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AHHOTAIIUA

B craTbe paccmaTpuBaeTcs CO3aHUE MPOCTEHIIEH TBYXMEPHOW MIPbl B CUCTEME
TpexmepHoro mojaenupoBanus Unity3D. B nmanHoit pabore omucaHo cCO3/1aHHE
UTPOBOM CIIEHBI, MOJAPOOHO paACHUCaHbl MPOTPAMMHBIE KOJABI JJIsl YIpaBIEHUS
urpoi. Jng wnmroCcTpanuu MOJIYYMBIIUXCS PE3YJIBTATOB, IPEACTABIICHBI
CKPUHIIOTHI PaOOTHI.
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Abstract

This article discusses the creation of the simplest two-dimensional game in
Unity3D three-dimensional modeling system. In this paper we describe how to
create game scenes and painted in detail the program codes to control the game. To
illustrate the obtained results that the screenshots presented work.
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B Hame Bpems, KOMIBIOTEPHBIE WIPhl BCE OOJNBIIE CTAHOBATCSA
nomyysipHbiMi. HO ecTh Wrphl, B KOTOpbIE MOXKHO WIrpaTh TOJBKO IUIATHO.
[ToaToMy CyIIECTBYEeT BO3MOXKHOCTh CO3/1aTh CBOIO KOMIBIOTEPHYIO UTPY U IS
3TOTO UCTIOJIb30BaTh wiatopmy pa3paboTku TUTST CO3/IaHUS
MHorormtatdopmeHHbix 2D u 3D urp — Unity3D.
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Cucrema Unity3D cranoButcs, Bce 0o0Jblle, MOMyIsipHa CPelud YUYCHBIX, a
Tak e u cpeau ctyaeHToB. O.C. Xonoc u P.M. baxxeHOB NpUMEHUIIN TPEXMEPHOE
mozaenupoBanue B Unity3D [1]. E.M.CanpHukoBa T0OKa3aja OCOOEHHOCTU
pa3paboOTKuM  TMEpCOHaKeW A JIBYMEpPHBIX  KOMIBIOTEPHBIX  Wrp[2].
A.C.BunokypoB u P.M.baxeHoB co3ganu npoekT «TaHKk Ha oOCTpoBe» B
Unity3D[3], a Tak xe A.A. KoBryn u E.}FO.TuxoHOB pa3zpaboTaiu HTPOBOE
npwioxenue «Papermany» [4]. EcTb 1 Te, KTO 3aHMMAaJCS CO3/JaHUEM HE TOJBKO
KOMIBIOTEPHBIX UT'P, HO U CO3JJaHMEM MOOMIBHBIX UTP U IpuiiokeHuit. Hanpumep,
A.C. Cennosa u B.C. CyxormttoeBa pa3paboTair MOOWIbHBIC UTPHI C TIOMOIIILIO
UNITY3D[5]. H.C.TI'ankun, E.A. POMHH 3aHHMAarOTCSi CO3[JaHUEM TPEXMEPHOU
moaenu mectHocTd B Unity 3D [6]. M. Labschiitz u np. co3ganu konTeHT s 3D-
urpel ¢ Maita u Unity3D [7]. G.A.N. Jian-song crnpoekTupoBai Iu3aiiH
BHYTpPEHHEr0 OCHOBaHHOTO Onyxaanus Ha Unity3D [8].

3ajaya co3AaHus JAHHOW UTPbl COCTOUT B TOM, YTOOBI HAYYUThCS pabOTaTh
C JIByXMEpHOU rpauKoii, HAy4YUThCsl CO3/1aBaTh CKPUNTHI Ha si3bike C#, a Tak xe
MOHSATH, B UeM COCTOUT MexaHu3M co3aanus 2D urp. lannas 2D urpa paccururana
Ha JeTell MJaJIIero MIKOJbHOTro Bo3pacta. Llenb urpel: B KOCMOCe YNpaBisTh
KOCMUYECKUM KOpPaOJIeM U CTPENISTh B MOSBISIOIIUXCS BParos.

Bnauane cnemyer co3narb HOBBIM MPOEKT W OTMETUTh Ha TaHEIU
JIBYXMEPHYIO UTDY.

[Tocne Toro, kak oTkpsiIoch oKHO Unity, Hy>kHO co3aath 4 mamnku: Prefabs
(MaccuBbl  00BEKTOB), Scripts (mporpammebiii  kox), Sounds (3BykKoBoe
COTIPOBOXKICHHE UTPBI) U Sprites (M300pakeHUsI UTPOBBIX 00BEKTOB) (puc.1).

| & project | Elconsole 8 Animator o -=

| Cleate'_ (2 .!4!‘:."
Y75 Favurltes Assets »

iﬁ";i H‘. Prefabs Scripts Sounds Sprites
Wl Prefabs
Wl Scripts
@ Sounds
Wl Sprites

Pucynox 1 — Co3nanue namnok B okHe Project

Co3naHne UTPOBOMA CIICHBI.

Tak kak n3o0pakeHue KOpabis yKe CYIIECTBYET, IPH I3TOM HM300paKeHHUE
JOJHKHO OBITH B (popmarte png, cieayeT mepeTammTh ero B okHo Unity, B manky
Sprites. 3aTemM HY»KHO BBIIEIUTHh HM300pakeHHEe U B OkHe «Inspector» B CTpouke
«Texture Type» BbIOpaTh 3HaueHue «Sprite (2D and Ul)». U mocne sToro Haxkatb
kHOMKy npuMeHuTh (Apply). C okHa Project mepeTtamuTh n3o0pakeHre Kopaosis B
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okHO Scene. B okne Inspector momMeHsITh KOOPAUHATHI KOPAOJIS U IEPEMECTUTD €T0
B ILICHTP CLICHBI.

Co3nanue GoHa, Ha KOTOPOM OyJeT HAXOAUTHCS KOCMUYECKHI KOpaOb.

B mporpamme Paint HyXHO HapucoBaTh 3Be3gHOe He0O, pasmep
nzo0paxenust 100x100, coxpanuts ero B popmare png. Bce Te ke aeicTBus ¢
n3o0pakeHueM Kopabiis caenaTh W C H300pakeHue Heba, KOOpJauHAThl (hoHa
clleZlyeT IOMEHSATh TakK, 4YToObl (OoH Haxoauics 3a Kopabnem. Tak kak GoH Henb3s
pacTsIHyTh, IOSTOMY CO CIIEHBI HY>KHO YIaJIUTh (POH M J00aBUTH KyO, pacTSHYTh
ero 10 pa3mMepa UrpoBoi cieHsl. [lpuaaTe emy TekcTypy Hamiero goHa. (puc. 2)

T | WeLocal 11| ™
£ | # Scene | € Game  fiAsset Store = 4
|| shaded T 20 || o [l e =] | Gizmos 7| (arAll

Pucynok 2 — Co3nanve urpoBoi CIEHBI

Jj1s Toro uToOBI KOpadieM MOKHO OBLIO YIPAaBIATh, CIEAYET CO3AaTh Script
U TIPUBS3aTh €0 K Kopabio. (puc. 3, a,0)

| PlayerScript = Mo selection
using UnityEngine;
2 using System.Collections.Generic;

4[] public class PlayerScript : MonoBehaviour

s [ 1

MSMEHEHUE CHOPOCIU NEPES

g public fleat playerSpeed
9 | private float currentSpeed = 8.87;
12 | public List<KeyCode> upButton;

13 | public List<KeyCode> downButton;
14 | public List<KeyCode> leftButton;
15 | public List<KeyCode» rightButton;
OXPAHEHUE NOCAEdHEZD NEPEMENEHL

18 | private Vector3 lastMovement = new Vector3();

24 Rotation();

35

Pucynok 3a — [IporpamMmHbIil KO AJi yIIpaBlieHHs] Kopadiem
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Vect orldp Tnput.mousePosition;

worldPos = Camera.main. S(rEEnTDNErldPGlnt(war‘ldPns)
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reinsToim; posEtion i — wirTaPesTs

ransform. pos).t].un v - worldPos. B

dx) = matht: RadZDEg,

; uler(ne Vector3(e, 8, angle + 98));

movement += MoveIfPressed(upButton, Vector3.up);
movement += MoveIfPressed(downButton, VectorS.down);
movement += MoveIfPressed(leftButton, Vector3.left);
movement += .'mveIfPr-essed(r1ghtﬁuttnn Vector3 r-1ght)
/7 E onax, obpabam=faes sm

cne nmxamua dBuzcemcs 6 smom HonpaBraeruu

currentSpeed = playerSpeed;

currentspeed - playerspeed;
.transform.Translate(movesent * Tise.deltaTime * playerspeed, Space.World);
TRt — St

his.transferm.Translate(lastHovement * Time.deltaTime * currentSpeed, Space.wWorld);

currentSpeed *=

jectord MoveIfPressed(List<KeyCode> keylist, Vector3 Movement)

KeyCode element in keyList)

ut.Getkey(element))

rn Movement;

" Vector3, zero;

Pucynok 36 — [IporpaMMHBIil KO 1J1 YIIpaBICHHUS KOopadiem

Teneppr HyX)HO HO0aBUTH BO3MOXKHOCTH CTpENATh. JJIT 3TOrO B CKpHIITE
HEOOXOJMMO TMpomHcaTh, B BEpXHEH dYacTH Koja, T/€ MPOMHUCHIBAIOTCSA
nepeMeHHsble, cieayroimue crpoku. (puc. 4) B dbynkmuun «Update()» m106aBUTH
KOJ[ U1 00pabOTKM BBIIETIPONMUCAHHBIX TPEMEHHBIX: (PHC.5)

1Y

28 HO: 1g3epa

21 pub¢ & T’an:.'Fc m laser'

49

s

23 m YeHmpa Kopab,
24 | public float laserDistance
25

26 /{ 3adep.

27 | public float

35

28

2a | /S Cvyemvur sadepsxu mexdy Bw

[T S

wohd L gl
SRR

~ o

38 | private float timeTilNextFire

emersHos daa 3Byxa '2‘-\:"’. ag aa

pub; ¢ AudioClip shootSound;

d ||—._r/a. HD a8 uCnos o“ EmCH 19 U

public Ha*’(k&,[cde‘; shootButton,

Pucynoxk 4 — [IporpaMMHBIi KOJT 1711 BO3MOYKHOCTH CTPEIATh

] void Update()
{
Rotation();

Movement();

seeach (KeyCode element in shootButton)

if (Input.GetKey(element) 88 timeTilNextFire < @)

1 timeTilNextFire = timeBetweenFires;

ShootLaser();

break;
1
]

timeTilNextFire -= Time.deltaTime;

Pucynox 5 — I[Iporpammusiii kox 1yist 00pabOTKH MepeMEHHBIX
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B camoMm Hu3Y ckpurita nponucaTh GYHKITUIO CO3IaHUs IMynH: (puc. 6)

o
3
&
o]
c
=
s
i LML no3LLLM paoas &
126 float posX is.transform.position.x + (Mathf.Cos((transform.localEulerAngles.z - 98} * Mathf.Deg2Rad) * -laserDistance); =
7 float posy s.transform.position.y + (Mathf.sin({(transform.localEulerAngles.z - 98) * Mathf.Deg2Rad) * -laserDistance); el
s R L | et =
129 Instantiate{laser, new Vector3(posX, posY, @), this.transform.rotation}; =
36 // BocnpouzBecmu 38yx Gucmpena nazepor 4
1 GetComponent<AudicSource>().PlayOneShot(shootSound);
-1
wik

PucyHnok 6 — [IporpaMMHbIN KO JIsI CO3AAHUS ITYJINA

Co3nanue wuzobpakenue mns mynd. s 3Toro HeoOXOoAMMO CO31aTh
n3o0pakeHne Ja3epa, KOTOpbIM OyAeT yHMYTOXKAaTb BparoB, M CO31aTh
n3o0paxenue Bpara. daiiasl 1060aBUTH B UTPOBYIO ClieHy. CrienuanbHO 1S J1a3epa
co37aTh HOBBIM Script ¥ mpomucath B KOJE ClEAyrolue CTpoku: (puc. 7)
[lepeTamuTh CKpPHUIIT B CBOMCTBA K JIa3epy.

2 =k
PlayerScript = |3 laser 2
110 [ foreach (KeyCode element in keylist) A g
{
112 if (Input.GetKey(element)) ]
113 { =
4 : okudaem ¢ g
ECAu HERGMO oxudaem ¢y L
115 return Movement; 3
1 1 -
} |
return Vector3.zero; UU
Ly £
3
o
Cosdanue Aosepa =
void ShootLaser() E
{ H
float pesX = this.transform.position.x + (Mathf.Cos((transform.localEulerAngles.z - 98) * Mathf.Deg2Rad) * -laserDistance); —
1 1ar . c Ao c : ma
float posY = this.transform.position.y + (Mathf.Sin({transform.localEulerAngles.z - 98) * Mathf.Deg2Rad) * -laserDistance); —
) P 3 E
» @), this.transform.rotation}); b,
/ Bocnp sfyr Beicmpes asepon Gl
GetCompo ioScurce>().PlayOneShot(shootSound);
1

Pucynok 7 — OTnenbHbIN CKpUNT 15 CO3AaHus GYyHKIUN JIJIs J1a3epa

OTnenpHO creayeT Co3/AaTh HOBBIM Script A Bpara ¥ B IpOrpaMMHOM KOJIe
n00aBUTh Bpary (pyHKUHHU, TPU KOTOPBIX Bpar OyJeT HaXOAUTb OOBEKT KOpadiis u
JIBUTAThCSA MO TPAEKTOpUHU K Hemy (puc. 8,9). [lomecTuTh CKpUNT B CBOICTBA K

Bpary.
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I3 SEIECTION

Lsing UnityEngine;

3 public class EnemyScript : MonoBehaviour

1 obwexma

void OnCollisionEnter2D{Collision2D theCollision)
14 Mpobeprem koasusuw o7 na
15H if(theCollision.gameObject.name.Contains("lazer"}))

{

¢ ofwekmom muna <nazeps

Laserscript laser = theCollision.gameObject.GetComponent("LaserScript”) as LaserScript;
health -= laser.damage;
Destroy (t lision.gameObject);

...... ecmy 20yH Samua Beicmpedn

bocnpouste 30y 0 cmpena
GetComponent<AudioSource>().PlayOneShot(hitSound);

23 GameController controller = GameObject.FindGameObjectWithTag("GameController").GetComponent(”GameController") as GameController;
24 controller.KilledEnemy();

25 controller.IncreaseScore(12);

26 }

270 if (health <= 2)

28 {

S8 ff CpaBomsi m
31H if (explosion
S 7

GameObject exploder = ((Transform)Instantiate(explosion, this.transform.position, this.transform.rotation)).gameObject;
34 Destroy(exploder, 2.87);

|&)Er

Pucynok 8 — [IporpaMMHBIil KOJI, C TOMOIIBIO KOTOPOTO Bpar OyAeT ABUTATHCA I10
TPACKTOPHUH K KOPaOIIIo

selection E
2% F B ~lg
278 if (health <= @)

i { =

3 =

/. Cpabameden nnt. Y Himasenia) o ake E

314 if (explosion) s

i ¢ 3
33 GameObject exploder = ((Transform)Instantiate(explosion, this.transform.position, this.transform.rotation)).gameObject;

34 Destroy(exploder, 2.87); =

G } =

=

=

7 3

3 Destroy (this.gameObject); =

9 ¥ =

ucyHOK 9 — [IporpamMMHBIi KO, C TIOMOIIBIO KOTOPOTO Bpar OyAeT ABUTaThCS 10
TPAeKTOPUH K KOPaOIIto

P

Ha puc. 10 mokazaHo, Kak JOJDKHA BBITJIAIETh WIPOBasi CIIEHA MOCIE
BBITTOJITHEHHBIX BCEX JICUCTBUMH.

n
S
17}
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Pucynox 10 — MrpoBas ciieHa ¢ kopalbiaem U Bparom
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J171s TOro 4TOOBI HA UTPOBOM ClieHE OBLIM MOJIsI, OTBEYAIOIIHE 32 TO, C KaKOU
CKOpOCTBIO, M Yepe3 KaKoi MPOMEXYTOK BpeMEeHH OyIyT IepeMelaTbcsi Bparu, a

TaK XK€ OTOOpakaJlMCh WTPOBBIC OUYKH, CIEIYeT CO3[aTh CKPHUIIT-KOHTPOJLIEP.
(puc. 11 - 14)

No selection
using UnityEngine;
using System.Collections;

4[] public class MoveTowardsPlayer : MonoBehaviour

{

private Transform player;

public float speed

B veid start 0

player = GameObject.Find("playership").transform;
1

9B void Update ()
2 ¢

Vector3 delta = player.position - transform.position;
delta.Mormalize();

float moveSpeed = speed * Time.deltaTime;

transform.position = transform.position + (delta * moveSpeed);

Pucynok 11 — IIporpaMMHBIi KOJI CKpUOT-KOHTPOJIIEPA

UYtoOsl yKpacuTh Urpy, HEOOXOAUMO T00aBUTH B Hee cremd(PPEKTOB, TAKUX
KaK 3BYKOBBIE 3(D(PEKThI IPU YHHUUTOKEHUHU Bpara U MY3bIKYy, TaK K€ aHUMAITUIO
B3pbIBa BparoB. UHCTpyMeHT a1 co3manust cruerpddEKTOB — 3TO CHCTEMAa YaCTHIL.
Orta cucTeMa COCTOUT W3 JABYX THIOB OOBEKTOB: MCTOYHHK YAaCTUI[l M CaMU
qacTUIpl. YacTuibl — 3T0 HEeOOoJbINe 0O0BEKTHI, KOTOPHIE KUBYT B UTPE CTPOTO
orpannueHHoe Bpewms. [IpuMepamu gacTwil MOTYT OBITh S3BIKHM TUIAMEHH B OTHE,
KI1yos! n1piMa. (Puc. 12,13)
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Pucynox 12 — M300pakeHue cieHbl B3pbIBa Bpara

&) Unity Personal (64bit] - Tunity - New Unity Project 24 - Web Player <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

] @ et
o= | *Scene : Game £ Asset Store o= | © Inspector o

| shaded 5 | 4) | e | Gizmas - | (o=All e & [flayeshs Clstatic = |~
Tag | Untagged | Layer | Default +
s - ¥ .~ Transform
LTI Position X0.05 ¥ [-0.51 1zfo

Samecantialier Rotation %0 Yo 1zl

Score Counter : :
Waves Counter Scale x[2.758705 |¥[2.267535 |Z[1

v 5 M Sprite Renderer

Sprite | ElplayerShip
Color

Flip Ox Oy
Material © Sprites-Default
Sorting Layer | Default

Order in Layer o

¥ (| MPlayer script (Script)

[ console me=| oot PlayerSeript
Assets + Sounds - S Farer S 5
¥ Up Buttan
Fe ¥ Down Button
b Left Button
- e
3 Editor Time Between Fires (0.3
5 Materials » shoot Button
g;:f::i Shost Sound [fivesaven o
¥ ® M circle Collider 2D 0 %
(&5 Sprites Edit Collider
¥ Standard As Material [None (Physics Material 2D} o
Is Trigger
Used By Effector O
Offset %0 ¥ o ] |
. Radius 04 T
e 2 —
o] .

Pucynox 13 — Jlo6aBieHue 3ByKOBOT'O COMPOBOXKICHHUS

- New Unity Project 24 - Web Player <DX11>

Compeonent  Mobile Input  Window  Help

BonHa:0 .

|
|

Pucynok 14 — JloGaBiieHue nojicueTa O4YKOB U YHUCIIO BOJIH MPUOTIUKEHUS BParos
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CoxpaHuTh CO3IaHHYIO TP MOKHO Tipu HaxaTnu Ha «File | Build Settingsy .
3ateM Haxath «Add currenty. [ Hauana HY>KHO BBIOpATh IS KAKOW m1aTdhOpMbI
CIIETyeT COXPaHUTh UTPY, TIOITOMY HYKHO BbIOHpaTh « Windows — x86» 1 HaxkaThb
kHonky Build and Run. Tlociie Toro xak mpoiaeT KOMOWIAIMS, TOSIBUTCS MEHIO
mapaMeTpoB IS 3aIllycka UTphl. BeIOUpaTh pa3BepTKy dKpaHa U 3ayCTUTh UTPY,
HaxxaB «Play». Tak ke 1 urpsl ObLJIO CO31aHO OCHOBHOE MEHIO. (puc. 15)

Mazximize an Play |_Mut! audio | Stats | Gizmes 7

Pucynok 15 — Co3ianne 0CHOBHOTO MEHIO

B xome mponenanHoi paboThl Obla coO3/laHa UIpa-CTpEsuIKa B BHIE
KOCMHYECKOTO KOpabJisi, KOTOPBIH JIa3epOM YHHUYTOXKAET CBOMX BParoB B KOCMOCE.
Wrpa pa3BuBaeT peanyio 1 MHTEPEC YHUUITOXKUTH BCEX BParoB M BHIUTPATh. Tak ke
3TO XOPOUIMKA CTIOCO0 YIYYIINTh CBOM HAaBBIKM B TaKoW mporpamme, kak Unity 3D
U HarmojoOue Cco3JaHusl STOW HIphl MOXHO CO37aBaTh CBOM HWIPHI Kak C
JIBYXMEPHOMU TpauKoM, TaK U C TPEXMEPHOI rpapuKoil.
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