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BBenenue

B coBpeMeHHOM MUpe KazKJIblii TOJI CO3JAETCA OYEHb MHOI'O BHUJIEOUT], C
PA3HBIM OIOJZKETOM U PA3HBIMHU HEJIAMU. [IpakTH4ecKoil 3HAaUMMOCTBIO MHO-
I'MX UI'P ABJISETCA MMEHHO CO3JAHNe YHUKAJILHOIO UIPOBOIO MUPA U 3aXBa-
TBIBAIOIE aTMocdepnl, 6sarogapss KOTOPbIM UI'POK CMOXKET HMOTPY3UThCH
B QJIbTEPHATUBHYIO PEAJbHOCTD U MHTEPECHO IIPOBECTU BPEMSI.

[Iporece co3manus Urp ypoIaeTrcs ¢ MOMOIIBIO UTPOBBIX JIBUXKKOB, KO-
TOPbIE CUMYJIAPYIOT (PU3UKY MUPA U IIO3BOJISIOT BHICTPOUTD yI0OHOE B3au-
MOJIEHCTBUE MEXKJIy UI'POBBIMHU OObeKTaMmu. Ha JaHHBIA MOMEHT CYIIECTBYET
HECKOJILKO TAaKHUX JIBUYKKOB, OJHAKO CAMBIMH IOIYISPHBIMU U3 HUX ABJISI-
forca Unity Engine [9] m Unreal Engine [10].

Jast urpoBoit MHIyCTpUK ObLIXM NPUILYMaHbI TOPrOBLIE ILIOMIAIKH, HA
KOTOPBIX II0CJIE IPOEKTUPOBAHKS U Pa3pabOTKN UIPhI €6 MOYKHO OITyOJIMKO-
BaTh KakK I'OTOBBII IIpoekT. IIpuMepoM TaKoi ILIOIIA KK, OCYIIECTBIISIONIEH
POoJIaxKy GOJIBITUHCTBA UT'D, siBJIsieTcst Steam [8|, rie ecTb Kak GecriaTHbIeE,
TaK ¥ IJIaTHbIe UIPbl. Bujaeonrpsl B Steam MHTEPECHBI KaK MOJPOCTKOBOM

aynuropun (B GoJibleil cTernenn), Tak U 60Jiee B3POCJIBIM TTOJIb30BATEISIM.



1. IlocTanoBKa 3aja4n

1.1.

IHenn

[enbio nanmoil y4ebHON MPaKTUKU CTAJO0 M3ydeHne ABUKKa Unity my-

TeM co3iaHudg 3D-urpbl B 2KaHpe HaydIHON (PaHTACTUKU C dJIEMEHTAMU XOP-

popa.

1.2.

1.3.

3agaum HA OCEHHUI CEMECTP

Haiitu u ncciie1oBaTh HECKOJIBKO UI'D C MOXOXKeil TeMaTUKOIM;
cIeaaTb 0030p UCIOJIb3YyeMbIX TEXHOJIOTUH M BbIOPATh HOAXOISIIIE;
CIIPOEKTUPOBATDH OOIIYIO0 UTPOBYIO JIOTUKY;

pean3oBaTh 0A30BbIe MEXAHUKKU WIPhI, TAKNE KaK IepeMeIlleHle WI-
pOKa, reHepalus OECKOHEYHOI JIECTHUIIbI, OPYyKeiHasi CHUCTeMa, CO-

3/laHAEe BparoB U Ir'eHepalisd KOMHAT;

OIIMCATh ILJIAH AIPOOAIINN.

3agaum HA BECEHHUI CEMECTP

PeamuzoBaTh ocTajbHble UTPOBBIE MEXaHWKU, TaKWe KaK TeHepallus
CJAyYalHbIX IIPEJIMETOB B KOMHATAX, ITIOBEACHUE PA3JIAIHBIX YCTPOMCTB,

JABEpU C CUCTEMOM IIPONYCKOB, OCHOBHAA UI'POBad JIOKAIINI;
OIyOJIMKOBATH UI'PY Ha TOPTOBOI ILJIOMIaIKe Steam;

IIPOBECTH AITPODAIUIO CPeJu UTPOKOB, KOTOPHIM HHTEPECHa JIaHHAsI

TeMaTHuKa.



2. O630p

2.1. CyiecTByIoIue pelieHnsd

g cpaBHEHUsT OTOMPAJIUCH BUJIEOUTPHI, OTHOCAIINECS K YKAHPY HAy -
HOU (paHTACTUKU WJIM K KaHPy xoppopa. Lleibio 0030pa CyIIecTBYIOMUX
pelleHnil sIBJISIeTCS BbIsIBJIEHE MHTEPECHBIX MEXaHUK, UCIIOJb30BAHHBIX B

Arpax ¢ aHaJIOPMYHON TEeMaTUKOMA.

Portal

Portal [5] — kommbIoTEpHAS HTPa OT IEPBOTO JIUIA, COCTOSINA U3 YPOB-
Heil ¢ pas/JMYHBIME TOJI0BOJIOMKaMu. Ha mmociemsseM ypoBHE UIPOKY IIPE]-
CTOWT BLIOPATHCA U3 J1aDOPATOPUN UCCIIEI0BAHUS IIPUPOILI IIOpTaioB. Mrpa
COIEPXKUT 3JIEMEHTHI HAyYHON (PaHTACTUKU B BUJIE JIA3€POB, JIBUKYIIUXCSH
1aTOPM, TIOPTAJIOB U YCTPOUCTBA i ux co3manus (cMm. puc. 1). Takxke
371€Ch PeaIN30BAH MHTEPECHDBIH KOHIIEIT IJIABHOTO 00yYeHNs UTPOKA B BUE
pPa3HbBIX MPEMATCTBUI, YTOOBI K MOMEHTY I10Oera u3 JIabopaTOpUu OH 3HAJ,

KaK HCIIOJIb30BaTb BCE UI'POBbIE MEXaHUKU.

Puc. 1: Kazp ¢ co3manabiM mopTaaoM



SCP-087

SCP-087 |6] — koMublOTEpHAS UTPa B XKAHPE BBIKUBAJIBLIECKOTO XOPPO-
pa, OCHOBaHHAas Ha MaTepuaJsiax CTaTbu U3 0a3bl JAHHBIX HECYIIECTBYIOIEi
opraum3arun «SCP Foundation», koTropasi 3anuMaeTcss UCCIeI0OBAHUEM U
COJIEPXKAHNEM aHOMAJIbHBIX 00beKTOB [1]. Ilesh urpoka 3akrouaercst B TOM,
9TOOBI MIPOXKUTH KAK MOXKHO JOJIbIIE, CIyCKasCh BHU3 II0 JIECTHUIIE, ITOKA
He Oy/eT BCTPeYeH Bpar, KOTOPBI yObBET UIPOKa. ITO MOXKET HTPOU30NTH
OYeHb HEOXKUJIAHHO, IIO3TOMY TaKHM OOPa30M CO3IAaeTCs IyTraioliasd aTMO-
cdepa (cm. puc. 2). VI3 qanHON Urphl OBLT B3ST KOHIIENT CTPAIITHON JIECTHU-
1IbI C OOJIBIITAM KOJTMYECTBOM dTazKel, 110 KOTOPOil NUT'POK MOXKET CITYCKaThCs

TOJIBKO BHH3.

Puc. 2: Kagp u3 urper SCP-087

SCP — Containment Breach

SCP — Containment Breach 7] — Gecriaraas urpa ¢ OTKpbITBIM KOIOM,
KOTOpasi TaK K€ MMeeT »KaHP BbI>KHUBAJILIECKOTO Xoppopa. Llesbro urpor as-
ssieTcs nober u3 opraumzaruu SCP B yc/IoBusSX HApPYIIEHUsT COIEPXKAHUS
AHOMAJIBHBIX 00bEKTOB (CcM. puc. 3). UToObl BEIOPATHCSI, UTPOKY MPEICTOUT
B3aMMOJIEICTBOBATDL C pasjudHbiMu 00bekTaMu SCP u mcciemoBath oduc

OpraHnmu3aliyun. OTCIO,IL& ObljIa B3dTa HHTepeCHad naed, 3aKJII0YalolladcCd B



BO3MOYKHOCTH CMOTPETh MHMOpMaIuio 00 00beKTaxX W TeM CaMbIM HCCJIe-
OBAaTh WX, & TaKKe KOHIENT CJIYJailHOU TeHeparuy KOMHAT W Pa3JIUIHbIX

IIPeJIMETOB B HUX, UTO IIO3BOJIUT HEMHOTO Pa3HOOOPA3UTh UTPY.

Puc. 3: Asomanpnbiii 00bekT n3 SCP: Containment Breach

B pesysprare 0630pa CyIecTBYIONNX PeIeHnit ObLIN pacCMOTPEHBI HECKOJTh-
KO UT'D, COJepKallue 3JIeMEHThl HAyYHON (DaHTACTUKU U XOPPOPa, & TaK¥Ke

BbIABJICHO HECKOJIBKO MHTEPECHBIX MEXaHUK B JaHHBIX UI'DaX.

2.2. CyniecTByoniue TEXHOJIOTUN

s yrporenus padoThbl ¢ 0ObEKTaMU, BU3YAJU3AIMU UTPOBOM CIIEHBI
U MOJEIUPOBAHUA (PUBUIECKUX ITPOIECCOB YACTO MCIOJIb3YIOTCS UTPOBBIE
nBrKKu. Cpesin CyImecTBYONMUX UTPOBBIX JIBUXKKOB ObLn 0ToOpanbl Unity
Engine u Unreal Engine, Tak kKaK OHM KaKyTcs HaAmbOJiee MPOCTHIMHU JIJIst

MIEPBOTO OIbITa PAa3pabOTKM UTP.

Unity Engine
9T0 KpocciaaTdOpMeHHBIT UTPOBOI ABMXKOK, BhIMyIHeHHbIH B 2005 ro-

Iy, W3HAYAJBbHO MpeIHa3HAYeHHbBIN /s onepaiuonHoi cucrembl Mac OS



X. Ucnonb3yercst a1 pazpaboTkn MoOmibHBIX urp moa iOS u Android, a
TakxKe Ui paszpaborku wHan-urp. C momorrpio Unity cozmarorca n 2D, u
3D urpsl, a I3bIKOM IPOrPaMMUPOBaHUsI UTPOBOM JIoTukH siBjsieTcss C#. B
Unity ecTb HECKOJIBKO OCHOBHBIX OKOH, HAITPUMEP, OKHA CIIEHBI M NEPAPXUN
00 BEKTOB, T/Ie MOXKHO OTEPUPOBATH BCEMU HI'POBBIMU OObeKTaMW. TakKke
MOKHO YJIOOHBIM CIIOCOOOM 3a/I1aBaTh MOBEJIECHHUE KaXKJ0OMY OOBEKTY, HPO-

CTO IIPUKPEIIAAd K HEMY cbafm C KOJIOM B BHUJI€ OTJCJILHOI'O KOMIIOHCHTA.

Unreal Engine

JIBU2KOK, KOTOPBIl IEPBOHAYAJILHO OBLIT TIpeIHA3HAYEH JIJIA pa3paboTKu
IITyTEPOB OT TEPBOTO JIUTA, OJHAKO ITOCJIEYIONINEe BEPCUU TPUMEHAINCH B
UTrpax caMbIX pa3WYIHBbIX KaHpoB. Kak m Unity Engine, aBmgerca Kpoc-
crutatdopmennbiM. Ha Unreal Engine cosmatorcs Kak JIByXMEpHbBIE, TaK U
TPEXMEpPHbIE UT'PbI. Z3bIK NPOrpaMMHUPOBAHUsST UTPOBOrO ABUKKA - C-++-.
bBoapmum mmocom Unreal Engine asnsierca texmomorust Blueprints — 3To
CUCTEMa BU3YAJbHOTO CKPUIITHHTA C MTOMOIIHIO KOTOPON BO3MOXKHO OBICT-
poe co3JaHue MPOCThIX UT'P. BMecTo mOCTpOYHOTO HAIMCAHUS KOJa MOYKHO
IIepeTacCKNBaTh y3Jbl C KOMIIOHEHTAMU W 3aJlaBaTh WX CBOMCTBA B WHTEP-

deiice.

2.3. Ucnosib30BaHHbBIE TE€XHOJIOI'NN

Beibop 661 cuesman B mosb3y Unity Engine (mamee Unity), xoTopbrit
YCTAaHABJIMBAETCA B BUJE OTIEJIbHOIO IPUJIOXKEHUsI, IOTOMY YUTO OH SIBJIsI-
ercda 60Jiee TTPOCTHIM B M3YUYEHUU JIJII HAUMHAIOIINX Pa3spabOTINKOB, U Ya-
CTO TIPpUMEHSIETCsI P pa3paboTKe WHAN-UTP. B IpUIOKEeHNn eCcTh IaHe/b
¢ mepapxueil 00beKTOB, KOTOpasi OIUCHIBAET 3aBUCHMOCTH MEXKy HUMH,
MEHIO CBOMCTB JIJISI KaXKJIOro 00beKTa, a TaK:Ke OCHOBHOE OKHO C HI'POBOIi
CIIEHOM, Ky/Ia Pa3MEeIAIoTCd BCe HYKHbIE OO bEKTHI.

st onucaHus IOBedeHUHA KaKJIoro obobekTa B Unity MCIIOIB3YIOTCS
CKpUINITBI — (hailyibl ¢ KOJOM, HAaIMCAHHBIE HA S3bIKE ITPOTrPaMMHUPOBAHUS
C+#. Ilns paboTbl ¢ ABUXKKOM HEOOXOIMMO HCIOJIb30BATH IIPOCTPAHCTBO

umen UnityEngine, a nmajmee njig KaxKJI0oro oobekTa CO371aTh CBOIl KJacc



B OTJIEJIbHOM paiijie U JI00ABUTH METO/IbI, OIMCHIBAIOIINE €TI0 ITOBEJICHUE.
Kazkapiit kace Hacsaemayercs or 6azosoro kiacca MonoBehaviour [3].

11 mocTpoeHust KapThl UCIIOJIb30BaJICA Habop nHCTpyMeHToB ProBuilder
[2], Tak KaK OH TPOCT B MCIIOJBL30BAHWUK U HE TPEOYeT 3HAYUTEIbHBIX yMEeHUI
B 3D-monenupoBannu 00beKToB. ProBuilder moxxkHO 3arpy3uTh BO BKJIaIKE
Package Manager B Unity.

Takxke nys yiaydimenus rpaduKu, a UMEHHO JT0OABJIEHUS CBEYEHUS U
OoJiee peasTMCTUYHBIX TEHEM, B CUJTy CBOEI ITPOCTOTHI B U3YYEHUU UCIIOTb30-
BaJicsa naker Post-Process Volume [4], KoTOpbIit Tak Ke MOYXKHO 3arpy3UTh

BO BKJaJKe Package Manager B Unity.



3. Peanmuzaiusa

B sTom pazzesie onrcanbl OCHOBHBIE UTPOBBIE MEXaAHUKM, HEKOTOPBIE OCO-

OEHHOCTH peasin3alliuu, IPUBEJIEHBI ADXUTEKTYPa BaXKHBIX KJIACCOB U CBA3U

MEYKIy HUMU, & TaK:Ke MPOJIEMOHCTPUPOBAHBI MJIAHBI IO pa3paboTKe Ha Be-

CEHHUU CeMeCTp.

3.1.

OcHoBHBIE nrpoBble MeEXaHUKMN

Nrpok mosiBasieTcss Ha CaMOM BepXHEM dTake OECKOHEYHOW JIECTHU-
IIBI, TI0 KOTOPOM MOYKHO MJITHA TOJIBKO BHU3. Y IIPABJIEHUE ITEPCOHAYKEM
MIPOMCXOIUT OT TIEPBOIO JINIA, IEPEIBUTATHCS MOKHO C TIOMOIIBIO Ha-
katus kaasumn W, A, S, D. ¥V mepconaka ecTb I110J10Ca 3/I0POBb,

KOTOpPad pacCIIOJIOZKEHa B JIEBOM HUZKHEM YIJIy 3KpPaHa.

PeannzoBan opykelHbIil apceHaJ U3 TPeX CJIOTOB B IIPABOM HUKHEM
YIUIy, MEZKJIY KOTOPBIMHA MOYKHO MEPEKJIOYaThCs HasKaTueM Ha KJIaBU-
mm 1, 2, 3, mpudeM aKTUBHBIN CJIOT OJACBeYnBaeTcd. B camoMm HadaJe
UTPHI Y UTPOKaA €CTh JBa IJIA3MEHHBIX IMUCTOJIETa U IITYPMOBas BUH-

TOBKa.

B urpe nmpucyrcrByeT MmexaHuka cTpebObl u nepesapsiaku. Crpesnpda
OCYTIIECTBJIAETCH HaXKaTWEM Ha JIEBYIO KHOITKY MBI, Tepe3apsiKa
— HakaTueM Ha kJjasuiry R. Y KaxKJI0TO OpyxKHUS €CThb OIIpeJIesIeH-
HO€ KOJIMIECTBO MATPOHOB B MaraswHe, a TaKxKe MaTPOHLI B 3allace.
Nudopmarnusa 0 KOTMIeCTBE OCTABIINXC ITATPOHOB OTOOpaXkKaeTcs Ha
KaxkJIoM opyzknu. IrpoK He MOKeT TpOU3BOJANUTH BHICTPEJIBI BO BPEMS

repe3apsiIKh.

Takzke IepcoHaXK MOXKET BHIOPOCUTH OPY2KUe HaXKAaTUEM Ha KJIABUIILY
Q, a 3aTeM MOJAHATH €ro HaXKaTheM Ha KJjaBullry E, eciu meHTp sKpa-
Ha, T'Jle HaXOUTCS IPUIleJ, HallpaBJeH Ha OPYyzKUe, 1 UTPOK HAXOJIUT-
cs He CJIMIIKOM JIaJIEKO OT Hero. B TakoM ciiydae opy»Kue pa3MecTUTCs
B IIePBbBIi cBOOOIHBIN c10T. Kcu mepes BBIOpachIBAaHUEM OpYy2KUe Ha-

XOJIUTCSI B CT€HE, OHO BBITAJIKUBAETCS B 0OPATHYIO CTOPOHY, 9TOOBI HE

10



BbBIJIETETDH 3a IIPEAEJIbl KapPpThI.

e IIpu mpoXOXKICHUHN KazKJIO0TO 3TazKa ¢ HEKOTOPBIM IMIAHCOM IOABJIACTCS
Bpar (cMm. puc. 4). Ou GyJeT cae10BaTh 32 UTPOKOM, ITOKA HE KOCHETCS

ero. B takom ClIy4dac IIepCoHaK MI'HOBEHHO YMHPAET.

Assault Riffle

My :

Gun 2

FLOOR: -3
s 100 HP

Puc. 4: Bpar, cienytomuit 3a UTpOKOM

e Y urpoka ectb rpadudecKuii aHaJM3aToOp — yCTPOUCTBO, IIPU aKTH-
BalliM KOTOPOro HaxkarmeMm Kjapuiu G MOXKHO yBHUIIETh JIOIIOJIHU-
TeJIbHYIO0 MH(AOPMAIUMIO O IpeaMeTax U cylinHocTdx. [Ipum HaBeneHun
Ipuiiesia Ha 00beKT BOJM3U BbICBEUMBAETCS IIAHEJb C TUIIOM OObEKTa,
U €ro xapakTepucTuKamMu. B JaHHOM pexKuMe HaJ| KazKJI0H CYIITHO-
CTBIO OTOOpaskaeTcss KOJUYIECTBO €€ eIUHUIL 3/I0POBbs, a TaK>Ke Ha
SKpaHe I0Jb30BaTe I IMOKAa3bIBaeTCs HOMEDP TEKyIIero sraxa. Jlan-
HOE YCTPOUCTBO OBITIO T0OABJIEHO B UT'PY, YTOOBI peaIn30BaTh KOHIIEIT
U3y4YeHUs 0ObEKTOB, & TaK»Ke YTOObI HE CJIMIIKOM CUJIBHO 3aI0JTHATH

uHdoOpMaImeil SKpaH Urpoka (cMm. puc. 5).

e Ha KaKJIOM 9TazKe IIOMUMO Bpara C OIIpeJe/JICHHBIM IMIaHCOM CO34a€T-

Cd KOMHaTa CJIy‘I&fIHOI‘O pa3Mepa u CJIy‘I&fIHbIM IIOJIO2KEHHEM BXOa

11



B Heé (cM. puc. 6). B komHaTax 6y/yT pa3udHbE TPEIMETHI, OOMYH-

JAPOBAHUE W Bparu Pa3HbIX THUIIOB.

WEAPON

NAME: Assault Riffle
SHOOTING TYPE: Automatic
FIRING FREQUENCY: 10 per sec.
BULLET VELOCITY: 45 m/s
DAMAGE: 3 HP

Empty

FLOOR: O
s 100 HP

Puc. 5: Uadopmarius 06 opyKuu Ipu aKTUBUPOBAHHOM I'padUIeCKOM aHa-
JI3aTOpE

Assault Riffle

s 100 HP

Puc. 6: CrenepupoBannas KOMHaTa

12



e Ilepes HauaoM UI'PHI OJIH30BATEIb HAXOJAUTCS B TJIABHOM MEHIO, 1€
MOYKHO HACTPOUTH BEPOATHOCTD MOABJIEHUS Bpara Ha KaXKJIOM dTaxKe,
a TaKyKe OTKPBITb MEHIO HACTPOEK M OTPETYJIMPOBATH I'POMKOCTDH MY-
3bIKU U 3BYKOB, 9yYBCTBUTEJIbHOCTH MBIIIH, LI OTKJIIOUYATH ITapaMeTP
“Improved Graphics”, koropsiii 1006aBjsieT B urpy Takue 3HEeKTb
oCcT-00pabOTKM, KaK CBeYEHHE U DOJiee peauCTUIHbIE TEHU Y 00beK-

TOB.

e Bo BpeMs UT'phl MOJIB30BaTE b MOXKET HaykKaTh Ha KJaBHWITY Escape,
9TOOBI OTKPBHITH MEHIO I1ay3bl, U3 KOTOPOI'0 MOXKHO BBINTH B IJIABHOE

MEHIO WJIM 3aKOHYUTH Urpy (cm. puc. 7).

PAUSE

MAIN MENU

2

Puc. 7: Menro nay3sr

3.2. OcobenHoOCTHN pean3aIun

Peanuzariust urpbl COIEPKUT CJIeyIOINIE OCOOEHHOCTH, CBA3aHHbBIE C WT-

POBBIMHN MEXaHUKaMM:

e Cosnanne OECKOHEYHON JIECTHHUIIBI OCYIIECTBIISIETCS C IIOMOIIBIO JIBYX

JIECTHUYHBIX CTPYKTYP (HUXKHsIsI M BEPXHsisl), KOTOPbIE TIOOYEPETHO

13



IepeMeNIaTcd U CO3JIal0T WLTIO3UI0 OeckoHedHOCTH. [lepemernienue
IPOUCXOIUT, KOTJIa UI'POK KacaeTcd TpUrrepa Ha KaxKJIOW U3 JecCT-

HUYHBIX CTPYKTYD.

e KomHaTbl reHepupyroTcs u3 oObIIHBIX Ky0oB. CHavaa CO3/1al0TCs BCE
CTEHBbI U BXOJ, & 3aTe€M OHHM PAaCHOJIaraloTcsa TaKUM 00pa30oM, YTOOBI
obpa3oBaTh MPOCTPAHCTBO B BHUJE KOMHATHI. JlnamazoH BO3MOXKHBIX

rabapuToB 33Ia€TCs ITPOrPAMMHO.

o Jl1s1 B3aMMO/IEHiICTBHS UTPOKA C TIPEIMETAMU U CYINTHOCTIMU CO31a€TCs
Jy4, UCXONANIMI U3 IEeHTpa dKpaHa, KOTOPLIA BO3BpAIllaeT IePBbLIA

O6'beKT, C KOTOPBIM OH II€EpecedeTCHd.

3.3. ApxurekTtypa

Urpa peanuzoBaHa B BUJIE YETHIPEX CIIEH U TTEPEKTIOYEHUST MEXK LY HUMU
€ IOMOMIHIO CKPUTITOB: CIIEHA C TJIABHBIM MEHIO, CIIEHa C MEHIO HACTPOEK, OC-
HOBHAasl UT'POBas CIleHA U CIEHA IIPOUTrPHIIIa, Ha KOTOPYIO UIPOK MOMAIaeT,
korja ymupaet. [Ipu 3arpyske HOBOII CIleHBI BCe OOBEKTHI TEKYIIIEHN ymaas-
I0TCS aBTOMATUYECKH, YTO OYEHb yI00HO MPU CO3JaHUU UTPHI.

Bce wecrarmueckme kiaccel B Unity HacaeayroTcs oOT — KJjacca
MonoBehaviour. Tlpusenena auarpaMma KjaaccoB (CM. puc. 8), cojeprKa-

I1ad KJaCCbhl C OCHOBHBIMHM HUI'DOBBIMHU MEXaHHUKaMM.

14



Weapon

| ObjectWithinformation

Entity

PlayerController

+Name : string
+IntervalBetweenShoots : float
+ReloadingDuration : float
+SemiAutoShooting : bool
+BulletsCountinMagazine : int
+BulletsCountinReserve : int
-magazineCapacity : int

#infoPanelPrefab : GameQObject
#panelWasCreated : bool
+ObjectinfoHeader : string
+ObjectinfoHeaderColor : Color
+ObjectinfoParameters : string[,]

+InitializelnfoPanelPrefab()
+ShowlnfoPanel()

—

+Shoot()
+ReloadingCanBePerformed() : bool
+ReloadWeapon()

+HidelnfoPanel()

A

+ActiveSlotNumber : int
-inProcessOfReloading : bool

WeaponManager
+WeaponsArsenal : ObservableCollection<Weapon>

+ActiveSlotChanged : Action<int, bool>

+Health : float
+MaxHealth : float

+HealthChanged : Action<float>

+PlayerVelocity : Vector3
_|-movementSpeed : float

-Move()

+OnDeath()

+TakeDamage(damage : float)

+0OnDeath()

=

N

EnemyController

CameraController

+TargetName : string
+FollowTheTarget : bool

-horizontalAngle : float
-verticalAngle : float

-FollowTheTarget()
+OnDeath()

-TrackPlayerTrajectory() : IEnumerator

-player : Transform
-FixedUpdate()

GameProperties

RoomGeneration

+FloorNumber : int
+PassedFloors : List<int>

-IsActive SlotEmpty()

-EjectWeapon()
-PickUpWeapon()

-ChangeActiveWeapon(newActiveSlotNumber : int)
-CheckObjectAheadlsWeapon() : GameObject

+DoorOnFloor : List<bool>
+GeneratedRooms : Dictio

+PlayerWWeaponsArsenalSi

+EnemyAppearanceChance : float

nary<int, GameObject>

ze

-wallDepth : float
-wallMinWidth : float
-wallMaxWIdth : float
-wallMinLength : float
-wallMaxLength : float
-wallMinHeight : float

+ResetStatistics()

-CreateRoomDimensions() : Vector3
-CreateRoom()

Puc. 8: /InmarpamMmma OCHOBHBIX KJIaCCOB

Abcrpaktubiii kiaace ObjectWithInformation peanmsyer konremnuio
00beKTa, IIPU HABEJEHUU IIPUIESIa HAa KOTOPBIH MOXKHO IOCMOTPETh
MHQOPMAIUIO O HEM: KJacc (POPMUPYET ITaHe b C TUIIOM 00bEKTa, ero

XapaKTEPUCTUKAMMU U UX SHaAYCHUAMU.

OO6muM KJ1accoM Jjisd BCEX CYITHOCTEN sIBJIeTCsl aOCTPAKTHBIN KJIacc
Entity, or koToporo HacJieayoTcd Bce OOBbEKTBHI, KOTOPBIE JIOJI?KHBI
UMETh OYKHU 370POBbsI W yMeTh IOJIyJaTh ypoH. Entity macaemyercsa
ot ObjectWithInformation.

OcnoBHast nH(MOPMAIUs O IPOTPECCe BO BPEMSI UT'PbI XPAHUTCS B CTa-
tuaeckoM KJjacce GameProperties. 3mech ecTh craTudeckue CBOMCTBA
C JJAHHBIMU O IIaHCE NOABJICHUA Bpara Ha KazKJIOM dTazKe UJIu, HAIIPU-
Mep, CIMCOK TPOMJIEHHBIX WUTPOKOM 3Takeit. Ilpm KaxKkKmom 3armycke

UI'PbI U3 IVIaAaBHOI'O MEHIO CTAaTHUCTHUKA OOHOBJISIETCA.

[Tepemernienne urpoka peryimpytorcs: kiaccom PlayerController, xo-

TOPBIN HacemayeT Kiaacc Entity.

YipaBjieHrue B3TJIAI0M UI'POKA, IIPOUCXOJIUT C IIOMOIIBIO JIBUXKEHUS

MBI U peasim3oBano B kjacce CameraController.
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3.4.

[ToBenerne Bpara perynupyercss kjiaccom EnemyController, yracie-
JIOBaHHOM OT KJiacca Entity. 3mech peaan3oBaHo ABUKEHME Bpara, ero
NEeNCTBUA TIPU COIPUKOCHOBEHUM C UTPOKOM U OTCJICKWBAHUE TPACK-

TOPUM UTPOKA, YTOOBI MTPECIEIOBATH €TO.

Bo3moxkHOCTH OpPYy:KEHOTO apceHasla WIPOKa, a TaKyKe BO3MOXK-
Hble B3aMMOJENCTBUS WUI'DOKA C OpPYKHEM, 3aJIal0TCd B KJacce

WeaponManager.

[ToBenienne oTIEILHOTO OPY2KUS peaim30BaHo B Kjaacce Weapon, yHa-

ciaemoBanaoM oT ObjectWithInformation.

[Ipormecc remeparnuu KOMHAT W ITapaMeTPhl CAMUX KOMHAT OIMCHIBA-

forcs B Kiacce RoomGeneration.

YT10o miaHupyeTcsi B BECEHHEM CEMECTPE

Ha nmamvbIit MOMEHT WTpa peajm30BaHa HE MOJTHOCTHIO, TOITOMY pabo-

Ta HaJl IPOEKTOM OyJIeT IPOJIoJIKeHa B BeceHHeM cemectpe. [Lmanupyercs

100aBUTH T€HEPAIINIO HAIIOJHEHUS KOMHAT: ITaTPOHbBI, PA3JIMIHbIE 00 bEKTHI

JKaHpa HAYYIHOU (PaHTACTUKU, HOBOE OPY2KUE U PA3JIMIHBIX BPAroB, C KOTO-

PBIM HAJI0 Oy/IeT Cpa3uThCs, KOT/Ia UTPOK IO IaeT B KOMHATY. Tak:Ke T1a-

HUPYETCd NEePBUYHOE OOyUYEeHUE UTPOKA B CAMOM HadaJje, B XOJe KOTOPOIro

eMy OyIyT HpPOJEeMOHCTPUPOBAHBI OCHOBHbIE MEXaHUKU, TAKHE KaK CTPEJIb-

0a, MCIoIb30BaHMe TPadUIECKOro aHaJM3aTopa U T./1. MOXKHO cJie1aTh KO-

HEYHOE KOJIMYECTBO dTaKeil Ha JIECTHUIE U J0OAaBUTH OCHOBHYIO HMIDOBYIO

JIOKAITUIO TIOCJIE CITYCKa B CaMblil HU3, TJIE JIjIsd TTepcoHazka OyIyT MOArOTOB-

JIeHBI 00JIe€ Cephbe3HbIE UCIIbITAHMSI.
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4. Anpobannusa

Ha manubrit MoMeHT anpobaliusi He IPOBeIeHa, TaK KaK paboTa Hal yuaeo-
HOI IIPAKTUKOU OymeT IpogoJzKeHa B BeceHHeM cemectpe. IIpenrosoxku-
TEeJbHBINA TIJIaH armpobalnnu: KaK MUHUMYM, IIPOTECTUPOBATH UTPY C ITOMO-
IO JIPY3eil U 3HAKOMBIX U IPEJJIOXKUATH UM OIEHUTH MPOEKT 110 METO/IUKE
System Usability Scale; kak makcumywm, omyO/JITMKOBATH UTPY Ha TOPTOBOM
IJIOIIAAKE Steam 1 codpaTh OIEHKU U KOMMEHTaPUHU I10JIb30BaTe e, KOTO-

Pbl€ 3aX0TAT B HEC IIOUI'PaTh.
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SaKJII0UeHne

B uTore ObLIM JTOCTUTHYTHI CJIEYIOIINE PE3YIbTATHI:

e Haiisienbl  ncc/ieToBaHbl HECKOJIBKO UTP C TTOXOXKE TeMaTUKOIL;
® IIPOBEJIEH 0030p CYIIECTBYIONINX M UCIIOJIb30BAHHBIX TEXHOJIOTHUIA;
® CIIPOEKTHPOBaHAa O0Iasi UI'POBasi JIOTUKA;

® peasin30BaHbl 0A30Bble MEXAHUKU UI'DHI, TAKHWE KaK IIepeMeIlleHre Ur-
pOKa, reHepaluss OeCKOHEYHOU JIECTHUIILI, OpyKeiHad cucTema, CO-

3JaHKE€ BparoB U I'ECHEpallud KOMHAT,

® OIIMCaH IIJIaH anpo6au1/n/1 cpeaur UI'pOKOB, KOTOPBIM MHTEPECHA JaHHaAd

TEeMaTUKa.

Ccpuika Ha mexonublit kog — https://github.com/RuslanBeresnev/SCP-
087 (nara obpamenus: 02.12.2022)
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