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L@%ﬁ@ AKTyanbHOCTb
%“" Ha cerogHsLWHMN OeHb Urposas MHOYCTPUA pa3BMBaETCA
HEBEPOATHO ObICTPO, KONTMYECTBO aKTUBHbBIX UTPOKOB PacTET C
MI'Ty KaXXabIM rogoM, Kak n npubbinb, KOTopas Bce 3a 6 Bblpocna
NOYTN BOBOE N HA KOHeL, 2016 roga coctasnsana 6onbLue 90
MIpa gonnapos. B Poccun e goxoabl BbIpOCn ewle bonbLue ¢

73 MInH gonnapos 3a 2010 rog Ao noytu 3 mnpa 3a 2016 roa. Bee
9TO YKa3bIBaAET Ha TO, YTO pa3paboTka BUOAEOUrp SABNSETCS
O4HUM N3 NepcrnekTMBHEULLUX HanpaBneHnn B cdepe
pa3paboTku nporpammHoro codpta. PaspabaTtbiBaemas urpa
byneTt npogaBaTbCs cpean BblAeneHHOW LIENEBOMN ayauTopum.
OTOMY CrocobCTBYHOT BbIOpaHHbIE XXaHp 1 CTUNM3ayma
npoekTa. KaHp nnatgopmep 4OCTATOYHO NONynAapeH cpeau
UIPOKOB, TaK Kak NpeactaBnsieT cobom NpoCTON U NOHATHLIN, a
TaK XXe NHTePEeCHLIN UTPOBOU NpoLEecCC.




Llenb  Ha3HavyeHue
Llenb KypCOBOro npoekTa 3akno4yaeTcs B pa3paboTke NrpoBoro
NPUNOXXEHNA B )KaHPE RPG Ha OBUWXKEe Unity 3D And NMpNATHOIO

A\ BpemMAnpenpoBOXaeHUS.
MITY

MATHUTOTOPCKUA Ha3sHa4yeHune MPOEKTa 3aKIMo4aeTCA B pa3Brie4deHnn

noTeHumanbHoro notpebutens.

UM.I.U.HOCOBA

LleneBasa ayantopus
noam ot 16 o 35 ner.
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AHanus cyLecTBYOLWMNX pa3padboTok

1) Ori and the Blind Forest; 2) Mark of the Ninja;
——— y 2 ‘ ‘
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PyHKUMOHAN NpoeKTa

[MpoekT npeacraBnseT coOOM KOMMbLIOTEPHYHO UTPY XXaHpa ABYMEpPHbIN nnatdopmep,
OCHOBHas LiefTb KOTOPOW 3aKITo4aeTCH B pa3BnevYeHnn u npegocTaBneHnn cpeacTaa ang
OTAbIXa U NPUSTHOrO BPEMSANPENPOBOXAEHUS.

[Mpexxae Bcero, NPOEKT AOMKEH OTBEYaTb crneayrLwmm TpedoBaHnAM:
1./rpa gomkHa obnagatb MPOCTbIM U NOHATHBLIM reMMINIIeemM.

2.0OcHOBHaga MexaHuKa Urpbl 3aKITlo4aeTCAa B BO3SMOXHOCTU UIpoKa CnpsiTaTbCA 3a
onpeaeneHHbIMu NnpegmeTamn Aabbl n3d6exxaTb BCTPEYM C MPOTUBHUKOM.

3.He JomkHO ObITb CANLLKOM YCIOXHEHHOE YNpaBreHne rmaBHbIM repoeM.
4.Bparu obutatoT B onpeaeneHHbIX MecTax, Ho Npu obHapy>XeHUn urpoka
OHW OOIMKHbI CNneagoBaTh 3a HUM, 40 TeX, MOp Noka UrPok He COEXUT, NnNn He OyaeT NorMMaH.

5.Ha ypoBHe OomKHbI MPUCYTCTBOBATb CObMpaeMblie 00OBbEKTLI. DTN OOBLEKTLI AOIMKHbI
COXPaHATLCHA B UHBEHTApPE Urpoka.

6.Ipu BbIMIpbILLE UM NPOUTPbILLE UFPOKa, AOIMKHO BbIBOAUTLCS HEOOMbLLOE MEHIO,
npeanaratoulee NMbo NOBTOPUTb YPOBEHb, MO0 BbIATY B IMaBHOE MEHIO.

7.MeHI0 He OOMKHO DObITb NEpPErpyXeHo, HO B TOXe caMoe BPpeMs! AOSTKHO ObITb
NH(POPMATUBHbIM.



XapakTtepucTuku ooopynoBaHus
pa3paboTKku

Tak Kak ans paspaboTku bbbl BbIbpaH nrpoBow ABUMXKOK Unity, a Ans

HanucaHua N pedakTMpoBaHMS NPOrpaMMHOro koga ncnornbayertcs Microsoft
Visual Studio 2017, To noHagobutca obopyaosaHue, obnagarollee

S TEXHNYECKMMWN XapaKTePUCTUKAMM HE HUXKE MUHUMATbHO HEODXOAMMBIX ONSA

TEXHUYECKUH
YHUBEPCUTET

Tt KOPPEKTHO paboThl AaHHbIX cpeacTB pa3paboTku. [oaTomy paspaboTka
Beriacb Ha HOyTOyKe CO cneayrwmMmMmmn napamMmeTpamu:

1)[poueccop: Core i3-3120M 2,51 T u;
2)Bugeokapta: NVidia GeForce 940MX 26 VRAM;
3)O3Y: 4[6;

4)OC: Windows 10.
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Peanu3auusa npoekra

- BolbOp OBmXka W1 cpenpbl

paspaboTku
* CueHbl
* [1BUXXEHUSI UTPOBbLIX MNEPCOHaXeN
* /ICKYCTBEHHbIN MHTENEKT BParos
* AHUMaLUumn

» ['padpmnueckoe opopmneHmne

Bb160p ABUXKa 1 cpenbl pa3pado

<

g Visual Studio




ir) Ml CueHbI

%”’"’ [Mpexae Bcero, HaMm HeobxoaMmo Aob6aBuUTb B cLUEHY NaTdopMy, NO KOTOpon ByaeT nepemMeLlaTbes
HaLl repou u ero Bparu. bes Heé nrpok npocTto byaet 6eCKoHEYHO NagaTh B NPOCTPAHCTBE.
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PparmeHT Koaa CKpunTta noBegeHUs Bpara

AlDefender.cs & X v &
[€#] Mpoune daitnb: - 4 ende v @ Playe - T
‘ Status stat = GetComponent<Status>(); A
- if(freeze || stat.freeze){ =
return;
}

distance = (transform.position - GetDestination()).magnitude;
= if (distance <= detectRange) {
= if(Time.time > nextFire ){

StartcCoroutine(Attack());
}
vector3 lookTarget = target.transform.position;
lookTarget.y = transform.position.y;
transform.LookAt(lookTarget);

3

= GameObject FindPlayer (){

GameObject closest = GameObject.FindwithTag(“P
gos = GameObject.FindGameObjectswithTag("rla
= if(gos.Length > @){

t distance = Mathf.Infinity;
vector3 position = transform.position;

= foreach(GameObject go in gos) {

vector3 diff = (go.transform.position - position);
curDistance = diff.sqrMagnitude;

= if (curDistance < distance) {

closest = go;
distance = curDistance;

}
3
return closest;

}

= IEnumerator Attack (){
Transform bulletShootout;
Status stat = GetComponent<Status>();

= if(!stat.flinch !GetComponent<Status>().freeze freeze){
freeze = t -
= if(attackanimation){

mainModel.GetComponent<Animation>().Play(attackAnimation.name);

= if(attackvoice){
GetComponent<AudioSource>().clip = attackvoice;
GetComponent<AudioSource>().Play();




AHMaUum

9 [1ns1 rnaBHOro repos 1 BparoB co3gaHbl TP BUga aHUMaLUK:
MITY 1)aHumauunsa dbera;

POl 2)aHMMaumns aTaku; OKHO aHuMauum

YHUBEPCHTET 3)aHMMaL“/|ﬂ I'Ipbl)KKa.
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'pachuyveckoe ohopmneHume

\'"4 [na npoekta 6biny nogodpaHbl TEKCTYPLI C PYTYPUCTUYHBLIM CTUIEM
MAI’HMTOFOPCKMﬁ_
TOCYAAPCTBEHHbBIN

TEXHUYMECKUW
YHUBEPCUTET

UM.T.N.HOCOBA

®oHoBoE TekcTypa cTeH TekcTypa nona
nsobpaxeHue




['pacdhmnyeckoe odpopmneHue

[lanee, NCMONb3yA B3ATbl€ U3 OTKPbITbIX MICTOYHUKOB 2D-TEKCTYpPbI beTypI/ICTI/IL-IHbIX CTEeH n nona, cnegyert

@r@ paccTaBuUTb BMOKKM N0 cxeMe 06pasytoLLen Knaccu4eckyro Bepcuto nnatopMmnHra ans aansHenLwero
%% YCINOXHEHMs NyTéM [00aBNeHUs 3aNeMeHTOB NapKypa, ABONHbIX NPbIKKOB, a Takke CTaTUYHbIX U
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KanbKynauuna npoekra

PoHOBbIE U300paKEHUS 2 pacTpPOBbIX N300paXKEHUS

[MaBHbINrepomn(«Ace»uUnm «Eins») 19 aHMMaLnK

Bpar(«Soldier») 6 aHMMaLUun- 0ObIYHbIN, 7 aHUMALUN C LLIUTOM
JHMBEPCHTET Bpar(«lronFace») 1 aHMMauums

Bpar(«Bomber») 2 aHMMaLUnn

Bpar(«Boss») 5 aHMMaLnn

Bpar(«FloatingEye») 2 aHuMMmauuu

Bpar(«FlyingSentry») 2 aHUMauuu

KonnekunoHnpyemble 0ObEKTDI 2 TEKCTYpbI

CkpunThbl 48 CKpUNTOB

[Mpoyne anemMeHTbl 2 TEKCTYpbI

Co3aaHo 3 cueHbl: [naBHoe MeHto, VrpoBoit ypoBeHb 1 KoMHaTa ¢ 0cobo onacHbIM Bparom.
B rmaBHOM MeHI0 NPUCYTCTBYIOT (POHOBOE M300paXkeHne 1 2 KHOMKK, OTBeYatoLme 3a 3anyck

COXPaHHEHOW Urpbl 1 3arpy3Ky HOBOW.
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3akKknro4yeHue

Bo Bpemsi aHann3a goCTynHbIX NCTOYHUKOB ObIN0 NpOBEAEHO NCCcneaoBaHME NOHATUS
KOMMNbKOTEPHAas Urpa, BO BpeEMSA KOTOPOro Obifia npoBeaeHa Knaccudukaumsa KOMMbOTEPHbIX
Urp no 4 Kputepusm,

[lononHmnTenbHO BbINT COCTaBMEH anropmuTM paspaboTku BUOEOUrp.
Bbinn npoaHannanpoBaHbl NONYsSIPHbLIE CpeacTBa pa3paboTku

PaspaboTtaH npoToTnn ABYyMEpPHOro nnatgopmepa ans ogHOro Urpoka Ha UrpoBOM ABUXKKE

Unity.



Cnacmnbo 3a BHMMaHue




