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BBenenue

Ceiiuac KOMIIbIOTEPHBIE UTPhI CTAHOBATCA Bee Oostee momysipabiMu. O1-
HUM W3 U3BECTHBIX XKAHPOB UTD ABJIAETCH BHIKUBAHUE C OTKPBITHIM MUPOM
[5]. OmauMu u3 urp ¢ GOBINOI UIPOBOI ayIUTOPUE TAKOTO YKAHPA STBJISI-
forcs: Minecraft, The Forest, Raft. I'/taBHOi#T 0COOEHHOCTBIO TAKUX UTD sIB-
JIAETCS TO, YTO UTPOKY HY?KHO ITOCTOAHHO CJIEJIUTH 38 CBOMMHU ITOTPEOHOCTSI-
MU, YTOOBI BBIKUTH U He yMepeThb. J[jig aToro emy HyKHO OyaeT J00bIBATH
eJ1y, IeJIaTh TIOCTPOMKM, HAXO/IUTh HOBBIE PECYPCHI U JIpyTHe mpeaMeThl. V-
PbI TPO BBIZKMBAHUE CO3/JAIOT UCHBITAHUA JJId UT'POKA — BBIXKUTH, MUHYS
cMepTh. VIMEHHO 3TO U jiejTlaeT UX CTOJIb MHTEPECHBIMU JJTA TT0JTb30BaTEIeH.

g mamucanng 3D urp mMCmosb3yroTcsa pa3MydHble UTPOBBIE JTBUZKKHU.
Unity Engine — kpoccmiardopMeHHBIH UTPOBOM JIBUKOK, KOTOPBINA IIOJI-
nepxkuBaerca macOS, Windows u Linux. Ou 1mo3BoJisger nucarb UI'Pbl HE
ToibkO Ha 1K, HO 1 Ha KOHCOJIM 1 MOOMJIbHBIE YCTPONCTBA.

brLio pemnreno co3zmath 3D urpy ¢ HU3KOIOJIMTOHAJIBHOM rpaduKoil ¢ BU-
JioM oT tiepBoro Jina. OCHOBHOM ujeeil UTPOBOTO MPOCTPAHCTBA SABJISAETCS
IpOIleIypHas TeHepalus Ielep, KOTOpble 3aIl0JIHAI0T BeCh MUP. BarKHOii
X OCOOEHHOCTBIO ABJIIETC pa3pylraeMocTb. Kaxknada memepa OyieT nMeTh
CcOOCTBEHHBI!T OMOM, B KOTOPOM OYJIyT >KWBOTHBIE, PACTEHUS WM PECYPCHI
OIIPEJIEJIEHHOTO THIIA. YCJIOXKHEHUEM UT'PhI SIBJISIOTCS PA3JIMIHBIE MOHCTPHI,
3aTOJTHATONE YKPOMHBIE YTOJIKU. [ JTaBHOI 3a/]a9eil UTPOKa CTAHyT HAXOXK-
JIeHUE PEeCypcoB JIjid KpadTa U CTPOUTEIbCTBA, IPETHA3SHAYECHHOTO JJIs CO-
3/IaHUs YOEXKUITA UJIM KPACUBBIX MOCTPOEK. BUJT OT IMIEPBOTO JIUTIA TTO3BOJIAT
cuIbHEe MOTPY3UTHCA B aTMocdepy 3aMKHYTOTO TTPOCTPAHCTBa. B TeyeHue
BCETO BBDKMBAHUA UT'POKA OYIyT MOMKHUIATH BHE3AITHBIE 3€MJIETPICEHMS,

COIIPOBOXK IaeMble OOPYIIIEHUSIMU, HAHOCSIIIUME yPOH.

Hara coopku: b aaBapst 2023 1.



1. IlocTanoBKa 3aja4n

[Tenpro TaHHOI PAOOTHI SABJISIETCs CO3JaHue puioxKenusd Ha [TK — kom-
MIBIOTEPHOU UTI'PHI ITPO BHIXKUBAHUE B MUPE, COCTOSIIEM TOJbKO U3 IIEIIEP.
st €€ BBIIOJIHEHNS ObLIN MOCTABJIEHBI CJIEAYIONIE 3aa4H.

Ocennuii cemecTp:
1. BemosaHuTh 0030p aHAJIOrOB.
2. CHpoekTupoBaTh apXUTEKTYPy IMPOEKTA.
3. PeanuzoBaTh 110/1b30BaTEILCKUN MHTEP@ENC UIPOKA.
4. PeannzoBaTh reHeparmo MUPA.
Becennuii cemectp:

1. PeanmuzoBaTh co3/iaHue IIPEJIMETOB U3 JIOOBIBAEMBIX UTPOKOM PECyp-

COB.
2. Peamm3oBaTh MeXaHWKY CTPOUTEHCTBA.

3. PeasmmzoBaTh pasjesieHne Mupa Ha OMOMBI C PA3JMIHBIMU OCOOEHHO-

CTAMMU.

4. TlpoBectu ampobarnmuio.



2. O630p

2.1. O6G30p aHaAJIOrOB

s cpaBHEeHUs BhIOpaHbI UTPHI TIPO BblxKuBaHue, a nmenno: Raft, The
Forest, Minecraft. Ilespro 0630pa sgBIsSIeTCSA BBISIBJIEHIE MEXAHUK, TIPUCYIITAX
UrpaM TaKOTO KaHpa.

Raft. Urpa, nanucannast Ha urpoBoM aBrkke Unity Engine, rme 3emitto
MTOJTHOCTBHIO 3aTOMUJIO BOJOI, TJIABHOMY T'epOI0 MPEJICTOUT BBIKUTH B STOM
mupe. ITpoK caMOCTOATETFHO CTPOUT ILJIOT U3 COOPAHHOTO MYCOpPa, UCIThI-
ThIBas TOCTOAHHBIE aTaK¥u aKy/abl. OCOOEHHON MEXaHUKON SBJIAETCS Pas3jie-
JIEHUEe UTPhI HA ITAIbl, B 3aBUCUMOCTH OT KOTOPBIX UT'POKY OTKPBIBAIOTCS
HOBBIE PEIENTHI JIJIsi CO3/IaHus mpeiMeToB. OCOOEHHOCTHIO TeHEPAIINT MUPA
ABJIAETCS ITPOPUCOBKA 3apaHee 3aroTOBJIEHHBIX OCTPOBOB BOKPYI HT'POKA.
Urpa mopoxkjaaeT cjaydaiiHble OCTPOBa C Pa3JUYHbLIMU pecypcamu. I3-3a
TaKO¥ TeHeparui UT'POK MOXKET BCTPETUTHCS C IKIEMILJISIPOM OIHOTO M TO-
r'o YK€ OCTPOBa, HO C HOBbIMU pecypcamu. Ha THUII OCTPOBOB TaKKe BJIULAET
IPOTPecC UTI'POKa.

The Forest. lIrpa, pazpaborannasa na Unity Engine, mocBsiiiena BbIzK1-
BAHUIO Ha OCTPOBE MOCJEe KPYyIIeHud camojiéra. VIrpoky HeoOXouMo HANTH
IIPOITABIIIETO ChIHA, HO CJIOYKHOCTBIO SABJIAIOTCS TY3€MIIbI-KaHHUOAIbI, Hace-
JITIOTITHE 3TOT OCTPOB. VIHTEepecHO MEXaHUKOU ABJIAETCA CTPOUTETHCTBO. B
UTpe MOXKHO CO3/1aBaTh TaKNe OOBHEKTHI, KAK PYyHIAMEHT, YOeXKUITa, KOCTPDI
1 MHOroe Jpyroe. Bce mocTpoitkm MOryT OBITH CJAOMaHBI Bparamu, HO WI-
POK MOKET UX IMOYMHUTH C MOMOIIbI0 MHCTPYMEHTOB. OCOOEHHOCTHIO UI'PhI
ABJIAIOTCA BO30OHOBJIsieMble pecypchl. [locsie mepesamycka urpbl mo100paH-
HbIE UTPOKOM BEIN OYIyT BO30OHOBJIEHBI, & TaKXKe MPU TOBTOPHOM CITyCKe
B TIEIEPHI BCe BEIIH, HAXOAAINEeCd B HEW TOKe OOHOBATCH.

Minecraft. lleap urpbl — BbIKUATH B OECKpaiiHEM MHUPE, COCTOSIIEM U3
pas3audHbiX 6noMoB. OCJIOXKHSIET 9TO HAJUYIHNE IOJI0a U MOHCTPOB, BBITIOJI-
zaronux 1o Hodam. OCHOBHOM MeXaHUKOI 9TO# UTPHI SIBJIFETCA MUP C IPO-
ey pHOit renepanueii. Becb Mmup nozgesien va yanku (ot anry. «chunky —

«KYCOKY ), cocrosiue u3 0Ji0koB 16 B mupuny, 16 B aymmny u 384 B BbICOTY.



A Tak:ke BeCh MUD TIOJEJIEH Ha, PA3JIMIHbIe OMOMBI C PA3HBIMU ITPOTUBHUKA-
MU U pecypcamu. Kapra OMOMOB reHepupyeTcs 3a CUYeT KapT BJIAXKHOCTH U
TeMIIEpATYPbI, KOTOPBIE CO3/IAt0TCs ¢ TOMOIIBIO ryMa [lepsmnaa [6]. B otyin-
Yre OT BBIMIEYIIOMSHYThIX Urp, Minecraft Hanucan He HA UTPOBOM JIBUKKE,

a Ha Java [3] ¢ ucnonp3zoBanuem rpadudeckoit 6ubanorekn LWJIGL [4].

2.2. CyiecTByIoIinue perieHud

2.3. Ucnoap3yeMble TEXHOJIOTUN

Cpeu UrpoBBIX JBUKKOB MOXKHO BbIAeuTb Unity Engine m Unreal
Engine. /Ins pazpaborku urpsl 0611 BeiOpan Unity Engine, moromy 4To on
SABJIIETCs OOJiee JIETKUM JIJIsi U3YYeHUsd HAYUHAIONINM pa3padboTduroM. Oc-
HOBHBIM KjaccoM B Unity Engine aBisercsa 6a3osbrit kiacc MonoBehavior,
OT KOTOPOTI'O HACJIEIYIOTCS BCE CKPHUIITHI.

OcHOBHBIM sI3BIKOM TIporpaMMupoBanusi BbiOpan C#, MOCKOJbKY 3TOT
SA3BIK UCIOJIb3yeTCd M Hanucanus ckpuntoB B Unity Engine.

s peasmzanuu mradjiona mpoekTupoBaHuda «CymrHocTh KomimoneHT
Cucremay (Entity Component System) [2] ucrosib3ytor pazimatbie dppeiim-
BOopkH, a uMenHo: Entitas, LeoEcsLite, Morpeh. lna pa3paborku ObLT BbI-
opan LeoEcsLite, Tak Kak OH UMeeT XOPOIIYIO ITPOU3BOAUTEIbHOCTD, ABJIsI-
eTCsi MUHUMAJUCTUIHBIM ¢ TpocThiM API, a Takke nmeer 60JIbIIIOE KOMBIO-
HATH. DTOT (peiiMBopK Hammcan Ha C#H W MMeeT OTKPBITBHIN WCXOJIHBIN
ko1, CyIIHOCTD SBJISIETCS KOHTEHHEPOM JIJIss KOMIOHEeHTOB. KomioneHT —
KOHTeHep /Il JIAHHBIX, KOTOPBI HE JIOJIKEH COJepKaTh JIOTUKY. Kaxk-
Jas CUCTEMa, CYIIeCTBYIOIIas B BHUJE TOJb30BATETHCKOTO KJacca, JTOJIXK-
Ha pean30BbIBaTh X0Td Obl ojuH u3 [EcslnitSystem, [EcsDestroySystem,
IEcsRunSystem umnrepdeiicoB, npeaiaraeMbix (ppeiimpopkoM. st xpaHe-
HUS BCEX CyIIHOcTel ucrob3dyerca tun EcsWorld, apigromuiics KoHTel-
HEPOM JIJIT BCEX CyIIHOCTEeH. [Ij1sT BKJIFOUEHHUsI BCEX CUCTEM MCIIOJIb3yeTCsI
crenuaabHbIN Tun EcsSystems, apisrommiicss KOHTEHEPOM IS CUCTEM, KO-
TOpbIMU OyHeT obpabarbiBaThcs dK3eMiuiap mupa EcsWorld.

Hns marerpamun LeoEcsLite ¢ Unity Inspector mcronb3yercss paciim-



peane Unileo. /Ins paborbl ¢ manubiMu KoMToHeHTOB B Unity Inspector
UniLeo nozBoJisier co3maBaTh mposaiiaepbl MonoBehavior myiss KkoMItoHeH-
toB. [IpoBaiigep mpejcrapjsieT coboO#l KJyacc 0e3 JIOTUKH, KOTOPBI HacJe-

nyercss or MonoProvider<T>, rme T — r060# KOMIIOHEHT.



3. Peanmuzaiusa

3.1. ApxurekTypa

1 mpoeKTUpOBaHUS apPXUTEKTYPhI ObLT BHIOPAH IIa0JIOH TPOEKTUPOBa-
uus «Cymaocts KommonenT Cucremay . [Ipu TakoMm mmoaxosie JaHHBIE U JIO-
ruka pazzesersl. Cymuocts (Entity) npegcrasiser coboit HAGOP CCBIIOK Ha
pazsnmaable KoMnoHeHTH (Components) B To BpeMs Kak cucreMbl (Systems)
coJiepKaT JIOTUKY, B3aUMOJIEHCTBYIOIIYIO C JIAHHBIMU KOMIIOHEHTOB. To4uKoii
3aIycKa urpbl spisercd Kjaacc EcsGameStartUp, naciemyembrii oT Kjacca
MonoBehaviour. B merone Start mpoucxoauT mHUImaIn3anms mojaei world
tuna EcsWorld u systems tuna EcsSystem. /lanee npoucxomut mobasiie-
HHUE BCEX CO3JIaHHBIX cucTteM B systems. B merome Update, BbI3bIBaeMOM

KaXKJIbIl KaJIp, IIPOUCXOIUT TTOOYEPE/THBIN 3aIlyCK BCEX CUCTEM.

EcsGame StartUp
PlayerStaminaUlComponent - _world : EcsWorld
+ staminaBar - Transform - _systems - EcsSystems
+ staminaSlider : Slider - Start()
—
- Update()
PlayerHealthUIComponent
1 healthBar : Transform e e SprintEvent
- healihSlider - Slider B
+ currentStaminaValue : float —
+ maxStaminaValue : float
HealthComponent
- PlayerUpdateHUDValues System
+ currentHealthPoint : float C
+ maxHealthPoint : float + Run() PlayerSend SprintEventSystem
+ Init()
+ Runi)
PlayerRestSystem
Gravity System
tySy + RunO (9
+ Run() o—
PlayerFatigue System
MovableComponent PlayerMovement System
+Run
+ characterController : CharacterController = Run() i 0
+ defaultSpeed : float
+ gravity : float
+ velocity : Vector3
+ canMove : bool
ModelComponent _
SprintComponent
—— | = modelTransform : Transform
PlayerinputSystem + isRunning : bool
-moveX : float = accelerationFa.Ulur - float —
DirectionComponent _moveZ - float + decreaseStamlnaFaCtor  float
- . J [+ Run() + increaseStaminaFactor : float
+ direction : Vector3
J

Puc. 1: Apxurekrypa npuioxkenus (Hacts 1)



PlayerVisibleChunksComponent ChunksGeneration System PlayerMouselnputSystem MouseLookDirectionComponent

L viewDistant : float ——<Cy + Run() - moveX + cameraTransform : Transform
+visibleChunks : List=Chunk= - moveY O_ + direction - Vector2
+ chunksDictionary : Dictionary=\ector2, Chunk= - xRotation iHivity -
PlayerScroalSystem + mouseSensitivity : float
+ Run() + canMove : bool
+ Run()
- PlayerHotBarComponent
+ hudBarCanvas : Transform Blaverd I Syl
+ activeSlotindex : int AYErLpR AN vENTY Sy Stem PlayerJumpSystem JumpEvent
+ Run() 4 07
PlayerinventoryComponent Run()
+ playerinventoryUIPanel : Transform
"] + inventory : Inventory Playerinitinventory System PlayerSendJumpEventSystem
+ islnventoryOpened : bool ) + Runi) Run0
’ + Run
CursorLockSystem GroundCheckSystem JumpComponent
+ Runi) + Run() GroundCheckSphereComponent + force - float
+ groundMask : LayerMask
+ groundCheckSphere : Transform
+ groundCheckRadius - float
+ isGrounded : bool
]

Puc. 2: Apxurekrypa npuioxenus (Hacts 2)

3.2. IrpoBoi1 nmepcoHaK

st co3manmsi CYyIIHOCTH IIepCOHaXKa, ObLIa co3aHa mpocTtas 3D Mo/iesb
Ha cIieHe, IYTOObI J00aBIATH Ha HEE KOMIIOHEHTHI. /I Toro 9Tobbl UrpokK
MOT B3aMMOJIECTBOBATH C UT'POBBIM IlepcoHaxkem, depe3 Unity Inspector
Ha, MOJIEJIb OBLIN JI00aBJIEHbBI KOMIIOHEHTHI TIPOBAMIEPHI JJIsd KayKJI0TO KOM-
IIOHEHTAa, KOTOPBIi mMeeT IepcoHaxK. Jljis peajuzanuu cOOBITHII UTPOKA,
TaKWe KakK IPBIKOK 1 Oer, Co371aHbl ClleluaJbHble KOMIIOHEHTHI 6€3 JIOTUKN
JumpEvent u SprintEvent, koropbie m00aBISIOTCS K CYIITHOCTH UTPOKA, CHU-
cremoit PlayerSendJumpEventSystem u PlayerSendSprintEventSystem. B
3aBUCUMOCTHU OT TOT'O, €CTh JIM HA CYITHOCTH UTI'POKA 3TU KOMIIOHEHTHI, BbI-
MIOJTHSIETCs JIOTHKA B JIPYTUX CACTeMaX. B KOHIe BBINTOJIHEHUS BCEX CHCTEM
B OJJHOM KaJpe CO BCEeX CYIIHOCTEeH yhaajsieTcs KOMIOHeHThl JumpEvent u
SprintEvent.

Nuarepdeiic urpoka mpeacrapisieT cob0il BO3MOXKHOCTh OTKPbIBATEH WH-
BEHTaph U OTOOPAaKEHWE TEKYIIEro KOJUIECTBA 3JI0POBbsi U BBIHOCJ/IMBO-
cru. [Is peasm3anum XapakKTEPUCTUK UTPOKA ObLIN CO3/IaHbl KOMIIOHEHTHI
HealthComponent u StaminaComponent. Tak kKak CyIIHOCTb II€pCOHAXKA
CO3/IaeTCs U3 MHCIEKTOPA, JIJIsi 3TUX KOMIIOHEHTOB PeaJIu30BaHbI KJIACCHI

HealthProvider u StaminaProvider. lyig Toro 4To0bl Ha KpaHe UTPOK BU-



JIeJT 3TI0POBbE U BBIHOCJIMBOCTD, co3aanbl Kiiacchl PlayerHealthUIProvider u
PlayerStaminaUlIProvider, xpaugmue mmoJis caaiigepa u XoJcTa, IPeIcTaB-

JISTIOTIEro coboii abCcTpaKTHOE IPOCTPAHCTBO st oTpucoBku Ul

3.3. I'enepainiusa mupa

1 mocTpoeHusT OTKPBITOTO MUPA OBLJIO PEIIEHO Pa3/IeIUTh MTPOCTPAaH-
CTBO Ha OTHEJIbHBbIC YaHKM (0T aHrI. «chunk» — «Kycok») pasmepom 8 B
JuHy u mupuHy. JaHk mpejcraBiser coboit gameObject, KoTopbrit nme-
er xosmaiizep (or amrs. «collidey — «crasKmBaThCa») W Memr (OT aHI.
«mesh» — «siueiikay cerkwm). [enepaliust Mupa MPOUCXOIUT B TIOJIE 3PEHUSI
UT'POKA, BBIPAYKAEMOI'0 B KOJUIECTBE YAHKOB, KOTOPbBIE MIPOIPYKAIOTCS Psi-
oM ¢ urpokom. Cozanne 9aHKa MIPEJCTaB/ISeT COOOM reHepaluio Habopa
BEPIIUH U TPEYTOJbHUKOB, OPEIETAIONINX TOBEPXHOCTD. JIj1d nx co3manus
ObLT peasm3oBan asroputMm «Mapmupyrorue Kyoer» [1]. Jloruka obHOBIIE-
HIsI 9aHKOB npejcrapieHa B cucreme ChunksGenerationSystem. st co-
37QHUS MEIa YaHKa, UCIIOJIb3YeTCs aJTOPUTM MAPIIUPYIOIIUX KyOOB, Tpe/I-

craByieHHbIll B Kiaacce MarchingCubes.

Puc. 3: Kagap u3 urpsr
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SaKJII0UeHne

B wmTore mocTuruayTHI CAeayIONMe Pe3yIbTaThI

Brimosinen 0630p aHAJIOTOB;

e CHpoeKTUpOBaHA apXUTEKTYPA;

® peasIM30BaH I10JIb30BATE/ILCKUN UHTEePdEic NT'POoKa;
® peaJIM30BaHa I'eHepalnysa MUPA.

Ccepuika Ha nexomabiit kog — https://github.com/L-glance/TheCaves
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