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BBEJAEHUE

CoBpeMeHHbBIE MIPOBBIE MPOEKTHI BCE Yallle CTPOATCS HE TOJBKO BOKPYT
BHU3yaJIbHOM YaCTH, HO ¥ BOKPYT OHATHOI'O UTPOBOT0 LIUKJIA, KOTOPBIA yAIEPKUBAET
BHUMaHHE Toyb3oBaTens. Jlaxke HeOoNblIoN y4eOHbIH MPOEKT CTaHOBUTCS
3HAQUYUTENBHO HWHTEpPECHEE, €CIM B HEM €CThb LEeNb, NPOrpecc, Harpajga u
BO3MOXKHOCTh yJy4dliaTh nepcoHaxa. JlummoMusiil npoekt «C++ RPG FARMER
MOCBSIIEH pa3paboTke TaKOW UTPOBOl cucTeMbl Ha 6a3ze Unreal Engine 5 u s3bika
C++.

Pa3pabaTbiBaeMasi urpa OTHOCHUTCS K jKaHpY HeOoibiioro RPG-mnpoekTa ¢
JIEeMEHTaMH JT0ObIYM pecypcoB. Wrpok ymopaBisieT MEePCOHAXKEM, KOTOPBIN
NEPEMEIIACTCs 10 UTPOBOU KapTe, NOObIBAET pyay KHUPKOM, CIEAUT 3a 3amacoMm
CTaMHHBI, IPOJAET PECYPChl TOPTOBILY, ITOKYIIAET 3€/bs U IIOCTEIIEHHO YCWINBAET
XapaKTEPUCTUKHU MEPCOHAXka. 3a CYET 3TOr0 POPMUPYETCSI OCHOBHOM LIUKII: JOOBIYA
pecypcoB, TOProBJIs, IIOJIy4YEHUE ONbITA U IIPOKAYKA.

AKTyanbHOCTBh IPOEKTA 3aKJIKOYAETCSd B TOM, YTO OH ITO3BOJIIET IOKAa3aTh
IIPaKTUYECKOE TMPUMEHEHHE OOBEKTHO-OPUEHTUPOBAHHOIO IPOTrPaMMHUPOBAHUS,
UTPOBBIX  MOJICUCTEM, IOJb30BATEIIbCKOIO  HMHTEpdeiica, coxpaHeHUH U
B3aMMOJICHCTBUS C UTPOBBIM MUPOM. B NMpOEKTE NCIIOIB3YIOTCS KIACCHI IEPCOHAXKA,
KoHTpoJuiepa, HUD, ToproBua, pyJHbIX 0OOBEKTOB, MOJICUCTEMbI pabOUnX 3aKa30B
u JSON-coxpanenuii. Takoil HAOOp KOMIIOHEHTOB IEMOHCTPUPYET HE OTAEIbHYIO
J1a00paTOPHYIO PadOTY, a CBSI3aHHYIO UTPOBYIO ITPOTPaAMMY.

[enpro AUNIIIOMHOTO MPOEKTA SIBISIETCS CO3AaHUE UrpoBoi cucteMbl RPG
FARM, B KOTOpO} MOJIb30BATENb MOXKET YIPABJISATH IEPCOHAKEM, 100BIBATH PYAY,
B3aMMOJICHCTBOBATH C TOPTOBLIEM, BBINOIHATh MUHU-33JaHUs, IPOXOAUTDH paboune
CMEHBI 110 3aKa3aM U COXpaHATh nporpecc. IIpoekT Takxke T0IKeH UMETh TOHATHBIN
uHTEpdeic, 4TOObl UTPOK BUJEN KOJUYECTBO PY/Ibl, 30JI0Ta, 3€JIUi, YPOBEHbD, OIIbIT,

CTaMHUHY U aKTUBHBIC LCJIN.



B xonme pa3paboTku ocoboe BHHUMaHHE YACNSAJIOCH TOMY, YTOOBI MIPOBBIC
MEXaHHKH OBUTH CBSI3aHBI MEXIY co00i. J[oObr4a pyabl maét pecypchl U OIIBIT,
pecypchl MOXHO IMPOAATh, 30JI0TO MOXKHO MOTPATUThH HA 3€JIbsl, OIBIT IMOBBIIIACT
YPOBEHb, YPOBEHb NAET OYKHU YIYUIICHUH, a YIyUYIICHUS JENA0T JadbHEHIIyFO
no60bay ynoonee. Ilocie pacmmpeHust mpoekTa Jo0OaBieHa cUCTeMa pPadovnX
3aKa30B, OJaroaps KOTOPO UTPOBOH MPOIIECC MOTyYaeT Oosee YETKYIO CTPYKTYPY

U 11e71b BHYTPHU Kaka0i cmeHbl. O6mmmit Bug npoekta C++ RPG FARMER



1. IOCTAHOBKA 3AJJAYNA

[lepen nauanom pa3paboTku ObUTa TOCTaBICHA 3ajadya CO3/AaTh Y4YCOHBIN
urpoBoi npoekt Ha C++ c ucnonszoBanueMm Unreal Engine 5. IIpoekT nomxeH
JEMOHCTPUPOBaTh 0a30Bbl€ MPUHLMUIBI Pa3paOOTKU UIPHL: CO3JAAHHUE HUIPOBOIO
nepcoHaxa, oOpabOTKy BBOJa, NEpeMEUIEHHE IO KapTe, paboTy Kamepsbl,
B3aMMOJEHCTBHE C OOBEKTaMU MHpa, OTOOpaxkeHHe UHTep(delica U COXpaHEHUe
JTAHHBIX.

OcHoBHas urpoBas 3ajlada 3aKJI0YaeTcsd B CO3JaHUM LMKJIA «IoOb4a ->
poJaxa -> npokadka». OCHOBHON UTPOBOM LMK POEKTA

Wrpok 10y1KeH UIMETh BO3MOKHOCTh HAXOAUTh PYJIHBIE 3aJI€K1, HAHOCUTD 110
HUM YpOH KHUPKOW, MOJIydaTh pyJy MOCJIE pa3pylieHuss oOBbeKTa, IpoAaBaTh
JNOOBITBIE pPECYpChbl TOPIOBLY M HCIOIb30BaTh 3apabOTaHHBIE CpPEACTBA IS
JATbHEHNIIEro pa3BUTHUS IEPCOHAKA.

JIOMOJIHUTENBHOM 3a7aueil SBJISETCS pacIliupeHe MPOCTOr0 LUKIA JOOBIYH
CUCTEMOM 1eneid. /{11 3Toro B MpoeKT BBOJASATCS MUHH-33aHUsl U paboyue 3aKasbl.
MuHu-3a1aHisg  MTOMOTalT HWIPOKY BHJETh OOMH mporpecc Mo 0a30BbIM
NeicTBUsAM, a pabouue 3aka3bl 3aJal0T 1IeJb Ha KOHKPETHYIO HIPOBYIO CMEHY.
Takoit moaXxo/ 1eaeT UrpoBoH mpoliecc 60Jiee MOHATHBIM U MOTUBUPYET UTPOKA HE
IIPOCTO MEPEMEILATHCA 110 KapTe, a BHIITOIHATh KOHKPETHBIE YCIOBHUS.

B npoekre He0OX0AMMO peann30BaTh CUCTEMY CTaMHHBI. [lepcoHax nomkeH
MMETh OIPaHUYEHHBIN 3aMac SHEPTUU JIJISl CIPUHTA, a IPU OKOHYaHUU CTAMUHBI HE
JOJDKEH TPOJOJDKATh YCKOpEHHOe JABMkeHue. [Ipm »TOM cramMMHa JOJDKHA
BOCCTAaHABIIMBATBCS CO BPEMEHEM, a WrPOK JIOJDKEH HMETh BO3MOXKHOCTh
UCIIOJIb30BATh 3€JIbs1 17151 OBICTPOTO BOCCTAHOBJICHHUS 3araca YHEPrHH.

Taxoxe TpeOyeTcs peaan3oBaTh cUCTEMY poKayku. Irpok mosryyaeT ombIT 3a
MOJIE3HbIE JIEHCTBUS, MOBBIIIAET YPOBEHb, MOTYYAET OYKHU YIYUIICHHUH U MOXKET

TPAaTUTh UX HA YBCIIMYCHHUC MaKCUMaJIbHOM CTaMHUHBI, YPOHA IO PyAC U CKOPOCTHU



nepeaBkeHus. ba3oBblil ypoH HO pyJe ycTaHOBJEH Ha ypoBHe 50 enuHul, a
KQKJ10€ yJIy4lIeHUE YPOHa yBeanyuBaer ero Ha 10 equnun.

OTtnenpHOE TpeOOBAHUE CBSA3aHO C MOJIB30BATENLCKUM UHTEpPeiicoM. rpok
JOJDKEH BHUJETh TEKYLIEE KOJIMYECTBO PYIbl, 30JI0Ta, 3€JIU, YPOBEHb, OIIBIT,
CTAMMHY U MOJCKa3KH B3aUMOJEHCTBUS. B MeHIO may3bl JOKHBI OBITH JOCTYIIHBI
MIPOCMOT) IIEJICH, HACTPOMKH, COPOC TIporpecca, BBIXOA B JIOOOU M BBIXOJ U3 UTPHI.
B HacTpolikax [OJDKHBI TNPUCYTCTBOBaTb 3BYK, YIIpaBleHHE, HUHTepdelc U
BO3MOYKHOCTh M3MEHEHHsI MNpPUBSA30K KiaaBull. CpOKU BBINOJHEHUS IPOEKTa
npuBeAeHsbl B Tadnuie 1.1.

HUtoroBas mnporpamma JoJkKHa OBbITh CTAOWJIBHOM, yIOOHOW 1S
IIOJIB30BATENSI U TOTOBOM K JAJIbHEWIIEMY pa3BUTHIO. APXUTEKTypa MPOEKTa
JOJDKHA 00ecreynBaTh BO3MOYKHOCTH JOOABJICHHUS HOBBIX THIIOB PYJIbl, 3aKa30B,
XapaKTepUCTUK TEpCOHa)ka W DJIEMEHTOB HHTepdelica 0e3 HeoO0XOAUMOCTH

IIOJIHOCTBIO MepepadaThIBATh CYIECTBYIOIMMA KOJ.

Tabmuua 1.1 — Cpoku BBINOJHEHUS MPOEKTA

Ne 3rana CpoK BBINOIHEHUS O0BEM TrOTOBHOCTH KommenTapuit
1 1o 10.02.2026 40% Hau. sramn. pa3pabotku
2 1o 19.03.2026 70% OcHoOB. GyHKIIUN
3 70 21.04.2026 100% 3aBeplleHue
4 10 26.05.2026 - Ucnpasnenue




2. OGOCHOBAHME BbIEOPA A3bIKOB M TEXHOJIOI' M

2.1 C++

OcHOBHBIM $5I3bIKOM pa3paboTku mpoekta «C++ RPG FARMER» BwiOpaH
C++. DTOT A3BIK MOAXOAUT JJIS CO3/aHusl UrpoBor Joruku B Unreal Engine 5,
MIOTOMY YTO TO3BOJISIET ONKCHIBATh MOBEJACHUE MEPCOHAXkKa, OOBEKTOB, controller,
user interface U save system B BUAC IIOHITHOT'O KOJa.

C++ OTHOCUTCA K KOMMOWIMPYEMbIM SI3bIKaM IporpamMmmupoBanusi. llepen
3aIyCKOM HMCXOJHBIA KOJ MpeoOpa3yeTcss B MAIIUHHBIA KOJI, IOATOMY HUIPOBBIC
JIEUCTBUS BBITIOIHSIIOTCS OBICTPO U MPECKA3yEeMO.

B npoekre C++ uncnonb3dyercss Kak OCHOBa apXUTEKTypbl. OH momoraer
pa3lieTuTh UTPOBBIE CUCTEMBI Ha OTJIIETbHBIE KJIACChl U METOJIbI, OJarojgaps 4yemy
KO/ TIPOIIIE€ MPOBEPATH, U3MEHSTh U PACHIUPSTh.

OnHuM U3 TIaBHBIX TpeumyiiectB C++ sBISETCS MOAAECPKKA OOBEKTHO-
OPUEHTHUPOBAHHOTO TMPOTpaMMUpOBaHusA. s Urpel 3T0 yA0OHO, MOTOMY 4YTO
nepcoHax, pyna, ToproBeu, controller HUD w save layer wmoryT OBITh
MPE/ICTABIICHBI KaK OTJCIbHBIC OOBEKTHI.

Knacc AGameplayCharacterBase wucnonb3yetrcss sl OOLIEH JIOTUKHU
UTPOBOTO TiepcoHaxka. B HEM yJq0o0HO XpaHUTh XapaKTEPUCTUKH U JACHCTBUS,
CBSI3aHHBIE C pECypcamu, stamind, ONbITOM U Pa3BUTHEM MEPCOHAXKA.

Knacc AThiefPlayerController oTBewaeT 3a yOpaBIEHHE WIPOKOM H
MEPEKIIFOUEHUE UTPOBBIX COCTOSIHMU. TakoW moaxoJ OTIAENAeT BBOA U MEHIO OT
JIOTUKU CaMOTr0 MEPCOHAXKA.

Knacc APlayerGameHUD otBeuaeT 3a oToOpaxeHue user interface. Uepes
HEro UI'POK BUJIUT PECYPCHL, Stamina, ONbIT, IOJCKa3K1, MEHIO, TOPTOBJIIO U IPYTHe

UTPOBBIE OKHA.



Knacc AOreStoneBase ucnonb3yeTcs A pyAHbIX 00bekTOB. OH MO3BOJIAET
XpaHUTb COCTOSTHUE PY[bl, IPUHUMATh YPOH U BBIJABATh UTPOKY pECypc IMocie
pa3pyIieHust 0ObEKTa.

Knacc ATraderNPC otBewaeT 3a ToproBua. OH HCHOJB3yeTCS KaK TOUYKa
B3aMMOJICUCTBUS, YEPE3 KOTOPYIO UTPOK MOXKET MPOAaBaTh pyy, HOKYNATh 3€Jbsl U
paboTaTh C 3aKa3aMu.

Otnenbuyto posb urpaet UWorkOrderSubsystem. Taxas subsystem ynooHa
JUISL XpaHEHMs 3aKa30B, LEJEH U HarpaJ OTAEIbHO OT KOHKPETHBIX OOBEKTOB Ha
Kapre.

Bre16op C++ 000CcHOBaH ClIeYIOIMMU IPEUMYIIECTBAMHU:

~ BBICOKas MPOU3BOJUTENBHOCTh, (C++ TO3BOJSIET OBICTPO BBINOIHAThH
UTPOBYIO JIOTUKY;

~ KOMOWIALKS B MAIUMHHBIA KOJ, MporpaMma 3apaHee IpeoOpaszyercss B
KOMaH/IbI JIJIsl IPOLIECCODPA;

~ TOJAEpKKAa OOBEKTHO-OPUEHTUPOBAHHOM apXUTEKTYpPbl, MPOEKT MOXKHO
pa3zIeanTh Ha KJIAacChl C pa3HON OTBETCTBEHHOCTHIO;

~ ynob6nas unrerpauus ¢ Unreal Engine 5, A3bIK SBIISAE€TCS HATUBHBIM JIJIS
JIBIKKA,

~ CTporast THIU3alysl, OIIMOKY JIer4ye HaXOAUTh €IlI€ Ha ATane KOMIUISIUY;

~ TOYHOE YIPABJIECHHUE WIPOBOU JIOTUKOM, VYCJIOBUS JCHUCTBUUA MOXKHO
OIKCHIBATH SIBHO;

~ MacmTabMpyeMOCTb, HOBbIE MEXAHMKUM MOKHO J00aBIATH 0€3 MOJIHON
nepepadoTKH MPOEKTa.

Baxxupim mpenmytiectBoM C++ sBIsIETCS BOBMOXKHOCTD CBSI3BIBATH UTPOBBIC
CHUCTeMBbl MeXIy coboil. Hampumep, moOblda pynbl MOXKET H3MEHSTh PECYpCHI
urpoka, 00HOBIATE HUD u BIUSTH Ha POTPECC 3aaHUM.

B npoekTe akTHBHO HCIOJIB3YIOTCS METOJbI KiaccoB. MeToj MOKa3bIBaeT,
KaKoe JIeUCTBUE BBITIOJIHAET 0OBEKT, TOITOMY KOJI CTAHOBHUTCS IIOHATHEE U yI00HEee

AJIs1 COITPOBOXKACHUA.
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C++ Takxe Mo3BOJIAET UCIOJIb30BaTh NepeurcieHns. OHU HyKHbI TaM, [Ie
3HauYEHUE BHIOUpAETCS U3 3apaHee 3aJJaHHOTO HA0Opa, HAITPUMED AJIs YIyUIlEHUH,
MEHIO, LEJIEN WU COCTOSIHUM UTPBI.

OCHOBHBIE TPHUHLMIBI OOBEKTHO-OPUEHTUPOBAHHOIO MPOrPAMMHUPOBAHUS
MPOSIBIISIIOTCS CIEAYIOIIUM 00pa3oM:

~ WHKAaINCYJsAUUs, JaHHbIE U METOAbI 00BEIUHSIOTCS BHYTPU KIIACCOB;

~ HacJelOBaHME, UTPOBBIE KJIACChl CO3/IalI0TCSI HA OCHOBE 0a30BBIX KIIACCOB
Unreal Engine;

- pa3aelneHre OTBETCTBEHHOCTH, KaXKJas CHUCTEMa OTBEYAET 3a CBOKO YacTh
IIPOEKTA;

- TOBTOPHOE HCHOJB30BAHME KOJIa, OOUIYI0 JIOTMKY MOXHO BBI3BIBATH W3
pa3HBIX MECT;

~ pacuMpseMOCThb, HOBbIE MEXaHUKH MOKHO JI0OABJISITH YEPe3 KIIaCChl, METO/IbI
u subsystem.

Hns Unreal Engine s3pik C++ BakeH emé W MOTOMY, 4TO paboTaer ¢
cucreMon otpaxkenus ABmwxkka. Makpocsl UCLASS, UFUNCTION v UPROPERTY
MO3BOJISIIOT JBUYKKY BUJIETh KJIACCHI, PYHKIIUU U TIEPEMEHHBIE.

B npoekre 310 moMoraer cBsi3aTh KOJ ¥ BU3yaJbHBbIE assets. OCHOBHAs JIOTHKa
ocraérca B C++, a MOJenu, aHMMAlMM W OTHEJIbHBIE HACTPOMKH MOTYT
HOJIKJIF0UaThCs uepes3 Blueprint.

C++ Taxxe ynoOeH Mg HACTpOHMKM HUrpoBoro Oaynanca. YuciIoBbIe
napameTpbl, CBSI3aHHBIE C YPOHOM, Stamind, CKOPOCTBbIO, CTOMMOCTBIO 3€JIHA U
OMBITOM, MOYXXHO XPaHUTh U UBMEHSATH B KOJE.

Ocobenno BaxHa poiib C++ B cucreme stamina. Koj mo3BoisieT TOYHO
MPOBEPSATH, KOT/Ia IEPCOHAK YCKOPSAETCS, KOTJla TPATUT SHEPIHUIO U KOTJa TOJIKEH
BEPHYTHCS K OOBITHOMY JIBHYKEHUIO.

Emé omaun mnpumep npumeHeHuss C++ cBa3aH ¢ pabo4yMMM 3aKa3amu.
OTtnenbHas subsystem MO3BOJSET XPAHUTh LEIH, MIPOBEPSITh MPOTPECC U BbIAABATD

Harpajpbl 0e3 cMEIIMBaHuUs 3TOH JIOTUKH C user interface.
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B mpoekte C++ CBs3BIBAET HECKOJBKO YpPOBHEH mporpammel. Ilepconax
BBITIOJTHSIET JAEUCTBUS, controller mpunumaeT BBoJ, HUD oToOpakaeT COCTOSIHUE, a
UTPOBBIE CUCTEMBI MPOBEPSIOT mporpecc. [ns yueObnoro npoekta C++ mose3eH
TE€M, YTO TOKAa3bIBAET pEAJIbHbIE HABBIKM pa3paboTku. B paboTe ucCmnoian3yroTcs
KJIACChI, METO/IbI, TIOJIS, CTPYKTYPBI, YCIOBHUS, COXpaHEHHS U B3aumoaencTeue ¢ APl

nBrkka. OcHoBHBIE CH++ KIlacchl MPOEKTA MPUBEACHBI HA pUCYHKE 2.1.

of 54 projects)
Bl Engine
[E] UES
B3 Games
4 o [%] MyProject
P o0 References

&N External Dependencies

vementComponent. h"

ontroller.h"

kOrderSubsystem.cpp

althBarWidget.cpp
neHUD.cpp
nterWidget.cpp
aBarWidget.cpp

> &ty GameplayCharacterBase.cpp

Cheracter.cpp

erAniminstance.cpp
tcerGameMode.cpp
erGameMode.cpp.bak
Controller.cpp
ThifCatcher.cpp

OreNodesBroken,
OreCollected,
OreSold,
PotionsBought,
PotionsUsed,
PlayerLevel

ThifCatcherSandboxBase.cpp
ublic

ect.Build.cs

1-
5y

@ Mo issues found | &~

Pucynoxk 2.1 - Ocnosnvle C++ knaccol npoekma

Takum o6pazom, C++ BBIOpaH MOTOMY, YTO OH TMOJXOJMT JIJII OCHOBHOM
urpoBoit sioruku B Unreal Engine 5. OH oOecniedyuBaeT MpPOU3BOIUTEIBLHOCTD,
CTPOTYIO CTPYKTYPY, OOBEKTHO-OPHUEHTUPOBAHHBIA TIOAXOA U BO3MOXKHOCTh

I[ElJ'IBHCfIHICFO pa3BUTHA IIPOCKTA.
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2.2 JSON

Jlnia XxpaHeHus: JaHHBIX B poekTe BbIOpan Gopmat JSON. IlonHoe Ha3BaHMe
satoro ¢opmara — JavaScript Object Notation, HO OH HE OTPAHMYUBACTCS S3BIKOM
JavaScript 1 ©ICNIONIB3yETCA B pa3HbIX THUIAX MPOrPaAMM.

Bri6op JSON cBs3aH ¢ TeM, 4TO MPOEKT COJAEPKUT MOCTOSHHBIN Mporpecc.
Urpok noObIBaeT pyiay, MOJy4aeT 30J0TO, MOKYIMAET 3€Jbs, MOBBIIIAET YPOBEHD,
yJIy4IIaeT XapaKTePUCTHUKH, BBINOJHAECT MHHH-33JlaHUSl U TPOXOAUT paboume
CMEHBI.

I'maBHoe mnpeumymiectBo JSON 3akimo4yaeTcs B YWATaeMOCTH. JlaHHbIE
3aMKMCBIBAIOTCS B OOBIYHBIM TEKCTOBBIM (paiii, KOTOPBIA MOMXHO OTKPBITH Yepes3
710001 TEKCTOBBINA PEAAKTOP.

B otinuue ot Ounapubix ¢aiinos, JSON nerko moHsATs BuzyainbHo. Kaxmoe
3HAYEHHUE UMEET Ha3BaHUE, IO3TOMY Pa3padOTUMK MOXKET OBICTPO ONPEAEIIUTD, 3a
YTO OTBEYAECT KOHKPETHAs CTPOKA.

B mpoexre C++ RPG FARMER coxpaHeHHE JaHHBIX CBA3aHO C OTIEIbHBIM
CJIO€M 4YTeHUs U 3anucu ¢aiynoB. Takoi MoaxoHd OTAENSIeT UTPOBbIE JECHCTBUS OT
COXpaHEHUS U 3arpy3Ku JaHHBIX.

Crpykrypa JSON ctpoutcs Ha nmapax Kitoy U 3HaueHue. Kirou o6o3Havaer
Ha3BaHUE MapaMeTpa, a 3HAYEHUE MIOKA3bIBAET COXPAHEHHBIE TaHHBIE.

B nmpoekTte coxpaHAr0TCA pa3Hble TUIIBI JaHHBIX. Llenble uncna ncrnonap3yroTes
JUISL PYIbl, 30JI0Ta, 3€MA U YPOBHS, OPOOHBIE YMCla MOAXOAAT Ul Stamina W
CKOPOCTH, & CTPOKH MOTYT XPaHUTh SI3bIK interface Wi KIaBUIIHU YIIPABJICHUS.

B npoekre yno6HO cOXpaHATh CIAEAYIOIINE TaHHBIE:

~ KOJIMYECTBO JOOBITOH py/Ibl MOKa3bIBAET TEKYIIUN PECypC UTPOKA;
~ KOJMYECTBO 30JI0Ta OTPAXKAET PE3yIbTAT TOPTOBIU U HArpasm;
~ KOJIMYECTBO 3€JUH Stamina COXpaHIET UHBEHTaph PACXOJHUKOB;

~ TeKyIIMH YPOBEHb NEPCOHAXa MOKa3bIBAET OO Mporpecc;
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- TEeKyllee KOJMYECTBO OIbITA IMOKa3bIBAET NPHOIMKEHHE K CIEIYIOLIEMY
YPOBHIO;

~ KOJMYECTBO OYKOB YJyYIIEHU [TOKa3bIBAET IOCTYIIHBIE YCUIICHHUS,

- MakKCUMaJIbHas Stamina XpaHUT yIy4IIEHHOE 3HAYECHUE SHEPIUH;

~ YPOH IO PYJI€ COXpaHSET TEKYIIYIO CHILY yAapa;

~ CKOPOCTb IEPEABMKEHUS XPAHUT PE3YNbTAT YIy4lIIEHUS MOOUIbHOCTH;

~ CTaTUCTHUKA JOOBIYM, TOPTOBJIM U 3€JIMI IOMOTAET OTCICKUBATH 3aaHUSI.

OTtaenbHOE 3HAaUEHHE UMEET COXpaHEHUE HacTpoeK. Irpok MOXKET U3MEHATh
TPOMKOCTb, UYBCTBUTEIHHOCTb YyMpAaBICHUS, S3BIK interface, macmitab MEHIO U
MPUBSI3KU KJIABUIII.

Hactpoiiku takxke yno6Ho xpaHuth B (popmare JSON. OtaenbHbIE MO
MOTYT OTBEYaTh 32 TPOMKOCTb, MY3bIKY, YyBCTBUTEIbHOCTh MBIIIH, KIIABUILU ATaKH,
B3aUMOJICUCTBUS, TOPTOBIIU, IPOKAYKHU U HCIIOJIb30BAHUS 3€1IbSI.

®opmat JSON mnone3eH He TOJIbKO IJIs UTPOKa, HO U 75 pa3padoTurka. Bo
BpEMsl TECTHUPOBAHMSI MOXHO OBICTPO MPOBEPUTH, MPABUIBHO JH H3MEHUIUCH
pPECYPCHI, 30JI0TO, 3€Mbs, OBIT U YPOBEHb.

Takxe JSON nomoraeT npoBepsiTh copoc nporpecca. [Tocne cOpoca pecypcs,
30J10TO, 3€JIbsl, yPOBEHbB, OIIBIT, YJIYUIICHNs, CTATUCTUKA U JaHHBIE 3aKa30B JIOJKHBI
BEPHYTHCS K HAYAJIbHBIM 3HAUCHUSIM.

Baxubpim npeumytiectBoM JSON sBasierca pacmupsieMocts. [Ipu pazsutuun
poeKkTa B (paiil MOXKHO J10OABUTH HOBBIE MOJIS,, HAIPUMEDP PEMyTalXI0, HOBBIE
peCypcChl, 3aBEpIIEHHBIE CMEHBI WJIM JaHHBIEC 3aKa30B.

B mnpoexkte MuHM-3amaHus W pabouMe 3aKazbl HCHOJIB3YIOT CTaTHUCTUKY
JEWCTBUM WMIPOKA. OTH JAaHHBIE IIOMOTAIOT OTCIIEKHUBATh NPOTPECC LENEU U
MOKA3bIBATh BBIMOJHEHHE 3a/1a4.

[IpeumymiectBa popmara JSON 115t MpOEKTA 3aKITIOYAIOTCS B CICTYIOIIEM:

~ YUTaeMoCTb (ailyia mo3BoJsieT ObICTPO MPOBEPSITH COXPAHEHHBIEC 3HAUCHUS,

— HpOoCTad CTPYKTYpPa KIIOY 3HAUYCHHUC ACIaCT JaHHBIC ITOHATHBIMH,
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- TMOJJEP)KKAa Pa3HbIX THUMOB AAHHBIX MO3BOJISIET XPAaHWUTh YHWCIIA, CTPOKH,
JIOTUYECKUE 3HAUEHUS U CIIHUCKU;

~ ya0OCTBO OTJIaJIKM TOMOTAEeT HAXOJIUTh OLIUOKHU B peCypcax, OIbITe, YPOBHE
Y HACTPOMKaX;

~ BO3MOXKHOCTh PaCIIUPEHUS TO3BOJISIET I0OABIISITH HOBBIE MOJISI COXPAHEHUS,;

~ HE3aBUCUMOCTH OT SI3bIKa JejlaeT GopMaTr yaoOHBIM MJIT UTPOBOTO KOJIA U
BHEIIIHUX PEIAaKTOPOB.

[Ipu 3arpy3ke maHHBIX U3 (ailla BaXKHO YYUTHIBATH BO3MOYKHBIC OIIHOKH.
®aitn MOXKET OBITh MOBPEXKACH, YAAIEH WM M3MEHEH BPYYHYIO, ITOATOMY HIpa
JIOJKHA UCTI0JIb30BaTh KOPPEKTHBIE TAHHBIC WIIA 3HAYCHUS 110 YMOJIYAHHUIO.

Takxe  BaXXHO  NPOBEPATh  JOMYCTUMOCTH  YHUCJIOBBIX  3HAYCHHM.
MakcumanbHas stamina, KOJIMYECTBO 30J0Ta U CKOPOCTb MHEPCOHAXKA JOJIKHBI
3arpyskarbcsi B 0€30MacHOM JIMara3oHe.

®opmat JSON XOopomio MOAXOAUT JJisi HEOOJBIIOTO U CPeAHEro oObEéma
JTaHHBIX. B IpoeKTe COXpaHATCs IapaMeTphl IEPCOHAXKA, HACTPOMKH, CTATUCTUKA
U JaHHbIE PabOYMX 3aKa30B.

[Tpumep daiina coxpanenus B popmare JSON npuBenén Ha pucyHke 2.2.

"maxStamina": 100,
"currentStamina": 100,
"zcollectedOreResources": 1,
"collectedGold™: 15,
"stamineFPotionCount": 0O,
"playerLevel™: 2,
"currentExperience": 23,
"experienceToNextLevel™: 150,
"availableUpgradePoints": 0O,
"ocreDamage": &0,
"walkSpeed™: 450,
"sprintSpeed": 700,
"totalOreCollected": 5,
"totalOreSold™: 4,
"totallreNodesBroken": 5,
"totalGoldEarned": O,
"totalPotionsBought™: 1,
"totalPotionsUsed": 1

}
Pucynox 2.2 - [lpumep ¢hatina coxpanenus 6 popmame JSON
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Orpannuenus y JSON Toxe ectb. Tak kak (ailsr SBISIETCS TEKCTOBBIM, €TI0
MO>KHO OTKPBITh U U3MEHUTH BPYYHYIO, HO JUIsl Y4€OHOTO MPOEKTa 3TO MOMOTaeT
IPOBEPSTH COXPaHEHUSI.

Emé omHo orpanmueHue cBsi3aHO C OONBIIMMH OOBEMaMU HaHHBIX. JlJis
OTPOMHOM KapThl, MHOXECTBa OOBEKTOB M CJOKHOTO COCTOSTHUSI MHpPAa MOTYT
notpeboBaThcsi OoJiee ObICTpbIe (opMaThl, HO B JAHHOM MPOEKTE COXPAaHSIOTCS
TOJIbKO KOHKPETHBIE MapaMeTpbl UTPOKA U HACTPOUKH.

Taxum o6pazom, hopmat JSON BeIOpaH MOTOMY, YTO OH ITPOCTOM, YUTACMBIH,
YAOOHBIM 11 OTIAAKU U AocTtaroyHo rudkui. B urpe C++ RPG FARMER ouH
UCIIONIb3YETCSl JJIi COXPAaHEHHUs IpOrpecca, PECypcoB, XApaKTEPUCTUK, 3EJIHH,

HACTPOEK, MUHM-3a/1aHUi U pab04YMX 3aKa30B.

2.3 Unreal Engine 5

B kauectBe ocHOBHOTO game engine nns npoekra C++ RPG FARMER
BbIOpaH Unreal Engine 5. OH NOAXOAUT AJi Pa3paOOTKU TPEXMEPHBIX UTP, TOTOMY
yTOo 00BEeNUHSET level editor, cucTeMy HUIPOBBIX OOBEKTOB, MHCTPYMEHTHI IS
NIepcoHaXeM, animation, MaTepuansl, collision, kamepy, BBOJ U interface.

Unreal Engine 5 ucnonb3yeTcsi HE TOJIBKO KaK BU3YyaJbHBIM pelIakTop, HO U
KaK TOJIHOIIEHHAs cpefia pa3paboTku urpsl. BHyTpr Hero MOKHO co3aaBath levels,
pa3MelaTb OOBEKTHI, MOAKII0YATh MOJEIN, HACTPaUBaTh MaTepUaIIbl U 3aITyCKaTh
MPOEKT JIJIsl IPOBEPKH.

Hnst mpoexkta RPG FARM Baxna mopnepxka cBsizku C++ u Blueprint.
OcHOBHasi JIOTMKa MUIIETCS B KOJE, @ BU3yaJIbHbIE U PEAAKTOPCKUE HACTPOUKH
yI00OHO BBIMOJHSTH Yepe3 assets ABIKKA.

B npoekrte ncnonb3yeTcs pa3felieHHe Ha KapTy MEHIO M UTPOBYIO KapTy.
Kapra NewMap npumensiercss kKak cTapToBas, a kKapta Showcase u3 Habopa

Namagqualand vcnionb3yeTcs A1 IPOBEPKU OCHOBHOTO UTPOBOTO IMKIIA.
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Takoe pasnenenue levels nenaer CTpPyKTypy MOpoeKkTa MOHsATHee. MeHto
OTBEYAET 3a 3aIlyCK UTPhI, a OCHOBHAS KapTa OTBEYAET 3a UTPOBOM IMPOIIECC.

OpnHoil U3 KIIOUYEBBIX BO3MOKHOcTeW Unreal Engine 5 siBiserca cucrema
UTPOBBIX 00BEKTOB. [1ouTH KaxbIil 00bEKT Ha /evel MOXKET ObITh MTPEICTaBICH KaK
Actor, HanipuMep NEPCOHAXK, pyJa, TOPTOBELl, CBET WM UHTEPAKTHUBHAS 30HA.

[lepcoHa)k Wrpoka peanu30BaH 4Yepe3 KIACChl, CBSI3aHHBIE C CHUCTEMOM
Character. Jloruka mnepcoHaxa, controller u HUD paboTaioT BMecTe C
BO3MOXXHOCTSIMU JBUXKKA, IIO3TOMY MPOEKT CTPOUTCS] HE TOJIBKO HA KOJE, HO U Ha
cucremax Unreal Engine.

BaxubiMm npeumytiectBom Unreal Engine 5 sBAs€TCS KOMIIOHEHTHAs
cuctemMa. OOBEKT MOXKET COCTOSATh W3 Mojelu, collision, KaMmepbl U
JIOTIOJIHUTENIBHBIX KOMIIOHEHTOB, TIO3TOMY €T0O MOBEACHUE MPOUIE Pa3AeiiiATh Ha
OTZIEJIbHBIC YACTH.

OcHoBHbie Bo3MOxkHOCTU Unreal Engine 5, BaxXHbi€ 1J1sl TPOEKTA, BKIIOYAOT:

~ TOAJIEPKKY TPEXMEPHBIX [evels, T7ie MOKHO CO3aBaTh KapTy C OKPYKECHUEM
U pabOYrMMH 30HAMU;

- cucreMy oOBEKTOB Actor, KOTOpasi MO3BOJISET pa3MeliaTh HAa KapTe UTPOBbBIE
CYILIHOCTH;

- cucreMy Character, KOTOpas yIpOILIAET CO3JIlaHUE  YIPABISAEMOIO
MEPCOHANKA;

~ KOMITOHEHTHYIO apXUTEKTYpY, KOTOpas paslesieT MoJeNb, collision, kamepy
Y UTPOBBIC DJIEMEHTHI;

- moanepxky C++, Onaromapsi KOTOpPOW OCHOBHAasl JIOTMKAa TMHINETCS B
CTPYKTYpPUPOBAHHOM BU/IE;

- TOAAepXKYy Blueprint, KoTopas TOMOTaeT HacTpauBaTh CBS3H, dassets,
animation U COOBITHS,

- cucremy collision, koTopas HyKHa JUIsl aTakKu PyIbl U B3aUMOJCHCTBHUSI C

00BEKTaAMU;
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~ CHCTeMy animation, KOTOpasi O3BOJISIET MOAKIIOYaTh ABHKEHUE, Oer U yaap
KUPKOM;

- BCTpOEHHBIH level editor, KOTOPBIN MOMOTAeT OBICTPO pa3MellaTh OObEKTHI Ha
KapTe;

~ UHCTPYMEHTHI interface, KOTOPbIE MO3BOJISIIOT OTOOpaXXaTh PECYpChl, Stamina,
ONBIT, MCHIO U HACTPOMKH.

JIns MeXaHMKHA JOOBIYM PYJIbI OCOOCHHO BaKHBI collision W TIpOBEpKa
paccrosinusi. Korja urpok Ha)xumMaeT KHOIIKY aTakd, KOJ OMpeeseT, HaXOAUTCs
JIM pYJHBIA OOBEKT B 30HE y1apa.

Cucrema animation Tak)xe UTPaeT BAKHYIO POJb. Y 1ap KUPKOU BRITJISIAUT KaK
JIefiCTBHUE MEPCOHAXa, a He TOJIBKO KaK M3MEHEHUE uncia B interface.

JUis TpaBUIBHOTO OTOOpPa)KEHUS HMHCTPYMEHTA HCIIOJIb3YETCS MpUBSA3Ka
KHUPKU K socke pyku nnepcoHaxa. biaronapst 3ToMmy Kupka ABUTaeTCs BMECTE C pyKOH
BO BpeMs animation.

OtnenbHOe 3HaueHWE uMeeT pabota ¢ ToproBueM. Unreal Engine 5
M03BOJIAET UCIIOIH30BATh MOJIEIH IEPCOHAXA, TOKIIIOUUTE animation i HACTPOUTD
MOBOPOT B CTOPOHY UT'POKA.

Cucrema /evels 1 peiakTop CIIEHbI IOMOTAIOT OBICTPO MPOBEPSITH U3MEHEHUSI.
Pa3paboTynik MOXKET TOCTaBUTh TOProBIla Ha KapTy, HACTPOUTHh PACCTOSHHUE
B3aMMOJEHCTBUSI, IPOBEPUTH collision 1 cpa3y 3alyCTUTh UTPY.

Interface mpoekTa TakKe CBSI3aH C BO3MOXKHOCTAMHU JABMXKa. B wurpe
0TOOpaXkaroTCsl Pecypchbl, 30JI0TO, 3€Ibsi, YPOBEHB, OIBIT, Stamina, TOJCKa3KH,
TOPIOBJIS, IPOKAYKa, 1ay3a, HACTPOUKU U MUHU-33JaHUSI.

Oco0eHHO BaXHO, UTO interface CBSA3aH C UTPOBBIMU JaHHBIMU. Eciu urpok
N0OBLT pyay, MOTPATHI Stamina WIA TOBBICHII YPOBEHb, JaHHBIE TOJDKHBI Cpaszy
OOHOBHUTBHCS HA DKpPaHE.

B npoexkre RPG FARM wcnonb3yercs UrpoOBOM LUK AOOBIYU, TOPTOBIH U
npokauku. Unreal Engine 5 mOAXOAUT JJIs1 TAKOTO ITUKJIA, TOTOMY YTO OOBEIUHSET

NEPCOHAXKA, UHTEPAKTUBHBIE OOBEKTHI, SKOHOMHUKY, interface u COXpaHEHUs.
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Boi6op Unreal Engine 5 Taxkke 000CHOBaH BO3MOXXHOCTBIO PaCIIHPCHUS
npoekta. B OymaymemM MOXKHO 00aBIISATh HOBBIC BHUIBI PYIbI, WHCTPYMEHTHI,
3a/1aHus, KapThl, 3PQPEKTH U JIEMEHTHI interface.

Jlna yuebHOU paboThl BaxkHO, uT0 Unreal Engine 5 mo3BosiseT moka3aTh HE
TOJILKO KOJI, HO ¥ pe3yJIbTaT B BUJIE UTPOBOH CIIEHBI. DTO JIeJacT MPOSKT MOHSTHEE,
YeM MpocTas KOHCOJIbHAs IporpaMMa Wi Habop (aiios.

Takum oOpa3zoMm, Unreal Engine 5 BbpIOpaH MOTOMY, 4YTO OOBEIUHSET
IPOrpaMMHUPOBAHKE, BU3yalIbHYIO pa3pabO0TKy U TECTHpOBaHUE UTphI. [y mpoekTa
C++ RPG FARMER oH noaXoAUT KaKk OCHOBAa TPEXMEPHOT'O UTPOBOTO MPOEKTA C
C++, Blueprint, assets, animation, collision u interface. IrpoBoii ypoBEeHb IPOEKTa

B penaktope Unreal Engine 5.7 npuBenEH Ha pucyHke 2.3.

Pucynok 2.3 - Heposotui yposensv npoexma 6 pedaxmope Unreal Engine 5.7

2.4 Visual Studio 2022

JIns HanucaHWs W MPOBEPKH NMPOrpamMMHOro kojxa B mpoekre C++ RPG

FARMER wcnonw3yercst cpena paspadbotku Visual Studio 2022. Ona BbiOpaHa
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MOTOMY, YTO XOPOIIIO MOAXOAUT Jyisl paboThl ¢ C++ U MOAACPIKUBACTCS JTBUKKOM
Unreal Engine 5.

Visual Studio 2022 BaxnHa s pa3paOOTKH, MOTOMY 4YTO B HEH YIOOHO
pelakTUpOBaTh OCHOBHBIEC KJacchl MpoekTa. Yepe3 peaakTop MOXKHO OTKPHIBATH
daiinel epcoHaxka, controller, interface, pynpl, TOPTOBIa U JAPYTHX HIPOBBIX
CUCTEM.

B npoextre RPG FARM uepe3 Visual Studio 2022 penakTUpy0TCS OCHOBHBIE
KJIACChl MUTPOBOM JIOTMKHU. DTO TOMOTAaeT BUAETh HE OJWH OTACNbHBIN (ailn, a
OOIIYI0 CTPYKTYpPY HPOTPaMMBbI.

OnnuM u3 raBHBIX npeumytnectB Visual Studio 2022 sasnsercs ynoOHas
paboTta ¢ ommbkamu kommuisiiuu. Ecinu B koe ecTh ommoOKa, cpea moka3bplBaeT
daiin, cTpoKy U OnrcaHue MpoOIeMbl.

Bo Bpems pa3zpaboTku 4acTo HYy»KHO U3MEHUTH OJIUH KJIACC U TIPOBEPUTH, HE
HapyIIWIACh JIU JIpyras 4yacTh npoekta. Visual Studio 2022 momoraer oTCIeKUBaTh
TaKU€ CBA3M Yepe3 IOHUCK, Mepexod K OOBSABICHHIO M IMPOCMOTP MeECT
WCITOJIB30BAHUS TIEPEMEHHBIX WIH (PYHKITHH.

Cpena pazpaboTku ynobHa uisi padOThl ¢ OOBEKTHO-OPUEHTUPOBAHHOM
CTPYKTYpOii. B mpoekTe HUCronb3yloTcs KIacChl, METOJIbI, OIS, IEPEYUCIICHUS U
HACJIEI0BAHKE, TIOATOMY JIOTHKA PA3JEIsAeTCs IO CMBICITY.

OcHoBHbIe Bo3MOkHOCTH Visual Studio 2022, KOTOpbIE UCTOIB3YIOTCS TIPH
pa3paboTKe NpOEeKTa, BKIIOYAIOT:

- penakTHpoBaHHE Koja Ha si3bike C++, Omarojgapsi KOTOPOMY CO3Jal0TCs
KJIACCHI UTPOBBIX CUCTEM;

~ TPOCMOTpP CTPYKTYpbl mpoekta uepe3 Solution Explorer, uto momoraer
OBICTPO HAXOJUTH HY>KHBIE (DaNIIBI;

- nojackasku IntelliSense, KOTOpblE YCKOPSAIOT HAIMMCAHUE KJIACCOB, METO/IOB U
MIEPEMEHHBIX;

~ TIOWICK IO TIPOEKTY, KOTOPHIN MOKA3bIBAET MECTA UCTIOJIb30BaHUS (DYHKIIMMA U

HACTPOECK;
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- mepexol K OOBSBICHUIO W pealu3allid, KOTOPBIA TOMOraeT OBICTPO
nepemMeniarbes Mexay daiaamu;

- okHO Error List, KOTOpOe TIOKa3bIBACT OMIMOKN KOMITUIISIITNY;

- okHO Output, KOTOPOE 0TOOpax)aeT COOOIIeHHsI COOPKHU TIPOCKTA;

- 3amyck cOopku uepe3 Build, koTopblii TpOBEpsSET TOTOBHOCTh IMPOEKTa K
3aMmycKy;

~ ToAJiep>kKKa OOJBIIKUX MPOEKTOB, KOTOPpast y100Ha TP paboTe ¢ HECKOJIbKUMU
UTPOBBIMHU CUCTEMAMHU.

s npoekta C++ RPG FARMER 0co0eHHO BakHa BO3MOXHOCTH OBICTPO
HaXOJUTh HYKHbIE YYACTKH KOJIa. DTO YIPOILAET U3MEHEHUE YPOHA KUPKH, JIOTHUKU
sprint, CACTEMBI stamina U UTPOBBIX MEHIO.

Visual Studio 2022 Tax)e TOMOTaeT IMOJJAEPKUBATh aKKypaTHOCTb KOJIa.
[Toackasku pemakTopa MO3BOJSIOT 3aMETUTh OIIMOKM B HAa3BaHMSX, TUIAX H
MOAKIIOUCHUSX €lIE 10 TTOJTHOM KOMITUJISIIUH.

OTaenbHO BaXXHO yA0OCTBO paboThl ¢ (aitinamu nipoexta Unreal Engine. Kon
paszenseTcs Ha MyOJIMYHbIe U IPUBATHBIC YacTH, a Visual Studio 2022 no3BoJser
OBICTPO MEPEKIIOYATHCA MEKIY OOBIBICHUEM KJIacca U €ro peaau3aluei.

B mpouecce paspaboTku cpena MCHOJIb3YeTCs HE TOJIBKO JJIsl HAIMCAHUS
HOBOT'O KOJIa, HO W JJIsl UCIIpaBJeHUs CcyllecTByoIlel joruku. [locie u3Mmenenus
MPOEKT cobupaeTcs u nmpoBepsieTcs B penakrope Unreal Engine 5.

Takoit paboumii mnpomecc NO3BOJSIET JBUratbcs mnodtanHo. CHavana
ompenenseTcs 3aaaya, 3aTeM peaakTupyercs Ko B Visual Studio 2022, nocie 3Toro
MPOEKT cobupaeTcs u nposepsiercs B Unreal Engine 5.

BakHpIM NpeuMyIecTBOM SIBISICTCS BO3MOXXHOCTh JIalIbHEMINIEro pocTa
npoekTa. Ecinu mosBsATCS HOBBIE TUIIBI PYJIbI, paboune 3aKa3bl, HHCTPYMEHTHI WJIH
MEHIO, UX MOYKHO OYJIET peain30BaTh 4epe3 OTACIbHbBIE KIIACCHI.

Takum oOpaszom, Visual Studio 2022 BviOpaHa Kak OCHOBHas cpeja
pa3pabOTKH, MOTOMY 4YTO OHAa OOecleurMBaeT yA00HOE HAalHWCaHWe, TMPOBEPKY U

conpoBoxaeHre koaa Ha C++. Ilna npoexkra C++ RPG FARMER »to nenaer



21

pa3paboTKy Oojee ympaBiIsieMO W TEXHUYECKH 00OCHOBaHHOW. Pabora ¢

UCXOJIHBIM KO/I0M TipoekTa B Visual Studio 2022 npuBeacH Ha pucyHke 2.4.

“ File  Edit View Git Project Build Debug Test Analyze Tools 0O Search - MyProject

Extensions ~ Window  Help

GameplayCharacterBase.cpp & X OreHealt pp ave Solution Explorer

B o-sA@ %
MyProject (Global Scope) Search Solution Explorer (Ctrl+;)

4 E’f Source
4 [EF MyProject
18 e 4 [ Private
#include "Actors/OreStoneBase.h" v Adtors
P& OreStoneBase.cpp

il v #include "GameplayCharacterBase.h"

"Animation/AnimSequenceBase.h" b &% TraderNPC.cpp
E7 save

"Components/InputComponent.h" & "+ MyProjectlsonSaveUtils.cop

£ ul

'Components/SkeletalMeshComponer

3

P OreHealthBarWidget.cpp
b a PlayerGameHUD.cpp
P

P

'Components/StaticMeshComponent & T+ ResourceCounterWidget.cpp

= StaminaBarWidget.cpp
n 3 i~ n
Englne/wm ld.h & *4 GameplayCharacterBase.cpp
N = MainCheracter.cpp
'GameFramework/CharacterMovement MyClass.cpp
B \ I

#include "GameFramework/PlayerController
@ No issues found | &~ 4

PlayerAnimInstance.cpp
ThiefCatcerGameMode.cpp
ThiefPlayerController.cpp
ThifCatcher.cpp
Show output from: ThifCatcherSandboxBase.cpp
Public
MyProject.Build.cs
MyProject.cpp
& MyProjecth
& C# MyProject.Target.cs
& C# MyProjectiditor.Target.cs
Output ™

TLo/1a 7 : RPGFARM_MAXGODDYK «

Pucynok 2.4 - Paboma ¢ ucxoouwvim kooom npoexma 6 Visual Studio 2022

2.5 Blueprint n assets Unreal Engine

B npoextre C++ RPG FARMER ucnofib3ytoTcsl HE TOJIbKO Kiacchl HA C++,
HO U assets urpoBoro nsuwxka Unreal Engine. Taxoi noaxona BbIOpaH NOTOMY, 4TO
MOJIEJIH, animation, MaTepUabl, KapThl, Sockets U OTAEIbHBIE TApaMETPbl 00bEKTOB

yao0Hee HaCTpauBaTh B PEeIaKTOpeE.
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Blueprint B Unreal Engine mnpenctaBisieT coOOW BHU3YalbHYIO CHUCTEMY
HACTPOMKHU JIOTMKU U OOBEKTOB. B mpoekTe OH MCMONb3yeTcs Kak JOMOJIHEHHE K
C++, a He KaK MoJIHas 3aMeHa POrpaMMUPOBAHMUIO.

Taxoii crioco6 pa3paboTku y100€H AJi UTPBI, TOTOMY YTO KOJ U BU3yasbHas
4acTh JIOJDKHBI paboraTh BMecTe. Jlormka oTBe4aeT 3a IMOBEJIEHUE, a assers
MIOMOTaIOT MMOKA3aTh IEPCOHAXkA, IPEIMETHI, OKPY>KEHUE U IEUCTBHS HAa SKpAHE.

B mpoekre ecth nporpaMMHas OCHOBA IIEPCOHAXKA, KOTOpas OTBEYAeT 3a
urpooe mnoseneHue. Ilpm 3tom Mopenb, animation W HapaMeTphl CKeJera
HOAKJIFOYAKOTCS Yepe3 assers.

OngHuM W3 BaXHBIX NPUMEPOB HCIIOIB30BAaHUSA assets SBISIETCS KHPKA.
Mopnenp npeameTa XpaHuTcsa OTIAENBHO, a yepe3 socket OHA MPUKPEIUIAETCS K PyKe
IIEPCOHAXKA.

Animation Taxxe SBISIETCS BAXXHOM 4acTblO NpoekTa. st ynapa KUpKOH
UCIIONIb3YETCS animation montage, KOTOPBIH 3allyCKaeT HyKHOE A€ICTBUE BO BpeMs
aTaku.

Assets Unreal Engine uCNONB3YIOTCS HE TOJIBKO JJIsl IEPCOHAXa, HO U JUIs
okpyxeHnus. Kapra Showcase conepxuT npupojHbie 0OBEKTHI, peibed, KaMHHU,
pacTeHus U IpyTrHe BU3yaJIbHbIE SJIEMEHTBHI.

Takxke B IpOEKTe HCHOJb3yeTcs Toproel. Ero monens, HampaBlieHHE,
MacIITad 1 MojokKeHue Ha KapTe yIo0Hee MPOBEPSTh Yepe3 peAaKTop, IOTOMY UTO
pe3ynbTaT cpasy BUJIEH Ha CLEHE.

OcHOBHBIE BUIBI assets, KOTOPbIE MPUMEHSIOTCS B TPOEKTE, BKIIIOYAIOT:

~ MOJIENIV NIEPCOHAXA, KOTOPBIE OTBEUYAIOT 3a BHELTHUI BUJ UTPOKA;

~ MOJEJb KUPKH, KOTOpask UCIOJIb3YETCsl KAK MHCTPYMEHT JTIOOBIYM PYAbL;

~ animation NBWXEHUS, KOTOPas MMOKa3bIBaeT X010y, O€T U MPbDKOK;

~ animation ynapa KUpKO#, KoTopas JenaeT 100bI1y BU3yalbHO OHATHOM;
- animation montage, KOTOPBIN 3aIlyCKAaET yaAap B HY)KHbI MOMEHT;

~ sockets ckenera, KOTOpbIE UCHOIB3YIOTCS AJISl KPEIICHUS! KUPKU;

~ MOJENI OKPY>KEHHUS, KOTOpbIe ((OPMUPYIOT UTPOBYIO KapTy;
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- MOJEJIb TOProBUa, KOTOpas AeJIaeT B3auUMO/ICHCTBUE MOHSTHEE;
~ Marepuaibl, KOTOpbIE 33al0T BHEITHUN BUJl TOBEPXHOCTEN U OOBEKTOB;
- levels, KOTOpBIE pa3AeNsIOT IIIaBHOE MEHIO U UTPOBOM Mpoliecc.

Ucnionws3oBanue Blueprint u assets yckopser pa3pabotky. [lomoxenue
KUPKHU, MOJIENIb TOPTOBIA, MAPAMETPBI animation U BHEUIHUN BUJl KApThl MPOILE
IIPOBEPATH B PEJAKTOPE.

[Ipn »TOM BH3yallbHasi HACTPOMKA HE JOJDKHA pa3pyllaTh MPOTPAMMHYIO
apxutektypy. OcHoBHas noruka ocraércs B C++, a Blueprint m assets
UCITOJIB3YIOTCS TaM, TJIe OHU Y00OHEe KOoJa.

Cesska C++ u Blueprint 0cOOEHHO IOJIE3HA TPU CO3JAHUM HUTPOBBIX
00BbeKTOB. ba3oBbIil Ki1acc MOXKET ObITh HANTUCAH B KOJE, a BU3yaJIbHbIE TAPAMETPHI
HACTPauBarOTCs yepe3 asset.

B nmpoekrte TakoW Moaxoj NPUMEHSETCS K IIEPCOHAXY, TOProOBLY M JIPYyTrUM
oOvektam. Koxa ompenenser moBeAeHHE, a asset ONpPENENseT BHEIIHUA BUA U
BHU3YAJIBHBIE DJIEMEHTBHI.

JUist y4eOHOro MpoeKTa 3TO BaXXHO C TOYKH 3pPEHHS JEMOHCTPALMH
pesynbTaTta. Korma ko cBsizaH ¢ assets, MOKHO MOKa3aTh HE TOJNBKO (ailiibl, HO U
TOJIHOLIEHHBIN UTPOBOM MTPOLIECC.

Hcnonb3oBaHue assets MOMOTAeT yIydllaThb KAayeCTBO MIPhl 0€3 MOJHOM
nepepaboTku Kojxa. MOXXHO 3aMEHUTb MOJENb, U3MEHUTh animation, OOHOBUTH
KapTy WK J0pabdoTaTh BHEIIHUI BUJ interface.

OTaenbHO cleayer OTMETUTb, 4YTO Blueprint ynobeH s TpOBEPKH
BU3YyaJbHBIX COOBITHH. I[lpu 3TOM ClOXHBIE pPACUYETBHI, COXPAaHEHUE JAHHBIX,
IIPOTPECC U YCIOBUS UTPOBBIX MEXAHUK OCTArOTCS B C++.

Takum o6pazom, Blueprint u assets Unreal FEngine BbIOpaHbl Kak
MHCTPYMEHTBl BU3yaJlbHOM U pelakTopckoil yactu mnpoekra. Jma C++ RPG
FARMER 3T0 Ba)XHO, IOTOMY YTO WIpa JOJDKHA OBITh HE TOJIBKO TEXHHYECKH
paboueii, HO U BU3yalbHO MOHATHON. HacTpoiika Blueprint n assets miepcoHaxka B

npoekte C++ RPG FARMER npuBeln€H Ha pUCyHKe 2.5.
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Pucynox 2.5 — Hacmpotixa Blueprint u assets nepconadica 6 npoexkme C++ RPG FARMER

2.6 Unreal Build Tool n cucrema cOOpKH IPOEKTa

st coopku npoekta C++ RPG FARMER ucnonb3yercs cucremMa COOpKH
newxkka Unreal Engine, B KoTOpyto BXOAuT UHCTpyMeHT Unreal Build Tool. On
OTBEYACT 3a MOATOTOBKY, KOMITHJISAIIUIO U CBSI3bIBAHNE UCXOTHOTO KOMA.

OOpiunas mporpamma Ha C++ MOXET coOMpaThCid HaAMPsAMYyIO depes
KOMIWISATOP, HO TIpoeKT Ha Unreal Engine imeeTr 0oJiee CIOXKHYIO CTPYKTYpy. B
HEM €CTb MCXOJIHBIN KO/, modules, 3aroI0BOYHBIC (DaiiIbl, MAKPOCHI ABUIKKA, assets,
KAapThl 1 HACTPOMKH IPOEKTA.

B mnpoexkre RPG FAR cOopka Hy)XHa KaXIblil pa3, Korja H3MEHSETCs
nporpammHasi joruka. [locie m3MeHeHHs] KoJa MPOEKT JOJDKEH OBITh MPOBEPEH

KOMITMJIATOPOM M TOJIBKO ITIOTOM 3aIlyCKAaTbCsA B PCAAKTOPC.
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Unreal Build Tool pabotaer BMecTe ¢ (aiimamMu mpoekta u cpenou Visual
Studio 2022. Pa3zpaboruuk numietr kox B Visual Studio 2022, 3anyckaet build, a
cucrema Unreal Engine onipenensieT, Kakue (ailiibl Hy’KHO CKOMIIHJIMNPOBATb.

BaxxHoll yacTeio mpoekrta sBisitorcss modules. Module B Unreal Engine
MO’KHO IpPENCTABUTh KaK OTJEIbHYIO IPOrPaMMHYIO 4acTh, B KOTOPOW COOpaHBI
KJIACChI U 3aBUCUMOCTH.

Cucrema cOOpKH BBITIOJIHAET HECKOJIBKO BaXKHBIX 3aJau:

~ TPOBEPSAET CUHTAKCHUC KO/ Ha si3bIke C++;

- oOpabaTtpiBaeT criennaibHbIe Makpochl Unreal Engine;

~ TOJAKJIIOYAeT HE0OXoauMble modules TBUKKA,

— OINpeAensieT 3aBUCUMOCTH MEXy (aillaMu pOoeKTa;

~ (¢opMupyet pabouue Qailsibl 715 3aIycKa B peIaKTOPE;

~ TIOMOTaeT NOJIEPKUBATh MOPSIO0K B CTPYKTYpPE MPOEKTA.

Jlns ydeOHOro mpoekTa cucTteMa COOpPKM BakHa Kak Croco0 KOHTPOJs
KayecTBa. YchemHas cOOpka IMOKa3bIBA€T, YTO KIACChl CBA3aHbl IPABUIIBHO,
METOJIbI OOBSABIICHBI U PEATU30BAHBI KOPPEKTHO, a 3aBUCHMOCTH TOKIIOYCHBI.

Ommbky CcOOpPKM TOMOTralrT HAxXOJIWTh NPOOJEMbl paHbIIE, YEM OHU
nposiBiTcs B urpe. KomMnuisarop cooOmiaeT o HENpaBWIIbHBIX THUIAX JaHHBIX,
OTCYTCTBYIOIIIUX MOJKITIOYEHHSX, OMTMOKAaX B Ha3BaHUSIX M HAPYIIICHHON CTPYKTYpe
byHKIMA.

B npoekte C++ RPG FARMER cGopka cBsi3aHa C peaJlbHbIMU UTPOBBIMU
3anayamu. [locne M3MeHeHHs KIaccoB MEpcoHaxa, controller, HUD, pynasl wiu
TOPIOBLIA MTPOEKT JOJHKEH OBITh cOOpaH nepes MpoBEpKOil B peakTope.

Cucrema cOOpKHM TakKe MOMOTaeT MOAJNEPKUBATh MacIITadupPyeMOCTh
npoekta. Ecnu OyayT noOaBiieHbl HOBbIE KJIACCHI, BUJIBI PYJIbl, YIyUIIECHUS WIN
subsystem, OHH JOJDKHBI KOPPEKTHO MOAKIIOUATHCS K module mpoeKTa.

OtnenbHO BaxHO, uTo Unreal Build Tool paboTaet ¢ CUCTEMOUN OTpaskeHUS
IBUKKA. braromapsi 3ToMy Kiacchl, CBOWCTBAa M (YHKIUMU M3 KOAa MOTYT OBITh

JIOCTYIIHBI B pellakTope, assets u Blueprint.
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Takum o6pazom, Unreal Build Tool u cuctema cOOpKH BBIOpaHBI Kak
oOsi3aTenbHas 4YacTh paszpaborku Ha Unreal Engine 5. OHu obecrniedyuBaroT
MIPOBEPKY KoJ1a, MOKIIIoUeHne modules, 0OpabOTKy 3aBUCUMOCTEH M MOJATOTOBKY
nmpoekTa K 3amycky. C6opka mpoekta C++ RPG FARMER ¢ ucCmonb30BaHUEM

Unreal Build Tool npuBenéH Ha pucyHke 2.6.

Qutput

Show output from: Build

1>

1>Result: Succeeded

1>Total execution time: 6.64 seconds
Build: 1 succeeded, @ failed, @ up-to-date, ® skipped
Build completed at 14:44 and took ©8,017 seconds

Pucynox 2.6 - Coopra npoexkma C++ RPG FARMER c ucnonvzosanuem Unreal Build Tool

2.7 Git v KOHTPOJIb BEPCUU

Jlns koHTposst u3mMeHeHud B npoekre C++ RPG FARMER wcnonb3yercs
cucrtema Git. OHa HyXHA JIJI1 XpaHEHUSI UICTOPUM pa3pabOTKU, CpaBHEHUS (PaitioB
¥ BO3BpaTa K paboueMy COCTOSHUIO Mpu ommbkax. [[ist urpoBoro mpoekra 3To
BaKHO, MMOTOMY YTO OJHOBPEMEHHO MEHSAIOTCS KOJ, HACTPOWKH, assets, levels,
interface v (alabl COXpaHEHUM.

Bo Bpems pa3zpaboTku MOCTOSTHHO TOSIBISIOTCS HOBBIC MMPABKU U YIIYUIIICHHUS.
Kaxxmoe w#3MeHEeHHMe MOXKET 3aTparuBaTh HECKOJIbKO (haiioB, MO3TOMYy 0O€3
KOHTPOJISl BEPCUM CJIOKHEE MOHSTh, KOTrga MOsSBUJIACH OIMMUOKA U KaKUe JICUCTBUS K
HEW IIPUBEIIH.

Git MO3BOJIAET COXPAHATH COCTOSTHUE MIPOEKTA uepe3 commits. Takon commit
MOXHO CYHTAaTh KOHTPOJIbBHOW TOYKOW pa3paboTku. Eciu mocie u3MeHeHHit
nporpamma paboTaeT HENpaBUIIbHO, TEKYIEe COCTOSHUE MOXHO CpPaBHUTH C

MPOLLIBIM U ObICTpEE HAUTH MPUYMHY OLUIUOKHU.
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Hnsa npoexta Ha Unreal Engine 5 KOHTpPOJIb BEpCHil MOJIE3€H OCOOCHHO
CWJIBHO, IOTOMY 4YTO HMIpa COCTOMT HE TOJbKO W3 Koja. TekcroBble (ailibl,
Hanpumep C++, INI u JSON, ynobHO cpaBHHMBaTh, a OMHApHBIE assels U maps
BaXHO XPaHUTh B UCTOPHH, YTOOBI HE MOTEPATH PE3yJIbTAT HACTPOUKH.

I'maBHas nonb3a Gif 3aK104aeTcs B TOM, YTO pa3paboTKa CTaHOBUTCS Oosee
ynpasisieMoil. PasHple 3agaun  MOXHO (DUKCHpPOBATh OTAEIBHO, MO3TOMY
UCIpaBlicHUE OIIMOKM, W3MEHEHHe OajlaHca W HacTpoWika interface He
CMEIINBAIOTCS MKy COOOM.

OcCHOBHBIE TNpPUYMHBI HCHOJB30BaHUS (if B MPOEKTE 3aKIIOYAIOTCS B
CIIEYFOILIEM:

~ XpaHEHHE HCTOPUU W3MEHEHUH TO3BOJISET BUACTh Pa3BUTHE MPOEKTa OT
IPOCTON BepCHH K 00Jiee IOJTHOW CUCTEME;

~ CpaBHEHHE (DaliJIOB TIOMOraeT HaXxOJAWUTh HW3MEHEHHBIE CTPOKH IpHU
UCITPaBJICHUM OLUMOKU WU 100aBIeHUU QyHKLINH;

~ KOHTPOJIb COCTOSIHUS IIPOEKTa CHIKAET PUCK MOTEpU padodel BEpCUH MOCIIe
HEYJa4HOU MPABKH;

~ pa3zaeneHue 3a/1a4 Mo commits TOMOTAaeT OTINYaTh UCIIPABICHNUE OMNOKU OT
n00aBJICHHSI HOBOI BO3MOYKHOCTH;

- pabota c branches TO3BOJSET TMPOBEPATh HOBBIE HACH 0€3 W3MEHECHUS
OCHOBHOW BEpCHH;

~ XpaHEHHE TEKCTOBBIX (haillIoB TOMOTAET OTCIECKHUBATh M3MEHEHHUS B KOJE,
HACTpOMKaX, COXpaHEHUAX U KOH(UTYpalnu;

~ BO3MOYKHOCTH OTKaTa IIOMOraeT Oe30macHee OSKCIEPpUMEHTHPOBATh C
interface, 0anaHCOM U JIOTUKOM UTPBI.

B yueOHOM mpoekte Git TakKe MOJ€3€H KaK MOATBEP)KICHHE MO3TamHON
pa3paboTku. [1o ncTopun U3MEHEHH MOKHO MOKa3aTh, YTO PabOTa BBHIMOIHSIIACH
MOCTETIEHHO: CHayaia COo3JaBajgach OCHOBA, 3aT€M HCIPABJSUIMCH OIMUOKHU, TOCTE

9TOTO I[06aBJ'I$IJ'II/ICI) HOBBIC 3JICMCHTHI U YJIYHIIAJIOCh O(I)OpMJ'ICHI/Ie.
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Kontponbs Bepcuii momoraer mpu pabotre ¢ omubOkamu. Ecam mocne
OYEpETHOW TMpPaBKU TIOBEJIECHUE TMPOEKTa H3MEHMIIOCh, MOYHO IIOCMOTPETH
nocieaHne n3MeHEHHbIE (Paiiibl 1 ObICTpee OMPENEIUTh UCTOYHUK TpobeMbl. Git
Tak)Ke CHIDKAET PHUCK MPU KPYMHBIX W3MEHEHUsX. [lepes sKCepuMEHTOM MOYKHO
COXpaHUTh palbouee COCTOSHUE, a €ClIM HOBas HJAes OKAXKETCs HEyJauyHOMH,
BEPHYTHCS K IpeapayuieMy Bapuanty. i npoekra C++ RPG FARMER BaxHbI
HE TOJIBKO commits, HO U TOHSATHBbIE COOOIIEHMUsS K HUM. Xopollee COOo0IIeHue
KpaTKO OOBSACHSET, YTO OBLIO CAENAaHO, TTOSTOMY IO WCTOPUU JIErde MOHATH XOJ
pa3pabotku. I[Ipu pabore ¢ Unreal Engine Hy>XHO yYWUTBHIBaTh PA3HUILY MEXKIY
TEKCTOBBIMU M OuWHapHbIMU (ainamu. Koa u HacTpoiiku yaoOHO cpaBHHUBaTh, a
assets U maps 0ObIYHO HEJb35 MOJHOIIEHHO TPOYUTATh KaK TEKCT, HO OHU BCE PABHO
JOJKHBI COXPaHSTHCSI B UCTOPUU NMPOEKTa. BriOpaHHBIE TEXHOJIOIMH pa3pabOTKU
npuBeAEH Ha Tabmune 2.1.

Hcnons3oBanue Git HE 3aMEHSIET TECTUPOBAHUE, A IOMOJHSET ero. [laxke ecnu
IPOEKT cOOUpaeTCsl U 3aIyCKaeTcs, UCTOPUS U3MEHEHUH TOMOTaeT MOHATh, KaKk OH
NPUIIET K TEKyLIEMY COCTOssHMIO. Takum oOpa3zoM, Git BbIOpaH s npoekta C++
RPG FARMER xak WHCTpYMEHT Oe30macHOM W MOHATHOM pa3zpaborku. OH
NO3BOJIIET XPAHUTh HMCTOPUIO, CPABHHMBATh WM3MEHEHMs, (PUKCHUPOBATH padouue
COCTOSIHMSI, pa3[eNsTh 3aJadydl M CHIDKaTh PHUCK MOTepu Tmpoekta. Hcropus

M3MEHEHUI MPOEKTa B CUCTEME KOHTPOJIsSI Bepcuil (it NpUBEIEH HAa PUCYHKE 2.7.
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Pucynox 2.7 - Hcmopus usmenenuu npoekma 6 cucmeme koHmpoins eepcuti Git
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Tabnuma 2.1 — BeiOpaHHbIE TEXHOJIOTUU Pa3pabOTKH

Ha3Banue TexHomoruu Bepcus Ha3nauenue
HrpoBoii 1BUXKOK: peHIIEPUHT IpaduKH,
Unreal Engine 5 5.7
¢usuka, cOopka MmpoeKTa
Pa3paboTka UrpoBoil TOTUKH, IEPCOHAXKA,
C++ C++20
NPC u urpoBsix cucreM
) BusyanbHO€ CKpUNITOBAHKE U
Blueprints UE 5.7
MPOTOTUIIUPOBAHUE T'eHMILIIes
O6paboTka BBO/Ia UTPOKa (KJIaBUATypa U
Enhanced Input UE 5.7
MBIIIIB)
UMG (Unreal Motion UE 5.7 Cosnanune uarepdetica: HUD, monocst
Graphics) ' 310POBBSI U CTAMUHBI
JSON (Json / JsonUltilities) UE 5.7 | CoxpaHeHue u 3arpy3Ka mporpecca Urpsl
) ) Cpena pa3paboTKu 1 KOMIWISILIAN KOAa
Visual Studio 2022 c
++
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3. TPOLIECC ITPOEKTHMPOBAHUA B CPEIE PASPABOTKHA

3.1 Onucanue nopsnka ucnonw3oBauus Visual Studio u Unreal Engine 5

Visual Studio vucnonb3yeTcsi Kak OCHOBHas cpena g paboThl ¢ KOJOM Ha
C++. B Helt ynoOHO OTKpbIBaTh (hailyibl, UCKaTh METOJIbI, POBEPSATH OIMIMOKU
KOMIIWJISIIMKA M 3amyckaTh cOopky. i mpoektoB Ha Unreal Engine 3T0
CTaHJAPTHBII BapHAHT, MOTOMY YTO JABM)XOK CO3JA€T PEIICHHE W MOAKIIYAeT
HY>KHbBIE€ MOJTYJIH.

Bo Bpems pazpabotku Visual Studio momoraet KOHTPOJIUPOBATH CTPYKTYPY
UCXOJHOTO KOJAa W OBICTPO HAXOAUTh TeXHHUYeckue omuoku. Kommumstop
MOKa3bIBa€T MPOOJEMBbI C TUMAMH, OOBSBICHUAMH (DYHKIMM, MOAKIIOYCHUEM
(aiiyIoB M 3aBUCUMOCTSIMH MEXK/y YaCTSMU [IPOTrPaMMBI.

Penaxkrop Unreal Engine 5 uciofib3yeTcs JJisl HACTPOMKU BU3YalIbHOW 4acTh
npoekTa. Yepes Hero Mo>XKHO OTKpPBIBATh levels, pa3MeniaTh OOBEKThI, MOAKIOYATh
assets, TIpOBEPATh MaTepuasbl, HacCTpauBaThb Blueprints U 3amycKaTh MPOEKT B
pexume Play.

Penakrop ocoOeHHO BakeH TaM, /i€ TpeOyeTcsi BusyaibHas npoBepka. OH
MO3BOJISIET OLIEHUTh PACIHOJIOKEHUE OOBEKTOB Ha CIIEHE, MaciuTad, MOBOPOT,
BHCIIHUI BHUJ MOJCIICH, OCBEIICHHWE M 30HBI B3aMMOJCHCTBUS 0€3 pydHOTO
WU3MEHEHUS BCEX MapaMeTpOB B KOJIE.

Taxxe Unreal Engine ynoben mis mpoBepku interface. Ilocme 3amycka
poeKkTa pa3paboTUrK Cpa3y BUIUT, KaK OTOOPaXaroTCsl UTPOBBIE MMAHETH, MEHIO U
JIpyrue 5JIEMEHTBl Ha D3KpaHe. OJTO TO3BOJSET OBICTpee OLEHUTh oOlee
pacrojoXkeHHe 3IEMEHTOB, UX pa3Mep, YATAeMOCTh U YJ0OCTBO BOCIPHSITHS BO
BpeMsi urpbl. braronapsi Takoi HariIsiAHOCTH OMIMOKM O(QOpMIIEHUS, CMEUIEHUS,
HAJOKEHUS WM HEyJauyHble pa3Mepbl OTAEIbHBIX OJOKOB MOXKHO HAXOJIUTh U

HCIIPABIIATh 3HAYUTEIBLHO OBICTpee. ITO OCOOCHHO Ba)XHO IIPH pa3pabOTKe
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UTPOBOTO TPOEKTa, TAE interface NOIKEH OBITh HE TONBKO KPAaCHUBBIM, HO U

IIOHATHBIM AJIA ITOJIB30BATCIIA.

3.2 Ctpykrypa npoekra B Visual Studio

CTpykTypa MpO€KTa MOMOIaeT pa3JeiuTh HUCXOAHBIM KOX, PECYpPCHI,
HACTPOWKM U paboure AaHHbIe. Takoe pazfeieHue JenaeT MPOEKT IOHSATHEE,
yIpOIaeT MOUCK HYKHBIX (DaliJIOB U CHIYKAET PUCK CIIy4ailiHOTO U3MEHEHHS HE TOU
YaCTHU MPOEKTA.

st mpoexta Ha Unreal Engine 5 BaXHO OTIIETSATH MAINKy C KOJAOM OT TMAaIKH
c urpoBbiMH pecypcamu. Koa o0ObluHO XpaHuTca B Source, a BHU3yalIbHbIE
Matepuainsl, levels, Blueprints u npyrue assets Haxonarcst B Content.

OTnenpHO BBIIEIAIOTCS pabouMe Manky, KOTOphIE CO3JIal0TCS BO BpeMs
3amycKa peakTopa uir urpbl. OHU HE SIBJISIFOTCS OCHOBHOMW YaCThIO MTPOTPAMMHOM
JIOTUKHU, HO IOMOTAKOT XPaHUTh BPEMEHHBIC JAHHBIC, XYPHAJbl, COXPAHEHUS U
pe3yJbTaThl padOTHI IPOCKTA.

[Tonnepxanue CTPyKTyphl BaXKHO JIJIs1 alibHEHIIero pasButus. Ecnu daitiibt
PAaCIIOJIOKEHbI XaOTUYHO, MPOEKT CTAHOBUTCSA TPYAHO COIPOBOXKIATH, ITOITOMY

pa3ziesieHre Mo Ha3HaYeHUIo JenaeT padoTy 0ojee CTaOUIbHON U TOHSTHOM.

3.3 PaboTa ¢ UCXOJHBIM KOJIOM MTPOEKTa

Ucxonubiit xox B mpoekte Ha Unreal Engine 5 oTBe4aeT 3a OCHOBHYIO
IpPOrpaMMHYI0 4acTb. YUepe3 HEro 3ajaloTcs MpaBuiia MOBEACHUS OOBEKTOB,
0o0paboTka BBOJIa, pab0Ta UTPOBBIX COCTOSTHUM, CBSI3b C interface n 0OMEH TaHHBIMU
MEXIY CUCTEMAMHM.

B npoekrax Ha C++ 00BIYHO UCIIOJIB3YIOTCS 3ar0JIOBOYHbBIE (DalIIbI U (DAITBI

peanuzanuu. B 3aronoBovHBIX (haiirax OMUCHIBAIOTCS KJIACCHI, CBOMCTBA U METO/IbI,
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a B (haiimax peanmzalid pa3MeIaeTcs Joruka ux paboTel. Takoe pazmencHue
MOMOTaeT ObICTpee MOHUMATh CTPYKTYPY IPOrPAMMBI.

3aronoBOYHBIN (aitn yjo0eH 11t 00IIero mpocMoTpa BO3MOXKHOCTEH Kiacca.
daitn pea3aiu HyKeH TOT/1a, KOT1a TpeOyeTCsl H3y4YnTh KOHKPETHBIN allTOPUTM,
MPOBEPKY, BHIYUCICHUE UM 00PaOOTKY JEHCTBUS MOIH30BATEIIS.

OCHOBHBIC IMAITKX UCXOTHOTO KO/A BBITOIHSIIOT CIICAYIONINE 3a/1a4u:

- manka Public XxpaHuT oObsABIEHUS KJIACCOB, METOI0B, CBOMCTB U CTPYKTYP;
- mamka Private XpaHUT peaau3aIuio JIOTUKU U TTOBEJACHUE METOIOB,;

- mamka Actors COIEPKHUT KJIACCHI UTPOBBIX 00BEKTOB;

- manka Ul coaep>KuT KIacchl, CBsI3aHHBIE C OTOOpaKeHueM interface;

- mamka Save COAEPIKUT KO I COXPAHCHUS U 3arpy3KH JTaHHBIX.

Pabora ¢ komom BeImosHseTCs uepe3 Visual Studio. B Helt ymoOHO
IPOCMATPUBATh JIepeBO (aiiIoB, MEPEXOIUTh K ONMpPENeICHUsIM, UCKATh (PYHKIIUH,
UCIIPABJIATh OMIMOKKM KOMIWIAIMA M TepecoOrpaTh IMPOCKT IOCIEe H3MECHCHHS
UCXOJIHBIX (paitsioB.

Csp C++ u Unreal FEngine 5 TO03BOJISIET COBMENIaTh CTPOTYIO
IIPOTPAMMHYIO JIOTMKY C BU3YaJIbBHOW HACTPOMKOM B pemakTtope. Takou IMOoAXon
0COOCHHO yJI0OCH Il Y4eOHOIro IPOEKTa, IMOTOMY YTO ITOKAa3bIBaCT HE TOJIBKO
paboTy ¢ MCXOIHBIM KOJOM, HO W JaéT BO3MOXKHOCTh Cpa3y HaOI0JaTh, KaK ATOT
KOJI BIIMSET Ha IMOBEJACHHUE OOBEKTOB, MHTEpPhEHC M OOIMH HIPOBOM IPOIECC.
Pa3paboTunk MOXET peann3oBaTh HY)XKHYIO MEXaHWKY Ha YPOBHE MPOTpaMMEI, a
3aTeM OBICTPO TPOBEPUTH PE3yJbTaT B UTPOBOM Cpele, YBHIECTh BO3MOJKHBIC
OIIMOKU U TPU HEOOXOIMMOCTH Cpa3y BHECTU UCHPABJICHHS. DTO JIETAET MPOIIECC
pa3paboTKu OOJIee HATJISIHBIM, TTOHATHBIM B YIOOHBIM, a TAaK)KE IMO3BOJIACT JTydIIe
MPOJIEMOHCTPUPOBATh CBSA3h MEXKAYy TMPOTPAaMMHONW YacThl0 TIpOeKTa U €€
BU3YyaJIbHBIM OTOOpaXE€HUEM B TOTOBOW UTPOBOI clieHe. Kpome Toro, Takoi crocoo
paboThl TTIOMOTaeT OBICTpEE CpPaBHUBATH OKUIACMBIM pe3yJbTaT ¢ (HAKTHICCKUM
MOBEJCHUEM WIPBI, YTO OCOOCHHO BaXHO TIPH TMOATAMHOW pa3paboTke u

TECTUPOBAHUU OTAEIbHBIX QYHKUMNA. B pe3ynbTate NpoeKT CTAHOBUTCS HE TOJIBKO
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TEXHUYECKH 0OOCHOBAHHBIM, HO U 0o0Jiee YIOOHBIM JIJIsl aHa3a, IEMOHCTPAIlUU U

I[EU'II)HCI‘/IIIHCI‘O COBCPIICHCTBOBAHMHA.

3.4 Pabora ¢ pecypcamu u assets

Pabota ¢ pecypcamu BeinosiHsieTcs: yepe3 nanky Content. B Heil xpaHsiTcs
levels, Blueprint assets, Marepuaibl, MOJIEIH, TEKCTypbl U JAPYTHUE DIIEMEHTHI,
KOTOpPBIE UCTIOJIb3YIOTCS penaktopoM Unreal Engine 5.

[Tarika Content Hy>kHa TSl CBSI3W POTPAMMHOM YacTH C BU3YaJIbHOW YaCThIO
npoekta. Koy 3agaét mpaBuia paboThl, a peCypChl MO3BOJISIOT Pa3MECTUTh OOBEKTHI
Ha CIIEHEe, HACTPOUTH BHEITHUH BUJ 1 IPOBEPUTH PE3YyJIbTAT B PEAAKTOPE.

OcCHOBHBIE 3JIEMEHTHI, C KOTOPBIMU BBHITIOJIHAETCS paboTta B manke Content:

levels nns 3ammycka U MPOBEPKHU MPOEKTA;

Blueprint assets njis HacTpoiiku 0OBEKTOB B PEAKTOPE;

materials, textures ¥ MOJIETU JIJI1 BU3yaJIbHOTO O(OPMIICHUS;

AJIIEMEHTBI, He0OXoAuMbIe 151 TpoBepku HUD, B3anMOJEHCTBUS U UTPOBBIX
COCTOSIHUM.

Blueprint assets ynoOHBI TEM, 4YTO TO3BOJISIIOT HCIOJI30BaTh OCHOBY,
HanucaHHyio Ha C++, B BU3yalibHOH popMme. DTO YCKOpSET HACTPONKY OOBEKTOB,
MOTOMY YTO YacTh MMAapaMeTPOB MOXXHO MEHSTh 4epe3 pelakTop 0e3 IMOJHOTro
M3MEHEHUS KOJa.

BusyanbHble MaTepHaibl TAKKE BaXHBI JJ1s1 BOCIIPUATHS TIpoeKkTa. Materials
U textures TIOMOTAIOT pa3nu4aTh 0OBEKTHI, 331aI0T BHEIIHUM BUJ] CIIEHBI U JIEJAI0T
UTPOBOE MPOCTPAHCTBO 00JIE€ MOHATHBIM ISl TIOJIb30BATEIIS.

PaboTa ¢ pecypcamu TpeOyeT MOCTOSIHHOW MpOBEpKU B penakrope. [locre
u3MeHeHUs level WK asset TPOSKT MOKHO 3aITyCTUTh B pexkume PIE, 4To0bI OBICTPO

YBUJETh Pe3yJIbTaT 0€3 OTAeNIbHON (PMHATBHON COOPKHU.
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Takum obpazom, manka Content siBnsieTcs paboueit 4acTpio mpoekTa. Yepes
He€ BBITIOJIHACTCA HACTpoiika levels, pa3MellieHne 0ObEKTOB, IIpoBepKa Blueprint

assets, TO10OpP MaTEpUAJIOB U BU3yaJIbHAs IIPOBEPKA PE3YJIbTATA.

3.5 Kondurypanuonusie gaitib mpoekTa

Kondurypauuronnsie Qaitnel Haxoastcs B mnamnke Config. OHM 3a1ai0T
napameTpbl, KOTOpblE MPUMEHSIOTCSA MPHU 3aIllyCKe MPOEKTa W paboTe penakTopa
Unreal Engine 5.

B omimmune ot koma, Takue ¢aiibl HE OMHMCHIBAIOT WMIPOBYIO JIOTHKY
HaIpsMYI0, HO OIIPEAEIISIOT YCIOBHS €€ 3aIycKa.

OcHoBHOe 3HaueHue uMeroT (aitnbl DefaultEngine.ini, Defaultinput.ini n
DefaultGame.ini. Oun ucnons3ytot dhopmar INI, Tie mapameTpsl pa3IestoTcs 1o
0JIOKaM U MOTYT OBITh TPOYNUTAHBI OOBIYHBIM TEKCTOBBIM PEIAKTOPOM.

@aitn DefaultEngine.ini oTBeYaeT 3a HACTPOUKH JBUKKA, CTAPTOBBIE KAPTHI,
UTPOBOM PEXUM M 4YaCTh MApaMeTpPOB OTOOpakeHUs. braromaps 3ToMy MPOEKT
3aycKaeTcsl ¢ HY>KHOM KOH(Urypanue, a He CO CTaHJAapTHBIMH HACTpONKaMu
MyCTOTO MIa0JIOHA.

OcHoBHblie 3aaun daiina DefaultEngine.ini 3aKI104al0TCS B CJICIYIOIIEM:

— BBIOOpP KapThl, KOTOPast OTKPHIBAETCS TIPH 3aITyCKE UTPHI;

— BBIOOP KapThl, KOTOpasi OTKPHIBACTCS MIPU 3aIMyCKE PEAAKTOPA;

~ Ha3HAY€HHE OCHOBHOI'O UTPOBOT0 PEKMMA MTPOEKTA;

~ XpaHEHHE MapaMeTpoB rpaduku U OTOOPAKECHHUS;

— TMOJKJIIOYEHHUE OOIIHNX HACTPOEK, HEOOXOAUMBIX JJIsl paOOTHI TPOCKTA.

®aitn DefaultInput.ini oTBe4aeT 3a ynpasieHue. B HéM 3amatoTcs neicTBUs
UTPOKa U KJIABUIIIM, KOTOPbIE C HUMM CBA3aHbI. Takasi HaCTpoiika BakHa, IOTOMY
4yTO0 0€3 KOPPEKTHOIO inpuf MOJB30BATENb HE CMOXKET HOPMAJIbHO YIPABIATH

MPOEKTOM.
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B HacTpolikax ympaBieHHs OOBIYHO HCIOJb3YIOTCS JACHCTBUS M OCH.

I[eﬁCTBHH BBIIIOJITHAIOTCA IIPU HAKATUU KIIABUIIH, 4 OCH OTBCHAIOT 34 HAIIPABJICHHC

JBW)KCHUSI WM TOBOPOT KaMepbl. Takod moaxon yaoOeH s TPEXMEPHBIX

IMPOCKTOB, I'’IC Ba’KHbI 1 KOMaH/Ibl, U HCIIPCPBIBHOC ABUKCHUC.

K oCHOBHBIM €MCTBUSIM yHPaBICHUS] OTHOCSITCSI:
NPBDKOK NEPCOHAXKA Yyepe3 KiaBuuly Space Bar;
BKJIIOUCHHE sprint uepe3 knasuity Left Shift;
aTaka yepe3 KHONKY Left Mouse Button;
B3aMMO/JICHCTBUE Yepe3 KIIaBully £

OTKpBITHE TOPrOBOT'O MEHIO Yepe3 KIaBully 5;
OTKPBITUE MEHIO MPOrpecca yepes KiaBuily P;
BBIXO/] Ha3aJl WK May3a uyepes3 KiaBuily Escape.

@aitn DefaultGame.ini XpaHuT o0mMe mnapaMmerpbl mpoekta. OObIYHO OH

MeHbIIIEe TI0 00bEMY, ueM DefaultEngine.ini u DefaultInput.ini, HO TakXKe BXOAUT B

CTaHJApPTHYIO CTPYKTYpy npoekta Ha Unreal Engine 5.

Kondurypanronssie (ailyibl moMOTaroT OTAEIUTh HACTPOHMKH MHPOEKTA OT

MCXOJHOTO KOoJa. DTO yAOOHO, TOTOMY YTO KapTy 3alycKa, YIPABJICHHE U YacTb

napamMeTpoOB OKPYKEHHSI MOXKHO TPOBEPUTH O€3 NepenuchiBaHus JIOTHKY Ha C++.

[IpoBepka KoOH(MUTypalMOHHBIX (aNIOB BBIMOJHIETCA 10 HECKOJbKUM

HallpaBJICHUAM:

OTKPBIBACTC JIU IIPAaBUJIbHASA KapTa IIPH 3aI1yCKE IPOCKTa,
VCIIOJIB3YETCS JIM HY)KHBIA UTPOBOU PEKNM;

paboTaeT iU yIpaBJIeHUE C KIaBUATypbl U MBIIIH;

OTKPBIBAIOTCS JIM MEHIO Y€pPE3 Ha3HAYCHHBIC KIaBHIIIH,

COXpaHSIETCS JIU CBA3b MEXKJly HACTPOMKAMU IIPOEKTa U KOJIoM Ha C++.

Taxum o6pazom, nanka Config sBiseTCs BaXHOU 4acThio npoekTa. OHa He

COJIEP)KUT OCHOBHYKO HMIDOBYK) MEXAHUKY, HO ONPEACISIET CTapTOBYHO KapTy,

UTPOBOM PEKUM, yTIPaBIICHUE U 00IIME TapaMeTphl 3aITyCcKa
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3.6 CpenctBa mpoOBEPKHU U OTHAAKU

[IpoBepka mpoekTa BHIMOIHIETCS Ha HECKOJIBKHX ATanax pa3padborku. [Tocne
U3MEHEHUS KO/a MMPOEKT COOMPAETCs, 3aTEM 3aIlyCKAETCS B PEAAKTOPE, a pe3yJIbTaT
npoBepsieTcs B pexxume P/E. Takol MOpsSAOK MOMOTaeT HaXOAWTh OIIMOKHU JI0
¢unanbHON cOOpKkU. OCHOBHBIM CpEACTBOM MpoBepku siBisiercst Unreal Engine
Editor. B HEM MOXHO OTKpPBITH level, 3allyCTUTh UTPOBOM PEKUM, MPOBEPUTH
pacnoiokeHre 00beKTOB, Pab0Ty Kamephl, oToOpaskerne HUD u o611ee cocTosiHAe
cueHsl. Ha pucynke 3.1 mokaszaH 3amycK IMPOEKTa B PEKHUME IMPOBEPKHU YEPE3

penakrop Unreal Engine 5.

W3bpanHoe Q + OoBasuTs ¥ MImnoprt COXpaHWTL BCE & Fab

> Blueprints >

Konnekiym (@ (2l |

5 MNanens pecypcos KypHan BbIXCAHbIX JaHHBIX =1Cmd v JilOtcnexusanune v

Pucynox 3.1 - I[Iposepka ocnosHoti kapmul npoekma 8 pedaxmope Unreal Engine 5

Pexum PIE ucnonb3yercs uisl 3allycKa MPOEKTa NPsIMO BHYTPHU PEIAKTOPA.
OT0 yao0HO, MOTOMY YTO pPa3pabOTYMKy HE HYKHO KaXIbld pa3 co3/1aBaTh
oTnenpHy0 cOopky. Ilpm oOHapykeHWH OIMMOKH MOXKHO OCTAaHOBHTH 3aIlyCK,
BHECTH TIPaBKYy U Cpa3y MOBTOPHUTH MPOBEPKY. B mepByro ouepenb mpoBepsieTcs

KOPPEKTHOCTb 3aIyCcKa MpoeKkTa u pabota 6a30Boro BBoja. Hy)XHO yOeIUThCS, 4TO
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KJIaBHAaTypa M MbIllb PACHO3HAIOTCS MPABWIBHO, a HACTPOWKH input HE
KOH(DJIUKTYIOT ¢ 0011l CTPYKTYpOH IpOeKTa.
OCHOBHBIE 3JIEMEHTBI, KOTOPbIE TPOBEPSIOTCS BO BPEMS 3aITyCKa:

~ OTKpBITUE HYKHOU KapThl B PEAAKTOPE;

~ KOPPEKTHBIN 3aIycK pexuma PIE;

~ peakIus MPOEKTa Ha KIaBUATYPY U MBIIIIb;

~ OTCYTCTBHE OIIMOOK KOMIWISILIUY MOCTIE MPaBOK;

- OTCYTCTBHE KPUTHUYECKHX OIIMOOK B OKHE BbIBOJA Unreal Engine;

- KOPPEKTHOE 3aBEPIICHUE TECTOBOIO 3aITyCKa.

JIOTIOTHUTENBHO ~ TPOBEPSAETCS  OTOOpaXEHHWE  OCHOBHBIX  DKPAHHBIX
anemMeHToB. Ha 3ToM »Tame BaXHO yOeauThes, 4TO interface mosiBisieTcs 0e€3
OlIMOOK, HE MEpPEeKphIBaeT pabouylo 00JacTh U HE MEUIAeT MPOBEPKE MPOEKTa B
penakrope.

[Tocne npoBepky 3aIycKa BBITOJHIETCS IOBTOPHAs COOpKa mpoekTa B Visual
Studio. Ecnu B xone ectb ommOka, cpena pazpabOTKU MOKa3bIBa€T COOOIICHUE,
Gdaill U CTPOKy, Tlle BO3HUKIA MpoljeMa. ITO MOMOraeT ObICTpee HUCIPaBIATH
HETOYHOCTH B OOBSIBJICHUSIX, TOAKIIOUCHUSIX U BbI30BaX (PYHKIIUM.

[IpoBepka npoeKTa BKIHOYAET CIAEAYIOUIUE ITAIbI:

~ cOOpKa MpoeKTa Nocjie U3MEHEHUSI UCXOJHOTO KO/a;
— 3amycCK IpoekTa B pexume PIE;

~ TIpOBEpKa OTKPBITUS HY>KHOU KapThI,

- TIpOBEpKa peakiuu Ha 0a30BbINA BBO;

~ TPOCMOTpP COOOUIEHHI B OKHE BBIBOJA PEAAKTOPA;

~ TIOBTOPHBIN 3aIyCK NIOCJIE BHECEHHS UCITPABIICHUMN.

3.7 Pabouue (aiisel U COXpaHCHUS

Bo Bpems pa3paboTKu UCTIONIB3YIOTCS HE TOJIBKO UCXOMAHBIA KOJI, PECypChl U

KOH(pUrypanroHHele Qaitibl, HO U pabodre JaHHbIE, KOTOPbIE MOSBISIOTCS MOCTe
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3amycka mnpoekTa. Takue (ailiapl MOMOTalOT MPOBEPUTH, COXPAHSIOTCA JIU
U3MEHSEMbIE MapaMeTpbl U KOPPEKTHO JIM MPOEKT BOCCTAHABIMBAET COCTOSHUE
1ocjie TIOBTOPHOTO OTKpbITHS [l XpaHEHHs H3MEHSEMBIX JaHHBIX YyIOOHO
ucrnosb3oBath Gopmar JSON. Ero MOXHO OTKPBITH OOBIYHBIM TEKCTOBBIM
penakTopoM, OBICTPO TPOCMOTPETh CTPYKTYpYy M MPOBEPUTH 3HAUYeHUsS 0Oe3
CHELHMANBHBIX MPOrpaMM. JTO AenaeT (GopMaT MOJIE3HBIM JIJIS OTIAAKU U Y4eOHOM
pazpabotku. PaGoune (aiinibl coxpaHeHU OOBIYHO pa3MENIAOTCS OTIAEIBHO OT
UCXOJHOTO KoAa. TakoW Mmoaxoj MOMOTaeT HE CMEIIMBATH MPOTPAMMHYIO 4YacTh
IIPOEKTAa C TaHHBIMU, KOTOPBIE CO3/Ia0TCSI BO BPEMsI 3aITyCKa U IIPOBEPKH.
K pabGounm naHHBIM MPOEKTa MOTYT OTHOCUTBHCS:
~ TI0JIb30BATEIbCKUE HACTPOUKH;
~ MapaMeTpbl yIpaBJICHUS,
~ 3HAYEHUs TPOMKOCTH;
- BBIOpaHHBIN A3BIK interface;
~ JIaHHBIE MIPOTpecca;
~ BPEMEHHBIE Pe3yJIbTaThl MPOBEPKHU.
@aiin Settings.json UCNOIB3YETCS IJIs1 XPAHEHUSI HACTPOEK TOJb30Barels. B
HEM  MOTYT HaxXOJIUThCA  TMapaMeTphl T'POMKOCTH, MacmTaba  MEHIo,
YyBCTBUTEIBHOCTU MBIIIM, BBHIOPAHHOTO S3bIKA M HA3HAYCHHBIX KJIABMIII
yIIpaBJICHHUSI.
K manHBIM, KOTOpBIE MOTYT COXPaHATHCS B Seftings.json, OTHOCATCA:
— 0011as TPOMKOCTH;
~ TPOMKOCTb MY3BIKH U 3BYKOBBIX 3(h(PEKTOB;
- MacmTa0 dJIEMEHTOB MEHIO;
~ YyBCTBUTEIBHOCTbH MBIIIH;
— BBIOpaHHBIN S3BIK interface,
~ HaA3HAYEHHBIE KJIABUIIHN YIIPABICHUS.
@aitn Character.json UCHONb3YyeTCS AJI1 XpaHEHUS JAHHBIX, CBS3aHHBIX C

COCTOSIHUEM TNiepcoHa)ka. Takoil (hbaiim moMoraer MpOBEPUTb, MEHSIOTCS JIU
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3HAYEHHUS MOCJE ACHCTBUI MOJIB30BATENS U 3arPyKAIOTCS JIM OHU IIPH CIIETYIOLIEM
3aITyCKe.

K naHHBIM, KOTOpBIE MOTYT cOXpaHATbcs B Character.json, OTHOCSTCS:

- TEKyLIee U MaKCUMAaJIbHOE 3HAYEHUE stamina,

- KOJIMYECTBO PECYPCOB;

~ KOJMYECTBO 30JI0Ta;

- KOJMYECTBO IIPEAMETOB BOCCTAHOBIICHUS Stamina,
~ YPOBEHbB U OIIBIT;

- OYKH yJIYy4IICHHUN;

~ CKOPOCTb JIBUJKEHUS U CKOPOCTb Sprint.

Ucnons3oBanue JSON yno0HO ISl IPOBEPKU, TOTOMY YTO JAHHBIE UMEIOT
HNOHSATHYIO CTPYKTYypy. Eciiu 3HaueHue B urpe orodpaxaercs HempaBUIbHO, MOKHO
OTKPBITH (hailyl COXpaHEHUSI U CPABHUTH 3allMCAHHBIE IAHHBIE C TEM, YTO BUJIHO BO
BpeMs 3aIycKa MpOeKTa.

IIpu npoBepKe COXpaHEHU BBIITOJIHSIOTCS CIEAYIOIINE JEHCTBHSA:

~ 3aIlyCK MPOEKTa;

~ W3MEHEHHE MOJb30BATEIbCKUX JAHHBIX;

~ 3aKpbITUE IIPOEKTA;

- oTKpbITHE (DaitioB JSON;

~ CpaBHEHUE 3alMCAHHBIX 3HAYCHUII;

~ TIOBTOPHBIN 3aIlyCK U MPOBEPKaA 3arpy3Ku JaHHbBIX.

BaxxHO y4uuTBIBaTh, 4TO Mamnka Saved OTHOCUTCS K pabounM JaHHBIM. B Heil
MOTYT HaXOAUTbCS BPEMEHHBbIE (DaliyIbl, )KYpHaJIbI U PE3yJIbTaThl 3aITyCKOB, IO3TOMY
e€ Hy’>KHO OTJIMYaTh OT NANoK C UICXOAHBIM KOJIOM, pECypcaMH M KOH(PUTypalue.

Takum oOpazoMm, paboune Ghaiabl U COXpaHESHUS IOMOTAIOT MTPOBEPUTD, YTO
IPOEKT HE TOJBKO 3allyCKaeTcs B cpeae pa3pabdOTKH, HO M KOPPEKTHO XPAHUT
U3MEHseMble JJaHHbIE. /{151 yueOHOro npoekTa 3T0 BaXKHO, TOTOMY YTO COXPaHEHUs
MOKAa3bIBAIOT CBA3b MEXAY 3allyCKOM MPOrpaMMbl, ACHCTBUSAMHU IOJIb30BATENS U

3allMCaHHbIMU 3HAYCHUSIMU.
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4. OTAIIbI PASPABOTKH

4.1 Co3nanue NMpoeKTa NPUIOKEHUS

Ha mepBom stame Obu1 moarotoBiieH npoekT MyProject na 6a3e Unreal
Engine 5.7. B xauecTBe OCHOBBI UCIIOJIB30BAJICS MPOEKT ¢ nmojaepxkkoi C++, Tak
KaK OCHOBHAs JIOTMKa pPeaJiM3yeTcsl B OTICJIbHBIX KJIACCaX MCXOJIHOTO KOJa, a He
TOJIBKO B HACTPOWKAX penakTopa. Takoi MoaXo/ MOJXOIUT s YIeOHOH paboTHI,
TaK Kak MO3BOJISET TOKa3aTh paboOTy C Kiaccamu, 00beKTaMu, yrnpasienuem, HUD,
COXpaHEHUSIMU M UIrpOBbIMU cucTemMamu. llocne co3naHus mpoekTa Oblia
chhopmupoBaHa craHjaapTHas cTpykrypa nanok Unreal Engine. B xopHeBOM
katanore Haxomsatrcss Source, Content, Config, Saved, Binaries n Intermediate.
[Tanka Source conepxut kox Ha C++, Content xpanut levels, Blueprint assets,
MOJIEIN, 3BYKH, materials u sneMeHTsl interface, Config COIEPNKUT HACTPOUKHU
poekTa, a Saved ucnonb3yeTcs s paboYMX JIaHHBIX M COXpaHEeHHil B (opmate

JSON. KopHeBas cTpykrypa npoekra MyProject ipuBe€H Ha pucyHKe 4.1.

- .github 6.04.2026 1¢ Manka c ainanmm
BB Binaries 04,2021 Manka c ainanmm
® Build . : Manka c daitnamm
B Config 8. 59 Manka c daitnamm
@B Content 7.04.2026 4: Manka ¢ daiinamm
BB DerivedDataCache ! Manka ¢ daitnamm
BB Intermediate 0 Manka ¢ daiinamm
i saved 0 Manka c daiinamm
8 source 04, i] Manka ¢ daiinamm
Manka c daiinamm
®aiin "VSCONFIG"
Visual Studio Solu...
Unreal Engine Proj...

WcxogHei daiin ...

,ﬂ RPG_FARM_Official_TZ_Reworked 27.04.202 8 Jowkyment Micros...

Pucynox 4.1 - Kopnesasa cmpykmypa npoekma MyProject

OCHOBHBIC MTAITKH IMPOCKTAa MMCIOT CJICAYIOMICC HA3HAYCHHC!
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- mamnka Source COAEPKUT UCXOIHBIN KOJ MPOEKTa Ha si3blke C++;

- nanka Content ucnonb3yeTcsi sl levels, BU3yalnbHBIX pecypcoB, Blueprint
assets U UTPOBBIX OOBEKTOB;

- nanka Config XpaHUT HACTPONKM 3alycKa, yMNpaBlICHUS U TapaMeTpoB
JIBHKKA;

- manka Saved coaepKuT padoure MaHHBIE PEAAKTOpa, KypHaibl U (Dailibl
COXpaHCHU;

- nanku Binaries n Intermediate WMCNIONB3yIOTCA NBWXXKKOM JUIsl COOPKH M
BPEMEHHBIX (DaiIOB.

BaxubiM (aitiom mpoekta siBnsiercs MyProject.uproject. B HéM yKa3aHbI
BEpCHUsl JIBH)KKA, OCHOBHOM MOJyJb M CIHCOK MOAKIIOYEHHBIX plugins. B moie
EngineAssociation yka3zana Bepcus 5.7, a monynb MyProject umeer tun Runtime,
MOATOMY HCHOJB3YeTCS BO BpeMsi 3amycka urpbl. B daitne MyProject.uproject
TaKKe TMOJKIIOYEHBbI JOMOJHUTENbHbIC plugins, BkIouas AnimationWarping,
MotionWarping, ControlRig, IKRig, GameplayCameras n npyrue KOMIIOHECHTBHI.
OHH pacmMpsItOT BO3MOKHOCTH ITPOEKTA, HO OCHOBHAs JIOTMKA UIPHI OCTAETCS B
co0ctBeHHbIX C++ knaccax. ®aiin npoexta MyProject.uproject ¢ HacTpoWKaMu
JBM>KKA U MOJYJISI IPUBEAEH HA PUCYHKE 4.2.

i

"FileVersion™: 3,
"Enginefhssociation": "5.7",
"Category”": "",
"Description™: "7,
"Modulez": |
{
"Name": "MyProject”,
"Type": "Runtime",
"LoadingPhase™: "Default™

}

Pucynox 4.2 - @aiin npoexma MyProject.uproject ¢ HacmpouKamu 08uUXCKa u MOOYis

[Tocne moaroroBku (haityna mpoekTa OblJIa HACTPOEHA CTPYKTYypa UCXOAHOTO

koja. B manke Source/MyProject naxonarcst (aiiabl OCHOBHOTO MOMIYJis, (haiin
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coopxku MyProject.Build.cs, a Taxxe nanku Public u Private. Takoe paszneneHue
SBJISIETCS CTAHIAPTHBIM JIJIs1 TpoeKTOB Ha Unreal Engine.

[Tanka Public conepkUT 3arojioBOYHbIE (halibl, TJI€ OMUCHIBAIOTCS KIJIACCHI,
nepeMeHHbie, GyHKOMM U CTpyKTypbl. [lamka Private conepxur Gdanisl
peanu3aluu, IJie HaXOUTCs JIOTMKa paboThl MeTo10B. biarogaps sTtoMy cHayaia
MOYHO YBUJIETh BO3MOKHOCTH KJIACCa, a 3aT€M OTKPBITh PEATU3AINIO U U3YUYUTh €T0
MIOBEJICHHUE.

B mpoekTte oTmenbHbIE KIACChl BHIAEICHBI JJISI OCHOBHBIX UTPOBBIX CHCTEM.
[lepconax, controller, GameMode, HUD, pyna, Ttoproseny u cucrema JSON-
COXpaHEHUI pacmloJIOKeHbl B pa3HbIX (Qainax. Takoe pasjieneHue MoMoraer He
CMEIIMBAaTh BCIO JIOTUKY B OJIHOM MECTE€ M YNPOUIAET JATbHEUIIYIO MOIICPKKY
MIPOEKTA.

®aitn MyProject.Build.cs oTBe4aeT 3a MOAKIIOYECHUE MOAYJEH Uisi cCOOpKU
npoekta. B HEM ykazanwl 3aBucumMoctu Core, CoreUObject, Engine, InputCore,
Enhanced Input, UMG, AnimGraphRuntime, Slate, SlateCore, Json, JsonUtilities, a
TaK)Ke MOIYJIW JJII aHUMAIIHH, KaMePbl, 3a71a4 U UTPOBBIX CHCTEM.

[Tonko4€HHBIE MOTYJIU UCTIONB3YIOTCS B PA3HBIX YACTAX MPOCKTA:

- Monymu Core m CoreUQObject obectieunBaroT 0a30BbIe THIIBI, OOBEKTHI U
CHUCTEMHBIC BO3MOYKHOCTH JBUKKA;

- Moaynb Engine mpenoCcTaBisieT UTPOBBIE KJIACCHI, KOMIIOHEHTHI, aKTEPOB U
paboTy C UTPOBBIM MUPOM;

- Mmonymu InputCore w EnhancedInput wcnonb3yloTcss mjis  00pabOTKH
yIpaBJICHUS;

- Mmoaymu UMG, Slate n SlateCore mpuMEHSIIOTCS JJIsl TIOJIb30BATEIbCKOTO
interface M YKpaHHBIX DJIEMEHTOB;

- moxaynu Json n JsonUtilities nCTIONB3yIOTCS JUIsl COXpPAHEHUS HACTPOCK U
JTAHHBIX TIEPCOHAXKA.

IToaroToBKa CTPYKTYpbI TaKKe BKJItOUaia HacTpoky nanku Content. B Het

HaxoJsATca UrpoBbie levels, Blueprint assets, Manku ¢ NEPCOHAXKEM, PECypcCamu,
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3ByKaMH W 3JeMeHTaMmu interface. OcHOBHbIE 3yeMeHThl: NewMap, Showcase,
Blueprints, MainPlayer, Audio v Namaqualand.

OtnenpHOE 3HAUYEHME UMMEET paslieliecHhe KapT mnpoekta. NewMap
UCITOJIB3YETCSI KaK CTapToOBOE 1000, a Showcase — isi OCHOBHOTO HTPOBOTO
npoiiecca. ITo OTACNAET HaYaJIbHOE COCTOSTHUE UTPBI OT aKTUBHOM UTPOBOM CIICHBI.

Ha »sTtanme moAaroTtoBku OBLTH OMpeseNieHbl OCHOBHBIE KJIACChl TMPOEKTA.
ThiefCatcerGameMode oTBewaeT 3a wurpoBod pexum, ThiefPlayerController
yIpasiisieT BBOAOM U mnepexoaamu, GameplayCharacterBase cONEpXKUT JOTUKY
nepconaxa, PlayerGameHUD otBeuaeT 3a oToOpaxkeHue interface, a OreStoneBase
u TraderNPC onuChIBaIOT UTPOBBIE OOBEKTHI.

N3MeHnenue nmoseneHus py sl BIoJHAETCS uepes OreStoneBase. I3menenne
TOProBOTO MEHIO BbINONHAETCS 4epe3 PlayerGameHUD w noruxy controller.
N3meHeHune nmapaMeTpoB repcoHaxka BeinosHsaercs yepe3 GameplayCharacterBase.

Ha sTane moaAroToBKy OBLIH BBHITTOJHEHBI CIEIYIOINE CHCTBUS:

- co3naad npoekT Unreal Engine 5.7 ¢ noanepxkou C++;
- mpoBepeH (paitn MyProject.uproject n ocHoBHOU Moxynbs MyProject,;
~ TmoAroToBiieHbl nanku Source, Content, Config n Saved,
~ HACTPOEHA CTPYKTYypa UCXOTHOTO Koja ¢ nmankamu Public u Private;

BBIJICJICHBI OCHOBHBIE KJIACCHI JJIsl IEpCOHaxa, controller, GameMode, HUD,

PY/ibl, TOPrOBLIa U COXPAHEHUH.
Taxum 06pazom, Ha mepBOM 3Tare OblIa HOArOTOBJICHA CTPYKTYpa MPOEKTA.
[Tocne 3TOro crano BO3MOXKHBIM A00ABUTH CTapTOBOE JIOOOHW, MEpexo]l Ha KapTy
Showcase, ynpaBieHle NepCOHAXEM, CUCTEMY Sstamina, 10ObI4y PyJbl, TOPTOBIIO,

npokauky, HUD u coxpaHeHue JaHHbIX B (popmate JSON.

4.2 Co3naHue nepcoHaxa

[Tocne mNOATOTOBKHM CTPYKTYphl MpOEKTa Oblla peann3oBaHa CHUCTEMa

ctaptoBOoro lobby. OHa MO3BOJIIET MOJB30BATENIO0 CHA4ajla YBHUJIETb CTapTOBBIM
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9KpaH, OTKPHITh HACTPONKH, MPOBEPUTD YIPABIECHUE U TOJIBKO MOCJIE 3TOTO HaYaTh
UTPOBYIO ceccuto. [list aToro ucnoinsdyercsa kapra NewMap, KOTopast OTKpbIBaeTCs
Ipu 3amycke nmpoekra. Mrposas kapra orneneHa ot craptoBoro /obby. OcHOBHOU
UIPOBOM TMpoLIECC MPOUCXOIUT Ha KapTe Showcase, pacloNioKEHHOW MO MyTH
Namaqualand/Levels. Ha Helt TpoBepsItOTCS IBUKEHUE MTEPCOHAXKA, 100bIYa PY/IbI,
B3aMMOJICHCTBUE C TOPrOBLEM, TOProBisA, Ipokauka, HUD wu coxpaHeHue
nporpecca.

Ha pucynke 4.3 noka3ana cxema rnepexojia OT ctapToBoro lobby x urpoBou

Kapre.

MenuMapName = TEXT ("NewMap™) ;
GameplayMapNams = TEXT ("/Game/Namagqualand/Levels/Showcase") ;
LoadingScresenbelay = 0.13f;

if (UWorkOrderSubsystem® WorkCrderSubsystem = GetWorkOrderSubsystem())
{
WorkOrderSubsystem—>PrepareielectedOrderForLaunch () ;

}

GetWorldTimerManager () .SetTimer |
LoadingMapTimerHandle,
this,
AThiefPlayerContreoller: :OpenGameplayMap,
LoadingScreenDelay,
false);

void AThiefPlayerController::COpenGameplayMap ()
if ('IsInMenuMap())
{
return;

}

UGameplayStatics: :0Openlevel (this, GameplayMapMName]) ;
Pucynok 4.3 - Ilepexoo om cmapmosozo lobby k ueposoii kapme Showcase
3a 3aIllyCK CTAapTOBOTO COCTOSAHHA OTBEYACT HCCKOJIBKO yacTeu IMIPOCKTA.

OcHoBHas kapTa 3a1aércst B gaine DefaultEngine.ini, a mepexo]l MexXay KapTaMu

BbInoJHseTCs B kiacce AThiefPlayerController. TOT KilacC XpaHUT UMEHA KapT,
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oOpabateiBaeT aeWictBus u3 HUD, moka3pIBaeT 3KpaH 3arpy3Kd U OTKPHIBAET
urpoByto kapty. B xouctpykrope AThiefPlayerController 3amatoTcsi HayaiabHbIC
3HaueHus. llepemennas MenuMapName Xpanut umsa NewMap, nepeMeHHas
GameplayMapName conepxut nyTte /Game/Namaqualand/Levels/Showcase, a
LoadingScreenDelay 3a1aét 3a1epKKy 1nepej; OTKPhITUEM UTPOBOM KapThl.
OCHOBHBIE IEPEMEHHBIE, CBA3aHHBIE C IEPEXOJOM MEKIY KapTaMHu:

~ MenuMapName XpaHUT UMs CTapTOBOU KapThl NewMap;

- GameplayMapName XpaHuT yTh K UTPOBOI KapTe Showcase;

- LoadingScreenDelay 3ana€t 3anepxKKy nepesl OTKpbITUEM UTPOBOM KAPTHI;

- bLoadingGameplayMap noka3pIBacT COCTOSTHUE 3arPY3KU;

- LobbyMusic XpaHuT 3ByK CTapTOBOTO dKpaHa.

Oyukius  BeginPlay  cHadana  BbI3bIBaeT  0a30BYyI0  peasd3aluio
pOIUTENbCKOrO  Kjlacca,  3aTeéM  IpU  HEOOXOAMMOCTH  MOJKIIIOYaeT
APlayerGameHUD wuepe3 ClientSetHUD. Ilociae 3TOro BBINOJHSETCSA 3arpy3ka
HAaCTPOEK M TOJArOTOBKA CTAapTOBOIO COCTOSIHMS IpoekTa. MHunumanuzanus

controller ipu 3aimycke MPOEKTa NMPUBEACH HA pUCYHKE 4.4.

void AThiefPlayerController: :BeginPlay ()
i
Super::BeginPlay () ;

if (!GetHUD() | !'GetHUD()->»Isk(APlayerGameHUD: :StaticClass()))
{

ClientSetHUD (AFlayerGameHUD: : StaticClaas () ) ;
}

LoadSettingsFromJscon() ;
bLoadingGameplayMap = false;
LpplyMenuInputState();
EpplyLookSettings () ;
LpplyRudicSettings () ;

GetWorldTimerManager().ClearTimer (AudicRefreshTimerHandle) ;
GetWorldTimerManager () .S5etTimer (

BudicRefreshTimerHandle,

this=,

ehThiefPlayerContreoller: :ApplyWorldhudiceVelumes,
1.0f,

true,

0.25f);

Pucynox 4.4 - Hnuyuanuzayus controller npu 3anycke npoexma
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B wmacce  AThiefCatcerGameMode  mepeomnpenenena  (QyHKIHS
SpawnDefaultPawnFor Implementation. OHa mpoBepsieT UMs TEKYIIEeH KapThl U HE
co3naét Pawn Ha kapte NewMap. ITO HYKHO MOTOMY, YTO B CTapTOBOM [obby
M0JIb30BaTENb PA0OTAET TOJIBKO C MEHIO M HE TOJKEH YIPABISAThH MEPCOHAKEM.

Ha  pucynke 4.5 MOXHO  TIOKa3zaTh  peanu3anuio  (QyHKIUH

SpawnDefaultPawnFor Implementation.

RPawn* AThiefCatcerGameMode::SpawnDefaultPawnFor Implementation (AController*
NewPlayer, RBRctcocr* StartSpot)
{
if (GetWoxrld())
i
FString MapName = GetWorld()->GetMapName () ;
MapName . RemoveFrom3Start (G2tWorld () —>StreaminglLevelsPrefix) ;
if (FPackageName::GetShortName (MapName) .Equals (TEXT ("NewMap"),
ESearchCase: :IgnoreCase))
{
return nullptr;
}
1

return Super::SpawnDefaultPawnFor_ Implementaticn (NewPlayer, StartSpot);

Pucynok 4.5 - Omxnouenue cozoanus Pawn na cmapmosoii kapme NewMap

CrapToBslii 3kpaH oToOpakaercs B kinacce APlayerGameHUD. OH pucyercs
yepe3 Canvas W CONEPKUT OCHOBHBIE IAHENIHM, HA3BaHUE IMPOEKTA, OMNMCAHUE
UIPOBOTO LHKJIA W KHONKK ympasiaeHUs. Cpeau KHOIOK €CTh 3alyCK HIPBI,
OTKPBITUE HACTPOEK U BBIXOJI U3 MIPOEKTA.

CrapToBBlii 3KpaH BBINOJHSAET HE TOJIBKO JICKOPAaTUBHYIO, HO U
npakTuyeckyro QyHkuuto. Ilonp3oBaresns MOXET MOATOTOBUTHCS K 3aIyCKy,
OTKPBITh HACTPOWKH, POBEPUTH YIIPABIECHUE U IEPEUTH HAa UTPOBYIO KapTy.

Ha craptoBom [lobby monB30BaTE€Nh MOXET BBIIOJIHUTH CIETYIOINE
JIEUCTBUS:

~ HauyaTh UTPY U NepeuTu Ha Kapty Showcase;
~ OTKpBITh HACTPOMKHU 3BYKa, YIPaBIEHUS U interface;
~ TPOBEPUTH TEKYIIUE KIABUIIYU YIIPABICHUS;

~ BBIATH U3 MIPOEKTA YEPE3 KHOMKY 3aBEPUICHUS;
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— YBHUIETH KPaTKYIO MOJICKA3KY O ITUKJIE UTPHI.

Knonka 3amycka cBsizaHa ¢ aenctBueM StartGame. Korma moJib30BaTelb
BeiOUpaer e€¢, HUD mnepenaét xomanny B AThiefPlayerController, mocne 4ero
BbI3bIBaeTCa pyHkius StartGameplayFromMenu.

Oyukuusa  StartGameplayFromMenu  npoBepsieT, 4YTO  I0JIb30BATENb
HaxoaAuTcsl Ha Kapte NewMap w mepexoj €€ He HauyaT. 3aTeM OHa 3aKpbIBAET
aKTUBHBIC MEHIO, BKIIIOYAET COCTOSIHHE 3arpy3Ku, NPUMEHSET PEKUM BBOJAA U
MOATOTABJIMBAECT MIEPEX01 HA KapTy Showcase.

Ecnu LoadingScreenDelay Gonbiie HyIs, IEPEXO]] BBIMOIHAETCS HE Cpasy.
JI71st 9TOrO UCIONB3YETCs fimer, KOTOPBIA 4Yepe3 KOPOTKYIO 3aJ€pP’KKY BbI3bIBAET
byukuto OpenGameplayMap. B poekTe 3aaepkka coctaBisierT (). 15 CeKyH/IbI.

Dtaribl 3aIycKa UTPOBOM KapThl BRITJISAAT CICTYIONTUM 00pa3oM:

~ TI0JIb30BATEJIb HAKUMAET KHOTIKY 3aITyCKa UTPhI B CTApTOBOM [0bby;
- HUD nepenaér aeiictue StartGame B controller;

~ Gyukuus StartGameplayFromMenu BKITIOUaET COCTOSIHUE 3arpy3KH;
- APlayerGameHUD otobpaxaert loading screen;

~ Tocne 3aJiepKKH BeI3biBaeTcs hyHkius OpenGameplayMap,

- ¢yukuus OpenGameplayMap oTKpBIBaeT KapTy Showcase.

Ha pucynke 4.6 nokazan ¢parment pynxuuu StartGameplayFromMenu,
KOTOpas 3aIlyCKaeT Mepexo 1 Ha UTPOBYIO KapTy.

[IpomexxyTOUHBIN SKpaH 3arpy3ku pucyercs dynkuueit DrawLoadingScreen
B kiacce APlayerGameHUD. OH mnosBisieTcsi, Koraa controller HaxoauTcs B
coctostHun  bLoadingGameplayMap. Ha »kxpane otoOpaxkaroTcs 3aTeMHEHHE,
[EHTpaJIbHasI aHe b, TEKCT 3arpy3KU U NMPOCTas aHUMUPOBAHHAs 1M0JI0Ca.

Oyukuus DrawloadingScreen wWcnonb3yeT BpeMsi HIPOBOrO MHpa U
W3MEHEHHS] TEKCTa W JIBIDKCHMsSI TIOJIOCHL. biaronmaps aToMmy mosibp30BaTelb BUUT,
YTO MPOECKT BBIMOJIHAET IEPEXOT MEKTy KapTaMH, a HE 3aBHC.

OTkphITHE WTPOBOM KapThl BbIMoNHsAETCS (pyHkimenr OpenGameplayMap.

Ona BbI3BIBaeT cTaHAapTHy ¢GyHKHU0 Openlevel u nepenaét e uMs KapTbl
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Showcase. Ilocne 3arpy3ku HOBOW KapThl MEPCOHAXK CO3/1AETCST OOBIYHBIM 00pa3oM,

MIOTOMY UTO OJIOKUpOBKA Pawn NelcTByeT ToJbKo aiis NewMap.

void AThiefPlayerCeontroller::3tartGameplayFromMenu ()

i
if (!IsInMenuMap() | bLoadingGameplayMap)
{

return;

}

CancelInputRebind () ;

bSettingsMenulpen = false;
bLoadingGameplayMap = true;
if (UWorkOrderSubsystem* WorkOrderSubsystem = GetWorkOrderSubsystem())

i
WorkCOrderSubsystem->PrepareSelectedlrderForLaunch();

}

LpplyMenuInputsState () ;
UpdateLokbbyMusic () ;

GetWorldTimerManager () .ClearTimer (LoadingMapTimerHandle) ;
if (LeoadingScreenDelay <= 0.0f)
{

CpenCGameplayMap () ;

return;

}
GetWorldTimerManager () .SetTimer (
LoadingMapTimerHandle,

this=,

£AThiefPlayerController: :CpenGameplayMap,
LoadingScreenDelay,
false) ;

Pucynok 4.6 - 3anyck nepexooa u3 lobby na uepoeyio xapmy

Taxke B IpOEKTe €CcThb OOpaTHBIM Iepexon B cTtapToBoe [obby. Jlns sToro
ucnonb3yetrcss Qynkuuss ReturnToLobby B xnacce AThiefPlayerController. Ona
cOpachIBa€T COCTOSIHUE 3arpy3KHU, 3aKPbIBAET OTKPBIThIE MEHIO, OUUILAET CChIIIKY Ha
OJI KAMIIIero TOProBIla U OTKphIBaeT Kapty NewMap.

Oyukuus ReturnToLobby none3na npu TeCTUpOBaHUH. Pa3paboTunk MOXKET
3aIyCTUTh UTPOBYIO KapTy, MPOBEPUTH HYKHBIE MEXAHWKH, BEPHYTHCS B lobby u
CHOBa Ha4yaTh MPOBEPKY O€3 MOITHOTO Mepe3ammycka MpoeKTa.

Ba)XHBIM 3JIEeMEHTOM CHCTEMBI SIBISIETCS YIPAaBJICHHUE COCTOSIHUSIMH MEHIO.

s ATOTO HCTIONTB3YIOTCS IIepEMCHHBIC bTradeMenuOpen,
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bProgressionMenuOpen, bPauseMenuOpen, bSettingsMenuOpen u
bLoadingGameplayMap. Ouu onpefensioT, KaKo SKpaH OJBKEH 0TOOpakaThCs U
KaKHe JIEHCTBUS JOCTYIIHBI MOIb30BATEITIO.

Oyukuus ApplyMenulnputState NEpeKIIOYAET PEKUM BBOJA B 3aBUCUMOCTH
OT COCTOSIHUS MTPOEKTa. B MEHIO MOIB30BaTeNlb pabOTACT C KHOMIKAMH M KypCOpOM,
a Ha UTPOBOM KapTe yIpaBieHUE MepeaETCs MEPCOHAXKY.

Takum o00pa3om, crapToBoe [Jlobby u Tiepexol Ha UIPOBYIO KapTy
peanu3oBaHbl Yepe3 HECKOJIbKO CBSI3aHHBIX 4YacTe mpoekta. DefaultEngine.ini
3anmaét craptoByto Kapty, A ThiefCatcerGameMode moaKII09aET HYKHBIC KJIACCHI U
oTkiovaer co3nanue Pawn B lobby, AThiefPlayerController ymnpapiuser
nepexoiaMu U coctosHusMU, a APlayerGameHUD otoOpaxaetr meHIo u loading

screen.

4.3 JlobaBneHue xo0ab0bl, yIIpaBIeHU KaMepOi U aHUMAIIUi

OmHuM W3 OCHOBHBIX JTaloOB pa3pa0OTKH CTaJI0 CO3/IaHUE HUTPOBOTO
nepcoHaka. Yepe3 HEro IMOBb30BATEIh B3aWMMOJICHCTBYET C HWIPOBBIM MHPOM:
nepeMeniaeTcsi Mo KapTe, HCIHOJb3YeT sprint, pacxolyeT U BOCCTaHABIMBAET
Stamina, aTaKyeT py.y, MOJy4aeT PeCypchl, 30J0TO U OTIBIT.

Jloruka nepcoHaxa paznesneHa MEXITY TIBYMSI KJIaCCaMHU:
AGameplayCharacterBase w AThifCatcher. Knacc AGameplayCharacterBase
Hacinenyercss ot ACharacter w XpaHuT 0a30BYH0 WIPOBYIO JIOTHKY, a KIacc
AThifCatcher pacumpsier e€ ynpapiieHueM, camera U GyHKIUSIMU IBHKCHHUS.

Ha pucynke 4.7 nokazana CTpyKTypa KJIACCOB UTPOBOTO IMEPCOHAXA U HX
CBSI3b MEXIY COOOM.

Knacc AGameplayCharacterBase conaep>XAT OCHOBHBIE XapaKTEPUCTUKH
nepcoHaxa. B Hém 00bsiBiIeHbI IepeMennbie WalkSpeed, SprintSpeed, MaxStamina,

Stamina, CurrentStamina, CollectedOreResources, CollectedGold,
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StaminaPotionCount, PlayerLevel, CurrentExperience, ExperienceToNextLevel n

AvailableUpgradePoints.

tinclude "GameFramework/Character.h"
¥include "GameplayCharacterBase.generated.h"
UCLASS ()
class MYPROJECT API AGameplayCharacterBase : public
Acharacter {GENERATED BODY ()
public:
LGameplayCharacterBase () ;
virtual woid BeginPlay() owverride;
virtual woid EndPlay(const EEndPlayReascon::Type EndPlayReascn)
virtual woid SetupPlayerInputCompcnent (class UlnputComponent®
PlayerInputCompcnent) override;
virtual woid Tick({float DeltaTime) override;

UFUNCTICN (BlueprintCallakle, Category = "Attack")
virtual woid Lttack();

UFUNCTICN (BlueprintCallakle, Category = "Mowvement"™)
void SetSprintActiwve (bocl bShouldSprint);

UFUNCTICN (BlueprintCallakle, Category = "Inwventory")

bool UseStaminaPotion();};
tinclude "Camera/CameraComponent.h”
tinclude "GameFramewcrk/SpringirmComponent.h™
tinclude "GameplayCharacterBase.h"
$include "ThifCatcher.generated.h”
UCLAESS ()
class MYPROJECT API AThifCatcher : public
AGameplayCharacterBase {GENERATED BODY ()
public:

AThifCatcher () ;

UPROPERTY (Visiklelhnywhere)

USpringArmCemponent® SpringArm;

UPROPERTY (Visiklelhnywhere)

UCameraComponent™ Camera;

virtual woid SetupPlayerInputComponent (class UInputComponent®
PlayerInputCompcnent) override;

void MoveForwardBackward (float Valus);

void MoveRightLeft (flocat Value);

void Jump () ;

void StopJump () ;

void Sprint();

void StopSprint();l;

Pucynox 4.7 - Cmpykmypa knaccoe uzpogozo nepcoraglica

K ocHOBHBIM napaMmeTpaM MepcoHaka OTHOCSTCS:

override;

CKOPOCTh OOBIYHOTO TIepEIBIKEHUS depe3 nepeMeHnyo WalkSpeed,

CKOPOCTb YCKOPEHHOI'O JIBUJKEHHUS Yyepe3 NepeMeHnyto SprintSpeed,

TEKyIllee U MaKCUMaJIbHOE 3HAYCHUE Stamina;
KOJIMYECTBO JOOBITOM pyAbI U 30J10Ta;

KOJIM4YECTBO 3€JIMA BOCCTAHOBIICHUS stamindg,

YPOBEHB MIEPCOHAXA, TEKYIIHUN OIBIT U OYKH YJIYUYIICHUM;

YPOH 10 py/i€ U apaMeTphl aTaKH.
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B xonctpykrope AGameplayCharacterBase 3anatoTcsi Ha4albHbIE 3HAUCHUS
nepcoHaxka. OObIUHAs CKOPOCTH JBUXKEHUS paBHA 450, ckopocTh sprint paBHa 700,
MakcUMallbHasi stamina paBHa 100, a HayaJdbHBIA YpPOBEHb IMEpPCOHA)Ka paBeH 1.
Takske 3a1a10TCsl TapaMeTpbl BOCCTAHOBIICHUS Sfamind, ypoHa 1o pyae, JalbHOCTU
aTakyd U BPEMEHU aTaKH.

B 3TOM € KOHCTPYKTOpE MOAKIIOYAKTCS pecypchl uisl atakd. Yepes
ConstructorHelpers 3arpyxaetcs attack montage wu wmonens Kupku. Kupka
XpaHuTca B mnepeMmeHHON EquippedPickaxeMesh, a nas TOpUKpEIUICHUS
ucrnosb3yetcs socket LeftHandSocket.

Ha pucynke 4.8 nokazaHbl KOMIOHEHTBI camera ¥ HapamMeTpbl yIPABISIEMOIO

nepcoHaxa B kiacce A ThifCatcher.

Springhrm =
CreateDefaultSubobject<USpringirmComponant> (TEXT ("SpringhrmComponent™) ) ;
SpringArm->Setuphttachment (RootComponent) ;

Springirm->TargethrmLength = 420.0f;
Springirm->SetRelativelocation (FVector (0.0£, 0.0£, 70.0£f));
SpringArm->bEnableCameralag = true;

Springirm->CameralagSpeed = 12.0f;

SpringArm->bUsePawnControlReotation = true;

SpringArm->bDoCeollisionTest = true;

Camera = CreateDefaultSubcbject<UCameraCcocmponents (TEXT ("MainCamera™));
Camera—->Setupkttachment (Springhrm) ;

Camera->bUzePawnControlRotation = false;
Camera—->3etRelativeRcoctaticon (FRotator (-10.0£, 0.0f£, 0.0f£));

|

Pucynox 4.8 - Komnonenmut kamepwt u SpringArm 6 knacce AThifCatcher

Knacc AThifCatcher otTBewaeT 3a ympaBisieMOro TMepcoHaxa. B ero
KOHCTPYKTOpPE CO3HAETCA KOMIOHEHT SpringArm, KOTOPBIM MPUKPEIUISETCA K
KOPHEBOMY KOMIIOHEHTY, MOJIy4aeT InuHy 420 u cMelenne o Beicore. i Hero
BKJIFOUEHBI 3aJI€pKKa camerda, 3aep’KKa IOBOPOTA U MCIOJb30BAHUE ITOBOPOTA OT
controller.

ITocne co3pmanuss  SpringArm co3ga€rcss kKommnoHeHT Camera. OH
OpUKpEIUIsieTCsl K SpringArm M moiy4yaeT HeOOJIbLIOW HakJIOH BHHU3. biaromaps
ITOMY camera pacrojaraercs mo3aau MEepCoHaka M IMOKa3bIBa€T MPOCTPAHCTBO

nepes HuM.
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B xnacce AThifCatcher Taxxe HaCTpanBaeTCsl KOMIIOHEHT ABMKEHUS. B HEM
3aJ1al0TCsl TTOBOPOT B CTOPOHY JBMKEHHUS, CKOPOCTh MOBOPOTa, CHJIa TPBDKKA,
yIOpaBlieHUE B BO3AyXe, TOPMOKEHHE M YCKOpEHHE. OTH MapaMeTpbl [eNaroT
yIpasiieHue 0osee y100HbIM Ha KapTe Showcase.

Oyukuus SetupPlayerinputComponent OTBEYaeT 3a MPUBS3KY JEUCTBUMA
noJib3oBaTeNsl K GyHKImsIM nepcoHaxa. B AGameplayCharacterBase depe3 Heé
noAKItouaroTes neucTBus Attack n UsePotion, a B AThifCatcher 1onOJHUTEIBHO
MOJIKJIFOYAIOTCS ABMXKEHUE, TIOBOPOT camera, PbLKOK U Sprint.

K ocHoBHBIM QyHKIMSAM yripaBienus B kiacce A ThifCatcher oTHOCSTCS:

- MoveForwardBackward, xoTopasi OTBEYaeT 3a ABMKCHHUE BIEPEN U HA3AT;
- MoveRightLeft, koTOpasi OTBEYAET 3a ABM)KECHUE BIPABO U BIIEBO;

- Jump, KOTOpast 3aIyCKaeT MPBIKOK MEPCOHANKA;

- StopJump, KoTOpas 3aBepIIacT yJAep>KaHUEe MPhIKKA;

— Sprint, KOTOpast BKIIOYAET YCKOPEHHOE ABMKCHHUE;

- StopSprint, KoTOpasi OTKIIIOYAET YCKOPEHHOE JBUKEHUE.

Oynkuuun MoveForwardBackward w MoveRightLeft ucnonb3ytoT MOBOPOT
controller, 9To0Bl OMpENEINTh HANpPABICHUE IBIDKEHUS OTHOCUTEIBHO camera.
[ToaTOMy TIepCOHaXX NBHIKETCS HE MO TI00aTBbHBIM OCSIM KapThl, @ OTHOCUTEIHHO
HaIpaBIICHUS B3TJIs1/1a UTPOKA.

OyHkuus Jump BbI3BIBAET CTAHAAPTHBIM IPBDKOK IMEPCOHAXa uepe3
ACharacter. Ecnu st IppDKKa Ha3HA4YeH animation montage, OH TaKKe MOXKET
ObITh Tipourpad. DyHkuus StopJump BbI3bIBaCT StopJumping W 3aBepuiaeT
JIEVCTBUE MIPBIKKA.

Oynkuuu Sprint u StopSprint HE MEHSIOT CKOPOCTh Hampsmyr. OHu
BBI3BIBAIOT SetSprintActive w3 AGameplayCharacterBase, moToMy 4TO JIOTHKA
Sprint CBA3aHa C 3a1acoM sfamina U JOJKHA XPaHUTHCSA B 6a30BOM KJiacce.

Pabora stamina o6uoBnsiercst B ¢yHkiuu Tick. OHa BBI3BIBACTCS KaXKIbIN

KaJp U MPOBEPSET, IBUKETCS JIM MIEPCOHAXK C aKTUBHBIM sprint. Ecin yckopeHue
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WCIIOJNIB3YETCs, 3HAYEHUE Sfamina yMEHBIIAETCS, a MOCIE OCTAHOBKHU ITOCTEIIEHHO
BOCCTAHABJIMBAETCS.
Ha pucynke 4.9 mokaszaHbl OCHOBHbIE TNapaMeTphl MEpPCOHa)Ka B KJacce

AGameplayCharacterBase.

WalkSpeed = 450.0%;
SprintSpeed = 700.0£;
MaxStamina = 100.0f;

Stamina = MaxStamina;
MinusStamina = 32.0f;
FlusStamina = Ze.0f;
MovingStaminaRegen = 2.5f;
StaminaRegenDelay = 0.85f;

OreDamage = 530.0f;
httackRange = 3530.0f;
LhttackCooldown = 0.45f;

BageExperienceTcocNextLewvel = 100;
MaxStaminaUpgradefmount = 20.0f;
OreDamageUpgradefmount = 10.0£;

MoveSpeedUpgradelhmount = 30.0f;

Pucynox 4.9 - Ocnosnvie napamempuol nepconaxca 8 knacce AGameplayCharacterBase

Oynkuus  Attack 3anmyckaer yaap kupkod. Ilepen HavasioMm araku
IIPOBEPAETCS, HE BBINIOJIHACTCS JIM aTaKa y)Ke cerdac, J0CTyIHa JIM OHA, HE OTKPBITO
JIM MEHIO M HE HAaXOIUTCS JIM IIEPCOHAX B NaJeHUU. Eciin yciaoBue HE NTOAXOIUT,
JICVCTBHE HE 3aITyCKaETCS.

Korpa araka HadnmHaeTcs, NMEPCOHAX BBIXOAUT U3 Sprint, OCTaHABIMBACT
MPBIKOK U BpEMEHHO OJIOKHPYET JBUYKEHUE. 3aTeM NMPOUTPBIBAETCS attack montage,
a MOMEHT HaHECEHMsI YpOHa BBI3bIBACTCS uepe3 timer, 4yTOObl yJap COBHAAAN C
BU3YyaJIbHBIM JBMYKEHUEM KHUPKH.

Oynkums  UseStaminaPotion  oTBe4aeT 3a  HCHOJIB30BAHHUE  3€IbS
BOCCTaHOBJIEHUs stamina. OHa TpPOBepsieT HaJlIWYHE 3€lbs U HEOOXOAMMOCTh
BOCCTAHOBJICHUS, 3aTEM YMEHBIIAET KOJMUYECTBO 3€JUM, YBEIWYMBAET Sfaminda,
oOHoBiisieT HUD u coxpaHsieT JaHHbIE TepCOoHaXka.

JUis pa3BUTHS TEepcoHaka HUCHONb3yIoTcs (QyHkuuu AddExperience u

SpendUpgradePoint. llepBasi 100aBise€T ONBIT W TOBBIINIAET YPOBEHbL IMpHU
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JIOCTUKEHUU HY>KHOTO 3HAUEHUS, @ BTOPAsi TPATUT OUKO yJIYUYIIEHUS HA BRIOpAHHbBIN
napamerp.

B kmacce Takke ecTh (PyHKIMH MOdy4YeHHs naHHbIX s HUD. Hanpuwmep,
GetCollectedGold, GetPlayerLevel, GetCurrentExperienceAmount,
GetAvailableUpgradePoints w GetStaminaPotionCount TO3BOJISIIOT 0€30MacHO
nepenaBaTh 3HAYCHUS B SKpAHHBIN inferface.

IIpu 3amycke mnepcoHaka BbI3bIBaeTCs BeginPlay. B Hel 3arpykaroTcs
nanuble U3 JSON, OOHOBISIIOTCS pecypchl U Stamina, CUHXPOHUZHPYETCS
BU3yaJbHasg MOJENIb W TpuKpemgercs Kkupka. [lpu 3aBepiieHun padOThHI
BbI3bIBaeTCA EndPlay, Tie naHHBIE IEPCOHAXKA COXPAHSIFOTCS.

Takum 00pa3oM, UTPOBOM MEpCOHaX OOBEAMHSET YIpaBICHUE, camerd,
aTaKy, Stamina, PpeCypchl, TPOrpecc, 3€Ibi U COXPAaHECHHE JIAHHBIX.
AGameplayCharacterBase oTBeuaeT 3a 0a30BYI0 UTPOBYIO JIOTHUKY, a A ThifCatcher

n00aBIIIeT yIpaBJieHUE U camerda.

4.4 Peanu3anus yrpaBlIeHUs, KAMEPbI U CUCTEMBI Stamina

[locne co3manusi WrpoBOTO TEPCOHaXKAa OblIa peann3oBaHa CHUCTEMa
yOpaBleHUs, camera OT TPEThEro JWIA W JOTHKA Staming. DTH DIIEMEHTHI
HaAMpsIMyI0 BJMSIOT Ha YAOOCTBO WIPhI, MOTOMY YTO TIOJIb30BATENb JOJIKEH
CBOOOJHO TIEpEeMENIaThcsl MO KapTe, BHIACTh OKPYXXEHUE, BKIIOYATh Sprint W
MOHMMATh, KOTJIa 3a1ac Sfamina 3aKaHIuBaeTCsl.

OcHoBHass yacTh ympaBieHuss Haxomutcss B kinacce AThifCatcher. OH
Hacnenyercs ot  AGameplayCharacterBase u  n00aBisieT  KOMIIOHEHTHI,
HEOOXOMMBIC YIpaBisieMOMy TiepcoHaxy: SpringArm, Camera u GyHKIAA
newkenus. bazoBas noruwka stamina waxomutcs B AGameplayCharacterBase,
IIOTOMY 4YTO OHa CBs3aHa C COCTOSAHUEM IiepcoHaxa, HUD, cOXpaHEHUsIMU U

MTPOKAYKOMH.
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Camera peanuzoBaHa 4yepe3 cBsI3KYy Springdrm u Camera. KOMOOHEHT
SpringArm coznaércs B KoHcTpykTope A ThifCatcher, IpuKpeIuisieTcs: K KOPHEBOMY
KOMIIOHEHTY TEpCOHa)ka U JAEPXKUT camera Ha pacCTOSTHUU. B mpoekte IauHa
ppruara pasHa 420, a cMenieHue 1o BbICOTE paBHO /().

st SpringArm BKJIIOYEHBI MApaMETPhl MIIABHOCTU. 3a/IepKKA JIBHXKCHUS U
MIOBOPOTA JENAET camera MEHEEe PE3KOM, a HCIOJIb30BaHUE TIOBOPOTA OT controller
MO3BOJISIET UTPOKY CBOOOJHO OCMATPUBATh OKPYKEHHUE.

Kommnonent Camera co3naércs nocine SpringArm v NpUKPEIUISIETCS K HEMY.
Jlnst Hero 3amaH HEOOJNBIIONW HAKJIOH BHU3, YTOOBI WIPOK BHUICT HE TOJIBKO
MEPCOHAXka, HO W MPOCTPAHCTBO IEpPE]l HUM, BKJIIOUYasl pyay, TOProBla U JApyrue
00BEKTHI Ha KapTe Showcase.

Ha pucynke 4.10 noka3aHa HacTpoiika KaMepbl IIepCcoOHaXka uepe3 SpringArm

u Camera.

Springirm =
CreateDefaultSubobject<USpringirmComponent> (TEXT ("SpringArmComponent™) ) ;
SpringhArm->Setuphttachment (RocotComponent) ;

Springhrm->TargetfirmLength = £20.0f%;
Springhrm->SetRelativeleocaticn (FVector (0.0£, 0.0£, 70.0£f));
Springhrm->bEnakbleCameralag = true;

SpringArm->CameralLagSpeed = 12.0f;

SpringArm->bUsePawnControlRotation = true;

Springhrm->bDoCollisionTest = true;

Camera = CreatelefaultSubckhject«UCameraComponenty (TEXT ("MainCamera"));
Camera-»Setuphttachment (Springkrm) ;

Camera->bUsePawnControlRotation = false;
Camera->»3SetRelativeRctaticn (FRotator (-10.0£, 0.0f£, 0.0£L));

Pucynox 4.10 - Hacmpotixa kamepwl nepconasica 6 kracce AThifCatcher

B xonctpykrope AThifCatcher Taxke HacTpauBaeTCsl ABW)XKEHHE. Y
MepcoHa)xka OTKIIOUYEHO MPSIMOE BpalleHue oT controller o ocsim pitch, yaw u roll.
BMmecTo 3TOro BKIIFOUEH TIOBOPOT B CTOPOHY JABWKCHHUS, IOITOMY MOJIEITh
pa3BOpAYMBACTCS IO HAMPABICHUIO (PAKTUYECKOTO MTepEMEIICHUS.

KoMImoHeHT ABWKCHHS TIOJydaeT IapaMeTphl NPBDKKA W TIEPEMEIICHHUS.
JumpZVelocity otBeuwaer 3a cwmity npbikka, AirControl TO3BONSET YHPABISATH
nepcoHaxkeM B Bosnyxe, BrakingDecelerationWalking 3amaét TopmoxkeHue, a

MaxAcceleration oTBe4aeT 3a yCKOpPEHUE.
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OcCHOBHBIE MapaMeTPhl JBUKEHUS IIEPCOHAXKA:

- bOrientRotationToMovement pa3BopauMBaeT IepCOHAXKa B CTOPOHY
TIBIKEHUS;

- RotationRate 3ana€t CKOPOCTH TOBOPOTA MIEPCOHANKA,;

- JumpZVelocity onpeaenser CUily NPbhKKa;

- AirControl n0o3BoOJIIE€T yIPABIATH IEPCOHAKEM B BO3TYXE;

— BrakingDecelerationWalking oTBedaeT 3a TOPMOKEHUE MOCJIE OCTAaHOBKH;

—- MaxWalkSpeed 3anaét TeKyI1iyto CKOPOCTh NEPEABUKEHUS.

VYmpaBieHue cBs3aHO ¢ HAacTpoukamu input u3 (aitna Defaultinput.ini. J{ns
JIBIODKCHUSI UCIHONB3YIOTC knapumm W, A, S, D, nma mnoBopora camera
nucnoiib3yrorcesa MouseX n MouseY, NpblKOK BRINOJHSETCS uepe3 Space Bar, a sprint
BKJIrOUaeTcs uepes Left Shift.

Oyukuus  SetupPlayerlnputComponent CBS3bIBa€T HACTPOUKHU input C
byHKIHMSIMU NEpPCOHAXKA. Och MoveForwardBackward BBI3bIBAET
MoveForwardBackward, oce MoveRightLeft Boi3biBaeT MoveRightLeft, ocb Turn
OTBEYAET 3a FTOPU3OHTAIBHBIN MOBOPOT, a lookUpDown oTBedaeT 3a BEpTUKAIbHbBIN
0030p.

KrnaBuim v ocu yripaBieHuUs: UCIIOJIB3YIOTCS CIIEAYIOIIUM 00pa3oM:

- Wu S BBI3BIBAIOT ABMXKEHUE BNEpEN U Ha3a yepe3 MoveForwardBackward,
- A wn D BBI3BIBAIOT JBWKEHUE BIEBO U BIpaBo uepe3 MoveRightLeft;

- MouseX oTBeyaer 3a MOBOPOT camera 1Mo TOPU30HTAIIH;

- MouseY oTBedaer 3a MOBOPOT camera MO BEPTUKAIIN;

- Space Bar Bw13biBaeT Jump u StopJump;

- Left Shift Bo13biBacT Sprint u StopSprint.

Ha pucynke 4.11 mokazanbl GyHKITUY TPUBS3KA YIPABICHUS IEPCOHAXKA.

Oyukuus MoveForwardBackward otBeuaeT 3a ABM)XEHUE BIEPEN U Ha3al.
CHauana oHa MpPOBEPSIET, HE HAXOAUTCA JHU TEPCOHAXX B COCTOSTHUM aTaKH,
CYILIECTBYET JIu controller u He paBHO JIM 3HaUYEHUE OcH HYIO. Ecu aTaka akTHBHA,

JIBH>KEHUE BPEMEHHO OJIOKUPYETCHI.



57

void AThifCatcher::SetupPlayerInputComponent {UInputComponent®
PlayerInputComponent)
{
Super::SetupPlayerInputComponent (FlayerInputComponent) ;
PlayerInputComponent—>EindAxis (TEXT ("McoveForwardBackward™), this,
&AThifCatcher: i:MoveForwardBackward) ;
PlayerInputComponent—>Bindixis (TEXT ("MoveRightLeft"), this,
£AThifCatcher: :MoveRightLeft) ;
PlayerInputComponent—>BindAxis (TEXT ("Turn"), this,
tAThifCatcher: :AddContreller¥awlnput) ;
PlayerInputComponent—>Bindfxis (TEXT (" loockUpDown™), this,
tAThifCatcher: :RddControllerPitchInput) ;
PlayerInputComponent->BindAction (TEXT ("Jump"), IE Pressed, this,
£AThifCatcher: : Jump) ;
PlayerInputComponent—>Bindiction (TEXT ("Jump"), IE_Released, this,
tAThifCatcher: :StopJump) ;
PlayerInputComponent—>BindAction (TEXT ("Sprint"), IE Pressed, this,
&hThifCatcher: :Sprint);
PlayerInputComponent—>BindAction (TEXT ("Sprint")}, IE Released, this,
EAThifCatcher: :StopSprint) ;
i

Pucynok 4.11 - Ilpussaska input K QYHKYUAM OBUNCEHUS, NPLIXHCKA U SPrint

[Tocne mpoBepku (QyHKIMS TOJMy4aeT TEKYIIUWA TMOBOPOT controller. s
JBIDKEHUS  UCTIOJIB3YETCS  TOJIBKO TOPU30OHTAIILHOE  HaIpaBiICHUE, YTOObI
NepeMeNIeHHe 0 3eMJIE€ HE 3aBUCENO0 OT HaKJIOHAa camera. 3aTeM HalpaBlICHUE
nepenaércs B AddMovementInput.

Oyukuuss MoveRightLeft paboTaeT MOXO0XKUM 00pa3oM, HO OTBEYaeT 3a
6okoBoe aBmxkeHue. OHa MoydaeT HampaBJICHUE BIPABO WK BIIEBO OTHOCUTEIHHO
MOBOpOTa controller, OATOMY yIpaBieHHE OCTAETCS MPUBBIYHBIM JJISI UTPBI OT
TPETHETO JIMIIA.

[Ipeokok peanu3oBan yepe3 GyHkuuu Jump u StopJump. Oyuxuus Jump
IIPOBEPSET COCTOSIHUE aTaKU U IIPU CBOOOHOM MEPCOHAKE BbI3bIBAET CTAHAAPTHBIN
npbeiKoK U3 ACharacter. ®ynkuust StopJump 3aBepiiaeT yaep>KkaHue MpbhKKa Mociie
OTITYyCKAHMSI KJIaBUIIIH.

Oyukuuu Sprint m StopSprint OTBEYAIOT 3a BKIIOYEHHE M OTKJIIOUYCHUE
YCKOpeHHOro ABWkeHUs. OHM HE MEHSIOT CKOPOCTh HANpPSIMYIO, a BBI3BIBAIOT
SetSprintActive w3 AGameplayCharacterBase, motomy 4YTO Sprint JOJKEH

YUMTBIBATH 3aI1ac stamind.
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OyHkuus SetSprintActive TPUHUMAET 3HAYEHHUE, KOTOPOE BKIKOYAET HWIIH
BBIKJIIOYAET yCKopeHHe. Ecin Urpok mbITaeTcs BKIIOYUTH Sprint, HO stamina
3aKOHYWJIaCh, YCKOpEHHWE He 3amyckaerca. Ecam 3amac  ecTh, CKOPOCTh
nepekitovaetcsa Mexny WalkSpeed w SprintSpeed.

Cucrema  stamina  obHoBusiercs B (yHkuum  Tick  knacca
AGameplayCharacterBase. OHa BbI3bIBa€TCS KaXKIbId KaJIp U IPOBEPSIET, €CTh JIU Y
UrpoKka HaMmepeHue aBurarecsi. [lng sToro  ucnonb3yercas  QyHKIUS
HasMovementInputintent.

Jlna pacxona stamina HENOCTaTOYHO yAepxuBaTh Left Shift. Tlepconax
JOJDKEH OJHOBPEMEHHO HAaXOJWUTHCS B COCTOSHUM Sprint U peanbHO JBUTATHCHL.
[ToaTomy stamina He TPATUTCS, €CIIM UTPOK CTOUT HA MECTE.

Ha pucynke 4.12 nokaszana JIoruka pacxojia ¥ BOCCTaHOBJIEHHUs stamina. Ecnu
NEPCOHAX  JIBKETCS C  BKIIOYEHHBIM  Sprint, BbI3bIBaeTCA  (DyHKLUA

DecreaseStamina.

vold RAGameplayCharacterBase: :Tick(float DeltaTime)

{

Super::Tick(DeltaTime) ;

cocngt kool bHasMovementIntent = HasMovementInputIntent();
const bool bIsActivelySprinting = bIsSprint £& bHasMovementIntent;

if (BIshctivelySprinting && Stamina > MinimumSprintStamina)
{

DecreaseStaminal) ;

}

else

{

TimeSincelastStaminalUse += DeltaTime;

if {!bIsSprint =& !FMath::IzNearlyEgual (Stamina, MaxStamina) &&
TimeSincelastStaminalse »>= StaminaRegenDelay)

{
IncreaseStaminal) ;

}

Pucynox 4.12 - Obnosnenue stamina 6 ¢hpynxyuu Tick

OHa yMeHbIIIAaeT 3HAYEHHWE C YYETOM BPEMEHU MEXIYy Kaapamu U

nepeMeHHon MinusStamina, OTpaHUYMBAET 3HAYEHNE JIOITYCTUMBIMUA TPAHULIAMU U
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obnosisier HUD. Ecnu sprint ne aktuBeH, pyHkuus Tick yBenuuuBaeT Bpems ociie
nocienHero pacxona. llocne 3amepxku StaminaRegenDelay HauuHaetcs
BOCCTaHOBJICHHE uepe3 [ncreaseStamina. B mokoe BoccTaHOBIIEHUE UAET OBICTpEE,
a Ipy OOBIYHOM JIBUKEHUM ME/JICHHEE.
OcHoBHbI€ nTpaBuiia paboTHI Stamina:

~ Stamina pacxoAyeTcsl TOJbKO MPU AKTUBHOM Sprint U HATMYUU JIBUOKCHUS,

~ TIpHU HYJIEBOM 3HAUYECHUU Stamina yCKOPEHHE aBTOMATUYECKU OTKIIIOYAETCS;

~ BOCCTAHOBJICHUE HAYMHAETCS MOCIIE 3aAepKKu StaminaRegenDelay;

~ MpU OOBIYHOM JBHKEHUH BOCCTAHOBJICHUE MEIJICHHEE, YEM B COCTOSIHUHU
MOKO4,

~ TOCJe KaKJI0ro U3MEHEHUS 3HaueHUs1 00HOBIsieTcs nmanens HUD.

Cesi3p ¢ HUD saBnsieTcs BaXHOM 4acThio cucTeMbl. [losib30BaTeNb 10IKEH
BUJIETh, CKOJILKO Stamina OCTajaoCh, IOATOMY MOCIIE pacXoda Wi BOCCTAHOBJIEHUS
BbI3bIBaeTCA UpdateStaminaBar, xotopas mepenaéT akTyalbHblE 3HAUYCHHUS B
interface.

B pesynbTare ynpasienue, camera v stamina padOTarOT Kak €uHast CUCTEMA.
AThifCatcher oTBewaeT 3a input, IBWKEHHE, camera, TPbDKOK W sprint, a
AGameplayCharacterBase oTBe4aeT 3a COCTOSHME TIEPCOHa)Ka, pacxoll W

BOCCTaHOBJICHUE Sfamina, N3MEHEHUE CKOpOCTH U oOHoBIeHue HUD.

4.5 Co3naHue pyaHbIX 0ObEKTOB

[Tocne HacTpoiku yIpaBi€HHUS W CHUCTEMbl Stamina ObUIa pealn30BaHa
MexaHUuKa aTtaku. B mpoekte oHa ucnoiib3yercs He Juist 0051 C MPOTUBHUKAMMU, a JIJIst
N00BIuU pyJbl. ITpOK MOIXOJUT K PyAHOMY OOBEKTY, HA)KUMAET KHONKY aTakHu,
IIEPCOHAX BBINOJHACT yAap KHPKOW, a 3aTeM KOJ IIPOBEpSAET LENb Iepesn
MIEPCOHAKEM. OcHoBHas JIOTHKA aTaku HaXOJUTCS B KJ1acce

AGameplayCharacterBase. 3a 3amyck oTBeuaeT ¢yHKuus Attack, xoTtopas
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BbI3bIBacTCs Npu Haxatuu LefiMouseButton, cBsizanHoi ¢ neiictBuem Attack B

HACTPOMKax input.

Ha pucynke 4.13 noka3ana ¢yHKIUS 3aIycka aTaky MepcoHaxa.

void AGameplayCharacterBase::Attackl()
{
if (kIshAttacking || !kCankttack)
{
return;

}

bCanfittack = false;
bIshttacking = true;
SetSprinthctive (false);
StopJumping () ;

if (ZController¥ CurrentController = GetController()})

{
CurrentController—->SetIgnoreMcvelInput (true);

}

if (UCharacterMovementComponent® MovementComponent =
GetCharacterMovement () )

{
MovementComponent—>StopMovement Immediately () ;
MovemsntComponent->DisableMovemeant () ;

}

GetWorldTimerManager () . SetTimer (
AttackHitTimerHandle,
this,
shzameplayCharacterBase: :TriggeraAttackHit,
FMath::Min(EffectiveHitDelay, EffectivelttackDuraticn],
false);

GetWorldTimerManager () .SetTimer (

ﬁttackEtateTimEtHandleJ
this,

siGameplayCharacterBase: :FinishhttackState,
EffectivebittackDuration,
false);

Pucynok 4.13 - 3anyck amaxu nepconasica 6 knacce AGameplayCharacterBase

BakHOoil yacThi0 aTaku SIBJISIETCS 3aJ€p’KKa MEXIYy HAaudalloM animation U
MOMEHTOM HAaHECEHUsI ypOHA. YPOH HE HAaHOCUTCS Cpasy IMOCJe HaKaTUsl KHOIIKHU.

Jlnst  sTtoro wucnonw3dyercss mapamerp AttackHitNormalizedTime, KoOTOpBIU

onpeAcisiCT MOMCHT IIOIMMalaHrA BHYTPHU aHUMAllUH.
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B  ¢ynkuum Attack 3amyckarotcs nBa  timers. IlepBblii  BBI3BIBAaET
TriggerAttackHit w oTBe4aeT 3a MOMEHT Yyaapa. BTopoil  BbI3BIBacT
FinishAttackState n 3aBepmiaeT COCTOSIHUE aTaKH, YTOObl BEPHYTh NEPCOHAKY
ynpasinenune. Oynkuus TriggerAttackHit He BBINOIHAET BCIO MEXAaHUKY cama, a
BbI3bIBacT TryDamageOre. biarogapss 3TOMy MOMEHT cpabaTblBaHUS yjAapa
OTJENEH OT OUCKA PYyAHOTO 00BEKTa, TO3TOMY KO/ ITPOIIE YUTATh U 10pa0aThIBATh.

Ha pucynke 4.14 noka3aHa CBA3b MEXZy MOMEHTOM yJaapa U IIPOBEPKOU

pPYyZIHOTO OOBEKTA.

woid RGameplayCharacterBasge::TryDamagelre() {
UWorld* World = GetWorld(l;
if {1World) {return;}

auto ResolveOreFromHit = []{const FHitResulti HitResult) -*> AOreStoneBase¥|
if (ROreftonsBase* Oreftone = Cast<ROreStonsBaser> (HitBesult. GetReotor())) {return OreStone;
}if (UPrimitiveComponent* HitCompeonent = HitResult.GetComponsnt())
[if [(AOreStoneBase* OreStonelwner = Cast<ROreStonsBase> (HitComponent->Getdwner () )] {return OreStonelwner;}}
raturn nullptr;};
suto ApplyOreDamage = [this] (AOreStoneBase* DreStone) {
if (!QreStone | !OreStone—->Is0relvailable (] ) {return false;}

const kool bWillBreak = QreStone->GetCurrentHealth() <= QOreDamage;
OreStone->Appl yDamageTolre (OraDamage] 7
if (bWillBreak && !OreStone->IsOrelwvailablel)) |
TotalOreNodesBroken += 1;
hddOraResources (OreStone->CetOreResourcelewardl() ) ;
AddExperience (OreStone->GetlraExparienceleward(] ) ; lreturn true;};
if (RPleverController® PlayerController = Cast<RPlayerControllers(GetController()))
{FWector TraceStart;
FRotator TraceRotation;
PlayerController->GetPlayerViewPoint (TraceStart, TraceRotation);
const FVector TraceEnd TraceStart + (TraceRotaticn.Vectori]l * AttackRange);
FCollisiconQueryParams QueryParams (SCEME_QUERY_ STAT (CrehttackTrace), false, this);
QueryParams . AddIgnoredActorithis);
const ollisionShape AttackShape = FCollisionShape: :MakeSphere (65.0f);
v<FHitResult> HitResults;
if (Werld-»SweepMultiByChannel (HitResults, TraceStart, TraceEnd, FQuat::Identity, ECC_Visikility, AttackShape, (QueryParams)
{for ([const FHitResulti HitResult : HitBesults
{if (Rpply0reDamage (ResolvelreFromHit (HitResult))) {return;}}}}
const FVector CharacterLocation = Gethotorlocation();
Fiector AttackDirection = GetActorForwardVector();

Thrra

if (AController* CurrentControcller = GetController()){
FRotator ControlBotation = CurrentController->GetlontrolRotation();
ContrelRotation.Pitch = 0.0£;
ControlRotation.Roll = O0.0£;
EctackDirection = ControlBotation Vector () .GetSafeNormalil;}
Tirray<RRctor*> ODrelotors;
UzameplayStatics: :Getillictors0fClass (World, ZOreStonseBase::StaticClass(), OreRcotors);

BQreStoneBase* BestOreTarget = nullptr;
float BestScore = -FLT_MRX;
const float CloseRangeOverride = FMath::Min (RttackBanges, 220.0£);
for (RRctor* Orefctor : Orelctors)
AlrefStoneBaszse* Oreftone = Cast<klreStoneBasex(Jrelctor);
if (10reStone || !OreStone->IsOrelwailablel()) {continue;}
const FVector Tolre = Oreftone->GetRctorLocation() - CharacterLocation;
const fleat DistanceToOre = Tolre.Size(l:
if (DistanceToOre > LAttackBange || DistanceToOre <= KINDA SMALL NUMEER) {continue;}
const FVector ToOreDirection = ToOre.GetSafelNormsl();
const float FacingDot = FVector::DotProduct [RttackDirection, ToOreDirectiom):
const bool bIsVeryCloseOre = DistanceToOre <= CloseRangeQverride;
if (!pIsVeryCloselre && FacingDot < 0.15f) {continue;}
const float Score = bIsVeryCloselre
? 10.0f - (DistanceTolre / CloseRangelwerride)
{FacingDot * 2.0f) - (DistanceTolre / RttackRange);
if (Score > BestScore) |
BestScore = Bcore;
EasztOreTarget = OraStone;}l
EpplyDreDamage (BestOreTarget) ;)

Pucynox 4.14 - Ilposepra pyoHo2o obvekma 60 épems amaxu

Oyukuuss  TryDamageOre wmer pylay, HO KOTOPOM MOMKET IOINacTh

nepcoHax. OHa TMOJIy4aeT MOJIOKEHUE IMEepCOHaXka, HampaBlieHWE B3IUIsAIa U
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mpoBepsieT OOBEKTHl B Tmpeaenax auctanmmu AttackRange. B mipoekte 5ta
JTUACTaHIIMS paBHA 350 enUuHULIAM.

[Ipu npoBepke 11eJI1 yUUTHIBAETCS HE TOJIBKO PACCTOSIHUE, HO U HAIIPaBJICHUE.
Pyna nomkHa HaXOAUTHCS MEpE] NEPCOHAXKEM, a HE COOKY MIIM 110331 Hero. Ecin
NoAXOoAsas 1elb HaljaeHa, ed mnepenaércas ypoH yepe3  (YHKIHIO
ApplyDamageToOre.

[Tocne HaHeceHus: ypoHa MpoOBepseTCS COCTOsIHUE pyabl. Ecian oObekT Obll
paspylieH, MepcoHax moiiydaeT pecypc uepe3 AddOreResources W ONBIT yepes
AddExperience. Konn4ecTBo pecypca U omnbITa 0epETCs U3 caMoro 00beKTa py/ibl.

OCHOBHO# OPSAJOK AOOBIUN PY/IbI BBITJISAUT TAK:

~ WTPOK HAXKMMAET KHOIKY aTaKu;

~ TIEPCOHAX 3aIlyCKaeT attack montage;

— BO BpeMs animation cpabaThIBa€T MOMEHT yJapa;

~ (ynxuus TryDamageQOre uiieT JOCTYIHYIO PYly TIepe] IEPCOHAKEM;
- HaWUJEHHOW pyJle HAHOCUTCS YPOH,;

~ TIOCJIE pa3pyIIECHUs PY/Ibl IEPCOHAXK MOJIYyYaeT PECYPC U OIbIT.

Oynkuus FinishAttackState 3aBepiiaet ataky. OHa cHUMaeT (iar akTUBHOM
aTaky, BO3BPAIAET JBUKCHUE M CHOBA YCTAaHABIMBAET OOBIYHYIO CKOPOCTH WITU
CKOPOCTb Sprint B 3aBUCUMOCTH OT TEKYILEr0 COCTOSIHUS.

Taxke otmenbHO paboTaer 3ajepkka Mexay atrakamu. OHa HE MO3BOJISAET
UTPOKY CJIMIIKOM YacTO HaXUMaTh KHOIMKY yAapa W JellaeT a00biuy Oosee
KOHTPOJIUPYEMOI.

Ha pucynke 4.15 noka3zaHo 3aBepIlIeHUE aTaKyd U BO3BPALECHUE YIPABICHUS
MIEPCOHAKY.

Takum oOpa3oMm, aTaka COCTOMT M3 HECKOJBKHX CBSI3aHHBIX yacTeil. Kiacc
AGameplayCharacterBase 3amyckaeT ypaap, TpOUTpeIBaeT attack montage,
OJIOKMpYET NBUKEHUE, BHIOMpPAET MOMEHT IOMNaJaHusl, UIIET Pyay U HAUYUCISIET
Harpany. Knacc AOreStoneBase ipuHUMaeT ypoH, XpaHUT 3/I0POBbE OOBEKTA U

OIpeIeIIsIeT, pa3pyllieHa JId py/a.



63

void AGameplayCharacterBase::FinishhttackState()
{

bIshttacking = false;

if (UCharacterMovementComponent® MovementComponent =
GetCharacterMovemsnt () )

{

MovementComponent->SetMovementMode (MOVE Walking);

MovementComponent->MaxWalkSpeed = bIsSprint ? SprintSpeed
WalkSpeed;
}
if (AController* CurrentController = GetController()])
{
CurrentController->SetIgnoreMoveInput (false);

}

SynchttachedVisualInputState () ;

]

Pucynok 4.15 - 3aeepwienue amaxu u 6038pam ynpasieHusi NepcoHaicy

4.6 JloObrua pecypcoB u HHTEpPeiic

Jis 10OBIYM peCcypCcoB B IPOEKTE CO3/aH OTIEIbHBIN KJIacC Py IHOT0 00BbEKTa
AOreStoneBase. On Hacnenyercs ot AActor, TO3TOMY pyAy MOKHO pa3MellaTh Ha
KapTe Showcase Kak caMOCTOATEIbHBIM UIpoBONl 00BEKT. Pyna mmeer mopens,
3I0pOBBE, TaHEb 3/10pOBbs, 00JACTh MOKa3a MaHeNH, Harpaay 3a pa3pylleHue u
CUCTEMY respawn.

B konctpyktope AOreStoneBase coO3Jal0TCS OCHOBHBIE KOMIIOHEHTHI
oObekTa. KopHEeBbIM KOMIIOHEHTOM siBIsieTcst SceneRoot. K HeMy npuKperisieTcs
OreMesh, XOTOpbIi OTBEYaeT 3a BHU3yaJbHOE OTOOpakeHue pyabl. Takxke
coznatorcst HealthBarWidgetComponent u HealthBarTriggerSphere.

OCHOBHBIE KOMIIOHEHTHI PYJTHOTO 00BEKTA:

SceneRoot NCTIONIB3yETCS KAK KOPHEBOW KOMITIOHEHT PY/IbL;

OreMesh oTBeuaeT 3a BU3yaJIbHOE OTOOPAKEHUE PYTHOTO 0OBEKTA;
— HealthBarWidgetComponent oToOpaxaet 3I0pOBbE PYJIbl Ha SKPAHE;

— HealthBarTriggerSphere onpenenser, HaXOIUTCS JU MIEPCOHAXK PAZIOM;
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— RespawnTimerHandle wcrnionb3yeTcss i BOCCTaHOBJICHUS PYAbl IOCTE
pa3pyLICHUS.
Ha pucynke 4.16 moxa3ana crpykrypa kinacca AOreStoneBase wm ero

OCHOBHBIC KOMIIOHCHTHI.

SceneRoot = CreateDefaultSubcbhjesct<USceneComponents> (TEXT ("SceneRooct™) ) ;
SetRoctComponent (ScensRoot) ;

OreMesh = CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("CreMesh") ) ;
OreMesh->»Setuplhttachment {SceneRoot] ;

HealthBarWidgetComponsnt =

CreateDefaul tSubobject<UWidgetComponent> (TEXT ("HealthBarWidget™) ) ;
HealthBarWidgetComponent->Setuplittachment (ScenseRoot) ;
HealthBarWidgetComponent->SetWidgetSpace (EWidgetSpace: : Screen) ;
HealthBarWidgetComponent->5etWidgetClass (UOreHealthBarWidget::StaticClass () ) ;
HealthBarWidgetComponent—>5etVisikbility (false);

HealthBarTriggerSphere =

CreateDefaul tSubobject<USphereComponent> (TEXT ("HealthBarTriggerSphere™) ) ;
HealthBarTriggerSphere—>»Setuphttachment (ScensRoot) ;

Pucynox 4.16 - Komnonenmul pyonozo obvexma 6 knacce AOreStoneBase

Y pyasl ectb mapamerpsl 310poBbs. llepemennas MaxHealth xpanut
MakcuMmanbHoe 3HaueHue, a CurrentHealth xpanut Ttekymiee 3HaueHue. [lpu
CO3JaHNM OOBEKTA TEKYILIEE 3/I0POBLE YCTAHABIMBAETCS PABHBIM MAaKCUMAJIbHOMY.
Oynkuus GetHealthPercent Bo3BpalaeT NpoOLEHT 37I0pPOBbsS I OTOOpakKeHUsl B
widget.

Oyukuus ApplyDamageToOre BbI3bIBaeTCS, KOI/la NEPCOHAXK MOMAAAET IO
pyne atakoil. OHa MpoBepsieT, AOCTyIHA JU pyJa U OOJbIIe JIM 3HaYCHUE YPOHA
HyJis. Ecnim 00beKT yke pa3pylleH, ypoH He npuMeHsiercs. Ecau pyna nocTyrHa,
TEKyIlEee 3J0POBbE YMEHBIIAETCS.

Oyukius BreakOre mepeBoauT pyAy B paspylieHHoe coctosiHue. OHa
OTKJIFOYAET JOCTYMHOCTh OOBEKTA, YCTAHABIMBAET 3J0POBbE B HOJIb, CKPBHIBAET
MOJIeJIb, OTKIIIOUAET collision M psiueT naHesb 310poBbs. [locne 3Toro 3amyckaercs
timer, KOTOPBIN BbI3bIBAaET RespawnOre.

Ha pucynke 4.17 noka3aHa J0ruka noyy4eHus ypoHa U pa3pylLIeHUs Py Ibl.
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vold ZCreStoneBase: :ApplylDamageTolre (float DamagelAmount)
i
if (!'bOrefiwvailakle || Damagelmount «= 0.0f) {return;}
CurrentHealth = FMath::Clamp (CurrentHealth - Damagefmcunt, 0.0f,
MaxH=alth) ;
if (CurrentHealth <= 0.0f){
BreakOre();
return;}
RefreshHealthBar () ;
UpdateHealthBarVisikility ()}
void LA0reStoneBaszse: :BreakOre ()
bCrefhvailable = falze;
CurrentHealth = 0.0f;
if {(CreMesh) |
SreMesh->S5etVisikility(false, true);
OreMesh-»>5etCollizionEnabled (ECollizionEnabled: :NeCollision) ;)
GetWorldTimerManager () .SetTimer (
RBespawnTimerHandle,
this,
ELOre3toneBase: : Respawndre,
RespawnDelayMinutes * &0.0f,

Fzloal =1l

Pucynok 4.17 - Ilonyuenue ypona u paspyuerue pyoHo2o oovekma

Cucrema respawn HyXHa Il TIOBTOPHOTO TIOSIBJICHHSI PYJIbl TOCIHE
pa3pyLieHus. 3angepxka BOCCTaHOBJICHUSA 3amaéTcA MIEPEMEHHOU
RespawnDelayMinutes. 3HadueHue XpaHUTCS B MUHYyTaxX, a IpH 3aIlyckKe timer
NEPEBOIUTCS B CEKYH/IBI.

Oynkuus RespawnOre Bo3Bpalaet pyay B pabouee coctosinue. OHa CHOBa
nenaeT 00beKT JOCTYIHBIM, BOCCTaHABIMBAET 3710pOBbe 10 MaxHealth, Bkitoyaer
BUJIUMOCTh MOJIEIM W Bo3Bpaiaer collision. Ilocne 3Toro oOHOBISETCS TaHEIb
3JI0POBbBS ¥ IIPOBEPSAETCS, HAXOIUTCS JIK UTPOK PSIOM.

Otobpaxenue 310poBbsi cBsizaHo ¢ HealthBarWidgetComponent. 3ToT
KOMIMOHEHT ucnoibdyet kiacc UOreHealthBarWidget. ®yukuus RefreshHealthBar
nepenaét B widget TEKylllee W MaKCUMalIbHOE 370pPOBbE, YTOOBI MTPOK BHJEI
COCTOSTHUC PY/IBI.

[Tanenp 370pOBBS HE OTOOpakaeTCsi TMOCTOSHHO. 3a O3TO OTBEYaeT
HealthBarTriggerSphere. Korna nmepcoHak BXOJHWT B PaglyC PY.Ibl, BHI3BIBACTCS

00paboTUYMK Hayaja TMEepPeceueHUsi, a KOrjJa BBIXOJUT W3 PaJNyCa, BBI3BIBACTCS
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o0paboTunk oOkoH4YaHUs TmepecedeHus. llocie 3Toro OOHOBIAETCS BUIAMMOCTD
TIAHEJTH.
YcnoBus 0TOOpaxXeHHsI MTAHEH 30POBbSI PY/IbI:
~ pyna AoikHa OBITh TOCTYITHA;
~ TIEPCOHAX JOJIKEH HaXoAauThes B paaunyce HealthBarTriggerSphere;
~ HE JIOJDKHO OBITh OTKPBITO MOJIaJIbHOE MEHIO;
~ WTrpa HE JOJHKHA HAaXOJIUTHCS B COCTOSTHUU 3arPy3KH;
~ 00BEKT TOJDKEH UMETh KOppeKTHBIN HealthBarWidgetComponent.
Ha pucynke 4.18 mnokazaHa HacTpoiika MaHEIW 30pOBbs U 30HBI €€

OTOOpaKeHHs.

void AQreStoneBase: :RefreshHealthBar ()
{if (!'HealthBarWidgetCompcnent) {return;}
HealthBarWidgetComponent->InitWidget () ;
if (UOreHealthBarWidget* HealthBarWidget =
Cast«<UO0reHealthBarWidget> (HealthBarWidgetComponent—
>GetUserWidgetObject ()) ) {
HealthBarWidget-»SetHealthValuss (CurrentHealth, MaxHealth});}}
void RCreStoneBase::UpdateHealthBarVisibility () {
if (!HealthBarWidgetCocmponent) {return;}
if (!'bOrefvailable) {
HealthBarWidgetComponent—->»>SetVisibility(false);
return; }
HealthBarWidgetComponent-»>SetVisibility (bPlayerInHealthBarRanges) ;}
vold ACreStoneBase::HandleHealthBarTriggerBeginOverlap (
UPrimitiveCcomponent® OverlappedComponent,
Loictor® Otherlctor,
UPrimitiveComponent* OtherComp,
int3Z2 OtherBodyIndex,
bool bFromSweep,
const FHitResults SweepResult) |
if (!'bOrefwvailable) {return;}
if (APawn* PlayerPawn = UGameplayStatics::GetPlayerPawn (this, 0)){
if {CtherZctocr == PlayserPawn) {
bPlayerInHealthBarRange = true;
RefreshHealthBaxr () ;
UpdateHealthBarVisibility () ;}1}}

Pucynox 4.18 - Omobpascenue HealthBarWidget psioom ¢ pyoou

4.7 loGaBneHrne BO3MOKHOCTH MPOKAYKH IMEPCOHAKA

[Tocne peanuzanmu n00bIYM pyabl OblIa co3laHa cucTema Toprosua. OHa

nenaeT JOOBITBIA PEeCypc TMOJIE3HBIM: MTPOK MOXKET MPOJaBaTh Pydy, MOTy4YaTh
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30JI0TO U TIOKYTaTh 3€Jb€ BOCCTAHOBIEHUS stamina. Takum oOpa3zom 100bIva,
HPKOHOMMKA U Pa3BUTHE MEPCOHAKA OOBEIUHSIOTCS B OJIMH UTPOBOM IIUKII.

OObekT ToproBua peanu3oBaH B kiacce 4TraderNPC. OH Hacnenyercst ot
AActor m pasmemaercs Ha Kapte. BHyTpu Kiacca CO31arOTCSI KOMIIOHEHTBI
SceneRoot, TraderMesh, TraderCharacterMesh w InteractionSphere. KoMmoHeHT
InteractionSphere onpenensieT, HAXOAUTCS U MEPCOHAXK PAIOM M MOXKET JIA OH
OTKPBITh TOPTOBOE MEHIO.

B konctpykrope ATraderNPC 3agatoTcs HayalbHbIE ITApaMETPbl TOProOBIIA.
Co3naércs KOpHEBOM KOMIIOHEHT, MOJKIIOYAETCS BU3yalbHAas MOJEIb, 3aJaETCA
Macmtab W HacTpauBaeTcsi 30Ha B3aumojenctBus. Panuyc [InteractionSphere
cocTaBisieT 220 eMHUI], TOITOMY UTPOK JOJKEH MOJOUTH 10CTATOYHO OJIU3KO.

CrpykTypa ToproBua B kiacce A TraderNPC nipuenex Ha pucyske 4.19.

UCLASS ()
class MYPROJECT AFI ATraderNPC : public RRctor{
GENERRTED BODY ()

public:
ATraderNEC(};
FText GetTraderMName () const;

protected:
wirtual wvoid BeginPlay () overrids;
UERCPERTY (Viszibkblelnywhere, BlueprintReadOnly, Categeory = "Components")
TCbjectPtr<USceneComponent> SceneRoot;
UFRCPERTY (Visibkblefnywhere, BluseprintReadOnly, Categeory = "Components")
TObjectPtr«UStaticMeshComponent> TraderMesh;
UPROBERTY (Viziklefnywhere, EBlueprintReadOnly, Category = "Componenta")
TChjectPtr<USkeletalMeshComponent> TraderCharacterMesh;
UPROPERTY (VizikleAnywhere, EBlueprintReadOnly, Categcocry = "Interaction™)
TCObjectPtr<USphereComponent> InteracticnSphere;
UFRCPERTY (Edit&nywhere, BlusprintReadWrite, Category = "Interaction”

FText TraderName;|};

Pucynok 4.19 - Cmpyxmypa mopzoeya 6 knacce ATraderNPC

B dyukmuu BeginPlay Toproell MOJIKIIOYaeT 00pabOTUYMKH TIEpeceUeHUs
30HBI B3auMojiehcTBus. [Ipu Bxone nepcoHaxa B InteractionSphere BbI3bIBaeTCS
00paboTYMK Hauyajga TEPECEUCHHUs, MPU BBIXOJE — OOpPabOTYMK OKOHYAHUS
MIePECEUCHHUS.

Ecnu B 30HY BXoauT nepcoHax kiacca 4 GameplayCharacterBase, Toprosen

noytydaeT ero controller. 3atem Bbi3biBaeTcs hyHkius SetNearbyTrader B kiacce
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AThiefPlayerController. OHa coxpaHsieT CChUIKY Ha ONFKaNUIIero TOproBIia, YTOOkI
HUD wmor nokasats MoJIcKa3Ky, a controller pa3penmi OTKPBITh MEHIO TOPTOBIIH.
[Ipu BBIXOJE MEpCOHaXka M3 30HBI B3aMMOJCHCTBHS BBI3BIBACTCS (YHKITUS
ClearNearbyTrader. OHa OYMIIAET CCHUIKY HAa TOProOBLA W 3aKpbIBA€T TOPrOBOE
MEHIO, €CJIM OHO OBLJIO OTKPBITO. DTO OTPaHWYMBAET TOPTOBIIO PACCTOSHUEM H
CBSI3BIBAET JIOCTYITHOCTD JICHCTBUS C MOJIOKEHUEM MEPCOHAXKA.
OCHOBHBIE IEHCTBUS TOPTOBIIA:
— oImpeneseHue MpUOIMKEeHUS TepcoHaxa uepes InteractionSphere;
— Tepeaada CChUIKM Ha TOPToBIa B controller;
— oToOpa)keHHe MOJICKAa3KU JJIs UTPOKa;
— OTKPBITHE TOPTOBOTO MEHIO PSAIOM C TOPTOBIIEM;
— 3aKpBITHE TOPTOBOTO MEHIO MPH BBIXOJI€ U3 30HBI B3aUMOICHCTBUSI.
Ha pucynke 4.24 nokazana o0paboTka BXoja U BbIXOJa MEPCOHAka U3 30HbI

TOPTOBIIA.

void ATraderNPC::HandleInteractionSphereBeginOverlap|
UPrimitiveCcmponent® OverlappedComponent,
ALctor® Otherfctor,
UPrimitiveComponent® OtherComp,
int32 CtherBodylIndex,
bool bFromSweep,
const FHitResults SweepResult)
if (AGameplayCharacterBase¥ PlayerCharacter =
Cast<hGameplayCharacterBase> (Otherhetor) ) {
if {(AThiefPlayerController* ThiefCeontroller =
Cast<AThiefPlayerController> (PlayerCharacter—
>GetControllexr{))){
ThiefContrcocller—-»SetNearbyTrader (this);1}}
void ATraderNPC::HandleInteractionSphereEndCOverlap(
UPrimitiveCcmponent* OverlappedComponent,
Alctor® OtherBctor,
UPrimitiveCocmponent® OtherComp,
int32 OtherBodyIndex) {
if (AGameplayCharacterBase¥ PlayerCharacter =
Cast<AGameplayCharacterBase> (Otherhctor) ) {
if {AThiefPlayerController* ThiefController =
Cast<AThiefPlayerController>(PlayerCharacter—>GetController(}}])
{ThiefController—>»ClearNearbyTrader(this);}}}

Pucynok 4.20 - [Iposepka 63aumooeiicmsus nepconaxtca ¢ moposyem

ToproBoe meHio otkpsiBaeTcsa uepe3 AThiefPlayerController. JIns storo
ucnonsiyetcs Gpynkuus ToggleTradeMenu. OHa ipoBepsieT, HAXOAUTCS JIU PAIOM

TOPTOBEL], HE OTKPBITHI JIM IPYTHE MEHIO U MOYKHO JIM CENYAC IEPENUTHU B COCTOSTHUE
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ToproBiu. CaMa TOProOBIIsS BBIMOJHAETCS 4epe3 (QyHKIMH mepcoHaxka. IIpomaxka
pynbl peanu3oBaHa QyHkiuen SellOre. OHa NpUHUMAET KOJIMYECTBO PYAbl U IIEHY
3a OHY eauHHUIY. Eciu pecypcoB HEAOCTATOYHO, ONIepalysl He BbINOIHAETCs. Ecnun
pyAbl XBAaTaeT, €€ KOJWYECTBO YMEHBIIAETCS, a 30JI0TO yBennuuBaercs. [lokynka
3eJibsi BOCCTAHOBJICHMSI Stamina peanu3zoBaHa ¢yHkuuen BuyStaminaPotion. OHa
IIPOBEPSET, NOCTATOYHO JIM Yy IepcoHaxa 3osota. Ecimm 30mota XxBaraer, OHO
YMEHBIIIAETCS, KOJMUYECTBO 3€JIMM yBEIWYMBAECTCSA, a [JaHHbIC IIEPCOHAXKA
COXPAaHSIOTCS.
K TOproBeiM A€MCTBHSAM IPOEKTAa OTHOCATCA:

— IPOJAKa OJJHOM €IUHULBI PYIbI;

— IPOJAXKA MATU EOUHULL Py IbL;

— IIOKYIIKa OJIHOTO 3€JIbs BOCCTAHOBJICHUS Sfaminda,

— OOHOBJIEHUE KOJMYECTBA PY/Ibl, 30J10Ta U 3€JIUH;

— COXPAaHEHHUE JAHHBIX NEPCOHAKA ITOCIIE YCIEUTHON ONEPALUH.

Ha pucynke 4.25 nokaszaHna JIOTMKa MPOJIaXu Pybl U TOKYIIKU 3€JIbs.

bool RGameplayCharacterBase::Selllre(const int3Z2 Orefmount, const inti32
FoldPerOre) {
if {(OreBmount <= 0 || GoldPerOre <= 0 || CollectedOreResources <

Orefmount) {return false;}
CollectedOreResources —= Orelmount;
const int32 GoldEarned Orelmount * GoldPerOre;
CollectedGold += GoldEarned;
TotalGoldEarned += GoldEarned;
TotalOreScld += Orelimcunt;
UpdateRescurceCounter () ;
SaveCharacterDataTodson() ;
return true;}
kool RAGameplayCharacterBase::BuyStaminaPoticn(const int32 GoldCecst, const
float Restcrelmcount) {

if (GoldCost <= 0 || Restorefmount <= 0.0f || CollectedGold « GoldCost)
return false;}

CollectedGold —= GoldCost;

StaminaPeotiocnCount += 1;

StaminaPeoticnRestorefmount = Restorelfmcunt;

ToctalPotionsBought += 1;

Save:harac:erDa:aToJacn(h;
return true;}

Pucynox 4.21 - Ilpooasica pyowvl u nokynka 3envs stamina

B xnacce APlayerGameHUD njisi TOProBIM MCHOJB3YyeTCS (GyHKIUS

DrawTradePanel. Ona otoOpaxaeT KOJIMYECTBO PYJbI, 30JI0Ta U 3€JIUH, a TaKKe
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KHOIIKA TOProBeIX neucTBud. [losb3oBarens MOKET mpoxaBaTh OJHY pPYAY,
IIPOJIABATH IIATh €IUHHULL PY/Ibl WIIA ITIOKYIIATh 3€J1b€ BOCCTAHOBIICHUS Stamind.
Toproser cBA3BIBAET HECKOJIBKO CHCTEM IIPOEKTa. Pyna mossisgercs nocie
N0OBIUH, 30JI0TO MOSIBIISIETCS MOCIE MPOJAXH, 3€JIb€ BOCCTAHABIUBAET Sfamind, a
Stamina MO3BOJIAET AOJBIIE UCIIONB30BaTh sprint. [I03TOMY TOProBils HE SBIAETCA

OTACJIbHBIM ACKOPATHBHBIM OKHOM, a IIOJACPKNBACT OCHOBHOH HFpOBOI;'I ITHKIJI.

4.8 "HBeHTAaphb, 3€1bs U MEHIO MIEPCOHAXKA

st oroOpakeHus WHGOPMAIMK HAa HKpPaHE HCIOJIB3YETCS COOCTBEHHBIM
HUD. On peanuzoBaH B kiacce 4 PlayerGameHUD u oTBeuaeT 3a CTapTOBOE MEHIO,
DKpaH 3arpy3Ky, MEHIO I1ay3bl, HACTPOMKH, PECYPCHYIO MAHEIb, NTAHENb Stamina,
TOPTOBOE MEHIO U MEHIO Npokadku. B npoexkre HUD pucyetcs uepe3 Canvas. Takoit
MOAXOJ] TO3BOJIAET BPYYHYIO BBIBOAUTH IIAHENHU, TEKCT, KHOIKH, (HOHOBBIC
AJIIEMEHThl M TMOJCKa3ku. Jljis yd4eOHOTro MpoeKTa 3TO yAOOHO, MOTOMY UYTO
OCHOBHYIO JIOTUKY OTOOpa)KeHHsI MOKHO MPOCJIEIUTh B OJJHOM KJIacce.

Ha pucynke 4.22 nokazana o6iast ctpykrypa kinacca APlayerGameHUD.

UCLLESE ()
class MYPROJECT API APlayerGameHUD : public ARHUD{
GENERRCED_BDEY[)
public:
virtual wvoid DrawHUD(} override;
void HandleMenuClick({const FvVectorZDae MousePosition);
private:
void DrawMainMenu{fleoat ViewportWidth, fleat ViewportHeight});
vocid DrawloadingScreen(float ViewportWidth, flecat ViewportHeight);
void DrawSettingsPanel (float ViewportWidth, fleat ViewportHeight, bocol
bFromPauseMenu) ;
void DrawPauseMenu(flcat ViewportWidth, float ViewpocrtHeight);
void DrawTradePanel (float ViewportWidth, fleocat ViewportHeight);
void DrawProgressiconPanel (float ViewportWidth, float ViewportHeight);
void DrawShiftResultScreen(flcocat ViewpeortWidth, float ViewportHeight);
void DrawResourcePanel (float ViewportWidth);
void DrawlevelPanel () ;
void DrawWorkOrderPanel (flocat ViewportWidth, float ViewpocrtHeight):;
void DrawStaminaPanel (flocat ViewportHeight) ;
void DrawInteracticnPrompt (flocat ViewpertWidth, fleoat ViewportHeight);
void DrawlevelUpPopup (flocat ViewportWidth, float ViewportHeight):}:

Pucynox 4.22 - Cmpykmypa HUD 6 knacce APlayerGameHUD
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['maBHast (yHKIMS OTPHCOBKM MPOBEPSET TEKYIIEe COCTOSHUE WIPHI H
BBIOMpAET, KaKUe JIEMEHTHl HYKHO Toka3atb. Ha kapre NewMap otoOpaxkaercs
CTapTOBOE MEHIO, PU 3arpy3Ke MoKa3bIBaeTCs loading screen, a Ha Kapte Showcase
O0TOOpaXaroTCsl UTPOBBIC MMAHEIH, MOJICKAa3KN U AKTUBHBIE MEHIO.

CraptoBoe MeHIO pucyercs ¢yHkuuedt DrawMainMenu. B HéM
oToOpaxaeTcs Ha3BaHUE MPOEKTA, KPATKOE OMUCAHHE UTPOBOTO LUKIA U KHOIMKH
3anycka. [lomp30BaTens MOKET Ha4aTh UIPY, OTKPBITh HACTPOWKU WIIM BBIUTU W3
MPOEKTA.

DkpaH 3arpy3ku pucyercs dyuakuuein DrawloadingScreen. OH MOSBISETCS
MEXIy CTapToBbIM [obby um wurpoBod kaptoi. Ha skxpane oToOpakaroTcs
3aTeMHEHHBINA (POH, LIEHTpaJIbHAS TTaHEeJb, TEKCT 3arpy3KH M MoJIoca Iporpecca.

Mento may3sl pucyercs Qynkiuedt DrawPauseMenu. OHO TOSBISIETCS BO
BpEMsI WUTPOBOM CIIEHBI W MO3BOJSIET MNPOJOJLKUTH WUIPY, OTKPBITH HACTPOWKH,
BEPHYTHCS B [0bby Wiy BBINTH U3 MPOEKTA.

K ocHoBHBIM 3kpanamM HUD oTHOCSTCA:

— CTapTOBOE MEHIO Ha Kapte NewMap;

— loading screen nepen nepexoaom Ha Showcase;
— MEHIO Tay3bl Ha UTPOBOM KaAPTE;

— TIaHEJIb HACTPOEK 3BYKa, ynpasineHus u Ul

— TOPrOBOE MEHIO PSJOM C TOPTOBIIEM;

— MEHIO TPOKAYKH MEPCOHAKA;

— UTPOBBIE MMAHENH PECYPCOB, YPOBHS U stamina.

Ha pucynke 4.23 nokazaHo CTapTOBOE MEHIO WJIU 3KPaH 3arpy3KH MPOEKTA.

Bo Bpems urpet HUD otoOpaxkaer pecypcHyio mnaHenb. OHa pucyercs
byukiuenn DrawResourcePanel. Ha Hell BBIBOJUTCS KOJIMYECTBO PYJIbI, 30J0Ta U
3eNMd BOCCTAHOBJICHUSI Sfamina. DTW NaHHbIE OepyTCs W3 TEPCOHaXKa dYepe3

GYHKIIUY TOTyYeHUsI 3HAUCHU .
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[Tanens stamina pucyercs gpynkiueir DrawStaminaPanel. OHa OKa3bIBacT
TEeKylLlee U MAaKCHUMaJbHOE 3HaueHue stamina. Ilpu ucCnonp3oBaHuM sprint 3Ta

MMaHCJIb ITIOMOI'aCT UTPOKY IMMOHUMATb, CKOJIbKO YCKOPCHUA C]_Hé AOCTYIIHO.

Settings
QuitGeme

Pucynox 4.23 - Cmapmoeoe mento u s5Kkpau 3a2py3Ku npoexma

Toprosoe mento pucyercst pynkuueit DrawTradePanel. OHO OTKpbIBaeTCs
pSAAOM C TOPTOBIIEM M TIOKa3bIBaeT IOCTYMHBIE TOPTOBbIE NeHCTBUA. B HEM
0TOOpaXaroTCs py/bl, 30J10TO, 3€JIbsl U KHOIKU IPOAAKU I MOKYTIKH.

Mento mnpokauku pucyetrcs Gynkuumenr DrawProgressionPanel. OnHo
MOKa3bIBAaCT YPOBEHb MEPCOHAXkA, TEKYIIMI OMBIT, OUKHU YJIyUILIEHUH U OCHOBHbBIC
XapaKTepUCTHKHU. Uepes 3TO MEHIO UTPOK MOXKET YCHIIUTh MaKCUMAaJbHYIO Stamina,
YPOH IO Y€ WU CKOPOCTh TBUKCHHS.

Ha pucynke 4.24 nokazansl urpossie nanenu HUD Ha kapte Showcase.

Baxnoit wacteto HUD sBnsiercst o0paboTka kHomok. Jljist sToro BakHoi
gacteto HUD saBnsercs o0paboTka KHOMOK. Jliasi 3TOro wMcmonb3yercs

nepeuncinenne EHUDMenuAction. Kaxnas KHONKa IMOJIy4aeT CBOE ACMCTBUE, a
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nocne Haxatuss HUD mnepemna€t xomMaHny B controller Wi BBI3BIBAET HYXHYIO

UTPOBYIO (DYHKIIHIO.

Pucynox 4.24 - Heposvie nanenu HUD na kapme Showcase

Takum o0pazom, HUD BBINOJIHSAET HE TOJIBKO JEKOpPAaTHBHYIO posib. OH
CBSA3BIBAET I10JIb30BATENS C 3aIlyCKOM UIPbI, HACTPOMKAMH, TOPTOBJIEH, IPOKAUYKOH,
pecypcamu u coctostHueM stamina. Kmacc APlayerGameHUD nenaeT mpoekT
MOHSTHEE, MOTOMY YTO WMIPOK BHUIWT HYXHBIE TAHHBIE U MOXKET YIIPABJISThH

CUCTECMaMHU 4YCPEC3 SKPAHHBIC 3JICMCHTHI.

4.9 Toproser 1 TOProBiIs peCypcamu

[Tocne peanu3zanuu 100bIYU U TOPTOBIIM ObLIIa JOOABIEHA CUCTEMA MMPOKAYKHU
nepcoHaka. OHa HY)KHA ISl TOTO, YTOOBI UTPOK BUJIET PA3BUTHE TOCIIC TCHCTBHUM
Ha Kapte. [Ipokauka q00aBiIsgeT JOATOCPOUHYIO 1€Jb: TOTYYaTh OMBIT, TOBBIIATH

YPOBEHb U yJIYUIlIaTh XapaKTEPUCTUKHU.
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OcHoBHas JIOTHKA MPOKAaYKK HaxoauTcs B kitacce A GameplayCharacterBase.
B HEM XpaHATCA MIEPEMEHHBIC PlayerLevel, CurrentExperience,
ExperienceToNextLevel n AvailableUpgradePoints. Ouun 0TBe4aroT 3a ypOBEHb,
TEKYIIUH OIIBIT, OTBIT 10 CJICTYIONIETO YPOBHS U JOCTYITHBIC OYKH YITYUIICHHH.

HavaneHbie 3HaYeHHS 3a7ar0TCS B KOHCTpYKTOpe. llepcoHak HaumHaeT c
MIEPBOTO YPOBHS, HYJEBOTO OMBITa U 0€3 OYKOB yiydlieHwi. bazoBoe 3HadYcHUE
OTIbITa ISt CJICTYFOIIIETO YpOBHS 3amaércs IepeMeHHOM
BaseExperienceToNextLevel u pasao 100.

Ha pucynke 4.25 mnoka3anbl NepeMEHHBIC Mporpecca MepcoHaxka B Kiacce

AGameplayCharacterBase.

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Progression")
int32 Playerlevel:

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Progression")
int32 CurrentExperience;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Progression")
int32 ExperienceToNextLevel;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Progression")

int32 AwvailableUpgradePoints;

Pucynok 4.25 - Ilapamempuol npoepecca nepconasica

OneiT poGaBnsiercs uepe3 ¢yHKuuw AddExperience. OHa TNpUHUMAET
KOJMYECTBO OIBITa, IPOBEPSET €ro 3HAYCHWE W TPHOABISIET K TEKYIIEeMY
nporpeccy. Ilocne sroro GyHKIHMsS mTpoBepsieT, AOCTUT JIM TMEPCOHAX IOpora
CJIEYIOILETO YPOBHSI.

Ecnu Texymiuii onbIT CTaHOBUTCS OOJIBIIIE UJIU PABEH TPEOYEeMOMY 3HAUCHHUIO,
YPOBEHb MOBBIMIAETCS. M3 TEKyIIero ombITa BBIYUTACTCS HYKHOE KOJIUYECTBO,
nepemenHass PlayerLevel yBennyuBaeTCsi, a TEPCOHAX IMOJy4aeT OJHO OYKO
ynyumierns. [Tociae 3Toro 3Ha4eHWE OMBITA JUTS CICAYIOIIETO YPOBHS CTAHOBUTCS
Oosble.

Ouku ynyumeHud Tpatarcs uepe3 ¢yukuuo SpendUpgradePoint. Ona

MPOBEPSET HAIWYHME JOCTYMHBIX OYKOB, MPUMEHSET BHIOpPAHHOE YIydIlIEHUE,
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YMCHbLIIACT KOJIMYCCTBO OYKOB M COXPAHSACT JAHHBIC IICPCOHAXKA. DTO0 HE MO3BOJISICT

YIY4UIIaTh XapaKTCPHUCTHUKHU oe3 HYXXHOT'O KOJIMYCCTBA OYKOB.

JlocTynHbIE HAIPABIEHUS POKAYKU:

— YBCIIMYCHHUC MAKCUMAJIbHOI'O 3HAYCHUA stamina;

— YBEJMYEHHUE ypoHa 1o pyne uepe3 OreDamage;

— yBeIWYEHUE CKOpocTu ABMxkeHus yepe3 WalkSpeed v SprintSpeed.

Ha pucynke 4.26 mokazaHa Joruka J00aBJICHHUS ONBITA W TPAaThl OYKOB

YIIY4YILIECHNAMN.

UPRCOPERTY (Visiblefinywhere, BlueprintReadOnly,
int3Z CollectedOreResources;

UPRCPERTY (Visiblefnywhere, BlueprintReadOnly,
int3i2 CollectedGold;

UPRCPERTY (Visiblefinywhere, BlueprintReadOnly,
int3Z StaminaPotionCount;

UPRCOPERTY (VisibleZnywhere, BlueprintReadOnly,
int32 PlayerlLewvel;

UPRCPERTY (Visiblelnywhere, BlueprintReadOnly,
int3Z CurrentExperience;

UPRCPERTY (Visiblefnywhere, BlueprintReadOnly,
int32 ExperienceTcNextLevel;
UPRCOPERTY (Visiblefinywhere, BlueprintReadOnly,
int32 AvailableUpgradePocints;

Category
Category
Category
Category
Category
Category

Category

"Resources")
"Resources")
"Inventory")
"Progression")
"Brogression")
"Progression")

"Progression"

Pucynox 4.26 - /lobasnenue onvima u ynyuuienue xapaxmepucmuxk nepcoHaica

VYnydilleHrne MakCUMalbHOW Sfamina yBENUYUBAET 3HaueHue MaxStamina.

ITocne storo TCKYHICC 3HAYCHHC stamina TaK»XXe BOCCTAHABIIMBACTCS 10 HOBOI'O

MaKCHUMyMa. IDTO MOJIE3HO JIJII UTPOKA, KOTOPBIN YaCTO UCHOJIb3YET Sprint.

VYyumeHnue ypoHa 1o pyae yBeanunBaet napamerp OreDamage. Uem Bblle

YPOH, TeM MEHbBIIE YyAapOB HYXXHO /ISl pa3pyllieHusl pyaHoro oObekTa. Takoe

HaIpaBJIeHUE YCKOPSET JOOBIYY PECYPCOB U MOJTYyUYEHHUE OTBITA.

VYaydiienre cKOpocTH ABUXKeHUs yBenuuuBaeT WalkSpeed w SprintSpeed.

OT0 momoraeT ObICTpee MepeMelaThCcsi MEXIY pyHOil, TOProBUEM H JPYTUMH

oObeKTaMM Ha KapTe. MeHl mpokadku otoOpaxkaercs B HUD yepe3 ¢GyHKIHIO

DrawProgressionPanel. B HEM mnoib30BaTenb BUAWT YPOBEHb, OIBIT, OYKH



76

VIYYIICHHH W XapaKTePUCTUKH TEepCOHaka. KHOMKM yIydlIeHUs CBSI3aHBI C
nevctBusmu UpgradeMaxStamina, UpgradeOreDamage v UpgradeMoveSpeed.

Ha pucysnke 4.27 nokazaHo MEHIO IpoKauku nepconaxa B HUD.

Pucynok 4.27 - Mento npoxauku nepconaxca 6 HUD

[Ipokauka cBsizaHa ¢ ooObrueit pyasl. Korna pyna paspyiiaercs, nepcoHax
MOJTy4aeT He TOJIBKO PECypC, HO u ombIT. [loaTOMy Kaxkaoe aeiicTBue MpHOIKaeT
UTPOKA K HOBOMY YPOBHIO U CICAYIOIIEMY YJIyUIIICHHUIO.

[Tocne u3mMeHeHus mporpecca JaHHbIe COXpaHstoTcs B Qaitn Character.json.
brnaronmapsi 3TOMy ypOBEHb, ONBIT, OYKH YJIYUYIICHUNH M XapakTEPUCTUKU He
MPOIAJIAI0T MOCIE 3aKPHITUS UTPHI.

Takum obOpazom, cucTemMa MPOKAYKH JeJaeT MEepCOHaka pPa3BHUBAIOIIHMCS
o0bekToM. Urpok moisiy4aer OmbIT 3a J0OBIYY, TMOBBIINIAET YPOBEHBb, BHIOUpAET

YIY4YLIEHUS] U BUOUT U3MEHEHHUE XapaKTepUCTUK B HUD.

4.10 Munu-3a1anus1, paboune 3aKas3bl U Pa3BUTHE UTPOBOTO IHUKIIA

J1iis yioOCTBA MOJIB30BATENIS B TIPOCKTE Pealli30BaHa cucTeMa HacTpoek. OHa
MI03BOJIIET U3MEHATH 3BYK, UyBCTBUTCIBLHOCTh camerda, MacmTad MEHIO, S3bIK U
KJIABUIIM  yOpaBJIeHWsA.  OTH  MapaMeTpbl  HAaXomaTcs B KJacce
AThiefPlayerController, moToMy 4TO UMEHHO controller o6pabaTbiBaeT MEHIO U

T10JIB30BATEIILCKUN input.
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Hactpoiiku otkpeiBatorcs yepe3 HUD. B craptoBoMm /obby monb3oBaTelnb
MOET OTKPBITh MX JO Hadajla UIPbl, & HA UIPOBOM KapTe OHM JOCTYIIHBI 4epe3
MEHIO May3bl. DTO MO3BOJSET MEHATh MAPAMETPhI KaK MEpe]] 3allyCKOM, TaK U BO
BpEMS UTPBI.

MeHio HacTpoek pazzeneHo Ha Bkiaaku Audio, Controls w Interface.
[lepexnroueHne  aKTUBHOM  BKJIQJAKH  BBIMIOJHSAETCA — Yepe3  (QyHKIUIO
SetActiveSettingsTab. Ecnu mnonp30BaTeNb YXOIUT C BKIAJIKU YNPaBICHUSA,
0’KHJIaHW€ HOBOM KJIaBUIIU OTMEHSETCS.

Ha pucynke 4.28 nokazana ctpykrypa HacTpoek B HUD.

Pucynox 4.28 - Ilanens nonv3osamensckux Hacmpoexk npoekma

3BYKOBBIC HACTPOWKH BKJIFOYAIOT OOIIYIO TPOMKOCTH, TPOMKOCTh MY3bIKH H
TPOMKOCTh  3BYKOBBIX 3(ddektoB. [ HUX HUCHOIB3YIOTCA  (PYHKIUU
AdjustMasterVolume, AdjustMusicVolume n AdjustSfxVolume. Kaxnas ynkims
U3MCHSCT 3HAYCHHE B JOMYCTUMBIX IPAHUIAX, IPUMEHSICT HACTPOUKY U COXpaHsET

JTaHHBIE B Settings.json.
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Hactpoiika  4yBCTBUTEIBHOCTHM  camera  BBINOJHSETCS  (pyHKUMEH
AdjustLookSensitivity. Taxxe ecty Qynkuus ToggleLookYInversion, xotopas
BKJIFOYACT WJIM BBIKIIOYAET WHBEPCHIO BEPTUKAIHHOTO 0030pa. DTO yAOOHO IS
IIOJIB30BATENIEN C pa3sHBIMM IpUBbIYKamMu yrpasiieHus. Hactporiku Ul BKiIO4aroT
MacmTab MeHIoO M s3bIK. Macitab usmensiercs uepe3 AdjustMenuScale, a s13bIK
nepexaouaetcs Gpynknuen CycleLanguage. B IpoeKTe MCIONB3YIOTCS BapUAHTHI
English v Russian, a Texct B HUD BbIOUpaeTcs ¢ y4ETOM TEKYILETO S3bIKA.

OCHOBHBIE MOJIB30BATEIBCKHE HACTPOUKHU:

— o011ast rpOMKOCTb 3BYKa;

— TPOMKOCTb MY3bIKH;

— TPOMKOCTB 3BYKOBBIX 3(()EKTOB;
— YyBCTBUTEIILHOCTb camera,

— HMHBEPCHUsl BEPTUKAIBHOTO 0030pa;
— MacuITab MEHIO;

— SI3BIK OTOOpaXEHUS TEKCTA.

Ha pucynke 4.29 nokazanbl GyHKIIUY U3MEHEHHS TapaMeTPOB HACTPOEK.

void AThiefPlayerCeontreller::AdjustMasterVelume (const float Delta) |
MasterVolumeSetting = FMath::Clamp (MasterVolumeSetting + Delta, 0.0f,
1.0£);
LpplyiudicSettings();
SaveSettingsToedscn();}
vold AThiefPlayerContreoller: :BdjustMenuScale (const flocat Delta) {
MenuScaleSetting = FMath::Clamp (MenuScaleSetting + Delta, MinMsenuScale,
MaxMenuScales) ;
SaveSettingsToedscn();}
vold AThiefPlayerContreoller::AdjustLockSensitivity(const float Delta)
LookSensitivitySetting = FMath::Clamp (LookSensitivitySetting + Delta,
MinLockSensitivity, MaxLockSensitivity);
bpplyLookSettings () ;
SaveSettingsTodscn();}
vold AThiefPlayerContreoller::Cyclelanguage (const int32 Direction) {

constexpr int32 LanguageCount = 2;
int32 NewlLanguagelIndex = static_cast<int3Zr (Currentlanguage) + Direction;
while (NewLanguageIndex < 0){

NewLanguageIndex += LanguageCcunt;}

NewlLanguageIndex %= LanguageCount;
CurrentLanguage = static cast<EGamelanguage> (NewlLanguageIndex) ;
SaveSettingsTodscn();}

Pucynox 4.29 - Hzmenenue nonvzosamensckux Hacmpoek 6 controller
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OtnenpHO peanu3oBaHa cucrema input bindings. OHa TO3BOJISET
MOJIb30BATENIO MEepPEHAa3HauaTh KJIABUIIM yrpaBieHus. [lJisi 3TOro ucmosb3yercs
nepeuncienue ERemappablelnputAction, Tie onucaHbl 1eUCTBUS, TOCTYIHbBIC IS
WU3MEHEHMUS.

Bo Briiagke Controls oToOpaxkaeTcsi ClIMCOK AEHCTBUN M TEKYIIUX KJIABUII.
Korma  monb3oBarens ~ BeIOMpaeT  JOEHCTBUE,  BbI3bIBaeTCA  (DyHKUUA
BeginRebindinglnput. Tlocne »storo controller 0XugaeT HOBYIO KJIABUIIY H
Ha3HayaeT €€ BBIOpaHHOMY JIEHCTBHIO.

Haznauenne  HOBOW  KJIABUINM  BBINOJHAETCA  4Yepe3  (PYHKIMIO
ApplyBindingKey. Ona OOHOBJISIET TPHUBS3KY W COXpaHsAeT HacTpoiiku. [ns
BO3BpaTa CTaHAAPTHOTO YIPABJICHHUS UCIIOJIb3YETCS byHKIUA
ResetControlsToDefaults.

K neiicTBUSIM, TOCTYITHBIM 711 IEPEHA3HAYEHUS, OTHOCSITCS:

— JBIKEHHUE NIEPCOHAXKA MO YETHIPEM HAIPABIICHUSIM;
— MPBDKOK U Sprint,

— araka ¥ B3auMOJICHCTBUE;

— MCIOJIb30BaHUE 3€JIbsl BOCCTAHOBJICHUS Stamina,

— OTKpPBITHE TOPTOBIU U MPOKAYKH;

— TMOATBEPKACHHUE, BO3BPAT U BHIOOP MyHKTOB MEHIO.

Ha pucynke 4.30 noka3zana BKJIaJKa yIpaBJICHUS U IEPEHA3HAUYCHUS KJIABUIIL.

Cucrema HacCTpoek CBsi3aHA C COXpaHEHMsIMU. lIpu M3MEHEHNH rPOMKOCTH,
A3bIKa, MacIITada MEHIO UM KJIABUII BBI3BIBACTCS COXPAHEHUE B Settings.json.

[Ipu cnenyromem 3amycke mpoekta (yskus LoadSettingsFromJson
3arpy’kaet 3HauYCHUs U IPUMEHSET UX.

Takum 00pa3om, MOJB30BATENILCKUE HACTPOUKH JAENAI0T MPOEKT yJao0Hee U
3aBEpLICHHEE.

Wrpok MoeT HacTpOUTh 3BYK, YIpaBJIEHHE, YyBCTBUTEIBHOCTh camerda,
macmtad Ul u s3bIK, a cucreMa input bindings TO3BOJIIET HE OTPaAHUYMBATHCSA

(UKCUPOBAHHBIM yTIPABICHUEM.
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void AThiefPlayerController::BeginBRebindingInput (const ERemappakleInputhcticon

Inputfction) {
if (!bSettingsMenulpen | 'FindBindingDefiniticn (Inputhcsticn) ) {return;}

RctiveSettingsTalk = ESettingsPanelTak::Controls;

PendingInputRekindiction = Inputhcticn;

bWaitingForInputBRebind = true;}
void AThiefPlayerController::ResetControlsTocDefaults () {

UInputSettings® InputSettings = UlnputSettings::GetInputSettings();

if (!InputSettings) {return;}

for (const FRemappableBindingDefinitions Definiticn
GetRemappakbleBindingDefiniticns () ) {

SetBindingEeyOnInputSettings (InputSettings, Definiticn,

Definiticn.DefaultKey);}

InputSettings->FocroceRebuildEeymaps () ;

InputSettings->»SaveKeyMappings () ;

InputSettings->SaveConfig();

CancelInputRebkind(];

SaveSettingsTodscn();

3

Pucynox 4.30 - Ilepenasnauenue input bindings 6 nacmpoiixax npoexma.

4.11 CoxpaneHnue nporpecca

[TocnenHuM BasKHBIM ATANlOM pa3pabOTKHU CTalla peanu3alus COXpaHEHUU B
dbopmare JSON. CoxpaHeHUsI HY>KHBI JIJI1 TOTO, YTOOBI TaHHBIC TOJIb30BATEIIS HE
MCYE3aJIH TIOCJE 3aKPBITUS MPOEKTa. B Tekyllel BepCcur COXPaHSIOTCS HACTPOMKH,
Iporpecc nepcoHaxka v JaHHbIe pabounX 3aKa30B.

PabGota ¢ coxpaHeHHsIMU BbIHECEHA B OTJACJIBHBIN BCIIOMOTATEIbHBIA KJIAcC
FMyProjectJsonSaveUtils. 3T0 M03BOJISIET HE CMEIIUBAThH YTEHUE U 3aNTUCh (aijIoB
C UTPOBOM JIOTUKOW MepcoHaxa, controller unu cucTeMoil 3aKa3oB.

J{nst HacTpoek ucnonb3yercs CTpykrypa FMyProjectSettingsSaveData. B nen
XPaHATCS TPOMKOCThb, MacHITad MEHI0, YYBCTBUTEIBHOCTb camerd, WHBEPCUS
BEPTUKAJILHOTO 0030pa, BLIOPAHHBIN S3BIK U MACCUB input bindings. ITa CTpyKTypa
COOTBETCTBYET (paitny Settings.json.

Jlns mepcoHaka ucrnonb3yercs crpykrypa FMyProjectCharacterSaveData. B
HEW XPaHATCSI MAaKCUMAJIbHOE U TEKYIEE 3HAUYCHUE stamina, pyaa, 30J10TO, 3€JIbs,
YPOBEHb, OIBIT, OUKH YJIYYIICHUH, YPOH MO PyJe, CKOPOCTH IBIKEHUS U 00Ias
CTaTUCTUKA JeWcTBuUd. [l pabodymx 3aka3oB HCMOJB3YETCS CTPYKTypa

FMyProjectWorkOrderSaveData. OnHa  XpaHUT  pemyTauuio, KOJIMYECTBO
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3aBEPIIEHHBIX CMEH, MOCJIECIHUNA BHIOPAHHBIM 3aKa3 M CTATUCTHUKY BBITOJTHCHHBIX
3aKa30B. DTa CTPYKTypa COOTBETCTBYET (aitiny WorkOrders.json.
Ha pucynke 4.31 moka3aHbl CTPYKTYPBI JAHHBIX JIJIsI COXPAHEHHS HACTPOECK,

IepcoHaxa u pa60‘-II/IX 3aKa30B.

TSTRUCT ()

ztruct FMyProjectSetting=3Savelatad
GEWERATED BODY ()
UOBPROFERTY ()
flocat MasterVolumeSetting = 1.0f;
UOBPROFERTY ()
flocat MusicVeolumsSetting = 0.65f;
UOPROFERTY ()
flocat SfxVeolumeSetting = 1.0£;
UOPROFERTY ()
flocat MenuScaleSetting = 1.0£;
UOPROFERTY ()
flocat LockSensitivitySetcting = 0.07£;
UOPROFERTY ()

boocl bInvertlLockY = false;
UPROFERTY ()
nintf Language = static cast<uintix» (EGamelanguage: :Russian)

UPROFERTY ()

Thrrav«<FMyProijectInputBindingSaveDatar> InputBindings:}:
TSTRUCT ()
ztruct FMyProjectCharacterSaveDatad

GENERATED BODY ()

UBEROEPERTY ()

float MaxStamina = 100.0f£;

UERCEPERTY ()

flocat CurrencStamina = 100.0f£;
TERCEPERTY ()
int32 CollectedCreRescurces = 0;

UPROPERTY ()

int32 CollectedGoeld = 0;
UPROPERTY ()

int32 StaminaPoticnCount = 0;
UPROFPERTY ()

int32 Flayerlewvel = 1;
UPROFPERTY ()

inti3iZ CurrencExperience = 0;
UPRCOFERTY ()

int32 ExperienceTlcHextlevel = 100;
UPROFERTY ()

int3Z2 AvailablelUpgradePcocints = 0:;

UOPROFERTY ()
float OreDamage = 1.0f:;
UOPROFERTY ()

float WalkSpeed = 450.0f£;
UERCEPERTY ()
Elcat SprintSpeed = TO0.0£7):

Pucynox 4.31 - Cmpyxkmypol oannvix JSON-coxpanenuii

[Tyts x daiinam Qopmupyercst BHyTpu kimacca FMyProjectJsonSaveUltils.

@aitner Settings.json, Character.json u WorkOrders.json TOMENIarOTCs B TANKy
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JsonSaves BHyTpu manku Saved. llepenm 3ammchio Kiacc MPOBEPSET HATUYHE
HY>KHOW JUPEKTOPUU U co3AaET e€ Mpu HE0OXOIUMOCTH.

CoxpaHeHHE BBHITIONHACTCS 4Yepe3 MpeoOpa3oBaHWE CTPYKTYPHI B CTPOKY
dopmara JSON. 3arpyska paboraeT B 0OpaTHYIO CTOpPOHY: (aiiia duTaeTcs Kak
TEKCT, 3aTeM CTpOKa npeodpaszyercs 00paTHO B CTPYKTYpY. Takoi moaxona yao0eH,
MOTOMY YTO JaHHBIC MOKHO MTPOBEPHUTH OOBIYHBIM TEKCTOBBIM PEAKTOPOM.

OcHoBHble pyHKIMU Kiacca FMyProjectJsonSaveUtils:

— SaveSettingsData 3anuchIBaeT MOJIb30BaATEIbCKUE HACTPONKH;

— LoadSettingsData 3arpy:xaet mojib30BaTeIbCKUE HACTPOUKHU;

— SaveCharacterData 3aniicbIBaeT JaHHBIC IEPCOHAXKA,

— LoadCharacterData 3arpy>kaet JaHHbIE IEPCOHANKA;

— SaveWorkOrderData 3anicbiBaeT TaHHbIE pab0OYMX 3aKa30B;

— LoadWorkOrderData 3arpyaeT JaHHbIE pa00OYHX 3aKa30B;

— EnsureSaveDirectoryExists IpoBeps€T HAIMYUE MANKU JJIs1 COXPAHEHUIA.

Ha pucynke 4.32 nokazana peaju3anus 4TeHus 1 3anucu ¢aiiaos JSON.

Coxpanenue HacTpoek BbI3biBaeTcs B kiacce A ThiefPlayerController. Korna
MOJI30BATEIh MEHSET TPOMKOCTh, UyBCTBHTEIBHOCTH camerd, SI3bIK, MacITad
MEHIO WJIM KJIaBHUIIM, BbI3bIBacTcs (PpyHKuus SaveSettingsToJson. Ilpu 3amycke
npoekta (yHkiusa LoadSettingsFromJson 3arpykaeT coxXxpaHEHHBIE 3HAYCHUS W
MIPUMEHSET UX.

CoxpaHeHnue mepcoHa)ka BbI3biBaeTcs B kiacce AGameplayCharacterBase.
Korma mepcoHak mosydaeT OMBIT, MpoAaéT pyay, MOKYHaeT 3€lIbe, MCIOIb3YyeT
3eJbe, YIy4IaeT XapaKTePUCTUKH WIIH TTOTy4YaeT PeCypChl, JTaHHBIC 3aIMCHIBAFOTCS
B Character.json. Ilpu 3amycke nepconaxa pynkuus LoadCharacterDataFromJson
3arpy»KaeT COXpaHEHHBIW ITPOTPECC.

Coxpanenne  pabouuMx  3aKa30B  BBIMIOJIHSICTCS  4Ye€pe3  CHCTEMY
WorkOrderSubsystem. Ona UCIIOJIb3YEeT SaveWorkOrderData u
LoadWorkOrderData, 4To0bl XpaHUTh PEMyTallMi0, BHIOPAHHBINA 3aKa3 U JaHHBIE

3aBEPLIEHHBIX CMEH.
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Qaitn  Settings.json COACPXKUT JaHHbIE, CBA3aHHBIE C YJI00CTBOM
nojb3oBareis. B HEM MOXHO YBHUIETh 3HAUEHUS TPOMKOCTH, YYBCTBUTEIBHOCTD

camera, A3blIK 1 HA3HA4YCHHBIC KJIaBHUIIIH.

bocl FMyProjectJsonSavelUtils::SaveSettingsData(const
FMyProjectSettingsSaveDatas SaveData) {

return SaveStructToJscnFile (SaveData, GetSettingsSavePathi()};:}
bool FMyProjectJszonSavelUtils::LoadSettingsData (FMyProjectSettingsSavelDatas
CutSaveData) {

return LeoadStructFromJIsconFile (QutSaveData, GetSettingsSavePath());}
boocl FMyProcijectJsonSaveUtils::SaveCharacterData {const
FMyProjectCharacterSavelDatas SaveData) {

return SaveStructToJsconFile (SaveData, GetCharacterSavePath());}
bool FMyProjectJsonSaveUtils::LoadCharacterData (FMyProjectCharacterSaveDatas
OutSavelData) |

return Leoad3tructFromJsonFile (QutSaveData, GetCharacterSaveFath());}
bool FMyProjectJsonSaveUtils::SaveWorkOrderData (const
FMyProjectWorkOrderSaveData& SaveData) {

return SaveStructTolsconFile (Savelata, GetWorkOrderSavePFath());}
bocl FMyProjectJsconSaveUtils::LoadWorkOrderData (FMyProjectWorkOrderSaveDatas
outsSaveData) {

return LeoadStructFromJsonFile (OutSaveData, GetWorkOrderSavePath());}
template<typenams TSaveStructs
boocl FMyProcijectJsconSaveUtils::SaveStructToJsonFile (

const T3aveStructs SaveData,

const FString& FilePath) {

if (!'EnsureSaveDirectcocryExists(FilePath}) {return false;}
FString Json3tring;
if (!FJsonOkjectConverter::UStructTodsonlbjectString(SaveData,

JzonString) ) {return false;}
return FFileHelper::SaveStringTcFile (JsconString, *FilePath);}
template<typenams TSaveStructs
boocl FMyProcijectJsconSaveUtils::LoadStructFremJsonFile (
TSaveS3tructs OutSaveData,
const FString& FilePath) {
if (!FPaths::FileExists (FilePath) ) {return false;}
FS5tring Json3tring;
if (!FFileHelper::LoadFileToString(JsonString, *FilePath) ) {return false;}
return FJszonChbjectConverter::JscnObjectStringToUStruct (JsonString,

Pucynok 4.32 - Umenue u 3anuce oannvix é popmame JSON

®aiin WorkOrders.json conepuT JaHHble pabounx 3aka3oB. OH HyXeH s
COXpaHEHUs Iporpecca CMEH, pEnyTallui U BHIOPAHHOTO 3aKas3a.

®daiin Character.json COIEPKUT JaHHBIE UTPOBOTO Mporpecca. B HEM MOXHO
yBuaetbh MaxStamina, CurrentStamina, KOTA4ECTBO PYbl, 30JI0TA, 3€JIMi, YPOBEHbD,
OMBIT, OYKU YIYUILIECHUM, YPOH MO PYJI€ U CKOPOCTH IBUKEHUS.

Ha pucynke 4.33 nokazansl paboune (haiibl COXpaHEHUH MPOEKTa.



| & Character 052026 9: JSON File

AW Settings 7.04.2026 0:33 JSON File

W WorkOrders 05.2026 9: JSON File

Pucynox 4.33 - Pabouue ¢aiinvt JSON-coxpanenuii npoekma

Ucnons3zoBanne JSON ynoOHO miig y4yeOHOro mnpoekrta. Dailn MOXKHO
OTKpPBITh OOBIYHBIM TEKCTOBBIM PEIAKTOPOM, CTPYKTypa [aHHBIX YHTAETCS
MOHATHO, a JUIS XpaHEGHHUS HACTPOSK W Mporpecca He TpeOyeTcs ciokHas 0Oasza
naHHbIX. COXpaHEHHUs TakKe MOMOTaroT IMpu oTiaake. Eciy 3HaueHne Ha HKpaHe
U3MEHWIOCh, MOXHO OTKPBITh (Daill U MpPOBEPUTH, 3aMHUCAIOCH JU OHO. Ecim
JTAaHHBIE €CTh B (pailyie, HO HE 3arpy>kKaroTcs MOCie nepe3anycka, Hy>KHO MPOBEPSATh
dbynkuuio 3arpysku. B pesynbrare cucrema JSON-coxpaHeHUM CBS3bIBAECT UTPOBOI
IIPOIIECC € MOCTOSHHBIMM JAaHHBIMU. [lonbp30BaTeNns MOXKET U3MEHUTh HACTPOMKH,
JTOOBITH pyay, MPOAATh €€, KYIUTh 3€JIbe, MOBBICUTh YPOBEHB, BHIMOJIHUTH 3aKa3 U

MIOCJIE CIEAYIOLIETO 3ayCcKa IPOJOJIKUTE padOTy ¢ COXPAHEHHBIM COCTOSTHUEM.
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5. [TIPOBEPKA PABOTbI ITPOI'PAMMEBI

[TpoBepka pabOTHI MPOTPAMMBI BBITTOJTHSUIACH TIOCIIC 3aBEPIICHUSI OCHOBHBIX
sTanoB pa3pabotku mpoekta RPG FARM. I'naBHO# 3amadeii ObUIO yOSIUTHCS, YTO
M0JIb30BATENb MOKET MPOUTH OCHOBHOM UTPOBOM IUKII 0€3 KPUTHUECKUX OLIUOOK:
3allyCTUTh MPOEKT, OTKPBITh cTapToBoe lobby, mepeditm Ha Kapty Showcase,
YOPaBJISITH MEPCOHAXKEM, J00BIBaTh pyAy, B3aMMOJIEUCTBOBATH C TOPTOBIEM,
ucnonp3oBate HUD, npokadynBaTh NMEPCOHAKA U COXPaHATH mporpecc. lIposepka
BBITIOJIHSIACh B penaktope Unreal Engine 5 B pexume PIE. Takoi pexum
MO3BOJISIET 3aIyCKAaTh UTPY MPSIMO M3 PEAAKTOpPa U OBICTPO MPOBEPSTH PE3yJIbTAT
0e3 oTaenpHOM huHAbHOU cOOpKkU. Takke BBIONHAIACH COOpKa MpoekTa B Visual
Studio, uTo0BI yOeAUTHCA, uTO KoA Ha C++ HEe COJACPIKUT OIMTUOOK KOMITHIISITUH.

Ha pucynke 5.1 npencrasieH 3amyck mpoekTa B pegakrope Unreal Engine 5.

© % & Apneik npegmeta

) (sarpyxeso: 20)

Pucynox 5.1 - 3anyck npoexma 6 pedakmope Unreal Engine 5

[Tpu mepBoMm 3amycke oTKpbIBaeTcsi kapta NewMap. Ha Helt oToOpakaercs

craptoBoe [obby ¢ OCHOBHBIMHM KHONKamu. [IpoBepsioch, 4TO MEHIO MOSBISETCA
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KOPPEKTHO, KHONKH pEarupyrT Ha JEWCTBUS IMOJb30BaTENs, HACTPOMKHU
OTKpBIBAIOTCS 0€3 OIMMOO0K, a BBIXOJ] U3 MPOEKTa BBIMOIHSAETCS MpaBuiibHO. [locie
Ha)KaTUs KHOTIKHU 3aIllyCKa Urpbl mosiBisieTcs loading screen, 3aTeM OTKPBIBACTCA
kapta Showcase. Bo BpeMsi mpoBepkH ObLTO MOATBEPHKACHO, UTO MEPEXO] MEKIY
KapTaMU BBITIOJIHSAETCS KOPPEKTHO, SKPaH 3arpy3Ku 0TOOpaxaeTcsi, a UrpoBasi ClieHa
OTKpbIBaeTcs 06e3 3aBucanusa. Ha pucynke 5.2 mpeacTaBiieH SKpaH 3arpy3Ku Hepes

Nepexo0M Ha UTPOBYIO KapTy.

MoAroTABAWBAEM MUP W SATPYKAEM CLEHY

Pucynox 5.2 - Dxpan 3aepy3xu neped omkpwvimuem kapmul Showcase

Jlanee mpoBepsutack padoTta ynpaBieHUs mepcoHaxeM. [lepcoHax moimkeH
Jlanee mnpoBepsutack paboTa yIpaBlIeHHS mepcoHaxkeMm. IlepcoHaxk moiKeH
nepemMeniathes no kiasumam W, A, S, D, noBopauuBaTh camera NPU JBUKEHUU
MBIIITH, BBITIOJIHATH MPBDKOK Yepe3 Space Bar v BKitouarth sprint uepes Left Shift.
Bo Bpemsi mpoBepku yrpaiieHHE paboTano KOpPpekTHO. OTAenbHO MpOoBEpsIach
cucrema stamina. Ilpu akTUBHOM sprint 3HAYEHUE YMEHBIIAJIOCH TOJIBKO BO BPEMS
JIBWXEHMUS TepcoHaxa. Ilocie OCTaHOBKM WM OTKJIIOYEHUS Sprint 3amac
MOCTENEHHO BoccTaHaBimBaliics. Korpa stamina noxonwna 10 HyJs, YCKOPEHHUE
ABTOMATHYECKH OTKIIFOYAJIOCH.

Ha pucynke 5.3 npeacrtaBieHa npoBepKa NaHeu stamina BO BpeMsi UTPOBOTO
npouecca.

Crnenyrommm dSTaroM MpoBepslach araka W Ao0bda pyasl. [lepconaxk

NOAXOAMWI K PYJTHOMY OOBEKTY M BBIIOJHSII yAap KUpKOW. [Ipu HakaTuu KHOIKH



87

aTaku 3amycKanach animation, NBUKEHUE BPEMEHHO OJIOKMPOBAIOCH, @ B MOMEHT

Nomajanus pyjaa rnojiyvana ypoH.

Staring: 100 /100

Pucynox 5.3 - I[Iposepra omobpadicenus stamina 6 HUD

[Ipu paspyuieHuu pyabl 0OBEKT CKPBIBAJICSA C KapThl, a IEPCOHAXK MOIydal
pecypc u omnbIT. Takxke MpOBEPsUIOCh, YTO PYAY HENb3s JOOBIBaThH C OOJBIIOTO
paccTosAHUs WM TpPU HENPaBUIBHOM HampaBieHud ynapa. Ilocnme 3amaHHOTO
BPEMEHU PYIHBII 0OOBEKT CHOBA MOSIBJISIICS HA KApTe YEPE3 CUCTEMY Fespawn.

Ha pucysnke 5.4 npencrapiieHa mpoBepKa aTaku pyJHOT0 OObEKTA.

100 /100

B B

Pucynox 5.4 - I[lposepxa mexanuxu amaxu u 006614u pyovl

Takxke mnpoBepsuiach MaHEIb 30pPOBbA pyAbl. OHA JOMKHA MOSIBISATHCS
TOJIBKO TOT/Ia, KOT/1a IEPCOHAX HAXOAUTCS PSAOM ¢ 00bekToM. [Ipu 0TX01€ OT py bl
NaHeb CKPBIBAETCS, YTOOBI AKPaH HE MeperpyKajcs JUIIHUMU 3J1eMEHTaMU.

Ha pucynke 5.5 npezacrapieHa naHeinb 30pOBbSl pyAHOIO OOBEKTA.
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[Tocne mpoBepku 10OBIYM BBIMOJNHSAJIACH MPOBEpPKa Toprosia. llepconax
HOJIXOJWJI K OOBEKTY TOProBIa, IOCJIE YEro Ha 3KpaHE MOSBISAIACH MOJCKa3Ka
B3aMMOJEUCTBUSA. [Ip1 OTKPBITUM TOPTOBOr0 MEHIO IPOBEPSIIACH TPOAAKA OJHOM

pyIbl, NpoAaxa ISTH €IUHUL PY/bl U MOKYIIKA 3€J1bs1 BOCCTAHOBIICHHUS Stamina.

100 /100

~

Pucynok 5.5 - Ilposepra HealthBarWidget pyonoeo ob6vexma

Bo Bpems mpoBepku ObUIO MOATBEPXKIECHO, YTO MNPU MNPOAAXKE PYIbl €€
KOJIMYECTBO YMEHBIIAETCS, a 30JI0TO yBeauuuBaeTcs. 1Ipu mokymnke 3eiabs 3010TO
YMEHBIIAETCS, a KOJIMYECTBO 3€JUi YBEJIMUMBaeTcs. Eciin pecypcoB HEJOCTATOYHO,
nercTBre He BbINoyiHAETCs. [Ipy BbIXO/€ U3 30HBI TOPTOBLIA MEHIO 3aKPhIBAETCA.

Ha pucyHnke 5.6 npencrasiieHa IpoBepKa B3aUMOJEHCTBUS C TOPTOBLIEM.

Jlanee nposepsiiach padora HUD wm urpoBbiX MeHIO. Bo Bpems urpbl Ha
HKpaHe JA0JKHBI 0TOOpakaThCs peCypChl, 30JI0TO, 3€J1bs, YPOBEHbB, ONBIT U 3HAUCHUE
stamina. 1Ipyn OTKPBITUM TOPrOBOTO MEHIO, MEHIO IPOKAYKH WJIU May3bl 3JIEMEHTHI

interface He NOMXKHBI MEIIATh IPYT APYTY.
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OTnenpHO TPOBEPsITACh CUCTEMA MTPOKAYKH nepcoHaxa. [locne pazpymienus
PYIIbI TIEPCOHAXK TMOTyYaeT OnbIT. [Ipu JOCTHIKEHUH HYXKHOTO 3HAYCHUS YPOBEHD
MOBBIIIACTCS, & UTPOK IMOJTyYaeT OYKO yIyUIICHHUS. DTH OYKH MOXKHO TIOTPATUTh Ha

MaKCUMAJIbHYIO Sfamind, ypoH MO PyJi€ UIH CKOPOCTh ABUKECHUS.

Pucynox 5.6 - Ilposepxa e3aumooeticmaus ¢ mopzosyem

Ha pucynke 5.7 npencrasiieHbl OCHOBHBIE 371eMEHTHI HUD BO BpEMsI UTPHI.

Pucynoxk 5.7 - Ilposepxa ueposvix snemenmog HUD

Ha pucynke 5.8 mnpeacraBieHO MEHIO MNPOKAYKU TMEpCOHaxa. Takxke

MMPOBCPAIINCH I10JIb30BATCIILCKUC H&CTpOfIKPI. B MeH0 u3MEHsINCh I'POMKOCTBD,
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YyBCTBUTEIBHOCTh camera, macitad Ul, s3p1k U KinaBumm yrnpasieHus. [locie
WU3MEHEHHUS TIPOBEPSIIOCH, YTO MAPAMETPHI MPUMEHSIOTCS Cpa3y U COXPAHSIOTCS B

Settings.json.

['1] iz Siarming

20 bzt Starninz

[2] Ore Damage

HEre vamage

|3]|Move Speed

A0 MovVE SHeed

Pucynox 5.8 - [Iposepka menro npokauku nepconaxca

[Tocnennum »Tanom MpoBepsuUch coxpaneHus: B popmare JSON. Bo Bpems
UTPBI U3MEHSIUCH JAHHBIC TIEPCOHAXKA, HACTPOUKH U paboune 3aka3bl. [Tocie aToro
nposepsuuck (aitner Character.json, Settings.json n WorkOrders.json. Jlannbie B
(aitnax cOOTBETCTBOBAJIN U3MEHEHUSIM, BHIIIOJTHEHHBIM B UTPE.

[Tocne 3akpbITHS ¥ TOBTOPHOTO 3aIllyCKa MPOEKTa COXpaHEHHBIE 3HAUYEHUS
3arpyxajiuch oOpaTHO. DTO MOJATBEPAMIIO, YTO CHCTEMa COXpaHEHUN paboraer
KOPPEKTHO M TIOJIb30BATEIIbCKUN MPOTpecc HE TEpsieTCs MOCHE 3aBEPIICHUS
IPOTPaMMBL.

Ha pucynke 5.9 mpencraBieHsl (aiiibl  COXpaHEHUM  MPOEKTa.
JIomOTHUTENBHO BBIMIOJHSIIACH MpOBepKa cOOpku mpoekrta. [locne u3MeHeHus

daiino C++ mpoekT cobupascs B Visual Studio. Y cneninas cobopka moareepxaana,
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YTO KJIACChl, 3aroJOBOYHbBIC (aillibl, 3aBUCUMOCTH M HACTPONKHM MPOEKTa

COrjiIaCOBaHbl MCKIY COOOH.

| & Character 05.2026 7:08 JSON File

Iy Settings 7.04,2026 0:33 JSON File

'I'j WorkOrders J05.2026 709 JSOM File

Pucynox 5.9 - Ilposepxa gpatinos JSON-coxparnenuii

[To pe3ynbpTaTaM MPOBEPKH MOXHO CIIENATh BHIBOJ, YTO OCHOBHBIE (DYHKIIUU
poekTa paboTaroT KOppekTHO. [loap30BaTens MOXKET 3aIlyCTUTh UTPY, IEPEUTH U3
lobby Ha xapty Showcase, yrpaBisiTh IEpCOHAXKEM, UCIIOJIB30BATh Sprint, JOOBIBAThH
pylly, TOJIy4aTh PECYpChl M OIBIT, B3aUMOJIEHCTBOBATh C TOPrOBLEM, IOKYIaTh
3€J1bsl, IPOKAYUBATh XapaKTEPUCTUKH, U3MEHATh HACTPONKH U COXPAHATh ITPOTpecc.

Takum o6pazom, mpoektT RPG FARM nipomién mpoBepKy OCHOBHBIX UTPOBBIX
cucteM. Peanu3oBaHHbIE MEXAHMKM CBSI3aHBI MEXIYy COO0OM UM TMO3BOJIAIOT
MOJIb30BATENI0 BBIIOJHUTh TOJHBIM LUK JEHCTBUM BHYTPU UIPBL.  ITO
NOATBEPKIAET PabOTOCHOCOOHOCTh MPOrpaMMbl MW TOTOBHOCTh MPOEKTAa K

JEMOHCTPALIMM B paMKax y4eOHOH pabOThl.
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3AKJIFOUEHUE

B pesynbrare BBITOJIHEHHS NpoeKTa Obula pa3paboTaHa ydyeOHash UIpOBast
cuctreMa RPG FARM wna 6a3e Unreal Engine 5 u s3pika C++. Llenp paOoTbl
3aKII0Yaliach B CO3JIaHUM TIPOEKTAa, TJE€ TOJb30BaTellb MOXKET YIPaBISATh
NEPCOHAKEM, NEPEMEIIATHCS MO KapTe, N00bIBaTh pyay, B3aWUMOJEHCTBOBATH C
TOProBUEM, HCNONb30BaTh HUD, pa3BuUBaTh XapaKTEPUCTUKH U COXPAHATH
nporpecc.

B xoxe pa3paboTku ObM peann3oBaHbl CTapTOBOE [0obby, Iepexo Ha KapTy
Showcase, nepcoHax ¢ camera OT TPETbEro JMLA, ABMXKEHUE, NPBIKOK, Sprint,
cUcCTeMa Stamina, aTaka KUPKOM, 0ObIYa PyJibl, BOCCTAHOBJIEHUE OOBEKTOB Yepe3
respawn, TOProBils, IPOKayKa, HAaCTPOUKH, pabodue 3aKa3bl 1 COXpaHEHUE TaHHBIX
B (hopmate JSON.

OcHoBHas Jnormka mnpoekta Hanucana Ha C++. Jlog mepconaxa
ucnonb3ytorcsi kinaceel AGameplayCharacterBase w AThifCatcher, nns pynabl
co3nan kiacc AOreStoneBase, nns toproua ucnonssdyercs ATraderNPC, a
DKpaHHBIN inferface peanu3zoBaH uepe3 APlayerGameHUD. Takoe pa3jaeneHue
MIOMOTaeT CJeNaTh CTPYKTYpPY NMPOEKTa MOHATHON U YIOOHOM JIsl COMPOBOXKICHUSI.

Bo Bpems paboThl ObLIM 3aKperuieHbl HABBIKM CO3[aHus KiaccoB B Unreal
Engine 5, wactpoiiku Actor u Character, o0paboTku input, pabOTHI C
KOMIIOHEHTaMH, co3aanuss HUD, peamu3anuy UTPOBBIX COCTOSIHUM, COXPAHEHUS
JAHHBIX U IPOBEPKH MPOEKTA B peAakTope. Takxke ObLI MOITyUYeH ONbIT OPraHU3aLUuu
IPOEKTa, TJe KOJI, PECYpChl, HACTPONKHU U pabouue TaHHbIE pa3zesieHbl 10 MankKam.

PazpaboTaHHBIN TPOEKT MOKHO CUMTATh 3aBEPIIEHHON OCHOBOM HEOOJIBIIION
urpbl. B HEM ecTh MOHATHBINA IUKI TOJH30BATEIh 3amyckaer urpy usz lobby,
NEPEXOIUT Ha KapTy, 10ObIBAET pyay, MOIydaeT PECypChl U OMBIT, NPOAAET PyLY
TOPrOBILY, MOKYIAET 3€J1bs1 BOCCTAHOBIICHUS Sfamina, yIy4dllaeT XapaKTepUCTUKH U

COXpaHsIeT porpecc.
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B nanpHeiemM npoekT MOKHO paciupsiTh. MOXKHO 10OABUTh HOBBIE BUbI
pYyZbl, JIOIOJHUTEIBHBIE NPEIMETHI, HOBBIE MOJEIN TOPrOBLEB, YJIYyYIICHHYIO
KapTy, Bu3yaJbHbIe 3((EKTH, PACHIUPEHHYI0 MPOKAYKy U OoJee CI0XKHYIO
SKOHOMHUKY. IIpu 53TOM Tekymas BepcHs YK€ JEMOHCTPUPYET OCHOBHBIE
BO3MOXKHOCTH yueOHoro mpoekra Ha Unreal Engine 5 U COOTBETCTBYET

MOCTaBJIEHHOU 3a/aye.
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JIOJIATOK A

®parmMeHThl NPOrpaMMHOI0 KOJIa
@parment 1. Co3gaHue kaMepbl MU KOMIIOHEHTOB IEpPCOHa)Xa B KJacce

AThifCatcher.

AThifCatcher::AThifCatcher()
1 Super(){
Springhrm =
CreateDefaultSubckhiject<USpringhrmComponent > (TEXT (" SpringhrmComponent™) ) ;
SpringArm->SetuphAttachment (RootComponent) ;
SpringArm->TargetArmlength = 420.0f;
SpringArm->SetBelativelocation (Fvector(0.0L, 0.0£, 70.0£)):
SpringArm->pEnableCameralag = TIrue;
SpringArm->CameralagSpesed = 12.0f;
SpringArm->pEnableCaneraRotationlay = TIrue;
SpringArm->»CameraRotationlagSpeed = 14,.0E;
Springhrm->blzePawmControlBotation = true;
Camera = CreatelefaultSubobject«<UCaneraComponent> (TEXT ("MainCamera™) ) :
Camera->SetupAttachment (Springlrm) ;
Camera->»oldzePawnControlRotation = false;
Camera->»SetBRelativeRotation (FRotator (-10.0E, 0.0f£, 0.0L£)):
if (UCharacterMovementComponent* MovementComponent =
GetCharacterMowvement () ) {
MovementComponent->bOrientRotationTcMovement = true;
Movementlomponent->RotaticnRate = FRotater (0.0£, 540.0L, 0.0L);
MovementComponent->JurnpZvVelocity = &50.05;
MovementComponent->RirControl = 0.355;
Movermentlomponent->MaxWal kSpeed = WalkSpeed; ]}

@parmenr 2. [IpuBszka input Kk QyHKUUAM [EpCOHaka. ITOT KOJ| CBA3BIBAET
KJIABUILIK M OCH yNpaBleHHs ¢ (QyHKUUsAMU mepcoHaxa. Yepe3 Hero paboTaroT

JBUKEHUE, TOBOPOT KaMEpPhbl, IPBIKOK U Sprint.

vold AThifCatcher::SetupFPlaverInputComponent (UInputComponent®
PlayerInputComponent) {
Super: :SetupPlayerInputComponent (Player InputComponent) ;
if ('PlaverInputComponent) {return;}
PlaverInputComponent->Bindixiz (TEXT [ "MoveForwardBackward™), this,
gAThifCatcher: iMoveForwardBackward) ;
PlayerInputComponent—->BindAxis (TEXT ("MoveRightLeft™), this,
gAThifCatcher: :MoweRightLeft) ;
PlaverInputComponent->Bindaxis (TEXT ("Turn™), this,
sAThifCatcher: :AddControllerYawlnput) ;
PlayerInputComponent->BindAxis (TEXT (" lookUpDown™), this,
gAThifCatcher: iAddControcllerPitchInput) ;
PlayerInputComponent-»Bindhction (TEXT ("Jump”), IE Pressed, this,
AThifCatcher: :Jump) ;
PlayerInputComponent->BindAction (TEXT ("Jump™), IE Released, this,
zAThifCatcher: : Stopdump) ;
PlayerInputComponent-»>BindAction (TEXT ("Sprint™), IE Pressed, this,
sAThifCatcher::Sprint) ;
PlayerInputComponent->BindAction (TEXT ("Sprint”), IE Released, this,
zAThifCatcher: :StopSprint) ;
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@parMeHT MOKa3bIBAET HA4al0 aTaku KUpkou. llepen BeimosHeHuem ypapa
CHayaJla MPOBEPSIETCS TEKYIIEe COCTOSHUE TEpPCOHa)a, 4ToObl YOEAUTHCS, UTO
JEHCTBHE MOXKET OBITh BBIMOJIHEHO KOPPEKTHO. 3aTeM MpH HeoOXOIUMOCTU
OTKJIIOYAETCs Sprint, MOCIe Yero BPEMEHHO OJOKHUPYETCs ABIKEHHE MEPCOHaXA.
3aBepLIalOIIMM JTallOM 3aIlyCKaeTcsl attack montage, KOTOpBIM OTBEYaeT 3a
aHMMAIIMIO 3aMaxa U CaMoro yaapa KUpKOH. TakoM MOpsaoK ACHCTBHUM MO3BOJISIET
CUHXPOHU3UPOBATh UTPOBYIO JIOTUKY M BU3yalbHOE OTOOpaskeHue aTaku. Kpome
TOr0, 93TO MNPENOTBPAIAET HEKOPPEKTHOE COBMEIIEHUE Yyaapa ¢ JPYTUMH
NEHUCTBUSAMM MepcoHaxa. B pe3ynbrare nponecc 100bUM pecypca BBITTIAIUT 0oJiee
LIEJIOCTHBIM U IIPEACKA3yEMBIM ISl UTPOKA.

®parmenT 3. 3anyck aTaku nepcoHaxa B kinacce AGameplayCharacterBase.

vold AGameplayCharacterBase::Attack(){
if (bI=Attacking 'bCanAttack) {return; }
if (const AThiefPlaverController®* ThiefController =
Cast<AThiefPlayerfontrollers> (GetControeller () ) {
if (ThiefController->IsinyMocdelopen() ) {return;}]
bCandttack = false;
bIsAttacking = true;
SetSprinthActive (falsze);
StopJumping () ;
if [(AController* CurrentController = GetController()){
CurrentController->SetIgnoreMovelnput (true) ;)
if (UCharacterMovementComponent® MovementComponent =
GetCharacterMovement (1) {
MovementComponent->3topMovement Immediately () ;
MovementComponent->DisakbleMovement () ; }
if (AttackMontage) {
FlayAnimMontage (AttackMontage, 1.0f£, HAME Mone);}}



