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IMporpammupoBanue 6a30BbIX MexaHUK HIpbl B Unity 3D npu momomm Unity
Bolt

Vavsanos Ecop Anopeesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHO# cTaThe pacCMaTPUBACTCS M ONMUCHIBACTCS peaan3alus 0a30BbIX MEXaHUK
pOCTOi UrpbI-IaTdopmMepa, Ipy MOMOIIH BH3yaabHOIO IMPOrPaMMHUPOBAHUS, TO
€CTh HCIONB3YI0 rpadpl. MeXaHHKH HIPhl IPOrPAMMHPYIOTCSA IIPH  ITOMOIIM
BU3yallbHOrO mporpammupoBanus B Unity Bolt. TlpaktudeckuMm pe3yabTaTom
SBJISIIOTCS paOOTAOIINE MEXaHUKH HUTPBI.
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Abstract

This article discusses and describes the implementation of the basic mechanics of a
simple platformer game, using visual programming that is, using graphs. The game
mechanics are programmed using visual programming in Unity Bolt. The practical
result is working game mechanics.
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BusyansHoe mnporpaMMupoBaHHe — CIOCO0 CO3JaHMs TMPOTrpaMMbl AJis
NEPCOHAIBHBIX  KOMIIBIOTEPOB  MyTEM  MAHUIYJIMPOBAHUA  IpaduuecKkuMu
Oo0BbEKTaMU BMECTO HamucaHus €€ Tekcra. HekoTopble aBTOpPHI IMPENCTaBISIOT
BU3yaJIbHOE MPOTPaMMHUPOBAHUE KaK CIEAYIONIMI ATall pa3BUTUS  SI3bIKOB
porpaMMUpOBaHus (CleAyrolee MmokoiaeHue). B Hacrosiiee BpeMsi BU3yallbHOMY
MPOrPAMMHUPOBAHUIO CTANIM YIEIATh OOJbIE BHUMAaHUS, B TOM YHUCJIE B CBS3U C
pazBuTHeM MOOWIbHBIX ceHCOpHbIX ycTpoicTB (KIIK, muanmersi). BusyansHoe
IPOrPaMMHUPOBAHUE MOKET MPUMEHATHCS IJIsi CO3[aHUsl Ppa3JIMYHBIX THUIIOB
POrpaMMHOr0 OOEcriedeHusl, B TOM 4ucie W ais pa3padotku urp. Cucrema
BU3YyaJIbHOTO mporpammupoBanus B Unity mO3BOJIIET CO3/1aBaThb HUIPOBYIO
MEXaHUKY WU JIOTUKY B3aMMOJCHCTBHUS C IMOMOUIbIO BH3yaJbHOU TpadoBoi
CUCTEMbI BMECTO PaOOTHI C TEKCTOBBIM MPEACTABICHUEM KO/IA.

[{enb maHHOW CTAThH PACCMOTPETh BO3MOXHOCTH WIPOBOro aBmkka Unity
3D u moayns Unity Bolt B co3nannu 0a30BbIX MEXaHHK MJIaTQPOPMEHHBIX HID.
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C.C. Jlynun B cBoe#t crathe ommcan ucnonb3oBanue Unity Bolt mpu
pa3paboTKe MOAYJs, PEAM3YIOIIEr0 CUCTEMY YIPaBICHUS UTPOBBIMU OOBEKTAMHU
JUI MHTETPUPOBAaHHOM cpeibl pa3padoTku u apwkka Unity3D[1]. C. A. CypoauH B
CBOEH cTaThe MPEeACTaBUI CLICHAPUN YriyOJEHHOTO M3YyUYEHHs] OJHOTO U3 JIyUIIHUX
JIBUKKOB, CYIIECTBYIOIIMX HAa JIaHHBIA MOMEHT, JIJIs co3/lanus KpacuBbix 2D u 3D
urp[2]. B cBoeit pabote P. ®. Tlaitnymnun, B. A. 3axapos, E. A. AxceHoBa
W3YYHIH HHCTPYMEHT Ui pa3pabOTKH IBYX- U TpéxmepHbix urp — Unity 3D[3].

Haunnaem coznanue urpsl ¢ coznaeM HoBoro 2D mpoekTa M Ha3bIBa€M €ro
IPOM3BOJBHBIM HMEHEM, a Jajieeé HMIIOPTUPYEM HEOOXOAUMbIE MOIYIU C
odunmaneHOoTo Marasuua Unity Asset store cm. prucyHok 1-2.

Bl Create a new project with Unity 2019.4,16f1

emplates Settings

Project Name *

simpleGAME
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Puc. 1. Co3nanue npoekra

Bolt

Free Platform Game Assets
Puc. 2. UmMnopt Moayneu B MpOEKT

Jlanee B mamke «SCENES» OTKpBIBaeM JHOOON MOHPABUBIIMIICS YpPOBEHb, B
naHHOM ciydae «Levelly», Ho 3amyckast ypoBeHb, IEpCOHaX HE KOHTPOIUPYEM, TO
€CTh Ha)KaTHe KJIaBUIII HE UMEET HUKAKOTr0 OTKJIMKA CM. PUCYHOK 3-4.
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Level Level2 Menu Samplesc. .

Puc. 3. OtkpbiTHE YPOBHS

Puc. 4. OTcyTcTBHE KOHTPOJISI IEPCOHAXKA

[lpuctynmaeM K OXUBJICHHIO TMEPCOHAXa, Ui 3TOTO HEOOXOJAMMO B OKHE
«Hierarchy» BwIOpath nepconaxka «Player» n 1o0aButh Kk HeMy KoMIoHeHT «Flow
Machiney» cm. pucyHok 4.



[Toctymar. 2021. Ne9 ISSN 2414-4487

‘= Hierarchy
-+
< Levell*
i@ Player

Dynamic

Mone (Phy

e
Start Awake

Mone

Macro

B Mone (Flow Macro) @ Mew

Puc. 4. Jlo6aBiaeHre KOMIIOHEHTA

Jlanee HeoOXOaUMO cO3AaThb Makpoc (3TO MHOrOpas3oBbId rpaduk, Ha
KOTOPBII MOYKHO CCBUIAThCSI HECKOJIBLKUMU pasHbiMu «Flow Machiney), ans storo
psagioM HaxumaeM psiioMm ¢ nojem «Macroy Ha «Newy, cozmaeM HOBYHO TMAIKy
«Macros» u HassiBaeM daiin «PlayerController» cm. pucynok 5-6.
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.ﬁ + Flow Machine

Macro

B Mone (Flow Macra)

Puc. 5. Coznanue makpoca

% Save Macro
<« v 1 l 3TOT KOMMBIOTER Learn (F:) learn SimpleGAME » Assets » Macros
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[ PlayerController.asset
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% Pabi

= [lokanbHbIA guc

= Programm (D)

= lgri (E)

Coxpannte Orraena

# CKpbITe Nankn

Puc. 6. Coznanue makpoca

[TpuctynaeM K BU3yaJlbHOMY MPOrPaMMHMPOBAHHUIO, JUIS 3TOTO Ha)KHMaeM
kHonky «Edit Graph». B oTkpbIBIIMMCS OKHE s ymoOCTBa HEOOXOAUMO

no6aBuTh 1Ba okHa Variables u Graph Inspector cm. pucynox 7-8.

Macro Convert
#PlayerContraller {(FlowMacra)

Edit Graph

Puc. 7. PenakTop rpadon
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Puc. 8. JlobaBiaeHne HEOOXOUMBIX OKOH

Jlasiee HYXKHO CO3/1aTh HEOOXOAUMBIC MEPEMEHHBIC, JJISI ATOTO Ha BKIIAJIKE
«Objecty co3maem nepemennyro tumna «Floaty, ¢ HasBanume «Speed» (3HaucHHE
CKOpPOCTH IIEPCOHa)Ka) M NPHUCBaWBacM €il 3HadeHume 5, a Ha Bkmaake «Graphy
COo3JIacM MEPEeMEHHYI0 TOTO e THIla, HO y)Ke ¢ Ha3BaHueM «Movementy (ocHoBa
JUTS TIEPEMEIICHUS TTIEPCOHaKa 110 OCSAM) CM. PUCYHOK 8-9.

Update

Event

»

Puc. 8. Jlob6aBiienue nepeMmenHoi «Speed»
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Relations Walues Dim Carry

Puc. 9. Jlo6aBnenue nepemenHoit «Movementy

CozmaauM TiepBYIO OJIOK CXeMy, INENKaeM IPaBOM KHOIMKOW MBIIIH 10
cBOOOIHOMY TmOJIt0, M Haxoaum «Get AXis» (050K, KOTOpBIH OyneT BbIIaBaTh
3HaueHue oT -1 70 1, 9TO COOTBETCTBYET HANPABICHHUIO JIBMKCHHS TEpCOHAKA
BJICBO WJIM BIPABO, ITPH HAXKUTHUU COOTBETCTBYIOIIMX KiIaBHil). Terneps mepeHoCHM
nepeMeHHy0 «Speed» B Omok-cxemy mocpenactBom «Drag-and-dropy». danee
HEOOXOMMO 3HaueHue mNepeMeHHOH «Speed» ymHOxkuTh Ha «Get AXisy. s
sToro u3 mopra «Get AXiS» mepeTamuM COCAMHCHHE, B KOTOPOM BBIOMpaeM
komroHeHT «Multiply» coeauwnsiemM, W 11 BBIBOJ 3HAUCHUS IICPEMHOKCHUS
co3maeM HOBBEIH 0ok «Set Graph Variabley». Coenunsiem 0ok «Update» ¢ «Set
Graph Variable» uTo0bl cunThIBaTH 3HaYEHHE TOPU3OHTAIBLHOW OCH B KaKIOM
Kaape cM. pucyHok 10.

Puc. 10. MeTos BbIYUCICHUST HAPaBJICHUS K CKOPOCTH TepCOHaXKa
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Hanee HeoO6xonuMo 100aBUTh (PU3NUYECKUE CBOMCTBA UTPOKY, IS 3TOTO B
onmok-cxeme nobasum kommnoneHT «Get Velocity Rigidbody 2D» u coenuHuM ¢
omoxom «Get Y». 3arem usBiekaeMm mnepemeHHyro «Movement» cozmaem 0ok
«Vector 2» u npucBauBaeM IOJIyYeHHYIO0 CKOpocTh KoMoHeHTY «Rigidbody 2D».
CoenunsieM 0JIOKH YTOOBI IOJTYYHIIOCH, KaK Ha PUCYHKE, CM. PUCYHOK 11.

6 Multiply

AnxE @ o—

Puc. 11. IIpucBanBanune pU3NYECKUX CBONUCTB UTPOKY

Urpy yxe MOXKHO 3aIlyCTUTh U YOSAUTHCS, YTO JIOTUKA paboTaeT, MepCoHaX
JIBUTAETCsl BJIEBO M BIPABO B 3aBUCHUMOCTH OT Ha)xaTui urpoka. [lepconaxy He
XBaTa€T aHUMAIU, TOTOBBIX B 3TOM «aSSet», HO HE MOAKIIOUYECHHBIX K JIOTUKE CM.
pUCYHOK 12.

Puc. 12. JIBuxeHus: UTpoka
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B «Animator Controller» BumuMm, 4to ckopocTh (mepeMeHHas «Speedy)
HEoOXoJMMas TEepPCOHAXY A Iepexoja M3 COCTOSHHUS TIOKOS B COCTOSHHE
x021b0b1, Obl1a 6ostbie 0,01 cm. pucyHok 13.

Conditions

Speed

Puc. 13. CkopocTb i nepexojia COCTOSIHUM

s noGaBieHus: aHMMalMi K TEPCOHaXKY HEOOXOTUMO CHOBAa BBIHECTH
nepeMmennyro «Movementy, n no6aBuTh cpaBHHBarommi 010k «Comparisony
(O7TOK TTOMOMKET OMpPENENsTh «CTOPOHY B3IISIa» IMEpPCOHaXa), W COCIUHUTH C
«Selecty ykazaB 3HaueHue -1 eciau ycloBHe BEPHO, U 1 eciid HET. 3aTeM co3jaeM
«Vector 3» u coemmusem ¢ «Set Local Scale». IMoakmroyaeM BBIXOIHOH IOPT
ycnoBus «A=B» k Onoky «Branch» u coemunsiem ¢ «Set Local Scaley. anee
KomupyeMm nepeMmennyio «Movementy, coemunsem ¢ 6ioxkom «Mathf ABSy u
coenunsseM ¢ «Animator Controllery, 3HaueHue mnapamerpa «Name» 3amgaem
«Speedy. Tereps coenuusieM OJIOKK Kak Ha pucyHke 14-16.

Puc. 14. 'oroBas O10k-cxema
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° nsp e

Puc. 15. Ilponomxenue 0J10K-CXEMbI

Puc. 16. Ilponomkenne 6J10K-CXEMbI

Janee HEOOXOAUMO MPOTECTUPOBATH PabOTY JIOTUKH, TO €CTh T'OTOBBIC
MEXaHUKHU UTPbI CM. pUCyHOK 17-18.
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Puc. 17. PaGoTa MexaHUK aHUMAIIUU U TIEPEIBIXKEHUS BIIPABO

Puc. 18. PaboTa Mmexanunk dHMMAallu U IICPCABUIKCHUA BJIICBO

B nporiecce mocTpoeHus TOTHKHA UTPHI OB IPOBEJICH CPAaBHUTEILHBIN
aHaJM3 BU3YaJbHOTO MPOTPAMMHUPOBAHUS C TSKCTOBBIM aHAJIOTOM, B XOJI€
KOTOPOTO OBIJT IPUHSAT BBIBOJI, YTO HEKOTOPHIE MOMEHTHI B BU3yaTbHOM
POTrpaMMHPOBAHKH JICJIAIOTCS OBICTPEE U TIOHATHEE, B CICACTBUH YETO TPH
JOJDKHO KEJIaHUH, TIPU TTOMOIIA TAKOTO METOjIa MOXHO pa3paborars urpy. B
UTOTe JAHHOU padoThI, OBUIM CO3/1aHbl 0a30BbIC MEXAHUKH JIJIs TIAT(HOPMEHHBIX
urp.
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