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BBenenue

B 2011 romy Bwinuia KommnbloTepHad urpa Magicka, u Bcero 3a rom eé
nponazku gocrurym orMerku B 1 300 000 xommit'. E€ orsmanTenbHOM oco-
OEHHOCTBIO ObLIa MeXaHUKa BedeHud 00d: BMECTO OOBIYHOI'O MEHIO BHIOOPA
3aKJIMHAHUN B PACIIOPAKEHUU UTPOKA OBLIO BOCEMb CTUXMUIA, JIO TSATH U3 KO-
TOPBIX OH MOT HCHOJIb30BaTh B KOJIJIOBCTBE W, KaK CJIEJICTBUE, HAHECEHUU
Bpea MPOTUBHUKAM WUJIA CBOEMY ITE€PCOHAXKY.

Tak>ke B mocjegHee BpeMsi Bce OOJIbINEH IMOMYJISIPHOCTHIO MOJIb3yeTCs
kaup urp “roguelike”. On mpeamnosaraeT caydaifHy0 reHepaluio ypoBHEH 1
HEe ITPeIyCMaTPUBaET MPOJIOIZKEHNE UTPHI C TTOCJIETHETO COXPAHEHUS B CJIY-
Jae CMEepTHU IMepcoHaxka. VHOTga K 3TOMy J00aBJISIOT METa-TIPOTPECCUI0 —
BO3MOXKHOCTBH Pa30JIOKUPOBKM HOBOI'O KOHTEHTA W /WJIU YJIydIIEeHUsI TIepCo-
Ha2Ka MEKJIy ITOTBITKAMHU IIPOXOXKICHUS.

YuntbiBass yciex Magicka u pocT IHOIyJIsIPHOCTH 3TOTO KaHpPa, OBLIO
ObI MHTEPECHO COBMECTHUTDH UX KJIIOUEBbIE OCOOEHHOCTU, UTO IPUBJIEKJIO ObI
YMEPEHHO Ka3yaJIbHBIX UTPOKOB, OTKPBITHIX K IKCIIEPUMEHTAM.

Ha ocHoBaHMU BBIIECKA3aHHOTO CO3JaHUE MPOAYKTa, BKJIIOYAIOIIETO B
cebs anaJsior 6oeBoit cucrembl Magicka u cBoiicTBa kanpa «roguelike», Kak
MUHIMYM OOEPHYJIOCH OBbI JIIOOOIBITHBIM OIIBITOM, & KaK MAaKCHUMYyM — KOM-
MEPYECKUM YCIIEXOM.

B pesysnbraTe yueOHOI NPaKTUKU IJIAHUPYETCS Pean30BaTh IIPOTOTHUII
BUJICOUTPbI, OAXOASIICH STUM KPUTEPUAM, IIPU ITOMOIIIN UTPOBOT'O JBUKKA
Unity Engine, mockoJbKy ero OCHOBHBIM si3bIKOM siBjigeTca C#, ¢ KOTOPBIM
aBTOP y»Ke 3HAKOM, M Ha HEM OIyOJIMKOBAHO OOJIbIIIE BCETO MPOJIYKTOB Ha

nomaake Steam?.

'K coxanenmio, ccbuika Ha odunmanbhyio crpammiy  CToKroibMmckoit  KomBemmmm,  yTo-
MUHAEMOM’ 1o 3TOMY aJjpecy, HEJOCTYITHA. URL: https://www.gamewatcher.com/news/
2012-19-01-magicka-sells-1-3-million-copies-since-launch-new-expansion-revealed (mara
nocryna: 14 anpessa 2023 r.).

*https://steamdb.info/tech/ (mara mocryna: 13 ampens 2023 r.).

Hara coopku: 14 ampens 2023 r.


https://www.gamewatcher.com/news/2012-19-01-magicka-sells-1-3-million-copies-since-launch-new-expansion-revealed
https://www.gamewatcher.com/news/2012-19-01-magicka-sells-1-3-million-copies-since-launch-new-expansion-revealed
https://steamdb.info/tech/

1. IlocTanoBKa 3aja4n

1.1.

IHenn

[Menpro faHHOM Y4EeOHOU IMTPAKTUKU SIBJIAETCHA CO3/IaHUE ITPOTOTUTIA, JIBY-

MepHOI Urpbl B kaHpe «roguelike» ¢ mcrnonbzoBanumem Unity Engine. s

€€ BBITIOJTHEHUSI OBIJIN ITOCTABJICHDI ciaeaymmue 3ada9m:

1.2.

1.

1.3.

3amayn HAa OCEHHUI CeMecTp:

O630p aHajIoroB.

. IIpoekTupoBanmne 6a30BOIi JIOTUKH UTPHI.

Peamuzanus ocHoBHBIX MexaHUK: TpocToit I mpoTwuBHUKOB, co311a-

HUE 3aKJIMHAHUN U3 UMEIOIINXCS Y UTPOKa cdep.

Paszpaborka miana ampobariumn.

3amayy HA BECEHHUI ceMecTp:

. Peanuszamnus moJyib3oBaTeIbCKOro nHTEpdeEiica.

JlobaBienne HOBBIX BUJIOB IPOTUBHUKOB, chep M 3aKINHAHUIM.

Peamuzanusa cratyc-3¢@eKToB: MOTydeHrne MNEPUOIUIECKOTO YPOHa

IIPpU TOPEHUU, 3aMe/IJIeHUe ITPU BO3AEUCTBUU XOJOJOM U T. II.

JlobaBjieHre 3ByKOB, aHUMAIIU M TaCTHIL.

. IIpoBenenmne ampobarmm.



2. O630p

s cpaBHEeHUs OBLIM BBHIOPpAHBI UTPHI, JJUOO IO CBOEMY UI'POBOMY IIPO-
neccy nanomunarornme Magicka, nmnbo orHOcsdmmecs kK xkaupy ‘“‘roguelike”.
[Menbio 00630pa sABASETCA BbIJAE/IeHNE OCOOEHHOCTEH TaKUX MPOJYKTOB M UX

IIOAX0/Ia K MeXaHUKe BeJIeHus 00d.

2.1. Noita

Noita® — 2D-60€eBUK ¢ THKCEIbHOM rpadHKOil U BIIOM COOKY, B KOTOPOM
KayKJIbIii TTHKCEJIb MOJIeIUpyeTcsd pusnvdeckKu. B Hada e KaxKJI0i MapTUu B
pacropsizKeHne WUTrpoKa JTAI0TCd JBa MOCOXa: CTAaHJAAPTHBIN C ABYMS MPO-
CTBIMU 3aKJIMHAHUSIMU-CHAPAIaMU, KOTOPBIIl MCIIOJIB3YeT MaHy, U BTOPOI
C OTHUM CJIYYallHBIM 3aKJIMHAHUEM C OTPAHUYEHHBIM KOJUYECTBOM IIPUMe-
HeHuit. [IpuHIIMT pabOTHI KazKJIO0TO MOCOXA 3aBUCUT B OCHOBHOM OT BJIO-
JKEHHBIX B HETO 3aKJ/IMHAHUMN, TPUIEM UTO MOCOXH, YTO 3aKJIUHAHUS MOXKHO
JnbO HAUTW B MPOIELYPHO TE€HEPUPYEMOM MUPE, TOJAEJTEHHOM Ha YPOBHH,
b0 KyNnmuTh B Marasuue Mexk 1y HuMmu. OJIHAKO “HATIOJIHATHL CBOU OPYIUS
CMEPTHU TIOJIYIUTCS TOJIBKO B 3TUX 2Ke Mara3mHax, 4TO JIBOSKO: C OJTHOH CTO-
POHBI, OTCYTCTBYET BO3MOXKHOCTH OBICTPO TOJACTPAUBATHCH II0JT CUTYAITUIO,
C IpyTO#l — He HyKHO KaKJIbIil pa3 BRIOMPATh COCTAB 3aKJIMHAHUSA, 1 UTPOK
OTPaHWYEH TOJILKO CBOE MaHOU M BpeMeHeM Tepe3apaIku mocoxa. KoHon
y Noita HECKOJIbKO, HO CaMbIil OUYE€BUIHBIN U3 HUX JOCTUTAETCHA CIIyCKOM Ha
caMbIil HU2KHUI YPOBEHD Tellep 1 mode 0it Hal OOUTAIONIUM TaM MOHCTPOM.

Urpa ornmyaeTcs HENPEJICKA3yeMOCTbIO, KOTOPas BKYIIE C IMOCTOAHHOM

CMEPTHIO JIEJIAET €€ CJIOKHOIA.

2.2. Nine Parchments

Nine Parchments* — TBun-cTux myrep (kaxk u Magicka, 9To mpumeda-
TebHO) ¢ vemernTamMu RPG, opreHTHPOBAHHBIN HA MHOTOIIOJIBL30BATE b-

CKHI1 pPexKum 10 qupréX YEJIOBEK, XO0Td 1M C BOSMO2KHOCTBIO IIOUI'PATb O-

Shttps://store.steampowered.com/app/881100/Noita/ (mara mocryma: 13 ampens 2023 r.).

‘https://store.steampowered.com/app/471550/Nine_Parchments/ (mata gocryma: 13 ampess
2023 r.).


https://store.steampowered.com/app/881100/Noita/
https://store.steampowered.com/app/471550/Nine_Parchments/

HoMmy. llepes KaKJabIM HOBBIM IPOXOXKJICHUEM UTPOK BBIOMPAET OIHOTO U3
JIEBSITH TEPCOHAXKeH (Ha MOMEHT ITePBOTO 3aIlyCKa JOCTYITHO TOJBKO JIBa U3
HUX ), KaXKJIOMy U3 KOTOPBIX JIOCTYITHO TIO TPHU 3aKJIMHAHUS, KOTOPBIE MMe-
0T OJIHY U3 NATHU CTUXUI U pa3/InYHOE MOBEJIEeHUE: OT IIPOCThIX CHAPAIOB U
IIYJIbBEPU3ATOPOB JI0 MPOKJIATHUNI, HAHOCAIIUX MEPUOINIYECKUIl YPOH U TIepe-
JAIOIIUXCs OJIMKANIIIM BparaM IIpu CMePTH HOCUTE Isi. ApceHaJT OO THSI-
eTCcd 110 Mepe UI'PbI BIUIOTh J0 JIEBATU 3arOBOPOB, & HOBBIX INE€PCOHAXKEN n
IIOCOXH, JTAloIe OOHYC K HEKOTOPBIM XapaKTePUCTUKAM, MOYKHO IOy YHUTh,

BBIIIOJIHAA 3aJaHNWA C OHpe,D;eIIéHHbIMI/I YCJ/IIOBUAMMH.

2.3. Ucnoap30BaHHbIE TEXHOJIOTNHA

B xauectBe nBuxkka 6but BeioOpan Unity Engine, mockonbky B Cetu 10-
CTYITHO MHOXKECTBO OOYYAIOIINX MATEPUAJIOB 0 HEMY; U, KaK ObLIO CKa3aHO
panee, oH ucroJibdyetr C#, n3BECTHBII aBTOPY, U UMEET OOJIBIITYIO IOy IsIP-
HOCTb y aBTOPOB, ONMyOJMKOBaBIINX cBOU Urpbl B Steam. IIpoekT B Unity
COCTOWUT W3 CIIEH, BKJIIOUAIONMX B cebst urposbie 00bekThl (GameObjects),
K KOTOPBIM NpuBs3anbl KommoHeHThl (Components). KommoneHnTs! ompee-
JITIOT MHOXKECTBO ACIIEKTOB UT'POBBIX OOBEKTOB: OT IOJIOYKEHUS U Pa3Mepa
JI0 WCITYCKAeMbIX UMW YaCTUIl M CKPUIITOB, 3aJIal0NUX nX noBenenme. Bce
CKPUIITHI IIPEJICTABJIAIOT cO00#t Ko, Hanncanubiit Ha C#, U Te U3 HUX, KOTO-
pbie TpebyeTcs MPUBA3aTh K UTPOBBIM OO0bEKTaM, TOJIXKHBI HACJIETOBATHCS
oT 6a3oBoro Kjacca Unity — MonoBehaviour. /Iyt aToro Kjacca orpe/iee-
HbI METOJIbI »KU3HEHHOT'O IHUKJIa 00beKTa, KOTOPbIE UCIOJTHAIOTCH KaKIbIi
OTPUCOBAHHBIN KaJap, MOKa OOBEKT aKTUBEH, WJIN MPU €r0o YHUYITOXKEHUH,
YT TIPM aKTHBAINN O0bEKTA, WM B JAPYTUX CIydadx..

HexkoTopsbre ckpunThl MOTyT Hacjea0BaThcsa oT ScriptableObject — mapy-
roro KJiacca, npegoctasigeMoro Unity mura xpanenust madopmaruu. Ta-
KI€ CKPHUIITHI MOT'YT MCIIOJIb30BAThCs JIJIsi XPaHEeHUd MHMOPMAINN, KOTOPast
JOJI?KHA, TIEPEXO/IUTH MEXKJIy CIIeHAMU, HAIPUMED, IS IK3EMILJIAPOB OpPY-
2KUs C YPOHOM, JIETKO 33aBa€MbIM Yepe3 OKHO PeJIaKTOpa, WU JIJIS COXPa-

HEHUS ITPOrpecca UT'POKA.

*https://docs.unity3d.com/Manual/ExecutionOrder.html (nata gocryna: 13 anpens 2023 r.).
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3. Peanmuzaiusa

B nepBomMm cemecTpe paboTa Obljla OPUEHTUPOBAHA HA PEATU3AIAI0 Me-

XaHUKW CO3/IaHUs 3aKJIMHAHUM U 6a30BYIO UTPOBYIO JIOTHUKY.

3.1. Yro ObLJIO caelaHO

® BBeJIeHA BO3MOXKHOCTH JIBUraThCst (¢ momornbio Kiaasur WASD) u 310-

POBBbE UT'POKA;

® CIIPOEKTHPOBaHa 0a30Bad JIOTUKA MPOTUBHUKOB: 3J0POBbE, TBUXKEHUE

B CTOPOHY UT'DOKA;

® CO3JlaHa CUCTeMa CO3/IaHUs U IPOU3HOIIEHUS 3aKJINHAHUN, 3aBUCIIINX
oT cep, BXOJLAIINX B UX COCTAB: TaK, HAIIPUMEP, 3aKJIUHAHUS, COCTOSI-
1€ TOJIBKO U3 chep-CHAPSIJIOB UM TOJBKO U3 CPep-11yIbBepUu3aTOPOB
Oy/IyT BBINIYCKAThb CHAaPsJ] WU PACHBLISITH YaCTUIBI COOTBETCTBEHHO,
HO €C/Ii WX OObEJMHUTH, TO TOJYUYUTCA CHAPHA, IPU CTOJKHOBEHUN

B3PbBIBAIOIIUNCA U HAHOCAIINI YPOH 110 IJIONIA/IN;

e J100aBJIEHBI JIBE Cepbl: OrHEHHAs — IMYJIbBEPU3ATOP U KaMEHHas —

CHapS]I.

Puc. 1: CkpuHIior u3 urpbl
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3.2. IlopTpeT TUNUYIHOTO UTPOKA

Brnaguvmup, 16 sger. YunTca B mpoPUILHOM TEXHUIECKOM KJIacce JIv-
1ed. YToObl OTBJIEYBCSA OT y4eObl, UINET UTPY, B KOTOPOI OBIJIO ObI BaXKHO
pPa3yMHO HCIOJIb30BaTh MPEIOCTABIEHHBIN apceHasl B 3aBUCUMOCTH OT OKPY-
JKeHUsd, HO KOTOpasi He Obljia Obl CJIUIIKOM TpeboBaTe/ibHA K UT'POKY. I13-3a
y4€OBI y HETO HET BPEMEHU Ha 3aTSKHbIE MTAPTUU C BO3MOXKHOCTBIO TIEPENT-
PBIBATH HEKOTOPbIE MOMEHTHI HECKOJILKO Pa3, W IO TOU yKe MpUIUHE OH He
XoTeJl Obl pa3dbupaThbCs B HOBOII BUJIEOUIPE U IIPUBETCTBOBAJ PEUTrPAOEIb-

HOCTD.

3.3. ApxurekTypa

B apxurexkType mpoekTa ObLI peajit30BaH KOMIIOHEHTHBIN MHOIXOM, TO
€CTh JIJIsI KaXKJIOTO UI'POBOI0 OObEKTa MOBEJIeHUE 3aTaETCA OOJIBIITIM KOJIU-
Y€CTBOM KOMIIOHEHTOB, BBIIOJIHSAIOININX OTAEIbHbIE (PYHKIIUHA. DTO 00JIer-
JaeT pedaKTOPUHI U II03BOJIsIET UCIIOJIb30BAaTh OIHHU U Te Ke (pparMeHTbl

KOJa B Pa3HbIX O0bEKTaX.

3.3.1. IlepemernieHue u 3I0pOBbE UTI'POKAa

MonoBehaviour

+gameObject. GameObject

l; # Awakel()
# Update()
# FixedUpdate()
# OnDestroy()
# OnCollisionStay(Collision: collision
# OnCollisionExit{Collision: collision)

i

Keyboardinput

Surface Slider PhysicsMovement

- normal: Viector3 + OrbKeyDown: Action=OrbHolder=

O -rigidBody: RigidBody o i
- direction: Vector3 s speed: float {__ffyfifff____ + CastkeyDown: Action {___ffl-'}fff____ P|ayer

+ Project{Vector3: direction): Vector3 Stz # iAwake()
- IonCollisionStay(Collision: collision f,:'\:‘;iggmm' SR # lUpdate()
- 1OnCollisionExit{Collision: collision) # [FixedUpdate()

Puc. 2: KeyboardInput wm ckpunrsel, 3ajafIime IepeMeleHne HIrpoKa
(MonoBehaviour B3aT n3 6ubsmoreku Unity)

KeyboardInput mepenaer HampapyieHne, 110 KOTOPOMY XOdYeT IiepeMe-

crutbcss urpok B PhysicsMovement, orBeuaromiuii 3a caMoO JIBUXKEHHE.



PhysicsMovement, B cBoio odepenn, ucmosb3yer SurfaceSlider B ciaywae
CTOJIKHOBEHUS UTI'POBOro oObekTa ¢ apyrumu. SurfaceSlider mpoemupyer »xe-
JlaeMoe HallpaBJIeHne JIBUKEeHUS Ha IIJIOCKOCTb COITPUKOCHOBEHUS JIBYX KOJI-

JaiiepoB, He JJaBasg TeM CaMbIM UT'POKY BXOJUTH, HAIIPUMED, B CTEHY.

MonoBehaviour

+ gameObject. GameObject

# Awake()
HealthBar Hﬁh
ed

- gradient. Gradient Health: int
| sk + maxHealth: in
o | <use= | cunHealth: int === Player

+ HealthChanged: Action=int=
- Ifwake()
+ SetMaxHealth(int maxHealth) ;’::WE}*‘EU _—
+ SetHealth(int currHealth) pplyDamage(int damage)

Puc. 3: Ckpunrsl, 3aaaro1iie 310pOBbe UTI'POKA U €ro OTOOparkeHue B HMH-
Tepdeiice

Ckpunt Health orBedaer 3a Tekyimnee u MakCuMaJIbHOE 3JI0POBbE, & TaK-
JKe B HEM oIpejiesieH MeToJ, nosrydeHus ypona. HealthBar ysemomnsiercs
0 Ka¥KJIOM U3MEHEHWU 3710POBbSA M M3MEHseT MMOKa3aHUs — HATIOJHEHHOCTh
¥ TIBET OT 3€JIEHOTO JI0 KPACHOTO — IIOJIOCHI 3/I0POBbA B COOTBETCTBUU C

TEeKYIIUMU JaHHbIMMA.

3.3.2. Cdephl u co3gaHne 3aKJIMHAHUIMI

ScriptableObject
Orb
= SprayOrb
ProjectileOrb
" ' + baseDamage: int
+ baseExplosionRadius: float [: + baseSpeed. floal d + baseMaxDistance: float
) + instantiatedObject: GameObject + baseMaxCastTime: float
+ amountinCurrentSpell: int

Puc. 4: Kiaccel, otBevarorue 3a cdepbl U HUX XapaKTEPUCTUKU
(ScriptableObject B3sit u3 6ubsuoreku Unity)



MonoBehaviour

+ gameObject: GameObject

# Awake()

Z> abstract
Spell
SpellSystem (fff'_sff?_i Player =
# primaryOrbs: List<Orb>
+ castiey: KeyCode # secondaryOrbs: List=Orb=
OrbHolder -maxSpellLength:int | bins e S >{# spawnPoint: Vector3
<<use>> |- orbsToCast: List<Orb= + WasCasted: Action
+orb: Orb +currSpell: Spell
+ orbKey: KeyCode # =<create== Spell(List=0rb>: primaryOrbs, List<=0Orb>: secondaryOrbs
- IAwake() P # MainOrb{): Orb
- ClearSpell(} e - m e st e e e e oo o+ ADAOTB{OrD: orb): Spell
- TryAddToSpell{OrbHolder: holder) + Cast()
<<usess
. P o
Keyboardinput
<=Usesr> | |

+ CastkeyDown: Action

+ OrbKeyDown: Action<OrbHolder> [ Nullspell | [ Projectilespel | SpraySpell

+maxCastTime

- iAwake() <<u$9> T
- IUpdate{) i <usesr
- [FixedUpdate() ; ;
Y L'
ProjectileGameObject SprayProjectileGameObject
i 1
<<L|{w> <<U;E}>
V2
Projectile SprayProjectile
+ direction: Vector3 + direction: Vectord
+ speed: float + speed: float
+ projectileDamage: int +damage: int
+ explosionDamage: int + maxDistance: float
+ explosionRadius: float - currDistance: float
- lUpdate() - lUpdate()
- i0nCollisionEnter{Collision: collision) - lOonTriggerEnter{Collisider: other)
- I0nDestroy()

Puc. 5: Kitaccbl 1 cKpuUnThl, CBI3aHHbBIE C CO3MaHUEM 3aKJIMHAHMI

CymecTByeT aBa THIA cep: CO3IAOIINE CHAPST U CO3/IAIONINE Ty IbBe-
pusaTop; obiue Jjisi Bcex cdep XapaKTEPUCTUKU 33aI0TCS POTUTETHCKIM
ksraccom Orb, macmemyembiMm ot ScriptableObject, B To Bpemsi Kax yHU-
KaJTbHbBIE JAHHBIE JIJI KaXKI0T0 THUIA CPephbl XPAHATCH B JIOUYEPHUX KJIACCAX
ProjectileOrb (s cep-cuapsinos) u SprayOrb (mist cdep-pacibinreseii)

Y urpoBoro o0ObEKTa HWIPOKa €CTh HECKOJBKO KOMIIOHEHTOB KJIAcCa
OrbHolder — sto xpanunuiie s cdep mepconaxka. JLis Kaxk10ro u3 HuX
3aJaHa KJIABUIIA J00aBJIeHUsI cBOeil cephbl B 3aKanHaHUE. A coO31aHIEM
HOBBIX 4Yap 3aHmMaerca SpellSystem: nmpu monbiTke mobaBienns cdepbl OH
IIPOBEPSIET, HE MPEBBIIIEHO JIN MAKCUMAJIBHOE KOJUIECTBO, U MTOCTIE 3TOTO B
3aBUCUMOCTHU OT THIIA TEKYIIETro 3aKJIMHAHUS U TUIIA JT00ABIIEMON cdepbl
BO3BpaIllaeT HOBOE 3aKJIWMHAHUE OJHOTO U3 dTUX JIBYX THUIIOB.

Crour ormeruTh, 9TO abCTpakTHBI Kjaacc Spell He Hacmemyercss ot
MonoBehaviour.

Touka TogBIECHUSA IOy YUBIITETOCS 3aKJIMHAHUSA U €0 HAIIPABJIEHUE JIBU-
JKEHUsI PACCUUTHIBAIOTCS, UCXO/Isl U3 TOJIOXKEHUsST B UTPOBOM MUPE Kypcopa

MBbIIIIY 1 UI'POKa.
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B zaBucumocTu oT THNA 3aKJIWHAHUSA JIOTMKA CO3/IaBa€MOT0 UM OObEK-
Ta MeHdeTCd: JJIsd CHapsAJ 0B CO3JaH KOMIOHEeHT Projectile, Koropwrii xpa-
HUT HAIIpaBJIEHNE JIBUKEHNSI, CKOPOCTH, YPOH TP CTOJKHOBEHUH, YPOH TIPU
B3PbIBE W PAJINYC B3PbIBA, a TaKyKe 0DECIIeYnBaeT IepeMeIeHne U B3PbIB
IIPU CTOJIKHOBEHUU C U€M-JIN00; JIJId pacibLIUTEIeil peaJIn30BaH KOMIIOHEHT
SprayPtojectile, yarmaroxkaromuii cHaps bl IPU TPOXOXKAEHUN MU MaKCH-

MaJIbHOT'O PaCCTOAHMUA NI CTOJIKHOBECHHNU C IIPOTUBHUKaMU.

3.3.3. IloBemeHne MPOTUBHUKOB

MonoBehaviour

-normal Vector3

EnemyMovement
 direction: Vector3 ayse=> |- NQidBody: RigidBody P

< ~ speed fioat |G - target: GameObject .25 Enemy

- directi - IAwake()
+ Move(Vector3: direction) h
- lwake() - IFixedUpdate()

SurfaceSlider

PhysicsMovement

+ Project{Vector3: direction): Vector3
- IOnCollisionStay(Collision: collision
- 1OnCollisionExit{Collision: collision)

Puc. 6: Ckpunrsl, oTBedatoIue 3a mepeMeIenne TPpOTUBHUKOB

st peaym3anuy IBUXKEHUS IPOTHBHUKOB OBLIN MCIOJIb30BAHBI TE YK€
PhysicsMovement u SurfaceSlider, aro u g/ nepemMernieHus II'PoKa, OJIHA-
KO HaIrpasJieHne bepercs n3 EnemyMovement, KoTopblii Halle IuBaeT BparonB
Ha, UTPOBOTO IepcoHaxka. s peanm3amuy u oToOparKeHus: 3710POBbsI IIPO-
TUBHUKOB TaK>Ke OBLINM IIOBTOPHO MCIIOJIb30BAHBI CKPUITHI, PAOOTAIOIINE CO

3/IOPOBBEM UT'POKA.
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4. Anpobannusa

Anpobanus 3amIanupoBaHa Ha BECEHHUIT CEMECTP U COCTOUT B TOM, UTO-
OBbI IPEJIOKUTH APY3bsiM, 3HAKOMBIM WJIU JPYTUM HOTEHINAIBLHO 3aMHTE-
PECOBAHHBIM JIMIIAM TIOUTPATh B UTPY W OIEHWTH €€ IPU MOMOIHM System
Usability Scale [1].
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SaKJII0UeHne

Nrorom pammoit yueOHOU MTPAKTUKH TOCTYKUJIA CJIEIYIONIE Pe3yTbTa-

ThI:

® IIPOBEJIEH 0030p aHAJIOTOB;
® CIIPOEKTHpPOBaHa 6a30Bas JIOTUKA UI'PHI;

® DEaJIM30BaHbl OCHOBHBLIC MEXaHUKU,

pa3paboTaH IJIaH alpPOOAIINN.

Wcxomublit KOJ TIOCTYTIEH TI0 ccbliKe: https://github. com/EnderDodo/

Orbitrator
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Crnmcok jmreparyphl

[1] Wikipedia contributors. System usability scale — Wikipedia,
The Free Encyclopedia.— 2023.— [Online; accessed 14-April-
2023]. URL: https://en.wikipedia.org/w/index.php?title=

System_usability_scale&oldid=1147509546.
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