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KaoueBbie ciaoBa: 3D muardopmep, Unreal Engine 4, Blueprints,
Behavior Tree.

Heab padoTbl: pa3paboTaTh KOMIOBIOTEPHYIO Hrpy B kaHpe 3D
mwatgopmep Ha urpoBom nBrkke Unreal Engine 4.

PesyabTarsl padorbl:  CHpOoEKTUPOBAHO HIPOBOE MPUIIOKEHUE U

pa3paboTaH MPOTOTHUII, COCTOSIINN U3 2 TOTOBBIX YPOBHEH.
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MNEPEYEHB YCJIOBHbBIX OBO3HAUYEHUM

boeBasi cucremMa — 4acTh IPaBUJl UIPBI, OTBEYAIOIIAs 3a CTOJIKHOBEHUS
WUTPOKA C MPOTUBHUKAMMU.

QTE — nuHamu4Has CIieHa B UTPE, B KOTOPOW WIPOKY NPEIIaracrcs HaxaTb
KOMOUMHAIIMIO KJIABUII B OMPEACIIEHHOM MOPSJIKE WA C ONpeaeIEHHON YaCTOTOH,
YTOOBI 3aBEPIIUTH €.

Dash — crioco6HOCTh UTpOKa, MO3BOJISAIOIIAS] COBEPIIATH PHIBOK

Projectile — 0OBeKT, KOTOpBIN MCHOJB3YETCS I peali3aluu J1adbHOOOWHOMN
aTaku

Gravity up — cnocoOHOCTb, KOTOPAsi MO3BOJISIET MEHSITh TPABUTALIUIO.

Push — crtocoOHOCTB, TO3BOJISIONIAS MCIOIB30BATh TOJYOK CHIIOBBIM IT0JIEM
YpoBeHb — JIOKAIIMU HAa KOTOPBIX MPOUCXOJAT ICUCTBUS UTPHI.

CnayH — vHUIHMATU3a1Ks 00bEKTa B ONPEICIEHHOM MECTE Ha YPOBHE.

HIIC — HeurpoBo# epcoHax.

Cran — cocrosiHue IICpCoOHAa)xKa, IIpxu KOTOPOM OH HCIICCCHOCO6CH.



BBEJAEHHUE

bypHoe pazButue texHosnoruii XXI Beka IIPUHECIIO YEIOBEYECTBY OTPOMHOE
KOJIMYECTBO IUI0/AOB. B Hacrosiiee BpeMsl TSKENIO MPEACTaBUTh KU3Hb 0€3
KOMITBIOTEpHOU TeXHUKH. OHA MPOHUKIIA BO BCe Cephl: SIKOHOMHUKA, METUITNHA,
TsDKENass W NErkas NpOMBIIUIEHHOCTh U T.1. Cdepa oTnpixa U pa3BiedeHUN He
CTajla UCKIoUYeHMEeM. KoMIBbIOTEPHBIE WIPBI TECHO BIUIEJIUCHh B KHA3HU
MOAPACTAIOLIETO TOKOJIEHUSI U HE TOJbKO. C y4E€TOM CETOIHAIIHETO pPa3BUTHS
TEXHOJIOTUM KpPYIMHBbIE KOMIIAHUU MOTYT TII03BOJIUTH ceOe co3JaBaTh UIPhI
BBICOUAMIIIETO YPOBHA B CaMbIX pPa3IMYHBIX kaHpaX. OJHUMU U3 CaMbIX

paCHpOCTpaHéHHBIX SABJIAIOTCA UT'PBI B 2KaHPC HJIaT(bOpMCp.

[Tnatdopmep — 3T0 kaHp KOMIBIOTEPHBIX UTP, B KOTOPOM OCHOBHOM 4epTOU
UTPOBOTO MpOIecca SIBISIFOTCS HPBDKKK MO IulaTopmaM, CT€HaM U JIpYyrUM

00BEKTaM OKpYKEHHUSI.

[Tnatdopmepsl OBIBAIOT TpeX MOMKAHPOB: ABYMEpHBIE Tatdopmepsi(2D),
TpexmepHbie Twiargopmepri(3D) u 2,5D-mnardopmepsl. B pamkax aumnioMHON
paboThl pa3pabarbiBasiack urpa B xkaHpe 3D miardopmep. ['maBHbIM OoTiIMUMEM
SBIIIETCS. BKJIIOUEHUE BCEX TPEX M3MEpPEHMH JUIl TEPEIBUKEHUS WU
UCIIOJIb30BaHUE TPEXMEPHBIX IOJUIOHOB B PEaIbHOM BPEMEHM JIi OTPUCOBKHU
ypoBHEU U repoeB. Apkumu npuMmepamu 3D mnaTtdopmepoB SIBISIOTCS TAKUE UTPHI,
kak Little Nighmare [1], Inside [2], Pole [3], Crash Bandicoot [4].

[IpoTuBHUKH, Kak MpPaBWIO, PAa3HOPOIHBIC, O0JIATAIOT HCKYCCTBEHHBIM
WHTEIUICKTOM, CTPEMsICh MAaKCHMaJbHO MPUOMU3UTHCA K HIPOKY, JHUOO HE
o0jazal0T UM BOBCE, MEpPEMEIIasch IO KPYroBOM AMCTAHLUMU WIH COBEpIIas
noBTOpsitoIrecs neicTBusl. CONPUKOCHOBEHHE C MPOTUBHUKOM OOBIYHO OTHUMAET
KU3HEHHBbIE CWJIBl Yy Teposl WIM BOBCE YOMBAeT €ro. YpOBHH, Kak IpaBuio,
U300MITYyIOT CeKpeTaMu (CKpBIThIE TMPOXOABI B CTEHAaX, BBICOKHE WIU
TPYAHOJOCTYIIHBIE MECTa), HaXOXKIEHHE KOTOPBIX CYIIECTBEHHO oOOJyierdaer
IPOXOXKJACHUE U MOJOTPEBAET HHTEPEC UTPOKA.

[Ipu co3manum uTpel 0cOOO€ BHMMaHHE ObUTO oOpamieHo Ha wurpy Little



Nighmare. OHa siBAsieTCS OTHON U3 JIYUIIIUX B CBOEM JKaHpE, a CIOKET U KBECTOBas
COCTABJISIFOIIAS 3aCTABJISIIOT UTPATh B HEE CHOBA U CHOBA.

Little Nightmares (B mepeBoae c aHria. «MajieHbKUE KOIIMapbl») —
MyJIbTHIUIAT(GOPMEHHAsT KOMIBIOTEpHAss Wrpa B JkKaHpe 1iatgopmepa C
DJIIEMEHTaMH KBECTa U XOppopa, pa3paboTaHHas IIBEACKON kommnanued Tarsier
Studios u BeImymieHHas komnanued Bandai Namco Entertainment. Croxer
MOBECTBYET O 9-TW JETHEW JEBOYKE, BHE3AIHO IMPOCHYBIIEWCS HA MOABOIHOM
Kopabisie. E€ menpio sBISE€TCS MOHSTH, YTO MPOUCXOJUT BOKPYT, KaK OHa TYT
OYyTUJIaCh, M BBIXKHUTb, BEJb BECh KOpPaOJb HAMOJHEHHBIM Pa3JIMYHOIO POja
MOHCTPAMHU.

YnpasneHue INepcoOHa)XeM TakTWibHOEe. Haxarue, yaepxuBaHue u
OMyCKAHWE KaXJO0M KHONKH O3HA4YaeT OMNPEACIIEHHOE ICHWCTBHE, COBEPIIAEMOE
repouneil. HaGop nelicTBuiA, KOTOPBIM OHA CIIOCOOHA BBITIOJIHSTH, HEBEIIUK: JIA3HTh,
NpbIraTh, XBaTaTb W UCIOJb30BaTh MPEAMETHI, HCIOJb30BATh 3aXKUTAJKY,
NPUHUMATH OUILY. [5].

OTnuuuTeabHONM 0COOEHHOCTHIO pa3pabaThiBaemoil B pamkax BKP wurper

SBISICTCS €€ HECTaHIapTHBIM HA00p MEXaHUK JIJIs TT0T00HOTO JKaHpa.


https://ru.wikipedia.org/wiki/%D0%9A%D0%B2%D0%B5%D1%81%D1%82
https://ru.wikipedia.org/wiki/Survival_horror

Leab padoTsl: pazpaboTaTh KOMIIBIOTEPHYIO UTPY B kaHpe 3D miatdopmep

Ha urpoBoM jaBmxke Unreal Engine 4.

J1st AOCTHKEHUS 11eNT HEOOXO0IMMO PEUIUTh CIAEAYIONIUE 3aJaUM:

1.

2.

CIIPOCKTUPOBATh MCXAHHUKY HCpCI[BH)KGHPIﬁ;

H3YYUTh CPENICTBA 71 pa3pabOTKH;

CIPOCKTUPOBATH OOEBYIO CUCTEMY U CIICIIHAIbHBIC YMEHHS IIEPCOHAXKEIHA;
CTIPOCKTUPOBATH IPOTUBHUKOB U X 0COOBIE YMCHUS;

CIPOCKTUPOBATH TOBEICHNE TIPOTHBHUKOB,;

CIIPOCKTUPOBATH JTHAJIOTOBYIO CHCTEMY;

p€ain30BaTh IPUITOKCHHUC.



1 MHcTpyMeHTHI 1 pa3padoTKH MPUJIOKEHU S

1.1 Unreal Engine 4

st pazpabotku urpbl BeiOpan aBuxkok Unreal Engine 4, T.k. oH umeer
OoJbllee KOMMYECTBO OECIIATHBIX MaTEepPHAOB M aCCETOB, a TAKXKE BHYTPU HETO

MO’KHO BPYYHYIO CO3/1aBaTh BCE HEOOXOIUMBIE MOJIETIH.

UNREAL
ENGINE
Unreal Engine 4 — wurpoBoil JABWXOK, pa3pabaTbiBaeMbIii |

nojyepkuBaeMbiii komranueit Epic Games. Hanmucannbiit Ha s3bike C++, TBHIKOK
MO3BOJISIET co3/1aBaTh UTPbI LTSI OOJIBIIIMHCTBA OTepallMOHHBIX
cucteM u 1uatdopm, Takux kak Microsoft Windows, PlayStation, GameCube u
JIp., a TakkKe Ha pa3IUYHbIX TMOPTATUBHBIX YCTPOWMCTBAaX, HaIlpuMep,
ycrpoiictBax Apple (iPad, iPhone), ynpaBisiemsix cucremoit i0S u mpounx. [6].
B Unreal Engine 4 ucnonbs3yeTcsi Tpu OCHOBHBIX O0OBEKTa — 3TO Actor,
Pawn u Character.
Actor — 100011 00BEKT, KOTOPBI MOXKET OBITH PacIoioXkeH Ha ypoBHE. OH
MMeEeT HECKOJIbKO 0a30BbIX MapaMeTPOB:
1. Transform — paHHBIA MapaMeTp OMMUCHIBACT JOKAIUIO, MOBOPOT H
pasMep 00beKTa MPU er0 MHULIMATH3AIMN Ha YPOBHE.
2. Mesh — Mozenb oObeKTa.
3. Material — mapamerp TOro, Kak OyaeT BHITIAAETH Mesh, T.e. ero
packpacka, LIBET, TEKCTypa.
4. Collision — sBHsieTca MapaMeTpoM, OTBEYAIOIIUM 32 CTOJKHOBEHHS C
IPYTrUMHU 00BEKTaMH, 00pabOTKy TPUTTEPOB U 00PabOTKY yaapoB.
Pawn — Hnacnenyercst or Actor. ['JTaBHBIM OTJIMUMEM SIBJISIETCS TO, UTO

HUI'POK MOXKCT VYIIPAaBJIATh 3THUM 00BEKTOM qcpe3 CHUCTCMbI BBOJAd, a TaAKIKC



MCKYCCTBEHHBIN MHTEIJIEKT C TOMOIIIBI0 KOHTPOJLIEPA.

Character — wucnonb3yer He 0ObIYHBIA Mesh, a ckenerupoBanHbIil. UTO

03HAYaeT, 4YTO OH MOXKET UMETh COOCTBEHHBIN CKEJIET AJIsi aHUMAaIlUil.

Taxoke ToYTH KaXK/Iblii OOBEKT JABMKKA UMEET PSJT KOMITOHCHTOB:

1. Capsule Component, TaHHBIII KOMIIOHEHT HCIIOJIB3YETCS JJISI HACTPOUKH
0a30BOM KOJIJIU3UU.

2. Arrow component MOKa3bIBaeT, B KAKYI0 CTOPOHY MOBEPHYT MEPCOHAXK:
3TO BAaXXHO TIpU CIIayHE TIEpPCOHa)ka U TEPEIBUKECHUU, YTOOBI
OTIPENeNSATh B KaKyIO CTOPOHY JABHTaThCHI.

3. Character Movment Component omnuceiBaeT 0a30ByI0 JIOTHUKY
nepeABIKEHUS TePCOHaXKA.

Jlns Bcex mepcoHaked, B TOM YHCJIE€ MPOTHBHUKOB W IOJKOHTPOJHHOTO

nepconaxa ucrnonb3yercs tun Character. Tak kak OHU UMEIOT CKEJET U JOJKHBI

o0yagaTh aHUMANUAMH [7].

1.2 Microsoft Visual Studio

[IporpammupoBaHre BeJIOCh Ha s3bIKke MporpammupoBanus C++ B cpeje
paszpabotku Visual Studio. Microsoft Visual Studio — nuHelika NOpoayKTOB
KomMnaHuu Microsoft, BKIIOYAIOMKUX HWHTETPUPOBAHHYIO Cpedy pa3paboTKu
MIPOrPaMMHOTO O0ECIICUCHUSI U PsIT APYTUX UHCTPYMEHTAIBHBIX CPeACTB. [[aHHbBIC
MPOIYKTHI TTO3BOJISIOT pa3padaThiBaTh KaK KOHCOJIBHBIC TPWIOKCHHS, TaK W
NPUIOKEHUS C Tpaduuyeckum wuHTEppErcoM, B TOM YHUCIE C TOJAJICPKKOU
texHonorun Windows Forms, a Takxe BeO-caiiTbl, BEO-TIPUIIOKEHUS, BEO-CITYKOBI
KaKk B PpOAHOM, TaK W B YIPaBIsIeMOM KoJax I BCeX IuIatdopm,
noaaepxkuBaeMbix Windows, Windows Mobile, Windows CE, .NET Framework,

Xbox, Windows Phone .NET Compact Framework u Silverlight [8].



2 IIpoekTupoBaHue

2.1 KoHuenuus u CIoKeT

Urpa npexacrapisieT co00il KOPOTKYHO UCTOPHUIO, PACCKA3bIBAIOLIYIO O TOM,
KAaK 4YEJIOBEK IMEpPEXKUBAET TOpe OT yTpaThl POJHOTO YeJIOBEKAa. 32 OCHOBY B3siTa
cucTteMa MNpuHATHS TOops poccuiickoro mncuxonora ®.E. Bacumoka [9]. Ona
BKJIFOUYAET B ce0s1 5 cTauii:

1. ok n onerneHeHNE

2. ®a3a noucka

3. ®@aza ocTporo rops

4. ®a3a “0CTaTOYHBIX TOTYKOB U PEOPTaHU3ALNN

5. ®da3a 3aBepuicHus

Kaxxnplii ypOoBEHb UIPBI BOIUIOIIAET OAHY M3 3TUX cranuid. IIpoxoxkaeHne
Ka)XIO0M JIOKAallMK 3HaMEHYyeT MpeooJIeHre ouepeanoi ¢a3pl. Bece mpoTuBHUKH, C
KOTOPBIMH T€pOK IPEACTOUT CTOJKHYTHCSA, ITOKa3bIBAIOT €ro HCKaKEHHOE
BuJieHne Mupa. Hampumep, kosier mo paboTe OH MNPEJICTaBIsIe€T B BUIE

6CC(bOpM€HHBIX 1 00€3JIMYCHHBIX 9ya0BHUII, ITPCACTABJICHHBIX HAa PUCYHKC 1.

Pucynok 1 — koHIENT-apT NPOTUBHUKA-KOJIJIETH
[To xony pa3ButTus CroXkeTa repodl OyAeT CTaJKUBATbhCS C MPOTUBHUKAMH,
aTaKu KOTOPBIX MEPEHOCAT B JIOKALMIO MOJ Ha3BaHueM “Témubld mup”. J[aHHBIN

MUD ABJIACTCA OJIMIOCTBOPCHHCM BCCX €TI0 HCTATHBHBIX HCpC)KHBEIHHﬁ. Bo BpCM:A



npeObIBaHMsl B TEMHOM MHPE I'epor0 HEOOXOIMMO coOpaTh a3y U3 TPEX dacTew,

KOTOpBbI 00pa3zyeT (parMEHT TpPaBMHUPYIOIMIMX BOCIOMHUHAHMM W3 MPOILIOTO.

Jlaniee BO BpeMsl 3aKJIFOUUTENBHOM (ha3bl 3TU (parMeHThI ChIrPatoT BAXKHYIO POJIb.
Takum o00pazom, TpOHAS BCE HCIBITAHWS, TJIaBHBIA TEpPOW MPUHUMAET

IIPOU30MICAIICC U ITPOAO0JIZKACT CBOM >KM3HCHHBIM IIYThb.

2.2 ba3oBblil IPOTUBHUK

ba3oBbIil IPOTUBHUK — 3TO MOHCTP, KOTOPKI OyA€T aTakoBaTh UTPOKa,
KaK TOJIbKO YBUJUT. DTOT NMPOTUBHUK pa3padaThIBACTCs C IIEJIbIO CO3AaHMS
OCHOBHBIX COCTOSIHAM, KOTOPBIE ITOTOM CMOTYT HMCIIOJIb30BAaTh IPYTHE THUIIBI
NpOTUBHUKOB. B x071e pa3paboTku coznano 4 Tuma moJo0HBIX MPOTHUBHUKOB.
Ha pucynke 2 mnpexacraBieHa auarpaMMa COCTOSIHUKA OJIHOTO W3 THIIOB

0a30BOTO IIPOTHUBHHKA, aTAKYIOIICTO UI'POKaA KHUCJIOTOM Ha pPacCCTOAHNH.

\ Idle
T
Wrpok HayaeH

\
PlayerDetected |«
(Lrommess )

Wrpok Bbiluen nafnons apexHuns

Urpok He HangeH

Spawn
enterity / Gravity
enterity /
currentPunchCount

Move to player
location

Cooldown

Spittle Attack
OnPushed() Pushed
exit/OnPushedTick
. Staned
exit/Unstanned()

AlternativeUse()

GravityUp() ( GravityUp

> entery/ gravity =
gravityStatus

(=) .

Yuncno nomy4eHHbIx yaapos <= 0

Pucynok 2 — JIluarpamma coctosiHuid 6a30BOT0 MPOTUBHUKA

10



Huxe npuBeieHO onMcaHue BCEX COCTOSIHUN JUarpaMMBl.

1. Spawn. Ha BX0J€ IpOTUBHMK NONAIa€T UMEHHO B 3TO COCTOSIHUE. B aTOM
COCTOSIHUM ITPOUCXOJST NEPBOHAYAIbHBIE HACTPOMKMU MpHU 3arpy3ke ypoBHs. Kax
TOJILKO HACTPOMKH 3aBEpPIIEHBI, TPOTUBHUK MepexoanuT B coctosiuue Idle u crout
Ha MECTE B OKHJIAHUU IIEPCOHAXKA, IOJAKOHTPOJIIBHOIO UTPOKY.

2. Idle. B aToM cocTOsITHUM POTUBHUK OYJIET CTOSATH HAa MECTE J0 TEX MOp,
IIOKa B €ro IoJIE 3pEHMs HE IMONaAET UIrpoK. Eciim Wrpok momajgaer B €ro Imoiie
3peHus, TO MPOUCXOAUT nepexol B coctosinue PlayerDetected.

3. PlayerDetected. CocTossHue, B KOTOPOM NPOTUBHUK MOAAET 3HAK TOTO,
4yTO OOHaApyXMm1 urpoka. OH 3alIOMHHAET €r0 MECTOINOJIOXKEHUE U PACCTOSHUE 0
UTPOKa, MOCJIE YeTO cpa3y MepexoauT B cocTossuue Move to player location.

4. Move to player location. CocTosiHue, B KOTOPOM IIPOTUBHUK ABUKETCS K
UTPOKY 10 TOTO PacCTOSHUA, I KOTOPOrO OH MMEET BO3MOYKHOCTb HAHOCUTH
yaapel. I kak TONBKO OH MOAOMpAeTcss HAa TaKOE PACCTOSHHE, TO MEPEXOJIUT B

cocrosiue Spittle Attack.

5. Spittle Attack. CocrosiHue, B KOTOPOM MPOTHBHUK OyJIeT aTaKkoBaTh
UTpOKa ¢ paccTossHus KucioToi. [locne ataku NpOTUBHUK MEPEXOIUT B COCTOSTHUE

Cooldown.

6. Cooldown. CocTosiHMEe, B KOTOPOM MPOTUBHUK HAXOAMUTCS B OKHJIAHUH
JUISL COBEPILEHUS CIEIYIOMIETO0 yAapa. JTO COCTOSIHHE HEOOXOAWMO MJisi TOTO,
4yTOOBI aTaKu MPOTUBHUKA HE ObUTH OecnpepblBHBIMU. Kak TOTBKO BpeMsl MPOIILIO,
TO TIPOTUBHHK CHOBa miepexoawt B coctosHue PlayerDetected, m naeiicTBus
3aIMKIUBAIOTCS JIO TEX MOp, MOKa MPOTHUBHUK HE MOOEAUT UTPOKA WIH KE HE
Oyner your.

7. Pushed. CocTosiHue, B KOTOpO€ NMPOTUBHUK MOKET BOWTHU IPU YCIOBUH,
YTO UTPOK UCIOJB30BaN ciocoOHOCTh Push. B aToMm cocTosiHuM npoTUBHUK TepseT
paBHOBECHE, OTTAJIKUBAETCS B MPOTHUBOIOJIOKHYIO OT MIPOKA CTOPOHY U TEPSIET

BO3MOKHOCTb [OBHI'aTbCA HA HCKOTOPOC BPCMA. [Tocne dyero IICpexXxoaJuT B
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cocrossHre CanMove.

8. GravityUp. CocrosiHue, B KOTOpOE€ NPOTUBHUK MOXET BOWTU IpHU
YCIIOBUH, YTO UIPOK HCHOIb30Bai crnocoOHocTh GravityUp. B sTtom cocrosiHun
rpaBUTalMsl MPOTUBHUKA OTKJIIOYAETCA, W Ha HEKOTOPOE BpPEMs €ro Tejo
HOJTHUMAETCS B BO3/AyX U HE UMEET BO3MOKHOCTH B3aUMOJIEHCTBUS C UEM-JIHOO0.

a. Eciiu urpok npuMeHun anbTEpHATHBHOE HCIOJB30BAaHUE CIIOCOOHOCTHU
GravityUp, TO MPOTHBHUK C CHJION OBETCS O 3€MIII0 M TIEPEXOJUT B COCTOSHHUE
Staned.

b. Ecan urpok He mpuMEHWT albTEPHATUBHOE HUCIIOJIb30BAHUE CIIOCOOHOCTH
GravityUp, To uepe3 HEKOTOpOe BpeMs TEJIO MPOTUBHUKA OMYCTUTCS HA 3€MIIIO U
nepexoaut B cocrosinne CanMove.

9. Staned. B 3TOM COCTOSIHMM TPOTHMBHUK JIE)KUT HA 3€MJIE U HE HMEET
BO3MOYKHOCTH JIBUTAaThCSl M B3aUMOJCHCTBOBAaTH C HMIPOKOM HEKOTOPOE BpEMH.
[Tocne ncreyeHnn BpeMEHU IPOTUBHUK NIEPEXOAUT B cocTosiHue CanMove.

10. CanMove. CocrosiHME, B KOTOPOM NPOTUBHUK ITPOBEPSET, BBILLIN JIN
TaliMephl, KOTOPBIE 3alPEIlaIi EMYy B3aMMOJIECHCTBOBATh C UTPOKOM. Eciiy BbIIILIH,
TO OH mepexoauT B coctosinue PlayerDetected.

11. Dead. CocTtosiHHe, B KOTOPO€ MPOTUBHUK MOXKET BOWTH U3 JHOOOM
CTaAUM IPU YCIOBHH, YTO OH IIOJYYWI YPOH, M KOJUYECTBO BO3MOXKHBIX
NOJIYYEHHBIX YJApOB OIYCTUJIOCHh 10 HyJsA. M3 3TOro COCTOSIHUSI TPOTHBHHK

IEPCXOIUT B KOHCUHOC COCTOSHHC.

2.3 CmepTh € KOCOH

OTOT TUI POTUBHUKOB OYyJET CTapaThCs MOIXOIUTh K UTPOKY KaK MOYKHO
ommxe. [Ipu cOMMKeHNN ¢ UTPOKOM, OH MOIBITAETCS 3aCKOYUTh HA HETO U HAyaTh
noxkupatrb. CMepTh OyAeT HCHOIb30BaTh MHOXKECTBO COCTOSHUHM, OMHMCAHHBIX Y
0a30BOro MPOTUBHUKA, HO TAK)KE IPUBHECET U cneruduueckue emy. Ha pucynke 3

IpCcaACTaBJICHA JUarpamMma COCTOSIHUM 1 CMCPTH C KOCOM.
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Spawn
enterity / Gravity
enterity /
currentPunchCount

4

A
PlayerD@

MoveToPlayer

Location
Urpok HaxoauTcs psigom co CMepTbio

Ty

JumpOverlap
He cMor CTOMKHYTLCS C UrPOKOM

CTonkHoBEHUE C Urpokom

Eat player

QTE BbINOMHEHO

Pushed
exit/OnPushedTick
. Staned
exit/Unstanned()

AlternativeUse()

GravityUp() GravityUp
entery/ gravity =
gravityStatus
@ @
KonuyecTtBo nony4yeHHbIx yaapos <= 0

Pucynok 3 — JIluarpamma cocTostHuM MPOTUBHHKA “CMEPTH C KOCOU™

OnPushed()

> CanMove :)

Hwxe nmpuBeneHo onrcanne BCEX COCTOSHUM JUarpaMMBl.

1. Spawn. Ha Bxoa€e NpOTUBHUK MOINAIAET UMEHHO B 3TO COCTOAHUE. B 3TOM
COCTOSIHUM TPOMCXOJAT NMEPBOHAYAIbHBIE HACTPOWKHU MpH 3arpy3ke ypoBHs. Kak
TOJILKO HACTPOMKHK OBUIHM 3aBEpPILEHBI, MPOTUBHUK MEepeXoAuT B coctosHue Idle u
CTOUT Ha MECTE B OKHJIAHUM NEPCOHAXKA MOJAKOHTPOIBHOIO UTPOKY.

2. Idle. B a3ToM cocTOsSSHUM TTPOTUBHUK OYJET CTOATh Ha MECTE JI0 TeX TMOp,
IIOKA B €T0 IOJI€ 3pEHUs HE momaa€Tr Urpok. Ecinm urpok momagaer B €ro moie

3peHus, TO MPOUCXOIUT nepexo B coctosinue PlayerDetected.
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3. PlayerDetected. CocTosiHue, B KOTOPOM NPOTUBHUK MOJAET 3HAK TOTO,
910 0OHapyX ui urpoka. OH 3alIOMHUHAET €r0 MECTOMOJIOKEHHE W PACCTOSHUE 0
UT'pOKa, IOCJIE YETO cpa3y NepexoauT B cocTossHue Move to player location.

4. Move to player location. CocTosiHue, B KOTOPOM IPOTUBHUK ABUKETCS K
UTPOKY J0 TOTO PacCTOSHUSA, ISl KOTOPOTO OH MMEET BO3MOXKHOCTb HAHOCHUTH
yaapel. M Kak TOJIBKO OH HOJOMpAeTcsi Ha TaKOE PACCTOSHUE, TO NEPEXOJIUT B
cocrosiaue Spittle Attack

5. JumpOverlap. CoctosiHre, B KOTOPOM NPOTUBHUK OYJET MpHITaTh Ha

HUI'POKa U MBITATbCA 3aKPCIINTHCA Ha €TI0 TCIIC.

a. Ecom eMy ynmamoch CONPUKOCHYTBCS C HWIPOKOM, TO MPOTHBHUK

nepexoauT B coctosiHue Eat player.

b. Ecan emy He yIanocs v OH HE COMPUKOCHYJICS C HTPOKOM, TO IPOTUBHUK

nepexoauT B coctosinue Move to player location.

6. Eat player. CocrosHue, B KOTOPOM NIPOTUBHHK HAaxOJMUTCS Ha TeJe

UTPOKA U HAHOCUT €MY YPOH.

a. Ecim urpok ycnemno npomen QTE, B Takom ciydyae HPOTUBHHK

nepexoauT B coctostHre Pushed.

b. Ecnu urpok He cmoxkeT BbINMOMHUTH QTE, To oH ymMpéTr, a MpOTUBHUK
CIIyCTHUTCS C HETO U mepeiiaeT B coctosaue Idle.

7. Pushed. CocrostHue, B KOTOpO€ NMPOTUBHUK MOKET BOMTHU IIPU YCIOBUH,
YTO UTPOK UCHOJIB30BaN criocoOHOCTh Push. B aToM cocTostHuM npoTUBHUK TepseT
paBHOBECHE, OTTAJIKUBAETCS B MPOTHUBOIOJIOKHYIO OT MIPOKAa CTOPOHY U TEPSIET
BO3MOXKHOCTh JIBUTaTbCcsl Ha HEKoTropoe Bpems. Ilocie wero mnepexoaurt B
cocrossHre CanMove.

8. GravityUp. CocrosiHue, B KOTOpOE€ NPOTUBHUK MOXET BOWTU IpHU
YCIIOBUH, YTO UTPOK HCHOdb30Ban crnocoOHocTh GravityUp. B stom cocrosiHun
rpaBUTalMsl TMPOTHUBHUKA OTKJIKOYAETCS M HA HEKOTOPOE BpEMS €ro Tejo
MOJTHUMAETCS B BO3/AyX U HE UMEET BO3MOKHOCTH B3aUMOJIEUCTBUS C UEM-JTHOO.

a. Eciu urpok npuMeHun anbTEpHATHBHOE HCIOJB30BaHUE CIIOCOOHOCTH
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GravityUp, TO MPOTHUBHUK C CHUJION ObETCS O 3€MIII0 M MEPEXOJUT B COCTOSTHUE
Staned.

b. Eciiu urpok He mpUMEHWT albTEPHATUBHOE MCIOJIb30BaHUE CIIOCOOHOCTH
GravityUp, TO 4yepe3 HEKOTOPOE BpeMsl TEJIO MPOTUBHUKA OMYCTUTCS HA 3eMJIIO, U
pou30UAET epexo B coctosinue CanMove.

9. Staned. B 3TOM COCTOSSHUM TNPOTHMBHUK JICKUT HA 3€MJIE U HE HMEET
BO3MOKHOCTH JIBUTaThCSl U B3aMMOJEHCTBOBATH C UTPOKOM HEKOTOpoe BpeMs. [1o
VCTEUYECHUH BPEMEHU MTPOTUBHUK MEPEXOAUT B cocTosinue CanMove.

10. CanMove. CocTosiHuE, B KOTOPOM MPOTUBHUK MPOBEPSIET, BBILUIN JIU
TalMepbl, KOTOPBIE 3aMPEIIAIA €EMY B3aUMOJEHCTBOBATH C UTPOKOM. Eciy BeIuIH,
TO OH nepexoauT B coctosinue PlayerDetected.

11. Dead. CoctosiHMe, B KOTOPOE MPOTUBHUK MOXET BOWUTH U3 JHOOOI
CTaJuyd TpPU YCJIOBUU, UYTO OH TMOJYYUJI YPOH, U KOJHMYECTBO BO3MOKHBIX
MOJYYEHHBIX YAApPOB OIYCTHWJIOCh OO0 HyJlsA. M3 3TOro cocrositHus NPOTUBHUK

IICPCXOIUT B KOHCUHOC COCTOSHHC.
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3 Peanu3zanus

B sT0ii rmaBe onucaHo co3gaHuMe UIPOBBIX MexaHUK B cpeae Unreal
Engine 4 ¢ ucnosib3zoBaHueM €€ KOMIIOHEHTOB U KJIaCCOB.
Jlanee peub OMAET O TPEX OCHOBHBIX ACMEKTaX, KOTOPHIC HEOOXOIUMO

PCAIN30BATh:

® [I0JKOHTPOJIbHBIN ITEPCOHAK;
® [IPOTUBHUKU;
® JMaJIOTH.

3.1 Ilepcona:x

HCpCOHa)K - O6’[)CKT, KOTOPBIM YIIPpABJIAACT HUIPOK. B cootBeTcTBUM C
HaXXaTbIMU HI'POKOM KJIaBHIIaMH IICPCOHAXK CIocooeH OCYHICCTBIIATDH

CIIEIYIOIINE JECUCTBUS:

® IIepeMELICHUE I10 BCEM OCAM KOOPAMHAT;
® IPBDKOK;

® 0ObIUHasA cepusl aTak;

® aTaKy C IIOMOILBIO OPYXKUS;

® DBIBOK;

® CIOCOOHOCTh, U3MEHSIONIAs TPABUTALIMIO;

® TOJYOK CHJIOBBIM MOJIEM.
VY nepcoHaxa ecTh TPU OCHOBHBIE XapaKTEPUCTUKHU:
® 3]I0pPOBLE;
e 1porpecc cMeptu - oTBeuaet 3a QTE B 60oprde co CMepThIO ¢ KOCO;

e ctpax. Ctpax yObIBaeT BO BpeMs OMTBBHI ¢ OoccoM. [lpu 3HaueHUM
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menbiie 20%, ympaBieHHEe UTpOKa WHBepTUpyeTcs. B ciywae, ecnmu y urpoka
3Ha4YeHHe cTpaxa poBHO 0, TO OH TepsET yNpaBICHUE HAJ] IEPCOHAKEM.

Ha PHUCYHKC 4 IIpCACTAaBJICHA AUarpaMma KjIiaCCOB, CBA3AHHBIX C HTPOKOM.

t
-isInAir : bool

-Speed : float

-Dash : bool
-currentAtackSeriesAnimationNumber : int
-paralysis : bool-shinigami : bool
-endTransaction : bool

ownerComponent : UCharacterComponent
-Character : ACharacter

+NativelnitializeAnimation : void
+NativeUpdateAnimation(DeltaSeconds : float) : void [

ameraC : UCameraC

+Ci : USpring, ent
+Cl : UCharacterC l L
+FightAbility : USimpleFightAbilityComponent +OnShini iQT! : FOnShinig QT
ity Abili yAbility : UGravityAbility +OnLoseControl: FOnLoseControl
+OnUse : FOnGravityUp 7 +PushC By ilityCom, +OnDash: FOnDash
+OnAlternativeUse : FOnGravityDownWithDamage WeaponZone:UBoxC -timeToDeath: float
+OnGravityDown : FOnGravityDown -foreverX : float -shinigamiQTEStep: float
-time : float-enemiesActors : TArray<AActor> | +BaseTurnRate:float -deadProgress: float
+abilityZone : UBoxComponent +BaseLookUpRate:float -health: float
-enableGravity: bool +dialogueTriggerBox:UBoxComponent -ShinigamiPower : float
-isUse: bool +dialogueUIBP:TSubClassof<UNPCClercUI> -RepulsionForce : float
-dialogueUI:UNPCClercUl -slowWalkSpeed : float
i il rent : UBoxC ) : void ! { -maxWalkSpeed : float
#BeginPlay : void #BeginPlay : void -dashAcceleration : float
-GravityDown : void #Tick(DeltaSeconds : float) : void -dashDistance : float
+TickComponent(DeltaTime : float, #MoveRight(Val : float) : void -dashSpeed : float
TickType : ELevelTick, ThisTickFunction : FActorComponentTickFunction) #MoveForward(Val : float) : void -immortalityTime : float
+Use : void #OnJump : void -immortality : bool
+AlternativeUse : void #0nStopJumping : void -paralysisTime : float
#ChooseFirstAbility : void +teleportToDarkWorldPosition : Fvector
#ChooseSecondAbility : void +deadZone : Aactor
#ChooseThirdAbility : void +picturePartPositions : TArray<FVector>
#ChooseFourthAbility : void -transfersCount : int
ili #UseAbilityLeftMouseButton : void -currentPicturePartPickedCount : int
+OnPush : FOnPush #UseAbilityRightMouseButton : void#Dash : void -shinigamies : TArray<AActor*>
+pushZone : UBoxComponent #Push : void#SetupPlayerlnputComponent : void -playerWidgetBP : TSubclassOf<USideScrollerCharacterUl>
-pushForce : float #ShinigamiQTE : void -playerAniminstanceBP : TSubclassOf<UAniminstance>
-enemiesActors : TArray<AActor> +GetSideViewCameraComponent : UCameraComponent -fear : float-canMove : bool
+GetC: : USpringAr t -paralysis : bool
+Push: void +DialogueBegin:void -dash : bool
+SetPushZone(component : UBoxComponent): void +DialogueEnd:void -slow : bool
#BeginPlay : void +GetNPCDialogueU:UNPCClercUl -darkWorld : bool
+TickComponent(DeltaTime : float, -percent : float
TickType : ELevelTick, ThisTickFunction : FActorComponentTickFunction) -playerUl : USideScrollerCharacterUl
-currentAbility : IAbility-owner : ACharacter
-foreferTransform : Ftransform
+OnUse : FOI ight: iveUse : FOnPlayerShoot #BeginPlay : void
+abilityZone : UBoxComponent +SetCanMove(_canMove : bool) : void
il Zone : UBoxC +UpdateShinigami : void
. projectile : TSubclassOf- imati sint +ClearShinigami: void
< U A +clicksAwaiteSeconds : float +Paralysis: void
ion:UAn +enemiesActors : TArray<AActor> +ParalysisEnd: void
S +secondAbility Texture : UTexture2D +DeadProgress: void
#BeginPlay : void ; estion - U +Desd:vold
+TickComponent(DeltaTime : float, ion iU tParti i  UParti ) void
TickType : ELevelTick, ThisTickFunction : FActorComponentTickFunction) ] i ion : UAni +MovementSlowingDown : void
lace : UAni i imation : U 1gDown’ + float) : void
UAnit four ion : UAr +MovementNormalization : void
-projectileObject : Aactor +ShinigamiQTE : void
-currentAnimationLenght : float +Dash : voi-DashEnd : void
jesAnimatii “int +TickComponent(DeltaTime : float,
-ownerComponent : UCharacterComponent TickType : ELevelTick, ThisTickFunction : FActorComponentTickFunction)
-owner : ACharacter +SetCurrentAbility(ability : IAbility) : void
+GetCurrentAbility : 1Ability
. - UBoxC ) void +GetCharacterUl : USideScrollerCharacterUl
5 kgt ] G +GetCanMove : bool
"est : UBoxComponent) +GetParalysis : bool
ﬁei‘gp'ay“’m‘:D iTime < Tloat +GetDashStatus : bool
i om_ponen (Delta mesiioaty ) N +SetOwner(character : ACharacter) : void
Iﬁzlxp\zldELevelﬁck, ThisTickFunction : FActorComponentTickFunction) +GelOwngr . ACharac(er+GetDarkWorI_dS(atus < bool
+AI(erﬁaliveUse - void +CurrentPicturePartCountincrement:void
N . . +TransfersCountincrement:void
+GetAttackSeriesAnimationNumber : int +SetHealth(NewHealth:float):void
#38iCurres : ) +GetHealth:float
: void
P float

Pucynok 4 — JIlnarpamMmma Ki1accoB HTpOKa

Ham mepconax, kxpome 0a30BbIX KOMIIOHEHTOB, UMEET CBOM COOCTBEHHBIE.
B ux uwucno Bxomutr Tpu Koum3MoHHBIX KopoOku (BoxCollision). IlepBas
OTBEUaeT 3a 30HY, B KOTOPOM MOXXHO HAHOCUTh YPOH IO MPOTUBHUKAM C
MOMOILBIO OOBIYHBIX yJ1apoB. BTopas — 3T0 30Ha, B KOTOPOW MaTepHAIU3YIOTCS
Projectile. Tpetbst ompeznenser 30HY, B KOTOPOM HPOTUBHUKU IOJABEPKEHBI
CIIOCOOHOCTH yIpaBlICHUsI TpaBuUTanueil. Takke MepcoOHaX HCIONB3YeT CHUCTEMY
YacTULl JUI BHU3YaJbHOTO TNPEJACTaBIE€HUs crocoOHocTH «PpIBOK». JlaHHBbIE
KOJUTU3UOHHBIE KOPOOKH MPOJAEMOHCTPHUPOBAHBI HA PUCYHKE 5.

17




Pucynox 5 — BoxCollision ayis Moaenu urpoka

3.1.1 YupasJienue

3a ympaBieHHE NEPeIBUKCHUEM TMEPCOHAXa OTBEUAET BCTPOCHHBIN B
JIBIMKOK KOMIOHEHT MovementComponent. 3HayeHHs TOro, B KakKylo
CTOPOHY JIBIDKETCSl IepcoHax, B3uMaercsa u3 kiacca ASideScrollerCharacter
u Haxomutcs B metoje MoveRight() u MoveForward(). Ilpu nHaxatuu
kinaBum W Ha BXOJ CHCTEME MOAACTCS IIOJOKUTEIbHOE 3HAU€HUe, M
NepCcoHaX MpoaBuHEeTCs Brepén. [Ipy HaxkaTuy KIaBUIIH S Ha BXOJI TIOJIACTCS
OTpHULIATENIbHOE 3HAYEHHUE, U MEPCOHaX OyneT NBUraThCs Haszal. J[BukeHUs
BIIPABO M BJIEBO OCYIIECTBIIIOTCS MOXO0XKUM oOpa3zom. HasHaueHue kiaBuIn

onpenensercs B Metojie SetupPlayerlnput().

3.1.2 boeBasi cucrema

3a yIpaBlIcHUE 00eBoii CUCTEMOM OTBEUaET KJI1acc
USimpleFightUbilityComponent.

[Tepeuncium Metoas! kiacca USimpleFightUbilityComponent:

1. BeginPlay() — meTo/1, BHI3BIBAIOLIUAICS TIPY UHULIUAIM3AIUN UTPHI.

2. TickComponent() — MeToa, KOTOPBIM BBI3bIBACTCS KaXnblil ¢peiiM. B HEM
MIPOBEPSIOTCS, KakWe OBLIM HaXaThl KHOIIKM, BO3MOXKHO JIM aTaKoBaTh,

HaXOOUTCs JIN IICPCOHAXK B IIGGCHOCO6HOM COCTOSHHH.

3. Use() — meTod, OTBEYAIOMIMK 3a HMCIOJIB30BAHUE CEPUU OOBIYHBIX YAApPOB.
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Cepust coctouT u3 4 ynapoB, Opu KaxaoM Haxatun KHonkud JIKM cuérumk
craptyeT ¢ 0 W Korga OH JOCTUTraeT 3HaueHus 4, TO TOCJE 3TOro Ccepus
HayuMHaeTcsl 3aHOoBO. I[IpyM KaXaOM 3HAYEHWH CUETYMKA MPOUTPHIBACTCS
OIpeIeIEHHAs AHUMALIUSL.

. AlternativeUse() — MeTO/I, OTBEUAIOIINN 3a JUCTAHIIMOHHYIO aTaky. Co3maercs
projectile u HampaBiseTCS B CTOPOHY MPOTHBHUKA U3 COOTBETCTBYIOIIETO
BoxCollision.

. SetSimpleFightAbilityZone() — w™eToa, B KOTOPOM ONpPEAECISACTCS 30HA
HaHECeHHUs OOBIYHBIX y/IapoB. Bei3biBaeTcs u paboTaeT ¢ moMotibio Blueprints.

. SetProjectileSpawnZone() — MeTo/1, B KOTOPOM OIPEIECIACTCA 30HA CO3IaHUS
projectile. Ber3biBaercs u pabotaet ¢ momortisio Blueprints.

. GetAttackSeriesAnimationNumber() — MeTOl TOJIydyeHHUs TEKYIIEr0 HOMEpPA
Cepuu yaapoB.

. SetCurrentWeaponComponent() — MeTOJi, B KOTOPOM Ha3HA4aeTCsl TEKYIee

OpyXKHe.
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3.1.3 Opyxmue

3a WCTOJIb30BaHWE M XpaHEHHE HH(pOpMaIuu 00 OpPYKUH OTBEYACT
ki1acc UWeaponComponent.

[Tepeunciaum metoast knacca UWeaponComponent:
1. BeginPlay() — meTon, BEI3BIBAIOIINICS TP MHULIUAITU3ALUN UTPHI.
2. TickComponent() — MeTOA, KOTOPHIN BBI3BIBACTCS KAXKbIN (Dpeiim.
B HéM mpoBepsroTcs, Kakue ObUIM Ha)XXaThl KHOIKH, BO3MOYKHO JIH
aTaKoBaTh, HAXOJIUTCS JIK MEPCOHAXK B IEECTIOCOOHOM COCTOSIHUM.
3. GetAttackMontagelnPlace() — wMeron, oTBedaromuii 3a
0COOYI0 aHMMAIIMIO aTaKu C OPYKHEM, KOTJIa MEPCOHAX CTOUT Ha
MecTe
4. GetAttackMontageRootMotion() — MeToa, OTBEYalONIUHA 3a
0CO0YI0 aHMMAIIHIO aTaKu C OPY)KHUEM, KOTJIa IIePCOHaX HAXOIUTCS

B IBM)KCHHU.

3.1.4 To140K CHJIOBBIM MOJIEM

3a WCMONB30BAaHUE TIEPCOHAXKEM CTHOCOOHOCTH «CHIIOBOM TOTYOKY

otBeuaeT kiacc UPushAbilityComponent.

[Tepeuncoum metoas! kiacca UPushAbilityComponent:

1. BeginPlay() — meTo/, BBI3BIBAIOIIUICS TTPYU UHUITUAIU3ALMN UTPHI.

2. TickComponent() — MeTOd, KOTOPBIN BBI3BIBACTCS KaXKIbIH (Dpeiim.
B HEM mnpoBepsrOTCs, Kakve ObLIM HaXKaThl KHOMKH, BO3MOXHO JIU
aTaKoBaTh, HAXOJIUTCS JIU MIEPCOHAXK B JICECTIOCOOHOM COCTOSTHUM.

3. Push() — MeTOx, KOTOPBIN OTTAIIKUBAET OT UTPOKA BCEX, KTO MOMaJ
B 30HY JICUCTBUS CIIOCOOHOCTH.

4. SetPushZone() - MeToZ, B KOTOPOM OMNpPEACIsAETCS 30HA ICHCTBUSA
crocobHocTH. Bri3biBaeTcss u pabotaer ¢ momompbio Blueprints,

M300paKEHHOTO HA PUCYHKE O.
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"/ set Push Zone

P

Target

Component

Gravity Ability Trigger

-

Push Component

Pucynok 6 — Blueprints metoga SetPushZone
[lepeuncnmm 3HaYCHUS HOJIOB:
1. Gravity Ability Trigger Zone — onpeaenset 30Hy AeiictBus BoxCollision
JUTST CIIOCOOHOCTH.

2. Push Component — cceuika Ha komnoneHT PushAbilityComponent.

3.1.5 Cnoco0HOCTH ynipaBjieHUsl TpaBUTALIUEH

3a  CIOCOOHOCTH  yIpaBJICHHMs ~ TpaBUTallMEl  OTBEYaeT  KJacc

UGravityUpComponent.

[Tepeuncnum metonbl kinacca UGravityUpComponent:

1. BeginPlay() — wmeToa, BBI3BIBAIONIMHCA MNpPH WHULHUAIA3ALNU
UTPBL.
2. TickComponent() — MeTOJ, KOTOPBIM BBI3BIBACTCS KaXKIbIN

¢dpetim. B HEM mpoBepsroTCs, Kakue OBbUIM HaKaThl KHOIIKH,
BO3MOKHO JIM aTaKOBaTh, HAXOAUTCS JIU MEPCOHAXK B JIEECTIOCOOHOM

COCTOSHHMU.

3. Use() — MeToH, OTBEYANONIMH 3a HCIIOJIb30BaHHE CIOCOOHOCTH
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yIpaBiieHUs TpaButanye. OH OTKJIIOYAET TpaBUTAIMIO MPOTUBHUKA
Y TIOJHUMAET €T0 B BO3AYX.

4. AlternativeUse() — MeToJ, OTBEYamOIIMN 3a BKJIHOYCHMS
IpaBUTALIMH, IIPU €T0 UCIIOIb30BAaHUN MPOTUBHHUK OBETCS O 3EMJII0 U
MOJTy4aeT ypoH.

5. GravityDown() - metoj, koTophiii BeI3biBacTcs B Use() u uepe3
HEKOTOPOE BpEeMs BO3BpAIlla€T TPABUTALMIO MPOTUBHUKY 0€3
HaHECEHUs ypOHa.

6. SetGravityAbilityZone - MeTo, B KOTOPOM OIpEAEIsAeTCS 30Ha
NENUCTBUSL CIIOCOOHOCTH. BrI3bIBaeTcs M paboTaeT ¢ IOMOIIBIO

Blueprints.

3.1.6 AHuUManus EPCOHANKA

AHI/IMaI_[I/II/I JJI IepcoHaxxa 3a4ar0TCA qcepes3 KJ1accC

UPlayerAnimlInstance u nepeaaroTcsi 00bEKTY MEpCOHAXKA.

UPlayerAnimInstance 1o03BOJsI€T OpraHU30BaTh W MOAJEPKUBAThH
HAaOOp aHUMalMil M acCOLMATUBHBIX TPaAH3aKUMU I IEepCOHa¥a WU
obwekTa. Ha pucynke 7 mpencraBieHo okHo aammatopa Unreal Engine 4 ¢

JIAArpaMMOM COCTOSIHUM € MEPEX0IaMu ISl IEPCOHAXA.
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Pucynok 7 — JluarpamMmma COCTOSIHUM C ITEPEXOIaAMHU
IUISL TIEPCOHAXKA
B nanHoM cxeme TmpencTaBi€Hbl 7/ BO3MOXHBIX COCTOSIHUM aHUMAIUH
nepcoHaxa u 10 mpaBui1 nepexoia Mex a1y HUMH. [lepednciinm 3Tu COCTOSTHUS:
1. Idle/Run — cocTosiHue epcoHa)xa, B KOTOPOE OH MOIMaJaeT cpaszy Mocie
TOYKHA Bxoza Entry. B 3aBUCMMOCTHM OT CKOPOCTH MEPEABUKECHUS, OH
MOKET NPUHUMATh CICIYIONIME aHUMALIUU:

a. Crout Ha MecTe - cKopocTh 0;
b. Ilemras xoar6a - ckopocTth 90;
c. ber - ckopoctb 375.

3nauenus ckopoctu Oepercs B Mmeronme NativeUpdateAnimation kiacca
UPlayerAnimlInstance.
2. JumpStart — cocTosiHUE, B KOTOpoe MOkHO Tomacth u3 Idle/Run, mpu
YCIIOBUH, YTO TMEPCOHAX HAXOAWTCA B BO3AyXe. B maHHOM cocTOsSHUU
IpOUTpBIBaeTCS aHUMalus noianpsiruBanus. IlpoBepka npoBoauTcs B

metoje NativeUpdateAnimation kiacca UPlayerAnimlInstance.

3. JumpLoop — coctosiHME, B KOTOPOE MOKHO monacTh u3 JumpStart, mpu

YCIO0BHUH, 4YTO IIpCcAblayliasa aHUMalus 3aBCPHICHA Ha 90%. B JaHHOM
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COCTOSTHUM MPOUTPHIBACTCS aHUMALMS TAPEHUS B BO3AYXE.

. JumpEnd — cocrosiHue, B KOTOpOo€ MOXKHO nomnacts u3 JumpLoop, npu
YCIIOBUH, YTO MEPCOHAXK BCTal HA 3€MJII0 M HE HAaXOJUTCS B BO3IyXeE.
Ecmm ammmarmms JumpEnd 3aBepmiena Oomee, dwem Ha 90%, TO
npoucxoaut nepexon B Idle/Run. B naHHOM cOCTOSIHUM TPOUTPBIBAETCA

aHuManus IprUu3CcMICHUA.

. Dash — coctosiame, B KOTOpoe MOkHO momacth u3 Idle/Run. B manHOM
COCTOSIHUM TIPOUTPHIBACTCS aHUMAalUig CHOCOOHOCTH «PBIBOK» TIpH

YCJIO0BHH, YTO UI'POK HCIIOJIB30BAJI JdaHHYIO CIIOCOOHOCTb.

. Shinigami — cocrostare, B kotopoe MoxkHO monacTh u3 Idle/Run, mpu
YCIIOBUH, YTO MEII NPOTUBHUKA «CMEPTh C KOCON» CONPUKOCHYJIOCH C
MEIIeM TMOAKOHTPOJIBHOTO TepcoHaXka. B JaHHOM  COCTOSHUU
MOJIKOHTPOJBHBIA TEPCOHAX JHUIIEH BO3MOXKHOCTH TEPEIBUTATHCS U
IIOCTENIEHHO TEPSieT OYKU 3710pOBbs. i1 TOro 4TtoObl BBINTHU U3 3TOrO

COCTOAHMS UTPOK noikeH npoutu QTE.

. Paralysis — cocrosHue, B KOTOpPO€ MOMAAAIOT, €CIU NEPCOHAK
napajiu3oBaH. B [TaHHOM COCTOSHMM TOJKOHTPOJIBHBIA IEPCOHAXK HE

HNMCCT BO3MOXHOCTH IBHUI'aTbCA OHpCI[GJIéHHOC BpCM:.

3.1.7 ba3oBbie MEXaHUKHU NEPCOHANKA
3a HacTpoilky u  pa0oTy 0a30BbIX MEXaHUK OTBEYACT

UCharacterComponent. [lepeunciamm MeTOIBI 3TOTO KJ1acca:

KJIaccC

BeginPlay() - meTon, B kKoTopoM co3aaércst nHTepdeiic A1 mepcoHaxa.

TickComponent() - meTon, B KOTOPOM IPOUCXOIAUT IMOKAJIPOBOE

HC MOJKCT ABHUI'aTbC, TO 3ICCHh HAKIAAbIBACTC 9TOT 3aIIPCT.

OOHOBJICHHE ITOJIOCOK CTpaxa, 310pOBbid U CMCPTHU. B ClIy4dac, CCJIH IICPCOHAXK

QTESuccecfull() - meron, otBewarommii 3a QTE B 6oprbe co

IMPOTHUBOIIOJIOKHOC OT UT'POKA PaCCTOAHUC.
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4. SetCanMove() - MeTon, B KOTOPOM 3aJa€Tcs CTAaTyC MEPEMEUICHUS

HIepCOHaXa.

3. UpdateShinigami() - MeToa, OTCICKHUBAIOIIUN HalaJeHUEe U
CONPUKOCHOBEHHUE Tena CMEPTH ¢ KOCOU € TEJIOM ITOAKOHTPOJIBHOTO UTPOKY

MEePCOHAXKA.

6. ClearShinigami() - MeTol, KOTOpPBIA  OTYMINAET  CIIUCOK

NPUKPEIUIEHHBIX CMEPTEN C KOCOM.

7. Paralysis() - MeTon, oTBeHaromMii 3a Mapajiud MEPCOHaXa.

Hasnadaercs TaliMep U 10 €ro OKOHYaHWH BhI3bIBaeTcs Meto ParalysisEnd().
8. ParalisysEnd() - meTo/, oTBeUarouii 3a OKOHYaHUE Mapainya.

9. DeadProgress() - meron, OTBEUYAOIIWN 332 YMEHBIICHUWE 3HAYCHUSA
310poBbs B cekyHay. [1o dopmyne - health = health - (100.f - (timeToDeath -

(shinigamies.Num() * ShinigamiPower)) / percent);
a) health - Texymmii mporpecc cmeprtu;
b) timeToDeath - Bpemsi mo okoHYaHUU KOTOPOTO MEPCOHAXK TOTUOHET;
¢) shinigamies.Num() - KOJIM4€CTBO IPOTHBHHUKOB,;
d) ShinigamiPower - cuia npoTUBHUKOB;
e) percent - Bpems, 4epe3 KoTopoe rnepcoHax moruouer / 100;

B sTom xe MCTOAC IIPOBCPACTCA KOJIMUCCTBO 3O0POBLA IICPCOHANKA, U

ecim 0HO poBHO 0, TO BBI3BIBaeTCs MeTo Dead().
10. Dead() - meTon, rubenu nepconaxa. [lepe3anyckaer ypoBeHb.

11. MovementSlowingDown() - wmeTOn, OTBeHarOUM 3a CHUKECHUE

CKOpPOCTH IICPCOHAKA.

12.  MovementSlowingDownTemporary() - MeToa, oOTBeyarOnui 3a

CHIDKEHHE CKOPOCTH TIEPCOHAXKA Ha ONPENIECIIEHHOE BPEMSL.
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13. MovementNormalization() - MeToA, BO3BpallAKOIIMI CKOPOCTh B

HOpMY.

14.  ShinigamiQTE - meron, orBevaromuii 3a QTE cocTaBisionyo BO

BpPEMsI CPAKEHUS C IPOTUBHUKOM “CMEPTH C KOCON .

15. Dash() - meToa, OTBEUAIOIINI 32 UCIOJIF30BAaHHUE CIIOCOOHOCTH PHIBOK.
Bo Bpemsi uCHonb30BaHUs 3alyCKAETCSd HA3HAYCHHAs aHUMAalMs U IO €€

OKOHYaHUHU BbI3bIBaeTcs MeTox DashEnd().

16. DashEnd() - wmeron, oTBevamolMii 3a OKOHYAHHE JACHCTBHS

CIIOCOOHOCTH PHIBOK.

17.  SetCurrentAbility() - meTon, oTBeHaromMii 3a Ha3HAYECHUE TEKYLIEH

CITOCOOHOCTH.

18. GetCurrentAbility() - MeToa, oTBeUarOUIMM 3a MOIyYEHUE HTaHHOU

CIIOCOOHOCTH.

19. GetCharacterUI() - MmeTo, OoTBeUaronuii 3a mnojaydyeHue uHrepdeiica

MEPCOHAXKA.

20. GetCanMove() - MeTO/, OTBEYAIOIINI 3a MOJy4YEeHUE BO3MOXKHOCTHU

ABHUI'aTbCAl.

21. GetParalysis() - MeToa, OTBEUAKOMIMN 3a TMOJYYEHHUE COCTOSHUSA

napaju3aly.

22. GetDashStatus() - MmeTO1, OTBEUAONIMH 3a OJIYYEHHUE CTaTyca PhIBKA.

B 3TOM cOCTOSIHMM UTPOK HEYS3BUM.

23.  SetOwner() - MeTOJA, OTBEUAOIIMH 3a Ha3HAYCHHUE XO3SIMHA-

IepCcoHaxa KOMIIOHCHTA.

24.  GetOwner() - METO/I, OTBEUAIOIIIMH 32 MMOJTYUYECHUE XO35IMHA-TIEPCOHAKA

KOMIIOHCHTA.

25.  GetDarkWorldStatus() - MeTo, OTBEUAIOIINI 32 OJIyYEHUE CTATYCA,
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B TCMHOM MHPC JIM HAXOOUTCA IICPCOHANK. 3Hauenue True - Jda, 3HAa4YCHHC

false - HeT

26. CurrentPicturePartCountlnrement() - B  JaHHOM  METOJE

MIPOUCXOIUT CYMMHPOBAHUE MOIYYEHHBIX YACTEN Na3a.

27. TransferCountlncrement() - B JaHHOM METOJAEC MPOUCXOIUT

IIpOBEpKa Ha TO, KaKOe KOJMIECTBO YacTeH masiia coOpaHo.
28.  SetHealth() - MmeTo/, OTBEUAIOIINI 32 HA3HAYEHUE TEKYIIETO 310POBbS
29.  GetHealth() - MmeToa, oTBeHaronMii 3a NOJIYYEHUE TEKYILIETO 30POBbS

30. GetRepulsionForce() - MmeToa, oTBeHaroOmuii 3a MOTYyUYECHUE TON CHIIBI,

¢ KoTopoil ortankuBaercss CMepTh C KOCOiA.

31. SetParticleSystem() - MeTOJ, OTBEUAIOIINII 32 HA3HAUYCHHE CUCTEMBbI

yactull. Pabotaer ¢ momorisio Blueprints.

Kak MoxHO OBUIO 3aMETHTh, B pPa3pabOTKe TMEpPCOHa)Xa YacTo
ucrnoiib3oBanachk cuctema Blueprints. Blueprints — 3To Bu3yanbHasi, HooBast
cUCTeMa MporpaMMUpoBaHus, kotopas ucnoiszyercs B Unreal Engine 4. C
MOMOIIIBIO COCTABJICHHS JIOTHYECKUX OJOKOB HOJOB, MPOTPAMMYy MOYKHO

«coOpaTh» Kak U3 KoHCTpyKTopa [10].

B nanHoli paboTe OHa TaKXe MCIOJIb30BaNaCh ISl YIIPOIIEHUS PaOOTHI

" CBA3W MCKAY KOAOM U BCTPOCHHBIMU BO3MOKXHOCTAMU ABUIKKA (pI/IC 8)
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I I Set Gravity Ability Zone
/" Set Simple Fight Ability Zone _f Set Projectile Spawn Zone

.7 ./. 07

& Event BeginPlay /
»

“ Fightasilry

f Set Push Zone

o

Pucynok 8 — Blueprints 30HbI A€iCTBUS CITOCOOHOCTEN

B IIaHHOﬁ cxeme 0003HaYECHBI 5 HOIOB, OIIPCACIIAIOIINX 30HY IIGﬁCTBPIH BCCX

CIIOCOOHOCTEN U CUCTEMBI YaCTHIL.

28



3.2 IIpoTUBHUKH

[IpOTUBHUK — CYHIHOCTH, OOJIaIalOIIU€e ONPENEIEHHBIM OBEJACHHUEM,

KOTOpbIe OYAYT MEIIaTh UTPOKY TIPU MPOXOKICHUH UTPHI.

3.2.1 O0mas cTpyKTypa 00beKTA-NMPOTUBHUKA

Ha PHUCYHKC 9 IpCaACTaBJICHA AuarpamMma KjiaCCoB 0a3oBoro IIPOTHUBHHUKA.

-stanTime : float
-inPushedTime : float

-GravityUpHeight : float

+animinstanceBP : TSubclassOf<UAniminstance>
-maxPunchCount : int

~currentPunchCount : int

+OnDied : FOnDied

-owner : Acharacter

-playerComponent : UCharacterComponent
~canMove : bool

gravity - bool
-staned : bool
-gravityUpHeight : float +collisionBox : UBoxComponent i

- UEnemyC: «interfacen
+CanMove(can  bool) : void [ i UAci i el v
+SetDamage (damage:int) : void +playerDetectionForShoot: bool :g:{gﬁ‘;‘"j“e ) d::‘%';xﬁ'f’vm 4
+GravityUp(_gravity : bool) : void it i o Ug( it 9500”‘. g,
+Stan : void +spearf 1t USp: y t isth e ’
+OnPushed : void +bossDashComponent : UBossDashEnemyAbilityComponent 6 e s
+OnPushedTick : void +currentAbility : EEnemyAbility .
#BeginPlay : void +playerDetection : bool
+TickComponent(DeltaTime : float, +playerDetectionForShoot : bool
TickType : ELevelTick, ThisTi : FActorC unct : void -baseSpeed : float

| +SetGravity(gravityStatus : bool) : void

+SetStanStatus(stanStatus : bool) : void +CollisionBoxHit(HitComp: UPrimitiveComponent,

OtherActor : AActor, OtherComp : UPrimitiveComponent,

: UCharacterC: ) : void e ek T
+GetCanMove : bool jormallmpulse : FVector, Hit : FHitResult) : voi :
+G:(G?:vltty)\{eboo?° +OnC: omp : UPrimitiveC +AlSightRadius : float
+GetStanStatus : bool OtherActor : AActor, OtherComp : UPrimitiveComponent, +AlSightAge : float
etPlayer : UCharacterC Of int32, bool, p i ) : void +AlLoseSightRadius : float
- +0nC mp : UPrimitiveC OtherActor : AActor, +AIFieldOfView : float !
OtherComp : UPrimitiveComponent, OtherBodylndex : int32) : void +SightConfig : UAISenseConfig_Sight
#BeginPlay : void +attackDistance : float
+Tick(DeltaTime : float) : void -playerDetected : bool
+CanMove(can : bool) : void -owner : AEnemyClerk
+SetDamage : void -detectedPlayer : AActor
+GravityUp : void Cl :UBehaviorTreeC:
ASpewnel p +Stan : void ClerkBehaviorTree:UBehaviorTree
P TYp B SpanErTYRE-oRaNnTyies ESpIATE.COURt Nt +OnPushed : void ClerkBlackBoard:UBlackboadC: t
:ssawrﬁ;mi ':‘oalR Time : float +OnPawnDetected(DetectedPawns : TArray<AActor>) : void
Fefiein ool ehainRespenin e s o s aunbtecs
: TSubclassOf < e +OnPossess(pawn : APawn) : void
S +
-inviserBP : TSubclassOf<AEnemylnviser> Tick(DeltaSeconds : float) : void !

+clerkBP : TSubclassOf<AEnemyClerk>
-dementorBP : TSubclassOf<AEnemyDementor>
BP : TSubclassOf ‘'ombie:
-NPCClerkBP : TSubclassOf<ANPCClerk>
-NPCClerkCurrentDialogue : TArray<FText>
+triggerBox : UBoxComponent
: bool

+TriggerBoxOnO! omp : UPrimitiveCt
OtherActor : Aactor, OtherComp : UPrimitiveComponent, OtherBodyIndex : int32,
bFromSweep : bool, SweepResult : FHitResult) : void

+TriggerBoxOnO omp : UPrimitiveC t,
OtherActor : Aactor, OtherComp : UPrimitiveComponent, OtherBodylndex : int32) : void
#BeginPlay : void

+Tick(DeltaTime : float) : void

+SetTexture(texture : UTexture2D) : void

-Spawn : void

-ChainTimerStart : void

-ChainSpawn : void

Pucynoxk 9 — nuarpamma KiaccoB, CBSI3aHHBIX C POTUBHUKAMU
[ToBeneHre MPOTHBHUKOB PEATM30BAHO C MOMOIIBI0 KOHTPOJUIEpa U ApeBa
noBefeHus. [Ipu ompenenéHHBIX YCIOBHUSX NPOTUBHHUK JOJDKEH IMEPEXOJIUTh B
CJIeIyIollee COCTOSIHUE, U JOJIKHA IIPOUTPHIBATHCS] COOTBETCTBYIOIIASI AaHUMAIIHS.
Ponw koHTpOiepa BemomHseT kiace AEnemyClercController. B ero momsx
CO3/AI0TCA U ONPEJIETSIOTCS TaKUE apaMeTPhl KakK:
1. PaccrosiHre, Ha KOTOPOM IPOTUBHHUK MOXKET YBUIETh UTPOKA;
. Bpewmsi, uepe3 koTopoe IPOTUBHHK NIEPECTAHET HHTEPECOBATHCS UTPOKOM;

2
3.  PaccrosHue, Ha KOTOPOM IPOTHBHUK OTCTAET OT UTPOKa;
4

. VYron 0030pa IPOTHBHHKA,;
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5. Krnacc-koHTelHep it XpaHeHUsI BBILIETIEPEUUCICHHBIX MTapaMeTPOB.

3a moBeneHme mepcoHaxka oTBedaeT BehaviorTree (/IpeBo moBemeHus).
Behavior Tree — 3TO OpueHTHPOBaHHBIN AIMKIMYECKUN T'pad, y3IaMu KOTOPOTO
SBJISIIOTCSI BO3MOKHbIEC BapuaHThI oBeaeHust U [11].

Ha pucynkax 10 u 11 u3o0pakeHbl JepeBbsi MOBEACHUS ISl JABYX THUIIOB
NpPOTUBHUKOB. [IpuBeném onricanue 3TUX AEPEBHEB:
1. Selector - 3amyckaer cBOMX IMOTOMKOB clieBa HampaBo. Eciu oauH MOTOMOK
MpEYCHeN, TO BBINOJHEHHE MEPEXOJNUT K CIEAYIOUIEMY 10 T€X MOp, MOKAa BCE HE
CTaHyT yCHEITHBIMHU.
2. Sequence — TO Ke camoe, 9To U Selector, HO B €r0 OCHOBY MOYKHO 3aJIOKHTh
HEKOTOpPBIE MpPEABAPUTEIBHBIE ICHUCTBUS MEPE] 3aIlyCKOM CIIeAyomuX HogoB. Ha
pucynkax wuzo0paxkeHo nerictBue Cooldown, koTtopoe ompeaenser BpeMms
OKHJIaHUS MKy ITUKJIaMHU.
3. PlayerDetected Al Task - 3amanume gns MU: ecnu urpok oOHapy>KeH, TO
3aIlIOMUHAETCS €r0 MECTOIOJIOXKEHUE.
4. Move to - IBUKEHHE K 3alICAHHOMY MECTOIOJIOKEHHIO UTPOKA.
5. Spittle Al Task - Hauaso crienUanTbHON aTaKW KHCIOTOM.
6. Bone Spear Up Al Task - Hagasio ceruanbHOM aTaKu KOTILEM.

EAVHCTBEHHBIM OTIMYMEM SBISIETCS THUIl aTakd, KOTOpyl OyaeT

HCIIO0JIBb30BAaTh IPOTHBHUK.
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. ROOT

AcidClerkBlackboardData

'

]

[ A
m, Selector

!

= Cooldown

Selector

i lock for 2.0s after execution and return Failed (@

i SetCanAttack

Sequence

@ 4 &
=¢ Player Detected Al Task <=+ Move To =y¢ Spittle Al Task

PlayerDetectedAlTask MoveTao: TargetLocation SpittleAlTask

Pucynok 10 — npeBo noBeneHnss IPOTUBHUKA, aTAKYIOIIETO KUCIOTON

I ROOT

BoneSpearClerkBlackboardData

l o

e
' Selector

Selector

= Cooldown

Cooldown: lock for 5.0s after execution and return Failed (@)

il Sequence

Sequence

i

=¢ Player Detected Al Task ® . 5
PlayerDetectedAlTask «= Move To =¢ Bone spear up Al Task
MoveTo: TargetLocation BoneSpearUpAlTask

PI/ICYHOK 11— APCBO IMOBCACHUS ITIPOTUBHUKA, ATAKYIOIICT'O KOIIBAMUA
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Ha pucynke 12 n300paxeHo NOBEIEHUS TPETHEr0 TUIA POTUBHUKOB:
1. Selector - 3amyckaeT CBOMX MOTOMKOB cii€Ba HampaBo. Eciu oauH MOTOMOK
IIPEYCIIEN, TO BBIIIOJIHEHHE IEPEXOJUT K CIEAYIOIIEMY 0 Te€X IOp, IOKa BCE
CTaHyT YCHEUIHbIMH;
2. Sequence — TO XKe camoe, 4To U Selector, HO B €ro OCHOBY MOXHO 3aJIOKHTh
HEKOTOpBIE MpPEABApUTENbHBIE ACHCTBUS NEPEN 3aIlyCKOM CIEAYIOINX HOIOB. B
JAHHOM MPUMEPE OHU OTCYTCTBYIOT;
3. Spear Rain Task - npoTuBHMK OJHUMAETCS B BO3/IyX U TOTOBUTHCS K aTaKe;
4. Spear Rain Task - npoTUBHUK HaUMHAET aTaKOBaTh UTPOKA KOIBIMU C HEOA;
5. Spear Rain Stop - crmyckaercs Ha 3eMJIIo;
Wait - oxxuanue nepej ciaenyromnei aTaku.

¥ ROOT

Spe inClerkBlackboardData

@
E¢ Spear rain start Al Task = .
SpearRainStartAlTask =« Spear rain fire Al Task = .
SpearRainFireAlTask =« Spear rain stop Al Task
SpearRainStopAlTask

®
@

Pucynox 12 — npeBo noBe/ieHus MPOTUBHUKA, TPU3BIBAIOIIETO KOTIhS C HEOA
Ha pucynke 13 nzo0paeHo noBe/IcHUE YeTBEPTOro TUIA TPOTUBHUKOB:
1. Selector - 3amyckaeT CBOMX MOTOMKOB ciieBa HampaBo. Eciu oauH MOTOMOK
Ipeycries, TO BBIMIOJIHEHHE TMEPEXOJIUT K CIEAYIoIIeMy JI0 TeX IOp, MOKa BCe
CTaHyT YCIEITHBIMH,
2. Sequence — TO ke camoe, 4To U Selector, HO B €ro OCHOBY MO’KHO 3aJI0KHTh

HCKOTOPLIC IIPCABAPUTCIIBHBIC HGﬁCTBHH nepea 3alyCKoM CICAYIOINX HOOAOB. Ha

32



pucyHkax wu3o0pakeHo aeiictBue Cooldown, KOTOpbIE OIPENEISIOT BpeMs
OKUJaHHS MKy ITUKIIAMU;

3. BossDashStart - Hauano aTaku MPOTHBHUKA,;

4. BlackBoardBasedCondition - mpoBepka Ha TO, OCTAaHOBWJICS JIK TPOTUBHUK HIIA
HET,

BossDashStop - okoHuanue aTtaku.

. ROOT

DashClerkBlackboardData

g
m, Selector

Selector

= Cooldown
Coolc er execution and return Failed @
In Sequence

Sequence

e

[ Blackboard Based Condition
Blackboard: § Set ®
i Sequence
& Sequence
Boss dash start Al Task

shStartAlTask l
6

Boss dash stop Al Task ]
1}

L

PI/ICYHOK 13— APCBO IMMOBCACHUS IIPOTUBHUKA, UCITIOJIB3YIOIMICTO PBIBKU OJIA ATaKU
HpOTI/IBHI/IK SIBJIIETCSI 0a30BBIM M MOXKET MMETH JIFO00€ U3 ITHX tIeTBIpéX

APCB ITIOBCACHHUA.

Takxke Kax bl IPOTUBHUK UMEET 4 OCHOBHBIX COCTaBJISIOIINX:
1. k1acc-000JI0UKa;
2. KOHTpOJUIEp/Kilacc, KOTOPBIM 3a71aéT JpeBa MOBEACHUS;

3. KOMIIOHEHT TPOTHUBHHUKA, KOTOPBI ONHUCHIBAET 0a30BYI0 JIOTHKY H

XapaKTCPHUCTHUKU IIPOTUBHUKA,

4. uatepdeiic, KOTOPHI OTBEYaeT 3a HWACHTU(DHUKAIIMIO MPOTUBHUKA APYTUMHU
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00BbEKTAMM.

Bcem npoTHBHUKAM MPUCYILM HEKOTOpbIE 001IMe YepThl. B maHHOM ciydae

y KaXKJI0M CYyIIIHOCTH UMEETCS:

® KOJIMYECTBO YAAPOB, KOTOPHIE MOKET MOJIYUYUTh TPOTUBHUK;
® COCTOSHUE IPaBUTAlINU;

® KOJMYECTBO YJIapOB, KOTOPBIE OCTAIOCH MOJYUYHUTh 10 CMEPTH;
® aHMMAlIUU;

® [I0JBEPKEHHOCTh CIIOCOOHOCTSAM YIPABJICHUS T'PABUTALUHU U TOIYKY
CUJIOBBIM TIOJIEM.

3a peain3anunro CYIITHOCTH IIPOTUBHHKA OTBCYACT KJIaccC

UEnemyComponent. [lepedncinm €ero OCHOBHbIE METOIbI:

1.
2.

CanMove() — MeTO/1, UCTIONIb3YEMBIi JIJISI CIOCOOHOCTH JIBUTAThCS.

GravityUp() — MeToJl, ONUCHIBAIOIIMI JIOTUKY OTKJIIOYEHUS] TpaBUTALMH JIJIs

BCCX ITPOTUBHHUKOB.

. Stan() — MCTOM, OHI/ICBIBaIOHII/Iﬁ HJIs1 BCCX IIPOTUBHUKOB JIOTHKY CTaHa.

. Unstaned — wMeron, ONUWCHIBAIONIMU JUISI BCEX MPOTUBHUKOB JIOTHKY

IPCKpaICHUA CTaHaA.

. SetDamage() — MeToA, ONKCHIBAKOIIMK JJIsI BCEX MNPOTUBHUKOB JIOTHUKY

IIOJIyYEHHUSI YPOHS

. OnPushed() — wmerTon, onwuceBarOUX JUISI BCEX IPOTUBHUKOB JIOTHKY

IMOBECACHUA HAa TOTYOK CHUIJIOBBIM ITIOJICM.

. OnPushedTick() — MeTO, ONTMCHIBAIOIINI JIOTUKY TOTO, KAK TPOTUBHUK BCTAET

1ocJie crrocoOHOCTH «TOTUOK CHIIOBBIM IOJIEMY.

. BeginPlay() - MmeTo, B koTopoM co3niaércs uurepdeinc st mepcoHaxa.

. TickComponent() - MeTOJ, B KOTOPOM IPOUCXOJUT IOKAAPOBAsI MPOBEPKA

’)KU3HCHHBIX ITOKa3aTeIeu IIPOTHUBHHUKA.

10. SetGravity() — MeToz, KOTOPbIY IPUHUMAET 3HAUYCHHE CTaTyca rPaBUTAIUU.
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11. SetStanStatus() — MmeToA, KOTOPBIII IPUHUMAET 3HAYEHUE CTATyCa CTaHA.

12. SetPlayerComponent() — B 3ToM MeTO/ie IepeaéTcs CChIJIKA Ha UTPOKA.

13. GetCanMove() — METOJ, TOTy4Y€HHUS BO3MOKHOCTH XOJUTb..

14. GetStanStatus() — MeTO/I, TOJIy4eHHUs cTaTyca CTaHa.
15. GetCurrentPunchCount() = — MeToA, KOTOPBIM MOJCYUTHIBAET CKOJIBKO

YaapoB OCTAJIOCh HAHCCTH 10 CMCPTH.

16. GetPlayerComponent() — MeTOJl, B KOTOPOM IPOMCXOAMUT IMOJIyYEHUE

KOMIIOHCHTA UI'POKaA.

3a T0, yTOOBI OOBEKTHI MOTJIM OTJIMYATh APYT ApPYyra, oTBeyaeT UHTepQeic.
3anauy uHTepdeiica 6epet Ha ceds [Enemy. Hanuune untepdeiica o0s3arenbHO
JUI KaKJOro IMPOTHBHMKA. Takke Bce, KTO MMEIT uHTep(deiic, o0s3aTeabHO

JOJKHBI 00ECIICYUTh pean3aluio S METOI0B:
1. CanMove()
2. SetDamage()
3. GravityUp()
4. Stan()

5. OnPushed()

I[J'I?I TOT'O YTOOBI HUI'POK MOTI' CTAJIKUBATBHCA C ITPOTUBHHUKAMU N CPAKATHCA C
HHMHK Ha YPOBHC, HCO6XOI[I/IMO PacCTaBJTh CIICOHUAJIBHBIC TOYKH CIIayHa

IPOTUBHUKOB. 3a 3TO OTBeUaeT Kinacc ASpawner.
Onuuiem ero MeTobl:

1. BeginPlay() - B 3aBHCMMOCTH OT TOr0 KakOM THII CIlayHa yKa3aH, JTaHHBINU

MeTO paboTaeT 1Mo ONpeeIEHHOMY CIIEHAPUIO:

a) OnuH pa3 mpu cTapte ypoBHs. B TakoMm citydaeT BeI3bIBaeTCa MeTo ] Spawn()

OJIMH pa3 IMpHu MHUIHUAIN3alINH;
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b)Ilo  tpurrepy. Ecmu  BbeIOpaH  3TOT  THUIN ~ cOayHa,  Torjaa
TriggerBoxOnOverLapBegin CTAHOBUTCS 00paboTunKoM coOBITHS
OnComponentBeginOverlap, (T.e Korma HWrpok MEpPCOHAX COMPUKACACTCS C

triggerBox) u BbI3bIBaeTCs MeTo Spawn();

c) [lo Bpemenu - cmayH pa3 B Kakoe-TO Bpemsi. Mbl 3amyckaem TauMep,

KaX/IbI mepruo] BpeMeHH OyAeT BbI3bIBAaTHCS MeTo1 Spawn().

2. OnComponentBeginOverlap - MmeTo cOOBITHS COMPUKOCHOBEHUS 00bEKTa

u triggerBox.
3. Spawn() - MeTO MPOBEPKH HA TO, KAKOK THUIA 00BEKTA OyIET CIIayHUTHCSI.

a) CmayH KOHKpPETHOTO MpPOTUBHHUKA, KOTOpbIA Obul BbIOpaH. [IpoTMBHUKH
MOTYT CHAyHHUTbCS CTOJBKO pa3, CKOJILKO ObUIO HazHaueHO. [IpOTHMBHUKY MOXKHO
Ha3HAYUTh CIAyH IO LENu, T.€ MOoCiIe CMEPTH OJHOI0, 4epe3 KaKoe-TO BpeMs
CIIAYHUTBHCS CHEAYIOIMN NpoTUBHUK. CHayH MO LENu MPOUCXOIUT B METOJE

ChainSpawn().

b) HIIC, cmnocobHble Ha auanor, CHayHSATCS €IMHOBPEMEHHO TOJBKO pa3 3a

3arpy3Ky YpOBHSL.

4. ChainSpawn() - peasi3yer cnayH 1o Uenu
5. ChainTimeStart() — MeToa, ycTaHaBIMBAIOIIUM BpeMsl JJis LIEMOYHOTO
criayHa.

3.2.2 bocc

B koHue ypoBHs Urpoka mojpkuaaet (uHanpHOE ucnbiTaHue - boce. boce
IPECTaBIsIeT COOOW KOMIMJISIIMIO BCEX BO3MOJXKHBIX THIIOB MPOTUBHUKOB B
onHoM. bonbinas yacTe cocrosHuM ObUIM omucaHbl Ha pucyHkax 10 — 13.
['TaBHBIMHA  OTJIMYMTEIBHBIMU UYE€pPTAMU TOBEJACHUS SIBJISAECTCS [IBA COCTOSIHUS,

MpEACTABICHHBIX HA pUCYHKax 14 — 15.
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(-] Blackboard Based Condition

Blackboard: Finishing is1s Set a3

ue Sequence

Sequence

34 35
=« Hope Finishing Al Task «= Move To

HopeFinizhingAlTask Moy Targetlocation

Pucynok 14 — CoctosiHue MrHOBEHHOTO YOUICTBAa UTPOKA.
1. BlackBoard Based Condition - mnpezacrtaBiser coOoi TpOBEpKYy Ha TO,

3aKOHYMJIACH JIM IKaJIa CTpaxa y Urpoka.

2. Hope Finishing Al Task - 6occ yBenuunuBaeT cBOI CKOPOCTb /10 MAKCUMAIbHBIX

3HAYEHHUU U Napajn3yeT UTPoKa.

3. Move to - 6occ ABUTAETCS K UTPOKY U YOUBAET €ro.

() Blackboard Based Condition
Blackboard: Transformation is Iz Set

Y Sequence

Sequence

ﬁ.
=« Hope Duplicate Al Task

HopeDuplicateA| Task

Pucynox 15 — mybmukar 6occa
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HpI/I CHHIKCHHUHU KOJIMYCCTBA OYKOB 30POBbA 0 Ol'IpCI[GJ'IéHHOI‘O 3Ha4YeHUs 0occC:

1. Hope Duplicate Al Task - co3maér cBoro Komuro W mepeaaéT KOHTPOJIEPY

MH(}OpMAIKIO O TOM, YTO TEMEPh OH YIPABIISIET Cpa3y ABYMsI 0ObEKTaMHU.

2. Wait - o)xuzague 10 BO30OHOBJIEHUS IEUCTBUIA.

3.3 /luasioroBasi cucrema

B Urpc pcajni3oBaHa CHCTCMa OHUAJIOI'OB.

HernocpeacTBeHHOe obmenne wmexay HIIC,

Ona mnpejacraBisieT cobou

CIIOCOOHBEIMM Ha JOHajior, |

IICPCOHAKCM HUI'POKA. Pa3pa60TaHa C OCJIIbIO O3HAKOMIICHHA HUI'POKAa C CHOKCTOM

KoMIlbloTepHOU Urpbl. Ha pucynke 16 m3zoOpaxkena auarpamma kiaccoB HIIC,

CITOCOOHOTO HA UAJIOT.

USpeakerComponent
-Phrases : TArray<FText>

ASpawner

-spawnerType : ESpawnerType

-spawnType : ESpawn

-Count : int-spawnTime : float

-chain : bool-chainRespawnTime : float
-spawnCollisionMethod : ESpawnActorCollisionHandlingMethod
-shinigamiBP : TSubclassOf<AEnemyShinigami>
-inviserBP : TSubclassOf<AEnemylnviser>
+clerkBP : TSubclassOf<AEnemyClerk>
-dementorBP : TSubclassOf<AEnemyDementor>
-zombieBP : TSubclassOf<AEnemyZombie>
-NPCClerkBP : TSubclassOf<ANPCClerk>
-NPCClerkCurrentDialogue : TArray<FText>
+triggerBox : UBoxComponent

-spawnBegin : bool

#BeginPlay : void

+Tick(DeltaTime : float) : void fe
SerPhrases(newPhrases:TArray<FText>):void
GetPhrases(): TArray<FText>

ANPCClerk
+speakerComponent : USpeakerComponent

#BeginPlay : void

+TriggerBoxOnOverlapBegin(OverlappedComp : UPrimitiveComponent,
OtherActor : Aactor, OtherComp : UPrimitiveComponent,
OtherBodylIndex : int32, bFromSweep : bool, SweepResult : FHitResult) : void
+TriggerBoxOnOverlapEnd(OverlappedComp : UPrimitiveComponent,
OtherActor : Aactor, OtherComp : UPrimitiveComponent,
OtherBodylIndex : int32) : void

#BeginPlay : void

+Tick(DeltaTime : float) : void

+SetTexture(texture : UTexture2D) : void

-Spawn : void

-ChainTimerStart : void

-ChainSpawn : void

+Tick(DeltaTime : float) : void

«interface»
ISpeaker

ASideScrollerCharacter

UNPCClercUl

+Canvas : UCanvasPanel
+DialogueBorder : UBorder
+DialogueName : UTextBlock
+DialogueText : UTextBlock
+DialogueNextButton : UButton
-currentDialogue : TArray<FText>
-player: ACharacter-clickCounter: int

+SideViewCameraComponent : UCameraComponent
+CameraBoom : USpringArmComponent
+CharacterGeneral : UCharacterComponent
+FightAbility : USimpleFightAbilityComponent
+GravityAbility : UGravityAbilityComponent
+PushComponent : UPushAbilityComponent
WeaponZone:UBoxComponent

-foreverX : float

+BaseTurnRate:float
+BaselLookUpRate:float
+dialogueTriggerBox:UBoxComponent
+dialogueUIBP:TSubClassof<UNPCClercUI>
-dialogueUl:UNPCClercUl

#NativePreConstruct : void

#NativeConstruct : void
+SetCurrentPlayer(currentPlayer: ACharacter) : void
+DialogueNext_ButtonClick : void
+SetCurrentDialogue(dialogue : TArray<FText>) : void

#BeginPlay : void
#Tick(DeltaSeconds : float) : void
#MoveRight(Val : float) : void
#MoveForward(Val : float) : void
#0OnJump : void

#0OnStopJumping : void
#ChooseFirstAbility : void
#ChooseSecondAbility : void
#ChooseThirdAbility : void
#ChooseFourthAbility : void
#UseAbilityLeftMouseButton : void
#UseAbilityRightMouseButton : void
#Dash : void

#Push : void
#SetupPlayerinputComponent : void
#ShinigamiQTE : void
+GetSideViewCameraComponent : UCameraComponent
+GetCameraBoom : USpringArmComponent
+DialogueBegin:void
+DialogueEnd:void
+GetNPCDialogueUI:UNPCClercUl

Pucynok 16 — JIluarpaMmma K1accoB JUajJOTOBOW CHUCTEMBI

3a KU3HCACATCIbHOCTD BceH HH&HOFOBOﬁ CUCTCMBI B IICPBYIO OYCPCIb

otBevaet untepdetic [Speaker n xmacc USpeakerComponent.
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[Speaker - mpencraBisger coboit MHTEpPEIC, KOTOPHIA OMPENEsieT THUIIbI
00BEKTOB CIIOCOOHBIX Ha pasroBop. Bce, kTo ob6magaroT maHHBIM HHTEphEHcoM,
MMEIOT BO3MOKHOCTh BXOJIUTh B JIUAJIOT.

USpeakerComponent - mpeacTaBisieT co0OM Kiacc, KOTOPBIH OmpenesseT
COJIEPKUMOE JTHAJIOTA.

ANPCClerk - Knacc-o60oouka

ba3oBbIil mepcoHax, cOCOOHBIM Ha AMANOT, UMEET BCE TPU KOMITOHEHTA:
uHTeppelic, kiaacc-000104Ka, KOMIIOHEHT JUANIOTa.

3a otobpaxenue auanora orBedaeT kiacc UNPCClercUIl: on peammsyer
HEMOCPEJICTBEHHBIN BBIBOJ TEKCTAa Ha 3KpaH. OH COAEPXKUT MaHeIb JUaIoroBOro
OKHA, UMsSI MEPCOHAXA, C KOTOPHIM MbI BEAEM [HAJIOT, caM TEKCT aHUajiora U
KHOIIKY, IEPEBOSIIYIO HA CIEAYIOUIYIO CTAIUIO Pa3roBopa.

Onucanue METOIOB:

1. SetCurrentPlayer() - MeToq Ha3Ha4YE€HUS] UTPOKA, KOTOPHIA MHULIUHPOBAI
MEPCOHAXK.
2. DialogueNext ButtonClick() - 06paboTunk coOBITHS Ha)KaTUs HAa KHOIIKH

nponycka nquanora. C oqHON CTpaHUIbl JUAJIOTra IPOUCXOJUT MEPEXO Ha APYTYIO.
3. NativePreConstract() — MeTo/, ONUCHIBAIOIINI TPOPUCOBKY JTHATIOTOBOTO

OKHa 10 pa3roBopa

4. NativeConstruct() — METOM, ONUCHIBAIOIINANA IPOPUCOBKY THAJIOra BO BPEMS
pasrosopa.
S. SetCurrentDialogue() - meTon HazHaueHHs Tekyuiero auainora. IIpu ero

BBI30BE BHICBEUMBACTCS MEepBas CTPAHUIIA JUATIOTA.

ASpawn - cmocobeH crnayHuTh, KpoMmMe MNpOTHUBHUKOB, MHUpHBIX HIIC
CIOCOOHBIX Ha AWaior. JlMamoru 3aroTaBIMBAIOTCS U PACIIPEACTSIOTCS 3apaHee B
JTAHHOM KJIacce.

JIroboi1  pazroBop uHULMHpPYET Wrpok. Ilpm Haxatum knaBumm F
3aITyCKaeTCs IMajJoroBOe OKHO, B CIIydae eCciii B 00JIacTH AEMCTBUS €CTh KTO-TTH0O,
CrOCOOHBIM Ha nauanmor. 3a 3To oTBevaroT Meroabl DialogueBegin() kiacca

ASideScrollerCharacter. CTpouku auanora nponucbeiBaeTcs 3apanee kak 1t HIIC,
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TaK U JJIs1 HOJKOHTPOJIbHOTO nepcoHaxa u xpanutcs B USpeakerComponent.

[Ipm HaxkaTMMm Ha KHOMNKY TMPOMyCKa AWajiora cpabaTbiBacT COOBITHE
DialogueNext ButtjnClick kmacca UNPCClercUI, mnocne uero Ha 3KpaH
BBIBOIUTCS caeayromas crpoka. Ilyrem obmenus ¢ HIIC u uyteHus amanoros,
UIpoK OyneT MOCTENEHHO Y3HaBaTh OOJbIIE O MPOUCXOASAIIUX COOBITHUSX U
yIIyOJIsIThCS B IOBECTBOBAHUE.

Ha pucynkax 17 - 18 nzo0pakeHbl mpuMepbl AUAaora.

061
bl4Hble yOoapbl 0...npueer.

Pucynoxk 17 — npumep paboThl 11aIOTOBOTO OKHA

O6bIyHBIE yAaphI

-
7
%t

nPMMH Mou coBonesHoBaHus...

Pucynoxk 18 — nmpumep paboThl 1UaIOTOBOTO OKHA
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4 TémubIi MUP

Oco0as nokanus, B KOTOPYIO UTPOK MOXKET MOMACTh B CIy4yae, €Clid NepBbIi
pa3 Bcrpewaer mnpotuBHHMKa Jyx. Ilpu oOHapyxkenunm wurpoka, [lyx Ha
MAaKCUMAJIBHOW CKOPOCTH CONPHUKACAETCS C HUM U MEPEHOCUT €T0 B TEMHBIA MUP,
r7ie He00X0AUMO cOOpaTh Ma3il U3 3 YacTei, s TOro YTOObl BEPHYTHCS 0OpATHO.
Bcé Bpemst mpeOpiBaHusl B TEMHOM MHUpE UTPOK MoisrydaeT ypoH. Ha pucynke 19

I/I306pa)KCHa AuarpamMma KjiaCCoB IICPCMCIICHUS B TEMHBIN MHUD.

ADeadZone
+deadZoneZone:UBoxComponent
-player:ACharacter
-component:UCharacterComponent
-pictureShow:bool
-currentScene:ASceneScriptActor
-damagePerSecond:float

AE D

#BeginPlay():void
-TimeToDeathTimerTick():void
+Tick(DeltaSeconds : float) : void
+SetCharacter(character:ACharacter):void
+CharacterLeaveDeadZone():void
+SetPictureShow(show:bool):void

+inspireBox : UBoxComponent

+moveSphereZone : USphereComponent
+attackSphereZone : USphereComponent
+enemyGeneralComponent : UEnemyComponent
+shootComponent: UShootComponent

-playerDetection : bool

-detectionForlnspire : bool-playerDetectionForShoot : bool
-playerTransferred : bool

A ScriptAct -baseSpeed : float
{ -SceneManager:ASceneManager -CurrentScene:AScriptActor
AS Manager #BeginPlay():void +Shoot : void+CollisionBoxHit(HitComp: UPrimitiveComponent, OtherActor : AActor,
-player:ACharacter +GetSceneManager:SceneManager OtherComp : UPrimitiveComponent, Normallmpulse : FVector, Hit : FHitResult) : void
-deadZone:Actor +OnlnspireBoxOverlapBegin(OverlappedComp : UPrimitiveComponent,
-pictureKitN1:TArray<UTexture2D> OtherActor : AActor, OtherComp : UPrimitiveComponent,
-p@ctureK@tNZ:TArray<UTextureZD> OtherBodyIndex : int32, bFromSweep : bool, SweepResult : FHitResult) : void
-pictureKitN3:TArray<UTexture2D> +OnMoveSphereOverlapBegin(OverlappedComp : UPrimitiveComponent,

-pictureKitN4:TArray<UTexture2D>
-pictureKitN5: TArray<UTexture2D>
-picurePartBP:TSubclassOf<APicturePart> 1
-currentPicturePartsPositions: TArray<FVector>
-beforeTeleportPosition:FVector
-component:UCharacterComponent
-teleportToDarkWorldPosition:FVector

OtherActor : AActor,0OtherComp : UPrimitiveComponent,

OtherBodyIndex : int32, bFromSweep : bool, SweepResult : FHitResult) : void
+OnMoveSphereOverlapEnd(OverlappedComp : UPrimitiveComponent,
OtherActor : AActor, OtherComp : UPrimitiveComponent,

OtherBodyIndex : int32) : void
+OnAttackSphereOverlapBegin(OverlappedComp : UPrimitiveComponent,
OtherActor : AActor, OtherComp : UPrimitiveComponent,

APicturePart
+Mesh:UStaticMeshComponent
+TriggerBox:UBoxComponent
+Light:UPointLightComponent
-currentTexture:UTexture2D
-currentScene:ALevelScriptActor

-picturePartPositions: Trray<FVector> #BeginPlay():void OtherBodylIndex : int32, bFromSweep : bool,
+Tick(DeltaSeconds : float) : void SweepResult : FHitResult) : void

+TeleportinDarkWorld():void +TriggerBoxOnOverlapBegin(OverlappedComp : #BeginPlay : void

+TeleportFromDarkWorld():void UPrimitiveComponent, OtherActor : Aactor, OtherComp : +Tick(DeltaTime : float) : void+CanMove(can : bool) : void

-SpawnPictureParts():void UPrimitiveComponent, OtherBodyIndex : +SetDamage : void

#BeginPlay():void int32, bFromSweep : bool, SweepResult : FHitResult) : void +GravityUp : void

+Tick(DeltaSeconds : float) : void +SetTexure(texture:Utexture2D):void +Stan : void

+GetDeadZone():AActor s s

Pucynoxk 19 — nnarpamma kinaccoB peanusaiu TEMHOTO MUpa

[lepemenienne B JApyrom Mup ocyuiecTsisieT npotuBHUK Jlyx. Ilpu
CTOJIKHOBeHMHM  inspireBox Jlyxa ¢  HUIpOKOM  TPOUCXOIUT  COOBITHE
OnComponentBeginOverlap(), KOTOpOE obpabaTtbIBaeTCs METOJIOM
OnlInspireBoxOverlapBegin(). B atom Metone uaer obpamenne k SetCharacter()
kimacca ADeadZone. B mpomecce paboter SetCharacter() BBI3BIBAaCTCS METO
TeleportinDarkWorld() kmacca ASceneManager. Taxxke B SetCharacter()
zamyckaercsi TimeToDeathTimerTick, B koTopoM y Urpoka Ha4YMHAET
©KECEKYH/JTHO YMEHBIIAThCA KOJMYECTBO 310poBhi. Ilo 3aBepmieHHro padoThI
merona TeleportinDarkWorld() wurpok TtenenopTupyercs B TEMHBIH MUp Ha

ONpENENCHHYI0  KOoOpAMHATy. B 3TOT MOMEHT  3amycKaeTcsi  METOJ
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SpawnPictureParts kmacca ASceneManager. B HeM BbIOupaeTcst CiydailHbIM
KOMIUICKT, XpaHsAui B ce0e 3 KapTUHKHU, KOTOPBIE SIBJIAIOTCA KyCOUKaMHU Mas3fa, u
3aTeM pa3MellaeT UX Ha JOoKaIluu TeMHOro mupa. Ecnu mepconaxk cobeper Bce 3
KapTUHKH, TO  BbBBBIBaloTcs  MmeTonmbl  TeleportFromDarkWorld() u
CharacterLeaveDeadZone(), mocie 4yero Urpok MepecTaHeT TepsATh 3J0POBLE U

BCPHCTCA Ha IMPCABIAYIIYIO JIOKAIHIO.
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SAK/TIOYEHHUE

B PE3yIIbTaTC HpOI[eJIaHHOP'I pa6OTBI CIIPOCKTHPOBAHO UI'POBOC IIPHUIIOKCHUC

B xaupe 3D miardopmep u peanmzoBan npototur Ha Unreal Engine 4, cocrosmuit

UX JIByX FOTOBBIX YPOBHEM.

Pemensl Bce mocTaBiICHHbBIC 3aJa4m.

CIIPOEKTUPOBAHA MEXAHUKA MEPEIBUKEHU;

CIIPOEKTUPOBAaHA 00OEBasi CUCTEMA U CIIELUATIbHBIE YMEHUS [IEPCOHAXKEM;
CIPOEKTHUPOBAHBI IPOTUBHUKHU U UX OCOOBIE YMEHUS;

CIIPOEKTUPOBAHO NOBEJAECHUE IPOTUBHHUKOB;

CIPOEKTUPOBAHA JUAJIOT0Bask CUCTEMA;

pean30BaH MPOTOTHUII MPHUIIOKECHUS.

JlanpHeWIne MepCrneKTUBbI Pa3BUTHSI UTPHI:

ynyumienue WU  TmpOoTUBHUKOB MyTEM JOOABICHHS HOBBIX
COCTOSIHMM U MOJU(UKAIIHN CTaphIX;

nobapiieHHe yHHKaldbHBIX 3D Mopened g yJIydilleHUS

BU3yaJIbHOM COCTaBJISAIOLICH.
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10.

11.

CIIUCOK UCHTIOJIB3OBAHHBIX UCTOYHUKOB 1
JIMTEPATYPbBI

Little Nighmare [Dnexkrponnsiii pecypc] — Onexrpon. Jlan. — Pexxum goctyna:
http://littlenightmares.softclub.ru/, cBoGoaHBIH.

Inside [DnexTpoHHBII pecypc] — OnekTpoH. gaH. — Pexum pgocryma:
https://playdead.com/games/inside/, cBOOOTHBIM.

Pole [Onextponnbiii pecypc] — OneKkTpoH. JgaH. — Pexum 1octyma:
https://iuvenisstudios.com/, cBOOOIHBI.

Crash Bandicoot [DmekTpoHHBIH pecypc]| — DIeKTpoH. AaH. — Pexum gocryna:
https://www.crashbandicoot.com/, cBoOOOIHBIH.

Little Nighmare [DmekTpoHHBIHI pecypc] — DIeKTpoH. naH. — PexuM gocryma:
https://ru.wikipedia.org/wiki/Little Nightmares, cBoOoTHBII

Unreal Engine 4 [DnekTpoHHbIN pecypc] — DAEKTpoH. 1aH. — Pexum goctyma:
https://ru.wikipedia.org/wiki/Unreal Engine, cBoO0oaHBIN

Joxymenrarus o Unreal Engine 4 [DneKTpoHHBIN pecypc] — DIEKTPOH. JIaH.
— Pexum pocryna: https://docs.unrealengine.com/4.26/en-US/, cBOOOTHBI.
Visual Studio 2019 [OnektpoHHBIA pecypc] — DJEKTpoH. naH. — Pexum
nocryna: https://visualstudio.microsoft.com/ru/vs/, cBOOOHBIA.

Bacumntok @. E. Ilepexuts rope // O dyenoBedueckoM B yesnoBeke / moj pen. U.
T. ®pomoBa. — M.: Ilomutmsmar, 1991. — C. 230—247. — URL:
http://psychlib.ru/inc/absid.php?absid=158548.

Blueprints [OnexTponHblii pecypc] — OnekTpoH. naH. — Pexxum mocryna:
https://it-cube48.ru/archives/18002, cBOGOIHBIH.

Behavior Tree [DnexTponHbiil pecypc| — DnekTpoH. naH. — Pexxum pocrtyma:

https://it-cube48.ru/archives/18002, cBoOOIHBII
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