Heroes-3 Battle

YuebHoe nocobue: getanbHbin pa3bop npoekTa B Unity

CkpunTbl - TEXHUKW BU3yanm3auum - YCTpPorCTBO nog kanotom Unity

Matepuvan gna ctrygeHtos - C# / Unity / Built-in Render Pipeline



YuebHoe nocobue no npoekty «Heroes-3 Battle»

AetanbHbi pa3bop kogoBoun 6a3bl, TEXHMK BU3Yyain3aLmm U yCcTpomucTBa npoekta B Unity

Ana koro 310 nocobue. [1n5 CTyAeHTOB, KOTOpPbIe y>Ke 3HaKoMbl ¢ 6a3oBbiM C# 1 ocHoBamu Unity (4To
Takoe GameObject, MonoBehaviour, Transform, Kak 3amyckaTb CLLEHY), HO XOTAT MOHATb, KaK M3 3TUX
KMPNnYMKoB cobrnpaeTcs HacTosALas noLarosas Taktmyeckas urpa B gyxe «Heroes of Might & Magic llI».
Mbl pa3bepém KaXKAbIW CKPUMNT NpoekTa, 06bACHNM noYemMy OH HanvcaH MMEHHO Tak, 1 NMoKaxeM, 3a
cUéT Kakux Bo3amodkHocten Unity Bcé 310 paboTaer.

Kak uuntarb. [Nocobue cocTouT 13 Tpéx 60bLLMX YacTel (Mo YMCay BOMPOCOB 3ajaHus) natoc
NPUAOXKeHNs. YacTh MOXHO UnTaTb NOAPSA Kak KHUTY UAM BbIBOPOUHO Kak CMPaBOYHNK — KaXAbIN
pa3gen CaMmofoCTaTOUEH N COAEPXXUT CCbIJIKW Ha CBA3aHHbIE TEMBI.
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Yactb 0. BBegeHue n obwas kaptmHa

0.

1. Uto 370 3a npoekr

MpoekT — 370 60eBasA cMcTemMa MOLIAaroBOi TaKTUUECKOW Urpbl, BAOXHOBAEHHAsA Kiaccmyeckoln «Heroes of

Might and Magic lll» (aanee — H3). OH BOCNpOM3BOAMNT Ty CLLEHY, KOTOPYH BCE MOMHAT: 4Ba BOMCKA CTOAT Ha

reKkcaroHasibHoOmM noJie GOH, Mexay HUMU pa36pocaHb| npenAaTcrenA (KaMHI/I, AepeBbA, KyCTbI), n oTpAaabl No

oyepean XoaAT 1 BbHOT APYr Apyra, NOKa OAHa U3 CTOPOH He ByAeT yHUUTOXeHa.

KntoueBble BO3MOXXHOCTH, KOTOpPbIE YK€ peann3oBaHbl B KOAE:

1.

MpoueaypHasa reHepauusa nons 6os. Mo ogHomMmy uncny-«cemeHu» (seed) n TMNy MecTHocTn ( Grass,
Snow, Lava, ..) AETEPMWHMPOBAHHO CTPOWUTCA paccTaHOBKa MNPenATCTBUA U BblbupaeTcs ¢oHoBas

KapTvHKa. ANroputM NOBTOPSAET NOTNKy open-source auxkka VCMI (ceobogHas peanmsauma H3).

. ABe apmum no 7 «cnoroB». Kak B opurmHane, y Kaxzon CTOPOHbI 7 Aueek, B KaXAoM — TWN cyLlecTa u

€ro YNCNEHHOCTb (Hanpumep, «40 30M61»).

. TekcoBas noruka 601. Monck JOCTUXKMMBIX KNETOK B Mpesenax ckopocTu otpsga (06xoz B wunpury, BFS),

BblYNCNeHNE BparoB B 30HeE yAapa, NOCTPOEHME MYyTN, NOAAEPXKKA «LLNPOKNX» ABYXKJIETOUHbIX CYLLECTB.

. MowaroBbIi LUKAN 605 C NOPALKOM MHMLIMATVBBI MO CKOPOCTWU, PYYHbIM yrpaBaeHneM (KJVK Mblllbto —

nepemMecTuTbCs / atakoBaTb, MPoben — NponycTuTb Xo4) U GOPMYNoi ypoHa.

. MceBpo-3D Busyanusauusa. Cyuwectsa — 370 3D-mopenu ¢ aHumaumein, Ho CToAT OHM Ha 2D-none:

no3numns 6epércs 13 naoCKON reKCoBOWM CETKW, a MOBOPOT BbIYMCAAETCS TaK, OYATO Mbl CMOTPUM Ha HUX
HaKNOHHOW KaMepoW. ITO GUPMeEHHbIV Npném H3 — «aByxMepHoOe nose, TpéxmepHble 6oMLbI».

. PeTpo-cTunmsauma kapTuHkW. [rkcenvsaums, orpaHuyeHHas naautpa (noctepusauus), naockoe (cel)

oCBellleHVe Mozenel 1 nowaroBas aHumaumsa B ~10 KagpoB/c, UTOObI ABUXKEHUA «LLENKaAM» Mo3amy,
kak cnpanTbl 1999 roga.

. MHcTpymeHTbl AnAa pausaniHepa. Tpu okHa pegaktopa Unity (reHepatop noss, TecTtoBblin  60M,

aBTOMaTMYeCKMI PacyéT 3ab/0KMPOBaHHbIX TEKCOB MO CMpanTy MPensTCTBMA) MO3BOJAKT HacTpaunBaThb
urpy 6es eaNHON CTPOUKM KoAA.

Momumo 6oeBoli CNCTEMDbI, B MPOEKTE €CTb ABa CaMOCTOATE/IbHbIX yl-IE6HbIX CKpunta — Knaccuuyeckui Pong

(PongGame.cs ) v nycToi wabnaoH Example.cs . OHWN He cBsi3aHbl C 6OeM, HO Mbl X TOXe pa3bepém: Pong —

OT/IMYHBIN NpUMep «py4YHOn dusmkm» 6e3 Rigidbody.

0.

Ba)kHO MOHMMaTb € camMoro Hauvasna. [1poeKT HamepeHHO pa3zAesiéH Ha YMCTYHO UTPOBYIO JIOTUKY
(06bluHble C#-knacchl, KOTOPbIE HAYEro He 3HatoT Npo Unity) 1 TOHKMIA cnol oTobparkeHns

( MonoBehaviour , cnpanThbl, WenAepbl). ITO LieHTpaibHasn UAes BCEW apXUTEKTYpPbl, U Mbl byaem
BO3BpaLLaTbCA K HEW MOCTOAHHO. Takoe pasjeneHne — He NPUXOTb, @ CNocob caenatb KOA TeCTMPYyEMbIM,
npeAcKasyemMbiM U MOHATHBIM.

2. O6bwan apxuTekTypa: Tpu cnos

MbICNEHHO Pa3/10XUM BeCb KOZ 60EBOW CUCTEMbI Ha TPU FTOPU30HTaNbHbIX c1oA. CTpenku NokasblBatoT, KTO Ha

KOro «CMOTPUT» (3aBUCUT):


https://github.com/vcmi/vcmi

- 1
CJION PEJAKTOPA (Assets/Scripts/Battle/Editor/) |

BattlefieldEditorWindow - BattleTestWindow - ObstacleDefinitionEditor
HuBét Tonbko B Unity Editor, co6upaeTcs B oToenbHyl CGOpPKY .

Bbi3bIBaET

CNoil OTOBPAKEHUA (MonoBehaviour + Unity API) |
BattleController - BattlefieldView - UnitStackView

RetroImageEffect - UnitCameraCompositor - SteppedAnimator

3HaeT npo GameObject, Sprite, Camera, Coroutine, Animator. |

CO3[0aéT N «AUPUKUPYeT»
v

YUCTOE AP0 (o6biuHbin C#, 6e3 UnityEngine-3aBucumocTeil oT cueHbl)
UnitStack - BattleGrid - BattleProjection - BattlefieldGenerator
Army - BattlefieldConfig - TerrainType

leTepMUHUPOBAHHOE, TECTUPYEMOe, He TPOoraeT CLEeHy. |

* Yucroe a4p0o — 3TO «MO3M» Urpbl. 34eCb XMBYT NpaBuaa: Kak XoAnT OTPAZ, KOro OH MOXeT aTakoBaTb,
CKOJIbKO YPOHa HaHOCKT, KakK pacCTaBaAtoTCAa NPenaTCTBUA. DTV KNacCbl He co3patoT GameObject -0B, He
ABUraloT Transform -bl U He PUCYIOT cnpanTbl. MHOrMe 13 HUX — obbluHble C#-knaccol ( sealed class
UnitStack ), a He MonoBehaviour . HekoTopble ( BattlefieldGenerator , BattleProjection ) BoobLe
cTaTU4eckme N He XPaHAT COCTOAHMA. VIMN MOXHO MOJIb30BaTbCA U3 FOHUT-TECTOB, N3 KOHCOJ/IbHOTO
NPUAOXeEHNA — OTKyAa YrogHO.

A, OroBopka: «4McToe» 34eCb O3HaYaeT «He 3aBUCUT OT CL4eHbI». YacTb 3TUX K1aCCOB BCE Xe UCMONb3yeT
Nnérkue Tmnbl M3 UnityEngine — Vector2Int, Mathf, Quaternion . 3TO CTPYKTYpbl U YTUAUTLI, HE
NpMBSA3aHHbIE K UTPOBOMY OH6BEKTY; MX MOXHO BbIYUCAATL XOTb B @OHOBOM MOTOKE. A BOT
System.Random (a He UnityEngine.Random ) B reHepaTope BblOpaH CO3HaTENbHO — UTOObI reHepaLms
6blna He3aBMCMMOM OT r106aNbHOr0 COCTOAHNSA ABUXKKA W MOJHOCTLIO MOBTOPAEMON.

® Cnoii otobpaxeHNA — 3T0 «Teno» urpbl. OH BepéT pelleHUs Afpa W NpeBpaLlaeT UX B TO, YTO BUAUT
UrPOK: MHCTaHUMpPYeT MOAeN, ABWUraeT MX MO 3KPaHy, MPOUrpbIBaeT aHMMaLMK, HaknajblBaeT pPeTpo-
3bdekT. 3aecb M TONAbKO 34€eCb MUCMOAb3YHOTCA MonoBehaviour, KOpPYTWHbI, Camera, SpriteRenderer,

Animator .

* Cnoii pepgaktopa — 3T0 «MacTepckas». OH cywectByeT Tonbko B Unity Editor n HyxeH gu3aiiHepy, utobbl
reHepvpoBaTb MoJe, 3anyckaTb TECTOBble 60M 1 3aNONHATL AaHHble. B cobpaHHoM urpe (bunge) storo cnos
HeT BoobLe — Kkog B nanke Editor/ B 6ung He nonagaer.

Mouemy 310 BaXkHO ANA cTyAeHTa. Korga Bbl CMOTPUTE Ha HE3HAKOMBIN KNacc, NepBbI BOMNPOC — «K KakoMy
CIOK0 OH OTHOCUTCA?». ECAN 3TO AAPO — WLLMUTE YMCTYHO JIOTUKY M MaTeMaTKKY, He XAuTe paboTbl CO CLEHOMN.
Ecnn 310 oTOBpaxeHne — mwmte MonoBehaviour , KOpyTuHbI U Unity-Bbi30Bbl. Takoe geneHne cpasy 3agaér

npaBubHble OXXNAaHUA N PE3KO ynpoLaeT YTeHne Koja.

0.3. Kapra ¢pannoB npoekra

Huxe — Bce ckpunTbl U Wenaepbl NpoekTa ¢ OAHOW CTPOKOW HasHaueHus. [onHbIN pa3bop Kaxzaoro — B
Yactn 1 n Yactum 2.



Assets/Scripts/Battle/ — agpo + oTo6pakeHue 601

daiin Cnoii HasHaueHue

TerrainType.cs JaHHble MepeuncnerHme 10 TMINOB MECTHOCTW.

BattlefieldConfig.cs JaHHble Pa3smepbl nona (15x11), aTanoHHbIe pa3mepbl rekca, pesyabtaT
reHepayun.

ObstacleDefinition.cs JaHHble (SO) OAVH TN NPensaTCTBUS: CNPaNT, Kakme rekcbl 6J10KMpyeT, Bec.

ObstacleDatabase.cs AaHHble (SO) Katanor Bcex npenatcTBuii n GoHOB, NapaMeTpbl reHepaLuu.

UnitDefinition.cs ZJaHHble (SO) MpoTtotun cywecTtsa: cnpant/npedab 1 6oeBble xapakTepUCTUKK.

Army.cs JaHHble Apmua n3 7 cnotos ( ArmySlot ), natoc nepeuncieHne BattleSide .

UnitStack.cs A4PO KoHeuHbIli aBTOMAT O4HOrO pa3BEépHYTOro oTpsida (Mo3uuus, 340POBbE,
COCTOSIHME).

BattleGrid.cs A4pO0 l'ekcoBas reoMeTpus, 3aHATOCTb KNeTok, BFS-nonck nyTtn v Lenen.

BattlefieldGenerator.cs | fagpo [leTepMUHUpOBaHHas paccTaHOBKa NPensTcTBUiA Mo seed.

BattleProjection.cs A4PO MaTemaTtka NoBOpOTa MOAENN MOZ, «BUPTYaNbHYH HaKNOHHYHO
Kamepy».

BattleController.cs oTobpaxeHne  Ddacas 605 U ABMXKOK XOAOB (KOPYTUHA LiMKAa payHAOB).

BattlefieldView.cs oTobpaxeHne MartepranmsyeT BattlefieldConfig Ha cueHe (POH, rekchbl,
npenaTcTBms).

UnitStackView.cs oTobpaxeHne  BusyanbHoe npeacTaBneHve ogHoro UnitStack (Mogenb, aHMMauun).

UnitViewSettings.cs AaHHble Hactpoiikn oTobpaxeHus mogenen (yron HaknoHa, FPS aHnmaumn,

MMeHa napameTpoB aHMMaTopa).
SteppedAnimator.cs oTobpaxkeHne  3acTaBiseT Animator OOHOBAATHCA C HM3KWUM FPS — stop-motion.
RetroImageEffect.cs oTobpaxeHne  [ocT-3ddPekT Kamepbl: MUKCENMN3aLNSA + NOCTepU3aLms.

UnitCameraCompositor.cs = oTobpaxeHue VI3onmpyet nocT-apdekT KaMepbl FOHUTOB Yepe3 RenderTexture .

Assets/Scripts/Battle/Editor/ — WHCTPYMeHTbI Au3aiiHepa

®aiin HasHaueHue
BattlefieldEditorWindow.cs OkHo «Battlefield Generator»: reHepupyeT ciyyaiiHoe nose B OTKPbITON CLiEHe.
BattleTestWindow.cs OkHo «Battle Test»: 3anonHUTL 06€ apmum 1 3anycTTb 6OW.

ObstacleDefinitionEditor.cs KacToMHBIZ MHCNEeKTOP: aBTOPACUET 3ab60KNPOBAHHbIX TEKCOB MO MUKCENAM
cnpamnTa.

Assets/Scripts/ — oTAenbHble CKPUNTbI

daiin HasHaueHune
PongGame.cs CamocrodATensHas MUHU-urpa Pong (pyyHaa dursnka mava n pakeTok).

Example.cs Myctoi wabaoH MonoBehaviour (3aroToBka Ans ypoka).



Assets/Shaders/ — weiiaepbl

®aiin HasHaueHune

HeroesFlat.shader Mnockoe/TyHapHOe ocBelleHne Mogenen ( Heroes/Flat ).

RetroPost.shader MoctobpaboTka LBeTa: noctepusauus + naamtpa ( Hidden/Heroes/RetroPost ).
ColorKeySprite.shader Mpo3payYHoCTb MO KAOUEBOMY LBETY A/ cnpaiToB ( Custom/ColorKeySprite ).

Assets/Data/ — acceTbl-gaHHble (ScriptableObject-nHcraHchbi)

Accer HasHaueHune

ObstacleDatabase.asset KOHKpeTHbIN 3K3eMnAasp KaTaaora npensTcTBUM.
Obstacles/Obstaclex.asset KoHkpeTHble npenatcTBus (8 wryk).

Units/Zombie.asset CyuiectBo «30MbU» (€ANHCTBEHHBIN FOHWUT Ha AaHHbI MOMEHT).

0.4. TexHONOrMUECKUU CTEK U F/I0CCapUi1 TEPMUHOB

Mpexae yem HbIpATb B Ko, 3abumKcnpyem cioBapb. [onHas Bepcma — B [punoxeHun A, 35eCb — MUHUMYM,

6e3 KOTOPOro He NoHATb NepBbIE I1aBbl.

Unity — vrposoi asuxok. Haw npoekt ncnonb3yet Built-in Render Pipeline (BiRP) — «knaccnueckmnin»
KoHBeWep peHaepuHra (He URP 1 He HDRP). 310 BaxkHO: Moyt BcA BM3yanusaumsa (nocT-adpdekTbl yepes
OnRenderImage , Wengepsbl Ha CG/ ForwardBase ) HanvcaHa nog BiRP.

GameObject — 6a30Bbli 06beKkT cueHbl. CaMm Mo cebe NycTor KOHTEMHep; BCE MOBeAeHME eMy JatoT
HaBellaHHble KOMMOHEHTbI.

MonoBehaviour — 6a30Bbli KNaCC 415 KOMMOHEHTa-cKpuMTa. ToNbKo ero ak3emnasapbl Unity Bbi3biBaeT no
cobbiTmAM ( Awake , Start, Update, OnRenderImage ...). Ecnv knacc He HacnegyeT MonoBehaviour , Unity
MPO HEro «He 3HaeT» — UM YMpPaBAseT APYron KOA.

ScriptableObject (SO) — 06beKT-AaHHblE, KOTOPbIA COXPaHAeTCA Kak acceT-Galin B npoekTe ( .asset),
a He XMVBET Ha cueHe. MaeaneH ans «kaptouyek» CyLLeCTB W MPEnATCTBUMA: AM3aliHep NpaBuT UUdpbl B
MHCMEeKTope, MPOrpaMMUICT YMTAET UX U3 KOAA.

Fekc (hex) — wectnyronbHaa knetka. lMone 60a — cetka u3 rekcos 15x11. Mbl ncnonb3yem packnagky
«odd-r offset»: cTpokn HymepytoTCs CBepXy BHW3, HEUETHbIE CTPOKM CABWHYTbI BNPaBO Ha MoJiara.
MNoapobHo — B pasgenax 1.6 n 2.1.

OTtpsapg, / crek (stack) — rpynna ognHakoBbIx CyLlecTB B 04HOW kaeTke (Hanpumep, «40 3oMbu»). B koge
— Kknacc UnitStack .Y creka ectb cyMMapHoOe 340p0Bbe; YNCAEHHOCTb ( Count ) BbIYMCAAETCA U3 HETO.

KoHeuHbin aBTomart (FSM, finite-state machine) — mogenb, rae o6bekT B KaxAbli MOMEHT HaXOAUTCS B
OAHOM M3 HECKOJIbKMX COCTOSIHUMA 1 MEepPeXoAnUT MeXay HUMW no npasBuaam. UnitStack — 310 FSM ¢

coctosiHuaMn Idle » Active » Moving/Attacking - .. » Dead .

KopytuHa (coroutine) — «dyHKLMA, KOTOPYHO MOXHO MOCTaBWTb Ha Naysy M NPOAOKUTb B CAeAyroLLeM
kagpe». B Unity 310 cnocob pacTsaHyTb AelcTBMe BO BpPeMeHW (aHumaumsa xopa) 6e3 6J0KMpoBKM
OCHOBHOrO NoTOKa. TexHnyeckn — IEnumerator ¢ yield return.

Seed (cems) — unCno, KOTOPLIM MHULMANN3MPYETCA reHepaTop cayyariHbix uncen. OauH u ToT Xe seed —
OZMHaKOBaA NOC/Nef0BaTENIbHOCTb «CNyYalHbIX» 3HAYEHNI — BOCMPOU3BOAMMAnA reHepaLysa nons.



* Sorting order / render queue — ABa MexaHW3Ma, onpeAenatoLine NOPAZOK OTPUCOBKM (UTO puUcyeTcs
nosepx uyero). Ana 2D-cnpaitoB — sortingOrder, Ans maTepuanoB — renderQueue . Pa3bepém B
pa3gene 2.8.

* Mocr-adpdekT (post-processing) — 06paboTka y)ke OTPUCOBAHHOTO Kaapa LEeankoM (nukcenmsauus,
n3meHeHue ugeta). B BiRP genaetcs uepe3 OnRenderImage + Graphics.Blit.

0.5. CKkBO3HOWM cLeHapuiA: UTo npoucxoaut ot «Start Battle» g0 nob6egbi

UT06bl OTAENbHbIE KNACChl HE Ka3aancb HaBOPOM Pa3pPO3HEHHbIX AeTasel, NPOCAeAMM OANH MOJHbIN NMPOXOA.
[lep>xnTe 3Ty KapTUHY B rOJI0BE NpW YTeHUM YacTn 1 — CTaHeT NMOHATHO, «KTO KOO 30BET».

1. AnzaiiHep Ha)kmmaet «Start Battle» B okHe BattleTestWindow (uan apyro koA Bbi3biBaeT
BattleController.StartBattle(attacker, defender)).

2. BattleController pereHepupyet none (ecnmn BKJIFOUEHO): 30BET cTaTUyecKui
BattlefieldGenerator.Generate(seed, terrain, database, ..). ToT — uuncras normka —
BO3BpallaeT BattlefieldConfig: cnucok npenstctBuid (id + koopawmHatbl) K id ¢doHa. Hu ogHoro

GameObject noka He co3gaHo.

3. BattleController npocuT BattlefieldView.Deploy(config) MaTepuannsoBaTb KOHQWUI: view CTaBuUT
¢doHOoBbIN cripaiT, wWHcTaHumpyeT 15x11 npedaboB-rekcoB (ckpbiBas 3aHATble MPEnsTCTBUAMM),
paccTaBasfieT CnpanTbl NPenaTcTBMin. Tenepb Nosie BUAHO Ha CLieHe.

4. BattleController cTpouT _obstacleMap — 6yneBy maTpuuy [15,11] 3aHATbIX KNETOK, pa3BopaynBas
Kaxxgoe npenaTtcTBMe B Habop OA0KMpyeMbIX rekcoB. dTa MaTpuua — «MOCT» MeXAy BU3yaabHbIMU
NpenaTCTBUAMM 1 IOTUKOW NPOXoJa.

5. BattleController.DeployArmy pa3BopaumBaeTr ob6e apmum. [Jns KaxZ0Oro HemycToro ciaoTa Cco3jaércs
nornveckni UnitStack (sapo) v Bu3yanbHbI UnitStackView (oTobBpaxkeHWe), cBA3aHHble MOAMUCKON
Ha cobbiTus. Attacker BcTaért B konoHky 0, defender — B konoHky 14.

6. 3anyckaeTcAa KOpyTMHa BattleRoutine (Tosbko B Play Mode). OHa KpyTWT payHZbl, noka »wusbl obe
CTOPOHbI. B kaxaom payHae BuildTurnOrder COPTUPYET XMBble CTEKM MO CKOPOCTU (BbICTpble XOAAT
nepBsbIMM).

7. Xop oAHOro cteka — KOpyTMHa TakeTurn . OHa: - CO34aéT cBeXWin BattleGrid w3 KapTbl NPensTCTBUN
N TeKyLMX NO3NLMIA CTEKOB; - cuMTaeT ComputeReachable (BFS go Speed waroB) u ComputeAttackable
(Bparv B 30He yAapa); - NoACBEeUNBAET CUHUM AOCTMXKMMbIE TeKCbl, KPaCHbIM — aTaKyeMbIX BParoB; - XXAET
BBOAa urpoka (kavk/npoben), onpawmvBas MbiWb KaxAbl kagp (yield return null); - MO KAWKY
onpejenser: 3T0 NepeMeLleHre AN aTtaka; - ABUraeTt ctek no Nyt (UnitStack.StartMove — aHMmauma

BO UnitStackView — CompleteMove ), npu atake npumMmeHaeT Gopmyay ypoHa v NPOUrpbIBaEeT BbiNaa.

8. UnitStackView pearupyer Ha cMeHy cocTofiHMA cteka. OH nognucaH Ha cobbiTme StateChanged .
Korga crek BxoAuT B Moving , view 3anyckaeT KOPYTUHY CKOJbXEHWA MOAenn no nyTu n BkatovaeT bynes
napameTp aHumaTtopa IsMoving. Korga B Attacking — Bbinag w Tpurrep Attack. Korga Dead —

Tpurrep Die UM OTK/IKOYEHME METKM.

9.YpoH n cmepTtb. ResolveAttack cumtaer max(®, aTaka - 3awuTa) X YUCIEHHOCTb W 30BET

target.ApplyDamage . Ecim cymmapHoe 340poBbe MafZaeT A0 Hy/s, CTek nepexoAuT B Dead, view
NpourpbiBaeT CMepTb.

10. Mo6epa. Kak ToNbKO B XMBbIX OCTAaETCA TONbKO OAHa CTOPOHa, BothSidesAlive() Bo3BpallaeT false,

LKA 3aBepluaetcs, DetermineWinnerText dopmupyeT «Attacker wins!» 1 BbIBOAMT ero yepes OnGUI .



MapannensHo BCE 3TO BpemMA paboTaeT BU3yasibHbI KOHBeEWeEpP: KaMepa LOHWUTOB PEHAepUT MoJenn B
RenderTexture ( UnitCameraCompositor ), RetroImageEffect nwukceamsyetr wn nocTepusyer Kaap,
SteppedAnimator 3acTaBasfeT aHUMauUuKM «wénkatb» Ha 10 FPS, wenaep Heroes/Flat AaéT NAOCKWIA CBeT.

ITU CUCTEMbI HE3AaBMCUMbI OT IOTUKM 608 U pa60Ta+0T «TOBEpPX» Heé.

Tenepsb, Aep>ka 3Ty KapTy B ronoBe, pa3bepém Kax bl K1acc feTanbHo.



Yactb 1. Kakue cKpunTtbl y Hac eCcTb M Kak OHM pabortaror

1.1. NpuHUMN «uncroe aapo + ToHkuin Unity-cnoin»

Mpexae yem pa3bupaTb Kaaccbl MO OAHOMY, 3adUKCMPYEM T1aBHbIA apXUTEKTYPHBIN MPUEM — OH O6bACHAET
MOYTU BCE PELLUEHMS B KOAE.

Npen. VirpoBbie npaBuia oTAaeneHbl OT UX oTobpaxeHus. «4To nponcxoanTt» (NpasBmaa) — 370 obbluHble CH#-
Knaccbl. «Kak 3TO BbIFAAMT» (MUKCENM Ha 3KpaHe) — 370 MonoBehaviour -bl. CBA3b MeXAy HUMU —
O HOCTOPOHHAA: OTOOpaXKkeHWe 3HaeT NpPo AAPO WM MOAMUCHIBAETCA HA HEro, HO A4PO NPO oTobpaxeHue He
3HaeT HUYero.

Kak 310 BbIrnaguT Ha npakTuke. Bo3bMém otpsa. Ectb ABa knacca:

® UnitStack (A4p0) — XpaHWT: rae CTOMUT, CKOJIbKO 30pOBbf, B KakoM cocTofHun ( Idle, Moving,
Dead ...). YMeeT: nepexoAnTb MexJay COCTOSIHUAMM, noaydatb YypoH. He ymeet: pucoBatb cebs, aBuratb
MOZeNb, MPonrpbIBaTe aHMMaLmio. He HacnegyeT MonoBehaviour .

® UnitStackView (oTobpaxeHne) — MonoBehaviour Ha cueHe. [epXuUT ccbiiky Ha cBoi UnitStack,
noanucaH Ha ero cobbitna. Korga CTek MeHSeT COCTOsiHME, View 3TO JIOBUT W 3anyckaeT HY>XXHYH
aHnMaumto. CaM HUKaKMX MpaBul He peLlaer.

MexaHusm cBA3n — cobbitTna C#. B UnitStack o6baABAEHbI ABa COObITUS:

public event Action<UnitStack> StateChanged; // cocmosiHue U3MeHUNoCob
public event Action<UnitStack> HealthChanged; // 300poBbe/uucneHHOCMb U3MEHUNUCH

UnitStackView.Bind Ha HUX NOAMWCbLIBAETCA:

Stack.StateChanged += OnStateChanged;
Stack.HealthChanged += OnHealthChanged;

Tenepb cTeky AOCTaTOYHO BbI3BaTb StateChanged?.Invoke(this) — un view cam oTtpearupyet. Ctek npwu
3TOM MOHATUA HE MMEET, KTO ero CAyLlaeT: MOXeT 6bITb OAMH View, MOXeT 6bITb AecATb, MOXET HbITb NOrrep B
TecTe. OTO Ha3blBAETCS MHBEpPCUEN 3aBMCUMOCTe uepes cobbiTusa 1 NogpobHo pa3obpaHo B pa3gene 3.9.

3auem TaK c/10XkHO? MATb NPUUKH.

1. Tectupyemoctb. UnitStack, BattleGrid, BattlefieldGenerator MOXHO NPOBEPUTb OObIYHBIMMU
FOHUT-TecTaMu 6e3 3anycka CLeHbl: CO34aTb CTek, Bbi3BaTb ApplyDamage(100) , MpoBepuTh, UTO IsAlive

== false . Hukakol kamepsbl, HUKAKOro peHaepa.

2. lletepMmuHu3M. [eHepaTop nonsa ucnonb3dyetr System.Random, a He UnityEngine.Random, n He TporaeTt
cueHy. OanH seed — oAMH W TOT >Xe pe3ynbTaT, Bcerja. JTO KPUTUYHO W ANA OTAAAKW, W ANS
NOTEHLIMANbHOTO CETEBOIO pexnmMa (ob6a nrpoka noay4yart ognHakoBoe nosne).

3. Ynraemoctb. Korga npaBuna otaeneHbl OT peHaepa, Kaxabii Gdann fenaet ofHO aeno. BattleGrid —
3TO YMCTas rekcoBas MaTeMaTyiKa, TaM HeT HM ogHoro Instantiate .

4. [mbkocTb oTtobpaxkeHusa. Jlorvka oAHa, a NokasaTb €€ MOXHO Kak yrogHo: 3D-mopgenbto, cnpaitom,
Kancynom-3arnywkon. B koze VMMeHHO Tak: ecan y cyuwlectBa HeT npedaba, UnitStackView pucyet
Kancyny-npuMUTUB — JIOTMKa OT 3TOr0 He MEHAETCS.



5. Pa6ora B Edit Mode. MHoroe (reHepauusa 1 pacctaHoBka noas) pabotaeT nmpamo B pepakrope, 6e3
3anycka Urpbl, NOTOMY YTO He 3aBsi3aHO Ha UrPoBoV LK. VIHTepakTnBHbIM 601 — Tonbko B Play Mode, n
3TO e/JMHCTBEHHOE, YTO TpebyeT 3anycka.

3anomMHuTe 3TOT NPUHLNMN — Aasblue Bbl OyAeTe y3HaBaTb €ro B KaX40M Kiacce.

1.2. Cnon gaHHbIX: TerrainType, BattlefieldConfig, PlacedObstacle,
HexOffset

HauHém c camoro pyHaamMeHTa — C TUMOB, KOTOPbIE TO/IbKO XPaHAT AaHHbIe 1 He COAep>KaT NOoBeAeHMs. ITO
«andaBunT», KOTOPbIM Pa3roBapuBatoT BCe OCTaslbHble KNACChl.

1.2.1. TerrainType — nepeuncieHme MecTHOCTU

namespace Heroes.Battle

{
public enum TerrainType
{
Dirt, Sand, Grass, Snow, Swamp,
Rough, Subterranean, Lava, Water, Rock,
}
}
310 enum — nepeuncieHne n3 10 UMEHOBaHHbIX KOHCTAHT. Kaxabli TMM MEeCTHOCTM COOTBETCTBYET CBOEMY

Habopy QOHOB M paspelléHHbIX NPenATCTBUIA B OpuUrMHasbHOW H3. B koge TMn MeCTHOCTU BAMSET Ha /jBa
pelleHns reHepatopa: Kakoi ¢poH BbIOpaTh N KakuMe NPenAaTcTBUA pa3peLleHbl (Y NpensTcTBUS eCTb ClMCOK

allowedTerrains )

Mouemy enum, a He cTPoKU uam uucna? lNepeuncneHne JaéT Tpun Boirogbl: (1) aBTogononHeHne B IDE — He
OWNBELLBLCS B HanUcaHWW; (2) KOMAUAATOP NOBUT onevatku ( TerrainType.Grasss He ckomnuanpyetcs); (3) B
nHcrnektope Unity enum nokasbiBaeTcs y406HbIM BblNaZatoLLMM CAUCKOM.

Namespace Heroes.Battle. Ob6paTvTe BHWMaHMWE: MOYTU BeCb KOZA 6Os NeXUT B MPOCTPaHCTBE WUMEH
Heroes.Battle . 3TO rpynnupyeT cCBA3aHHble TUMblI U NpejoTBpaliaeT KOHGANKTBI UMEH (Hanpumep, Haw
Army He CTOAKHETCA C KakMM-HWbyab Army ©3 naarvHa). PepakTopHble knaccbl  nexaTt B
Heroes.Battle.Editor.

1.2.2. BattlefieldConfig — «uepTéXX» NOAA N €ro KOHCTaHTbI

BattlefieldConfig uWrpaeT ABOMHYIO POJb. 3TO U XPaHWINULLE KOHCTAHT Pa3MepOoB MOJs, U KOHTEMHepP
pe3ynbTaTta reHepauunm.

KoHcTaHTbl — pa3mMmepbl  reomMeTpua nona:

public const int Width = 15; // cmon6byoB (zercoB 8 cmpore)

public const int Height = 11; // cmpok

public const int ReferencePixelsPerUnit = 64;

public const int HexHorizontalStepPx = uu; // waz mewdy z2excamu 8 cmpore (VCMI BattleHex::WIDTH)
public const int HexVerticalStepPx = 32; // waz mewdy cmporamu

public const int OddRowOffsetPx = 22; // cdBuz HeuémHbix cmpoKk = nonoBuHa waza

4 G >



Mone — 15x11 = 165 rekcos, posHO kak B H3. Yncna 4d / 32 / 22 — 3TO wWarun ykaagkm rekcos B
nUKceNax npu 3TaJIOHHOM paspelleHnn 64 nukcens Ha tOHUT. OHM B3ATbl M3 VCMI, utobbl packnazka
coBnagana c opurimHanbHon. Pazbepém cmbich:

® HexHorizontalStepPx = 44 — MO rOpM30OHTaNN LLeHTPbl COCEAHWX reKCOB B OJHOWN CTPOKE OTCTOAT Ha 44
nunkcens.

® HexVerticalStepPx = 32 — CTPOKM UAYT C Wwarom 32 nukcens. Ana «pointy-top» rekcos (0CTpuém
BBEpPX) BEPTUKa/bHbIN Lar — 370 ¥ BbICOTbI reKkca, MO3TOMY CTPOKM NepeKpbIBalOTCA, U NoJyyaeTca
NJOTHaA cOToBas yknagka.

® 0ddRowOffsetPx = 22 — HeYETHblE CTPOKM CABVHYTbI BNIPaBO POBHO Ha nmoJwara (44/2 = 22). 310 1 eCTb
«odd-r offset».

[anblwe nayT Npon3BoAHbIE KOHCTAHTEl B MUPOBbIX eanMHuuax (world units) — npocto genvm nukcenu Ha
PPU:

(float)HexHorizontalStepPx / ReferencePixelsPerUnit; // 4u/
(float)HexVerticalStepPx / ReferencePixelsPerUnit; // 32/

public const float HexHorizontalStep
public const float HexVerticalStep

XK ] >

MoHaTHe «MmupoBas eamHuua» (world unit). B Unity pacctosHua nameparotcs B abCTpakTHbIX
«toHUTax». Kak nukcenn cnpanta npeBpaLLaroTcs B FOHWUTLI, 3a4aéT napameTp nmnopTa Pixels Per Unit
(PPU). Mpw PPU = 64 cnpanT wnpuHou 64 nukcens 3aiMeT 1 toHUT. NogpobHo — B pa3gene 3.4.

KoHTeliHep pe3ynbTaTa reHepauum:

public int Seed;

public TerrainType Terrain;

public string BackgroundId; // 1d BblbpaHHO020 (oHa
public readonly List<PlacedObstacle> Obstacles; // umo u 20e paccmaBneHo

KntoueBoe: BattlefieldConfig He coAepXXMUT HU OAHON ccbiikn Ha Unity-o6bekT (HeT Sprite, Het
GameObject ). OH XpaHUT TONbKO uAaeHTUdUKaTopbl ( BackgroundId, ObstacleId) M KOOpPAWMHATbL. ITO
Jenaet ero YMCTON cepuanmsyeMon CTPYKTYPOM AaHHbIX: TaKOW KOHOUT MOXHO COXpaHUTb B dain, nepesatb
no ceTun, cpaBHUTL B TecTe. [NpeBpalleHue id B peasbHble cnpanTbl — 3ajava BattlefieldView, To ecTb ciof

oTObpaXxeHus.

KommeHTapuin B camom darine popmyanpyet ato npsamo: «Pure-data description... Contains no Unity references
so it can be produced, serialized or tested without the engine» — «4nctoe onucaHve AaHHbIX... HE COAEPXMUT
ccbinok Ha Unity, No3TOMy ero MOXHO co3aBaTb, Cepvanvn3oBaTh 1 TECTUPOBATh 6e3 ABUXKKa>».

1.2.3. PlacedObstacle — oAHO pa3mMmellEHHOE NpenaTcTeme

public struct PlacedObstacle

{
public string ObstacleId; // raroe npenamcmBue (id 8 6aze)
public int X; // cmonbey sAKOpHO20 2eKca
public int Y; // cmpora sKOopHO20 2eKca

}

310 struct (3HaumMmbIn TMN), @ He class . Kaxgoe npensTcTBMe Ha NMose onucbiBaeTcs Tponkon: uto (id) u

rae (SKOpPHbIA rekc X, Y ). 3amMeTbTe — 34ecCb TOJbKO SIKOPb, OjHa KjeTka. A TO, Kakue elé KAeTKu



npenaTcTBue OAOKMPYeT W KaK BbITASAUT, XpPaHWUTCA B ero ObstacleDefinition B 6a3e. To ectb
PlacedObstacle — 3TO «CCblaKa + MO3MLUMA», MaKCUMabHO NErKaa 3anmuco.

struct vs class — KOpOTKOe HanmoMWHaHue. struct KOMUPYeTcs Mo 3HaYeHUHo U 0BbIYHO
NCNONb3YeTCA ANA MaNEeHbKUX HEU3MEHAEMbIX «MYYKOB JaHHbIX» (KOOPAMHATHI, LBeT). class nepesaércs
MO CCbIKE W NCMOAb3YeTCA ANl 0OBEKTOB C UAEHTUYHOCTBIO U MOBeAeHMeM. 34ecb PlacedObstacle u
HexOffset — MasieHbKMe JaHHble, MO3TOMY struct; BattlefieldConfig — KOHTElHep C
N3MeHAEMbIM CMUCKOM, MO3TOMY class .

1.2.4. HexOffset — cmeLlleHMe rekca OTHOCUTENIbHO AKOpA

[Serializablel
public struct HexOffset

{
public int dx;
public int dy;

HexOffset — 370 cmelieHne (dx, dy) OAHOro rekca OTHOCWUTE/NIbHO SAKOPHOro. M3 Takux CMeLLeHui
cknagbiBaetca «oTtnevaTtok» (footprint) npensatcteusa. Hanpumep, 6onblioi kameHb c skopeMm B (7,5) w
cnuckom blockedHexes = [(0,0), (1,0), (0,1)] 3anWmeér Tpu knetkm: (7,5), (8,5), (7,6).

ATpnbyT [Serializable] roBopuT Unity: «3TOT TN MOXHO COXPaHATb M MOKa3bliBaTb B MHCMeKTope». bes
Hero crnmucok HexOffset He oTobpasuics 6bl B pepaktope ObstacleDefinition. [MogpobHee o
cepuanmsaumm — B pasgene 3.3.

WTtor no cnoto gaHHbIX. Mbl pa3obpanu yeTtbipe «Hembix» Tvna. OHWM HUYEro He AenardT — TOJbKO XPaHsT.
HO WMeHHO Ha HUX JepXUTca BCé oOcTajlbHOe: reHepatop HarnosHaeT BattlefieldConfig Crivckom
PlacedObstacle, view uumTaeT HexOffset W3 NpenaTcTBUMK, a TerrainType oOnpejenser, uto BooOLe
MOXHO MOCTaBUTb. YNCTble faHHble 6e3 NOBEAEHNA — 3TO CKENET, Ha KOTOPbIV HapaLLMBaeTCs NOruKa.

1.3. ScriptableObject-accetbi: UnitDefinition, ObstacleDefinition,
ObstacleDatabase

Cnegyrownin ciov — paHHble, KOTOpble peAakTUpyeT AusalHep. JTO ScriptableObject -bi: 06beKTbI-
acceTbl, KOTOpble NexaT B MpoekTe OTAeNbHbIMW PainamMu .asset W NpaBATCA B MHCNekTope. Pa3bepém

Nogpo6HO, UTO 3TO AAET.
1.3.1. Yto Takoe ScriptableObject n 3auem OH 3gecb

Ob6bluHbIV MonoBehaviour >XMBET Ha CL,EHE: YTODObI 3a4aTb XapakTepuUCTUK 30M6OU, NPULLIOCL Bbl KNacTb Ha
CueHy O0bbekT-«30Mbu» U XpaHUTb UMdpPbl B HEM. ITO HeyAoOHO: JaHHble pa3masaHbl MO CLeHawm,
aybavpyrotcs, TepAtoTca. ScriptableObject pelwaeTr npobnemy — 3T0 accet-¢aiial € AaHHbIMM, He
npuBs3aHHbIA K cueHe. OanH dainn Zombie.asset oOMMCbIBaeT 30MOW A/ia BCEA Urpbl; HA HEro CCblaakoTCs
OTKyAa YroAHo.

AHanorus: ScriptableObject — 3T0O «kapTouka B KapToTeke». [lM3ailHep 3aBOAUT KapTouKy «30Mbu» (aTaka
10, 3awwmTa 8, 3g0posbe 40...), a B 60O Mbl MPOCTO CCbIIAEMCS Ha 3Ty KapTOuky W roBOpuMM «nocTaBb 40
Takux». [TpaBkM B KapTOUKe aBTOMAaTUYeCKN MPUMEHAIOTCA BE3Je.



Bce Tpn knacca Huxe nomeuyeHbl aTpmbytoMm [CreateAssetMenu( ... )] — OH J06aBASET NMYHKT B MEHHO
Assets » Create, yTobbl JM3aiiHep MOr CO3AaBaTb HOBble KAPTOUKM NMPaBbIM KANKOM.

1.3.2. UnitDefinition — npoToTuUn cywecrea

[CreateAssetMenu(menuName = "Heroes/Battle/Unit", fileName = "Unit")]
public sealed class UnitDefinition : ScriptableObject

{
public string id; // cmabuneHoll udeHmuduramop (0ns celiBoB/KoHPuz208)
public string displayName; // omobpaxaemoe ums
public Sprite sprite; // 2D-cnpaiim (3anacHol BapuaHm)
public GameObject prefab; // 3D-modene c Animator (ocHoBHol BapuaHm)
[Header("Stats")]
[Min(@)] public int attack = 1;
[Min(@)] public int defense = 1;
[Min(1)] public int health = 10; // 300poBve OAHOIO cywyecmBa
[Min(1)] public int speed = 5; // daneHocme x0da B8 2excax = uHuyuamuBa
[Range(1, 2)] public int hexWidth = 1; // 1 = o06buHeill, 2 = wuporud
}

3TO «KapTouka CyLLecTBa». 34ecb cobpaHbl Bce 60oeBble XapakTePUCTKM U 06a BapuaHTa Bu3yana. Pazbepém

TOHKOCTW:
® sprite u prefab — pABa cnocoba nokasaTb cyuwecrBo. Ecan 3agaH  prefab (3D-mogenb ¢
aHMMmaTopoM), B OO WHCTaHUMpyeTca OH. Ecam HeT — wcnonb3yetcs sprite. Ecim HeT u ero —

UnitStackView pwucyeT Kancyny-3arnywky. 3TO NMpUMep «Aerpajauum no BO3MOXHOCTAM»: CUcTema
paboTaeT Agaxke C HeMOAHbIMUN JaHHbIMMW.

* Atpubytbl Baamgauun [Min] mn [Range] . [Min(0)] He paéT Av3aliHepy BBECTU OTPULIATE/IbHYIO aTaky;
[Range(1,2)] npeBpawaeT none hexWidth B cnaingep ot 1 fo 2. 310 «3aWmTa OT Aypaka» NpPsSMO B
WMHCNEeKTope — AaHHble He MOTYT CTaTb HEKOPPEKTHLIMMU.

® [Header("Stats")] — pwvcyeT 3aros0BOK-pa3gennTeNnt B UHCNeKTope. YncTo KocMeTnka Ans yaobcTea
An3aiiHepa, HO NoKa3sbiBaeT 3a60Ty 06 MHCTPYMEHTE.

® speed — ABOWHOro HasHaueHus. CKOPOCTb 3TO 1 AaJIbHOCTb X04a (CKOJIbKO reKCOB MPONAET 3a XOA4), 1
MHULMaTUBa (KTO XOANT paHbLue). OgHO YMCN0 — ABa UIPOBbIX CMbICAA, POBHO Kak B H3.

health — Ha ogHO cywecTBO. 340pOBbe B KapTouke — 370 HP ogHoro 3om6u. CymMMapHoe 350pOBbe
cTeKa cumTaeTcs kak health x count yxe B UnitStack .3To BaXkHblI HHOAHC MOAenn ypoHa (cMm. 1.5).

,U,Ba MeTOa-xe/nepa pewaroT r|p06neMy «MNyCTOro UMEHU»:

public string ResolveId() = string.IsNullOrEmpty(id) ? name : id;
public string ResolveDisplayName() = string.IsNullOrEmpty(displayName) ? name : displayName;

Ecnn gusaiHep He 3amonHwun id / displayName , 6epétcs ums acceta ( name ). Tak KapTouka Bcerga vMeet
Ba/MAHbBIA nAaeHTMOMKATOP, Aaxe ecin noas nyctole. MNpuém «nyctoe none — pasymMHOE 3HayeHue Mo
YMOZYaHWIO» NMOBTOPAETCA B MPOEKTE MHOTOKPAaTHO.

sealed class . [TouTy BCe Knaccbl NpoekTa NoMeyveHbl sealed — «OT 3TOrO Knacca Hesb3a Hac/ieA0BaTbCA».
OTO 1 Nérkaa onNTUMM3auna (KOMNUAATOP 3HAET, UTO METOJ He nepeonpesendr), U CUrHaA HaMepeHUa: «3TOT
Knacc He 3agyMaH kak 6asa ans nepapxum».



1.3.3. ObstacleDefinition — npoTtoTun npenarTcTema

[CreateAssetMenu(menuName = "Heroes/Battle/Obstacle", fileName = "Obstacle")]
public sealed class ObstacleDefinition : ScriptableObject

{

public string id;
public Sprite sprite;

public ObstacleType type = ObstacleType.Usual; // Usual unu Absolute

public Vector2Int absoluteAnchor = new Vector2Int(7, 5);

public List<TerrainType> allowedTerrains; // Ha Karux 3eMnax pazpeueHo
public List<HexOffset> blockedHexes; // Karue Knemiku 6norupyem

public Vector2 spriteOffset; // cdBuz cnpalima dns BvipaBHUBaHus
[Min(0f)] public float weight = 1f; // Bec 9Onsa cayualiHo2o Bvibopa

Kaptouka npenatcreua. Knrouesble noas:

blockedHexes — cnucok HexOffset, 3afatoLLMi «OTNeYaTOK» MPENATCTBUA OTHOCUTENbHO skops. Mo
YMOAYaHUO — ofHa knetka (0,0) . VIMeHHO 3TOT CMMCOK 4MTatoT U reHepatop (4TO6bI MPOBEPUTD,
B/I€3aeT IN NPEnATCTBME), N View (UTOObI CKPbITh 3aHATbIE rekchbl), U BattleController (4TOBbl NOCTPOUTHL
KapTy HEMPOXOANMOCTU).

type (Usual / Absolute) — TepmuHonorua VCMI/H3. Usual — obblyHOe npenATcTBue, CTaBUTCA B
cnyyariHoe Mecto, ux MHoro. Absolute — 6osbloe «CroXeTHOe» yKpallueHWe (3aTOHYBLUMIA Kopabib,
rMraHTCKas ckasa), KOTopoe cManT B GPUKCUPOBaHHOM Touke ( absoluteAnchor ) n NoABASETCA MaKCUMYM
oAHo 3a 6oi. Pazbepém B 1.7.

allowedTerrains — Ha Kakux TUMax MeCTHOCTM NPENATCTBME MOXET NosaBuTbCA. KycT pacTéT Ha TpaBe, HO

He Ha naBe. [eHepaTop GMALTPYET MO 3TOMY CMUCKY.

spriteOffset — BMW3ya/ibHbIA CABUM CMipanTa B MUPOBbIX KOOpAMHaTax. Hy>eH, Korga apT «HaBucaeT»
HaZ KAeTKOM (KpOHa fepeBa Bbile €ro OCHOBaHWSA): JIOTUYECKU JepeBo B knetke (x,y), a cnpant

NPUNOAHAT.

weight — OTHOCKTENbHbLIN BeC Npu cayyaHoM Bbibope. MpenaTcTBue ¢ BeCOM 3 BbiMageT BTPOe yalle,
yeM ¢ BecoM 1. MexaHuKy B3BeLleHHOro Bbibopa pa3bepém B 1.7.

Pagom o6bABieHbl BComoraTenbHbld enum ObstacleType { Usual, Absolute } u yXe 3HaKOMbIA Ham
struct HexOffset .

1.3.4. ObstacleDatabase — kaTanor u napamMmeTpbl reHepaLmm

{

[CreateAssetMenu(menuName = "Heroes/Battle/Obstacle Database", fileName = "ObstacleDatabase")]
public sealed class ObstacleDatabase : ScriptableObject

public List<ObstacleDefinition> obstacles; // Bce npenamcmBus

public List<TerrainBackground> backgrounds; // QOHbl no munam MecmHocmu

[Header("Generation")]

[Min(0)] public int minObstacles ;

[Min(0)] public int maxObstacles = 15;

[Min(1)] public int placementAttemptsPerObstacle = 20;
[Range(0f, 1f)] public float absoluteObstacleChance = 0.5f;
/

5.



OTO LeHTPa/IbHbIA KaTaaor: reHepaTop 6ePET 13 Hero BCE, UTO HYXKHO ANs NOCTporikm noas. OH obbemHseT
aBe Bewww: (1) cnuckn KOHTeHTa (Bce MpensaTcTBUS UM BCe GOHbI) U (2) HACTpOMKM reHepaumm (CKOAbKO
NPEenATCTBUN CTaBUTb, CKOJIbKO MOMbITOK AeNath, LaHC «abCoNOTHOrO» NPensaTCTBMSA).

Y 6a3bl TpM MeToAa-3anpoca:

// Bce npensmcmBus ons daHHolU mecmHocmu (U ONUYUOHANB6HO OAHHO20 muna).
public IEnumerable<ObstacleDefinition> GetObstaclesForTerrain(TerrainType terrain, ObstacleType? t

// Halimu Habop (QoHOB Ona mMecmHocmU.
public TerrainBackground FindBackgrounds(TerrainType terrain)

// Hailimu npenamcmBue no id (o6pamHoe npeobpa3oBaHue id - onpedeneHue).
public ObstacleDefinition FindById(string obstacleld)

'K} >

ObpaTnTe BHMMaHWe Ha GetObstaclesForTerrain — OH MUcnosb3yeT yield return:

foreach (var o in obstacles)

{
if (o == null) continue;
if (typeFilter.HasValue & o.type = typeFilter.Value) continue;
if (o.allowedTerrains == null || o.allowedTerrains.Count == 0) continue;
if (o.allowedTerrains.Contains(terrain)) yield return o;
}

yield return npeBpallaeT MeTOJ B JIEHUMBbIA UTepaTop. OH He CTPOWUT HOBbLIN CMMCOK B MamATH, a
«BblJ@aéT» MOAXOAALME SNEMEHTbl MO OAHOMY MO Mepe 06xofa. 370 UAMOMATUYHBIN C# 1 3KOHOMUT
annokauun. Obpatnte BHVMMaHME Ha «3alMTHOE» MpPOrpaMMMpoBaHMeE: NMPoBepkM Ha null M Ha MNycTou

CMMCOK TEPPaANHOB — AaHHbIE OT p,|/|3a|7|Hepa MOTyT ObITb HEMONHbIMW, N KOA K 3TOMY IFOTOB.

BnoxkeHHbIV knacc TerrainBackground CBf3bIBa€T TMM MECTHOCTU C HABOPOM GOHOBbLIX CNPaNTOB:

[Serializable]
public sealed class TerrainBackground

{
public TerrainType terrain;
public List<Sprite> variants; // HecKkonero BapuaHmoB (QoHa; 2eHepamop 6Gepém cny4alHbil
// ResolveVariantId(index) u GetVariantById(id) — npamoe u obpamHoe npeobpa3oBaHue

3pecb cHoBa BMAMM MaTTepH «id < cnpailT»: reHepaTop (4Mctas noruka) onepupyet crpokoBbim id doHa
(ResolveVariantId BO3BpallaeT UMsA cnpanTta), a view NoTom no 3ToMmy id JOCTaéT peanbHbIi Sprite
(GetVariantById ). Tak rpaHuua mexay «iormkon 6e3 Unity» n «otobpaxeHunem c Unity» npoxoaut poBHO
no naeHTudrKaTopam.

Utor no SO-cnoto. ScriptableObject -bl — 3TO «pefakTMpyemMble gaHHble». OHW MO3BOAAIOT AM3alHEPY
6anaHcMpoBaTb Urpy (MeHATb UMpPbl CyLWecTB, BeC MPensaTcTBMM, LWaHC abCo/OTHbIX OOBEKTOB) He
NPUTParMBanchb K Koay. A Ko UMTaeT UX Kak 0bblYHble 06bEKTbI. ITO Knaccuyeckuii nattepH Unity — «data-
driven design», npoekTMpoBaHue, ynpasaseMoe AaHHbIMW.



1.4. Mopenb apmun: Army mn ArmySlot

Mepen 60eM Hy>XHO OnucaTh, KTO CpaXaeTcsa. DTUM 3aHUMAKOTCA ABa MaleHbKMX Knacca B Army.cs .

1.4.1. BattleSide — Kakas 13 cTopoH

public enum BattleSide { Attacker, Defender }

Bcero aBe ctopoHbl: atakyrowmin (cneea, kosoHka 0) v 3awmwarowmics (cnpaa, kKosoHka 14). 370
nepeuyncieHne MNPOHU3bIBAeT BEeCb KOA: MO HeMy BbiOMparoT LBeT-3ar/yLllKy, CTapTOBYH KOJOHKY,
HanpaB/ieHVe «BMNepéa» 1 NopsLOK NPY PaBHOM CKOPOCTY.

1.4.2. ArmySlot — oAHa AuenKa apMum

[Serializablel

public struct ArmySlot

{
public UnitDefinition Unit; // cceinka Ha Kapmoury cywecméa
[Min(@)] public int Count; // cKronero cywecmB

public bool IsEmpty = Unit == null || Count = 0;

CnoT — 370 napa «KaKoe CyLLeCcTBO + CKOJIbKO ero». CNoT CUMTaeTcs MyCTbIM, €C/M HET KapTOuKM CyLecTBa
WAN UYNCNEHHOCTb He nosnoxwutesbHa. CBOWCTBO IsEmpty WMHKanNcyampyeT 3TO MpaBUAO B OAHOM MecTe —
Be3Je Aasiblle MPOoBepAtoT NPocTo slot.IsEmpty , He NOBTOPASA yCNOBME.

1.4.3. Army — cemb C/I0TOB

[Serializablel
public sealed class Army

{
public const int SlotCount = 7;

[SerializeField] private ArmySlot[] slots = new ArmySlot[SlotCount];

public ArmySlot GetSlot(int index) { /* c npoBeproi zpanuy */ }
public void SetSlot(int index, UnitDefinition unit, int count) { /* ... =#/}

public bool HasUnits { get; } // ecmb nu xome 00UH Henycmoll cahom
public bool HasWideUnits { get; } // ecmeb nu wuporue (2-zercoBuie) cyuwecmBa

Apmua — 370 poBHO 7 cnoToB, kak B H3. Hecko/sbkO C/I0TOB MOTYT CCbINaTbCA Ha OAHO U TO Xe CyLLeCTBO
(aBa oTpsasa 30Mb6u). Pazbepém petanu:

® [SerializeField] private ArmySlot[] slots.Maccm npmBaTHbIA (MHKaNCyaAALMA — CHaPYXW Henb3Aa
CNyYaHO cnomaTb), HO NMoMeueH [SerializeField], utobbl Unity ero cepwanusoBana v nokasana B
MHCMeKTope. ITO BaXKHbIA TPHOK: private AN KOAA, HO BUAMMbBIA Ana pedakTopa. MNogpobHee — B 3.3.

® HasUnits — ObICTpbI/ OTBET Ha «eCTb /I BOOOLLE KOro pa3BopaunBaTb». BattleController npoBepseT
€ro, 4tobbl He HauMHaTb NycTon H6oNn.



HasWideUnits — «e&CTb /M ABYXK/JETOUHbIE CyLIeCTBa». ITO BAWSAET Ha FreHepaLuio: eCiv B apMUmn eCTb
WMPOKUIA FOHWT, TeHepaTop pPe3epBUpPYeT Moj Heé ABe KOJNOHKW, a He OAHY, YTOObl BHYTPEHHWUW rekc
LUMPOKOrO CyLlecTBa He Hane3 Ha npensaTtcTBue (cM. 1.7 1 1.9).

EnsureSize() — 3awuTtHbIN MmeToA. Ecnm maccmB slots BApPYr OKasancs HenpaBWbHOTO pasmepa
(HanpvMep, nocne pPy4yHON MNpPaBKW CEePUaNN30BaHHBbIX JaHHbIX WM M3MeHeHus SlotCount ), OH
BOCCTaHaB/IMBaeT ANNHY Yepe3 Array.Resize . Bbi3biBaeTcs nepes kaxzabiM ocTynom. Ewé ogmH npumep

«OBOPOHUTENILHOFO» KOZA, KOTOPbIV HE JOBEPSET BXOAHbIM JAaHHbIM.

MpoBepku rpaHuL. GetSlot / SetSlot 6pocaroT ArgumentOutOfRangeException npu Bbixoge 3a 0..6.
DTO «KOHTPaKT» Kjacca: HEKOPPEKTHbIM MHAEKC — olwunbKka MporpaMMmucTa, M aydile ynactb cpasy C
MOHATHBIM COOBLLEHNEM, YEM TUXO UCMOPTUTL AaHHbIE.

WUtor no apmum. Army — 3TO 4McCTas CTPYKTypa AaHHbIX AN OMUCaHWA cocTaBa BoMcka Ao 6os. OHa

cepvanusyema (eé MOXHO cobpaTb B MHCMEKTOPe UAN B KOZE), MPOCTa M 3aljuileHa OT HeBepPHbIX AaHHbIX.
Korga BattleController.StartBattle nonyvaer gse Army, OH pasBopauvMBaeT WX HeMycTble CNOTbl B
XuBble UnitStack -u — 3Tim 3aimMémca B 1.9, a cam UnitStack pa3bepém npsmo cervac.

1.5. UnitStack — KOHeuUHbI aBTOMAT OAHOro oTpAja

UnitStack — cepaue 60eBOM NOrMKN. ITO UUCTbIA C#-knacc (He MonoBehaviour ), ONMUCbIBaOLWMIA OANH

Pa3BEPHYTLIN OTpsAs Kak KOHeuHbln aBTomart (finite-state machine, FSM). Pa3bepém ero ocobeHHO

TLWaTeIbHO — 34eChb CXOAATCA CPa3y HECKO/bKO BaXKHbIX UAEN.

1.5.1. Yto Takoe KOHeUYHbIN aBTOMAT N 3a4€M OH TyT

KoHeuHbIi aBTOMaT — 3TO MOJeNb, rAe Ob6bekT B KaXAbli MOMEHT HaxOAWTCS POBHO B OAHOM U3

HECKONbKUX COCTOHHVIVI, N nepexoabl MexXay COCTOAHNAMU NOAYNHAKOTCA ABHBbIM NMpaBWaaM.

,ﬂflﬂ oTpAda COCTOAHNA TakKne:

public enum UnitStackState

{
Idle, // wdém cBoez0 x00da
Active, // e20 x00: uzpor Bvibupaem OelicmBue
Moving, // cKrone3um no nymu K Knemre
Attacking, // npouzpeiBaem amary no yenu
Dead, // YyHuumoweH, 6onewe He yuacmByem
}

A pa3peLLéHHble nepexobl (M3 KOMMEHTapusa B KOAe):

Idle --Activate—> Active

Active --StartMove—> Moving --CompleteMove—> Active
Active --StartAttack—> Attacking --CompleteAttack—> Active
Active --Deactivate—> Idle

(nw6oe) --Kill—> Dead

3auem 310 HYXHO? be3 FSM npuwnock 6bl pasbpackiBath No kogy ¢dnarn bool isMoving, bool isDead,

bool isMyTurn u cnegmTb, YTOObI OHW HE MPOTUBOPEYUMAN APYT APYry (4TO, ecan isMoving & isDead ?).

FSM 3ameHsieT Bopox ¢naroB ogHum rnosiem State, u n0boe COCTOSHME B3aUMOMUCK/IOUaKOLLee MO

onpegeneHnto. Kog ctaHoBUTCA NpoLLe 1 HagéxXHee.



Mouemy FSM yao6eH MMeHHO ANA CBA3KM JIOTUKa < oTobpakeHne? [1OTOMYy UTO view MOXeT MpocCTo
pearMpoBaTb Ha CMeHY COCTOAIHMA, a He Moay4YaTb MMMNepPaTVBHbIE KOMaH/Abl «a Tenepb nogsurancsa». Crek
roBopuT «a Tenepb Moving », View CAbIWWT 3TO W CaM pellaeT, Kak MokasaTb ABMXKeHue. ITo npamoe
cneacteme npuHumna ms 1.1.

1.5.2. KOHCTpYKTOp 1 NpOn3BOAHbIE XapaKTEPUCTUKMN

public UnitStack(UnitDefinition definition, int count, BattleSide side,
int slotIndex, int x, int y)

Definition = definition;

Side = side;

SlotIndex = slotIndex;

X=x; Y=y;

MaxUnitHealth = definition = null ? Mathf.Max(1l, definition.health) : 1;
TotalHealth = Mathf.Max(®, count) * MaxUnitHealth;

State = UnitStackState.Idle;

CTek He XpaHUT DOEBble XapaKTePUCTMKM HaMpsAMyto — OH GepéT nx 13 cBoer KapToukn Definition uepes

CBOWCTBa-«00EpTKN»:

public int Speed = Definition # null ? Mathf.Max(1l, Definition.speed) 1 1;
public int Attack = Definition #* null ? Mathf.Max(0, Definition.attack) : 0;
public int Defense = Definition #* null ? Mathf.Max(0, Definition.defense) : 0;
public int HexWidth = Definition = null && Definition.hexWidth > 1 ? 2 : 1;

OTO pa3yMHO: XapakTepUCTUKM XMBYT B O4HOM MecTe (KapTOUKe), a CTEK — MX «KMBOW 3k3emnasap». Obpatute
BHMMaHMe Ha 3awuTty oT null B KaXJOM CBOWCTBE: €CAM KapTOUKM HET, BO3BpaLLatoTcA 6e3onacHble

3HaueHuns No ymon4aHuo (ckopoctsb 1, ataka 0). Koa Hurae He ynagét n3-3a nycTon CCbIaKM.

1.5.3. Mogenb 340p0OBbSi — TOHKUM U Ba>XHbI MOMEHT
3Aer cnpATaHa n3dllHaa MexXaHUKa. Crek XPaHUT CyMmMapHoe 3410pPOBbE, a YNCNEHHOCTb BblUUNCAAET 3 HErOo:

public int MaxUnitHealth { get; } // HP 00Ho20 cywecmBa
public int TotalHealth { get; private set; } // cymmapHoe HP Bcezo cmera

public int Count = TotalHealth = 0 ? 0 : Mathf.CeilToInt((float)TotalHealth / MaxUnitHealth);

Pa3bepém Ha npumepe: 40 30M6u no 10 HP kaxablhn —» MaxUnitHealth = 10, TotalHealth = 400, Count =
4o .

HaHocum 25 ypoHa — TotalHealth = 375 . Tenepb Count = ceil(375 / 10) = ceil(37.5) = 38.

Mouemy CeilToInt (okpyrneHue BBepx)? [10TOMY UTO «HefOOUTbIN» BEPXHUI 30MOUM BCE elé cumTaeTcs
XWBbIM. 375 HP — 370 37 uenbix 30MbM NAOC OAUH paHeHbin Ha 5 HP. PaHeHbIl XXMB — OKpyrisem BBEPX J0
38. OTO0 B TOYHOCTM MexaHuWka H3: ypoH «CbepaeT» CyllecTB MO OAHOMY, a MocCieAHee, HegobuTtoe,
npoAoxkaeT agpatbca ¢ octatkoM HP. OgHO cBOMCTBO Count 31€raHTHO KOAMPYET BCHO 3Ty NIOTUKY.

ApplyDamage 3aMbIKaeT MOJeb:



public void ApplyDamage(int amount)

{
if (amount = 0 || State == UnitStackState.Dead) return;
TotalHealth = Mathf.Max(0, TotalHealth - amount);
HealthChanged?. Invoke(this); // coobyaem noonucuuram (view o6HOBum yudpy)
if (TotalHealth = 0) SetState(UnitStackState.Dead);
}

YpoH BblunTaeTcs M3 cymmapHoro HP (He Huxxe Hyns), nofHWmMaeTcs cobbitne HealthChanged (4TOObI View

06HOBWA NOAMMWCH C YNCAEHHOCTbIO), 1 ecnn HP ncuepnaHo — ctek nepexoauT B Dead .

IsAlive obbeauHsaeT oba yci0BUA CMEPTU:

public bool IsAlive = State = UnitStackState.Dead & TotalHealth > 0;

1.5.4. Nepexoabl COCTOAHUN — METOAbI-<KOMaHAbI»
I'Iepexop,bl OCI)OpMﬂeHbI oTAe/IbHbIMU METOAaMN. Bce oHu npoxoaAaT vepes ﬂpI/IBaTHbII‘/’I SetState .

private void SetState(UnitStackState next)

{
if (State == next) return; // Hem cmMbicha «nepexodume» B8 mo we cocmosHue
State = next;
StateChanged?. Invoke(this); // eduHas moura onoBewyeHus

}

JTO eANHCTBEHHOE MECTO, T4e MeHsAeTcs State, U eAMHCTBEHHOE, rAe NoAgHUMaeTcs StateChanged . Takas
LeHTpanm3aumsa — BaXKHbIA NMPUEM: HUKTO HE MOXET WU3MEHUTb COCTOsiIHWME B 06X0J COObITUS, 3HAUUT view
HMKOrAa He «NpocnuT» cMeHy. MpoBepka if (State == next) return racuT MLIHWE OMOBELLEHNS.

My6anuHble Nepexoab! (YNPOLLEHHO):

public void Activate() = SetState(Active); // ecnu He mépmB
public void Deactivate() = SetState(Idle); // echu He mépm8
public void StartMove(path) { _movePath = path; SetState(Moving); }
public void StartAttack(target) { AttackTarget = target; SetState(Attacking); 1}

OTaenbHOro BHUMaHMA 3ac/y>KMBAtOT «3aBepluatolime» metodbl CompleteMove u CompleteAttack — wux
BbI3bIBaET View, Korga aHMMaums jourpaHa:

public void CompleteMove()

{
if (_movePath.Count > 0)
{
var end = _movePath[_movePath.Count - 11];
X =end.x; Y = end.y; // TOJIbKO 3[ECb @urcupyemcs HoBas no3uyus
}
_movePath.Clear();
if (State == UnitStackState.Dead) return;
SetState(UnitStackState.Active);
}

KnroueBoint MOMeHT: normyeckas nosmuymsa (X, Y) OBHOBAAETCS He B Hayane ABUXKEHMs, a B KOHL,e — Korga
view coobuma, 4to Mozesnb goexana. [oka MAET aHMMaLMs, Norvka CYMTaeT, UTO CTek BCE ellé Ha CTapoMm



MecTe. OTO CUMHXPOHU3UPYET «MNpaBAy AaHHbIX» C «MPaBAOM 3KpaHa»: OHW MEHAKTCA OAHOBPEMEHHO. Tak
n3beraetcs knacc 6aros, rae 0rvka yxxe «TenenopTMpoBana» oTpag, a MoAesb ewwé nonser.

Kto koro agBuraet — Ba)KHOe YyTOUHEHUe NOTOKa ynpaBaeHusa. BattleController Bbi3biBaeT
StartMove (norvka BxoanT B Moving ) — UnitStack nogHumaet StateChanged — UnitStackView
C/IBILUNT W 3aMycKaeT KOPYTUHY CKOJIbXXEHUA MOAENN — KOrja MOZeNb Aoexana, View Bbi3biBaeT
stack.CompleteMove() - noruka pukcupyet HoByto (X,Y) v Bo3Bpalaetcsa B Active . KoHTpoanep
BCE 310 BpemA XAET (WaitUntil(() = stack.State = Moving) ). YnpasieHune xoaut no kpyry
«KOHTPOJIZIEp — CTeK — View — CTeK — KOHTPOJIEP», U Ha KaXAOM y4acTke OTBeYaeT CBOW CNON. ITO TOT
cambln TaHew, 13 0.5, Tenepb B geTansx.

1.5.5. leomeTpuma «lLIMPOKUX» CyLLLEeCTB
Crek ymMeeT 3aHUMaTb OfHY Waun ABe KneTku ( HexWidth ). MeToa, BbIYMCAAIOLWLMIA 3aHATbIE CTONOLbI:

public IEnumerable<int> OccupiedColumns() = ColumnsFor(Side, HexWidth, X);

public static IEnumerable<int> ColumnsFor(BattleSide side, int width, int anchorX)

{
int w = Mathf.Max(1l, width);
for (int i = 0; i < w; i+)
yield return side == BattleSide.Attacker ? anchorX + i : anchorX - i;

TOHKOCTb B HampaBAeHWU paclmpeHus. kopb X cTouT y Kpas nonsa (attacker — cnesa, defender —
cnpaga). BTopoli rekc Wnpokoro cyLecTBa TAHETCS K LLeHTPY NoJs: y atakytowero — BnpaBo ( anchorX + i),
Y 3alnTHUKA — BAeBO (anchorX - i). Tak WMpPOKOe CyLLecTBO BCerja «CMOTPUT» BTOPOW KNETKOW BHYTPb
noJsif, a AKOpb OCTaétca y cBoero kpas. Metog caenaH static, MOTOMy YTO UM MOAb3yeTca U BattleGrid
(NpoBepuTb, BNE3ET /1N CTEK B KNETKY, ELLE A0 TOro Kak OH TyZa NOCTaB/eH) — eMy HY>HO MocynTaTb CTON6UbI
AN TMMOTETUUYECKOTOo SKOPS.

Mtor no UnitStack. Mbl pa3obpanu FSM c nATbO COCTOAHMAMM, W3ALWHYHO MOAeNb 340POBbSA C
OKPYrneHneM BBEpX, LIeHTPa/JM30BaHHYIO CMeHy COCTOSHMA 4Yepe3 cobbiTMA W akKypaTHyro duKcaumnio
MO3MLMM B KOHLE ABWXKEHMA. ITO 06pa3sLIoBbI MPUMEP «UYMCTOrO AApa»: KAacC NMONOH UIPOBbIX MPaBua U He
COLEPXKUT HN OfHOrO obpalleHns K cLeHe. Bcto BM3yanbHyto paboTy 3a Hero genaet UnitStackView (pa3sgen
1.11), npocTo cnyLwas ero cobbITUA.

1.6. BattleGrid — rekcoBas reomeTpusa N NOUCK NYTU

BattleGrid — BTOpOM cTONN 60EBOW NIOrMKW. ITO unCTbIA C#-Knacc, oTBevaroWwmii Ha Tpu Bonpoca: (1)
Kakme KAeTKW 3aHATbl; (2) KyAa CTeK MOXeT AOWTW 3a CBOW xof; (3) KOro oH MoXeT atakoBaTb. Hukakow
pPaboTbl CO CLLEHOV — TOIbKO MaTeMaTuKa 1 airopuTMbl Ha rpadax.

BaxkHas feTanb XXM3HEHHOro uukna: BattleGrid co3paércs 3aHOBO Ha KaXAblii xoa. KoHTpoanep aenaet
new BattleGrid(_obstacleMap, _stacks) B Hauane TakeTurn.3TO CHMMOK OBCTAHOBKM «34€Ch U CEMYACY:
rae NpensTCTBUS U KTO TAe CTOUT B faHHbIA MOMeHT. MNepeco3aaBaTth AELIeBO, a CBEXUIN CHUMOK n3baBaseT o1
Heob6XOAMMOCTU CUHXPOHU3MPOBATb CETKY MPY KaXkA0M NnepemMeLLeHum.



1.6.1. TekcoBble koopauHaTbl: «odd-r offset»

[NaBHas CNIOXXHOCTb FeKCOBOW CETKM — Yy rekca WWecTb COCeAen, N NX CMeLLeHNs 3aBUCAT OT YETHOCTU CTPOKMW.
MpoekT ncnonbsyet packnagky odd-r offset: rekcol «ocTpném BBepx» (pointy-top), CTpokK MAYT CBEPXY BHU3,
HeUYETHble CTPOKU CABUHYTbI BNPaBO Ha rnoJLiara.

M3-3a caBUra «amaroHanbHble» COCeAMN Y YETHbIX N HEYETHBIX CTPOK — pa3Hble. OTO 3aKOANPOBaHO B TabauLe
HanpaBAeHWI:

private static readonly Vector2Int[][] Directions =

{
// uémHeie cmporu (row & 1 == 0)
new[] {
new Vector2Int( 1, 0), new Vector2Int( 0,-1), new Vector2Int(-1,-1),
new Vector2Int(-1, 0), new Vector2Int(-1, 1), new Vector2Int( 0, 1),
}l
// HeuémHbie cmporu (row & 1 == 1)
new[] {
new Vector2Int( 1, 0), new Vector2Int( 1,-1), new Vector2Int( 0,-1),
new Vector2Int(-1, 0), new Vector2Int( 0, 1), new Vector2Int( 1, 1),
}l
H

YuTaeTcs Tak: Directions[y & 1] BbIGUPaET Hy>XXHYH U3 ABYX TabauL, MO YETHOCTM CTPOkM (y & 1 — 3TO
6bICTPbIA CNOCOb y3HaTb «YETHOE WM HeuyéTHoe», nobutosoe M c eanHunueln faét maagwmi 6mr). Kaxaas
Tabavua — 6 cmeweHnin (dCol, dRow) K wectu coceaam. MeToa-o6épTka:

public static IEnumerable<Vector2Int> Neighbors(int x, int y)

{
var dirs = Directions[y & 11];
for (int i = 0; i < dirs.Length; i+)
yield return new Vector2Int(x + dirs[i].x, y + dirs[i].y);
}

Neighbors(x, y) BbIJaéT KOOPAMHATbI BCEX LIECTU cocefent KneTkn — PyHAaMeHT ANA BCEX aNroputMoB
Huxe. Tabanua HanpaBieHW 34ecb CTporo cornacoBaHa ¢ Gopmynoin HexTolWorld B BattlefieldView
(pasgen 1.10): norvka v reomeTpus OTOBPaKEHUS UCNOMb3YHOT OAHY W Ty XK€ packnaiKy, MHaye NozcBeTka
«yexana» 6bl OTHOCUTE/IBHO PeanbHbIX FeKCOB.

Mouemy offset-koopaunHathl, a He axial/cube? B Teopun rekcos ecTb 601ee «MaTeMaTUYHbIE» CUCTEMbI
(axial, cube), rae coceam oANHAKOBbLI A5 BCEX KNETOK M MpoLe cumTaTb pacctosHus. Ho offset-
KOOpZAMHaTbl ecTeCTBeHHee JIoXKaTcA Ha NPAMOYroJibHbIA MaccuB [Width, Height] v coBmagaroT C
TeM, kak VCMI xpaHuT none. NpoekT Bbibpan COBMECTUMOCTb C 3TaJIOHOM W MPOCTOe NHAEKCUPOBaHNE
LeHOoW ABYX TabavL, HanpaBAeHNN — pa3yMHbl KOMMPOMMUCC.

1.6.2. Moaenb 3aHATOCTU KNETOK

KOHCTpYKTOp CTPOUT ABE CTPYKTYpPbI: CMUCOK CTEKOB Y MATPULLy «KTO rAe CTOUT»:



public BattleGrid(bool[,] obstacle, IEnumerable<UnitStack> stacks)

{
_obstacle = obstacle; // mampuyga npenamcmBud [W,H]
_stackAt = new UnitStack[Width, Height]; // mampuya «8 Kknemre cmoum Bom 3mom cmei»
foreach (var stack in stacks)
{
_stacks.Add(stack);
if (!stack.IsAlive) continue;
foreach (int col in stack.OccupiedColumns())  // wuporud cmei 3aHumaem 2 Knemiu
if (InBounds(col, stack.Y)) _stackAt[col, stack.Y] = stack;
}
}

O6paT|/|Te BH/MaHWE: LIJI/IpOKI/II7I CTeKk nponuncbiBaeTCcA B MaTpuuy _stackAt BO Bce cBOU CTOJ'I6LI,bI

(OccupiedColumns ), @ MEPTBbIE CTEKN MponyckaroTcsa. MNpocTble 3anpochl:

public bool IsObstacle(int x, int y) = !InBounds(x, y) || (_obstacle = null & _obstaclel[x, y1);
public UnitStack StackAt(int x, int y) = InBounds(x, y) ? _stackAt[x, y] : null;
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3amMeTbTe: BCE, UTO 3a FpaHULEeA noas, cuuTaeTcs npenarctBueM ( !InBounds - true ). OTO 3/1€raHTHO

1n36aBnseT aAropuTMbl OT OTAE/bHbIX MPOBEPOK KPAEB — «CTeHa MO MepPUMETPY» NOayYaeTcs aBTOMaTUYECKM.
1.6.3. CanStand — Bne3aeT M CTEK B KNETKY
I'Ipe>|<p,e 4YeM MNCKaTb NYTU, HY>XXEH MNMpeankKaTt «MOXET JIn CTEK BCTaTb AKOPEM B (anchorX, y) »!

public bool CanStand(UnitStack stack, int anchorX, int y)

{
foreach (int col in UnitStack.ColumnsFor(stack.Side, stack.HexWidth, anchorX))
{
if (!InBounds(col, y)) return false; // 3a Kpaem — Hene3s
if (IsObstacle(col, y)) return false; // npensmcmBue — Hene3s
var occupant = _stackAt[col, yI;
if (occupant #* null & occupant * stack) return false; // 3aHgamo dpyzum — Henv3s
}
return true;
}

MpoBepstoTca Bce KAETKM, KOTOpble 3alMET cTeK (41a Wwupokoro — obe). Knetka noaxoamuTt, ecam oHa B
rpaHuuax, cBoboaHa OT NPenaTcTBUIA 1 ANbBO MycTa, MO0 3aHsATa 3TUM dKe CTEKOM (BaXKHO: CTek He BaokupyeT
caMm cebs, MHaye OH He CMOT Bbl «CTOATb Ha MeCTe»). 34eCb CHOBA MCMO/b3yeTca cTaTuyeckmii ColumnsFor —
NS TMMOTETUUECKOTO SKOPSA, KyJa CTeK eLLé ToNbKO cobupaeTcs BCTaThb.

1.6.4. ComputeReachable — nowuck B wmpuHy (BFS)

Tenepb rNaBHbIN aNropuTM — Kakue KJAeTKU AOCTMXWUMBI 3a OAWMH Xoa. [anbHOCTb OrpaHMyYeHa CKOPOCTbIO
cTeka. Vicnonb3yetcs 06xog B wnpuHy (breadth-first search, BFS):



public Dictionary<Vector2Int, int> ComputeReachable(UnitStack stack, out Dictionary<Vector2Int, Ve
{

var distance = new Dictionary<Vector2Int, int>(Q);

cameFrom = new Dictionary<Vector2Int, Vector2Int>();

var start = new Vector2Int(stack.X, stack.Y);
distance[start] = 0;

var queue = new Queue<Vector2Int>();
queue.Enqueue(start);

while (queue.Count > 0)

{
var current = queue.Dequeue();
int d = distance[current];
if (d = stack.Speed) continue; // danbuwe cropocmu He UOEM
foreach (var next in Neighbors(current.x, current.y))
{
if (distance.ContainsKey(next)) continue; // ywe nocewanu
if (!CanStand(stack, next.x, next.y)) continue; // He Bne3aem
distancel[next] = d + 1;
cameFrom[next] = current; // noMHuUM, omryda npuuwnu
queue.Enqueue(next);
}
}
return distance;
}
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Kak pa6boraer BFS «Ha nanbuax». [lpesacTaBbTe BOJIHY, pacxoAAllytoca OT ctaptoBou kneTkn. CHavana
obpabaTbiBatoTCA BCE COCEAM Ha paccTosHMM 1, 3aTeM BCe Ha paccTosaHum 2, n Tak ganee. Ouepesb ( Queue )
rapaHTUpyeT UMEHHO TakoW MopAfoK — «CHayana bamHue». Kak Tonbko kneTka nonana B distance, Mbl
3HaeMm KpaT4aiilee Y/C/IO0 Laros Ao Heé.

Pa3bepém knroueBble YacTu:

® distance — c/10Bapb «kNeTka — CKOJbKO LIAroB J0 Heé». OfHOBPEMEHHO CAYXUT U MHOXECTBOM
nocewéHHbix (Mpoeepka ContainsKey ). CtapToBas kneTka nmeeT pacctosHue 0.

* if (d = stack.Speed) continue — obpe3aem BOJHY Mo ckopocTu. CTeK CO CKOPOCTbIO 5 He yhaET
Aanblue 5 rekcos. ITO U eCTb «AaAbHOCTb XOAa».

® cameFrom — C/IOBapb «kaeTka — OTKyZa Mbl B Heé npuwian». OH He Hy>XXeH A/19 CaMOoro rnomcka
[OCTUMXXMMOCTU, HO HE3aMEeHMM 15 BOCCTaHOBJIGHUA NYTU (Clejyrownin meTos). Bo3Bpalyaertca yepes
out -mapameTtp.

* Mouemy BFS, a He [leiikcTpa/A*? [OTOMY UTO B 3TON MOZAENV BCe Waru cToAT oguHakoso (1 rekc = 1
OUKO ABUXEHUS, HET «JOPOroM» U «AeLlléBo» MecTHOCTM). Korga pébpa paBHoBecHbI, BFS yxe Haxoant
KpaTyarviwme nytn — 6osiee CNOXHbIE aAropUTMbl HEe HY>KHbl. TO NPaBWUAbHbIA BbIGOP: NPOCTENLLNIA
aAropuTM, peLlaroLw i 3asauyy.

CnoxkHocTb. [lone ManeHbkoe (165 knetok), y kaxgou 6 coceper — BFS oTpabaTbiBaeT MrHOBEHHO.
Mepeco3gaBaTth CeTKy U roHATb BFS kaxabih xo4 abCoNOTHO He HaKIagHO.



1.6.5. BuildPath — BoccTaHOBAEHME MapLIpyTa

BFS pan Ham cameFrom . YTOGbl MONYUNTb KOHKPETHBIN MyTb OT CTapTa 4O Lenun, UAEM Haslaf Mo uernouyke
«OTKyAa MpuULWEN» 1 pa3BopavmBaem:

public static List<Vector2Int> BuildPath(Dictionary<Vector2Int, Vector2Int> cameFrom,
Vector2Int start, Vector2Int target)
{

var path = new List<Vector2Int>();
if (target == start) return path; // Heryda udmu
if (!cameFrom.ContainsKey(target)) return path; // uene Hedocmuwxuma

var node = target;
while (node =+ start)
{
path.Add(node);
node = cameFrom[node]; // waz Ha3zad

}

path.Reverse(); // pa3BopauuBaem: menepb om cmapma K yenu
return path;

HauvHaem c uenwn, npbiraeM no cameFrom K CTapTy, Hakanaveaa KAeTKW, 3aTeM Reverse() AaéT nyTb B
npaBuabHOM nopsgke. CTapToBas kaeTka B MyTb He BXOAMUT (MyTb — 3TO CMMCOK KAETOK, KyAa HY>XHO MPUNTH).
VIMeHHO 3TOT cnnucok nosy4yaet UnitStack.StartMove, n no Hemy UnitStackView aBuraet mogenb rekc 3a
rekcom. Metog static, MOTOMy 4UTO He HyXeH AOCTYNn K COCTOAHWIO CETKM — TONbKO K MepefaHHOMY

cameFrom .

1.6.6. ComputeAttackable — KOro MOXHO yaapuTb

MocneaHWI METOA OTBEYAET Ha BOMPOC «A0 KakuUX BParoB s 4OTAHYCb B BAMXKHEM GO0 3a 3TOT XO4» W, ANA
KaX<loro, € KaKoW KJ1eTKU OUTh:



public Dictionary<UnitStack, Vector2Int> ComputeAttackable(UnitStack stack,
Dictionary<Vector2Int, int> reachable)

{
var result = new Dictionary<UnitStack, Vector2Int>();
foreach (var enemy in _stacks)
{
if (enemy == stack || enemy.Side == stack.Side || !enemy.IsAlive) continue; // moneio wu@
var enemyCells = new HashSet<Vector2Int>();
foreach (int col in enemy.OccupiedColumns())
enemyCells.Add(new Vector2Int(col, enemy.Y)); // Bce knemru Bpaza (wuporud = 2)
Vector2Int bestStand = default;
int bestDist = int.MaxValue;
foreach (var kvp in reachable) // nepebupaem Bce docmwiumble Knemiu
{
Vector2Int stand = kvp.Key;
int dist = kvp.Value;
if (dist = bestDist) continue; // uwem 6nwwaduyn moyry ydapa
if (!IsAdjacentToAny(stack, stand, enemyCells)) continue; // omcwda docmaém Bpaza?
bestStand = stand;
bestDist = dist;
}
if (bestDist #* int.MaxValue) result[enemy] = bestStand; // Bpaz amaiyem, Bom omiyda 6ume
}
return result;
}

< —— >

JNoruka: ans Kaxzoro BpaXeckoro creka nepebrpaeM Bce KNETKW, KyAa Mbl MOXeM JOWTK ( reachable yxe
nocumtaH BFS), 1 vwem cpeamn HUX Ty, YTO NPUMbIKAeT K Bpary 1 npu 3ToM 6avkaullyro K Hallel TekyLen

no3vumm (MMHUManbHbIM dist ). Ecan Takas Hawnacb — Bpar aTakyem, U Mbl 3anMOMUHaeM «TOUKy yAapa»
( bestStand ), C KOTOPOWM HY>KHO HaHeCTW yaap.

BcnomoratenbHbin IsAdjacentToAny MpOBepsieT, TPaHMUNUT M XOTb OfHa KJeTKa Hallero creka (ecav BCTaTb
fKopeM B stand ) C XOTb OAHOW KNETKOW Bpara:

private static bool IsAdjacentToAny(UnitStack stack, Vector2Int stand, HashSet<Vector2Int> enemyCe
{

foreach (int col in UnitStack.ColumnsFor(stack.Side, stack.HexWidth, stand.x))
foreach (var neighbor in Neighbors(col, stand.y))
if (enemyCells.Contains(neighbor)) return true;
return false;

}
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[BOWHOM UMKA yuWTbIBAET LIMPUHY OBOMX CTEKOB: ANA KaXAOW KNeTKW, KOTOPYH Mbl 3aiMéMm B stand,
CMOTPUM €€ LIeCTb COCeZel Y MPOBEPSEM, HET IN CPEAMN HUX KNeTKW Bpara. HashSet f/1d kneTok Bpara Aaét
6bicTpyto npoBepKky Contains 3a O(1).

Kak 310 ucnonb3yer koHTponnep. Pesynbtar ComputeAttackable — 3TO cn0Bapb «Bpar — OTKyAa ero
6uTb». Korga nrpok kamkaeT no NoAcBe4YeHHOMY KpacHbIM Bpary, KOHTposnep 6epéTt 13 coBapsa TOUKy yAapa,
BEAET cTeK TyAa (0OblYHbIM MepemelleHVeM MO MNyTh), a 3aTeM MNpourpbiBaeT ataky. Vrpoky He Hy>HO
BPYUYHYHO NOAXOAWTb BMNOTHYHO — CMCTEMA CamMa HaxOAWUT KNeTKy ANs yaapa.



Wrtor no BattleGrid . 3TO KOHLIEHTPAT aAropmMTMOB: TabauLibl reKCoBbIX HanpaBaeHui, BFS ¢ orpaHnyeHvem
MO CKOPOCTM, BOCCTAHOB/IEHWE MyTW Yepe3 cameFrom , MOUCK LieNei B 30He yAapa C YYETOM LUMPUHDBI CyLLECTB.
N Bcé 310 — unctbin C# 6e3 eanHoro obpaeHns k Unity-cueHe. Knacc MOXHO LLeSIMKOM MOKPbITb FOHUT-
TecTamu. ITO JIyULLNA B MPOEKTe MpUMep TOro, YTO «UrpoBas NOrMKa — 3TO MPOCTO CTPYKTYPbl AaHHbIX U
anropuTMbl».

1.7. BattlefieldGenerator — geTepMUHMpPOBaHHAaA reHepaLusa nonsa

BattlefieldGenerator — cTaTUUeCKUiA knacc, npespaliatolimii (seed, terrain, database) B roToBbIi
BattlefieldConfig . OH NONHOCTHIO AETEPMMUHUPOBAH 1 He TPOraeT CLeHy: TOT XXe seed Bcerga AaéT 1o e
none. Anroputm nostopset nornky VCMI ( 1ib/battle/ObstaclePlacer.cpp).

1.7.1. NMouyemy System.Random, a He UnityEngine.Random

B camom Hauane reHepaumun:

var rng = new Random(seed); // amo System.Random, HE UnityEngine.Random

370 I'IpI/IHLI,I/II'II/Ia.I'IbeII7I Bbl60p, 1 BOT no4yemy:

® UnityEngine.Random — 3TO F/106asbHbIA reHepaTop CO CTaTUUECKUM COCTOSIHWEM Ha BeCb ABUXKOK.
JTroboin uyxon Kog (3PPekT YacTuL, Yy>KOW CKPUNT), AEPHYBLWNA Random.value , CABUHET €ro COCTOAHME
— 1 Balla «AeTepMUHUPOBaHHas» reHepauus ciomaetca. K Tomy xe ero Henb3s co3gatb Kak OTAE/bHbIN
NoKaNbHbIV 3K3eMnAsp.

® System.Random — NlIOKaNbHbIA 06beKT. Bbl co3saéte cBoM new Random(seed) , U OH HMKaK He CBfA3aH C
OCTa/bHbIM ABUXXKOM. HUKTO M3BHE Ha HEro He BAMAET. 3HaUnT reHepauvsa Bocnpoussoamma Ha 100%.

Bocnpoun3BogmMMoCTb KpUTUUHA: ANA OThnagku (bar Bcerga MOBTOPSieTCs Npu Tom Xe seed), Ans Tectos
(npoBepsieM, uto seed=42 AaéT OXMAAEMOe MOJE) U ANS MOTEHLUMANIBHOIO CETEBOTO pexkrmMa (0ba kaneHTa
CTPOST OAMHAKOBOE MNoJie N3 OAHOro seed, He nepeckinas ero LejnkKom).

1.7.2. O6WMI NOTOK reHepaLum

public static BattlefieldConfig Generate(int seed, TerrainType terrain, ObstacleDatabase database,
int reservedColumnsLeft, int reservedColumnsRight)

{
var rng = new Random(seed);
var config = new BattlefieldConfig {
Seed = seed, Terrain = terrain,
BackgroundId = PickBackgroundId(rng, database, terrain),
¥
bool[,] occupied = new bool[Width, Height];
ReserveUnitColumns(occupied, reservedColumnsLeft, reservedColumnsRight); // waz 1
TryPlaceAbsoluteObstacle(rng, database, terrain, occupied, config); // waz 2
PlaceUsualObstacles(rng, database, terrain, occupied, config); // waz 3
return config;
}
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Tpw wara, TouHo no VCMI:



1. PEBGPBVIpyEM KOJIOHKU/ noAa BOMCKa. Kpa|7|H|/|e KOJIOHKW, rae BCTaHYT OTPALbI, MOMeYaroTCA KaK «3aHATO»,
yTO6BbI npenAaTcTBMA TyAa HE nonanw.

2. MbiITaeMmca nocraBuUTb OAHO «abcontoTHOE» NpenAaTcTBue (60/bLIOE, B PUKCUPOBAHHOM TOUKE).

3. CraBMM c/lyyaiiHOe UNCI0 «O6bIUHbIX>» NPENATCTBUNA.

Matpuua occupied[,] — pabouee none reHepaTopa: OHa KOMWUT 3aHATOCTb MO Mepe PacCTaHOBKK, YTOObI
NPensTCTBUA He Hase3anun Apyr Ha Apyra U Ha BOMCKa.

1.7.3. lWar 1 — pe3epBMpoBaHnEe KONOHOK Mo BOWCKa

private static void ReserveUnitColumns(bool[,] occupied, int reservedLeft, int reservedRight)

{
reservedLeft = Math.Max(l, reservedlLeft);
reservedRight = Math.Max(1l, reservedRight);
for (int y = 0; y < Height; y+)
{

for (int i
for (int i

0; i < reservedLeft; i++) occupied[UnitColumnLeft + i, y] = true; // cneBa
0; i < reservedRight; i++) occupied[UnitColumnRight - i, y] = true; // cnpaB

}
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MNomeyaeM reservedlLeft KpalHWUX NEBbIX U reservedRight KpaWHWX NpaBbIX CTONOLOB KaK 3aHATble — BO
Bcex cTpokax. OBbIYHO pe3epBMpPYyEeTCA MO OAHOW KOJOHKe C KaXpaon cTopoHbl. Ho ecnn B apmum ectb
lWMpOKMe cylectBa, BattleController nepepaét reservedLeft = 2 (cm. 1.9), n Torga pesepsupyroTcs ase
KONOHKN — 4TOObl BHYTPEHHWI TeKC LUMPOKOrO FHOHWTAa rapaHTUPOBAHHO He CTONKHYACA C NPEensTCTBUEM.
KpacvBas geTanb: reHepaums «3HaeT» Npo LWMPOKMX CyLLECTB eLlé A0 UX pacCTaHOBKM.

1.7.4. War 2 — «abcontotHoe» npenaTcrBue

private static void TryPlaceAbsoluteObstacle(...)

{

var candidates = /* Bce Absolute—npensmcmBus 9nsa amol mecmHocmu */;

if (candidates.Count == 0) return;

if (rng.NextDouble() > database.absoluteObstacleChance) return; // 6pocor «noBezém nu»

var chosen = candidates[rng.Next(candidates.Count)];

int ax = chosen.absoluteAnchor.x, ay = chosen.absoluteAnchor.y; // QuicupoBaHHsil sikope

if (!CanPlace(chosen, ax, ay, occupied)) return; // echu aKope 3aHam — nponyckaem

Commit(chosen, ax, ay, occupied);

config.Obstacles.Add(new PlacedObstacle { ObstacleId = chosen.ResolveId(), X = ax, Y = ay });
}
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ABCONOTHOE MPEensATCTBUE — 3TO HOMLLUON «CHOXKETHbIN» 0H6beKT (3aTOHYBLUMA KOpabib, OrpoMHas ckana).
OcobeHHoCTK:

® [loaBnseTca c BEpOATHOCTbIO absoluteObstacleChance (no ymonuanuto 0.5). bpocok: rng.NextDouble()
> chance — nponyckaem.
e (CraBuTcs B PUKCUPOBaHHYIO TOUKY absoluteAnchor, a He B ciyyaiiHyto. OTCrofa U Ha3BaHMe.

* [losBAAeTCs MakCMMYM OAHO 3a 601 (MeToZ Bbi3blBAaETCH OAMH Pa3 U CTaBUT OAHO).



* Ecam ero opnKcnpoBaHHbIN AKOPb NepecekaeTcs C 3ape3epBUPOBaHHbIMU KONOHKaMN — OHO MPOCTO He
cTraBuUTCA (NpoBepka CanPlace ). Bolicka BaxHee gekopauun.

1.7.5. lar 3 — «06blYHble» NPenAaTCTBUA N B3BELLUEeHHbIN BbI6op

private static void PlaceUsualObstacles(...)
{

int count = RandomRange(rng, database.minObstacles, database.maxObstacles); // cronero cmaBum
var pool = /* Bce Usual-npensmcmBus onsa mecmHocmu c weight > 0 */;
int attempts = database.placementAttemptsPerObstacle; // noneimor Ha Kawdoe

for (int i = 0; i < count; i+)
{
var obstacle = PickWeighted(rng, pool); // Bvibop c yuémom Beca
for (int a = 0; a < attempts; a++)
{
int ax = rng.Next(0, Width), ay = rng.Next(0, Height); // cayualHas mouia
if (!CanPlace(obstacle, ax, ay, occupied)) continue; // He Bne3no — HoBas nonvimia
Commit(obstacle, ax, ay, occupied);
config.Obstacles.Add(new PlacedObstacle { ObstacleId = obstacle.ResolveId(), X = ax, Y
break; // nocmaBunu — K cnedywuyemy

}
oK) >

Jlorvka «nonbITOK»: A5 KaXA0ro U3 count MPenATCTBUM gesaeM 4o attempts (no ymosnuaHumo 20) monbIToK
Ha¥Th cBoboaHOoe MecTo. He Hawsim 3a 20 mOnbITOK — 3TO MpPensTcTBME MPOCTO Nponyckaetcs (nose He
Pe3VHOBOE, K KOHLYY OHO 3amno/IHAETCS, M 3TO HOpMasbHO). Tak H3 1 paboTaeT: «<nonpobyi HeCKOAbKO pas, He
BbILLIO — 3abeli».

B3BelueHHbI cayyaiiHblii Bbl6op ( Picklleighted ) — KnaccMyeckmii anropuT™M «pyneTkm»:

private static ObstacleDefinition PickWeighted(Random rng, List<ObstacleDefinition> pool)

{
float total = 0Of;

foreach (var o in pool) total += o.weight; // cymma Bcex BecoB
if (total = 0f) return poollrng.Next(pool.Count)]; // Bce Beca HyneBvie — paBHoBeposmHo
float roll = (float)rng.NextDouble() * total; // mourka Ha ompe3Ke [0, total)

float acc = 0f;
foreach (var o in pool)
{
acc += o.weight;
if (roll = acc) return o; // 8 uell «cexkmop» nonanu

}
return pool[pool.Count - 11;

MpepactaBbTe OTPE30OK ANMHBI total, pa3buTbll Ha «cekTopa» MO Becam: NPensTcTBME C BeCOM 3 3aHMMaeT
BTpPOe 60o/blUNA cekTop, YeM ¢ BecoM 1. Kugaem cnyuariHyto Touky roll Ha OTPe30K M UAEM HaKOoMIeHWeM
acc, Moka He nMpeBbICUM roll — B Yel CekTop monaau, To 1 Bbibpanun. MpenaTctBus ¢ 6ObWMM BECOM
3aHMMatloT BO/bLIYO JONK0 OTpe3ka — BbiMaZaroT yvalle. Tak Au3ailiHep 4yepe3 nosne weight ynpasnset
YaCTOTOW KaxA0oro NpensTCTBuIS.



1.7.6. CanPlace n Commit — npoBepka n pukcaumna «ornevarTka»

private static bool CanPlace(ObstacleDefinition obstacle, int ax, int ay, bool[,] occupied)
{

var cells = obstacle.blockedHexes;

if (cells == null || cells.Count == 0) return false;

foreach (var cell in cells)

{
int x = ax + cell.dx, y = ay + cell.dy;
if (x <0 || x = width || y < 0 || y = Height) return false; // Bwuno 3a none
if (occupied[x, y]) return false; // Knemra 3aHsima
}

return true;

private static void Commit(ObstacleDefinition obstacle, int ax, int ay, bool[,] occupied)

{
foreach (var cell in obstacle.blockedHexes)
occupied[ax + cell.dx, ay + cell.dy] = true; // nomeuaem BCE inemiu omnedamid 3aHameiMu

3pecb paboTaeT «oTneyaTok» U3 blockedHexes : CanPlace NpOBepsieT, YTO BCe KJAEeTKW oTrneyaTka (C y4&Tom
AKOpA ax, ay ) B rpaHuMuax nons n cBobofHbl; Commit MOMeyaeT MX 3aHATbIMW. Tak BoablUOe NpensaTcTBMe
UECTHO pe3epBupPYyeT BCe CBOU KJIETKU, U C/iedytollee He CMOXET Ha HEero HanesThb.

AetepmuHnsm ewé pas. Obpatnte BHMMaHVeE: NOPAAOK BCex BPOCKOB rng CTporo dpukcnmposaH (GoH —
abcontoTHoe — ObblUHbIE, CNeBa Hampaso MO UuKAy). MNockonbky System.Random ¢ ogHuM seed AaéT oaHy
nocnesoBaTeIbHOCTb, @ MOPSAOK €& noTpebneHs HeusMeHeH, BeCb pe3y/nbTaT BOCMPOWU3BOAUM A0
nocnesHero NPenaTcTBuA. 3T0 U eCTb «AeTePMUHMPOBaHHAA reHepaLusa».

WUtor no reHepatopy. YucTbil CTaTMUeckuid anroputm: JsokanbHbid [TICY, Tpu a3kl paccTaHoBKM,
B3BELUEHHas pyJ/ieTka, CUcTeMa MomnbITOK, YecTHas paboTa ¢ MHOrOKAeTOYHbIMW OThedaTkamn. Hu ogHoro
GameObject — Ha BbIxOAe TO/bKO fAaHHble (BattlefieldConfig ). [lpeBpaTnTb 3TW AaHHble B KaPTUHKY —
pabota BattlefieldView .

1.8. BattleProjection — matemartuka «2.5D» noBopora

BattleProjection — ManeHbkUn (OAMH MeTOA!), HO KOHUENTyasbHO CaMbli XUTPbIA Knacc npoekta. OH
pellaeT 3ajavy, koTopas U co34aéT ¢dupMeHHbIn Bug H3: kak noBepHyTb 3D-mogenb, cTosilyro Ha
nnockom 2D-none, uto6bl Kasanocb, 6yATO OHa CTOMT Ha HaK/IOHHOW 3emMJje, CHATOW HaK/IOHHOW
KamepoWn.

1.8.1. Mpobnema, KOTOPYO OH peLuaeT

BcnomHMM kntoueBoe Am3aniH-pelueHue (pasgen 2.2): cywectsa — 370 3D-mogenn, Ho vx no3unuma 6epétcs
n3 naockon 2D-ceTkm (3KkpaHHas Touka rekca). Kamepa ke — o06biyHas oprorpaduueckas, CMOTPsLLAs
npsamMo Ha niockocTb XY, 6e3 HaknoHa. Ecim mpocto noctaBuTb Mogenb M He MoBopaynBaTtbh, OHa Oyaet
BbIMNAAETb KaK «Hak/enka», a fBUXKeHe BBEPX/BHW3 MO MO0 He ByAeT uMtaTbca Kak «Braybb/Hapyxy».

Xouetcs, 4tobbl MOZENb, UAYLLAs «BBEPX MO MoAto» (B AasbHWE psjbl), pa3sBopauuBanach, kak eciv 6bl OHa
yxoAmna OT Hac Braybb Hak/JOHHOW cueHbl. HO MeHATb mo3uumio Ha Hactoswyto 3D Mbl He XOTUM — BCS
packnagka nons 2D. 3HauuT HY>KHO CbirpaTb Ha MOBOPOTe: NojobpaTh Moaenu Takyro 3D-opueHTauumio,



UTOObI Ob6bIUHAS npamMaa KaMepa nokasasia POBHO Ty KapTUHKY, KOTOPYHO MNMOKa3aJa Obl HaKJIOHHaA KamMmepa,
raga Ha BepPTUKaZibHO CTOALLYHO MOJE/lb Ha HaKJIOHHOM 3eMJe.

1.8.2. MaTtemaTuka npoekuunmn
EANHCTBEHHBIN METOA;

public static Quaternion FacingRotation(Vector2 boardDir, float pitchDegrees,
bool applyViewTilt, float yawOffsetDegrees)

{
float sin = Mathf.Sin(pitchDegrees * Mathf.Deg2Rad);
if (Mathf.Abs(sin) < le-3f) sin = sin < 0f ? -le-3f : le-3f; // 3awuma om deneHus Ha ~0O
Vector3 ground = new Vector3(boardDir.x, Of, boardDir.y / sin); // swpau - 3emnsa
if (ground.sqrMagnitude < le-6f) ground = Vector3.forward;
float yaw = Mathf.Atan2(ground.x, ground.z) * Mathf.Rad2Deg + yawOffsetDegrees;
Quaternion rotation = Quaternion.AngleAxis(yaw, Vector3.up); // noBopom Borpyz Bepmuranu
if (applyViewTilt)
rotation = Quaternion.AngleAxis(-pitchDegrees, Vector3.right) * rotation; // HawnoH «cmos
return rotation;
}
<« >

Pa3bepém no waram, 4to genaet 3ta popmyna.

lar 0 — yTto Ha Bxoge. boardDir — HanpaBfaeHVe, Kyja [AOMKHO CMOTPETb CyLIecTBO, 3ajaHHOe B
nsiockocTy noas (2D: +x BNpaBo, +y BBEPX MO 3KkpaHy). Hanpumep, atakyrowmin cmoTput Bipaso ( (1,0) ), a
Maywmn B AanbHnin pag — Beepx ((0,1) ). pitchDegrees — yron HakloOHa BUPTyaJbHOW KaMepbl MoA
ropun3oHT (Mo ymonyvaHuto 25.06°).

lar 1 — o6paTtHas npoeKkuusa «3KpaH — 3emMaa». HaknoHEHHas Ha yron @ kamepa npoeuunpyet
HanpaBneHve no 3emsne (gx, 9gz) Ha 3kpaH kak (gx, gz-sind) — «rAybMHHasA» OCb CKMMaeTcs
MHOXMUTENeM sing . Mbl pelwaem o6paTHyro 3aza4y: NO 3KPAaHHOMY HanpaBaeHnto (sx, sy) HalTU 3eMHoe
(gx, 9z) . ViHBepTupyq, nonyyaem gx = sx, gz = sy / sind . VIMeHHO 3TO cTpoKa:

Vector3 ground = new Vector3(boardDir.x, Of, boardDir.y / sin);

[JeneHne boardDir.y / sin «pacTArvBaeT» BepPTMKaJbHYI 3KPaHHYK KOMMOHEHTY 06paTHO B rAyOuHY.
3awumta if (Mathf.Abs(sin) < le-3f) He AaéT Ae/NTb Ha HONb MPW MOYTN HYJIEBOM Yre.

LLar 2 — pbickaHue (yaw) K 3eMHOMY HamnpaBJ/ieHUIo. Ternepb y Hac eCTb Hanpae/ieHne no 3emae. Mogenb

HY>XHO NMOBEPHYTb BOKPYr BepTUKanu (ocb Y), UTobbl eé «nepén» cMoTpen Tyaa:

float yaw = Mathf.Atan2(ground.x, ground.z) * Mathf.Rad2Deg + yawOffsetDegrees;
Quaternion rotation = Quaternion.AngleAxis(yaw, Vector3.up);

Atan2(x, z) JaéT yron Hanpas/ieHWsA B TOPU3OHTANIbHOM MAOCKOCTW. yawOffsetDegrees — nonpaska, ecau
y npedaba «nepén» cMOTpUT He B +Z (Hanpumep, 180°, ecan mMogenb nNoBEpHyTa 3a0M). OTO crnacaeT OT
HeobXoAMMOCTY NepeenblBaTe apT: MOBOPOT NPABUTCA YUNCAOM B HACTPOMKaX.

Lar 3 — Hak/IoH «cTosAAHUA> (view tilt). HakoHeL, JoMHOXaeM Ha Hak/I0H BOKPYr ocv X Ha —¢ :



if (applyViewTilt)
rotation = Quaternion.AngleAxis(-pitchDegrees, Vector3.right) * rotation;

CMbICN: Mbl HakJIOHAEM BEPTMKaNbHO CTOALWYHO MOAeNb Has3aj Ha Yron Kamepbl, Tak 4YTO npaAmMas
(HeHaknoOHEHHas) 6oeBas Kamepa BOCMPOU3BOANT M306paKeHNe, KOTOPOe HaKNOHHaA Kamepa yBugena 6bl y
BEPTMKaNbHOW Mogenn. opasoK YMHOXEHWA BaXeH: cHadana yaw (MoBepHyAn auuom), notom tilt
(HaKNOHUAN) — KBATEPHMOHbI HE KOMMYTaTUBHbI, A * B # B * A.

KBaTepHMOHbI — KOpOTKO. Quaternion B Unity — cnocob 3azate NoBOpOT 6e3 «BA0KMPOBKY OCEW»
(gimbal lock), npucywien yrnam dnnepa. Quaternion.AngleAxis(angle, axis) — MoBOpPOT Ha angle
rpajycoB BOKPYr OCM axis . YMHOXeHWe KBaTEPHUOHOB = KOMMO3MLMSA MOBOPOTOB, U OHO

HEeKOMMYTATUBHO: ql * (2 O3Ha4aeT «CHa4yasja q2, NMOTOM q1>>. OTCI-O,ZI,a M nopAagok B KOAE.

1.8.3. NMouemy 3TO TONLKO NOBOPOT, @ He NO3MLUMUA

EWweé pa3 nogvyepkHEM rnaBHYHO MbIChb (€€ ferko ynyctutb): BattleProjection BbIUMCAAET TONBLKO
Quaternion noBopoTa. [lo3uunio OH He TporaeT. [lo3numa Mogenn ocraérca yectHo 2D — eé crasurt
UnitStackView B 3KpaHHYHO TOYKYy rekca. BupTyanbHas Hak/JOHHas MAOCKOCTb CyLIecTByeT Aullb ANA
pacuéra opueHTaumm. VIMEHHO 3TOT TPHOK JAaéT «AElleBO» OllylleHne OobbéMa: peHaep ocTaérca 2D-
NAOCKUM (OAHa opTOoKamepa, CrpanToBas packnagka), a 6owLbl «XMBYT» Tak, OYATO CTOAT Ha HaKIOHHOW
cueHe. OTcroaa U TepMUH «2.5D».

Knacc static u He XpaHWUT COCTOAHUA — 3TO umncTas QYHKLUMA «BXOA — BbIXOA», €€ yA06HO TecTMpoBaTb U
nepencnonb3oBatb. KTo n Korga eé 30BET — pa3bepém B 1.11 (UnitStackView BbI3biBaeT FacingRotation

KaXkZblA pas, Korga MoAelb MeHsET HanpaB/ieHue).

Wrtor no BattleProjection. OavH MeTOA, HEMHOTO TPUTOHOMETPUM — U MONYYaeTCa BU3yasbHas NOAMUCH
Urpbl. 3TO OTAMYHARA UANFOCTPALMA TOTO, YTO «KPACUBbLIN 3PPeKT» He 06A3aTeNbHO O3HAYAET «CAOXKHbIN KOA»:
34,eCb BCE Aep>XMTCA Ha LWKOJAbHOW hopMysie NPoeKLMM U akKypaTHOM paboTe ¢ KBaTepPHUOHaMM.

1.9. BattleController — ABMXOK X040B U ¢dacap 6o

BattleController — camblii HO/BLION KNacc NPoOeKTa U «ANpuXEp» Bcero 60s. 3To MonoBehaviour (ciom
oTobpakeHus), koTopbli: (1) cry>xmuT pacagom — eiVHOW TOUKOW BXxOoAa StartBattle; (2) pa3BopaunBaet
apMuK B NOTUKY W BU3yan; (3) KPYTUT ABMDKOK XOA0B (LMK payHAOB) yepe3 KOPYTuHBbI; (4) obpabatbiBaeT
BBOJ, Urpoka; (5) pucyet cayxxebHyto rpaduky (noacsetky, HUD).

OH cBf3biBaeT BOeANHO BCE AAPO ( BattlefieldGenerator, BattleGrid, UnitStack ) n Bcé oTobpaxeHwe
(BattlefieldView, UnitStackView ). Pa3bepém no yactsam.

1.9.1. Ponb ¢pacapa v Touka Bxoga StartBattle

MatrepH «®acag>» (Facade) — 370 npocTon nHTEpPdENC K CNoXHOW nogcmcteme. CHapy>Xun 3anycTute 6o —
3TO OAHA CTPOKa:

battleController.StartBattle(attackerArmy, defenderArmy);

A BHyTpu StartBattle npsueTcs BCA OpKecTpoBKa:



public void StartBattle(Army attacker, Army defender)

{

// 1. Banudayus Bxoda

if (battlefield == null) { Debug.LogError(...); return; }

if (attacker == null || defender == null) { Debug.LogError(...); return; }

if (!attacker.HasUnits && !defender.HasUnits) { Debug.LogWarning(...); return; }

// 2. OcmaHoBumb npouwnsiti 60li, ecnu wén
StopBattleRoutine();

// 3. (OnyuoHanbHo) czeHepupoBame none
if (generateBattlefield && !TryGenerateBattlefield(attacker, defender)) return;

// 4. Pa3BepHymeb 06e apmuu

ClearUnits();

DeployArmy(attacker, BattleSide.Attacker);
DeployArmy(defender, BattleSide.Defender);

_round = 0;
_resultText = null;

// 5. B Play Mode — 3anycmume UHMeparmuBHbIt Gurn
if (Application.isPlaying)
_battleRoutine = StartCoroutine(BattleRoutine());

Obpatnte BHMMaHWe Ha JaBe BewwW. Bo-nepBblx, 06WUAbHAA BanAuAauUAa B Hauyale C MOHATHbIMU
Debug.LogError — MeTOA He JAOoBepseT BXOo4y W 0ObACHAeT, 4yTo He Tak. Bo-BTOpblX, mpoBepka

Application.isPlaying : pa3BopaumBaHve Mnofs W BoWck paboTtaer m B Edit Mode (310 mcnonbsyet

penakTopHOE OKHO AnA ﬂpeAﬂpOCMOTpa), a BOT MHTepaKTMBHbII?II LUMKA payHAOB 3anyCKaeTCd TOJIbKO B Urpe.

OavH meToa 0bcnyxmBaeT oba pexrma.

1.9.2. PazBopaumBaHue Noa N «Kapta HEMPOXOAUMOCTU»

private bool TryGenerateBattlefield(Army attacker, Army defender)

{
if (battlefield.database == null) { Debug.LogError( ...); return false; }
if (randomizeSeed) seed = new System.Random().Next(); // cBexull seed npu menaHuu
// lupuHa pe3epBupyembix KONOHOK 3dBucum om HANUYUS WUPOKUX CYuecm8
int reservedlLeft = attacker.HasWideUnits ? 2 : 1;
int reservedRight = defender.HasWideUnits ? 2 : 1;
var config = BattlefieldGenerator.Generate(seed, terrain, battlefield.database, reservedLeft,
battlefield.Deploy(config); // omobpaieHue: cmpouMm none Ha cyeHe
_obstacleMap = BuildObstacleMap(config); // noaura: cmpoum mMampuyy Henpoxodumocmu
return true;
}
4 >
34ecb  HarnagHo  BuaeH moct  mexay cnoamu.  OguH config ncrnojib3yerca  ABaXAbl: -
battlefield.Deploy(config) — oTobpaxeHue: CTaBWT  CrpawTbl, FeKCbl,  MPEnsTCTBUS;
BuildObstacleMap(config) — NlorMKa:  pa3BopayvBaeT  MNpenatctBUS B OyneBy  maTpuuy

_obstacleMap[15,11] , koTOopyto MoTom ect BattleGrid .



BuildObstacleMap npoxoAMT No BceM PlacedObstacle, HaxoauT ux ObstacleDefinition no id, u
nomeyvaeT KaxAayro knetky oTrneudatka ( blockedHexes ) Kak 3aHATYHO — C MPOBEPKOV rpaHuL,. 3ameTbTe, UTO
NoYTK UAEHTUYHBIN KO eCTb U B BattlefieldView.ComputeOccupancy (An8 CkpbITUS rekcos). Hebonblioe
aybavpoBaHMe, HO OHO Pa3BOAMT OTBETCTBEHHOCTL: View CKpbIBAaeT BU3yaJsibHble reKCbl, KOHTPOAEP CTPOUT
norunyeckytro kapTy npoxoga. Kaxabli /o BlajeeT CBOeW KONmen UCTUHBI.

W BOT Ta camas CBA3b C LUMPUHOM CyLLECTB: €CNN Y aTaKyroLero ecTb LUMPOKME FOHUTbI, reservedLeft = 2 —
reHepaTopy nepefaérca npukas 3apes3epBupoBaTb ABe KOAOHKU. Kpyr 3amkHynca: Army.HasWideUnits —
napameTtp reHepatopa — ReserveUnitColumns .

1.9.3. Pa3BopaunBaHne apMuii — co3gaHue napbl «10rnKa + view»

private void DeployArmy(Army army, BattleSide side)

{
var root = EnsureChild(UnitRootName);
int anchorX = side == BattleSide.Attacker ? 0 : BattlefieldConfig.Width - 1; // 0 wunu 14
Color placeholderTint = side == BattleSide.Attacker ? attackerColor : defenderColor;
for (int i = 0; i < Army.SlotCount; i+)
{
var slot = army.GetSlot(i);
if (slot.IsEmpty) continue; // nycmele chomel nponycraem
// WHderc cnoma - Homep cmporu (cnomel 3anonHsim none cBepxy BHU3)
var stack = new UnitStack(slot.Unit, slot.Count, side, i, anchorX, i);
_stacks.Add(stack);
var view = UnitStackView.Create(root, stack, battlefield, unitSortingOrder,
placeholderTint, unitMoveSpeed, unitView);
_views.Add(view);
}
}

Ha kaxabli HenmycTou cnoT co3gaéTtca mapa: Aornveckmin UnitStack u Bu3yanbHbld UnitStackView . OHum
CBA3bIBAKOTCA BHYTPWM  UnitStackView.Create (view mnognucbiBaeTcs Ha cobbitma cTeka). Attacker
BbiCTpamBaetca B KosoHKy O, defender — B konoHky 14. IHaekc cnota i CyXXuT OAHOBPEMEHHO HOMEPOM
CTPOKM Y — apMus 3anoHAET Noae CBePXY BHWU3, C1OT 3@ C/IOTOM.

KoHTponnep aepxut ABa napannesnbHblx cnvcka — _stacks (noruka) n _views (oTobpaxkeHwue). Mo cytn 3To

N eCTb MaTepmannsayna npnHUunna m3 1.1 Ha ypoBHE KOHTeI‘/JIHepOB.



1.9.4. IBM>XOK XOA0B — KOpPyTMHa BattleRoutine

private IEnumerator BattleRoutine()

{
IsBattleRunning = true;
while (BothSidesAlive()) // noka #uBbl 06e cmopoHsI
{

_round++;
foreach (var stack in BuildTurnOrder()) // no nopsdry uHuyuamuBel
{
if (!stack.IsAlive) continue;
if (!BothSidesAlive()) break;
yield return TakeTurn(stack); // w0ém 3aBepueHus xo0da 3Mo20 cmeKd

}

_activeStack = null;

IsBattleRunning = false;

_resultText = DetermineWinnerText();

3710 ceppaue nowaroBoro 60s, 1 OHO MOCTPOEHO Ha KOpyTUHe. BHewHWli while — payHAbl, BHYTPEHHUN
foreach — Xogbl CTEKOB B nopsgke vHuumatmebl. Kntouesas ctpoka — yield return TakeTurn(stack) :
OHa MpuocTaHaB/IMBAaET LMKJ PayHAOB, MOKa KOPYTUHA OAHOrO xoza He 3aBeplumtca. OgHa KOPYTUHA «KAET»
APYryto — TaK BeCb OOV BbIpaXkaeTCsi JIMHENWHbIM, YATAaEMbIM KOZOM, XOTA PacTAHYT Ha MHOTME CeKyHAbl U
Kaapbl.

BothSidesAlive() npoBepseT, OCTaAuCb AN XMBble CTEKMN Y 06@UX CTOPOH (C PaHHUM BbIXOAOM, KakK TOJbKO
HaWANCb 1 TaM, 1 TaM). Kak TONbKO OAHa CTOPOHa BbI6UTA, LMK/ 3aKaHUMBaeTCA.

MopsaoK MHULMATUBSI

private List<UnitStack> BuildTurnOrder()

{
var order = /* Bce wuBbie cmerku */;
order.Sort((a, b) =
{
int bySpeed = b.Speed.CompareTo(a.Speed); // 6bicmpeie — nepBeimu (no y6biIBaHui)
if (bySpeed #* 0) return bySpeed;
int bySide = a.Side.CompareTo(b.Side); // npu paBeHncmBe: attacker paHoue
if (bySide # 0) return bySide;
return a.SlotIndex.CompareTo(b.SlotIndex); // 3amem no Homepy choma
};
return order;
}

TpéxypoBHeBasi COPTMPOBKA: CHavana Mo cKOpPocTu (Mo ybbiBaHNIO — ObICTPble XOAAT paHbLLUe), MPU PaBHOM
CKOPOCTM — aTaKyIOWMIA paHblle 3aliMTHMKA, NPV PaBeHCTBE M TyT — MO HOMepy cnoTa. JTO Jenaet
NOPSAOK XOZOB MONHOCTHIO AETePMMHUPOBAHHBIM — HWKAKOW CAyyalHOCTW, Tail-bpeikun Bcerga
pa3peLlaroTca OANHAKOBO.

1.9.5. OgnH xoa — KopyTuUHa TakeTurn

DTO CcaMblil HaCbILLLEHHbIV MeToA. Pazbepém ero JIornky no 4YacTsam.

MoaroroBka — pacuyéT BapumaHTOB M NojcBeTKa:



private IEnumerator TakeTurn(UnitStack stack)

{
var grid = new BattleGrid(_obstacleMap, _stacks); // cBemul cHumMoK nons
var reachable = grid.ComputeReachable(stack, out var cameFrom); // BFS
var attackable = grid.ComputeAttackable(stack, reachable); // uenu

var start = new Vector2Int(stack.X, stack.Y);

_activeStack = stack;

stack.Activate(); // noaura - Active (view norawem memiy)
ShowHighlights(reachable, attackable); // cuHue/KpacHsie nodcBemru
//

B Hauane xopa KOHTpoanep CO34aéT HOBbIW BattleGrid (CHUMOK Tekylleih 0bCTaHOBKM), NporoHseT BFS n

MOWCK LiesIei, akTUBUPYET CTEK U MOACBEYMBAET BapuaHTbl. [loacBeTka — 3T0 cy>ebHble crnpaitsl (cm. 1.9.7).

OXxngaHme BBOAa Urpoka:

UnitStack attackTarget = null;
Vector2Int moveDestination = start;
bool actionChosen = false, skip = false;

while (!actionChosen & !skip)

{
if (Input.GetKeyDown(KeyCode.Space) || Input.GetMouseButtonDown(1))
{ skip = true; break; } // npo6en / KM — nponycmume x00d
if (Input.GetMouseButtonDown(0) && TryGetHexUnderMouse(out Vector2Int hex))
{
var clickedStack = grid.StackAt(Chex.x, hex.y);
if (clickedStack # null && attackable.TryGetValue(clickedStack, out var stand))
{ // KDUKHYONU no amaryemomy Bpazy
attackTarget = clickedStack;
moveDestination = stand; // moura ydapa u3 ComputeAttackable
actionChosen = true;
}
else if (clickedStack == null & reachable.ContainsKey(hex) && hex #* start)
{ // KDUKHYNU no docmuxumol nycmol Knemie
moveDestination = hex;
actionChosen = true;
}
}
yield return null; // w0ém cnedywyez0 Kadpa
}

OTO UMKA onpoca BBOAA, PacTAHYTbIM BO BpeMeHW bnarogaps yield return null (=«NpofOMKWTb B

cnepyrolem kagpe»). Kaxabli Kagp KOHTpOAsep NpoBepsieT Mblllb M KAaBMaTypy, Noka Urpok He Bbibepet

Aenicteume. Jlorvka kavka:

* KM / npo6en — nponyctuTb XOA,

* JIKM no Bpary, KOTopbili ecTb B attackable — aTaka; Touka yAapa 6epértca n3 cnosaps ( stand ), urpoky
He HY>XHO MOAXOAUTb BPYUHYHO.

e JIKM no nycToii AOCTUXKUMOW KNeTKe (He Tekylllen) — nepemMeLLeHune.

® KK MUMO (HeZOCTUXMMas KieTka, CBOW CTeK) — UTHOPUPYETCSH, LKA NPOAOIXKAETCS.
TryGetHexUnderMouse NepeBOAWUT MO3ULMIO MbILLW B KOOPAMHATLI rekca — pa3bepém B 1.9.6.

MNcnonHeHue aelicTBuA:



ClearHighlights();
if (!skip)
{

if (moveDestination = start) // echu HywHo 0Buzamebcs

{

var path = BattleGrid.BuildPath(cameFrom, start, moveDestination);
if (path.Count > 0)

{
stack.StartMove(path); // noaura = Moving; view aHumupyem
yield return new WaitUntil(() = stack.State = UnitStackState.Moving);
}
}
if (attackTarget = null & attackTarget.IsAlive) // echu HywHo amaroBane
{
ResolveAttack(stack, attackTarget);
vield return new WaitUntil(() = stack.State = UnitStackState.Attacking);
}
}
if (stack.IsAlive) stack.Deactivate(); // x00 oroHueH - Idle

_activeStack = null;

3z4eck BUAEH TaHel, cnoéB 13 1.5.4 Bo Bcel kpace. KOHTpOIep MeHSET IorMueckoe CoCTosiHne ( StartMove ),
a 3aTeM XAET, Noka view JoUrpaeT aHMMaLMIO 1N BEPHET cTek B Active (WaitUntil(() = stack.State =+
Moving) ). KoHTpoa/siep He ABUraetT Mogesb camM — OH /Wb MepeKkNtoyaeT COCTOAHNE N XAET pesyabTaTa.
WaitUntil — BCTpPOeHHbI YieldInstruction, MpuocCTaHaBAVBaKOLWMI KOPYTUHY, NOKa N1aMbaa He BEpPHET

true .

®opmyna ypoHa npocTa n nostopsaet H3:

private void ResolveAttack(UnitStack attacker, UnitStack target)

{
int damage = Mathf.Max(0, attacker.Attack - target.Defense) * attacker.Count;
attacker.StartAttack(target); // noaura » Attacking; view npouzpaem Bbinad
target.ApplyDamage(damage) ; // uene nonyuaem ypoH (Bo3mMomHO, ymupaem)

}

YpoH = max(0, aTtaka - 3auuTa) X YMCAEHHOCTb aTakykuero . Yem 6osblue cywecTB B cTeke, TeM 6onbLue
CyMMapHbIN ypoH — knaccvka H3. max(0, ..) He JaéT «OTpuMLaTeNbHOIO» YPOHa, eC/IM 3allMTa NpeBbIlLaeT

aTaky.



1.9.6. Knvk mbiwbio — rekc: TryGetHexUnderMouse

private bool TryGetHexUnderMouse(out Vector2Int hex)

{

}

var cam = battleCamera # null ? battleCamera : Camera.main;
if (cam == null) return false;

Vector3 world = cam.ScreenToWorldPoint(Input.mousePosition); // 3kpaH > Mup
Vector3 local = battlefield.transform.InverseTransformPoint(new Vector3(world.x, world.y, 0f))

float bestDist = float.MaxValue;
Vector2Int best = default;
for (int y = 0; y < Height; y+)
for (int x = 0; x < Width; x++)
{
Vector3 center = battlefield.HexToWorld(x, y);
float d = /* KBadpam paccmosHus om Knrurka 00 yeHmpa 2exca */;
if (d < bestDist) { bestDist = d; best = new Vector2Int(x, y); }

// TlpuHSme KNUK, MONGKO ecnhu OH O0CMAmo4HO 6IU3KO K UeHmpy 2eKca
float threshold = battlefield.EffectiveHorizontalStepPx / battlefield.EffectivePixelsPerUnit;
if (bestDist > threshold * threshold) return false;

hex = best;
return true;

K5 _______________________________________________________________________J >

3asaya — y3HaTb, MO KaKOMY reKcy KAVKHYA UTPOK. AAropuTM:

1.

3KpaH — Mup. cam.ScreenToWlorldPoint(Input.mousePosition) nepeBOAWT NUKCEAN MbILLIN B
MUPOBble KOOPAMHaTbI (paboTaeT bnrarogaps optokamepe, cM. 3.5).

. Mup — nokanbHble koopauHaTbl NoaA. InverseTransformPoint yumMTbiBaeT, YTO CaMO MOJAe MOXET

6bITb CABMHYTO/MOBEPHYTO.

. Bavykanwumii rekc nepe6opom. MNpoberaem Bce 165 rekcos, cumtaem HexToWorld KaXkzoro n vwiem

6amKanLWniA K TouKe Kavka (Mo KBagpaTy pacCTOfHUA — KOPEeHb U3BJieKaTb He HYXHO, CpaBHeHMe
coxpaHseTcs).

. Mopor npuHaTUa. Eciv 6mKanini rekc BCE XXe CAULLKOM Aaneko (KWK 3a Kpaem MnoJist), BO3BpaLLaem
false . [Mopor — npumepHo war mexay rekcamu. CpaBHeHWe BeAEeTca no keagpaTtam ( bestDist >
threshold * threshold ), 4Tobbl HE CUMTATb KOPHMU.

Mepebop Bcex 165 kNETOK Ha KaxAbl KAMK — abCoOMOTHO AOMNYCTUMO (KAWKW peaku, noje masno). 910 TOT

cnyua|7|, KOrga npocroe peweHune aydue «ymMHOro» O6paTHOFO I'Ip606pa3OBaHI/IFI KOopaunHat rekca, Kotopoe

JIerko HanucaTtb C OLLIUBKOMN.

1.9.7. MopcBeTka n cny>kebHble cnpanTbl «M3 HUYEro»

KoHTponnep pucyet noacBeTKy AOCTMXMUMBbIX/aTakyeMblx K1eTok. VIHTepecHO, UTo OH fenaeT 370 6e3 eaMHOro

acceTa-cnpaiita — reHepupyeT 6esblil KBagpaT B Koe:



private static Sprite GetHighlightSprite()

{
if (_highlightSprite == null)
{
var texture = Texture2D.whiteTexture; // BcmpoeHHas 6Genas mercmypa
_highlightSprite = Sprite.Create(texture,
new Rect(0, 0, texture.width, texture.height),
new Vector2(0.5f, 0.5f), // nuBom no yeHmpy
texture.width / 0.6F); // PPU 3a0aém mupoBol pa3zmep
_highlightSprite.hideFlags = HideFlags.DontSave;
}
return _highlightSprite;
}
Texture2D.whiteTexture — BcTpoeHHas B Unity 6enas Tekctypa 1x1 (TouHee, ManeHbkas cayxebHas). /13
He€ co3zaétcs Sprite, KOTOPbIA MOTOM KPacuUTCH B HYXHbIA UBeT (reachableColor — CUHeBaTbIN,
attackableColor — KpacHoBaTblil) yepe3 SpriteRenderer.color. CnpaWT K3WMpPyeTcs B CTaTUYECKOM
nosne (CO34aéTca OAWH pa3 Ha BCE MPUIOXeHMe) U nomevaeTca HideFlags.DontSave — «He COXpaHATb B

CUEeHy/acceThl, 3TO BPEMEHHbIN 0OBbEKT».

ShowHighlights C€034a€T NO CNpanTy Ha KaXAyro JOCTMXXUMYKO W KaXAyt aTakyemyr KNeTKy,
CreateHighlight cTaBWT KX B MUpPOBble TOYKM rekcoB, ClearHighlights ypanser. Bcé 3to — petum
crnewumanbHOro KoHTeMHepa Highlights nog noaem, Y4To ynpoLLaeT MacCoBYH) OUMCTKY.

1.9.8. HUD uepe3 0OnGUI

private void OnGUI()

{
if (!Application.isPlaying) return;
// pamia + cmpora "Round N  Active: Attacker — Zombie (x40)"
// + nodcrka3zrka "Click blue hex = move, red enemy = attack, Space/RMB = skip"
// npu 3aBepuweHuu — "Attacker wins!"
}
OnGUI — cTapblii «<HEMeANEeHHbIV» pexnm uHtepdenca Unity (immediate mode GUI, IMGUI). OH pucyert

MOBEPX 3KpaHa HOMepP payHAa, KTO celiyac XOAMT, NOACKa3Ky Mo yrnpaBAeHUO U UTOroBbln pesyabtat. IMGUI
He roguTca ana «Hactoawero» Ul urpbl (OH HeapdeKTUBEH 1N pUCYeTCs KaxXAbl Kagp), HO And OTnagouHoro/
TectoBoro HUD OH upaeaneH: napa CTpok koga — W MHOpMaUMs Ha 3kpaHe, 6e3 Bo3HM ¢ Canvas. JTo
OCO3HaHHbIN BbIOOP «MHCTPYMeEHTa Moj 3ajauy».

1.9.9. YnpaBneHune >XM3HEeHHbIM LUKAOM N OUYMCTKA

ClearUnits ocTaHaBAMBAaET KOPYTUHY OO, UNCTUT CNUCKM _stacks / _views W yganset jouyepHue OObEKTLI
KOHTeVHepoB Units u Highlights. StopBattleRoutine akkypaTHO OCTaHaBAWBAaET KOPYTUHY, €CY OHa
naétr. Metos ClearChildren ymeeT yganatb o0b6bekTbl M B Play Mode (Destroy), u B Edit Mode
( DestroyImmediate ) — 3TO MOBTOPAMOLLMIACA B MPOEKTE MPUEM ANs KoAa, paboTarolLero B 060Mx pexnmMax.

Wtor no BattleController . 3TO opkecTpatop: Pacas ( StartBattle ), pa3BépTbiBaHME Nap «10OrMKa+view»,
ABV>XKOK payHAOB Ha BJOXEHHbIX KOPYTMHAX, LMK OMNpoca BBOAA, MEPeBOA KAMKa B rekC, reHepauus
noacsetkn n HUD. OH He cosepxut 6oeBbix npaBua (oHW B UnitStack / BattleGrid ) — OH MX coeguHseT
M NpourpbiBaeT BO BpeMeHMU. /IMEHHO 34eCb «4UCTOe A4PO0» BCTPEUAETCS C «XKMBOW CLLEEHOM».



1.10. Cnoii otobparkeHuna: BattlefieldView

BattlefieldView — MonoBehaviour, KOTOpbli MaTepuanusyet BattlefieldConfig Ha cueHe: cTaBuT
bOH, MHCTaHUMPYeT rekchbl, paccTaBaseT CcnpanTbl NpenaTcTBuin. OH Xe — aBTOPUTET MO FeOMeTPUUN: MeTO/
HexToWorld(col, row) nNepeBOAUT JOrMYECKMe KOOPAMHATbI rekca B MUPOBYIO TOYKY, U BCe (KOHTpOANep,
view FOHUTOB, peaakTop) obpaLLatoTCa MMEHHO K HEMY.

Knacc nomeueH [ExecuteAlways] — pabotaer n B Edit Mode (310 mcnonb3yeT OKHO reHepatopa Ans
npeanpoCMoTpa), 1 B Urpe.

1.10.1. HexToWorld — rnaBHasa ¢dopmyna packnaaku

public Vector3 HexToWorld(int col, int row)

{
ResolvelLayout();
float px = _originPx.x + col * _stepXpx + ((row & 1) #* 0 ? _offXpx : 0); // odd-r coBuz
float py = _originPx.y - row * _stepYpx; // cmporu BHU3
float ppu = Mathf.Max(l, pixelsPerUnit);
return new Vector3(px / ppu, py / ppu, 0f); // nukcenu - oHUmMbI
}
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®opwmyna npamo koaumpyet odd-r packaagky n3 1.6.1: - no X: 6a308BbIn OTCTYN + col x war + (4N HEYETHbIX
CTPOK) caBur Ha noawara ( _offXpx ); - no Y: MUHYC row x war (CTPOKW MAYT BHU3 OT Bepxa NoAs); - UTor
aenntca Ha PPU — nepeBoAnM NUKCeNV B MUPOBbIE eAMHULbI.

VIMeHHO cornacoBaHHOCTb 3TON GopMybl € Tabanuen Directions B BattleGrid rapaHTUpyeT, UTO NOrvka
N KapTUHKa «BUAAT» OAMH N TOT Xe rekc. Ecam 6bl 3geck odd-r genanca nHave, NoacBeTka pasbexanacb 6bl C
peanbHbIMU KNETKaMu.

1.10.2. ABTOpacuéT wara rekca us cnpanta: ResolvelLayout

private void ResolvelLayout()

{
if (autoComputeSpacing && TryGetHexSpritePixelSize(out float w, out float h))
{
_stepXpx = Mathf.RoundToInt(w); // waz = wupuHa cnpadma
_stepYpx = Mathf.RoundToIntCh * 0.75f); // % Beicomel — pointy-top meccenayus
_offXpx = Mathf.RoundToInt(w * 0.5f); // cdBuz = nonuupuHsl
}
else { /* pyuHole 3HaueHus u3 uHcnexmopa */ }
// UeHmpupyem cemry Borpyz (0,0) + pyuHol cdBuz gridOffsetPx
float halfSpanX = ((Width - 1) * _stepXpx + _offXpx) * 0.5f;
float halfSpanY = (Height - 1) * _stepYpx * 0.5f;
_originPx = new Vector2(-halfSpanX + gridOffsetPx.x, halfSpanY + gridOffsetPx.y);
}

3pecb BaxHas yaobHas duya: ecim BKAOUEH autoComputeSpacing, Warv rekCoB BbIYUCAAIOTCA U3 CaMOro
cnpaiTa rekca, a He 3ajatoTc BPYYHYH. [ «OCTPOKOHEUHbIX» FeKCOB BEPTUKa/bHbIV Liar — POBHO ¥
BbICOTbI (COCefHWNE psfbl MEPEKPLIBAIOTCS Ha YUETBEPTb, JaBas MIOTHYH COTOBYHO YKNAAKY), @ CABUN HEYETHbIX
CTPOK — MOJIOBUHA WWPUHBIL. brarogaps 3toMy npoekT paboTtaeT C rekc-cnpaniToMm sroboro pasmepa 6e3
PYYHOW MNOArOHKM YMCen — reoMeTpus NoACcTpanBaeTCs cama.



[lanee ceTka aBTOLLeHTPUPYETCA BOKPYr Hayana KOOPAWMHAT: CUMTAETCs MONOBMHA pa3maxa no X un Y, u
Hayano ( _originPx ) cTaBMTCA Tak, YTOObI LLeHTp noaa 6ein B (0,0) ntoc pyyHOU caBur gridOffsetPx .

1.10.3. Deploy — nocTpoeHue nons

public void Deploy(BattlefieldConfig config)

{
// Banudayus config/database/hexPrefab
EnsureRoots(); // KoHmeliHepbl Background/Hexes/Obstacles
ClearChildren(_hexRoot);
ClearChildren(_obstacleRoot);
ApplyBackground(config); // QoH
var occupied = ComputeOccupancy(config);
if (showHexGrid) BuildHexGrid(occupied); // 15x11 2ercoB, 3aHsmele CKpbimbl
PlaceObstacles(config); // cnpadmel npenamcmBudl
}

MeToa packnagbiBaeT config Ha TpW rpynnbl JOUYEPHMX OOBEKTOB MOJ TPEMSA KOHTeMHepamu: Background ,
Hexes , Obstacles . Takoe pa3bueHne ynpoLLaeT OUnCTKy U COPTUPOBKY.

BuildHexGrid wHcTaHUMpyeT Npedab rekca B KaXKAyro KNETKY, CTaBUT HYXHbIN sortingOrder, a 3aHATble
NpenAaATCTBUEM rekCbl CKpbiBaeT ( go.SetActive(false) ) — nog 6GonblIMM KaMHeM ceTka He pucyeTcs.
ComputeOccupancy CTPOUT MaTpuLy 3aHATOCTM TaK e, Kak BuildObstacleMap B KOHTposasepe (CMm.
3ameuvaHue nNpo aybanposaHue B 1.9.2).

PlaceObstacles co37aéT SpriteRenderer Ha Ka)/blit PlacedObstacle, ctaBuT ero B HexToWorld(X, Y)
+ spriteOffset (yuuTbiBas BM3yasbHbl CABUI «HaBWUCAlOLLEro» apTa) W, ecnn 3afaH, NpuMeHseT obLuin

obstacleMaterial .

1.10.4. YMHOe no3nuymnoHuposaHue doHa: ApplyBackground

Cambii xuTpbii MeTog view. MNMpobnema: ¢oH H3 — 37O uenbHas KapTUHKa, rae BepxHue ~17% 3aHumaert
He60/TOpPMU30OHT, a reKchbl JOJIKHbI leUb TObKO Ha «3eMAto». PelueHne — KoOHLUenuus 6e3onacHoi 30HbI
( backgroundSafeZone ), MPAMOYro/sbHMKa B HOpPManu3oBaHHbIXx koopauHatax (0..1) BHyTpu ¢oHa, Kyza
AOJKHA NonacTb ceTka.

public Rect backgroundSafeZone = new Rect(0.03f, 0.05f, 0.94f, 0.78f);
// x=3% cneBa, y=5% cHu3y, wupuHa 94%, Beicoma 78% - BepxHue 17% (He60) BHe 30HbI

ApplyBackground yMeeT: - HOpManusoBaTb MacwTab ¢oHa (normalizeBackgroundScale ), 4TO6bl OH
peHaepuaca B 3agaHHoM PPU He3aBUCMMO OT TOro, ¢ kakum PPU nmnopTtupoBaH; - aBTonoaorHatb ¢poH nog,
ceTky (autoFitBackgroundToGrid): BblYMCAUTL MacwTab fitScale, NpuM KOTOPOM ceTKa LLeJIMKOM
nomMetlyaeTcs B 6€30MacHyto 30HY, U CABUHYTb GOH Tak, YTObbI LLeHTp 6e30nacHOM 30HbI COBMas C LLeHTPOM
ceTKu.

Matematuka NoAroHKW:

Vector2 gridPx = GetGridSizePx();

float needX = gridPx.x / (bgPx.x * safeZone.width); // Bo cronebKo pa3 pacmaHyme no X
float needY = gridPx.y / (bgPx.y * safeZone.height); // Bo cronero no Y

fitScale = Mathf.Max(1f, Mathf.Max(needX, needY)); // 6epém 6onowuli, Ho He MeHouwe 1



3atem no3uuma GoHa cumTaeTcs Tak, UToObl LLeHTP 6e30nacHO 30HbI Ce/l B LLEHTP CETKM (C Y4ETOM NMBOTa
cnpainTa). Pe3yabTaT: XyAOXKHMK MOXET NOAN0XUTb tobon doH H3, 3aaaTh, rae y Hero «3emns» (6esonacHas
30Ha), U ceTka caMa akkKypaTHO /IfXeT Ha Heé, a Hebo ocTaHeTCs CBepXy MyCTbIM.

1.10.5. OtnapgouHbie rmamo: OnDrawGizmos

private void OnDrawGizmos()

{
if (!drawGridGizmo) return;
Gizmos.matrix = transform.localToWorldMatrix;
Gizmos.DrawWireCube(GetGridBounds().center, GetGridBounds().size); // pamra cemiu
Gizmos.DrawSphere(HexToWorld(®, 0), 0.05f); // yaon (0,0)
Gizmos.DrawSphere(HexToWorld(Width-1, Height-1), 0.05f); // yaon (14,10)
// + opaHweBas pamia 6e3onacHol 30HbI GoHaA

}

MM3amo — 370 oTnagouHas rpaduka, BUAMMAA TONbKO B pesakTtope (Scene View), He monajatowias B urpy.
34ecb OHa puCyeT: 3e/1IEHYI0 PaMKy FpaHWL, CeTKM, XENTble Wapukn B YIA0BbIX FeKkcax, OpaH>XeByH paMKy
6e3onacHoM 30HblI PoHa. [lnzariHepy 3TO OeCLleHHO: OH BUAMT, KyAa AsXeT ceTka WM COBMajaeT Jn OHa C
3eMnén doHa, ewé po 3anycka. NoapobHee o rmamo — B 3.11.

Wtor no BattlefieldView. 3TO «Manap W reoAes’ncr» noaa: oH WU pucyet (GoH/rekcbl/ NpenaTcTaund), u
CNYXWUT  €AMHbIM WCTOYHWKOM reomeTpum (HexToWorld ). YMHas aBTo-packiagka (war wv3 cnpanTa,
aBTOLLeHTPUpPOBaHMe, NoAroHka GoHa nog 6e3onacHyto 30Hy) AenaeT ero rmbkum K ntobomy apty. M Bcé ato
paboTaet B Edit Mode, uto npeBpalLaeT ero B MOAHOLEHHbIN UHCTPYMEHT An3aiHepa.

1.11. Cnom otobparkeHmna: UnitStackView m UnitViewSettings

UnitStackView — MonoBehaviour, Bu3yanbHoe «Teno» opHoro UnitStack. Ero pgeBm3 (npsmo u3
KoMMeHTapus): «Purely reactive» — «uUncTo peakTnBHbIVi». OH He NMPUHMMAET pelleHUi, TOIbKO pearupyet
Ha CMeHy COCTOSIHMA CBOEro CTeKa, MPOUrpbIBasd HY>KHYO aHMMaLmo. 310 drHaibHOe BOMJIOLWEHNe NpUHLMNa
1.1.

1.11.1. C6opka npeacrtaBaeHusn: Create

CraTtnueckasn dabpuka cobrpaeTt 06beKT No YacTam:



public static UnitStackView Create(Transform parent, UnitStack stack, BattlefieldView battlefield,

}

int sortingOrder, Color placeholderTint, float moveSpeed,
UnitViewSettings settings)

var go = new GameObject($"Unit_{stack.Side}_{stack.SlotIndex}_{unitName}");
go.transform.SetParent(parent, false);

var view = go.AddComponent<UnitStackView>();

view._battlefield = battlefield;

view._settings = settings ?? new UnitViewSettings();

view.moveSpeed = moveSpeed;

view.BuildModel(stack, placeholderTint, sortingOrder); // mModene unu Kancyna
view.BuildActiveMarker(sortingOrder); // wénmeili maprep «Mol x00»
view.BuildCountLabel(sortingOrder); // nodnuce uucneHHocmu
view.Bind(stack); // nodnucika Ha cobbimus
view.transform.localPosition = view.CenterFor(stack.X, stack.Y); // 2D-no3uyus
view.FaceEnemySide(); // pa3BepHyme K Bpazy

return view;
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Create co6|/|paeT TPW YacTun: MOoAeJib, MapKep akKTMBHOCTUA U NoAMnCb YNCNEHHOCTW, CBA3bIBAE€T view co

ctekoMm ( Bind ) u ctaBuT ero B 2D-Touky rekca. Micnonb3oBaHve GpabpnyHOro MeTosa BMECTO KOHCTpyKTopa

34ecb onpaBfaHo: MonoBehaviour Hesnb3s co3fjaTb yepe3 new, ero gobasastoT yepe3 AddComponent, w

Create WHKamNCy/aMpyeT BCHO 3TY MHOTOLLAroBYyr CHOPKY.

1.11.2. Moagenb nnn kancyna-3arnywka: BuildModel

private void BuildModel(UnitStack stack, Color placeholderTint, int sortingOrder)

{

}

bool isPlaceholder = stack.Definition == null || stack.Definition.prefab == null;
GameObject model;
if (isPlaceholder)

{
model = GameObject.CreatePrimitive(PrimitiveType.Capsule); // zaznyura
// y6pame Konnalidep, ymeHowumo, nokpacume B placeholderTint

}

else

model = Instantiate(stack.Definition.prefab); // Hacmoswas Modene

model.transform.localPosition = new Vector3(0, 0, _settings.modelDepth); // monraem i iamepe
_modelRoot = model.transform;
_animator = model.GetComponentInChildren<Animator>();

if (_settings.steppedAnimation & _animator # null) // HaBecume SteppedAnimator
{
var stepped = _animator.gameObject.GetComponent<SteppedAnimator>()
?? _animator.gameObject.AddComponent<SteppedAnimator>();

stepped.SetTargetFps(_settings.animationFps);
}
ApplyRenderOrder(model, sortingOrder);
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3pecb — Ta camas aerpajauuvs Mo BO3MOXKHOCTAM: ecTb npedab — craBum 3D-mozenb, HET — pucyem

Kancyny-npuMnTUB HY>XXHOro LBeTa. Jlornka paboTaeT oAMHakoBO B 0boux caydasx. Y Kancyabl yaansercs



Konnaraep (OH He Hy>eH, KNINK1 obpabaTbiBaeT KOHTPON/IEP FEOMETPUYECKM).

Echm y mMogenn ectb Animator W BK/AOYEH pexunMm stepped-aHvmaumun, view Ha NneTy HaBellMBaeT
KOMMOHEHT SteppedAnimator (cM. 1.12.1) c 3agaHHbIM FPS — Tak gocTturaetcs «wénkarolas» aHnMmaums 6es

npaBkKM CaMnX acCeToB.

ApplyRenderOrder npoberaer Bce peHAepepbl MoAenn, CTaBUT MM sortingOrder W (ONUMOHAIbLHO)
nepeonpesenser renderQueue, 4YTO6bl Henmpo3spauHblie 3D-moaenu pucoBanucb nosepx 2D-cnpaiitoB
noaa (cm. 1.11.6 n 2.8).

1.11.3. NoANNCb UNCNEHHOCTM U MapKep aKTUBHOCTU

BuildCountLabel co3gaét TextMesh (legacy 3D-tekcT) ¢ umcnom cyuwectB. BuildActiveMarker —
MONYNPO3pPayHbIi XENTbIA KBaZpaT MoZ HOoraMu akTMBHOro cteka. Oba — cnyxxebHas rpaduka: TextMesh
MCNosb3yeT BCTPOEHHbIM WpPKGT LegacyRuntime.ttf (Resources.GetBuiltinResource), Mapkep —

CreHepupPOBaHHbIN <13 HUYEro» 6enblin cnpanT (kak noacseTky B 1.9.7).

sortingOrder paccTaBfeH MOCNONHO: Mapkep noA Mogenbto (sortingOrder - 1), Mogenb Ha
sortingOrder, moAnucb Hag BceM ( sortingOrder + 2). Tak 4MCNIO BCerga 4MTaeTcd, a Mapkep He

nepekpbiBaeT bonua.
1.11.4. PeakTMBHOCTb: Nognucka n OnStateChanged
Bind noanucbiBaeTcA Ha cObbITUA cTeka (M akKypaTHO OTMUCbIBAETCA OT CTaporo, eciu 6bin):

public void Bind(UnitStack stack)

{
if (Stack % null) { Stack.StateChanged -= OnStateChanged; Stack.HealthChanged -= OnHealthChan
Stack = stack;
if (Stack % null) { Stack.StateChanged += OnStateChanged; Stack.HealthChanged += OnHealthChan
RefreshCount();
}
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CvMMeTpuYHaa oTnmcka ectb U B OnDestroy — BaXKHeWMlas AeTajib: €C/N He OTMNCaTbCA, CTEK NMPOAOIKNT
Jep>aTb CCbIIKY Ha YHWUTOXEHHbIM view, M 3To (a) yTeuka namsaty, (6) WCKAKOUYEHUS MNPU MOMbITKe
aHMMUPOBaTb «MEPTBbIV» 06bekT. [paBmao: nognucanca — obasatenbHO oTNULWNCE (cM. 3.9).

Aapo peakTMBHOCTM — OnStateChanged , YNCTbIV AUCMETUYEP MO COCTOSHUIO:



private void OnStateChanged(UnitStack stack)

{
switch (stack.State)
{
case UnitStackState.Active:
activeMarker.SetActive(true);
transform.localPosition = CenterFor(stack.X, stack.Y);
FaceEnemySide();
break;
case UnitStackState.Idle: activeMarker.SetActive(false); break;
case UnitStackState.Moving: activeMarker.SetActive(false); StartCoroutine(AnimateMove()
case UnitStackState.Attacking: StartCoroutine(AnimateAttack()); break;
case UnitStackState.Dead:
activeMarker.SetActive(false);
countText.gameObject.SetActive(false);
SetMoving(false);
SetTrigger(_settings.deathTrigger); // mpuzzep "Die" aHumamopy
break;
}
}
4 G >
Kax(p,omy coctoaHnto FSM — cBom BI/I3ya.I'IbeII7I OTKJINK. Moving n Attacking 3anyCcKaroT KOPYTUHbI

aHMMauun. Dead racuT Mapkep/moanuncb n aépraeT Tpurrep cmepTu. HealthChanged oTaenbHO ObHOBAsET
NoANUCb YNCNEHHOCTU ( RefreshCount ). View HUKOrga He MeHAET JIOrMKY — OH TOJIbKO OTpakaeT eé.

1.11.5. AHUMayum xopa n ataku
AnimateMove — KOPYTUHa CKONMb>XXEHNA MOAE/IN MO NYTU reKC 3a reKCoOM:

private IEnumerator AnimateMove()

{
SetMoving(true); // aHumamop: IsMoving = true (waz)
foreach (var step in Stack.MovePath)
{
Vector3 target = CenterFor(step.x, step.y);
FaceTowards(target); // noBepHyme modenb no xody (BattleProjection!)
while ((transform.localPosition - target).sqrMagnitude > 0.0001f)
{
transform.localPosition = Vector3.MoveTowards(transform.localPosition, target, moveSpe
yield return null; // 08uzaemcsa no uyme—uyme Kaxoblll Kadp
}
}
SetMoving(false);
FaceEnemySide();
Stack.CompleteMove(); // coobyaem noaure: doexanu - Purcupyd (X,Y)
}
4 >

Mogzesnb NnaBHO CKOML3UT K KaXAon kietke nyTu yepe3 Vector3.MoveTowards (paBHOMEPHOE ABUXEHWE C
OrpaHNYEHNEM CKOPOCTH), Kaxabli kagp (yield return null). MNepes KaxAbiM CcerMeHTOM FaceTowards
pa3BopauynBaeT MOZenb MO HampaBAEHUIO Lara — 34eCb W Bbi3blBaeTcA BattleProjection (cm. 1.11.7). B
KoHLe — Stack.CompleteMove(), KOTOPbIN GUKCMPYET HOBYIO MO3ULUIO B Noruke (BOT nouvemy (X,Y)
MEHAETCA TONbKO B KOHLe — cM. 1.5.4). MNoka 310 WaitUntil B KOHTpoO/ANepe XAET 3aBepLUeHus.

AnimateAttack — KOpPOTKWA BbINAA, K LEAN U Ha3as;



private IEnumerator AnimateAttack()

{
Vector3 origin = transform.localPosition;
Vector3 targetCenter = CenterFor(Stack.AttackTarget);
FaceTowards(targetCenter);
SetTrigger(_settings.attackTrigger); // aHumamop: mpuzzep "Attack"
Vector3 lungePeak = Vector3.Lerp(origin, targetCenter, 0.4f); // Ha H4O% nymu i yenu
vield return Lerp(origin, lungePeak, half); // pbiBor Bnepéd
vield return Lerp(lungePeak, origin, half); // Ha3ad
transform.localPosition = origin;
FaceEnemySide();
Stack.CompleteAttack(); // coobyaeMm nozure: amara douzpdHd
}

Crek pépraetcsa Ha 40% K uenn v BO3BPALLAETCS — MPOCTON, HO ybeauTenbHbIn «yaap». OAHOBPEMEHHO
Aépraetca Tpurrep Attack aHumaTopa (echn y Mogenu ectb Takas aHMMaLns).

1.11.6. 2D-no3numoHmnpoBaHme LueHTpa cteka: LocalCenter

public static Vector3 LocalCenter(BattlefieldView battlefield, BattleSide side, int width, int anc
{

Vector3 sum = Vector3.zero; int count = 0;
foreach (int col in UnitStack.ColumnsFor(side, width, anchorX))

{
sum += battlefield.HexToWorld(col, y); // mupoBas moura Kaxdol 3aHamod Knemiu
count+;

}

return count > 0 ? sum / count : Vector3.zero; // cpedHee = zeomempuuecKkull yeHmp

}
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Mo3nuna cTteka — 3TO cpegHee MMPOBbLIX TOUEK BCEX 3aHATbIX MM rekcoB. a8 06bIYHOro cyliecTsa — LEHTP
OAHOW KNeTKW; AN LUMPOKOro — TOYKa MexXay AByMSA Knetkamu. Tak LUMpokas MOAeNb BCTaéT POBHO
nocepefnHe CBOero ABYXKNETOUHOro «oTnevaTtka». lo3uuma Bcerga 6epérca m3 HexToWorld, To ecTb
OCTaéTtcs yectHo 2D — elwlé pa3 NoguEpKMBas, UTO «06BEM» Aar0T TOJIbKO NMOBOPOTHI.

1.11.7. NoBopoT uepe3 npoekumto: SetFacing

private void SetFacing(Vector2 boardDir)

{
if (_modelRoot == null || boardDir.sqrMagnitude < le-6f) return;
_modelRoot.localRotation = BattleProjection.FacingRotation(
boardDir, _settings.viewPitchDegrees, _settings.applyViewTilt, _settings.modelYawOffset);
}
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BoTr n Touka BbI30oBa BattleProjection w13 1.8. Bcakuii pas, Korga Mogenb JOMKHa MNOBEPHYTHbCA
(FaceTowards npu ABuXeHuW, FaceEnemySide B Mokoe), SetFacing 6epéT HanpaBaeHWe B NJIOCKOCTM NOAs
N yepes FacingRotation npeBpawaer ero B 3D-KBaTEPHMOH «CTOAHUA Ha HaKJOHHOW MAOCKOCTU». Tak

ABVXEHNE MO NOJIKD YNTAETCA O6béMHO, XOTA NOo3numa rnaockan.



1.11.8. UnitViewSettings — HacTpoukn B 0O4HOM MecTe
UnitViewSettings — cepunannsyemsblil K1acc-KOHTENHep BCEX BU3YyabHbIX MapaMeTpOB MOAENEeN:

[Serializablel

public sealed class UnitViewSettings

{
public float viewPitchDegrees = 25.06f; // yaon BupmyaneHol Kramepsl (dnsa noBopomoB)
public bool applyViewTilt = true;

public float modelYawOffset = Of; // nonpaBra «nepeda» npedaba

public float modelDepth = -0.5f; // cdBuz no Z K ramepe (pucoBamecs noBepx nons)
public bool overrideRenderQueue = true;

public int renderQueue = 3100; // uyme Bbiwe ouepedu chnpaiimo8 (3000)

public bool steppedAnimation = true; // stop-motion

[Range(2f, 30f)] public float animationFps = 10f;

public string moveBoolParam = "IsMoving"; // umeHa napamempoB aHumamopa
public string attackTrigger = "Attack";
public string deathTrigger

IlDiell ;

CobpaB Bce HaCTPOWMKKN BM3yanu3aLmMm B O4MH Kacc, MPoekT gobunsaeTtcsa AByx Belleit: (1) OHU pegakTupytoTcs
B MHCMNekTope BattleController eauHbIM 6J0KOM; (2) MMeHa NapaMeTpoB aHMMaTopa ( IsMoving, Attack,
Die ) He 3axapAKOXKeHbl B KOJE View, a BblHECEHbl B AaHHble — MoZ 000N roTOBbIN aHUMATOP UX MOXXHO
nepeHasHaunTb 6e3 npaBkM Kopja. viewPitchDegrees = 25.06° — 3TO TOT CaMblid Yron BUPTyasbHOW
Kamepbl Ana BattleProjection.

Ob6patnTte BHMMaHWe, YTO view NpoBepseT HaJnume nNapamMeTpa nepes ero NCnoib3oBaHNEM:

private bool HasParameter(string name, AnimatorControllerParameterType type)
{
foreach (var p in _animator.parameters)
if (p.type == type & p.name == name) return true;
return false;

Ecnn y aHumaTtopa HeT napameTtpa IsMoving, view NpocTo He ByaeT ero Tporatb — He ynagér ¢ omnbKom.
Eweé oavH npumMep yCTOMUMBOCTU K HEMOJHBIM AaHHbIM.

WUtor mo UnitStackView. 3TO 4MCTO peakTUBHOE «Teso» OTpsAja: cobupaetr Mogenb (Uav kancyny),
NoAMUCbIBAaETCA Ha COOBITUA CTeka, Ha KaXkoe COCTOfHME MPOUTpbIBaeT aHMMaLnio, AepXuT nosvunio 2D n
NMOBOPOT Yepe3 NPOeKLMI, akKypaTHO OTMMNCLIBAETCA NPU YHUUTOXEHUU. HM ofHOro nrposoro npaeBuaa —
TONBKO WX BM3yanbHOe BoruioweHue. [Mapa «UnitStack + UnitStackView » — 3TaNOHHbIA MpUMep
pa3AeneHns 0rMkn n oTobpaxeHna BO BCEM NpOeKTe.

1.12. NomowHUKKU peHaepuHra: SteppedAnimator, RetroImageEffect,
UnitCameraCompositor

Tpy MonoBehaviour -a OTBeYalOT 3a PETPO-«LIKYPKy» KapTMHKW. Jlornky 608 OHW He TporatoT BOBCe —
paboTatoT «nosepx» Heé. 3aecb faanM 0630p VX KoAa W POJM; CaMU BU3yasibHble TEXHWKWM NOAPO6HO
pa3bepém B Yactn 2, a Unity-mexaHn3mbl nog HUmMm — B Yactm 3.



1.12.1. SteppedAnimator — aHMMaUMA «<WeEeAYKAMU»

3ajava: 3aCTaBMTb MAABHYH aHMMauuio Animator BbIFNAAETb Kak MOCNEf0BaTE/NIbHOCTb PE3KUX MO3 —
3ddekT «stop-motion», kak y cnpantos H3.

[RequireComponent(typeof(Animator))]
public sealed class SteppedAnimator : MonoBehaviour

{
[Range(2f, 30f)] public float targetFps = 10f;
private Animator _animator;
private float _accumulator;
private void Awake()
{
_animator = GetComponent<Animator>();
_animator.enabled = false; // OTKJIOYAEM aBmoob6HoBneHue Unity
}
private void Update()
{
float step = 1f / targetFps;
_accumulator += useUnscaledTime ? Time.unscaledDeltaTime : Time.deltaTime;
int guard = 0;
while (_accumulator = step & guard+ < 8)
{
_animator.Update(step); // PYYHON waz anumayuu Ha GurcupoBarHoili uHmepBan
_accumulator —-= step;
}
if (_accumulator > step) _accumulator = step; // He ronum «donz» nocne nazobB
}
}

Npea. O6biuHO Unity cama obHoBAseT Animator KaXkAblA Kajp, UHTEPNOAMPYS MO3Yy — ABUKEHWE FNajKoe.
3zecb Mbl (1) BbIK/AOUAEeM aBTOOOHOB/EHNE ( _animator.enabled = false) u (2) camu ABUraeM aHMMaTop
bOVKCMPOBaHHbIMK LWaramn 1/targetFps cekyHA. Mexay waramy nos3a 3aMOpOdXKeHa, NMO3TOMY JBUXKEHME
UMTaeTCA KakK Cepma «LLENKAIOLLIMX» KaapOB.

ToHkoCTU Koga: - AKKymynaTop BpemeHu. Konum deltaTime , U Kak TO/IbKO HAKOMWIOCh HAa LiENbIV Wwar —
npoABuraeM aHuMaumto. Ecam vrpa «iarHyna» v HakOMUAOCb Ha HECKOJIbKO LUIAroB, MPYMEHsIeM UX B LMKJIe
(while ), yTO6bl TAaMMUHI OCTaBa/ICA BEPHbIM, XOTS BUAMMASA M0O3a MEHAETCSA TOJMbKO Ha rpaHuue wara. -
guard < 8 — MpefOXpaHUTeNb OT «CMUPaAN CMEPTU»: MOC/Ae AOArOV Mnay3bl He JAaéM MPOKPYTUTb COTHU
JOTOHAOLLMX LLAroB 3a oanH kagp. - [RequireComponent(typeof(Animator))] — Unity rapaHTupyeT, 4TO Ha

obbekTe ecTb Animator , MHaye He AacT 406aBUTb KOMMOHEHT.

BaxxHo: nmapametpbl ( SetBool, SetTrigger), koTopble cTaBuT UnitStackView, He TepArOTCA — OHMU
NPUMEHAIOTCA Ha chegytouleM pydyHom Update. To ecTb stepped-pexxvM COBMeCTUM C  ObblUHbIM
yrnpaB/ieHneM aHMMaTopoM. PaboTaeT ¢ tobbiM kKannom 6e3 npaBku acceToB.

1.12.2. RetroImageEffect — nukcenmsaums n nocrepmsauyms

MocTt-3ddekT kamepbl Ans BiRP. HaBelwwnBaetcs Ha kamepy, obpabaTbiBaeT BeCb OTPUCOBaHHbINA Kaap.



[ExecuteAlways]
[RequireComponent(typeof(Camera))]
public sealed class RetroImageEffect : MonoBehaviour

{

public bool pixelate = true;

[Range(6d, 720)] public int targetHeight = 2u0; // 00 KAK020 pa3peuweHuUs CHame

[Range(1, 64)] public int colorLevels = 12; // cronero ypoBHel uyBema Ha KaHan

public float saturation = 1.15f, gamma = 1f;

public Texture2D palette; public int paletteSize; // onyuoHaneHasa @urc—nanumpa

private void OnRenderImage(RenderTexture source, RenderTexture destination)

{
// 1. Tonrkaem napamempsi yBema B8 mamepuan (wedidep RetroPost)
_material.SetFloat("_Levels", colorLevels);
_material.SetFloat("_Saturation", saturation);
_material.SetFloat("_Gamma", gamma);
// ... _UsePalette / _PaletteTex / _PaletteSize
if (!pixelate || targetHeight = source.height)
{ Graphics.Blit(source, destination, _material); return; } // moneio uBem
// 2. [llukcenuzayus: BHU3 00 HU3KO20 pa3peweHusi, nomoMm BB8epx c point-Qunempom
int lowH = Mathf.Max(16, targetHeight);
int lowW = Mathf.RoundToInt(lowH * ((float)source.width / source.height));
var lowRes = RenderTexture.GetTemporary(lowwW, lowH, ©, source.format);
Graphics.Blit(source, lowRes); // downscale
lowRes.filterMode = FilterMode.Point; // «uémrul» upscale (6e3 pazmbimus)
Graphics.Blit(lowRes, destination, _material); // upscale + uBemoBol weldep
RenderTexture.ReleaseTemporary(lowRes);

}

}

SddekT — 370 Lenouka 6AMTOB (KONMPOBaHWUIA TeKCTyp), Aenatowas Ase Bewwn: 1. Mukcennsauma — kagp
OKUMaeTCs A0 HM3KOro paspelleHuns (targetHeight, Hanp. 240 cTpok), 3aTeM pacTarMBaeTcs obpaTHO ¢
ToueuHom ¢unbTpaumenn (FilterMode.Point ), OTYEro MMKCENM MOJYYAOTCA KPYMHbIMU WU UYETKMMU, Kak B
cTapov  cnpaitoBo  wurpe. 2. LiBetr — Ha  duHanbHOM  6amMTe  oTpabaTbiBaeT  Lenaep
Hidden/Heroes/RetroPost (pa3bop B 2.4), KOTOPbIA MOCTePU3yeT LiBeTa (CBOAWUT K HECKONBbKMM YPOBHAM) U
OMUMOHaNbHO MPUBA3bIBAET UX K PUKCMPOBAHHOW NanunTpe.

OnRenderImage — creyunanbHblil MeTog BiRP, Bbi3biBaeMbl nocne peHAepa KamMepbl C UCXOAHbBIM KaZpoM B
source W pesynbrtatom B destination (cMm. 3.6). RenderTexture.GetTemporary / ReleaseTemporary 6epyt/
BO3BPALLAIOT BPEMEHHYIO TeKCTypy M3 nyna — 3bdekTMBHO, 6e3 NOCTOAHHbIX annokaumi. [ExecuteAlways]
no3soAseT KpyTUTb 3bdekT NpamMo B pesakTope.

1.12.3. UnitCameraCompositor — usonauma s¢pdekra Ha Kamepe FOHUTOB

370 pelueHue xuTpoi npobaemsl BiRP. Pazbepém e€, moToMy UTO OHa Moy4unTesbHa.

Mpo6bnema. B cueHe aBe kamepbl: ogHa pucyeT 2D-none (PoH, rekcol), gpyras — 3D-toHUTOB noBepx. Mbl
XOTMM pPeTpo-3ddEKT TONBKO Ha KOHUTAX (MAM HaobopoT — Mo-pa3Homy Ha cnosix). Ho B BiRP «ctonka»
Kamep, pUCYHOLLUX B 3KpaH, AennuT oauH 6ydep kagpa. [TosToMy OnRenderImage BTOPOW KaMepbl Mojy4yaeT
BeCb HaKOMJEeHHbIN Kaap (Bkatouyas GOH OT nepBor kamepbl) — U 3QdEKT HakNaAbIBAETCA Ha BCE, a He
TOJ/IbKO Ha HOHUTOB.



PeweHne (M3 KOMMEHTapus B KOAE): PeHAepWTb KaMepy HOHUTOB He B 3KpaH, a B CO6GCTBEHHYylo
RenderTexture , nporHatb 3ddekT Tam, a pe3yabTaT CKOMMOHOBaTb OOpaTHO MOBEpPX 3KpaHa uepes
MONHO3KPaHHbIM RawImage Ha overlay-kaHBace

[ExecuteAlways]
[RequireComponent(typeof(Camera))]
public sealed class UnitCameraCompositor : MonoBehaviour

{
private void EnsureComposite()
{
// 1. Co30ame/nepeco3dame RT nod pa3mep 3KpaHa
_rt = new RenderTexture(w, h, 24, RenderTextureFormat.ARGB32);
// 2. Kamepa pucyem TOJIbKO 8 RT, ouumasice 8 [PO3PAYHbI uyBem
_camera.targetTexture = _rt;
_camera.clearFlags = CameraClearFlags.SolidColor;
_camera.backgroundColor = new Color(0, 0, 0, 0); // anepa O > @oH npocBeuuBaem
// 3. [llorkazame RT nonHO3KpdHHbIM RawImage Ha overlay-raHBace
EnsureImage();
_image.texture = _rt;
}
}
Yrto TyT BaxkHO: - Kamepa rOHUTOB peHAepuT B _rt, a He B 3KpaH ( targetTexture = _rt ). - OHa oumwwaerca
B Mpo3pauHbli LUBeT (alpha = 0), Mo3ToMy nycTble Mecta RT mpo3payHbl — CKBO3b HUX BUAeH GOH,

HapWCOBaHHbIA APYroi KaMepon. - RetroImageEffect Ha 3TOW Kamepe TeMepb TPOraeT TONbKO COAEPXUMOE
RT (toHWTOB). - Pe3ynbTaT KN1afeTca Ha MONHO3KPaHHbIM RawImage MOBepX 3KpaHa — KOMMO3UTMHT 3aBEPLUEH.
- KomnoHeHT cam co3paért overlay-kaHBac M RawImage, ecin MX HeT, 1 nepeco3gaér RT npu cmeHe
pa3pelleHus 3KpaHa ( EnsureComposite BbI3biBaeTCs Kaxablid Update ).

3TO OTAUYHBIA yYebHbI NpUMep TOro, Kak 3HaHWe BHYTPEHHOCTEW KOoHBeWepa peHaepuvHra (obwumin bydep
kagpa B BiRP) auktyeT apxutekTypy pelweHus. NogpobHee npo RenderTexture — B 3.7.

1.13. PepakTopHble MHCTPYMEHTbI: TPU OKHA U KaCTOMHbI MHCNEKTOP

Manka Assets/Scripts/Battle/Editor/ — 3TO MHCTPYMeEHTbI gusanHepa. Koa 34ecb NCNONHAETCA TONIbKO
B Unity Editor n He nonagaet B 6ung, (Unity aBToMatnyeckn nckaroyaeT BCE B Mankax ¢ MMeHem Editor ).
[MpocTpaHCTBO UMEH — Heroes.Battle.Editor .

3Tn knaccel HacneaytoT EditorWindow / UnityEditor.Editor — wx pa3bop c Toukm 3peHma Unity-APl cm. B
3.10. 3aecb — UTO KaX /bl Aenaer.

1.13.1. BattlefieldEditorWindow — okHoO «Battlefield Generator»

OTtkpbiBaetca 4yepe3 MeHo Tools - Heroes 3 > Battlefield Generator (nyHkT gobaBnseT aTpmbyt
[MenuItem] ). Mo3BonsieT: - 3agatb seed M TMN MeCTHOCTU (KHOMKa «Randomize» kupaeT HoBbIn seed); -
Ha3HauuTb ccbinkn Ha ObstacleDatabase, npedab rekca 1 matepnan npenATCTBUMA; - HaxaTb Generate — 1
B OTKPbITON CLIEHE MOSBUTCS CrEHEPUPOBaAHHOE MoJIe.

MoA KanoTom KHorka «Generate» AenaeT POBHO TO, UTO Mbl pa3bupanu:



var config = BattlefieldGenerator.Generate(_seed, _terrain, _database); // uucmas nozura
_target.Deploy(config); // omobpameHue

lMntoc BaxHble peaakTopHble getann: - Undo.RegisterFullObjectHierarchyUndo — peructpupyert
onepauuio B cucteme OTMeHbl, 4Tobbl Ctrl+Z BepHyn cueHy kak 6bin10. VIHCTpyMEHT 0683aH «Apy>XuTb» C
Undo. - EditorScenelManager.MarkSceneDirty — nomevaeTt cueHy M3MeHEHHOW, uTobbl Unity npeanoxwnna
€€ COXpaHuTb. - EditorPrefs — ccbikm Ha 6Hasy/npedab/matepran 3anoOMUHAIOTCA MEXAY CecCUsiMmm

(XpaHATCA NO NyTAM acceToB), YTOObI He Ha3Ha4vaTb UX Kaxkabli pa3. EcTb gaxe gedonTtHbl matepunan no GUID.
1.13.2. BattleTestWindow — okHoO «Battle Test»

[naBHbIN UrpoBON MHCTPyMeHT. OTKpbiBaeTcs 4yepe3 Tools » Heroes 3 » Battle Test. [o3Bonser: -
3anosHMTb 06e apmum (Mo 7 cNoToB): BbIGpaTh CYLLECTBO M YMCAEHHOCTb; - HAaCTPOUTb MeCTHOCTb/seed/
reHepauuto; - kHonkon Start Battle 3anyctutb 601 uepe3 BattleController.StartBattle; - Auto-Fill

Random — 3anosiHWTb CnOThI CiyYalriHbiMK cyliectBamun u3 npoekta; - Clear Slots / Clear Units — ounctka.

KntoueBble npuémbl: - CoxpaHeHMe COCTOAHMA OKHa udepe3 EditorPrefs + JsonUtility: knacc
WindowState cepwuanmusyetca B JSON, ccbinku Ha cywiectBa xpaHaTcs kak GUID accetoB (cTabunbHee nyten).

MNpw NepeoTKPbLITUN OKHa apMUN BOCCTaHaB/IMBAKOTCA.

csharp private void SaveState() = EditorPrefs.SetString(PrefKeyState,
JsonUtility.ToJson(_state)); - Pa6bora n B Edit, m B Play Mode. B Edit Mode nepes craptom
pernctpupyetca Undo u cueHa MeTuTCa «rps3Hoi»; B Play Mode 3anyckaetcsi MHTepaKTMBHbIA uuka. OamH
NHCTPYMEHT — 06a pexnma. - ABToco3gaHue KoHTposniepa. Ecin Ha cueHe HeT BattleController, OKHO
CO34aéT ero camo ( EnsureController ), Avb 6bl 6bin BattlefieldView . - MOHATHbIe ananorn. Ecan He
xBaTaeT 6a3bl v npedaba rekca, okHO nokasbiBaeT EditorUtility.DisplayDialog C O6bACHEHWEM, a He
MO/Ya Najaer.

1.13.3. ObstacleDefinitionEditor — aBTOpacué€T 3a6J10KNPOBAHHbIX FEKCOB

310 KacTOMHbIW MHCNeKTop ans ObstacleDefinition (aTpmbyT
[CustomEditor(typeof(ObstacleDefinition))] ). OH gobaBnseT K 0H6bIYHOMY MHCMEKTOPY KHOMKY «Auto-
compute Blocked Hexes (cyan = empty)», koTopas cama 3anosHsieT cnvcok blockedHexes , aHanmsupys

nuKcenu cnpanTta NpenaTcTBuA.

Npea anroputma AutoCompute : 1. MNpountaTe nukcenn cnpanta (Yepes 6amt B RenderTexture — 4To6bl He
TpeboBaTb BK/IHOUEHHOTO «Read/Write» y TekcTypbl; Tpok B ReadTexturePixels). 2. lMpoWtn no Bcem
nukcensMm obnactu cnpawta. MNukcenb cumMTaeTcs NYCTbIM, eC/iM OH Npo3padHbli (alpha = 0) nam okpalleH B
ronybowm kntou 00FFFF (cyan, c gonyckom) — Metoa IsEmpty . 3. Kaxzabli HemycTon NuKceb NepeBectn 13
MUKCeNbHbIX KOOPAWHAT crpaiTta B MupoBble (C yyéTom numeoTta, PPU un spriteOffset), 3ateM HalTu
6nvkaimin rekc ( NearestHex ) B Tekyuwer packnazke nons. 4. CobpaTb MHOXECTBO 3aHATbIX rEKCOB,
npeBpaTnTb B CNUCOK HexOffset , oTcOpTMpPOBaTh W 3anmcaTh B acceT (C permcrpaumen Undo.RecordObject ).

ToHkoCTU: - ResolveHexStepslWorld 6epérT Wwaru rekca 13 peanbHoW BattlefieldView Ha cueHe (ecanm oHa
ecTb), 4Tobbl Macka coBnana ¢ daKkTUYeCcKoWn packNaZKoW; MHavye — W3 KOHCTaHT BattlefieldConfig. -
ReadTexturePixels uepe3 Graphics.Blit B BpemeHHyr RT + ReadPixels MoOJyyaeT YMTaeMbI CHUMOK
TekCTypbl 6@3 M3MeHeHNs HacTpoek MMMopTa acceTa. KpacnBbln 06xof orpaHMyeHus «TekcTypa He Readable».
- Pack / Unpack ynakoBbiBatoT mapy (x, y) B oguH long Ans XpaHeHua B HashSet (6bicTpas npoBepka
YHWUKaNbHOCTW FEeKCOB).



npaKTI/I‘-IeCKaFl LUEeHHOCTb OrpoMHa: XyAOXHUK PpUCyeT Cﬂpal‘;IT npenAaTcTemvAa, nomMedaeT «nyCcTtoTy» FOJ'Iy6bIM
KAro4veBbiM LBETOM, KMET KHOMKY — U «OTne4yaToK» 6.I'IOKVIpyeMbIX reKCoB CUMTaeTCA aBTOMaTn4eckH, 6e3
py4YHOro BBO4a KoopanHar. ITO 3KOHOMMUT Yachl N UCKIHOYAET OLLINBKN.

1.14. OtpaenbHble yuebHble CKpUNTbl: PongGame, Example

[Ba ckpynTta B Assets/Scripts/ He cBfid3aHbl C 6OeBOM CUCTEMOW — 3TO OTAe/bHble y4yebHble paboTbl.

Pa3bepém nx ans NONHOTHLI (M MOTOMY YTO PongGame — MPeKPacHbIVi NPUMEP «PYyYHON GUBNKUN»).

1.14.1. PongGame — knaccuueckum Pong Ha «pyuHOn» ¢pur3mnke

PongGame — camMmocToAaTe/ibHaAdA MWHU-UTPa: AB€ PaKETKN N MAY. UTto B Hemn noyymnTenbHO — BCA ¢III3I/IKa

HanucaHa BpY4Hylo, 6e3 Rigidbody u Ko/nnangepoB. TO OTAUYHBIA KOHTPRPUMEP K «DU3nKe ABMXKKa».

CrpykTypa: - Urpok 1 ynpasasetca knaBuwamu (W / S ), Urpok 2 — MbILWbIO (pakeTka cnesyert 3a KypCcopoMm
no Y). - Mau aBuraeTtca no BeKTopy HanpaeaeHns _ballDirection € MOCTOAHHOW CKOPOCTbIO.

KntoueBble MeXaHUKW:

private void MoveBall()
{

Vector3 newPosition = _ball.position + (Vector3)(_ballDirection * _ballSpeed * Time.deltaTime)

// Omcior om BepxHel/HwkHel cmeHKU — uHBepcus Y-KKOMNOHeHMbI

if (newPosition.y + _ballHalfSize > _topY & _ballDirection.y > 0F)

{ newPosition.y = _topY - _ballHalfSize; _ballDirection.y = -_ballDirection.y; }
// ... HUWKHAS CMeHKa cuMMempu4Ho

// CmonkHoBeHue c paremramu — npoBepra nepeceuveHus AABB

if (_ballDirection.x < Of && Intersects(newPosition, _playerl, ...))
BounceOffPaddle(_playerl, ..., 1f, ref newPosition);

// ... npaBas paremia

// Fon — mMau ywén 3a kpad
if (newPosition.x < _leftX) { _player2Score++; ResetBall(); return; }
if (newPosition.x > _rightX) { _playerlScore++; ResetBall(); return; }

_ball.position = newPosition;
}
X ) >

Tpwv TEXHUKW, KOTOPbIE CTOUT YCBOUTB!

1. OTCKOK = WHBEPCUA KOMMOHEHTbl CcKOpocTU. OT TrOpU3OHTaNbHOW CTEHKM WHBEPTMPYeTCa vy
( _ballDirection.y = —_ballDirection.y ), OT pakeTkm — MeHfeTca x . [1ArC MAY «BbITaNKMBaETCA» 13
cTeHKM ( newPosition.y = _topY - _ballHalfSize ), UTOBbl He «3a/UMHYTb».

2. AABB-nepeceueHue ( Intersects) — mnpoBepka CTOJAKHOBEHWUS ABYX MPAMOYrOJbHUKOB MO OCAM:
06BbEKTbl MEPECeKaroTCs, ecan pPacCTOsHUE MeXAy LEHTPaMM MO KaXAOW OCUM  MeHblUe CyMMbl
nosypasmMepos. [1pocTeiiumii 1 camblii ObICTPbIN TECT CTOJKHOBEHWN.

3. YnpaBnaemblii yron ovckoka (BounceOffPaddle): Kyja MpuWLWEN MAY MO BbICOTE paKeTky, Tyda W
OTCKOYMT MOZA YrIOM — MoMan B Kpaw pakeTKu, MONeTuT kpydye. ITO AenaeT Urpy ynpaBasemMon, a He
CNyYariHOW:



csharp float relative = Mathf.Clamp((ballPos.y - paddle.position.y) / paddleHalfHeight, -1f,
1f); float angle = relative * _maxBounceAngleDeg * Mathf.Deg2Rad; _ballDirection = new
Vector2(directionX * Mathf.Cos(angle), Mathf.Sin(angle)).normalized;

GetHalfExtents akKypaTHO AOCTaéT mojypa3mMepbl 06bekToB M3 Renderer, 3ateM Collider2D, a eciu
HU4Yero HeT — M3 localScale. Time.deltaTime B ABWXKEHWWU AesaeT CKOPOCTb HE3aBUCMMOW OT 4acTOTbl
KagpoB. (cm. 3.1). Cuét BbiBoauTCs B TMP_Text (TextMeshPro, cm. 3.12).

Mouemy pyuHas ¢wusnka? [ns Pong oHa #aéT MOJMHbLIA KOHTPOJb (TOYHbIE YIbl OTCKOKA, HWKaKuUX
«APOXKaHNN» GU3ABMXKKA) U YUUT OCHOBAM: BEKTOPbl CKOPOCTW, WHTErpvpoOBaHWe MO3WLMM MO BPeMEHW,
JEeTeKT CTONKHOBEHWIA. B 6onbluom nrpe Tak gefaTb He CTOUT, HO KakK YPOK — MAeanbHo.

1.14.2. Example — nycTton wabaoH

public class Example : MonoBehaviour

{
void Start() { }
void Update() { }

JTO cTaHAapTHas 3arotoBKa HoOBoro ckpunta Unity: nyctble Start (BbI3blBaeTcs OAMH pa3 nepes nepsbiM
Kagpom) u Update (kaxabln kagp). Palin HMYEro He AenaeT — 3TO «UUCTbIA NUCT» ANS ypokKa Wau
aKcrneprMeHTa. Mbl yIOMMHAEM ero TOIbKO A/ MONHOTbI KaPTUHbI MPOEeKTa.

Ha satom Yactb 1 3aBepweHa. Mbl Npowan no KaXgoMy CKPUMTY: OT «HeMbIX» AaHHblX ( TerrainType,
BattlefieldConfig) uepe3 uuctoe aapo normkm (UnitStack, BattleGrid, BattlefieldGenerator,
BattleProjection), cnon otobpaxeHus (BattleController, BattlefieldView, UnitStackView ),
MOMOLLHMKM PEeHAEPUHra N pefakTOpPHble WMHCTPYMEHTbl — JAO OTAe/bHbIX y4yebHbix ckpunToB. KpacHoi
HUTbIO Yepe3 BCE NPOLLUEN OAMH NPUHLMMN: OTAENAN NpaBuia oT X oTobpaXkeHus. Tenepb, 3Has «4YTO eCTb»,
nepensém K «kak 3TO BbIFISAUT» — K TEXHMKAM BU3yanm3aLmm.



Yactb 2. Kakme TexHMKn Busyanmsayum Mbl UCMOJb3yeMm

B 3TOM YacTv Mbl CMOTPUM Ha NPOEKT F/1a3aMn XyAO0XKHUKa U rpaduueckoro nporpammucra. Ecam Yactb 1
OTBeuYasa Ha BOMPOC «YTO JAe/AeT KOA», TO 34eCb — «MOYEMY KapTUHKA BbIFISAUT MMEHHO Tak, kak B Heroes
3». Mbl pa3bepém BOCEMb-AEBATH B3aMMOAOMOJHAMOLWMX TEXHUK, KaXAas M3 KOTOPbIX BHOCUT CBOM BK/Aaj B

bUPMEHHBIN peTpo-BUA.

CrnCcoK TeXHWK 1 X BKAaZ B 0bLmin obpas:

TexHuka

lekcoBas ceTka odd-r

Mceeno-3D (2D-no3muyma + 3D-
NoOBOpPOT)

Mnockoe (cel) ocBelleHne

Mukcenmnsauyma + nocrepumsaumna

Stepped-aHnmanms

KoMMo3nTUHT kamepsbl
Mpo3payHOCTb MO KUY

MopsAAOK OTPUCOBKM

CnyxebHas rpaduka 6e3 accetos

Yro paér

TakTnueckoe none kak B H3

O61BEMHbIe BoNLbI Ha NMJIOCKOM
none

Mogenn «kak HapucoBaHHble»

Huzkoe paspelueHve 1 nanntpa
90-x

«LLlénkarowee» amxeHmne
cnpanToB

SddeKT TONbKO Ha HOHUTaX
Obpeska doHa cnpainToB
MNpaBuabHOEe NepekpbITUE CI0EB

MoacseTkn, Mmapkepbl

lpe B kope

BattleGrid,
BattlefieldView.HexToWorld

BattleProjection, UnitStackView

HeroesFlat.shader

RetroImageEffect , RetroPost.shader

SteppedAnimator

UnitCameraCompositor
ColorKeySprite.shader

sorting order / render queue

Sprite.Create 13 6en0M TeKCTYpbl

2.1. TekcoBas cetka «odd-r offset»

MepBoe, uTO AenaeTt Urpy noxoxen Ha H3, — wectuyronbHoe nosie 60a 15x11. Pazbepém 3Ty TeXHWKY
BU3yaamM3aLMmn LEeNoCTHO (aNrOpuUTMUUYECKYHO CTOPOHY Mbl yXe Bugenn B 1.6, 34ecb — MNpO reoMeTpuro u
oTobpakeHue).

2.1.1. NMouemy rekcol, a He KBagpaTbl

Y WecTnyronbHOM KNeTkM WecTb paBHOYAANEHHbIX cocefien, Torja kak y kBagpata — Anbo yetbipe (6e3
AvaroHanen), nmMbo BOCEMb, HO AWaroHasbHble Jajblle MO PaccTosHUIo. [ekc pelaetr «npobaemy
AvaroHanen»: ABUMXKEHME BO BCEX LUECTU HanpaBieHUsX OAWMHAKOBO «CTOWUT». [Inf TakTUUECKOW MWrpbl 3TO
yecCTHee 1 KpacnBee — OTCtoZa Bbibop H3 (1 Halero npoekTa).

2.1.2. Pointy-top u packnaaka odd-r

F'eKkcbl y HaC ocTpuém BBepXx (pointy-top). Takme rekcbl YA0OOHO yKaaAbiBaTb pAAaMUN: KaXKAbIA CAeayowmnia
pA4 BCTaBAAETCA B «3yOLbl» NpeAbigyLLiero, No3TOMY BepTUKa/ibHbIA War MeXAy pagamMu — % BbICOTbI
rekca, a psafbl NEPeKPbIBAOTCA Ha YeTBEPTb. ITO NPAMO 3aKOAMPOBaHO B Resolvelayout :



_stepYpx = Mathf.RoundToInt(spriteHpx * 0.75f); // % Bvicomol
_offXpx = Mathf.RoundToInt(spriteWpx * 0.5f); // nonuwupuHel — cdBuz HeuémHbix psooB

«odd-r offset» 03HauaeT: Hymepyem psgbl CBepXy BHU3 (rOw), 1 HeUETHble pPAAbl CABUAraeM BMpaBoO Ha
no/wara. 3T0 Camblil MHTYUTUBHbINA CNOCO6 XPaHWUTb reKCbl B OObIYHOM MPSAMOYrolbHOM MaccvBe [Width,

Height] : KOOpAMHaTbI rekca — 3To NpocTo (cTon6ew, cTpoka) , Kak y Tabauupl.

Mnata 3a yfo6CTBO XpaHeHUs — TO, UTO coceam 3aBUCAT OT UETHOCTU pAja (CM. Tabavuy Directions B
1.6.1). Ho 310 cnpATtaHo B ABYyX Tabauuax HanpaBaeHW U 6onblle HUrge He MeLlaeT.

2.1.3. EAMHBIA NCTOYHMK FreoMeTpumn

KputnuHo, uto n noruka (BattleGrid.Neighbors), n oTobpa)keHue (BattlefieldView.HexTolWorld )
NCMONb3yrOT OAHY M Ty XXe odd-r packnagky. HexToWorld KnaféT HEYETHble PAAbl CO CABUTOM _offXpx, a
Directions oOMuWCbIBaeT cocefen POBHO AnA Takou yknagaku. Ecam 6bl OHM pasownncb, nozcBeTka
BOCTUXKMMbIX KNETOK «yexana» Obl OTHOCUTE/NIbHO HapWCOBaHHbIX reKCoB. EAMHbBIN UCTOYHUK reomeTpun —
3a/10r TOrO, UTO «rAe NorKa AyMaeT, TaM /1a3 N BUANT.

Yncna packnagku (44/32/22 px npu PPU 64) B3aTbl 13 VCMI, 4yto6bl NONe coBnagano ¢ opurnHanbHou H3.
Ho 6narogapa autoComputeSpacing nNpoekT He NpvBA3aH K HUM HaMepTBO — LUar BbIYNCAAETCA U3 pa3Mepa

cnpawTa, U MOXHO MOANOXMTb FreKC-TEKCTYpPY Nt0OOro paspeLleHums.

2.2. NceBapo-3D: 2D-no3uuusa + 3D-noBOpoOT Uepes BUPTYasIbHYIO
HaKJIOHHYIO MJIOCKOCTb

JTO uUeHTpasibHaA Bu3yaZlbHas WAEA NpPoekTa W, MOXanyl, camas MHTepecHas. MaTemaTuky Mbl yxe
pa3sobpanu B 1.8 ( BattleProjection ); 34eCb — MpPO TO, KAaKOW BU3yasibHbIl pe3yabTaT OHa AaéT U Noyemy
TakoW NOAXOS BblOpaH.

2.2.1. Annemma: 2D-none, HO 06bEMHbIE GOMLLbI

H3 Bbirnsgena Tak: njockoe HapucoBaHHoe none (2D-cnpaliT doHa M KAETOK) — W Ha HEM «XKMBble»
CyLLLeCTBa, KOTOpble MOBOpayMBatoTCs, UAyT, ObrOT. B opurnHane 6ouubl Obiv chpadTamMu C NOKaApOBOW
aHVMauunelr nog Kaxablh yron. Mbl e XOTMM Wcnoab3oBaTb Hacroswwme 3D-mopenu (Ux npolue
aHVMMPOBaTb Y MOBOPaYMBATh), HO COXPaHWTb Nockoe 2D-none 1 ero NPocTyro packaagky.

KoHdpaunkT: ecnm noctaButb 3D-mogens Ha 2D-none u cHMMaTtb eé OObIYHOW MPSIMOW KaMepow, ABUXeHne
«BrNybb» nons (B fJanbHve pAAbl) HUKAK He uMTaeTcd — MOJeb NPOCTO MOA3ET BBEPX MO 3KpaHy, Kak
Haksewnka.

2.2.2. PeweHue: BUpTYyanbHasa HakK/1IOHHasA Kamepa — TOJIbKO AJ19 NOBOpPOTa

MpoekT genaet aneraHTHbIA Tptok: - Mo3numa mogenn octaérca ctporo 2D — 3kpaHHas Touka rekca us
HexToWorld (LocalCenter B UnitStackView). - MoBopoOT BbluMcaseTca Tak, OyATO MOAenb CTOUT Ha
HaKJIOHHOW 3eMJjie, KOTOPYyH) CHMMaeT HaK/JOHHas Kamepa noj yrioMm ~25° 3710  penaer
BattleProjection.FacingRotation .

PesynbTaT: peanbHas kamepa — ob6bluyHas opTorpaduueckas, CMOTPUT MNPAMO; MOaAe — MAOCKOE; HO
NOBEPHYTbIe MOAENN CO34at0T YOeaANTeIbHYHO UAIFO3UIO, YTO OHM CTOSAT Ha yxoasLel Braybb cueHe. Vayuimin
B Aa/sbHWe psaabl 6oel, pa3sBopaumBaeTca, kak OyATo yaanaeTca OT Hac No HakioHHOMY noay. OTcroga «2.5D»:
PeHAep MAOCKWI, HO OlLylleHe OBBbEMHOE.



2.2.3. Nouyemy 370 AELLIEBO N HAAEXHO

* OpHa opTokamepa, nJiocKkas packyagka. He Hy>XKHO CTpouTb HacTosALLyto 3D-CueHy, paccTaBaAaTb MOAeNn
B 3D-npocTpaHcTBe, HacTpamBaTb NepcnekTuBy v rnybuHy. Bca packnagka nons — 2D- apudmetmka B
nuKCcensx.

* Tonbko NoBopoT. MeHseTcs eANHCTBEHHOE CBONCTBO — LlocalRotation KOpHs mogenw. Mo3uuus,
copTnpoBKa, Gpm3rka — BCE OCTaéTca nNpocTbiM 2D.

¢ HacrtpamBaemocTb. Yron viewPitchDegrees (25.06°) n nonpaBka modelYawOffset BblHEeCeHbI B

UnitViewSettings — BWA noAcTpavBaeTca nog Atobon apT 6e3 npaBku KOAa.

3710 06pa3LoBbI NPUMEpP reMAEB-MbIWIEHNA: AeLUEBbIA BU3yasibHbIW TPIOK BMECTO AOPOroro YecTHoro
pelweHus. Virpok BUAUT 06BbEM, a MOA KanoToM — NJockas ceTtka U ogHa popmMyna noBopoTa.

2.3. NMnockoe (cel / toon) ocBeweHne — wenaep Heroes/Flat

Yto6bl 3D-MoZenn He BbIMAAAENU Kak rasHuesBble PBR-06bekTbl M3 COBPEMEHHOW Urpbl, @ UUTaNUCL Kak
HapucoBaHHble crpaiTbl H3, Ha HWX BellaeTcs KaCTOMHbIA Weigep HeroesFlat.shader (Heroes/Flat).
Pa3bepém ero — 370 OTAMYHOE BBeAeHME B Wergepbl ana BiRP.

2.3.1. Uto Takoe cel-shading

Cel-shading (TyHapHOe 3aTeHeHWe) — TexHVKa, VUMUTUPYHOLLAS PUCOBAHHYH rpaduky: BMECTO MJaBHOMO
rpaAveHTa cBeTa Mo MOBEPXHOCTU OHa JaéT HeCKOJ/IbKO MJIOCKUX 30H (<CBETNO0» / «MONYTeHb» / «TeHb») C
pe3kMMU rpaHuLamn. Tak pucytoT B MyabTduabmax (cel = LennynonaHbii IUCT aHUMaLumn) 1 Tak BbIrAagenu
cnpantbl 90-x.

2.3.2. KnroueBasa cTpoka — KBaHTOBaHWe cBeTa B «MOAOCbI»
Cepaue wengepa — GpparMeHTHbIN Wenaep, rae anddy3Hbin cBeT pa3buBaeTcs Ha AUCKPETHBIE CTYMEHM:

float ndotl = saturate(dot(n, 1)); // cronero cBema nadaem (0..1), Knaccuueckuil nambepm
float bands = max(1.0, floor(_Bands)); // 4ucno nonoc (no ymonuaHuw 3)
float stepped = floor(ndotl * bands) / bands; // KBAHTOBAHUE: HenpepbtiBHoe - cmyneHu

O6blyHoe nambeptoBO OcBelleHMe AaéT ndotl — naaBHyt0 BennMUuHy oT O (TeHb) Ao 1 (NOAHBLIA CBET).
Ctpoka floor(ndotl #* bands) / bands okpyrnser eé BHW3 A0 Gamxanwen m3 bands cTyneHen. MNpwu
bands = 3 BeCb MJaBHbIA TPAaANEHT MPEBPALLAETCA B TPU MJIOCKME 30Hbl. IMeHHO 3TOT floor co3zaér

pe3skne «MynbTALllHbIE» TPAaHULblI CBE€Ta BMECTO M1aAKoro nepexoja.
2.3.3. Ténnbi cBeT / X0/104HasA TeHb U NIOCcKMin ambient
[Janblie 6aHAbl CMeLINBAtOT ABa LBeTa — XONOAHbIN OTTEHOK TEHW W LIBET UCTOUHMKA CBETa:

float3 lit = lerp(_ShadowTint.rgb, _LightColor®.rgb, stepped); // meHo>cBem no cmyneHsm
float3 ambient = unity_AmbientSky.rgb + _AmbientBoost; // nnocras nodcBemia
float3 color = albedo.rgb * (lit + ambient);

® _ShadowTint (MO YMONYAHWUIO XONOAHBIN CUHE-CepPbI) OKPaLLMBAET TEHEBbIE 30Hbl — TEHU He «4EPHbIe»,
a XXVMBOMWCHO-CMHEBATbIE, KaK Ha KapTWMHax. lerp Mno cTyneH4YaToMy stepped cCOXpaHseT peskue

rpaHuLbl.



® _AmbientBoost rapaHTUpyeT, 4TO TeHeBasa CTOPOHA He NPOBANNBAETCA B MOJIHYHO YEPHOTY — eLé oAuH
NPVEM «PUCOBAHHOCTUN».

2.3.4. ToNbKO rNaBHbIA CBET U OMNUMUOHAJbHBINA rim

Tags { "LightMode"="ForwardBase" } // monerKo oCHOBHOU HanpaBneHHbvili cBem

Ter ForwardBase O3HauyaeT, 4TO LWeWAep Y4MTbiBaeT TONIbKO F/IaBHbI HanpaB/IeHHbIA CBET CLEHb,
NUrHOPMPYA OCTasbHble. ITO AenaeT BuA npeackasyeMbiM U MIOCKUM He3aBWCKMMO OT TOTO, CKOJIbKO aMn Ha
CLeHe — KaK W AONXKHO BbITb Y «HapucoBaHHOW» Mozenn. OnumoHanbHbiv rim light (nogceetka cunyata no
Kpato) fAobaBasieT KOHTYp, HO MO YMOJAYaHWtO BbikAtoueH ( _RimColor c anbda 0). Ectb n _AlphaClip ans
Bblpe3aHua Npo3payHbIX YacTew.

WNtor: wenpep Heroes/Flat 3ameHsieT peanncTnuHblin PBR Ha pe3ko-baHAaaHHOe ocBelleHVe C TEM/bIM
CBETOM W XOJOAHOW TEHbID — MOZAENN HauMHarT UMUTaTbCA Kak KpalweHble GUrypku/cnparitbl, a He Kak
06bekTbl 13 coBpeMeHHoro 3D-aBwkka. Kak wergep ycTtpoeH Ha ypoBHe Unity (nmpoxogbl, CGPROGRAM,

cemMaHTuku) — B 3.6.

2.4. PeTtpo-nocrtobpabortka: nukcenmsauma + nocrepmsaumsa + naaurpa

[axe ¢ NIOCKMMK MOZENAMM U TeKCOBbIM MOJEM KapTWUHKa BCE elé «CavMwkoM uymuctas» ana 1999 roga.
®uHaNbHBIA WITPUX — NOCTO6paboTka Bcero Kaapa: nMkcenmsaumns (CHU3MTb pa3peLleHne) n nocTepmsanns
(orpannuntb nanntpy). Koa-opkectpatop — RetroImageEffect (1.12.2), uBeTOBYrO paboTy Aenaet wwenaep

RetroPost.shader . Pa3bepém 0be NoNoBMHbI Kak eNHYHO TEXHMKY.

2.4.1. Mukcennszauyma — «down-up» 6amTt

Mukcennsauuns penaetcs 6e3 wengepa, UMCTOM UrPOK € paspelueHnem (cMm. kog B 1.12.2): 1. Kagp oxumaetcs
(Graphics.Blit ) fo HuM3KOro paspelleHna — Hanpumep, 240 CcTpok Mo BbicOTe. 2. 3aTeM pacTArMBaeTcsa
obpaTHO Ha 3KpaH, HO C ToueuyHoW uiabTpaumen (FilterMode.Point ). Point-dunbTp He craaxwvsaert

MUKCENV NMPU YBENNUYEHUN — KAXKAbIA MaeHbKUIA MUKCENb NMPeBPALLAETCs B YETKUIN KPYMHbIN «610K».

Pe3ynbTaT — KpynHble, pe3kme MUKCeNW, Kak Ha HW3KOM paspelleHun CTaporo MOHMTopa. Yem MeHbLue
targetHeight, TeM «uyaHkOBee» KapTvHKka. ObpaTvTe BHUMaHWE: LWIMPUHA HU3KOro bydepa cumTtaetcs un3
COOTHOLUEHUA CTOPOH 3KpaHa, YTobbl KapTMHKa He 1cKaxkanach:

int lowW = Mathf.RoundToInt(lowH * ((float)source.width / source.height));

2.4.2. MNoctepusayma — KBaHTOBaHMe LiBeTa
LiBeToByto YacTb genaet wengep Hidden/Heroes/RetroPost Ha ¢uHanbHOM 6auTe. KntoueBas QyHKLMA:

fixed3 ApplyPosterize(fixed3 c, float levels)
{

if (levels = 1.0) return c;
return floor(c * levels + 0.5) / levels; // orpyansaem Kamdblll KaHan K 6nwkaduemy YpoBH

|_|OCTepI/13aLI,I/If-I COoKpallaeT UMC/10 BO3MOXKHbIX 3HaueHui Ka>A0ro LBeToBOro KaHana. I'Ipvl levels = 12

Kaxablh n3 R, G, B MoxeT npyHuMaTh avwb 12 3HaueHn BMecTo 256. MNnaBHble rpagneHTbl MpeBpaLLatoTca B



AVCKPeTHbIe NO0ChI LiBeTa — XapakTePHbIV BUA OrpaHUYeHHON Naantpbl ctapbix urp. ®opmyna floor(c *
levels + 0.5) / levels — 370 OKpyraeHwue Kk bamxaniemy n3 levels ypoBHeW (+0.5 AaéT okpyraeHune K
6avKalLIemy, a He BHK3).

2.4.3. dukcnpoBaHHasa naavTpa — npuenaska K LUT

OnumnoHanbHO MOXHO MOWTU Aasiblue Y MPUBA3aTh KaXKAbIWN NUKCeb K 6avkailuemy LBeTy U3 3afaHHOMN
nanauTpbl (Hanpumep, TOYHOW NannTpbl H3):

fixed3 ApplyPalette(fixed3 c)

{
float best = 1e9; fixed3 bestColor = c;
[loop]
for (int idx = 0; idx < 256; idx++)
{
if (idx = count) break;
float u = (ddx + 0.5) / _PaletteSize;
fixed3 p = tex2D(_PaletteTex, float2(u, 0.5)).rgb; // uBem u3 nanumpbsi—meKcmypbi
float d = dot(c - p, ¢ - p); // KBadpam paccmosiHus 6 RGB
if (d < best) { best = d; bestColor = p; } // 6awkadiwud
}
return bestColor;
}

ManuTtpa xpaHuTca Kak 1-nukcenbHas no BbicoTe Tekctypa (LUT, look-up table), uBeta nexart cnesa
Hanpago. [ KaXAoro nukcens Wengep nepebupaet naautpy v HaxoanT 6AvdKaMWNA LBET MO EBKIUAOBY
paccTosiHnio B RGB. 310 faéT MCTUHHO PUKCMPOBaHHYIO NaUTPY — KapTMHKaA UCMNO/b3yeT POBHO Te LiBETA,
YTO 3afaHbl, U HuUkakue gpyrne. [loop] w orpaHu4yeHve < 256 — TpeboBaHMA Ge3onacHOCTM Lwelgepa

(AMHamMmnyeckme LMKbI B LUeAepax OrpaHNUYmnBaoT CBEPXY).
2.4.4. NMopapok onepaunii n pasgeneHune Tpyaa

B Lue|7|p,epe onepauunn nayt B OCMbICNI€EHHOM NOpALKe:

col.rgb = pow(saturate(col.rgb), _Gamma); // 1. 2amma

float luma = dot(col.rgb, float3(0.299,0.587,0.114)); // 2. saprocme (Beca Bocnpusmus)
col.rgb = lerp(luma.xxx, col.rgb, _Saturation); V/4 HaceolyeHHoCMme

col.rgb = ApplyPosterize(col.rgb, _Levels); // 3. nocmepu3ayus

if (_UsePalette > 0.5) col.rgb = ApplyPalette(...); // 4. nanumpa

CHavana raMMa WM HacblLLEeHHOCTb POPMUPYIOT LIBETOBOW TOH (HacbilweHHOCTb 1.15 genaeT KapTUHKY 4yTb
COYHee, KaK B CTapblX Urpax), NoTom kBaHToBaHue. KoadpduumeHTbl 0.299/0.587/0.114 — 3TO CTaHAAPTHbIE
BeCa BOCMPUATUA APKOCTL (TN1a3 YyBCTBUTENbHEE K 3e1IEHOMY).

BaxxHoe apxuTekTypHOe pelueHue: nukceamsaumsa genaerca B C# (Mrpa c paspelleHmem), a UBeT — B
wengepe. OHY KOMNO3MPYHOTCA YMCTO: LEAEP TPOraeT TONbKO LBET Y MOTOMY «HE MeLlaeT» MuKCeam3auum.
PasgeneHne «reometpua 3ddekta — B KoAe, LBeT — B LWwengepe» genaetr obe 4yacTM NpoCTbIMU W©
nepencnonb3yemMbIMU.

2.5. MNowarosasa («stop-motion») aHnmauuns

Elwé oanH cnon petpo-aocTtoBepHOCTM — HU3KMM FPS aHnmaumm. Kog ( SteppedAnimator ) Mbl pa3obpann B
1.12.1; 34ecb — Npo BU3yasibHbIA CMbIC/I.



Cnpantbl H3 aHMMuMpoBanncb HEGONBLWNM YMCAOM KaapoB (Mopsaka 8-12 B cekyHAy), MO3TOMY ABWXEHMSA
«lWénkanv» nosamu, a He Tekan nnaBHO. COBpeMeHHbIM Animator MO yMOAYaHWIO WHTEPNOAMPYeT Mo3y
KaXXAbIW OTPUCOBaHHbIV Kaap (60+ FPS) — aBMXKEHWE CANLLIKOM TN1afKoe, «CIUWKOM 3D,

SteppedAnimator BO3BpalllaeT pPeTpoO-OLLyLIeHWE: OH 3aMOpaXKuBaeT Mo3y MexXAy waramn 1/targetFps
CeKyHJ 1 MpOABUraeT aHMMaTop TONbKO Ha rpaHuuax wara. Mpu targetFps = 10 mogenb MeHseT nosy 10
pa3 B CeKyHly — POBHO TOT «MOKajpoOBbI» BWA CTapblx cnpawToB. HacTpoika animationFps B
UnitViewSettings (2-30) no3BONAET KPYTUTb «CTEMEHb PETPO». HUXEe — bosiee AEPraHHO W OJACKYJ/IBHO,
BbllLe — MJiaBHee.

Kpacota npuéma — B HeMHBa3MBHOCTU: OH paboTaeT ¢ Ntob6bIM roToBbiM 3D-aHMMATOPOM M KAUMOM, He
Tpebysa HV NepepucoBKMN aHNUMaLMK, HX CNeLnanbHbIX acceToB. [POCTO HaBelMBaeTCAa Ha 06beKT U «MOPTUT»
NNaBHOCTb POBHO TaK, Kak HY>XHO A/ CTUAS.

2.6. KoMno3uTuHr kKamepbl KOHUTOB Yepe3 RenderTexture

TexHuka (UnitCameraCompositor, kog B 1.12.3) oTBeuaeT Ha BOMPOC «KaK MPUMEHUTb peTpo- 3¢ deKT
nm3buparenbHO» — Harnpumep, Toabko K 3D-toHUTaM, He Tporas 2D-GoH (MM HaobopoT, MPUMEHSA K HUM
pa3Hble HaCTPOWKM).

BusyanbHas 3agauya: HOHWUTBL U Moje — 3TO pasHble «Mupbl» (3D-mogenn u 2D-cnpaliTbl), U UM MOXET
TpeboBaTtbcs pa3Has obpaboTka. Ho B BiRP kamepbl, pucytolime B 3kpaH, AensTt obwmnin bydep, n noct-adpdext
BTOPOW Kamepbl LienaseT BCE.

PeweHre — 3akagapoBbIii peHAep: Kamepa HOHUTOB PUCYeT B CBOK RenderTexture (He B 3KpaH), 0unLLaschb
B Mpo3pauHblii GoH. PeTpo-3ddekT oTpabaTtbiBaeT Ha 3Ttoih RT — TO ecTb To/NbKO Ha toHuTax. 3atem RT
KNaZEtcs MONHO3KPAHHOW KapTUHKOM MOBEPX CLieHbl, M CKBO3b €& mnpo3payvHble 0bnactv BuAEH QOH,
HapWCOBaHHbIA Apyroi kamepoi. MTor: ABa cnos obpabaTtbiBatOTCA HE3ABUCUMO M YMUCTO KOMMOHYHOTCA. 3TO
Knaccuyeckmim npuém «render-to-texture + composite», 1 OH NoAPO6HO pa3obpaH c ToukM 3peHns Unity B
3.7.

2.7. Mpo3payHOCTb MO KJOUEeBOMY LBeTy — wengep ColorKeySprite

ColorKeySprite.shader (Custom/ColorKeySprite) — CnpanTOBbIN Liengep, Aenatolmnin Npo3pauHbIMm

MMKCenn 3aZlaHHOro KJ/IloUeBOoro LBeta. JTo LMdpoBOW aHanor «3e1EHOro 3KkpaHa» (chroma key).

fixedd frag(v2f IN) : SV_Target

{
fixedd tex = SampleSpriteTexture(IN.texcoord) * IN.color;
float dist = distance(tex.rgb, _KeyColor.rgb); // 6nu3zocmeb K Knl4y
float mask = smoothstep(_Threshold, _Threshold + _Softness, dist);
tex.a *= mask; // nukcenu 6nU3KO K KNOUY > Npo3paqHbie
tex.rgb *= tex.a; // premultiplied alpha
return tex;
}

Kak paboTtaeT: Ans KaxZoro nukcens cyMTaeTcs paccTosiHMe ero LBeTa Ao kiatoveBoro ( _KeyColor, mo
YMOJIYaHWIO NypnypHbIA 1,0,1). Ecam nukcenb 6an3ok K katody (dist man), smoothstep AaéT Macky OkKoio
0 — nuKcenb CTaHOBUTCA Mpo3payHbiM. _Threshold 3aszaér nopor cpabaTbiBaHUs, _Softness — MArKOCTb
Kpas (Na1aBHbIA Nepexos BMeCTo peskoro).



3ayem 3TO HYXXHO: CTapble CrpanTbl YacTO XPaHAT «MyCTOTy» He MPO3PAYHOCTbIO, @ CMJ/IOWHbIM KIOYEBbLIM
uBetoM (cyan/magenta). Takoi wergep No3BOAAET MUCMOAb30BaTh NMOAOOHbIE acceTbl HaNpPAMyto — «hOH»
crnpanTa Bblpe3aeTcs Ha sieTy, 6e3 pyyHoOro pesakTMpoBaHusa anbdpa-kaHana. Obpatnte BHUMaHWe Ha CBA3b C
ObstacleDefinitionEditor (1.13.3): Tam nukcenn uBeta OOFFFF TOXe TPaKTYHOTCA KakK «MyCcTO» — TOT Xe
MPVHLMN KNHOYEBOrO LiBETa, HO A/ pacyéta 3a610KNPOBaHHbIX FeKCOB.

Ctpoka tex.rgb *= tex.a — 370 premultiplied alpha (npegymHoxeHHaa npo3payvyHOCTb), cornacoBaHHas ¢
pexXnMoM cMelumBaHus Blend One OneMinusSrcAlpha B Wweigepe. OTO KOPPEKTHbIM CNOCO6 CMeLnBaHWs
NoNynpo3payHbiX Kpaée 6e3 TEMHOWN KalrMbl.

2.8. Mopsapok orpucoBku: sorting order n render queue

Korga Ha 3kpaHe cnoun (GOH, rekcbl, NPensaTcTBMA, MOAEAW, MOANUCK, NMOACBETKM), KPUTUYHO, YTO pUcyeTca
noBepx yero. [1poeKT akkypaTHO ynpaBAsfeT 3TUM ABYMSA MeXaHV3MaMMU.

2.8.1. sortingOrder — ana 2D n BHyTpu cnoés

[na cnpantoB 1 peHAepepoB MCNoab3yetca sortingOrder — Lienoe Yncio, rae 6oblue = pUCyeTcs No3xe
(noBepx). B koge pacctaBneHa YéTkaa nepapxus:

backgroundSortingOrder =
hexSortingOrder =
obstacleSortingOrder

// toH — B camom HU3y
// rekcobl noBepx (oHa
// npenaTcTBMA NOBepX FeKCoB
highlightSortingOrder = // nopcBeTKM Ha YpoOBHe MpenaTcTBUM
unitSortingOrder 3 // wHUTH moBepx BCero
MapKep akTMBHocTM: unitSortingOrder - 1 (noa wHWUTOM)
noanucb 4ucna: unitSortingOrder + 2 (Hap wHMTOM)

1
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Tak KaXAbl1 BM3yasibHbIN CNON 3HaeT cBOE MecTo: GOH BHU3Y, OOl HaBepxy, MNOAMUCb UMCAEHHOCTN —
nosepx 6oKLa, Mapkep «MOW XOof» — NoA HWM. Bc& 3To 3asaéTca umcnamm B MHCMEKTOpe U Jerko
nepeHacTpamnBaeTcs.

2.8.2. renderQueue — uT06bI 3D-MOAENN pHUcoBanucb noBepx 2D-cnpaniToB

Ectb ToHKOCTb: 2D-cnpantbl 1 Henpo3pauyHas 3D-reomeTpus COpTUPYHOTCA MO-pasHOMy (crpaviTbl — Mo
sortingOrder , Henpo3pauHble MoZenn — Mo raybuHe/ouepesn Matepuana). Ytobel rapaHTMpoBaTh, YTO
Henpo3payHble MOAeNW NAryT MOBepX crpanTos nons, UnitStackView.ApplyRenderOrder nepeonpegenset

renderQueue MaTepwranoB MOAENN:

if (_settings.overrideRenderQueue)
foreach (var material in renderer.materials)
material.renderQueue = _settings.renderQueue; // 3100 — uyme Bbiwe ouepedu cnpaimo8 (3000

4 G >

B Unity ouepeab 3000 — 370 «Transparent» (rge pucytotca cnpaintel). CTaBs mogensm 3100, Mbl FOBOPUM
JABUXKKY pVCOBaTh MX MOC/e CNpanToB, TO ecTb nosepx. [1oc Mogenn Gusnyeckn CABUHYTbI K Kamepe no Z
(modelDepth = -0.5). KombuHauus «render queue + Z-casur + sorting order» HagéxXHo Knagér 6onuos
MoBepX NJI0CKOro Nos.

JTO TOHKWWA, HO BaXHbIN MOMEHT: cMelwleHne 2D n 3D B oaHOW cueHe TpebyeT py4yHOro cornacoBaHuA
nopsAka OTPUCOBKW, MHaYe MOAENN «TOHYT» B CripanTax uam mepuatoT. [poekT peLuaeT 37O ABHO.



2.9. Cny)xebHas rpadpuka 6e3 acceToB

Hebonblias, HO npuATHaA TexHMKa: MOACBETKW, MapKepbl M nNoAnUCK co3paloTca B kope, 6es
XyAO>)KecTBEHHbIX acceToB. Mbl yxxe sugenn 3to B 1.9.7 n 1.11.3.

* TopacBeTKM KNETOK (CYHMe/KpacHble) 1 MapKep aKTUBHOCTU (KENTbIN KBajpaT) — 3TO CrpawThl,
CreHepupPOBaHHbIE N3 BCTPOEHHOW Texture2D.whiteTexture uyepe3 Sprite.Create, a 3aTemMm

MOKpaLLIEeHHbIE HYXHbIM LBETOM 4Yepe3 SpriteRenderer.color .

* MNoanucb uncneHHoctn — legacy TextMesh CO BCTPOEHHbIM LPUPTOM

Resources.GetBuiltinResource<Font>("LegacyRuntime.ttf") .

3auem Tak? CnyxebHaa rpaduka (MHAMKATOPbI, MOACBETKM) He TpebyeT yHMKanbHOro apTa — KBagpart
HY>KHOTO LiBeTa peLuaeT 3agavy. leHepupys eé B koge, NpoekT: (1) He NAoOAUT MesnKune acceTbl; (2) AenaeT uBeT
MONHOCTbIO HacTpavMBaeMblM W3 WHCMekTopa; (3) ocTaércs camogocTaTouHbiM. CnpanTbl  K3WMPYHOTCA
cTaTnyeckn (Co3gatoTca OAMH pas) M nomMeyatoTcd HideFlags.DontSave, 4Tobbl He 3acopATb CLEHY M He
COXPaHATLCA B acCeTbl.

Wtor Yactn 2. Petpo-Bua H3 B npoekTe — 370 He OAMH 3hdeKT, a cTeK corlacoBaHHbIX TEXHUK: reKCOBOe
nose 3afaét Komnosmumio, ncesfo-3D faéT 06BEMHbIX HGOMLOB Ha MJIOCKOW ceTke, cel-wengep aenaet
MOZENN «HapPWUCOBaHHbIMW», MUKCENM3aUMsa W noctepmsaums orpybasatot kagp Ao Buga 90-x, stepped-
aHVMMaUuus BO3BpaLLaeT «LUIEKatoLlee» ABUXKEHME CMPANTOB, @ KOMMO3UTUHT KaMepbl NMO3BOSET NPUMEHSATb
apdekTbl n3bupatensHo. Kaxaas TexHMKa Npocta No OTAENbHOCTW; BMECTe OHUW CKIAaAbIBatOTCS B Lie/bHbIN
y3HaBaeMbll 06pas. Ternepb pazbepémM NMHIXKeHepPHbI pyHAAMEHT — 3a CUET Kaknx Bo3MoxkHocTen Unity Bcé
37O BOOOLEe paboTaer.



YacTtb 3. 3a cuéT uero 31o paboraert B Unity

Yacth 1 1 2 06bACHANM UTO M KaK BbIMAAUT. 3Ta YacTb — MNpo ¢pyHAAMEHT: KOHKPEeTHble BO3MOXHOCTM
aBmxkka Unity, Ha koTopbix BCé aepxutcs. Mbl 6epém KaxXAbll MexaHu3M, OOBACHAEM €ero «C Hyas» u
nokasblBaeM, rAe MMEHHO B HalleM MPOeKTe OH MCMOAb3yeTcA. DTO CBA3bIBaeT abcTpakTHoe 3HaHue Unity ¢
>KNBbIM KOAOM.

3.1. XKu3HeHHbIN unkn MonoBehaviour

3.1.1. Y10 37O 1 3auem

MonoBehaviour — 6a30BbIil Knacc 0HOro ckpUNTa-KoMmnoHeHTa. Ero ocobeHHocTh: Unity cama Bbi3biBaeT y
Hero creuyvanbHble MeToAbl B ONpeAenéHHble MOMEHTbI («COBBITUA XM3HEHHOTO LMKNa»). Bbl He Bbi3biBaeTe
Update BpYyYHyrO — ABWXOK JenaeT 3TO KaXAblA Kagp. 1o Mogenb inversion of control (MHBepcus

yrpaB/eHNs): He Balll KOZ 30BET ABUXOK, a ABMXOK 30BET Balll KOA,

3.1.2. KntoueBble co6bITUA U TAe OHU B NpoeKTe

MeTop Korpa Bbi3biBaeTca Mpumep B NnpoekTe

Awake Mpwu co3gaHnm 0bbekTa, 4O Start SteppedAnimator.Awake — oTkaroyaeTr Animator
OnEnable [Mpv BKNOYEHMM KOMMOHEHTa RetroImageEffect.OnEnable — co3gaért matepwuan
Start Mepes nepBbIM Kagpom PongGame.Start — uHUUMannsaumna mava/cuéra

Update Kaxxabiii kagp PongGame.Update , SteppedAnimator.Update
OnRenderImage Mocne peHpepa Kamepsbl RetroImageEffect.OnRenderImage

OnDestroy Mpwn yHnuTOXEHMM UnitStackView.OnDestroy — OTNMCKa OT COOLITUN
OnDisable Mpw BbIKAOYEHWN UnitCameraCompositor.OnDisable — ocBoboxzeHune RT
OnGUI Kaxgpin kagp GUI BattleController.0OnGUI — HUD

OnDrawGizmos B Scene View (pesgaktop) BattlefieldView.OnDrawGizmos — rM3mMo CeTKu

Mopapok BaxkeH. Hanpumep, SteppedAnimator.Awake oOTk/AtOYaeT Animator Ao nepBoro Update , 4TOGbI
Unity He ycnena o6HOBUTL ero aBToMatnyeckn. A OnEnable / OnDisable Mcnonb3yroTCsA Napamu Ana 3axeata/
ocBOBOXAEHMS pecypcoB (MaTepuana, RenderTexture ).

3.1.3. Time.deltaTime — aBM>KeHue, He3aBncumoe ot FPS

B Update Bpems MeXay KagpamMy HEMNOCTOSHHO. YToObl ABWMXKEHME LWAO C OAUHAKOBON CKOPOCTbIO
He3aBMCMMO OT YacTOTbl KaApOB, BCE YMHOXaeTca Ha Time.deltaTime (CeKyHAbl C MPOLLIOTO Kagpa):

// PongGame: msu dBuwemcs Ha "cropocme x Bpemsa", a He "cKopocme x Kkadp"

newPosition = _ball.position + (Vector3)(_ballDirection * _ballSpeed * Time.deltaTime);

// UnitStackView: modene crone3um c yuémom deltaTime

transform.localPosition = Vector3.MoveTowards(transform.localPosition, target, moveSpeed * Time.de

K] >



be3s deltaTime wurpa Ha 120 FPS wna 66l BABOE GbicTpee, ueM Ha 60. OTO ofHa U3 NepPBbIX BELLEN, KOTOPYHD
JO/KEH YCBOUTL Kaxabli Unity-pa3paboTumnk, 1 NpoekT NpYMeHseT eé Be3je, rae UYTO-TO ABUXKETCS.

3.1.4. [ExecuteAlways] — >U3Hb B pejakrope

O6bl4yHO MonoBehaviour «KWBET» ToNbKO B Play Mode. ATpnbyT [ExecuteAlways] 3acTaBaseT ero cobbitua
pabotate u B Edit Mode. B npoekte uM nomeueHbl BattlefieldView, RetroImageEffect,
UnitCameraCompositor — u4TOObl Au3aiHep Buaen none n 3ddekTol 6e3 3anycka Urpbl. ITO KAHOY K
WHCTPYMEHTaM «MpeanpocMoTpa B pesakTope.

Mpoune nonesHble atpmbyTtbl B npoekTe: [RequireComponent(typeof(Camera))] (rapaHTMpyeT Hanuuuve
3aBUCUMOrO KOMMOHEHTA), [DisallowMultipleComponent] (Henb3A HaBeCUTb ABaXabl),
[AddComponentMenu( ... )1 (nyHkT B meHto Add Component).

3.2. KopyTuHbI Kak MallMHa BpeMeHU UFrPoBOro LKA

3.2.1. NMpobnema, KOTOPYIO peLLatoT KOPYTUHbI

MowwaroBblli 60N pacTAHYT BO BPEMEHU: «aKTUBUPYW CTeK — XAW KAWKa Urpoka — ABuraii Mogenb 1 cekyHay
- 3KAW KOHUa aHuMauuu — HaHecu ypoH». HammcaTb 3TO OObIYHOW OyHKUMEN Henb3s — yHKLMSA
BbINONHAETCA LIENIMKOM 3a OAMH KaAp W He ymeeT «KaaTb». A CTaBUTb Thread.Sleep cCmepTeNbHO —

3aMOpO3WTCA BCA Mrpa.

KopyTuHa peluaet 310 OHa yMeeT MPUOCTAaHOBMUTBLCA ¥ MPOAO/DKUTL B C/eAyloweM Kaape (v nocne
yCnoBus), He 610KMpPYs ABUXKOK.

3.2.2. Kak 3TO yCTpOEeHO TeXHNYEeCKU
KopytnHa — 370 MeToz, BO3BpaLatowmin IEnumerator , C MHCTPYKUMAMK yield return :

private IEnumerator TakeTurn(UnitStack stack) // BozBpawaem IEnumerator
{
// ... nodz2omoBra
while (!actionChosen && !skip)
{
// npoBepume 6800
yield return null; // € [MAY3A 0o cnedywyez2o0 Kadpa
}
stack.StartMove(path);
vield return new WaitUntil(() = stack.State = UnitStackState.Moving); // ¢ wdame ycnoBue

3anyckaetca 4yepe3 StartCoroutine(TakeTurn(stack)) . Unity kaxablh Kagap «AEpraeT» KOPYTUHY JO
cnepyrowero yield return . Pa3Hble yield o3HauvaroT pasHoe oXuaaHwue:

yield return ... 3HaueHue

null NPOAOIXUTL B CAeAyrOLLLeM Kajpe
new WaitUntil(() = cond) XAaTb, Moka cond He CcTaHeT true
new WaitForSeconds(t) XJAaTb t CekyHA

Apyras KopyTuHa XAaTb €€ 3aBepLUeHNS



3.2.3. Bnio>keHHble KOPYTUHBbI — KakK BblpaXkaeTcs Becb 6on

[eHManbHOCTb NOAXOAA — BO BJIOXKEHHOCTU. BattleRoutine pgenaer yield return TakeTurn(stack) —wn
XAET 3aBeplleHns xoda. TakeTurn penaet yield return AnimateMove() uepe3 WaitUntil. Tak
MHOTOCEKYHAHbIN, MHOTOKaApOBbIA OOV MULIETCA JIMHEMHbIM KOZLOM, KOTOPbIVA UMTAETCs CBEPXY BHW3, Kak
0b6blYHas npoueaypa:

// BattleRoutine — uumaemcsi Kak npocmoll cyeHapuil, xomsi MsHemcsi decsamKu CeKyHO
while (BothSidesAlive())

{
_round+t;
foreach (var stack in BuildTurnOrder())
vield return TakeTurn(stack); // Kaxdulli X090 — NONHOYeHHAs nodnpozpamma
}

Be3 kopyTMH npuwnocb 6bl BPYYHYHO TFOPOAWTHL KOHEUHbI aBTOMAaT «B KakOM Mbl ceryac Lare 60s»,
pa3bpocaHHbln Mo Update . KOpyTWHbLI CBOpauMBarOT 3TO B €CTECTBEHHbIM MOCAeA0BaTesbHbIN KoA. OT0 —

rNaBHbIA MeXaHW3M, Ha KOTOPOM AepP>KUTCA BeChb ABUXKOK XOA40B BattleController .

UnitStackView TOXe BeCb Ha KOpyTuHax: AnimateMove, AnimateAttack, Lerp — KaXgjad njiaBHO MeHAET
no3nuuio No Kagpam yepes yield return null.

3.3. ScriptableObject : AaHHbIE, KOTOpPbIE XXUBYT BHE CLL€HbI

3.3.1. Cytb

ScriptableObject (SO) — 3TO 06beEKT-AaHHblE, COXpaHAeMbI Kak acceT-dpann ( .asset ) B NpoekTe, a He
Kak 4YacTb cueHbl. OH cepuanmayetcs Unity, nokasbiBaeTcsa WU NPaBUTCA B MHCMEKTOPE, HO He MPUBSA3aH HU K
KakoMy GameObject .

B npoekte Ha SO nocTpoeH BeCb «KOHTEeHT» UnitDefinition (cywiectBa), ObstacleDefinition
(npenaTtctBuA), ObstacleDatabase (katanor). KOHKpeTHble acceTbl nexat B Assets/Data/ (Zombie.asset,

Obstacle*.asset, ObstacleDatabase.asset).
3.3.2. 3auem 370 nyuyuie, yem MonoBehaviour Ha cueHe

* EAMHDbIA UCTOYHUK UCTUHBIL. OAVH Zombie.asset onucbiBaeT 30Mbu 418 BCel urpel. [paBka B HEM
BMAHa BE3/€, A€ Ha HEero ccblnatoTcs. He Hy>kHO ay6ampoBaTh LMdpbl MO CLieHaM.

* PaspeneHue Tpyaa. [lnsariHep npaBuT .asset B MHCMEKTOPe, MPOrpaMMUCT YMTaeT NOASA U3 KOAa — He

MeLlas apyr Apyry.
* He rpysur cueHy. [laHHble He «BUCAT» Ha 06bekTax CLeHbI, CLieHa OCTaéTCs NErKow.

b HEPEMCHOIII:BOBaHMe. Ha oauH accet ccbinarotca MHOro ArmySlot , MHOro 60oés..

3.3.3. [CreateAssetMenu] u co3aaHue acceToB

ATpubyt [CreateAssetMenu(menuName = "Heroes/Battle/Unit", fileName = "Unit")] pob6aBnser nyHKT
B MeHI Assets » Create = Heroes - Battle = Unit. [u3aiiHep NpaBbiM KJWKOM CO3JaéT HOBYHO
«KapTouky». be3 koga. 910 u ectb data-driven design — wurpa ynpaBaseTcA JAaHHbIMYM, KOTOpble
pefakTUPYoTCA BU3YyasibHO.



3.3.4. Cepunanusauma: [SerializeField], [Serializable], aTpubyTbl MHCNEKTOPa

MexaHu3m cepuanmsaunm Unity npoHM3bIBaeT NPOEKT:

® [SerializeField] private ArmySlot[] slots (B Army ) — nosie npuBaTHOe (MHKancyaaums), Ho Unity
€ro CoxpaHseT 1 NoKasbiBaeT B MHcNekTope. Knaccnuecknin npuném: «private ans koga, BUANMbIN ANs
pesakTopa».

¢ [Serializable] struct ArmySlot / class UnitViewSettings — nomeuaeT co6CTBEHHbIe TUMbl KaK
cepvianunsyemblie, UTOHbI OHM OTOBPaAXKAINCh B MHCMEKTOPE KaK BIOXKEHHbIE H10KM Nosen.

* ATtpubyTtbl Bannpaumn/opopmnenma: [Min(0)], [Range(1,2)], [Header("Stats")],
[Tooltip(" ... ")] — penaroT MHCMEKTOP YAOOHbBIM 1 3alMLLAL0T AaHHbIe OT HEBEPHOro BBOAA MPSMO B
peaakTope.

MNMoHWMaHwWe Toro, uTo 1 Kak Unity cepnanmnsyet, KpUTUYHO: UIMEHHO OHO OMpeAenseT, YTO AM3aHep YBUAUT U
CMOXET HacTpouTb. [POEKT NCNoNb3yeT 3TV aTpUbyThbl BAYMUMBO M MOBCEMECTHO.

3.4. Cnpantbl, SpriteRenderer wm pixels-per-unit

3.4.1. Cnpauit u ero peHaepep

Sprite — 2D-u3obpaxkeHne (Kycok TeKCTypbl) C MeTajaHHbIMU (MPAMOYroNbHUK B atnace, nusoT, PPU).
SpriteRenderer — KOMMOHEHT, PUCYHOLLNI CpalT Ha cueHe. B npoekte SpriteRenderer uncnosb3yetcs
4na OHa, rekcoB, NPensATCTBUN, MOACBETOK, MapKepOoB.

3.4.2. Pixels Per Unit (PPU) — mocT «nukcenn < munp»

Camoe BaxHoe noHsTve 2D B Unity — PPU: ckonbko nukcenen cnpanta NPUXOAUTCS Ha OAHY MUPOBYHO
eanHunuy. Mpu PPU = 64 cnpaiT wupuHon 64 px 3aiMET poBHO 1 tOHWT. Becb pacuét packnagku nons
nocTtpoeH Bokpyr PPU:

// BattlefieldConfig: amanoH

public const int ReferencePixelsPerUnit = 64;

// BattlefieldView.HexTolorld: nuikcenu - Mup deneHuem Ha PPU
return new Vector3(px / ppu, py / ppu, 0f);

MpoekT paboTaeT B NUKCE/IbHOM NPOCTPaHCTBe (Laru rekcos 44/32/22 px), a B caMoM KoHLe aennt Ha PPU,
noslyyas MMpPOBble KOOPAMHATbLI. TO YA0OHO: XyAOXKHUK MbICAUT MUKCENAMMU, a ABUXKOK — toHUTamu, n PPU
nUx cBsi3blBaeT. BattlefieldView gaxe ymeeT HopManu3zoBatb Macwtab doHa nog ueneson PPU

He3aBMCMMO OT TOro, ¢ kakmMm PPU nmnopTmpoBaH cnpanT ( normalizeBackgroundScale ).

3.4.3. FilterMode — Kak MacwTabupyetcs TekcTypa

MapameTp dunbTpaLmm TEKCTYpbl PeLUaeT, Kak OHa BbITASAUT Npu yBeanyeHuu: - FilterMode.Point — 6e3
CrNaXuBaHUA, YETKME NUKCeNn (Hy>XeH Aaa nukcenb-apTa u nukcenmsaumm). - FilterMode.Bilinear —
CrnaxkviBaHue (Mfarkas KapTuHKa).

RetroImageEffect sBHO cTaBUT LlowRes.filterMode = FilterMode.Point nepes upscale-6avtom —
MMEHHO 3TO JenaeT nukcenn KpynHbeiMu 1 peskumn (cMm. 2.4.1). be3 Point-dunbTpa nukcennsauyma
«pa3maszanacb» bbl.



3.4.4. Co3pgaHue cnpanToB B koge: Sprite.Create

Cnpant He o6#a3aH ObITb MMMOPTUPOBAHHLIM acceToM. Sprite.Create(texture, rect, pivot, ppu)
CO34a€T ero NpAmMo B Koge. [poekT reHepupyeT Tak NOACBETKN 1 MapKepbl U3 Texture2D.whiteTexture (cm.
2.9). 3pecb PPU B Sprite.Create 3aaéT MMpOBOW pa3mep cnpanTta: texture.width / 0.6f nogobpaHo
TaK, YTO6bl KBaApaT NOACBETKM OblN HYXXHOrO pa3mMepa OTHOCUTENbHO rekca.

3.5. Oprorpadumueckas kKamepa U MMPOBbIE KOOPAUHATbI

3.5.1. Opto vs nepcnekTuBa

Oprorpaduueckana kamepa npoeuupyeT cueHy 6e3 nepcneKkTMBbL: Janékne obbekTbl He YMEeHbLUAroTCH,
napanfenbHble NMHUN OCTAoTCA NapanfefbHbIMWU. ITO CTaHAapT Ana 2D-urp v naeanbHO NOAXOAUT Hallemy
nnockomy noato. (MepcnekTnBHas kamepa, HAOHOPOT, JAET CXOXAEHME TMHUA N YMEHbLUEHWE C PAaCCTOAHNEM
— anda 3D-mupos.)

VIMeHHO opTokamepa AenaeT BO3MOXHbIM Tptok 2.5D (2.2): none cHumaetca «B n106» 6e3 nepcrnekTUBHbIX
NCKaXXeHWI, a 06bEM CO3AaETCA TOIbKO NOBOPOTaMUN MOAENEN.

3.5.2. NpeobpazoBaHusa KOOpAMHAT

I'IpoeKT aKTBHO NnepeBoanT KOOPAMHATbI MeXAy TpeMAa CucTeMaMin: 3KpaH (nnkcenn), MUp (FOHWTBI), NOKa/b
obbekTa. Knrouesble BbI30BbI:

// BattleController: wnur moiu (3KpaH) - mup

Vector3 world = cam.ScreenToWorldPoint(Input.mousePosition);

// = noraneHoie KoopduHamsl nons (yuumsiBaem ez2o0 Transform)

Vector3 local = battlefield.transform.InverseTransformPoint(new Vector3(world.x, world.y, 0f));
// PongGame: no3uyus meiuu - mMup Ons ynpaBneHus paremrod

Vector3 mouseWorld = _camera.ScreenToWorldPoint(mouseScreen);

® ScreenTolWlorldPoint — M3 3KpaHHbIX MUKCENEN B MUPOBbIE KOOPANHATLI (paboTaeT baarogaps
opToKamepe; 418 NEePCNEKTUBHOM HY>Ha eLué rnybuHa z ).

® InverseTransformPoint — V3 MUPOBbIX KOOPAWHAT B JIOKaJbHbIE KOOPAMHATbI 06bekTa. HyxkeH
MOTOMY, YTO CaMO MoJie MOXET ObITb CABUHYTO/MOBEPHYTO Yepe3 cBOW Transform — BCE reKchbl
CYUMTAROTCA OTHOCUTE/IBHO HEro.

MoHWMaHMe 3TUX TPEX CUCTEM KOOPAMHAT 1 NepexoAoB MexXay HUMW — 6a30BbIv HaBbIK. [1poekT nokasbiBaeT
nx «B HorO»: NepeBoy kavka B rekc (1.9.6) n ynpasneHuve pakeTkon B Pong.

3.6. Built-in Render Pipeline, OnRenderImage u Graphics.Blit

3.6.1. Kakon KoHBeNep N NoYeMy 3TO BaXKHO

MpoekT ncnonb3yet Built-in Render Pipeline (BiRP) — «knaccnueckuin» koHseriep Unity (He URP, He HDRP).
37O BMAHO MO KOAY: NMocT-3pdekThl yepe3 OnRenderImage , Wengepbl ¢ Terom LightMode = ForwardBase,
#pragma multi_compile_fwdbase , BkAtOYeHUss UnityCG.cginc . Bcé 310 — mamombl umeHHo BiRP. B URP
noct-obpabotka u wengepbl ycTpoeHbl nHade (Volume, Render Features, Shader Graph/HLSL). Mo3stomy
BaXKHO 3HaTb: 3TOT NpoeKT — nog, BiRP.



3.6.2. OnRenderImage — nepexsart Kagpa
B BiRP noct-adpdekt — 370 meToz MonoBehaviour Ha kamepe:

private void OnRenderImage(RenderTexture source, RenderTexture destination)

Unity BbI3biBaeT ero nocsae Toro, kak kamMepa OTpUCOBasa CLEHy: source — roTOBbI Kagp, destination —
KyZa MONOXWTb pe3ysbTaT (06blYHO 3KpaH). BHyTpu Bbl 0bpabaTbiBaeTe source M nuweTte B destination .
Tak paboTaeT RetroImageEffect (cm. 1.12.2, 2.4).

3.6.3. Graphics.Blit — konupoBaHue c 0bpaboTkom

Graphics.Blit(src, dst, material) konupyet TekcTypy src B dst, NPOroHAs KaXAbl NUKCeNb yepes
wergep material . 3To pabouyas AoLlagka NocT-o6paboTku:

Graphics.Blit(source, lowRes); // npocmo ymeHewume (6e3 mamepuana)
Graphics.Blit(lowRes, destination, _material); // yBenuuume + npoz2Hame 4epe3 RetroPost

MpoekT cTpouT uenouky 6autoB: downscale (nukcenmsaumsa) — upscale uepes uBeTOBOW LeWaep
(noctepmsaums). Yucras uwanrocTpaums TOro, Kak M3 MPOCTOro MNPUMUTUBA «KOMUPYW C  LIenAepom»
cobupaetcsa cNoXHbIA 3bdekT.

3.6.4. AHaTommA wengepa B BiRP (Ha npumepe HeroesFlat)
KacToMHbIV Wwergep Heroes/Flat — xopoLunin yuebHbi obpasel, wengepa BiRP:

Shader "Heroes/Flat"

{
Properties { _Color(...) _MainTex(...) _Bands(C...) ... } // napamempsl dns uHcnermopa/iKoda
SubShader
{
Tags { "RenderType"="Opaque" "Queue"="Geometry" } // Krark u rozda pucoBame
Pass
{
Tags { "LightMode"="ForwardBase" } // monero 2naBHeill cBem
CGPROGRAM
#pragma vertex vert // BepuuHHag GyHKLUUS
#pragma fragment frag // dparmeHTHasa dyHKuma
#pragma multi_compile_fwdbase
#include "UnityCG.cginc"
#include "Lighting.cginc"
// struct appdata (8x00) / v2f (BepuuHa->@pazmeHm)
// vert(): no3uyus 8 wknun—npocmpaHcmBo, HopMane B8 mup
// frag(): ocBeweHue c KBaHmoBaHuem B 6aHdbl (cm. 2.3)
ENDCG
}
}
Fallback "Diffuse"
}
Uto 34€Cb BaXXHO MOHATb KOHLUENTYaNAbHO: - Properties — TO, YTO BNAHO B MaTepmane/McheKTope n 4T10

TOAKaeT Koj yepe3 material.SetFloat( ...) (Kak RetroImageEffect TonkaeT _Levels, _Saturation). -
BepwuHHbIA weiigep ( vert ) — npeobpasyeT Kaxayto BepLUMHY (MO3MLMsA B KAWUN-NPOCTPAHCTBO, HOPMasb
B Mup, Nepesaya UV). - ®parmeHTHbI weirgep ( frag ) — cumTtaeT UBeT Kaxaoro nukcens. ViMeHHo 3aecb



XunBET cel- norvka (floor(ndotl #* bands)). - Fallback — 3amacHOW LWeWAep, €CAN OCHOBHOW He
NoAAEepP>XMBaETCA XKenesom.

Lenpepbl RetroPost (nocTt-adpdekt, vert_img + frag, ZTest Always ) M ColorKeySprite (CnpawToBbIN,
SpriteVert + macka Mo K/Jrouy) yCTPOEHbI MO TEM Xe MPUHLMMNAM, HO A5 CBOMX 3aa4. [ToOHUMaTb CTPYKTYpY
Shader { Properties / SubShader / Pass / CGPROGRAM } — HeobxoAMMO, 4TOObl uuMTaTb NO6YHO
rpadumky npoekra.

3.7. RenderTexture U 3aKappOBbIA PEHAEPUHT

3.7.1. Y10 310

RenderTexture (RT) — TekcTypa, B KOTOpPYH) MOXHO peHAeputb (B OTAM4YME OT OObIYHOW TeKCTypbl-
KapTWMHKM). DTO «3aKaApoBbI XONCT»: Kamepa uam 6amt nuwyt B RT, a NoTom eé cofep>Xnmoe UCnonb3yeTcs
Kak OBbIUHYH TEKCTYPY.

3.7.2. lBa npuMeHeHUsa B NpoeKTe

1. Usonauma nocr-s¢dp¢ekra ( UnitCameraCompositor , cM. 1.12.3, 2.6): KaMepa FOHUTOB PEHAEPUT B CBOIO
RT ( _camera.targetTexture = _rt ), a He B 3kpaH. OpdekT oTpabaTbiBaeT Ha RT (TONIbKO FOHWUTLI), 3aTem
RT noka3biBaeTcs NONAHO3KPaHHbIM RawImage .

csharp _rt = new RenderTexture(w, h, 24, RenderTextureFormat.ARGB32); _camera.targetTexture =
_rt; // pucyem B RT, He B 3KpaH _camera.backgroundColor = new Color(0,0,0,0); // npo3pauyHbiii

foH _image.texture = _rt; // nokasbiBaem RT noBepx cLEHbI

2. UreHue nukceneit 6e3 Readable-tekcTypbl ( ObstacleDefinitionEditor.ReadTexturePixels , cMm.
1.13.3): uTOBbI MPOUMTaTL NMUKCENW CNpaliTa, He BKAtoUas «Read/Write» B umnopTe, Koz 6ANTUT TEKCTYpY B
BpemMeHHyto RT, fenaeT eé akTMBHOW 1 uMTaeT Yepe3 ReadPixels :

csharp var rt = RenderTexture.GetTemporary(w, h, ©, RenderTextureFormat.ARGB32, ...);
Graphics.Blit(source, rt); RenderTexture.active = rt; readable.ReadPixels(new Rect(0,0,w,h),

0, 0); // konupyem nukcenu c GPU B CPU-TeKcTypy

3.7.3. YnpaBneHune pecypcamu RT

RT — 310 namste Ha GPU, eé HyxHO ocBo6oXaaTb. [1poekT pefnaer 3TO AUCLMMANHWPOBAHHO: -
RenderTexture.GetTemporary / ReleaseTemporary — 6epyT/Bo3Bpawator RT 13 nyna (3pdekTvBHO ans
KagpoBbix 3¢p¢ekToB). - _rt.Release() + Destroy(_rt) B OnDisable /ReleaseTexture — py4HOe
ocBobOXAeHMe nocTosiHHOM RT komnoHeHTa. - [lepecosgaHve RT mpu cMmeHe paspelleHus 3KpaHa
( EnsureComposite cpaBHMBaeT pasmepsl).

MpaBuabHas paboTta ¢ RT — BaXHbIM HaBblk: 3abbiTas RT Teuér namsateto GPU. [MpoekT nokasbiBaer
06pa3LoBoe yrpaBaeHMEe XU3HEHHbIM LIMKAOM pecypca ( OnEnable co3satb — OnDisable ocBO6OAUTD).

3.8. Animator m pyuyHOe yrnpaBieHue uUm

3.8.1. Yto penaet Animator

Animator — KOMMOHEHT, MPOUTpbIBaOWMI aHUMaLmm no rpady coctoaHuii (Animator Controller). O6bi4HO

Unity cama 06HOBASAET ero KaxAblii Kagp, MHTePnoanpys nosbl. YNpasastoT MM Yepe3 mapamMeTpbl: SetBool



SetTrigger, SetFloat.

3.8.2. Kak npoekT ynpaBaseT aHMMaTOPOM U3 JIOTUKN COCTOSHUM

UnitStackView nepeBoauT cocTosHus FSM cTeka B napameTpbl aHUMaTopa:

SetMoving(true); // _animator.SetBool("IsMoving", true) — Hauan uomu
SetTrigger(_settings.attackTrigger); // _animator.SetTrigger("Attack") — ydap
SetTrigger(_settings.deathTrigger); // _animator.SetTrigger("Die") — cmepmo

NmMeHa napameTpoB BblHeceHbl B UnitViewSettings (He 3axapAKOXeHbl), W nepes YCTaHOBKOMW view
npoBepseT ux Haauume ( HasParameter ), UToBbl He ynacTb Ha aHMMaTope 6e3 HyXHOro napametpa (cm.

1.11.8). 310 AenaeT cnucTemy COBMECTVMOM C pa3HbIMUM FOTOBbIMU aHUMaTOPaMMU.
3.8.3. PyuHoe npoaBuxeHne aHumartopa: SteppedAnimator

Camoe HeTpuBManbHoe — SteppedAnimator mepexBaTbiBaeT yrpaB/ieHVE aHMMATOPOM:

_animator.enabled = false; // Bviknwuaem aBmo-o6HoBneHue Unity
// ... 8 Update, no maiimepy :
_animator.Update(step); // camu npodBuzaem Ha @urcupoBaHHbIll waz
_animator.enabled = false  oOcCTaHaB/AMBaeT aBTOMaTWyeckoe MokajgpoBoe OOHOBAeHMe, a

_animator.Update(deltaTime) ABWraeT aHVMauuiO BPYUYHYIO Ha 3ajaHHbI MHTepBaa. JTO U AAET stop-
motion (cm. 1.12.1, 2.5). BaxXHO: BO3MOXHOCTb BPY4YHYO 3BaTb Animator.Update — He camas M3BeCTHas
dnya, HO MMEHHO OHa MO3BOJIAET TOHKO KOHTPO/AMPOBATb YacTOTy aHWMauuu 6e3 npaBkM KAUMOB.
MapameTpsbl ( SetBool / SetTrigger ) Npy 3TOM He TEPATCA — NPUMEHAIOTCA Ha CAeAyrolemM PyYHOM Lwiare.

3.9. CobbiTua u aeneratbl C# Kak «<HepBHas CUCTEMa» UTPbl

3.9.1. MexaHu3m

Jenerat — 370 «ykasaTenb Ha MeTO»; cobbiThe ( event ) — Be3onacHas 06EpTka Haj CMMCKOM JeseraTos,
Ha KOTOPYHD MOXHO MOAMMCbIBaTbCA (+=) KU oTnucbiBaTbca (—=). Korga cobbitne «nogHumatrot» ( Invoke ),
BbI3bIBAOTCS BCE MOAMNCHUKM.

JT0 cTaHAapTHbIN C#-mexaHusm (He Unity), HO VMEHHO OH JEepXWT CBA3b «iOrMka « oTobpaxkeHue» B
npoexTe.

3.9.2. Kak 3to cBfi3biBaeT ciomn (6e3 obpaTHOM 3aBUCUMOCTW)
UnitStack (a4po) o6baBAseT COObITUA U MOAHUMAET UX, He 3HaA O NOANNCUYNKAX:

public event Action<UnitStack> StateChanged;

public event Action<UnitStack> HealthChanged;

Y/

private void SetState(UnitStackState next) { State = next; StateChanged?.Invoke(this); }

UnitStackView (oTOGpa)keHWe) NOAMUCLIBAETCA U pearnpyer:



Stack.StateChanged += OnStateChanged; // noonucka
Stack.HealthChanged += OnHealthChanged;

Tak fOCTMraeTcs UHBEPCUA 3aBUCMMOCTEN: CTEK HNYEro He 3HaeT NPO View (MOXHO MOAKNOUNTb OAVH View,
AEeCATb, IOTTep B TecTe — CTeky BCE paBHO), HO View Bcerga y3HaéT 06 M3MeHeHMsX. OTO 1 eCcTb TexHU4Yeckas
peanvsauma npuHumna 1.1 «n1ornka He 3aBUCUT OT OTOBpPaXKeHUs».

?.Invoke (null-conditional) 3awuiiaer oT Bbi30Ba COObLITUA 6€3 noAnMcUMKoB. Action<UnitStack> —

BCTPOEHHbIW Aenerat «MeToA, NpvHMMatowmnii UnitStack , 6e3 Bo3Bpara».

3.9.3. O64a3aTenbHaa oTNUCKa

Kputnyeckoe npasBuaO: Ha 4YTO MnoAnucanca — OT TOro OTNMWNCL. UnitStackView penaetr 370 B
OnDestroy u npu nepenpusaske B Bind :

private void OnDestroy()

{
if (Stack # null)
{
Stack.StateChanged —= OnStateChanged;
Stack.HealthChanged -= OnHealthChanged;
}
}

Be3 otnucku: (a) cTek AEPXWUT CCbIKY Ha YHWUUTOXEHHbIV MonoBehaviour — yTeuka namsaTy; (6) monbiTka
BbI3BaTb METOA Ha YHUUTOXEHHOM 0bbekTe — uckatoueHne. CummeTpusa «nognucanca B Bind — otnucanca
B OnDestroy » — NPW3HaK akkypaTHOIO KOAa W YacTbli NICTOYHUK 6aroB y HOBMYKOB, KOTAa OHa HapyLleHa.

3.10. CkpunTuHr pepakropa: EditorWindow, KaCTOMHbIe MHCNEKTOPbDI,
Undo, EditorPrefs

3.10.1. OtaenbHbIN MUp — Nanka Editor/

Kog B nmankax c mmeHem Editor koMnuanpyeTcs B OTAeNbHYIO peAaKTOpHyKo c60pKy v He nmonagaert B
6una mrpbl. OH MCNoAb3yeT NPOCTPAHCTBO UMEH UnityEditor (HegocCTynHoe B paHTaiiMe). Tak yCTpOEeHb!
TPU WHCTpyMeHTa npoekta (1.13). 3To pasgeneHve — dyHAaMeHTaNbHOE: paHTaMM-KOA4 W pPefaKkToOp-Koa
>KMBYT B pa3HbIX cOopKax.

3.10.2. EditorWindow — CBO& OKHO MHCTPYMeEHTa
BattlefieldEditorWindow n BattleTestWindow HacneayroT EditorWindow :

[MenuItem("Tools/Heroes 3/Battle Test")] // NYHKM MeHw
public static void ShowWindow() = GetWindow<BattleTestWindow>("Battle Test");

private void OnGUI() { /* pucyem nons, rHonku uepe3 EditorGUILayout */ }

® [MenuItem(...)] pgobaBnseT NyHKT B rnaBHoe MeHto Unity.

® 0OnGUI okHa pucyeT nHtepdeinc yepes EditorGUILayout (ObjectField, IntField, Button,
EnumPopup , HelpBox ).

® GetWindow<T> OTKpbIBaeT/HOKyCcnpyeT OKHO.



Tak co34at0TCs KACTOMHble MHCTPYMEHTbI NainaaiiHa — 70, YTo npeBpaliaeT Unity 13 «aBuxKKa» B «cpeay
pa3paboTkM NOZ CBOKO UTpY».

3.10.3. KactomMHbIN nHcnektop — [CustomEditor]

ObstacleDefinitionEditor Hacneayet UnityEditor.Editor C aTpnobyTOoMm

[CustomEditor(typeof(ObstacleDefinition))] — OH 3aMeHsAeT CTaHAAPTHbIM MHCMEKTOP acceTa:

public override void OnInspectorGUI()

{
DrawDefaultInspector(); // 06bluHble nons
if (GUILayout.Button("Auto-compute Blocked Hexes")) // + cBosg KHonka
AutoCompute(obstacle);
}

Tak K 0BbIYHOMY WMHCMEKTOpY fobaBaseTcs KHOMka aBTopacyéta rekco (1.13.3). KacToMHble MHCNEKTOPbl —
cnocob gaTb Av3ailHepy creLunanbHble 4eliCTBUA MPAMO B MHCMEKTOpe acceTa.

3.10.4. Undo — apy>x6a c oTmeHoW
VHCTpyMeHT, MeHsaroLWniA cLieHy/acceT, 06a3aH noaaepxxvBaTb Ctrl+Z. MpoekT 310 AenaeT:

Undo.RegisterFullObjectHierarchyUndo(_target.gameObject, "Generate Battlefield"); // do uzmeHeHus
Undo.RecordObject(obstacle, "Auto-compute Blocked Hexes"); // 0o npaBru a
Undo.RegisterCreatedObjectUndo(go, "Create Battle Controller"); // co030aHHbIl 0

X ] >

Perncrtpaums coctosHus Ao m3meHeHus nossoaseT Unity otkatutb ero. WrHopupoBatb Undo — npuv3Hak

MIOXOr0 MHCTPYMEHTA: MOAb30BaTeNb XAET, UTO OTMeHa paboTaeT Besje.

3.10.5. EditorPrefs + JsonUtility — namaTb meXay ceccuamm

YTO06bI OKHa MOMHWAW HACTPOWMKM NOC/e Nepe3anycka, MPOeKT XpaHUT ux B EditorPrefs (peecTp pegaktopa
«KJIHOY—CTPOKa»):

EditorPrefs.SetString(PrefKeyState, JsonUtility.ToJdson(_state)); // coxpadHume cocmosiHue OKHA Kak
_state = JsonUtility.FromJson<WindowState>(EditorPrefs.GetString(PrefKeyState)); // BoccmanoBume

<« — >

JsonUtility cepwuanmsyeT coctosiHne okHa B JSON. Ccbinkm Ha acceTbl xpaHATca kak GUID (ctabunbHee
nyter). Tak BattleTestWindow BOCCTaHaB/AMBAET 3amMoOJIHEHHble apMuK, a BattlefieldEditorWindow —
Ha3HauyeHHble 6a3y/npedab/matepuan. Matoc MarkSceneDirty nomeuvaeT cueHy M3MeHEHHON (4To6bl Unity
npeaaoXxunaa coxpaHute), a DisplayDialog nokasbliBaeT MOHATHbIE NpeaynpeXaeHns. 3To BCé — «xopolune
MaHepbl» PefakTOPHOro NHCTPYMEHTA.

3.11. Gizmos n oTnagouvHasa BU3yanmsauus

Gizmos — rpadwvka, Bugmmas Toabko B Scene View pegaktopa (He B uUrpe), Ans OTAaAKW U HACTPOWKW.
Pucyetca B OnDrawGizmos :



// BattlefieldView.OnDrawGizmos

Gizmos.matrix = transform.localToWorldMatrix; // pucyem B norkaneHoix KoopduHamax n
Gizmos.DrawWireCube(GetGridBounds().center, GetGridBounds().size); // pamia cemiu
Gizmos.DrawSphere(HexToWorld(®, 0), 0.05f); // mapkep yana

// + pamea 6e30ndcHoll 30HbI GoHa

L] >

LleHHOCTb: An3aliHep BUAWUT rpaHuLbl CETKM, YrN0Bble reKkcbl 1 6e3onacHyo 30Hy ¢oHa NpsamMo B pesakTope,
eLLé L0 3anycka — WM MOXET TOYHO NogorHath packnagky (cM. 1.10.5). Gizmos.matrix nepekstoyaeT cuctemy
KOOpAWMHAT, YTO6bl pMCcoBaTb OTHOCUTENBHO ObbekTa. [M3MO — HeAOOLEHEHHbIV, HO MOLLHbBIN UHCTPYMEHT:
napa CTPOK NpeBpaLlaeT HEBUAMMYHO MaTeMaTUKy Packnajku B HarfsAHbIE IVMHUN.

3.12. Tekcrt: legacy TextMesh u TextMeshPro

MpoekT ncnonb3yet gBa cnocoba pMcoBaTb TEKCT, U 3TO NOYUUTENbHO:

* Legacy TextMesh (UnitStackView.BuildCountlLabel ) — cTapblii 3D-TeKCT, XMBYLLMA B MUPOBOM
npocTpaHcTae. Mognncb YNCNEHHOCTM CTeKa BUCUT Haj MOAENbIO Kak O6beKT CLeHbI:

csharp countText = label.AddComponent<TextMesh>(); countText.font =
Resources.GetBuiltinResource<Font>("LegacyRuntime.ttf"); // BCTPOEHHbIN wpunhT

countText.characterSize = 0.02f; // mMuporoii pasmep

TextMesh npoct, He TpebyeT Canvas 1 XOPOLLO NOXWUTCA Ha <«MUPOBYIO» MOAMUCH Y MoAenn. BcTpoeHHbIn
wpndT ( Resources.GetBuiltinResource ) n36aBnsieT OT acceTa WpndTa.

¢ TextMeshPro (TMP) ( PongGame ) — coBpemMeHHas cMCTeMa KayeCTBEHHOIO TeKCTa C YETKUM
peHaepuHIroM Ha ntobom Macwtabe (SDF-wpundThi):

csharp [SerializeField] private TMP_Text _scoreText; _scoreText.text = $"{_playerlScore}

{_player2Score}";

Manka Assets/TextMesh Pro/ — 310 pecypcbl TMP (wpudThl, cnpanTbl 3MOA3M, HacTponku). TMP —
pekoMeHayembli  cnocob ans  «Hactoswero» Ul oH peskuin, rmbkuin, nopsep>xxkvsaetr 6Horatoe
dopmaTmMpoBaHue.

Boibop Mexay HUMKM — no 3agade: TextMesh Ans NPoOCTOM MUPOBOW noanucu y obbekTta, TMP — ans
KayecTBeHHOro akpaHHoro Ul. MpoekT 0co3HaHHO NpuMeHseT oba.

Wror Yactm 3. Mbl npowav no MHXeHepHOMY OyHAAMEHTY: XXM3HEHHbIA Uuka MonoBehaviour (korga
JABVDKOK 30BET Hall KOA), KOPYTUHbI (Kak pacTaHyTb 60 BO BpemeHu), ScriptableObject (gaHHble BHe
cueHbl), cnpaintbl n PPU (MOCT nukcenn < mMup), optokamepa u npeobpasoBaHus KoopauHat, BiRP ¢
OnRenderImage / Graphics.Blit (noct-o6paboTka), RenderTexture (3akagpoBbl peHaep), Animator u
€ro pyyHoe ynpaeneHue, cobbitus C# (cBA3b Cnoée 6e3 06paTHOW 3aBMCMMOCTM), CKPUMTUMHI pejakTopa
(MHCTPYMEHTBI AM3alriHepa) U TM3Mo (OTNaZouHas Bu3yanmsaums). KaxAbll MexaHW3M Mbl NpuUBA3aan K
KOHKPETHOMY MeCTy B KOAe — Tenepb MOHATHO He TOAbKO «4TOo AenaeT Unity», HO M «KaK MPOEKT 3TUM
noNb3yeTcs».



NMpunoxxeHus

Mpuno>xeHue A. MosHbIN choBapb TEPMUHOB

AABB (Axis-Aligned Bounding Box) — npsmMoyronbHuk/napannenenvnes, BbIPOBHEHHbIA MO  OCAM.
MpocTenwnin TecT cTonkHoBeHWn: aBa AABB nepecekatoTcs, ecam nepekpbiBatOTCA MO KaXAOW OCK.
Mcnonb3yetca B PongGame.Intersects .

Ambient (ambient light) — paccesHHbI «dOHOBbIN» CBET, paBHOMEPHO OcBellarolmii Bc&. B HeroesFlat

_AmbientBoost He faéT TeHAM CTaTb YEPHbLIMU.

BFS (Breadth-First Search, nouck B wumpuHy) — 06xoz rpada «BosHaMU» OT CTapTa; HaXOAUT KpaTyanwime
NyTW NPW PaBHbIX CTOUMOCTAX pébep. BattleGrid.ComputeReachable .

BiRP (Built-in Render Pipeline) — knaccnueckuin koHsenep peHgepunra Unity. MpoekT HanvcaH nog Hero

( OnRenderImage, ForwardBase, UnityCG.cginc).

Cel-shading (TyHapHOe 3aTeHeHMe) — OcCBeLleHNe C PE3KNMMU MAOCKMMM 30HaMW CBETa BMECTO rpajneHTa;
«PWCOBaHHbIN» BUJ. HeroesFlat.shader .

Chroma key (knoueBoi UuUBeT) — nMpuéM Bblpe3aHMa @oHa No LUBETY («3eN€HbI  3KpaH»).
ColorKeySprite.shader, a Takxe cyan-knto4u B ObstacleDefinitionEditor .

Coroutine (KopyTMHa) — MeTOJ, YMewLMin npuocTaHaBamBaTtbca (yield return) M NpPoOAOAXKaTbCA B

cnepyroem kagpe. OCHoBa BUXXKA XOA40B Y aHMMaL UK.

Delegate / event (generar / cobbiTve) — «yKazaTesb Ha MeTOA» / CMUCOK AefieratoB ¢ NoAnunckon. Ceasb
UnitStack ¢ UnitStackView.

Determinism (geTepMuHU3M) — CBONCTBO «OAMHAKOBbIA BXO4 — OAMHAKOBbIV BbIxo4». ObecrneyeHo yepes
System.Random(seed) B reHepaTtope.

FSM (Finite-State Machine, koHeuHbIli aBTOMAT) — MOZE/b C HAOOPOM B3aVIMOUCKIHOUAOLLMX COCTOSHUM
n nepexogamun. UnitStack .

Gizmos — oT1nagoyHas rpadumka B Scene View. BattlefieldView.OnDrawGizmos .

Hex / odd-r offset — wectuyronbHas knetka / packnagka, rae He4yétHble psbl CABWHYTbI BMpPaBo.
BattleGrid, HexToWorld .

IMGUI ( OnGUI ) — «HeMeaneHHbI» pexxumM GUI, pucyetca kaxabivi kagp. HUD B BattleController .

Lerp (nnHenHan MHTepnonAuna) — naaBHbIN nepexoj Mexay AByMs 3HaYeHUsMK MO napameTpy 0.1.
Vector3.Lerp / MoveTowards B aHUMaLUSAX.

MonoBehaviour — 6a30BbIl1 k1acC KOMMOHEHTa-CKPUMTa; ABUXOK BbI3bIBAaET €ro COObITUS XXU3HEHHOTO
uuKna.

PPU (Pixels Per Unit) — ckosnbko nvkcener cnparita Ha 1 MMPOBYO eAnHNLY. MOCT «nnuKcenn—mmp».

Posterize (nocrepusauma) — COKpalleHWe 4YMcina ypOBHEWN LBeTa Ha KaHan — OrpaHuW4yeHHas naauTpa.

RetroPost.shader .

Quaternion (kBaTepHMOH) — criocob 3agatb 3D-noBopoT 6e3 gimbal lock. BattleProjection .



RenderTexture (RT) — TekcTypa, B KOTOPYHO MOXHO  PeHAepUTb  (3aKagpoBbIA  XOJCT).

UnitCameraCompositor.

ScriptableObject (SO) — o06bekT-faHHble Kak acceT-Galn  BHE  CLEHbI. UnitDefinition,

ObstacleDefinition, ObstacleDatabase .
Seed (cemsa) — uncno nHuymanmsaumm MCY; onpegenseT BCO «CayyariHyro» NOCAeA0BaTeNbHOCTb.
Sorting order / render queue — MexaHW3Mbl NOPsiZKA OTPUCOBKM (418 CNPAUTOB / ANs MaTepuasos).

Stepped animation (stop-motion) — aHumauma ¢ HU3KMM buKcMpoBaHHbIM FPS; «lwénkatowme» nosbl.
SteppedAnimator .

Time.deltaTime — cekyHAbl C NPOLUAOrO KaApa; Aenaer ABMXKeHNe He3aBUCUMbIM OT FPS.

Weighted random (B3BeweHHaa c/yyallHOCTb) — BbIOOP C BEPOATHOCTHHO MPOMOPLMOHANbHO BECY.
BattlefieldGenerator.PickWeighted .

an.I'IO)KEHI/Ie B. ana)KHeva n 3afaHna ansa CaMOCTOATE/IbHOU pa60'rb|

3asaHuna nayT oT NPOCTOro K CAOXKHOMY. [N 6ONbLUIMHCTBA 4OCTaTOMHO MPAaBOK B CyLLECTBYHOLLMX KAaccax.

YpoBeHb 1 — pa3smuHKa (AaHHble n HacTpoikm): 1. Co3zarite HOBOrO tOHMTA ( Assets » Create - Heroes
> Battle » Unit) — «Ckenet» C MHbIMK XapakTepuctnkamu. Yepes Battle Test ycTpoiTe 60l 30MbU
npotmeB ckenetoB. 2. WM3meHute B UnitViewSettings yron viewPitchDegrees w© animationFps .
MoHabntosanTe, Kak MEHSHOTCS MOBOPOT MoZenen U «WénkaHbe» aHumaumu. 3. B RetroImageEffect
nokpyTute targetHeight u colorlLevels . HalgnTe HacTpPoOnKK, Hanbosiee NOXoXMe Ha CKPUHLWOT H3.

YpoBeHb 2 — uTeHue ¥ NoHMMaHue Koaa: 4. [pocneanTe NO KoAy NOAHBIN NMyTb OAHOTO KAMKa No Bpary: ot
TryGetHexUnderMouse a0 ApplyDamage. Bbimnwmnre uLenouky BbI30BOB W Yy4yacTByrOLWMe Kaaccbl. 5.
O6bsicHUTE CBOMMM cloBamK, nodemy UnitStack.CompleteMove MmeHsieT (X,Y) B KOHLE ABUXEHUS, a He B
Hauane. Yto cnomanocb 6bl nNpu obpaTHOM nopaske? 6. HanWgute Bce MecTa, rAe WCNOAb3yeTCs
Application.isPlaying, 1 0OBACHUTE, 3aUeM Kaxzas NpoBepka.

YpoBeHb 3 — Hebonblme gopaborku: 7. [JobaBbTe B UnitDefinition none «AanbHOH6OMHOCTb» ( bool
isRanged ) W paspewnTe TakMM CyLlecTBaM aTakoBaTb Bpara 6e3 nepemelleHus BMIOTHYH (npaBbTe
ComputeAttackable ). 8. Peanusynte npoctenwmii N ana 3awmtHmka: B TakeTurn , ecamn aktmeeH defender,
BblOMpaTh G6amKaliLlero aTtakyeMoro Bpara aBTOMaTMyeckn (BMecTo oxugaHusa kavka). 9. lobaBbTe cUETUMK
notepb: BbiBOAMTE B HUD, CKOABKO CyLLLeCcTB noTepsana Kaxaasa CTOpoHa.

YpoBeHb 4 — cepbésHble pacwmnpeHus: 10. lobaBbTe «Mopasb/yaady»: C HEKOTOPOWN BEPOATHOCTBHO YPOH
yABamBaeTca (ygada) man cTek nponyckaeT xoA (nnoxas Mopanb). He 3abyabTe npo fgeTepMUHM3M —
NCMONb3yWTe NOKaNbHbIA System.Random, 3acesHHbIA OT seed 6os. 11. Peannsyinte KOHTpaTaky: nociae ataku
B 6a1>xHeM 6oto Lenb, ecan XunBa, 6bET B OTBeT. 12. HanvwunTe OHUT-TecTbl A8 BattleGrid (nposepbTe
ComputeReachable Ha none ¢ npenatctBuAMKM) U BattlefieldGenerator (nNpoBepbTe AeTEPMUHM3M: ABa

BbI30Ba C OAHWUM seed Jar0T MAEHTUUHbIE KOHPUMM). TO MOKAXKET LLEHHOCTb «UNCTOTO AApa».

YpoBeHb 5 — Busyanmnsaumsa: 13. Hanvwwte cBo noct-adpdekT (Hanpumep, BUHbETKY MAN cKaH-AnHMK CRT)
Kak BTOpOW Wwengep B Lenouvke RetroImageEffect. 14. Caenaite nonocy 340pOBbA Haj CTEKOM (MUPOBOWA
CNpawT, WMpWUHa NponopumoHanbHa TotalHealth / (MaxUnitHealth x ctaptoswii Count) ), obHOBAAEMYHO
no cobbiTnto HealthChanged .



MpunoxxeHue C. Yactbie ounbKu n Kak nx nsbexkatb

CobpaHo Ha ocHOBE NPUEMOB, KOTOPbIEe MPOEKT MPUMEHSAET MPaBUJIbHO — YUYUTECHb Ha HUX.

1.

10.

3abbin oTnucaTbca OT cobbiTUA. [oanMcanncb +=, HO He cAenann —-= B OnDestroy — yTeyka namsTu
N UCKJFOUEHMS Ha YHNUTOXEHHbIX obbekTax. [poekT Bcerga otnucbiaetcs ( UnitStackView.OnDestroy ).
lpasuno: nodnucka u omnucka — CUMMempuYHeI.

. ABmxkeHue 6e3 Time.deltaTime. CkopocTb CTaHeT 3aBuceTb OT FPS. Bcerga ymHOXalTe Ha

Time.deltaTime (cM. PongGame, UnitStackView ).

. UnityEngine.Random Tam, rae HY)XeH AeTepMUHU3M. [06anbHOE COCTOSHME [feNaeT reHepauuro

HeBOCMpoM3BOAMMOW. [if AeTePMUHMPOBAHHbIX CUCTEM — JIOKa/lbHbIN System.Random(seed) (cm.
BattlefieldGenerator ).

. Jlornka 3HaeT npo otobpakeHume. Ecav «mo3r» wrpbl HauvHaeT Aépratb Instantiate w agBwuratb

Transform, OH CTAHOBUTCA HETECTUPYEMbIM W XPynkvM. [lepxuTe npaBuMaa B YMCTbIX Kjiaccax, a
oTobpaxkeHne — OTAeNbHO, CBA3bIBas COObITMAMM (NpuHLMN 1.1).

. He ocBo6oannn RenderTexture . RT Teuét namaTteto GPU. OcBoboxaaliTe B OnDisable (Release +

Destroy ) " ncnonb3ymTe GetTemporary / ReleaseTemporary Ana KaspoBbIX (cm.

UnitCameraCompositor , RetroImageEffect ).

. Destroy B Edit Mode. B pegaktope HyXHO DestroyImmediate, a B urpe — Destroy. [MpoekTt

VHKancyavpyet 31O B xennepax ClearChildren / DestroyComponent , nposepsasn

Application.isPlaying .

. 3axapAKo)KeHHble UMeHa NnapameTpoB aHMMartopa. Eciv aHumaTtop He umeeT napameTpa Attack,

SetTrigger Moa4a NpoMaxHETCA uan bpocnT owmnbky. MpoekT npoBepseT Haanume (HasParameter ) u
BbIHOCUT MIMEHa B HaCTPOMKMN.

. MHcTpymeHT pepaktopa 6e3 Undo. [Monb3oBatens xaét, uto Ctrl+Z pabotaer. Peructpupyite

M3mMeHeHua B Undo A0 UX BHeCeHUA (cm. penakTopHble OKHa).

. HenonHble paHHble poHsAOT Urpy. ycToli npedab, NycTon cnucok TeppanHoB, null -CcCblika — BCE 3TO

BCTpeYaeTcs B peasbHblX npoekTax. [1poekT 3aluiiaercs: Kancyna-3araylka npu otcytcteum npedaba,
npoBepkn Ha null /nycToTy B ObstacleDatabase , 6e3onacHble gedonTbl B cBOMCTBaX UnitStack .

PaccuHxpoH noruku v reometpum. Ecam packnaska rekcoB B HexTolWorld w Tabauua cocepent B
BattleGrid pa3sonaytcs, noacBeTka «yeaeT». [ep>XuTe reoMeTputo B O4HOM cornacoBaHHoOM mecte (odd-
r B obounx).

MpunoxeHue D. YTo MOXXHO ynyulinTb U KyAa pa3BmBaTb NMPOEKT

MpoekT — kpenkas y4yebHas ocHoBa. Bo3MOXHble HanpaBaeHns pocTa (Nosie3Ho 0BCyANTb Ha CeEMUHape):

Bonblie KoHTeHTa. Celtyac ecTb OANH FOHUT (30M6OM) 1 8 NpenaTcTBMiA. [lobaBUTL packl, CTPENKOB,
NeTarowmx (MTHOPUPYHOT NPENATCTBUA MPU ABUXKEHWM), Marui.

NN npotuBHuKa. MNosHOLEHHbIN H6OT: OLeHKa Lener, npuopuTeT 40OMBaHNs, OTCTyMaeHWe cnabbix
cTekoB. XopoLuas 3agava Ha aaroputMbl (MUHUMAKC/3BPUCTUKMNY).

FOHuUT-TecTbl Appa. «HncToe Aapo» HanpallnBaeTca Ha TecTbl ( BattleGrid , UnitStack,
BattlefieldGenerator ). 9TO ¥ 3aliUTa OT PEFPECCUM, U AEMOHCTPALMS LEHHOCTU apXUTEKTYPbI.



* CeTeBoOW peXkum. [leTepPMUHNPOBAHHAS FeHepaLns y>Ke roToBa K 3TOMY: KJIMEHTbI MOTYT CTPOUTb
oAnHakoBoe nose n3 obuero seed. [Janblie — cuHxpoHm3sauums xonos (lockstep).

e Jy6ampoBaHue KapTbl 3aHATOCTU. BuildObstacleMap (kOHTpoasnep) n ComputeOccupancy (view) moyTu
coBnagatoT. MOXHO BbIHECTW OBLWMI METOZ, B YMCTbIM KNacC — yrnpaxKHeHne Ha pedakTOpUHT.

* Tepexog Ha URP (octopoxkHo). Ecan noHazobumTca coBpeMeHHbIN KOHBeWep, NocT-3ddeKkTbl 1 Wwelrgepbl
npuaétca nepenucats (Volume/Render Features, Shader Graph). Xopoluee ynpaxxHeHWe Ha NOHUMaHue
pa3nnunin BIRP/URP — Ho 60osbLioi 06BEM paboThl.

e JaHHble 6018 HapyXXy. BattlefieldConfig y»e YMCTble JaHHbIE; MOXHO f06aBUTb CepUann3aLmnio BCEro
605 (celiB/pensen), pa3s orvka oTaeNeHa OT CLLEHBI.

3akanueHue

Mbl pa3obpann NpoekT LennmkoM: Kaxablii ckpunT (Yactb 1), Bce TexHuKM Buayanmsauum (Yactb 2) u
MHXeHepHbIi pyHaameHT Unity nog HuMu (Hactb 3). Ecam 13 3Toro nocobust Hy>XKHO BbIHECTU OfHY MbIC/b,
TO BOT OHa:

Xopoluasa apxuTeKTypa — 3TO pa3jesieHue OTBeTCTBEHHOCTU. [1paBuaa nrpbl (UMCTOe AAPO) He 3HatoT
Npo 3kpaH; oTobpaxeHune (Unity-cnor) pearvpyeT Ha NpaBuia Yyepes cobbITUS; MHCTPYMEHTbI (PeAakTop)
CyLLeCTBYIOT OTAENbHO M He nMonaaatoT B 6una. ITo pasgeneHve genaet Koz TeCTpyeMbiM,
AETEPMUHMPOBAHHBIM, YATAEMbIM Y TMOKUM. A KpacuBbI PETPO-BUA JOCTUTAETCS He OAHOW «Maruen», a
CTEKOM MPOCTbIX, XOPOLLUO COrNAacoOBaHHbIX TEXHUK.

IMEHHO couYeTaHMe UYUCTOW MHXXEHepUU V1 NPOAYMaHHOW BMU3ya/lbHOW CTUAM3AUMK JenaeT 3ToT
HebOo/IbLION MPOEKT OTANYHBIM YYebHbIM MaTepuasom. V3yualiTe ero Koz He kak Habop peLenToB, a Kak
NpVYMep MbIWAEHUA: NOYEMY pasfesvuan CIou, novemy Bbibpanu System.Random, noyemy nosvums 2D, a
nosopoT 3D. OTBeTbI Ha 3TN «NOYEMY» — U eCTb HacTosLLEee NHXEeHepPHOe obpa3oBaHme.

YcnexoB B M3yuyeHun 1 paspaboTke!

lMocobue nodzomoesieHo Ha OcHog8e aHA/NU3a UCX00HO020 koda npoekma Heroes-3 Battle. Bce npumepsi koda
83AMbl U3 peasibHblX alnos npoekma u npu HeobxoduMocmu CokpaujeHsl 019 Ha2NA0HOCMU — NOJIHbIE
gepcuu cMompume 8 Assets/Scripts/ .



