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House of horror videogame

HauynHaeT urpy
MpucoeanHseTcs
K urpe
MpocmarprBaer
BBE/EHVA B CIOXET
IpocmoTpuBaet
CTpALLHYO CLEHY 13 Urpbl

Bbl6upaeT aelicTeus

O6eyxaaet 1
NpYHYMAET AeicTBME C OHNaiH
nrpokamu

Wrpok

OTKpbIBaET
> HOBYIO UHpOpMaLMIO —
CMOTPUT NOCNeacTBus

NPUHSITOTO peLleHns

MNpepocTtaBnser nogckasku

VI3MeHeHseT xoaa urpbl

OT06paxaeT MYHbIE
[OCTVDKEHUSA urpoka

AHaNM3NpyeT AeiicTBUS UTPOKOB 1

Haén ropN

-

MOXET AefiaTb BbIBOAbI O UX CTpaTernn

CoxpaHeHsieT nporpecc

3aBepLuaeT cTpaLlHyto
CLIEHY M3 UTpbI

[ocTuraet KOHLOBKY

WA Urpbl

UrpoK NpUHUMaeT
pelueHne u BblibrpaeT
Aelictene (Hanpumep,
BblOpaTb PennKy nam
felictene).

HOBblE JaHHbIe,
__|Heobxoaumble ans
OaIbHELNX
peLLEHNIA.

B 3aBVCMMOCTM OT AeNCTBuIA
— UrPOKOB, Urpa MOXeT U3MEHUTb

_— CBO€ HarlpaBsJ/ieHMe.

Player
4 PK |playerlD int
name varchar(25)
scenelD int >
progress char(25)
Host Scene
PK ThostiD — —— PK |scenelD int : /
host name varchar(25) scene description text rae playerlD
. FK [status int CMOMOLLbIO
—— chapter int SeEED
MOXXHO NOHATb
cTatyc urpoka
- Action
Scenario
- - PK JactionID int
PK |scenariolD int I !
. FK enelD int
—<] FK [chapter int —< SC' !
description text action type varchar(25)
. ——<| FK [hostID int
FK |playeriD int !
FK |sceneld int action outcome varchar(25)
House of horror videogame )
Wrpok Ha6nwogatens Begywmii urpbl

1

yrpa 3aBepLUlaeT CLeHapwii,
nokasblBas (IMHa/IbHbIN pesynbrar
Ha OCHOBE AEeCTBUI NTPOKOB.

[ MpucoeanHue K nrpe J&—

MpOoCMOTpP CTapLUHON CLEHbI

L

MpunHATKA peLueHuns

J

| ey R ——]

He nonapaer, urpa B np

Hab6ntoaeHve 3a NpoLeccom
urpsbl

bLiecce, HaGnoaaeT

Mogckaska A5 NPUHATUS peLleHnst

/

—_——

CoxpaHuusi nporpcca urpbl

3aBepLUeHNs CLEHbI UTPbl

-

AHa/I3 CIOXXETHOMN NNHWK

\

3meHeHus xoaa nrpbl

MpoJomKnTL
#continue

Hayauio urpsl
#start

Moackaska oT

BeAyLLEero
#help
H O6eyx/aeHune ¢ MpuHaTtne 3aBeplueHne
BxoA B mrpy a::;n;;(l)rpy BX(_)/J' a cueHy nrpokamm petieHna CleHel
#log_in #new_game #in_scene #talk #action #and_scene
Mocnencteune
#consequences
BbI60p cueHbI
#chose
[ Player ]
, Host \ * + (N1OC): NYGNYHBbIN
- playerID MogudmkaTop gocryna
- name (public).
- EOStt'D - status 3T0 03HauaeT, YTo aTpubyT UK
14 ost name - progress z MeToA, AOCTYNEH 13 SI060ro
- chapter
. TR Jpyroro knacca.
- e - (MUHYC): NpUBaTHbI
+ joinGame()
- manageScenario() + makeDecision() x)?ﬂlv;ﬁl;lKaTop Aoctyna
- provideHints() c
- 7 g OTO 03HaYaeT, YTo aTpubyT Mn
MEeTOo/, AOCTYMNEH TONILKO BHYTPU
* camoro knacca.
- Scenario
Scene
- scenariolD
- scenelD - Shaptfif. * - * MHOTVe KO
- scene description - description
MHOrume
- status 1 - playerID . ¥
- scenelD 1.*-*oavH
KO MHOImm
+ displayScene() "
+ recordDecision()
) 7
Action ]
- actionID
- scenelD
4 - action type
- hostID " -

- action outcome

*]

+ executeAction()

A

Player

ﬂ n H - N
(Alt

) "ecnin Urpok Bblbpasl AencTBme HauyaTb CLeHapwii, NoKaxknTe 3anpallnBaemblii cueHapuii” |

| |
’J“ i 3.1 notifyActionRTsuIt() i >

1: startScene()

1.1: loadSceneData() |

1.2: getSceneDescription() |

2: choosgeAction() ,_L
g

1.3: Bo3BpaLLaeT onvcaHne CLeHbl

| 2.1: executeAction() |
I

-2 B -1

2.3 Tosspaw,aeT pesynbTaT AelicTBn
| T

savePrpgress()

B gpyrom cnyyauu, BblGMpaemM AeicTBUS HA KOTOPOM OCTaHOBU/ICS UFPOK
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