI IIPOBOIUIOCH C IIOMOIIHIO
BcTpoeHHOTO B Unity cpencrsa TestRunner. Bceero 6n1710 Hanmucano 2 Bua

MOJIYJIbHBIX TECTOB(PUCYHOK 4):
® JIJIs1 IIPOBEPKU IIEPEBIKEHUS NI'POKA;

® JIJisi ITPOBEPKU CITOCOOHOCTEH UTPOKA.

Puc. 4: MonynbabIE TECTHI

4.2. Anpobarust

Arnpobariusi pean30BaHHBIX MEXaHUK UI'PbI ObLIA ITPOBEIEHA 110 METO/IH-
ke System Usability Scale [11]|. [lamnas mMeTommka mpecTaBiseT coboil
ornpoc u3 10 MyHKTOB C MATHIO BapHaHTaMU OTBETa Ha KaxKblil, oT «IloaHo-
CThIO He coryiacen», 0 «llosrHOCTBHIO coryacen». MToroBas oleHKa BHIYHC-
JIgeTcs 1o onpejieaénHoit dpopmyse B guaraszone ot 0 o 100, rae cpenneit
OIIEHKOII CUMTAETCs MOKa3aTesb B 68 0aJIIoB.

Bcero 06bL10 omporiieHo 5 YesioBeK, cpemaauii 6asan SUS moyyuunscs pas-
HBIM 76.5, IYTO COOTBETCTBYET OIleHKe B.

B nporiecce mpoejienus anpodaliuy ObLIT TTOJIyYeH OO KOMMEHTapUii
OT BcexX olpammBaeMbix: «/rpa mMeer mHTEpeCHYIO 33/ [yMKY U OITPE/Ie/IEH-

HBII ITOTEHIINAJ, MEXaHUKa MepeIBUKeHnsd HeaopaboTaHa, pean30BaHHbIE
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CITOCOOHOCTHU B IIEJIOM YK€ BCTPEYAJIUCH B JIPYTUX UTPAX U MOHATHBI, HHTE-

P€EC BBISBIBACT IICUXMYIECCKOE COCTOAHHE I'JIaBHOI'O I'epOod» .
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SaKJII0UeHne

B pamkax mpoBeneHusi pabOThI ObLIU TOJIYYEHBI CJIEIYIONINE Pe3y/IbTa-

ThbI.

e [IpoBenen 0630p CymIECTBYIONINX aHAJOTOB.
e ll3ydena JJOKyMeHTAIINA UCHOJB3YEMOT'O JIBUXKKA.

e PeasmizoBana MOJ€EJIb I'VIaBHOI'O I'€pOdAd N HEKOTOPbIE UI'POBLIEC MEXaHU-

K1, TaKHE KaK:

— nepeJBU2KEHNE UT'POKA;
— OpYyzKH€ U ero aHuMalliu;
— CHUCTeMa IICUXUYIECKOTO COCTOSHUSA UT'POKA;

— CHCTeMa CIIOCOOHOCTEN UT'POKA.

e [IpoBenena ampobarusa peaM30BaHHBIX MEXaHUK UTPHI.

B kagectBe Oyaymux 3a/1ad MOXKHO BBIJIEJIUTH CJIEAYIOIIAE IIyHKTHI.

e Pacmupenne cucremMbl ClIOCOOHOCTEH UTPOKA.

Peaymmzanus crpebbbl U CUCTEMBI 30POBbs IIEPCOHAKA.

Cucrema mHBEHTAPS.

e llnTepakTUBHOE OKPYKEHHE.

P&CI_HI/IpeHI/Ie CHUCTEMBI IICUXWYIECKOI'O COCTOAHMNA IIEPCOHaXKa..

ITo/THBI KO/ peaJIM3aIlin JJOCTYIIEH B ITyOJIMYIHOM PEIO3UTOPHn ..

'Penosuropuit ¢ peammzanueit aaropurMa: https: //github.com/LeonidLodygin/Edge0fMadness (nara
npocryna: 7 jexabps 2023 r.).
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