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LLENTN U UTOMU NEKLUN

Goals Outcomes

Llenn aTton nekunu: K KOHLLY 3TOM NIEKLMN Bbl CMOXETE

* PeannsoBaTb NPOCTYIO Urpy * [lpeobpasyeTe npasuna nrpbl B Kog Blueprint

* [lokazaTb, Kak UCnonb30BaTh KNAacC UFPOBOIo pexxnuma « OpraHunsyeTe Ko B MakKpOChl, HacTpanBaeMble
(Game mode) ana onpeneneHns nNpasun Urpbl coObITUS N PYHKLMN

* [lpuBecTn NprMepbl NCNOIb30BaHNS MaKpOCOB, * Odopmunte nHdbopmauuto ¢ nomMmoLlsto knacca HUD

HacTpanBaeMbIX COBbITUN N PYHKLUMNIA. 5 .
* Onpepenute TanMepbl C MOMOLLLIO PYHKUMN UK

* [lpoaeMOHCTPMpPOBAaTb NCMNOJSIb30BaHMNE TaMEPOB B HacTpanBaeMbIX COObITUN
nrpe.




UIPOBDLIE KJIACCDbI

Nrpa, cosgaHHasa B aTon nekuun, ocHoBaHa Ha WwabroHe oT
TpeTbero nuuya Third person. B urpe ncnonb3yoTca YeTbIpe
OCHOBHbIX Knacca Blueprint:

 ThirdPersonCharacter: [logknacc Pawn, KOTopbIU
NPeacTaBNsIET UTPOKa U SIBASIETCS YacTbto WwabnoHa oT
TPETbEro Nnua. IATOT KJlacC Ha3HavyaeTcs napameTpy
Default Pawn Class y Game Mode.

 BP_Statue: Knacc Aktopa, npeactasnsioLwmin cTaTylo.
OH NpoBepSIET HANN4YNEe CTOSIKHOBEHNSI C UTPOKOM U
NMEET NOrnKy, KoTopasi Nepnognvyeckn MeHseT ero
NOSIOXKEHME.

e BP_Guide_GameMode: KoHTponnpyeTt coctossHne nrpsbl
N COXPaHAET HEKOTOPLIE NEPEMEHHbIE, HANPUMEP,
BpeMs, cHET 1 ypoBeHb. OH Takxxe ornpenensietT 6a3oBble
kKnaccobl, Takme kKak ThirdPersonCharacter.

e BP_Guide_HUD: OTBevaeT 3a oToOpa)KeHne 3Ha4eHnM
BPEMEHIN, OYKOB N YPOBHSA UrpoOKa Ha 3KpaHe.



NMPABWUJIA UT'PDb

|/|FpOK A0JI>)KEH COﬁpaTb MaJlIEHbKNE CTaTyUN, KOTOPbIE MOABNAOTCA Ha SKpPaHe,
npexge 4emM NCTEHET BPEMAI.

HayanbHoe Bpemsa yctaHoBieHO Ha 30 cekyHp.
irpa okoHYeHa, Korga He OCTaeTCS BPEMEHW.

3a KaXkable NATb COOPaHHbIX CTaTyn YPOBEHb UrPOKa YBEMNYNBAETCS, N KO BPEMEHU
nobaenaetca 15 cekyHA.

NIrpoK Ha4YMHAET C YPOBHSA UrpokKa 1, a MakCuMarsbHbI YPOBEHb, KOTOPOIro MOXET
OOCTNYb UIFPOK, - 3TO YPOBEHb UTPOKa 5.

B cueHapumn eCtb Tpu CTatyn, KOTopble nepmnogmnv4eCkKm MeHAIKOT NMOJIOXKEHNE.

Korga ctatysi NosiBNSeTCA B NO3ULWK, OHA OCTAETCH TaM B TEYEHNE nepunoaa
BPEMEHW, KOTOPbIN 3aBUCUT OT TEKYLLErO YPOBHA UrpokKa. Bpemsi B cekyHaax,
KOTOpPOE TpebyeTca cTatye, YTOObl UBMEHUTbL MOSIOXKEHNE, SABNSETCA PEIYNLTATOM
BbIpa>XeHUS «6 - YPOBEHb».

Korga nrpok nony4aeT cTaTyto, NOsIBNAETCS Apyras.

KonnyecTBo O4YKOB 3a COBpaHHYI0 CTaTyunto onpenensaeTcs BblpaXkeHnem «10 X
YpoBeHb».

3Ha4eHns BpeMeHn, O4YKOB 1 YPOBHSA Urpoka 6yayT oTobpaXkeHbl Ha 3KpaHe.



CO3OAHUE NPOEKTA

CospganTte HOBbIV NMPOEKT ncnonb3dysa wabnoH Third
Person c Hann4dnem starter content.

Ypanute Static Mesh n Text Render Actors, KoTopble
HaxogAaTcAa B cepeanHe CLeHbl, OCTaBMB TOJSIbKO MO U
OOKOBbIE CTEHbI, KaK MOKa3aHO Ha HMXKHEM
N306pa>keHnmn cnpasa.

B Content Browser co3gante HOBYIO narnky c
Ha3BaHnem “BP_Guide” koTopas 6yageT XpaHuTb B
cebe Bce HoBble Blueprints.

#8 Blueprint g C++
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BP_GUIDE_GAMEMODE

CospaunTte HoBbI bntonpuHT kKnacc “Game Mode Base’

KaK poanTenbCckum Knacc. Hazosute ero
“BP_Guide_GameMode”.

Cospalite nepemeHHble Integer nepevncrneHHble HUXeE:

Level: CoxpaHseT TeKyLN YPOBEHb UIPOKa B UIPE.
Score: CoxpaHsieT CHET Urpoka.

StatueCount: OTcnexmnsaeTr Konn4ecTBO COBpPaHHbIX
cTaTyw.

Time: CoxpaHsieT BpeMmsi, OCTaBLUeECs 00 KOHLAa
Nrpbi.

Cospgaunte cnenyowlyto Boolean nepemMeHHy1o:

GameOver: YKasbiBaeT, 3aKoH4YUNachb fn nrpa.

4Variables

> Components

= Level

w Score

== StatueCount
Time
GameOver




BP_GUIDE_GAMEMODE:
MAKPOC CTAPTA UI'Pbl

Ha naHenn My Blueprint cozgante makpoc ¢ UMeHeM
“StartGame”.

STOT MaKpoC oTBeYaeT 3a MHULMannsayuto
NepeMeHHbIX, ynpaBnsaloLLmMX COCTOSSHUEM UTPbI.

Ha naHenu Details ons makpoca StartGame cospgante
BxogHow napameTp “In” n noctasbTe TUMN Ha “Exec”.
CospgaunTte BbixogHou napameTtp “Out” n noctaBbTe TUM
“Exec’.

M My Blueprint

4 Add New ~

4Graphs

D m= EventGraph
> Functions
4Macros

13 StartGame

T Details

s IHCTD




BP_GUIDE_GAMEMODE:
MAKPOC CTAPTA UI'PbI

Makpoc StartGame YyCTaHOBUT Ha4alJlbHbIE (» Statue Count
3Ha4YeHNA NnepemMeHHbIX.

OyHKUMA Set Timer co3gaeT OObEKT
Timer, KOTOPbLIN BYAET BbI3bIBATb , . mo—
Nnonb3oBaTeNbCKoe CoObITUE C MEHEM P—> o ——

Game Over () Object Return Value

«Clock» kaxxable 1,0 ceKkyHOp!. O T

Function Name
» Time

Looping >

~ f Set Timer by Function Name




BP_GUIDE_GAMEMODE:
NCINOJIbSOBAHUE
MAKPOCA

Makpoc StartGame Bbi3bIBaeTCS N3 COObITUS
BeginPlay B BP_Guide_GameMode Blueprint.

bbi1o co3gaHo HacTpanBaeMoe cobbITUE C UMEHEM
«RestartGame», KOTOpOe Tak>Xe BbI3bIBAET MaKpPOC
StartGame.

[Tonb3oBaTenbckoe cobbiTe RestartGame
BbI3biBaeTca n3 ThirdPersonCharacter Blueprint,
Korga Urpok Haxxmmaet Knasuwly Enter, kKak nokasaHo
Ha HU>XXHEM N306paXkeHnn cnpasa.

2o Slusorie

- ey . o P : e T — W—?—-_'—___'
¢ Event BeginPlay {} StartGame
P ——— P n Out [

& RestartGame
{} StartGame

P ——— P n Out [

IinrdEersonGharacternBiNepnnt:

X Enter “»+ Cast To BP_Guide_GameMode © Restart Game
Pressed p =—— P > >
Released [ Object Cast Failed [

Key As BP Guide Game Mode

_f Get Game Mode

Return Value




BP_GUIDE_GAMEMODE:
COBbITUE CLOCK

Clock - aTo HacTpanBaemoe cobbiTne, Kotopoe Timer
BbI3bIBAET Kaxxayto cekyHay. OH uMeeT cnegytoLme
06A3aHHOCTMU:

* YMeHbLNTb Ha «1» 3Ha4yeHne nepemeHHon Time

* YT06bI NPOBEPUTL, PABHO /I 3HAYEHNE NEPEMEHHOM
Time «0»; ecnn «true», BbINONHUTbL crnegytoLlne
NEenNcTBuUA:

* YcTtanosute anst Boolean nepemenHon GameOver
3Ha4YeHune «true».

e QOuunctute Tanmep, 4ToObLI OH NepecTasn Bbi3biBaTb
cobbiTne Clock

P

SET

Game Over 8

’._.,

Condition False [

[ Clear Timer by Function Name

e
/ Object

et Acecet w
. ’ a2t )
) 1L MOy

Function Name | Clock

D




BP_GUIDE_GAMEMODE:
COBPAHHDbIE CTATYI
1/2

& Statue Collected

“Statue Collected” - 310 PyHKUMA B
BP_Guide_GameMode, koTopas
BbI3biBaeTcsa knaccom BP_Statue, korpa

NITPOK Mony4HaeT CTaTtylto.
Statue Count @

[lepBas YacTb PYyHKUWN BbIMOMHAET ,
crnegyowmne oencTBus: < Add pin + “o

Level @ - +
. | O (1] addpin +
e [Nob6aBnsaeT K 3HA4YEHUIO NEPEMEHHOW S ~ e

Score 04Kun, NoNIy4eHHble, KOorga Urpok ] X

y Aa urp O [10] add pin +
coOupaEeT cTaTyo, KoTopas
PACCUYNTbIBAETCS C MOMOLLbIO
BbipaXxeHust «10 X YpoBeHb».

o Jlo6aBnseTt 3HavyeHne «1» B
nepemeHHyto StatueCount, B kKoTopou
XPaHUTCA KONNYECTBO COBPAaHHbIX
cTaTyw.




BP_GUIDE_GAMEMODE:
COBPAHHDbIE CTATYI 2

Statue Count @ _ ~@ ' )
2/2 T Condition False [

BTopas yactb dpyHkuun Statue Collected
BbIMOMHAET cnenyome PyHKUNN:

* [lpoBepsiEeT, KpaTHO N 3Ha4YeHne | SET
nepemeHHoun StatueCount 5. Ecnu —— —»
«true», BbIMOMNHAETCA CreayloLLme - ® —_ @ Time

o _ ! -+
AENCTBUA. Add pin =

o Jlob6aBnseT 3HavyeHne «15» K
nepemeHHon Time.

& Level

« [Nob6aBngaeTt 3Ha4eHune «1» K , , .
NepemMeHHOl YPOBHS, MPY 3TOM ' gm @ s 1IN
MaKCcuMasibHOe 3Ha4YeHune de oin Add pin 4
NnepeMeHHON YPOBHSA OrpaHnNYyeHo
«H>

ITO O3HAYAET, YTO 3a KaXKable NATb
coOpaHHbIX CTaTyn UrPOK NpoaBuUraeTca Ha
YpOBeHb 1 nosiydaeT 15 gononHnTeNbHbIX
CEKYH[ BPEMEHMN.,

OnepaTtop no moaynio (%) Bo3BpallaeT
OCTaTOK OT AeneHus.




BP_GUIDE_HUD

¢ Event BeginPlay “»+ Cast To BP_Guide_GameMode
CoszpanTte HoBbIN kKnacc Blueprint n Bbibepute «<HUD» B s = o s TS SET 5
Ka4yeCcTBe pPoanTeNbCKOro Knacca. HasoBsute ero bt S ek Gl e G Waore
(T ——— ast ralie
«BP_Guide_HUD». J Get Game Mode

As BP Guide Game Mode

Return Value

CospgaunTe NeEPEMEHHYIO C UMEHEM
«My_Guide_GameMode» Tnna
«BP_Guide_GameMode Object Reference».

1306paxeHne cnpaBa NokasbIBa€eT, YTO COObITHE
BeginPlay nony4aeTt cChifiky Ha UrpoOBON PEXXUM,
npusognT ccbinky Ha BP_Guide_GameMode u
COXPaHSIET 3Ty CCbUIKY B MNEPEMEHHOMWN.

9Ta ccblfika 6yaeT ncnonb3oBaTbCsa Anga gocTtyna K
NnepeMeHHbIM, KOTOpble ByayT oToOOpaXkaTbCs Ha
aKpaHe.



BP_GUIDE_HUD:
9KPAHHbIE KOOPAOAUHATDI

EQnHCTBEHHOE OencTBUE, KOTOPOoEe OYAET UCMOMb30BaTbCH
OJ19 PUCOBAaHNSA B 3TON UIPe, - 3TO PpyHKUMA «Draw text».
ITa PYHKUMA NPUHUMAET HEKOTOPbLIE BXOAHbIE 3HAYEHUSA, B
TOM 4YUMCe 3Ha4YeHUa onga AByX NapameTpoB, NU3BECTHbIX Kak
«Screen X» 1 «Screen Y», KOTOPbIE 3aBUCAT OT
pas3peLlleHna aKkpaHa. Hanpumep, o6bl4HbIM pa3peLleHNEM
saensetca 1280 x 720 nukcenen.

ITN 3HAYEHNS NMPEeacTaBnAlT cobon KoopanHaTbl 3KpaHa,
Ha KOTOpOM 6yaeT HapucoBaH TEKCT. BepxHee neBoe
NOSIOXKEeHNE 3KpaHa - 3TO Ha4Yano KoopauHaT, rae 3HavYeHUs
Screen X n Screen Y paBHbl «0». I306pakeHne crnpasa
NoKasbIBAET, KaK 3HAYEHNS 3TUX ABYX NapaMeTpoB
onpenensatoT, rae OyaeT otobpa)kaTbCA TEKCT.

3Ha4yeHne Screen Y , NCNOJIb3YEMOE NEPEMEHHbLIMN Score,
Time u Level, paBHO «10», NOSTOMY COOTBETCTBYHOLLNM
TEKCT OTOBpaXKaeTca B BEPXHEW YacTu dKpaHa.

Aicnonb3yemble 3Ha4vyeHuss Screen X: «10» ans nepemMeHHou
Score, «300» ona nepemeHHon Time n «550» anga
nepemeHHon Level.

(ScreenX =0,
ScreenY=0)

ScreenY

N\

Screen X




BP_GUIDE_HUD:
NMNOJIYHYEHUE

OTPM COB KM H U D 1 /3 ) Event Receive Draw HUD ‘Q f DrawTex—t
r-—-———————»

YT106bI PYCOBATL Ha AKPaHe, COBbITME e T

Receive Draw HUD ponkHo 6bITb oize YO Text

nobasneHo B Event Graph. 310 cobbiTne " f BuildString (int) Text Color [l
OOCTYMHO ToNbKO B Blueprints Ha ocHoBe Append 1o St sl o B

knacca HUD. - NU— "

My Guide Game Mode @& Prefix D O» ScreenY | 10.0

T —
®yHkunsa Draw Text knacca HUD “@® Target  Score @ ——— @ Innt
ncrnonb3yeTcs Ans nevaTn cyeta Ha
3KpaHe, KaK NnokasaHO Ha n3ob6pakeHnu

cripana. Scale Position ()

FO nt Select Asset

Suffix | ] O» Scale

OyHkums BuildString (int) ncnonbayetcs
0118 co30aHnsa CTPOKKU, cogep kallen TEKCT
«Score:» NMAC TEKYLLEE 3HAYEHNE
nepemeHHon Score. Ctpoka c
pe3yneTaTtoM NepenaeTca B napameTp
Text dyHKumn Draw Text.




f Draw Text

Target

Text
LR —

BP_GUIDE_HUD: S
nony‘-l EH M E OTPMCOBKM f BuildString (int) 0> Screen X [300.0

My Guide Game Mode

Append To Time: | Return Value (» ScreenY 10_0
H U D 2/3 / Prefix D , Font Select Asset
o @ Inint O» Scale
HacTpoiika pucoBaHus TekcTa ansi nepeMeHHbIx Time Suffix ] Scale Position ()

n Level o4eHb Noxoxxa Ha HAaCTPOUKY pucoBaHUSA
TEKCTa OJ1a nepemMeHHon Score.

f Draw Text
EOnHCTBEHHbIE N3MeHeHnsa B yHKUMM Draw Text farget is HUI
kacatotcs napametpon Text, Text Color n Screen X. e

Target

Text

My Guide Game Mode

Target Level @ et

f BuildString (int) O» Screen X [ 550.0

Append To | Player Level: | Return Value » ScreenY 10_0

Prefix [ ] , Font Select Asset -

& Inint O» Scale 3.D|
Suffix [ ] Scale Position (7}




BP_GUIDE_HUD:
NMNOJIYHYEHUE
OTPUCOBKW HUD 3/3

| Draw Text | Draw Text

- T k— i —
NocnegHasa yacTb cobbiTus Receive Draw e > » >
HUD npoBepsieT, UMeeT N 3HAYEHNE Condition  False > » Target  Target
nepemeHHon GameOver 3HaveHne «true». Text Text
Ecnn 31O Tak, TO OH PUCYET Ha 3KpaHe
ctpokn «GAME OVER» n «Press Enter».

Text Color Text Color

T ———
Target Game Over O» Screen X | 400.0 (» Screen X [400.0

O» ScreenY | 200.0 O» Screen Y | 400.0
L TT————

My Guide Game Mode @
3 , Font Select Asset , Font Select Asset

O» Scale (30 O» Scale | 3,0
Scale Position D Scale Position D




BP_STATUE

CospganTe HoBbIM Knacc Blueprint n Bobibepute «Actor» B
Ka4ecTBe poauTenbCKoro Knacca. [lepenmenynTte ero B
«BP_Statue».

[lo6baBbTe kKoMmnoHeHT Static Mesh. Ha naHenu Details
onsa komnoHeHTa Static Mesh yctaHoBuTe gnga ceBoncTBa
Static Mesh 3HauveHne «SM_Statue».

YctaHoBuTe ansa ceonctea Element 0 B pa3sgene
Materials 3HaveHne“M_Metal_Gold”.

YctaHoBute ceoncteo Collision Presets Ha
“OverlapAllIDynamic’.

CkoMnnupymnTe n coxpanute bnonpuHT Knacc.

[lo6aBbTe Tpu ak3emnnspa BP_Statue Blueprint Ha
YPOBEHb B JIIOOOM MecCTe.

== Viewport

f Construction Scrip

tive § »o Lit
; = B b

== Event Graph




BP_STATUE:
COBbITUE BEGIN PLAY

N306parkeHne crnpaBa NOKasbIBaET, UTO
cobbiTe BeginPlay nony4aeT cchinky Ha

i < Init Statue
Game MOde! NPNBOANT CCbIJIKY Ha  Event BeginPlay »+ Cast To BP_Guide_GameMode Target is BP Statu
i ' SET
BP_Gmde_GameMogle N COXpPaHSET 3Ty = o > —» = »
CCblIJIKY B NEPEMEHHON. Object Cast Failed [ My Guide Game Mode Target | self
Mocne aToro Bbi3biBaeTCs MYHKLUNS i Sie Same T SR Oiics Some Vs

|nitStatue Return Value




BP_STATUE:
OYHKUUA INIT STATUE  EECEE

B
B (byHKLI,I/II/I InitStatue ectb ABe OCHOBHbIX " F Random Float mRange e . Target | self | Return Value :
2015 1=lc O» Min -1800.0 Return Value @ — @ X Return Value @ — @ Dest Location
 Teleport: aTOT y3en yctaHaBnnBaeT Dest Rotation
O Max [1000.0] ® Y O
HOBOE MECTO OJ15 CTaTyw. ety o 2 (7303 X _00][v 00][z 00]
MecTonono)xxeHve npencrasfeHo , _
sekTopoM (X, Y, Z), rae sHavyeHus Jf_Random Float in Range =
o . | Set Timer by Function Name
napameTtpoB X n Y cnyyanHoil. O» Min Return Value @
MUHMMAabHBIE U MaKCUMasbHbIe O Max [T3503)] e b
3Ha4YeHus napametpoB X n 'Y Return Value
npencTasnaT cobonm obnacTb Urpbl. | .
_ _ My Guide Game Mode | Function Name | InitStatue
e Set Timer by Function Name: atoT s — :

TaiMep NpeacTaBnseT BPeMSs B oo i

CeEKyHOax, KOTopoe noTpebyeTcs
cTaTtye, 4YTOObl UBMEHUTbL MOJIOXKEHME.
[10 ncteveHnn aToro BpeEMeEHM
BbI3biBaeTca pyHKUmMs InitStatue ons
YCTaHOBKW HOBOW Mo3unummn. 3HadeHne
napameTpa Time ABnAeTcs
PEe3yNLTaTOM BblpaXkeHusa «6 - Level».
«Level» - 3TO NnepemMeHHas U3 Knacca
My Guide_GameMode,
npeacTaBnaAoLLaa YPOBEHb UMPOKa.

Looping 0




BP_STATUE:
ACTOR BEGIN OVERLAP 1/2

CobbiTne ctonkHoBeHusi ActorBeginOverlap

3anyckKaeTcs, korga AKTOp B Urpe nepekpbiBaeT
cTaTylo.

3Ha4veHne, nepegaHHOEe BXOOAHOMY rnapamMeTpy
Condition Hoabl Branch, aBnaetca pesynsratom
Bblpa>KeHNA, KOTOPOE NPOBEPSET, ABNAETCS NN AKTOP,
nepekpbiBaowmm ctatyto, Player Character, n He
ycTaHoBNEHO Nn ania nepemeHHon GameOver B
rpoBom pexxmnme 3HadeHune «true». . Ctatysa byner
cobpaHa, ToNbKOo ecnm oba aTh YCNoBUA BbIMOSTHEHDI.

{ Event ActorBeginOverlap

| z ! Branch |

B e .

.
B True

Other Actor T T ———
== Condition False [

| Get Player Character

/

O» Playerindex [g]  Return Value @ A N D

Add pin +=

My Guide Game Mode

Target Game Over



BP_STATUE:
ACTOR BEGIN OVERLAP 2/2

Ecnu ctatysa cobpaHa, Bbi3biBaeTcAa yHKUMA Statue
Collected knacca My_Guide_GameMode gns
yrpasB/ieHNA CHETOM UrpoKa N YPOBHEM UrPbI.

[locne aToro TekyLlaa ctatyqa paspyLlaeTcs U
CO30aEeTCcs HOBas.

- { Statue Collected

Target

—_—— ~
My Guide Game Mode

—_—f— DestroyActor

@& SpawnActor BP Statue

, Target | self |

- f GetActorTransform

[arget is ¢

. Target self Return Value @

Class BP Statue w

@ Spawn Transform

Collision Handling Override

+ Instigator

Return Value

>




YCTAHOBKA
PEXXUMA UI'PbI

Otkpoute BP_Guide_GameMode Blueprint n Haxxmure
kKHonkKy Class Defaults. [loctasbsTe cBoncTeo Default
Pawn Class Ha “ThirdPersonCharacter” n ceonctso
HUD Class Ha “BP_Guide_HUD”.

B pepaktope Level Editor, HaxxmunTe KHonky Settings v
BblbepuTe “World Settings”. Ha naHenn World
Settings yctaHosuTe ceonctesy GameMode Override
3HadveHne “BP_Guide_GameMode”.

Tenepb uUrpa rotoBa K 3anycky.

u ™ VWorld Settings
Search
> World

4 Game Mode

GameMode Override BP_Guide_GameModiv £ JEOR e

4 Selected GameMode

Default Pawn Class & O+
HUD Class e 0O <+
Player Controller Class e O+
Game State Class e O+
Player State Class & O+
Spectator Class e O +




NMPOLIECC UIPbI

Ecnu Bce npaBunbHO, BO BPEMS UrPbI
NrPOK ByOeT ynpaBnsaATb MEPCOHAKEM U
[OJKEH MONYy4YnTb CTaTyMW.

B cueHapumn ecTb Tpu CTaTyu, KOTOPbIE
NepuoaNYEeCcKN MEHSAIOT NMOSIOXKEHME.

Korga urpok nepekpbiBaeT cTaTyto, OH
NoJTly4aeT CHET, N CTaTyd CHOBa
NOSIBNIAETCS B APYyroM MECTE.

et obpaTHbIN OTCYET, N Urpa
3aKaH4YMBaETCS, KOrga He OCTaeTcs
BPEMEHMW.

3a Kaxkable NsATb cCOOpaHHbIX cTaTyun
YPOBEHbL UrPoOKa yBeENN4YNBaAETCA, N KO
BpeMeHn gobaBnseTrca 15 cekyHp.




NTOI

B aTon nekuumn 6bina peanni3oBaHa
npocTasa urpa, Ytodbl NokasaTb, Kak
Knacchbl Blueprint BsanmogencTeytoT apyr
C QpPYyrom B Urpe.

B aTon nrpe ncnonb3yTcs Makpochl,
nosib3oBaTeNnbCKne coobITUA, PYHKUNN 1
Tanmepbl. Knacc HUD ncnonb3oBasncs ans
BbIBO4A HEKOTOPOU MHOpMaUMn Ha
9KpaH.

KpoMe Toro, UrpoBon PeXXnm
Mcnonb30Basncs Ona onpeneneHns npasus
Nrpbl U UCMONBL3YET NIOrMKY ONgd
obecneyeHna cobnogeHna aTux npasus.




