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BBEJIEHUME

AKTYaJIbHOCTH TEMBI

YenoBeYECTBO MOCTOSIHHO PA3BUBAETCS BO BCEX aCHEKTax KU3HU. OJTHUM
U3 HanboJiee pa3BUBAIOLIUXCS HAIIPABICHUN SIBIISIETCA UHYCTPUS Pa3BICUCHUM.
C KaxapIM TOJOM KOMITBIOTEPHBIE MI'PBl YKPEIUIAIOT CBOU MO3UIMU HA PHIHKE
pa3BIEUYCHUN U MOTYT MMOOOPOTHCS MO MPUOBLIH ¢ KHHO U MY3bIKO. Takxe, KOM-
IBIOTEPHBIE UTPBI ABUTAIOT IPOrPECC B 00JIACTU KOMIIBIOTEPHOTO 000PY10BaHUS
JUIS TOCTHDKEHUS 00Jiee peaTcTUYHOTO UTPOBOro ombIiTa. [loMumMo 3TOr0, MHO-
r'M€ aJIrOPUTMbl MAIIMHHOTO O0YyUY€HUsI TECTUPYIOTCS B UTPax, TaK KaK OHU SIBIIS-
I0TCSl OTJIMYHOM MMHTaLMel peanbHbIX 3a1a4. Komanna OpenAl oTraunBana me-
TOJ1 00YUYEeHHsI C TOIKPEIICHHEM Ha KOMIIbIOTepHO# urpe Dota 2. 15 anpens 2019
rojia UrpoBble OOThI, 00YUEHHBIE TP MOMOILM 3TOTO METO/A, CMOIJIU NOOEIUTh
yemnroHnoB mupa OG [2].

Jloxon peIHKa KOMIBIOTEPHBIX UTP B 2018 roxy cocrasui 109.8 mummap-
JIOB JIOJIJIAPOB, U3 HUX JOXO0J MOOMJIBHBIX UTp cocTaBmi 61.3 Muiunapaa nosuia-
poB [3]. MoOWIbHBIE UTPBI OTIMYAIOTCS MPOCTON MTPOBOM MEXAHUKOW U BHU3Y-
allbHOM cocTaBisitomied. OHM OTJIMYHO IIOMOTAalOT CKOPOTaTh BpPEMsI U TPeOYIOT
JUIIb HANW4YKMe cMapT(OHa, JOCTYIHOCTh KOTOPOTO € KaXKIbIM IOJIOM CTPEMHU-
TEJIbHO PacCTeT.

3a cueTr cBOEH MPOCTOTHI HA PHIHKE MOOWJIBHBIX UTP MOSBISIETCS MHOTO
IIPOEKTOB, KOTOPbIE MO0 MPUBHOCSIT HOBBIE KAHPBI, TMOO U3MEHSIOT yKE Cylle-
cTByrouie. OJHUM U3 TaKHX JKAHPOB SBJISIETCSI «T'OJIOBOJIOMKA)», OCHOBHBIM OT-
JYreM MOOMIJIBHOM BEpCUU IaHHOTO KaHpa OT €€ BepCUil Ha CTaplIMX matdop-
Max SIBJISIETCA OYEHb MPOCTas UAEH, JeXKallasi B OCHOBE «TOJOBOJIOMKHW» U UTPO-
BbI€ YPOBHHU, Ha pELICHHE KOTOPBIX HE TpeOyeTcs 00JIbIIOE KOJINYECTBO BPEMEHHU.

Heanb 1 3axa4n

Lenbro nanHOM pabOTHI ABJIAETCS CO3AaHNE MOOUIIbHOM UTPHI B )KAHPE «T0-
nososiomka» st OC Android Ha miatdopme Unity.

JIiist perieHust MOCTaBJIEHHOM 1€ HEOOXOAUMO BBINIOJHUTH CIEIYIOLINE

3aJa4u:;



1) 0030p CyIIECTBYIOIIMX aHAJIOTOB UTPOBOTO MPHIIOKEHUS;

2) 0030p MPOrpaMMHBIX CPEJCTB peaTU3allii UTPOBOTO PUIIOKCHUS;

3) MPOEKTUPOBAHUE UTPOBOTO MPUIIOKCHHUS,

4) peanuzanus UTPOBOTO MPHUIIOKEHHUS;

5) TecTUpoBaHHE UTPOBOTO MPHIIOKEHHUS.

Ctpykrypa u 00bemM padoThbl

PaboTa cocTouT U3 BBeACHUS, YETHIPEX IJIaB, 3aKIIOUCHUS U CIIUCKA JINTE-
patypsl. O6beM paboThl cocTaBisieT 41 cTpanully, 00beM CIUCKa TUTEPATYPHI —
23 UCTOYHUKOB.

Kpartkoe cogep:kanue padoThl

BBenenue cocTouT U3 Tpex yacTen: « AKTyallbHOCThY, «llenu u 3agaum pa-
60Tb» U «CTpyKTypa U 00BeM paboThI».

[lepBas rimaBa COAEPKUT aHAIU3 AHAJIOTUYHBIX MPOEKTOB U aHAJIU3 CYIIIE-
CTBYIOIIMX UHCTPYMEHTOB JUJISl peasn3allii UTPOBOTO MPUIIOKEHHUSL.

Bo BTOpO#i r1aBe copMUPOBAHO TEXHUYECKOE NPEIOKEHHE, OIpejie-
JeHbl (YHKIHMOHAJIbHBIE UM HE(PYHKIMOHAJIbHBIE TpeOoBaHUs, cpopMuUpoBaHa
JarpaMMa BapuaHTOB MCIOJIb30BAHMS, a TAK)KE IPEICTABICHO IPOEKTUPOBAHUE
aApPXUTEKTYPBHI.

B Tpetneil rnaBe npeacraBieHa (ailiioBas CTpYKTypa IPHIOKEHUS, PU-
BEJICHBI OJIOK-CXEMbl HEKOTOPBIX aIrOPUTMOB, OMUCHIBACTCS peanu3alus cepua-
JIN3allMA UTPOBOTO YPOBHS, a TAKXKE peann3alus UTPOBOro nHTepderica.

YeTrBepTas riaBa MOCBsIIEHA pe3ybTaTaM TECTUPOBaHU pa3pabOTaHHOTO
UTPOBOTO IPUIOKEHUS.

B 3akitoueHny MpuBEAEHBI UTOTH Pa3pabOTKU UTPOBOTO MPHIIOKEHHUS.



1. AHAJIN3 MPEJMETHOM OBJIACTH
1.1. O630p aHAJIOTHYHBIX IPOEKTOB

B xo/1¢ BBITOJIHEHUS TUTITIOMHOM paObOThI OBLIIM H3YYSHBI HECKOJIBLKO UTP B
’KaHpe «roJIOBOJIOMKa» B MarasuHe npuiokenuii Google Play.

Connection

Connection — urpa B xaHpe «rojoBojoMka» (puc. 1) [15]. ['taBHO¥ 3a1a-
Yyeil Urphl SBISETCS COCAMHEHHE TOYEK JMHHUSIMM pa3HbIX I[BETOB. Uepe3 omHy
TOYKY MOXET MPOXOIUTH JTMHHS JIMIIb OJHOTO I[BETa, TIOMHMO 3TOT0, €CTh pa3-
JIMYHBIC TOYKH-TIOPTAJIbI, TOUYKH, BMEIIAIOIINE HECKOJIBKO I[BETOB U T.1. B urpe
npucyTcTByeT nopsaka 200 ypoBHEH, CIIOKHOCTh KOTOPBIX MTOCTEIIEHHO YBEIH-

yuBaeTcs. rpa Ha JaHHBIN MOMEHT UMeeT Oosiee 1 MUILTHMOHA 3arpy30K.

Puc. 1. Urpa «Connectiony



House Paint

House Paint — urpa B sxanpe «royioBojoMkay (puc. 2) [16]. OcHoBHOI1 11e-
JIBIO UTPHI SIBIISCTCS 3aKpallliBaHKUE BCEX OENBIX YacTel 3MaHus. 3aKpariuBaHUe
BO3MO>KHO JIMIIIb B ONPEEICHHBIX HAIIPABICHUSAX — BBEPX, BHU3, BIIPABO, BIEBO
U TIPOMCXOIUT 0 Onmkaiiiiero nmpenarcTBus. Ha qaHHBIT MOMEHT UTPY 3arpy-

3unu Oosiee 10 MIJITTHOHOB pa3.

[ LEVELS 223¢

Puc. 2. Urpa «House Paint»

Happy Glass
Happy Glass — urpa B sxanpe «rojopojomkay (puc. 3) [17]. OcHoBHO¥ 3a-

Ja4eil UTPHI SIBISETCSA JOCTABKA BOJBI UEPE3 YPOBEHB A0 cocyna. Urpok nomKeH



pUCOBATH MPEMSITCTBUS U COOPYKEHUS ISl OTPAHUYECHUSA BOJASHOTO notoka. Oc-
HOBHOM YIIOp B IAaHHOM UTpeE JieIaeTcs Ha B3auMoeiicTBue ¢ pusukoil. Ha nan-

HBI MOMEHT urpa umeet 6osiee 100 MUTUTHOHOB 3arpy30K.

wC  ©@so

Level 6
100%@[ I [ Rrasrdsd

-IA

Puc. 3. Urpa «Happy Glass»

OcHoOBBIBasACh Ha pe3yjbTaTax JAaHHOTO 0030pa, MOXHO CHEJaTh BBHIBO/,
YTO UTPHI )KaHPaA «TOJOBOJIOMKaA» SIBIIIFOTCS] TOCTATOYHO MHTEPECHBIMU U TOJIb-
3YIOTCSl YCIIEXOM Y JIFOAEH, YUYUTHIBAsI KOJUYECTBO 3arPy30K U TMOJIOKUTEIIbHBIE

OT3bIBHI.

1.2. O630p cyliecTBYIOIUX PelIeHUI 111 peaju3alu MPoeKTa
B Texymiee Bpems cymiecTByeT 0O0JIbIIOE KOTHYECTBO PA3INYHBIX HHCTPY-
MEHTOB JJIsI pa3pa00TKH UT'P OT MPOCTHIX OMOINOTEK A0 MOJHOIEHHBIX KOHCTPYK-

TopoB. JlJig Takux miat@opM UCHOIb3YETCs MOHATUE «UTPOBOU ABUIKOK» — 3TO
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MHCTPYMEHT JJi pa3pabOoTKU KOMITbIOTEPHBIX UT'P, BUIEOUTP U MPOUNX UHTEPAK-
TUBHBIX MPUJIOKEHUN ¢ rpaduKON A pa3HbIX MmIaThopM, KOTOpble 00padbaThl-
BAIOTCS B pealbHOM BpeMeHU [22]. Takxke o0ecneunBaroT pa3padOTIYMKOB OCHOB-
HBIMHM TEXHOJOTHSIMUA U YIPOLIAIOT pa3paboTKy. PaccMoTpum cambie momyJssip-
HBIC UTPOBBIC IBMKKH, KOTOPHIE AaKTUBHO MUCIIOJIb3YIOTCS Ha PHIHKE UTPOBBIX TIPH-
JIOKEHUM.

Unity

Unity [20] — mexmmaTgopMeHHas cpeaa pa3padOTKA KOMITBIOTEPHBIX UTP.
Unity no3BoJsieT co31aBaTh HIPOBBIC MPUIIOKEHUS, paboTarolye moj| 0oJiee yem
20 pa3aMYHBIMU ONEPAIMOHHBIMU cucTeMamu. Pemakrop Unity mmeer mpocroii
Drag&Drop wuntepdeiic, cocrosimuii U3 MHOXECTBa OKOH, KOTOPBIE JIETKO
HACTpauBaTh, 0JIAr0aps YEMY MOYKHO JIETKO MPOU3BOAUTH OTIAIKY. CKPHUIITHI
JUTSL TAHHOTO UTPOBOTO JIBMYKKA MUIIyTCs Ha si3bike C# [12, 23].

[1mrocsr:

1) BbITOIHOE perieHre ¢ PUHAHCOBON TOKH 3pCHUS;

2) JIeTKOe OCBOCHHE;

3) MyJabTHILIATPOPMEHHOCTS;

4) 0o0bBIIoe COOOIIECTBO Pa3pabOTUYHKOB,;

5) MOCTOSTHHOE COBEPIICHCTBOBAHHE UTPOBOTO JIBUXKKA,

6) OOJIBIIIOM Mara3uH acCeToB.

7) IOKyMEHTAIusl, 3aTparuBaromiasi BCe aCrieKThl HTPOBOTO JBMKKA

Munycer:

1) CcI0KHOCTB IPH pabOTE ¢ MHOTOKOMIIOHEHTHBIMH CHCTEMAaMHU;

2) 3aTpyJHCHHE MOIKIIOYCHHUS BHEIIHUX OUOJINOTEK;

3) MaJblii HAOOp MHCTPYMEHTOB.

Unreal Engine

Unreal Engine — urpoBoii nBmXOK, pa3zpabaThiBaeMblii KoMIaHHelH EpIC
Games [21]. ITomyasipHbIH HHCTPYMEHT U151 co37anus urp AAA-Kiacca s rmep-
COHAJILHBIX KOMIBIOTEPOB U KOHCOJIEH, OJJHAKO TO3BOJISIET pa3padaThiBaTh UTPHI

U JUUISI MOOMJIBHBIX YCTPOMCTB. SI3bik Hanmucanus C++ [11].



Iimrockr:

1) camoe 00JIBIIIOE COOOIIECTBO;

2) OOJIBIIIOE KOTHMYECTBO HHCTPYMEHTOB JIJISl PA3HBIX IIETICH;

3) MyabTHILIATHOPMEHHOCTD;

4) Bu3yanbpHOE mporpammupoBanue Blueprint.

Munycsr:

1) COXHOCTH B OCBOCHHH.

Godot Engine

Godot Engine — otkpaeIThIii KpocciutardGopmennbiii 2D u 3D urpoBoii 1BH-
xok mox smnensuer MIT, koropeiit paspabarbiBaercst coobmectBoM Godot
Engine Community [14]. O0mas apXuTeKTypa JABMKKA TIOCTPOCHA BOKPYT KOH-
LEMIUHU IepeBa U3 HACJIeIyeMbIX «clieH». Kaxkapiii aJIeMeHT ClieHbl (HO/1a), B JI0-
001 MOMEHT CaM MOKET CTaTh MOJTHOLIEHHO ciieHoi. [TosTomy npu pazpaboTke
MO>KHO JIETKO M3MEHSTH TOJIHOCTBIO BCIO apXUTEKTYPY MPOEKTa, PACIIUPATH €¢
AJIEMEHTHI B JIFOOYIO CTOPOHY M pabOTaTh C KOMILIEKCHBIMU CIICHAMH Ha YPOBHE
MPOCTBIX a0CTPaKLHUK.

[irocer

1) kpoccmiathoOpMEeHHOCTD;

2) OTKPBITBIN HCXOIHBIA KOJ;

3) moazepKKa BU3yaabHOTO IPOTPaMMUPOBAHUS.

Munycsr:

1) maoxast JOKyMCHTAIIHS;

2) MaJIeHbKOE COOOIIECTRO;

3) MPOEKT TOJBHKO B HAYaJIEe CBOCTO Pa3BUTHSI;

4) coOcTBeHHBIN sA3bIK ckpunToB GDScript.

Hcxons u3 nporsBeIeHHOT0 0030pa, U1 pa3paboTKH ObLT BEIOPAH JBUKOK
Unity [1, 4]. On nomyJsisipeH, MpOCT B OCBOCHUHU, KMEET TOPOOHYO IOKyMEHTAa-
IO M OTJIMYHO MOAXOAMT st cozaanus 2D urp. S3eik C# [12, 23], Ha koTopoM
nuiryTces ckpunthl B UNity, ob1amaet 6oibiiuM (yHKIIMOHAIOM U KpaliHe yI10-

OcH 1 pa3paboTKH MOA0OHBIX IIPOSKTOB.
10



BuiBoa

B xone ananu3za npenMeTHOM 006s1acTu OB TPOU3BEACH 0030p CYILECTBY-
IONUX aHAJIOTOB, B XOJI€ KOTOPOTO ObUTH BBISBJICHBI OCHOBHBIE MMPUHITUIIBI (HOP-
MUPOBAHMS KaHpa U MpaBujIa MTOCTPOCHHS TOJIH30BaTEIILCKOT0 HHTEpderica.

[Tocne sToro 0BT TpOM3BEACH 0030p CYIIECTBYIOIIUX PEIICHUN, BBISB-
JICHBI WX HEJIOCTaTKX M TOCTOMHCTBA. Ha OCHOBE 3THX JaHHBIX OBLTN BHIOPAHBI
HHCTPYMEHTHI, KOTOPhI€ OyAYT UCIIOJB30BaTHCS B pa3padboTKe.

Bce Marepuaibl, moyyeHHbIE HA OCHOBE 0030pa, MO3BOJISIIOT OMPEACIUTh

Tpe6OBaHI/IH K ITIPOCKTHUPOBAHUIO U PCAJIN3alIUH UT'POBOTO ITPHUIIOKCHUA.

11



2. NIPOEKTUPOBAHUE
2.1. Texnuveckoe npeajioKeHue

[Ipennaraemoe UrpoBO€ MPUIIOKEHUE — UTPa B JKaHPE «TOJOBOMKay, IO-
CBSIIEHHAsI IPOXOKICHHUIO OMACHBIX YPOBHEM, B KOTOPBIX pa3MEILEHbl pa3iny-
HBI€ JIOBYILIKH, CO3/IAI0IIHE YBIEKATEIbHbIE 3araJKy JAJI M0JIb30BaTE.

Iesp urpsl

OCHOBHOHM LEIBbI0 UIPHI SBJISETCS NPOXOXKIAECHUE YPOBHEH, MOCTENEHHO
HapallMBaIOIIUX CBOIO CIIOXKHOCTb. 3ajladya KaXkIOr0 YPOBHSI COCTOMT B TOM,
4TOOBI 100paThCS 0 BBIXO/AA U cOOpaTh MaKCUMAJIBHO BO3MOKHOE KOJIMYECTBO
MOHET, pa30pOCAHHBIX HA YPOBHE.

OcHOBHasl KOHLEMS

Urpa siBnsieTcss MOOMIIBHBIM MTPOBBIM MPUIIOKEHUEM Ha Iuiatdopme An-
droid.

Kamepa B urpe pacnonoxena B (hopmate «BHI COOKY».

VYnopaBieHue B WIpe PpeaJu30BBIBACTCS IOCPEICTBOM IEPEIBUKEHUS
nayblia 1Mo dKpaHy B pa3indHble CTOPOHBI. TpoBOii mepcoHax nmepeBuraeTcs B
HAIpaBJICHUU JIBWKEHUS Nanblia 10 Onmmxaiimed miardopmsl. Iloas3oBaTensb-
CKUH BBOJ HE CUMTHIBACTCS JI0 TOCTIKEHUSI UTPOBBIM MEPCOHAKEM IMIATPOPMBI
JUIS MCKJTIOYEHUS CMEHBI HaIlpaBJICHUs NBIKeHUs. HampaBieHus IBWKEHUS
CTpPOTO 33/1aHbl — BBEPX, BHU3, BJIEBO, BIIPABO.

Hrposblie npeamersl

B urpe nomkHbl ObITH peanu3oBaHbl CIEAYIOLIUE OOBEKTHI, B3aUMOJIEH-
CTBYIOILIME C UTPOBBIM MEPCOHAKEM:

1) wHectrabwibHas 1athopMa, KOTOpas KCUYe3aeT IMOCIIe MO aHus Ha Heé
urpokom (BreakPlatform);

2) JOBYyIIIKa, BeITyCKarolas cHapsael (Cannon);

3) MmoHeTkH, pazdopocaHHbIe o Bcemy ypoBHio (Collectable);

4) TMPOTHBHUK — CYILECTBO, IEPEABUTAIOIIEECS M0 33JAHHOMY MapIIPyTy

(Enemy);
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5) mnardopma, BhITyCKaroIlas CMEPTEIbHBIC JIa3ePbl CIYCTS HECKOJIBKO
CEeKYH]I TTOCJIe TPU3EMIICHHUST UTPOBOTO nepcoHaxka (LaserTrap);

6) mrardopma, UW3MEHSIONIAs  HANPaBICHHE  JIBIKCHHS  HMIPOKa
(MovingChangingPlatform);

7) mnardopma, mepeABHTrarONIascs MO 3apaHee CO3JaHHBIM MpaBUIAM
(MovingPlatform);

8) moprai, KOTOPhIii MOMEHTAIBHO TPAHCIOPTHPYET UIPOKa, K IPYroMy
CBSI3aHHOMY TOpTajIy O0e3 MOTepH HallpaBJIeHUs ABMKeHHs nrpoka (Portal);

9) miardgopma, MTHOBEHHO YOHMBArOIlas UTPOKa MPH TOMNAJaHUU Ha Heé
(Spike);

10) oObruHas matdopmMa, OCTaHABIMBAKOINAS ITEPEIBUKCHUE UTPOKA TIPU
nomaganuu Ha Heé (InnerWall);

11) HeocszaeMas maTGopma, KOTopasi CTAHOBUTCS OOBIYHON TUIATPOPMOI
Ha HECKOJBbKO CEKYyHJ MpH MPOXOXKIACHHUH uYepe3 HEeE€ WIPOBBIM IMEPCOHAKEM
(TimerWall);

12) BeixomHOM opTan u3 ypoBHs (LevelEnd).

HUrposbie ypoBHU

HrpoBble ypOBHU OTJIMYAIOTCS CBOEW CIOXKHOCTBHIO M KOJUYECTBOM pa3-
OpOCaHHBIX JIOBYILIEK, CO3/IAIOIINX PA3JIMYHbIE TOJOBOJIOMKU. Y POBHH UAYT APYT
3a JIpyroM, TO €CTh IS MONaJaHus Ha CIIEAYIOIUN YpOBEHb HEOOX0IMMO IPONTH
11101O11914%1117178

HNurepdeiic

NuTepderic coCTOUT U3 TIIAaBHOTO MEHIO, BHYTPUUTPOBOTO MEHIO, UTPOBOI
MaHEJH, TAHEJId TPOUJIEHHOTO YPOBHSA U MMAaHEIN CMEPTH.

B rmaBHOM MEHIO HaXOIATCS KHONKK ypoBHEW. [Ipy Ha)kaTum KHOIIKM 3a-
rpy>KaeTcsi ONpeielieHHbIN ypoBeHb. Ecnu ypoBeHb elié€ He HOCTYNeH ISl po-
XOXJIEHUs1, OH OyET CKPBIT CUMBOJIOM 3aMKa.

BayTpunrpoBoe MEHIO OTKPBIBAETCS PU HAXKATUW KHOIIKH T1ay3a B IPABOM

BEpXHEM YIi1y. BHyTpUUTpOBOE€ MEHIO MOXKET OBITh BBI3BAHO TOJBKO BO BpEMs
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urpsl. [Ipy BbI30BE€ BHYTPUHUTPOBOIO MEHIO NIPUOCTAaHABIMBAETCS UTPOBOM IPO-
LIECC 10 BBIXOZA U3 HETr0. Bo BHYTpUUTPOBOM MEHIO pacIonoxkeHbl KHONKH «IIpo-
JOJDKUTB UTPY» U « BBINTH B IIIaBHOE MEHIO.

HrpoBast naHenb HaXOAUTCS CBEPXY U IOKA3BIBAET TEKYIEE KOJIMYECTBO
cOOpaHHBIX MOHET, YTO XapaKTEPU3yEeT MPOrPecC YPOBHS, a TAKKE KHOMKH May3bl
U pecTapTa UIphbl.

ITaHEs IPOWIEHHOTO YPOBHS OTKPBIBAETCS IIPU MPOXOKIECHUU UTPOKOM
ypoBHs. Colep:KUT HHPOPMAIUIO O PEe3yIbTaTe MPOXOKIACHHS YPOBHS U KHOTIKH
JUISL 3arPy3KH CIIEYIOLIErO YPOBHS M BO3BpaTa B IJIaBHOE MEHIO.

ITanens cMepTH OTKpBIBAETCS IPU CMEPTHU IEPCOHaXxa. B manenu cmeptu

PacIoJIoKeHbI KHONIKK «Hadats 3aHOBO» U «BBIMNTH B IJTaBHOE MEHIOY.

2.2. Onpenenenne TpedoBaHMii

B xome nmpoexkTupoBaHus ObLIN OMpeIeSIeHbI TPEOOBAHKS K UTPOBOMY TIPH-
JIO’KEHUIO ¥ BO3MO>KHOCTHU, KOTOPbIE JOJHKHBI MPEAOCTABIATHCS MOJIB30BATEIIO
TIPYITOKEHUS.

DOyHKINOHAJBLHbIE TPeOOBaAHUS

1. B npuiokeHUH JOJDKHO MPUCYTCTBOBATH HTPOBOE MEHIO IS BBIOOpA
YPOBHSI.

2. IlpunoxxeHue M0KHO oOecreunBaTh IUIABHOE U YI00HOE B3aUMO/IeH-
CTBHE C UTPOBBIM MIEPCOHAKEM.

3. Tlomp3oBaTenb MOHKEH UMETh BO3MOKHOCTh MOJIYYUTh HH(POPMAIIUIO
00 yCHENIHOCTH TIPOXOKIECHUS YPOBHSI.

4. Tlonw3oBaTensb AOHKEH HMETh BO3MOKHOCTD ITEPE3aMyCTUTh YPOBCHbD.

5. B npunoxeHun 0JKEH MPUCYTCTBOBATH 00yYaroNuil ypoBEHb, MOKa-
3BIBAFOIIMH CIIOCOOBI YIIPABICHUS ITEPCOHAKEM.

HedyHkumoHnainbHble TPeOOBaAHUS

1. Tlpunoxenue A0DKHO 3arpysxath ypoBHu u3 JSON [18] daiina.
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2. IlpunoxkeHue JOJKHO IPU 3aKPHITUM ABTOMATHYECKH COXPaHSATh HEOO-
XOJIMMBIE IAHHBIE B PEECTP, a TAK)KE AaBTOMATUYECKH 3arpyKaTh UX MPH 3aITyCKe
MPUIIOKECHHUSL.

3. Ilpunoxenue N0mMKHO GYHKIMOHUPOBATH HA ONEPAIMOHHON CHCTEME

Android ¢ Bepcueii e Hike 4.1.

2.3. luarpaMmMa BapUAHTOB MCI0JIb30BAHUSA

B xoze ananmza TpeboBanuii Oblia pazpaborana UML-auarpamma [13] Ba-
PUAHTOB UCIIOJIB30BAHUSI.

PaccMoTpuM BapuaHTBI MCIOJIL30BAaHUSI B HTPOBOM CIIEHE, MPEACTABIICH-

HbI€ Ha PUCYHKE 4.

Wrpoeaa cuexa

BepHyTeca B
TMABHOE MEHHD

CTEpEITE MeHH
naysel

MepemMelyaTe MIPOEOTD
nepcoHaxa

MNpogom#uTe

WIpOEOA NpoLece

MNepesanycTuTe

Mone30BaTENk YPOEEHE

MNonyuynTe MHGOpMaLMD ob
YCMEWHOCTH MPOXOM4EHWA
YPOEHA

Puc. 4. Ilnarpamma BapraHTOB UCIIOJIb30BaHUS B UTPOBOM CILIEHE
Omxpoimsb Mento nay3vl: MOIb30BATENIb MOXKET MPUOCTAHOBUTH UTPOBOU

nporiecc. [Tocie yero emy He06X0MMO BO30OHOBUTD €0 WIIH MEPEUTH B TJIABHOE

MCHIO.
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llepemewyams uzpo6o2o nepconasica: MOAB30BATEND MOKET KOHTPOIUPO-
BaTh MOBEJECHUE MEPCOHANkA ITYTEM MTEPEMEILICHUS BIIPABO, BJIEBO, BBEPX, BHU3.

Hauamy yposenv 3a1H060: TONB30BATENb MOKET HAYaTh YPOBEHb 3aHOBO.

THonyuumos ungopmayuio 06 ycnewnocmu npoxoHcoenus yposHs: moab30-

BaTeJIb MOXKET MOJy4YUTh HHGOPMAIUIO 00 YCTIEUTHOCTH MPOX0KICHUS YPOBHSI.

2.4. IlpoekTHpPOBaHNE APXUTEKTYPHI

[Tnardopma Unity rcronb3yeT aHAIOT apXUTEKTYypHOTO martepHa Entity-
Component System (ECS), kaxxaplif HrpoBOii 00BEKT B KOTOPOM IPEACTABIISACT
c000i#1 CYIIIHOCTB, COCTOSIIIYFO M3 OJTHOTO WJIA HECKOJIBKUX KOMIOHEHTOB [6]. [lo-
OaBlieHHE HOBBIX KOMIIOHEHTOB K WTPOBOMY OOBEKTY JIHIIb PACIIUPSIET €ro
GyHKIHMOHATBHOCTD. J[aHHBIA MATTepH OTIUYHO MOAXOIUT JUJIsl pa3pabaThiBae-
Moro mpoekTa. [ToMumMo Hero OBLIM MCIIOJIB30BaHBI MOPOKIAIONINE MAOIOHBI
npoektupoBanus — Singleton, Object Pool [5].
2.4.1 Singleton

Singleton(oanHOYKa) — MOPOKAAFOIIUI MTA0JIOH IPOCKTHUPOBAHUS, TapaH-
TUPYIOIIMM, YTO B MPHIOKEHUN OYJIeT €IMHCTBEHHBIM 3K3EMILIIP HEKOTOPOTO
KJ1acca, ¥ MPEI0CTABISAIONINHN TTI00aTbHYIO0 TOUKY JOCTYIA K STOMY dK3EMILISIPY.
JlanHbIi 11a070H TPOEKTUPOBAHUS OTIMYHO MOIXOTUT JJIS TOCTYIA K pa3ind-
HBIM KJIacCaM-MEHEIKepaM, KOHTPOJIUPYIOIIUM ONPEICICHHBIM acleKT UIpo-
BOTO MpUJIOXKeHUS. MeHeKephl KaK MPaBUII0 COXPAHSIOTCS OT CIICHBI K CIICHE
0€3 OBTOPHOU peHHUIIMATIN3AINH (HAmoA00ue TJI00aIbHOTO 00BEKTA).
2.4.2 Object Pool

Object pool (oObekTHBII 1TyJT) — TOPOKIAIOIIHI 11a0I0H MPOCKTHPOBAHUS,
OTBEYAIOIINI 3a MHUIIMAIA3AIIUIO0 UTPOBBIX 00bEKTOB. BOo BpeMs 3amycka UTphbI
co3maércss mya — HAOOp MHUIIMATM3UPOBAHHBIX M TOTOBBIX K HCIOJIB30BaHUIO
o0bekToB. Korna cucteme tpedyercst 00bEKT, OH He co3maércs, a OepeTcs u3
nyna. Korga o0bekT 607bI1Ie HE HYKEH, OH HE YHHUTOKAETCs, a BO3BPAIACTCS B
nyn. Eciu B mysie HeT Hu 0JTHOTO CBOOOTHOTO 00BEKTa MPOUCXOANUT PACIINPEHUE

nyJia.
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OOBEKTHBIN ITyJI IPUMEHSETCS JIJIs TOBBIIICHUS TPOU3BOIUTEIILHOCTH, YTO
0COOEHHO Ba)XXHO B MOOWJIBHBIX MpoekTax. OCOOEHHO 3aMETHO MOBBIIIIEHUE TTPO-
W3BOJIUTEITLHOCTH, KOTJ]a OOBEKTHI YacTO CO3JAI0TCA-YHUUITOXKAIOTCS, HO OJTHO-
BPEMEHHO CYIIECTBYET JIMIIL HEOOJbIIoe WX 4ucio. [loMumMo 3TOro, JaHHBIM
1a0JIOH OTJIMYHO MOAXOJUT MO/ U0 JIeCepruann3alid YpPOBHEH, TaK KaK yxKe
CO3/IaHHbIE OOBEKTHI JJIs1 OJJHOTO UTPOBOT'O YPOBHS MOKHO MIEPEUCITIONB30BAThH HA
CIHEIYIOIIHX.

BriBoa

B xone npoexkTupoBanus Obuta pazpadoTaHa OCHOBHASI KOHIICIIIIUS UTPHI,
MPEICTABJICHHAA B TEXHUUYECKOM ITPEIIIOKECHUH.

Ha ocHoBe naHHBIX aHanu3a MNPEIMETHON 00JacTh ObUIM OMNpECICHBI
(GhyHKIIMOHAIBHBIE U HEPYHKIIMOHAIbHBIE TPeOOBAHUS K pa3pabaThIBAEMOMY HI-
poBOMY TMpuioxeHuto. Ha ocHoBe (PYHKIIMOHAIBHBIX TPeOOBAHUM MOCTPOCHA
JAarpaMMa BapuaHTOB UCITOJIb30BaHMUS.

B npoekTupoBaHun apXUTEKTYPhl OBUIH OIIPEACIICHBI HCIIOIb3YEeMbIC 11a0-

JIOHBI ITIPOCKTUPOBAHMUAL.
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3. PEAJIM3ALIUA

3.1. daiisioBasi CTPYKTYpa NPUJI0KEHUSA

[TpoekT pa3paboOTaHHOTO MPUIIOKEHHS COCTOHUT U3 CITHCKA KaTajioroB, CO-

JepKaIux CrpanThl, ypoBHH, 3anaHHbie B (popmare JSON; roroBbie KOMIIO-

HCHTBI, KOTOPBLIC ABJIAIOTCSA UT'POBBIMHA 00BEKTaMHU C 3aJaHHbIMHA CBOMCTBaAMH JJIA

IIOBTOPHOTO HMCIIOJIB30BAHUA, UTPOBBIC CKPUIITHI, (1)a17m}>1 AHUMAILIUU,; 3JICMCHTHI

Tile Pallete [9]; urpoBsie criensl. DaiioBas CTPYKTypa MPUIOKECHHS IIPEICTaB-

JIeHA Ha PUCYHKE O.

MovingChanging

] Platiorm
F»  MovingPlatform
| Player

Ea Timeriall
=l Tutorial

o 2 Ul

Puc. 5. ®aiinoBas cTpyKkTypa NpUI0KEHUS

Assets
v h 4 X Jv v v h 4 v
Plugins Animation Palletes Prefabs Resouces Scenes Scripts Sprites
o Animated F» BreakingPlatfrom = Environment| [ Tutorial Levels F»  Enum = Player
Tile
e BulletExplode =  Spikes I Brushes F» ObjectPool gl Tiles
o Prefab
Tile
» CannonHorizontal = Walls c Tiles M Serialize t 2 Ul
™ JSON.NET r‘ﬁ
F»  CannonVertical el Ui
Prefabs
FullPrefabs Variants
3| Collectable “»  Tiles
e Enemy
= LaserTrap
= LevelEnd
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3.2. luarpaMmMa KOMIIOHEHTOB

JlnarpaMMa KOMIIOHEHTOB OTOOpa)keHa Ha PUCYHKeE 6.

)

2]

JSON.NET
Ulse
zCcomponents ;
ObjectPool E ' E E
ObjectPool xcomponents - zcomponents
g . - Lse- - - Fse
ObjectPoolContainer LevelController GameData
PoolManager
. i "’J L1
’ r" ”f\‘ ‘,' U'se
| Use ;' P n N
- J «COmponents
e o ! ! s efiles E
; i i JSON-hainkl ypoEHe#
aCOMponents E ; : e P yp
Tiles ! Use ; levelt
! : ‘ level2
TileController [, ; : lavel
BreakingFlatformController ! ! K leveld
CannonController i
Collectable ; ' K
EnemyController : .
LaserTrapController
LevelEndController H g
MovingChangingPlatform component
HovingPiatiorm Use G;mecpontmlfer
PortalController ;
TimerWallController K «COmponents
BulletExplodeController ) /:] SwipeController
ProjectileContraller
. zCOmMponents Use
: N Player E g
Use N K

PlayerController
EchoController
EchoAnimationController

ISerializableMpnoBehaviour

|

£COMpPOnents
Serialize g
DynamicTilelnfo [,

KnownTypesBinder

Al

«COmponents
TutorialController

Levellnfo

PalleteTilelnio
PortalTilelnfo
StaticTilelnfo
StaticTileWithDirectioninfo

«COmponents
User Interface

2]

ButtonMenu
GameMenu
GameUIController
LevellnfoPanel
LogoContiroller
MenuButtonController
MenuUIController
ScoreController

=
ey S |

Puc. 6. /Ilnarpamma KOMIOHEHTOB UTPOBOTO MPHUIIOKEHUS
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1) Kommnonent GameController ocyiiecTiser KOHTPOJUPOBAHUE BCEX
UTPOBBIX ACIEKTOB MPHJIOKEHHs. Peanmu3yer 1mabioH MPOSKTHPOBAHUS «OIH-
HOYKAa.

2) Kowmmonent LevelController ocymecTiasier KOHTpOIMpPOBaHHE HUIPO-
BOU CIICHBI, MPABUJIBHYIO 3arpy3Ky ypoBHEH U T.1. Peanusyet mabioH OpoeKTH-
POBaHUS «OJIUHOYKAY.

3) Kommnonent Player npeacraBiser peaau3aiyio UTPOBOTO TEPCOHAXKA.
Bxutrouaer B cebs:

A) PlayerController — ocHoBHas j0ruKa nepcoHaxa;

b) EchoController — unuImanu3aius Komnuii nmepcoHaka BO BPEMs €ro
JIBHOKEHUS,

B) EchoAnimationController — ynanenue xonuii nepcoHaxa mocjie OKOH-
YaHUs aHMMAaIlUH,

4. Kowmmonent UlController oteeuaer 3a hopmupoBanue unrepdeiica ur-
POBOTO MPUIIOKEHUS. BKirrouaeT:

A) ButtonMenu — anumariusi kHomok uHTEpdeiica;

b) GameMenu — urpoBbie MeHIO;

B) GameUlController — cy>xuT /1 ynpaBJieHHs MOJIb30BaTSILCKAM HH-
TepdeiicoM Ha UTPOBOM CLIEHE;

I') LevelinfoPanel — nanens, mosBsiomasics mocie MpoXoKICHUS UIPO-
BOT'O YPOBHS;

J1) LogoController — ciy>kuT i yrnpaBieHUs: aHUMAIUEH JIOTOTHIIA;

E) MenuButtonController — kHomnku B ri1aBHOM MEHIO, ITOKa3bIBAIOIINE TE-
KYLLUH IPOrpecc YPOBHS,

’K) MenuUlController — cayxwut 11st ynpaBieHHs TOJIb30BaTEIbCKUM HH-
TepdeiicoM B INIaBHOM MEHIO;

3) ScoreController — manenp, moka3piBaromasi TEKYIINUN TPOTPECC UTPOKA

Ha YpOBHE.
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5. Kommnonent TutorialController orBeuaer 3a oOyuwaroriuii ypoBeHb, B
KOTOPOM JICHCTBYIOT OCOOBIC TIpaBUjIa TIEPEMEICHHS U MOJIb30BATEIBLCKOTO MH-
Tepdeiica.

6. Kommonent SwipeController orBeyaer 3a 00pabOTKy I0JIb30BaTE/Ib-
CKOT'O BBOJIA.

7. Kommonent Serialize oTtBeyaeT 3a npaBmiia cCepraIn3aIiuy JJIEMEHTOB.
Bxtouaert B cebst:

A) DynamicTilelnfo — nadopmanus o TMHAMUYECKOM UTPOBOM OOBEKTE;

b) KnownTypesBinder — nndopmarnius o kinaccax, HeoOXoaumast Iia-
ru"y JSSON.NET nis npaBuiibHOM cepuaan3aiuu KJ1accoB;

B) Levelinfo — Bcs urdop™Marus 06 UTpOBBIX 00BEKTAX;

I') PalleteTileInfo — nadopmarius 0 UTPOBOM 00BEKTE, PACTIOIOKECHHOM
Ha Tilemap;

J1) PortalTilelnfo — uadopmarus o moprane;

E) StaticTileInfo — undopmariust 0 craTHueCKOM UTPOBOM OOBEKTE;

X) StaticTileInfowithSomeDirectionInfo — uadopmarus o cratnaeckom
UTPOBOM OOBEKTE, UMCIOIIMM HalpPaBJICHHUE;

3) ISerializableMonoBehaviour — untepdetic, odecneunBaronyii 4To Wr-
pPOBOI 00OBEKT OYyJIeT CepruaTn30BaH.

8. Kommnonent Tiles BxitouaeT B ce0s1 pean3aiifio pa3IHuHbIX HTPOBBIX
00BEKTOB, C KOTOPHIMU MOXET B3aUMO/ICHCTBOBATH UTPOK. BONBIIMHCTBO U3 HUX
OBLIH OIMCAHBI B TEXHUYECKOM MPEI0KEHUH, OCTAIbHBIC!

A) TileController — 6a30BbIii HTPOBOI 0OBEKT, KOTOPBIH MOXKET OBITH Ce-
pHAIM30BaH;

b) BulletExplodeController — B3pbIB mociie momagaHust MyJId, BbITYIICH-
HOU JIOBYILKOM,;

B) ProjectileController — mynisi, BeIyIieHHAs U3 JIOBYIIKH.

9. Komnonent ObjectPool peanusyer mabaoH MPOEKTUPOBAHHUS 00BHEKT-
HBIM myauHT. BromtoyaeT B ceost:

A) ObjectPoolContainer — xouTeiHep a1t 00BEKTOB;
21



b) ObjectPool — myn 00beKTOB;

B) PoolManager — ympaBisieT BceMu CO3IaHHBIME ITyJIaMH 00beKTOB. Pe-
aM3yeT Ma0JIOH TPOSKTUPOBAHUS OJMHOYKA.

10. Komnonent GameData orBevaeT 3a Bce gaHHBIE, XpaHAIIUECS B UIPe.
CuuTthiBaeT 1 3anUchIBacT nanubie B PlayerPrefs. 3arpyskaer jSOn npemcraBicHus
BCEX YPOBHEM.

11. JSON-(aitnbl ypoBHEH OTBEUAIOT 3a XpaHEHHUE JIeCEpUATN30BAHHBIX
YPOBHEH UTPOBOTO MPHUIIOKCHHUS;

12. JSON.NET — mnarun mis aecepuanu3anui o0bekToB. [19]

3.3. UrpoBoii nepcoHa:k

Urpok nipeactaBisieT co60i UTPOBOM 00BEKT, KOTOPHIN MPEOCTABISIETCS
st yrpasieHus. OH coctouT w3 2D m3o0pakeHuWs - chpaiiTa, KoJutanaepa
(Collider2D), kommonenta Rigidbody2D, Hajaudne KOTOpOro IMojapa3yMeBacT,
YTO 3TOT OOBEKT MOTUMHSAETCS 3aKoHaM (pu3uku. [loMmrmo 3TOrO, JaHHBIN UTPO-
BOI 00BEKT COEPXKHUT B cede moBeaeHUeckuii ckpunt PlayerController.

Ckpunrt PlayerController B mepByto ouepenp HeoOX01uM st 00pabaThiBa-
HUS KOJUTM3UW UTPOKA C Pa3IMYHBIMU IIATHOPMaMH U OCYIICCTBICHUS TIepeMe-
nieHus. J[Ji1 monydeHus HampaBieHHUsl NEpeMEelIeHHs] ObLIO CO3/1aHO COOBITHE
OnSwipe, kotopoe BbI3biBaeT ckpunt SwipeController mpu 006paboTke mosbp30Ba-
TEJIBCKOT0 BBOJIA MyTEéM BCTPpOEHHBIX MeTo10B UNity. JlanbHerve 1eiHCTBHS al-
ropuTMa MoKa3aHbl Ha OJIOK-CXeMe Ha PUCYHKE 7.

JIyist moka3a aHUMAallUii UTPOBOTO MEPCOHAXKA HCIIOIB3YETCS KOMITIOHEHT
Animator, KoTopblil MO3BOJISET MPOrPAMMHO TEPEKITIOUATHCS MKy aHUMAaIlU-
SIMU TIPH BBITIOJTHCHUH Pa3JIMYHbIX YCIOBHUMA. YTIpaBIICHUE YCIOBUSIMH aHUMAITAH
takke ocymiectBisiercs B ckpurrte PlayerController. Beero cymiectByror cieay-
IOIIME TUTTBI AHUMAITUH TIePCOHaXa:

1) Idle — anuMars O yMOTYaHHIO, BHITIOJIHIETCS, KOTJa C HTPOKOM HH-
Yero HE TPOUCXOTUT;

2) Fly — annmanus mosera;
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3) Land — anumanus npu3eMiIeHHS;

4) Death — anumanus cmepTy;

5) LevelPass — anumariust mpoX0KACHUST YPOBHHI.

JIns noGaBleHUsT OUIYIICHUsT OBICTPOTO TEPENBUIKCHUS MEPCOHAXKA OBLT
nobagiien ckpunt EchoController, kotopsiii Bo BpeMst IBHKSHHS UTPOKA CO3IAET

KOIUU MEepCOoHaxa ¢ nmepuoandaHocToro 0.005 cekyHz.

Hauano

Wrpa npuocTanoeneHa?

Het

Monyyexne
BEKTOpa

HanpaeneHuA
JBWHEHUA

¥ron Mexgy HanpaEneHnesm ABMEeHHA Het
M none:xeHns urpoxka = 1807

YTo-TO M3EHE
OCTAHCEMMNO MIpoKaT

Het

RaycastHa 0.5
unit no
HAMPaEMEHUKD
BHHEHWA MIPOKA

Raycast
onpegenan
KOMMWM3Hie?

MNepeMelleHis Het
nepCosaka

Na

KoHel| OcraHoBka
nepCoHaxa

Puc. 7. briok-cxema ajqiroputma nepeaBUKEHUsI UTPOKa
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3.4. Cepuanau3anus u aecepuajn3anus HTPoBoro YpoBHs
HrpoBoii ypoBeHb IPEICTABIIEH B BUJI€ OOBEKTOB, IOJBEPKEHHBIX Pa3Iny-
HOMY noBeieHHI0. Mepapxusi Takux 0ObEKTOB Ha UTPOBOM CIIEHE MPEACTABIICHA

Ha pucyHke 8.

¥ iy LevelController »
| BreakingPlatforms
./ Cannons
./ Collectables
. CopyingPartals
. Enemies
I LaserTraps
./ LevelEnds
_/MovingChangingPlatforms
_/MovingPlatforms
| Portals
I Timerwalls
¥ Grid
. Environment
o Walls
_ Spikes

Puc. 8. Uepapxus urpoBoro ypoBHs

Jlsist OBICTPOTO MOCTYIA MO KATErOPHUsSM CO3/aH IYyCTOW UTPOBON OOBEKT
LevelController, moTomMmkamMu KOTOPOTO SIBJISIFOTCS ITyCTHIE HTPOBBIC OOBEKTHI, OT-
paKaroIIHe ONPEIEICHHYIO KaTeTOPHIO.

[TomuMoO 3TOTO, Ha CIIEHE CyIIecTBYeT KOMIOHeHT Grid, KOTOpbIil XpaHUT
HECKOJIbKO KoMIoHeHToB Tilemap [8], comeprkainx cambie HCIIOIb3yeMbIe CTa-
TUYHBIC UTPOBBIC 00BEKTHI, J00aBIsIeMbIe Ha clieHy nHcTpyMeHnToMm TilePallete:

1) Walls — Bce oObrunbie maatdopmbl ypoBas, coaepxkut TillemapCol-
lider mist 06pabOTKK KOJITH3HIA;

2) Spikes — Bce miaThopMbl, MOMCHTAJILHO yOHUBAIOIIME UTPOKa, COMEP-
xut TilemapCollider qyis 06paboTkK KOJIH3HIA;

3) Environment — BusyalibHOE OKPY)KCHHE, HE BIUSIONICC HA UTPOBOIA
nporiecc.

Jlyis yioOHOTO XpaHEeHHs YPOBHEH M MPOCTOTO PACHIUPEHUS WX KOJIHMYe-
crBa Obu1 caenan ckpunt LevelController, mpussizannsiii k 00bekTy LevelCon-

troller, koTopelit ynpasnser cepuanusalyei u aeceprain3anmueii Heo0X0MMbIX
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UTPOBBIX 00BEKTOB Ha CIIEHE, YTO HO3BOJISIET O€3 CMEHBI CIIEHBI 3arPy>KaTh HOBBIE
UTPOBLIE YPOBHH.

Bce cepuanusyempie MrpoBble OOBEKTHI HACICAYIOTCS OT aOCTPAaKTHOTO
kiaacca TileController, xoropelit umMeeT nBa aOcTpakTHBIX MeToma Serialize u
Deserialize. JlanHbIC METOJBI HCIOJIB3YIOTCS IS CepUATU3aIMu/Ieceprain3a-

ITUU UTPOBBIX 00BEKTOB (pHc. 9)

public abstract class TileController: MonoBehaviour,
ISerializableMonoBehaviour{
public abstract StaticTileInfo Serialize();

public abstract bool Deserialize(StaticTileInfo tileInfo);

Puc. 9. TileController

brim BBIACJICHBI OCHOBHBIC KaTCTOPHUU CBOﬁCTB, KOTOpPbIC MMCIOT 005-
C€KTHhI.

1. StaticTile (BreakPlatform, Collectable, LevelEnd, TimerWall)
(puc. 10).

public class StaticTileInfo{
public TileType TileType { get; set; }
public Vector3 Position { get; set; }

public Vector3 Rotation { get; set; }

Puc. 10. StaticTile

2. StaticTileWithDirection (Cannon, MovingChangingPlatform) (puc.
11).

public class StaticTileWithDirectionInfo: StaticTileInfo {

public Vector3 Direction { get; set; }

Puc. 11. StaticTileWithDirection
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3. PortalTile (Portal) (puc. 12).

public class PortalTileInfo: StaticTileInfof{

public Vector3 OtherPortalPosition { get; set; }

Puc. 12. PortalTilelnfo

4. DynamicTile (MovingPlatform, Enemy) (puc. 13).

public class DynamicTileInfo:StaticTileInfo{
public Vector3 FromDirection { get; set; }

public Vector3 ToDirection { get; set; }

Puc. 13. DynamicTile

5. PalleteTile (Spike, InnerWall, Environment) (puc. 14).

public class PaletteTileInfo{
public int X;
public int Y;

public int IndexOfArray;

Puc. 14. PalleteTile

Best ungopmanus 00 ypoBHe 3akiarouaercs B kiaacce Levellnfo, kotopsrit

noaBepraetcs cepuanm3aruu npu momot miaruaa JSON.NET (puc. 15).

public class LevelInfo {

public Dictionary<TileType,List<StaticTileInfo>> TileGameObjects
{ get; set; }

public List<PaletteTileInfo> PaletteTileInfos { get; set; }
public List<PaletteTileInfo> TileWalls { get; set; }
public List<PaletteTileInfo> TileSpikes { get; set; }

public Vector3 PlayerPos { get; set; }

Puc. 15. Levellnfo
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[Ipumep cepranu30BaHHOTO YPOBHSI MPEJCTABIEH Ha pUCyHKe 16.

{
"TileGameObjects": {
"TimerWall": [
{
"TileType": 12,

"Position": {
"x": 1.5,
"y": -5.5,
"z": 0.0
b
"Rotation": {
"x": 0.0,
"y": 0.0,
"z": 0.0
}
}
]
by
"PaletteTileInfos": [
{
"X": -5,
"y": -9,

"IndexOfArray": 20
by
{

"X": -5,
"y": -8,
"IndexOfArray": 18
}

1,

"TileWalls": [
{
"X": _4,
"Y": _6,

"IndexOfArray": 63
by
{

"X": -4,
"y": -5,
"IndexOfArray": 63
by

i

"PlayerPos": {

"x": =2.5,
"y": -5.5,
"z": 0.0

}

Puc. 16. [Ipumep cepruaan3oBaHHOTO YPOBHS

3.5. UuTepdeiic npuiiokeHus
[Tonp3oBaTenbCKuit HHTEPQEHC peann30BaH Ipy MoMoIH cucteMbr Unity

Ul, koTopas mo3BosiseT pa3padbaTbIiBaTh MOJIb30BATEIbCKUE UHTEP(DENCHI MPSMO B

27



penaktope. Bece 00bexThl Ul sBISIFOTCS UTPOBBIMU O0OBEKTaMH, HO pacroJiara-
IOTCSL B IJIOCKOCTH MPSIMOYTOJbHUKA KaMepbl. OCHOBHBIM OOBEKTOM SIBIISIETCS
Canvas, xotopsblii siBnsieTcs: KoHTeitHepoM Beex Ul aneMeHTOB 1 oTBeYaeT 3a ux
orpucoBky. Canvas umeet ckpunt Canvas Scaler [7], mo3BoJIsoIui pacTAruBaTh
AJIEMEHTHI HHTep(erica B 3aBUCUMOCTH OT pa3Mepa dkpaHa. OOBEKTHI TOJIb30Ba-
TeNbCKOTo nHTEp(detica nmetor kommoHeHT RectTransform, koropas oTeedaert 3a
TI0JIO’KEHUE U MacCIITaOMpOBaHNE 00bEKTA B IPSIMOYTOJILHOM TUIOCKOCTH KaMepBhl.

Ocnosuble BubI 31emernToB Unity Ul [10], koTopsle ObUTH HCIIOB30BaHBI
B peasin3alliy MOJb30BaTEIbCKOTO HHTEpdeiica:

1) UlL.Text — ucronb3yeTcst 11 0TOOpaKeHHs TEKCTa U Pa3IUIHON HH-
dbopmanuu;

2) Ul.Button — kHomKa, py HAKATHH HA KOTOPYIO BBIMOHSIOTCS OIpe/ie-
JICHHBIC JCUCTBUS,

3) Ul.Panel —ucnone3yeTcs 11 BeruibiBaronmx okoH. Ha oobekrax Panel
PaCIOJIOKEHBI IPYTHE DJIEMEHTHI TI0JIb30BaTENILCKOTO UHTEpeiica,;

4) UL.Slider — ucnionp3yercs 1sl MoKa3a mporpecca 3arpy3ku ypoBHS,

5) Ul.Image — ucnonb3yercs is IoKa3a Mporpecca BBIMOJTHEHUS YPOBHSL.

[Tonwp3oBaTenbckuit UHTEPHENC COCTOUT U3 CIEAYIOMMNX 00BEKTOB!

1) norotwi;

2) MeEHIO BbIOOpa YPOBHS;

3) 9KpaH 3arpy3KH;

4) MEHIO May3bl;

5) MeHI0 cMepTH;

6) KHOIKH BBI30Ba MEHIO U TIEpe3arpy3Ku YPOBHS,

7) mporpecc ypoBHS;

8) maHenp Havaa ypoBHS;

9) maHeNb NPOXOXKICHHS YPOBHSI;

10) mocka3ku yrnpaBicHUSI.
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Jlorotun (puc. 17) mokaspIBaeT NPUBETCTBEHHBIN SKPaH M MCIOJIb3YETCS
JUTS 3arpy3kd pecypcoB. llpu HaxaTwm Ha 000€ MECTO dKpaHa TOSBISETCS

MEHIO BBIOOpPA YPOBHS.

TRAP ANYHHERE

Puc. 17. Jlororum

MeHto BbIOOpa ypOBHS BKJIIOYAET B c€0s 4 KHOMKHU C MH(POPMAIIUEH O JTyd-
IIIeM TIPOXOKICHUH YPOBHA. B 3aBHCHMOCTH OT Tporpecca Urpoka MeHI0 OyaeT
JTUHAMUAYECKH W3MEHSTHCS, OTKPBIBAasi HOBBIC YPOBHH ISl MPOXOXKACHUS (pHC.
18). HepocTymHble ypoBHHU OyayT 3a0a0KipoBaHbl. [Ipyn HaskaTHH Ha KHOITIKY J10-
CTYITHOT'O YPOBHSI HAUHET 3arpy’KaThCs CIICHA UTPHI U 3aITyCTUTCS TIpoIiece Jaece-

pUAIA3alMU UTPOBOTO YPOBHS
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Puc. 18. Mento BriOopa ypoBHsl. (CiieBa — Bce ypOBHH JOCTYITHBI, CTIpaBa — J0-

CTYIICH TOJIbKO MEPBbIA YPOBEHbD)

Dkpan 3arpy3ku npencrasieH Ul.Slider, mokaseiBaromuii mporpecc 3a-
rpy3ku urpoBoit ciiensl (puc. 19). Ilocne moaHOIEHHOW 3arpy3KH MPOUCXOAUT

NEPEXOAUT HA IPYTYIO CLEHY.

LORDING

Puc. 19. Dkpan 3arpy3ku

Knonku BeI30Ba MEHIO U nepe3arpy3ku ypoBHs (puc. 20) sSBIsSIOTCS dJie-

medTramu Ul.Button.

30



Puc. 20. KHomnku BbI30Ba MEHIO U MEepe3arpy3Ku ypOBHS

[Ipy HakaTUM Ha KHONKY IEpe3arpy3Ku YPOBHSA MPOUCXOAUT MOBTOPHAs
Jiecepuanu3aius ypoBHS UM ypOBEHb HauuHaeTcs cHavana. [Ipu Haxkatum Ha
KHOIIKY BBI30Ba MEHIO OTKPBIBACTCSI MEHIO Tay3sl (puc 21). Mrpa nmprocTaHaBIm-
BAETCH JI0 3aKpbITHs MEHIO nay3bl. [Ipu HaxaTnn kHONKU «IIpoaomKuTh» 3aKphI-
BaeTCsl MeHIO mnay3bl. [Ipu HaxkaTuum KHONKU «MEHI0» MPOUCXOAUT 3arpy3Ka

CIIeHa C BEIOOPOM YPOBHSI.

R

Puc. 21. MeHro nay3sl

[Ipu cmepTn Wrpoka MOSBISETCS TaHENb CMEpPTH (pUC 22), UMeroIas
KHOIIKH TIepe3arpy3Ky YPOBHS M BO3BpaIlleHUs B TJIaBHOE MeHIo. [loka akTuBHa

MMaHCJIb CMCPTH UT'pa IIPHUOCTAHOBJICHA.

DEFERAT

~ o

Puc. 22. ITanens cmepTn
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ITporpecc yposus (puc. 23) npeacrapiser codoii Tpu Ul.Image, mokassi-
BAaIOIIIHME CKOJIbKO MOHET coOpan urpok. CoOpaHHble MOHETBI OTOOPAXKAIOTCS PO-
30BBIM, HecoOpaHHbIC — OenbiM. OOHOBJICHUE CIIPAWTOB OCYIIIECTBIISETCS Yepe3

ScoreController.

Puc. 23. IIporpecc ypoBHs

[Tanens Hauana ypoBHs (puc. 24) npexacrasnsger Ul.Panel ¢ Ul. Text, moka-

3bIBAOIIUM HOMCDP YPOBH:I. Hr Pa IIPUOCTAHOBJICHA 1O NCYC3HOBCHUA ITAHCIIN.

LEVEL 1

Puc. 24. [lanens Havana ypoBHA

[Tpu mpOXOXKACHUM YPOBHS UTPOKOM IOSIBISICTCS MAHEIb MPOXOKICHUS
ypoBHs (Puc. 25). Ha Heli moka3aH mporpecc MpoXOoKISHUS YPOBHS M KHOTIKU
«Mento» u «IIponomxutey. [Ipn Haxkatun kHONKU «IIpOTOIKUTEY POUCXOIUT
3aMuch TEKYIIEro pe3ysibTaTa B PeecTp, €ClIi OH SBJIAETCA Jy4LIUM, U Jecepua-

JIM3alKsl HOBOI'O UTPOBOT'O YPOBHSL.
K

LEVEL 1
PRSSED

Qo
>

Puc. 25. ITaHens pOX0KIeHUS YPOBHS
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ITonckazku ynpasneHus (puc. 26) npeacrapisitor anumupoBansbsie Ul.Im-
age, Moka3pIBAMOIINE KaK MPaBUIBHO YNPaBIATh UTpoKoM. Kaxkmas moackaska
MOKa3bIBACT HAMPABIICHNUE JIBIKCHUS MAJTbIIA JIJIST U3MEHEHUS HAIIPaBJICHUS JIBU-
KEHHS UTpoKa. Bce ocTanbHbIe ASHCTBYS MTOJIB30BATENs, OTIIMYAIOIINECS OT JaH-

HOTO HampaBJICHHS, OyayT OJIOKHPOBATHCS IO BBIMTOTHEHUS HY>KHOTO JIEHCTBHSI.

Puc. 26. IToackasku ynpaBieHus

BuiBoa

B xone peanuzanuu Obla MOCTpOEHA U OMMCaHa TuarpaMMa KOMIIOHEHTOB,
OTpaKaroIasi OCHOBHBIE KOMIIOHEHTHI UTPOBOTO MPpUJIOKEeHUs. Takxke OblIa Mmpo-
JIEMOHCTPUPOBAHA PeaIu3alys UTPOBOTO MEPCOHAXKA U MPOLIECCA CEPUATTU3ALIAN
U Jlecepuanu3aluu urpoBoro ypoBHs. Ilocie 3Toro Oblia onucaHa peanu3anus

uHTepdeiica UrpoBOTO MPUIOKEHUS.
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4. TECTUPOBAHUE

4.1. DyHKUNOHAIbHOE TECTHPOBAHUE

QOYHKIMOHAIBHOE TECTHUPOBaHUE — 3T0 TectupoBanue [1O B mensx mpo-

BEPKHU pealin3yeMocTy GyHKIMOHAIBHBIX TpeOOBaHUH, TO ecTb criocooHocTH 110

B OIIPCACJICHHBLIX YCJIOBHAX PCIIATh 3aJla4M, HYKHBIC IMOJIB30BATCIISAM. Paccmar-

pHUBACT YKA3aHHOC 3apaHCC IMOBCACHNC N OCHOBBIBACTCA HA aHAJIN3C CHCHI/I(I)I/IKEI-

HI/Iﬁ Q)YHKHI/IOH&TILHOCTI/I KOMIIOHCHTA UJINM CUCTCMBI B IICJIOM.

ITo pe3ynprataM QyHKIMOHAIBHOIO TECTUPOBAHUS ObliIa COCTaBjeHa Tal-

JUIa ¢ uToramu. (Taout.)

Tabu. CDYHKHI/IOHEUIBHOG TCCTUPOBAHUC

Ne | Ha3panue Tecta | [eiicTBus OxumaeMbId [TpoxoxneHue
TECTUPOBIIHMKA pe3yabTar TecTa
1 | Henpasuibhsle | CoBepiiaTh Aeii- [Iepconax He ne- | Jla
JNEUCTBUS TIPU | CTBUS, IPOTUBOIIO- | PEMECTUTCS B
oOyueHuun JIO’KHBIE HEO0XO0- | HY’KHOM Harpas-
JIMMbIM Ha TEKY- J€HUU
nieil mare o0yue-
HUS
2 | IlpaBunbHBIC [lepenBurars ma- | Urpok nepeme- Ha
NEUCTBUS NIPU | JIEI] IO KpaHy MO | IIAeTCS B HYXK-
oOyueHuu HaIlpaBJICHUIO, TTO- | HOM HarpasJie-
Ka3aHHOMY B 00y- | HUH
YEeHUU
3 | Orobpaxenue | 3aiitu B urpy ¢ Ho- | [Ipu mepBom 3a- | [la
oOy4eHus BOT'O YCTPOMCTBA | XOJI€ B UTPY
oToOpakaeTcs
o0yueHue
4 | [Ipoxoxnenue | IIpoiitu oOyuenue | IlosiBnenue rinas- | Jla
oOy4eHus HOT'O MEHIO
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[Tponomxenue Tad.

Ne | HazBanue tecra | JleicTBus OxkumaeMbIi [Ipoxoxnenne
TECTUPOBILHKA pe3yJsbTaT TeCcTa
6 | Coxpanenue 3aiitu B urpy no- | I[Ipu nosropaom | /la
MPONIEHHOTO BTOPHO C 3aIyCK€ UT'PBI
oOy4eHMS YCTPOMCTBA, T1IE MTOKa3bIBACTCS
IpoWIeHO 00yye- | IJIaBHOE MEHIO
HHE
[/ | 3amyck ypoBHs | 3amyCTUTh NEpPBbIN | 3arpy3ka cueHsl ¢ | la
YPOBEHb UTPOU U
Jecepruanu3anus
YPOBHS
8 | OcranoBKka Haxatp Ha kHONKY | [losiBIeHue mento | Jla
UTPBI «ITayza» 1ay3bl.
OcTaHOBKa UTPBI.
8 | I[Ipomomwkenue | Haxxatp Ha kHOTKY | MicuesnHoBeHue [a
UTPBI «ITpogoJKUTE» B | MEHIO TIAY3bI.
MEHIO May3bl Bo3obHoBnCHNE
UTPbI
9 | Bo3Bpar B Haxarp Ha kHONIKY | Icue3HOBeHUE Ha
IJIaBHOE MEHIO | «JloMOI» B MEHIO | MEHIO T1ay3bl.
nay3sbl 3arpy3ka CUEHBI
MEHIO.
10 | ITepememienue | [lepemectuts niep- | [lepconax Ha
IepCoHaXa COHa)ka MpH T0- JIBUKETCS B

MOIIA TIepeMeIIIe-
HUS TaJIbIia 10

JKpaHy

HY>KHOM
HaIIpaBJICHUH JIO
O KanIIe

1aT(OPMEI.
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[Tponomxenue Tad.

HasBaunue tecta

JlencTBus TECTHU-

POBILIMKA

OxupaeMblii pe-

3yJbTaT

[Ipoxoxnenne

TCCTAa

11

[Tepe3amyck

YPOBHSI

Haxars Ha KHOTIIKY

«HaugaTtp 3aHOBO»

Copoc Bcex
aHUMaIlni.
[Iepememenue
UTrpoKa B
HaYyaJIbHYIO

TOYKY ypOBHSI.

a

12

CwmepTh nepco-

Haxxa

IlomacTts B j10-
BYILIKY, YOUBAaIO-

IyIO TIEPCOHAXKA

[IpourpsiBaercs
aHUMaIus
CMEPTH TIEPCO-
Haxa. [losgBnenue

MEHIO CMEpPTHU

13

[IpoxoxneHue

YPOBHS

[Ipo¥itu ypoBeHb.

[IpourpsiBaercs
aHUMAIUS TIPO-
XOXKJICHUS
ypoBHs. [losiBsi-
€TCsl IaHEeIb IIPOo-
XOXKJICHUS

YPOBHS

14

[lepexon Ha
CJIECTY O

YPOBEHb

Haxatne xHOIKMN
«IIpo1omKUTE» HA
MTAHENA IPOXO0XKIE-

HUS YPOBHS

OuuncTKa CIICHBI.
Heceprnanuzanus
CIICIYIOIIETO
YPOBHSI.
CoxpaHeHnue
pe3yJibTaTa
MPEIBIAYIIETO

YPOBHS

a
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OxkoHyanwue TadJI.

Ne | HazBanue tecta | JleicTBUS TeCTH- Oxupaembiid pe- | [Ipoxoxaenue
POBILIMKA 3yJIbTaT TeCTa
15 | Coop moHeT CoOpatb MoHeTy | I3MeHenue konu- | [la
Ha ypOBHE YEeCcTBAa MOHET Ha
MTaHEJH TIPO-
rpecca ypoBHs
16 | Coxpanenue 3aiitu B urpy no- | B rmaBHoM MeHto | [la
MIPOMICHHBIX CJIE HECKOJIBKUX 0TOOpa3uTCS Te-
YPOBHEM IIPOMJCHHBIX YPOB- | KLU IIPOrpece
HEH IIPOXOKICHUS
UTPBI.

4.2. O3a0MIMTH TeCTHPOBaHHE

I0336I/IJII/ITI/I-T€CTI/IpOBaHI/I€ — HCCJICAOBAHUC, BBIIIOJHACMOC C IICJIBIO OIIPC-

JCICHUA, yz[06eH JIX ITPOAYKT B HUCIIOJIb30OBAHHUMH. Breimonnsercs ¢ IIOMOIIBIO ITPH-

BJICUCHUS MOJIb30BaTEICH IMPHIIOKCHUA B KAYCCTBC TCCTUPOBINNKOB, IMOJTYUYCHUA

oT HUX uHopMauu 00 ya00CTBE MPUIIOKEHUS U TOCIICAYIOIIEM MOABEICHUH

HUTOI'OB OT UX BBIBOAOB.

VYyacTHUKaAM TCCTUPOBAHUA H€O6XOI[I/IMO OBIJIO BBITIOJIHUTH cieayromme

3aJa4u;

1) mnpoiitn oOydeHue;

2) 3alyCTUTh YPOBEHb;

3) NPHOCTaHOBUTH UIDY;

4) HayaTh YPOBEHb 3aHOBO;

5) omnpeaenuTh MPOrpecc Ha YPOBHE;

6) BepHYThCS B INIABHOEC MCHIO;

7) 3amyCTHTh CICIYIOUIUA YPOBEHb.
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Bce 3aaun ObUIM BBINOJIHEHBI TECTUPOBIIMKAMHU YCIICIIHO 0€3 3aTpy/IHe-
Hui. [lonp3oBarenn OTMETMIM XOpPOLIME AHUMALIMM, JETKOCTh YIIPABICHUS U
CJIOHOCTH YpoBHEH. H03a0umuTu TeCTUpOBAaHKE MPOMACHO YCTIEITHO.

BriBOa

Jl7is peanr30BaHHOTO UTPOBOTO MPHIIOKEHHUS ObLIO IPOBEJACHO (PYHKIIHO-
HaJIbHOE U 103a0MIUTU-TECTUpOBaHKUE. Bce TeCcThl OBLIIM BBIMOIHEHBI YCIEIIHO,

CYILIECTBEHHBIX IIPOOJIeM 00HAPYKEHO HE OBLIO.
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3AK/IIOYEHUE

B xo/1¢ BBINIOJHEHUS JaHHON pabOThl ObUIA CO3/aHO MOOHIIbHAS WIpPa B
*)aHpe «royioBosiomkay st OC Android ma miardopme Unity.

JIst petiieHrst IOCTaBACHHOM II€JTH BBIMTOJHECHBI CIISYIOIINE 3a1aUH:

1) mpoBeseH 0030p CYIIECTBYIONIMX aHATIOIOB HTPOBOT'O MPHUII0KEHUS,

2) BBIIOJHEH 0030p MPOTrPaMMHBIX CPEACTB Peaan3alii UTPOBOIO MPH-
JIOKEHUS,

3) CHpPOEKTUPOBAHO UIPOBOC MPUIIOKEHUE;

4) peanr30BaHO UTPOBOE MPHIOKEHHUE,

5) MmpOTECTHPOBAHO UTPOBOE MPHUIIOKEHHUE.
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