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AHHOTALIUA

B nmanHo# ctathe paccmaTtpuBaetcst co3nanue 3d wurper «tiles hop» Ha wrpoBom
nBwkke Unity. [ns peanuzamuu OyIyT MCHOIB30BAThCS TOTOBBIE OOBEKTHI CPEJIbI
Unity ¥ CKpUNTHI HANTMCAHHBIC HA s3bIKe mporpammupoBanus C#. B pesynbrare
UCCIIeIOBaHMsI OyIeT MPUBEACH MMPUMEP CO3JIaHUS UTPBI C TIOAPOOHBIM OIMMHCAHUEM
€€ pealm3alui.
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Abstract

This article discusses the creation of a 3d game "tiles hop" on the unity game
engine. Ready-made unity environment objects and scripts written in the C#
programming language will be used for implementation. As a result of the
research, an example of creating a game with a detailed description of its
implementation will be given.
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1 Bsenenue

1.1 AkTyaJIbHOCTH

B Hamie BpeMsi KOMIIBIOTEPHBIE MIPBI SIBJISIFOTCS YacTbhO OOILECTBEHHBIX U
KyJIbTYPHBIX Ccdep, TaKhuX Kak HCKYCCTBO, OOpa3oBaHHME, W JOa)Ke CIOPT CTal,
CBSI3aH C UTpaMu B OOBEAMHEHHOM Ha3BaHUM KuOepcmopT. WrpoBas mHmycTpus
TECHO CBf3aHA C HWHIYCTPUEH KOMITBIOTEPOB M Jake MMeeT g He€ OoJbIioe
3Hauenue. Urposoit neukok Unity mO3BOJISET AesaTh KpocCIIaT(HOPMEHHBIE UTPBI
C WCIOJB30BaHWEM HOBEHIIMX TEXHOJOTHH. OTrpoMHOE KOJUYECTBO HIPOBBIX
KOMIIaHUH TOJB3YIOTCSI STUM JIBMKKOM TPH CO3JaHMU CBOWX MPOEKToB. Ha Hew,
BO3MOXKHO, CO3/1aTb WIpPY, CHOCOOHYH0 paboTaTh Ha Oojee dYeM JBajalaTH
pa3MyYHBIX OMNEpPAlMOHHBIX CHUCTEM, B KOTOpbIE BXOAST IEPCOHAIBHBIC
KOMITbIOTEPHI, wurpoBbie KoHcosm (PlayStation, Xbox wu T.1.), MOOWIbHBIE
yCTpPOMCTBA, MHTEPHET-TIPUIIOKEHUS U IpYTHE.



1.200630p uccaenoBaHuii

A.M.BacuibeB ucienoBai co3aHie KOMIbIOTepHOW Urpbl Ha unity 3d [1].
B.M.BaxpymieB peanu3zoBall Urpy-rojoBOJIOMKY 'paccTaHoBka wmebenmn" ¢
UCIIOJIb30BaHueM unity u si3eika C# [2]. A.A.HoBuukoB omucai cpeay pa3paboTKu
"unity 3d" s cosmanust kommbroTepHbIX urp [3]. JI.C.PomanoB pa3spaborain
MYJIBTUILUIEEPHOYIO UTPY Ha maTdopme unity 3d. [4]. .B.baxtun co3aan urposoe
NPUJIOKECHUE C UCTIOIB30BAHUEM CPEibl pa3pabOTKK Urp unity [5].

1.3lean nccaeq0BaHUA

Llenp wccmenoBaHus — WCMONB3ysA cpeay 3D momenupoBanus urp unity
engine, co3nath urpy «tiles hop» co Bcemum HEOOXOMMMBIMH IS TTOJIHOIICHHOMN
UTPBI, MEXaHUKAMH.

2 Marepuajbl 1 METOAbI
JIng  pealn3alliyd  WCIOJB3YKOTCS  WIPOBOM  JBMIKOK  UNIty,  sI3bIK
nporpammupoBanust C#, IDE MonoDevelop.

3 Pe3yabTaTsl U 00Cy:KIeHUS

[enb wurper «tiles hop» 3akirodaeTcss B TOM, 4TOObI UTPOBOM IMEPCOHAXK,
KOTOPBIM SBJISIETCSI «IIapy» JOCTUT (DUHUINA, TIpbIras IO IUIMTaM, €CJIH IIap
HEJI0JIETAET /10 IJIUTHI, OH MaJIaeT U UTPa 3aKaHYMBAETCHI.

B HavaibHOE COCTOSIHME WIPhl IIAp HAXOAWTCS Ha HEMOABMYKHOU
matgopme. B MOMEHT cTapTa OH HayMHAET JIBUTAThCs BHEpEN O€3 OCTaHOBKH.
[Tocne toro kak miatdopma 3aKaHYMBACTCS, MOSBISIOTCS HEOOJBIINE TUIUTHI,
KOTOPBIE IBUTAIOTCS 110 TOPU3OHTAIN HE 3aBUCHUMO JPYT OT JApyTa.

VYpapieHue TEpPCOHAXEM TMPOUCXOAUT 3a CU€T HaKaTus KIABUII Ha
KJaBuarype. Han mapomM MOXHO BOCHPOM3BECTH TPU COOBITHS, U3 KOTOPHIX JBa
CMEHSIIOT MOJIOKEHHUE BIIPABO U BIIEBO, a TPETUN PEATTU3YET MPBLKOK.

B kauecTBe mpocTpaHCTBa MOJ TJIMTAMHU TOCIY)XHT CTaHIAAPTHBIA OOBEKT
unity «terrain». YcTtaHOBUB eMy TEKCTYpYy CXOXKYIO C BOJOH, JACHCTBUS UTPOBOTO
MHpa CTaHYT MPOUCXOAUTH, CIIOBHO B OKeaHe. /[l 3TOro Hy*HO 3aliTHU B MEHIO
inpector->terrain (script)->edit textures->add texture u BbIOpaTh OTTyJa TEKCTYpPY
«water fallback» (puc. 1).
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Puc. 1. JloGaBiienue TekCcTypbl 00BbEKTY «terrainy



YCTaHOBMB TEKCTYypy 3€MJIM HA TUIATHI, UTpa MPUOOPETET CMBICH, YTO
UTPOBOM MEPCOHAX MOKET MPBITAaTh 110 MAJICHBKHUM OCTPOBKAaM, a €ClU ymajaéT B
BOJIY, HT'Pa 3aKOHYHUTCS (pHC. 2).

Puc. 2. HauansHO€ COCTOSIHUE UTPBI

[1IUThI IBUTatOTCSI IO TOPU3OHTANIM B ONPENEIEHHBIX IPaHUIIAX, €CIU TUIUTA
JOCTUTAeT OAHOW W3 TPaHMIl, TO HAYMHACT JBHUTAaThCS B MPOTHUBOMOJIOKHYIO
CTOpoHy. B 3aBUCHMOCTH OT TOTO MecTa Tje IiIuTa 00pa3oBaiach, OHA HAUWHAET
JNBWKEHWE JMO0 B mpaBo aub0 BiaeBo. TakuM cmocoOOM — JTOCTUTAeTCs
HE3aBHCUMOCTH JBMKEHHS OAHOW IUIUTHI OT APYroil. 3a M3MEHEHHsI MOJIOKECHUS B
IIPOCTPAHCTBE OTBeYaeT MeToj «transform.position», k KkoTopoMy IpHOABISIOTCS
3HaueHus THIa «Vector3y mo 3aganHoi ocu KoopauHaT (puc. 3).

using UnityEngine;
using System.Collections;

public class moveplet : MonoBehaviour {

public 1nt max_sdvig=6;

public bool left=false;

public bool right=true;

public float speed=2;

void Start () {
if(transform.position.x==0)

left=true;
right=false;

H
void Update () {

if(transform.position.x = max_sdvig){
left=true;
right=false;

else i1f(transform.position.x < -max_sdvigl){
left=false;
right=true;

}
1f(right){

transform.position += Vector3.right * Time.deltaTime*speed;

¥
else 1f(left)
{

transform.position += Vector3.left * Time.deltaTime*speed;

Puc. 3. JIBukeHue MINTHI IO TOPU3OHTATIN



Jlns Toro yToObI MPOIECCOP BCE BpeMs HE 3aHUMAJICSA JIBMIKEHHEM BCEX
IUTAT B UIPE, CO31aéTCs TeHepaTop ILIUT, KOTOPBIi OyIeT 10 Mepe HEOOXOAMMOCTH
CO3/1aBaTh HOBBIC IUIUTHI M yAAJsATh crapblie. JIs 3TOro moHagoOUTCS CO31aTh
IIEpEeMEHHbIE O00BEKTa IUIMTHI, KOTOpas OyIeT co37aBaTh ¢ KOIWH, MO3HMIIMU
UIPOKa, C MIOMOIIBIO KOTOPOH MOKHO OYJIET OMPEACIIUTD JOIIET U UIPOK 0 TOM
TOYKH, KOT'/Ia HY’KHO CO3/1aBaTh HOBBIC IUIUTHI U YIAJISATh CTaphIC.

Bnepenaun urpoka Bcerma OyAyT IATh IUIMT, KOTOpPbIE OYAYT CO3/1aBaThCs B
pa3HBIX KOOpAMHATAX MO OcH UX ABMKeHHs. Co3aaTh KOIMHUH OOBEKTa MOXKHO C
nomonibio Metosa «(GameObject)Instantiate», mapamerpamu KOTOPOTO SBIISIOTCS
KOIHMPYEMbIii 00BEKT, KOOPAMHATHI MTOJOKEHHS U yroJ Bpalienus. Koraa y urpoka
KOOPJAMHATHI 110 OCH €ro IBMKEHHs OyayT OoJbllle YeM KOOPAMHATHI OJHOW M3
IUTAT, OHA YHHYTOXKHUTCS MpPH MOMOINKU Meroma «Destroy», a Brepeau MOsSBUTCS
HoBas (puc. 4).

public class TileGenerator : MonoBehaviour {

public Gameobject tilePrefabs;

private List<GameObject> activeTiles=new List<GameObject=();
private float spawnPos=2;

private float tileLength=g.4f;

private int rastoyanie = 4;

[SerializeField] private Transform player;

private int startTiles=6;

void start () {
for(int 1=0; 1<startTiles; 1++)

var itog=Random.Range(8,5);
switch(1tog)
{

case 0:
SpawnTile(o);
break;

case 1:
SpawnTile(4);
break;

case 2:

SpawnTile(-2);

reak;

case 3:
SpawnTile(-4);
break;

case 4:
SpawnT1le(8);
break;

}
¥

e

void Update () {
1f(player.position.z=spawnPos- (startTiles*(tileLength+rastoyanie-1)))
{

spawnTile(Random.Range(-6,6));
DeleteTiles();
H
H

private void SpawnTile({int tileIndex)

GameObject nextTile = (GameObject)Instantiate(tilePrefabs, transform.forward*spawnPos+transform.right*tileIndex, transform.rotation);
activeTiles.Add(nextTile);
spawnPos+=rastoyanie;

¥

private void DeleteTiles()

{
Destroyl(activeTiles[e]);
activeTiles.RemoveAt(a);

¥
H

Puc. 4. 'enepanusi 1 yHUYTOXKEHUE TUTUT



Puc. 5. Peanuszanus co3ganus IinT

Yrobsl map obnagan (U3MYECKUMHU CBOMCTBAMHU €My HYKHO J100aBHUTH
xommoneHT «Character Controller» mocie 3Toro oH CMOXET KOHTaKTHPOBATh C
wmTaMd. JIJis yCTaHOBIEHHUS COOBITHS TPU HAKATUM KIIABHIN HCTIOIB3YETCSI
meton «Input.GetKey», mapamMeTpoM KOTOPOTO SIBIISIETCS CHUMBOJIBHBIH KOJI
kiIaBumy. Heo0XoauMoO yCTaHOBHWB 3HAUYEHUE T'PABHTALMHU, NP KOTOPOM OOBEKT
HE CMOXXET OECKOHEYHO ITOJHUMAThCS BBEPX IPH MpPBDKKE. Tak ke HYXHO
OTIpEeNIeIHTh CBOHCTBO 3a3eMJICHHOCTH C HIOMOIIBIO MeTo/a
«controller.isGrounded», mpu KOTOpoM mIap CMOXKET MpbIrath. Torma Kak eciu
iap HaXoJUTCS B BO3MIyX€E, TO MPBLKOK padboTath He OyaeT. (puc. 6,7).



public class PlayerController : MonoBehaviour

private CharacterController controller;
private Vector3 dir;

[SerializeField] private int speed;
[SerializeField] private float jumpForce;
[SerializeField] private float gravity;

void Start()

{
controller = GetComponent=CharacterController=(];
1
private void Update()
{
if (Input.GetkKey("right"))
{
right();
if (Input.GetKey("left"))
{
left();
b
if (Input.GetKey("up"))
{
i1f (controller.1isGrounded)
Jump () ;
¥
}
private void right()
i
transform.position+=Vector3.right = 0.2f;
1
private void left()
{
transform.position+=Vector3.left = 0.2f;
1
private void Jump()
i

dir.y = jumpForce;

void FixedUpdatel()

{
dir.z = speed; _ ) )
dir.y += gravity * Time.fixedDeltaTime;
controller.Movel(dir * Time.fixedDeltaTime);
¥

L
Puc. 6. [IporpamMma st ynpaBiieHUsS UTPOBBIM TIEPCOHAKEM



Puc. 7. Peanuzanus ynpaBlieHUs IEPCOHAKEM

Jlanee HeoOxoauMMO 4YTOOBI Kamepa clie[loBajla 3a IEPCOHAXKEM.
[TonamoOuTCcsl TepeMeHHasl, yKa3bIBAOIIass Ha IMO3HMIIMI0 WTPOBOTO TIEPCOHAXKA.
3aTeM TOJIyYMB pa3HUIY TOJOKECHHS WTPOKa W KaMephl Ha CTapTe WIPHI, Ha
KOKIOM Kaape OyneT yCTaHaBIMBATHCSA HOBOE TOJOKCHHE KaMmepbl IO OCH

JIBMOKEHUS TepcoHaka (puc. 8).

public class CameraController : MonoBehaviour

[SserializeField] private Transform player;
private Vector3 offset;

void Start()

offset = transform.position - player.position;

void FixedUpdate()
{

Vector3 newPosition = new Vector3(transform.position.x, transform.pesition.y, offset.z + player.position.z);
transform.position = newPosition;

¥
¥

Puc. 8. CnexxeHne kamepbl 32 UTPOBBIM TIEPCOHAKEM

Puc. 9. Pacionosxenue kamepsl Ha CTapTe UTPHI

UtoObl UTpy MOKHO OBIJIO 3aKOHYUTH HYXKHO CO37aTh TPUITEP, KOTOPBII
NEPEKITIOYHUTCS Ha JAPYTyo ClieHy. Tpurrep ycraHaBiIMBaeTcs B OKHE «iNSpecton -
> «“obonext”’collidery»->is Trigger (puc. 10).
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Puc. 10. YcranoBka Tpurrepa

Meton «OnTriggerEnter» onpenensier CTOJIKHOBEHHE TPUTTEPA ¢ 00BEKTOM,
€CJIM UTPOK C YKa3aHHBIM TETOM CTAJIKHUBACTCS C TPUTTEPOM, TO MPOUCXOIUT CMEHA
ciieH ¢ mnomompio Metoga «Application.loadedLevel». VYkazap 3naueHueM
TEKYIIEeH CIEHBI CIEeIYOIIeH Mo mopsaky (puc. 11).

public class Finish : MonoBehaviour

i
vold OnTriggerEnter(Collider other)
{
if (other.tag == "Player")
1f (application.loadedLevel + 1 != Application.levelCount)
Application.LoadLevel (Application.loadedLevel + 1);
else
Application.LoadLevel(B);
¥
Iy

Puc. 11. CMmeHa creHsl

VYka3zaTh CIEHBI JIJI1 XpaHCHHS MOXHO B mosie «Scenes in builty naxas
kiaauiy «Ctrl+shift+By (puc. 12).

Add Current

Puc. 12. YcranoBka nopsika U XpaHEHUS CIICH

B koHIIe UTPBI UTPOKA YBEIOMIISIOT O IPOXOKaeHHH (puc. 13).



Puc. 13. [lepexon Ha cuieHy ¢ uH(MOpMAILIHEH O TPOXOKICHUU UTPHI

Takum oOpaszoMm, Obuta OmucaHa peanu3amnusl MPOTPaMMBI JJIs CO3AAHHS

urpsl «tiles hop» Ha urpoBom nBIXKKE UNity ¢ UCTIOIB30BAaHUEM CKPUITOB S3bIKA
nporpammupoBanus C#.
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