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Co3naHue MHTEPaAaKTUBHOM 1oJi0B0IOMKH B Unity

Anopuenko Hsean Cepeeesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHOU cTaThe ONKUCHIBAECTCS MPOLECC CO3IaHUS NHTEPAKTUBHOM TOJIOBOJIOMKH B
cpene paspaborku Unity. ['ojoBojioMKa mpeacTaBisieT coOOW HMrpoBOE TMOJE,
COCToOsIIIIee U3 KyOMKOB, KOTOPhIE MEHSIOT IIBET MPU B3aUMOJACHUCTBUM C HUMU. J{Jist
peali3aliy JTaHHOW TOJOBOJOMKH HCIOJB3YeTCSl HMIpoBOi  JBHkOK Unity.
PesynbraToMm paboThl SABISETCS HWHTEPAKTHBHAs TOJIOBOJIOMKA, CIIOCOOHAs
3aXBaTUTh BHUMAHUE U BbI3BaTh UHTEPEC Y UTPOKOB.

KirwueBble ciioBa: HHTEpaKTHBHAsS TrojioBojomka, Unity, urpooe mnoje, kyo, C#
CKPMIIT.
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Abstract

This article describes the process of creating an interactive puzzle in the Unity
development environment. The puzzle is a playing field consisting of cubes that
change color when interacting with them. The Unity game engine is used to
implement this puzzle. The result of the work is an interactive puzzle that can capture
the attention and arouse the interest of players.
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1 BBenenne

1.1 AKTyaIbHOCTH

Co3nanue uHTEpakTUBHOM ToJoBOJIoOMKHM B Unity mpeacTaBiser co0oit
aKTyaJIbHYIO TEMY UCCIIEIOBAHUS, 3aMHTEPECOBBIBAIONIYIO Pa3padOTUYMKOB UTP. JTa
TeMa HMEET TMPAKTUYECKYH 3HAYMMOCTb, ITOCKOJIbKY TIO3BOJISIET CO3/1aBaTh
yBJIEKaTEIbHbIE UTPOBBIC OIBITHI, TPEOYIOIMIME JIOTUYECKOTO MBIIUICHUS W
CTpaTeru4yeckoro mojaxonaa. Paspadorka Takoi rosoBojioMku B Unity mo3BossieT
MCIIOJIb30BaTh UHCTPYMEHTHI M BO3MOXKHOCTHU JBUKKA JJISI CO3/IaHUSI YHUKAIbHBIX
TeUMIUICHHBIX MEXaHUK, BU3YAIBHOTO O(DOPMIICHUS U 3BYKOBOTO COMPOBOXKICHUSI.
Kpome Toro, nmaHHass Tema OTKpPBIBAET BO3MOKHOCTH [UJISl HCCJIEIOBaHUs
aJITOPUTMOB PEIIECHUS FOJIOBOJIOMOK U CO3/JaHUSI aIAlITUBHBIX UTPOBBIX CIICHAPUEB.
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1.2 O630p uccaenoBaHui

A.C. Henmtokuna, JI.I'. ManaapoBa omucaid CO3JaHUE TPUIOXKEHUS s
yrayOJEeHHOTO U3YYeHUS! TTOBCEHEBHOTO ObITa SIKYTCKOM KYJbTYPBI IPU TTOMOIIU
mexIiarGopmenHor cpeasl  pazpabotrku Unity [1]. 1.}O. Tazabexor, H.B.
ByxuHckas uccneqoBain 0COOEHHOCTH pa3padOTKU O0ydaromie KOMIbIOTEPHOU
urpel B cpeae Unity. [lannas urpa mpenHasHaueHa Jjisi OOy4eHHUS HIKOJIbHHUKOB
uHpopmaTtuke B 3aHuUMarelbHOW Qopme. I'paduueckas oOoigouka UrPsI
coznaBanack B Adobe Photoshop CS6, urpoBas MmexaHuka - Ha UTPOBOM JBUKKE
Unity. [ly11 HanrcaHusi CKPUTITOB UCTIONB30BAJICS SI3bIK TIporpammupoBanust C# [2].
A.B. bapaun, T.H. TomuuHCcKass omnucanud OpOLECC CO3/JaHHUSI WHTEPAKTUBHOU
CIIeHbI B UTpoBoM JBIKKe Unity. OOBSICHEH ITyTh OTYyYEHUSI MOJICIH JJIsl SKCIIOpTa
B porpamMMHoM obecrieueHun Autodesk Infraworks. Monens co3nana Ha ocHOBe
BOCIIPOU3BEJIEHHOIO paHee pelibeda MOBEPXHOCTH YacTH 3EJIEHCKOro Che3Jia
Huxuero Hosropoga u ero Onuznexaniedt uHQpacTpykTypbl. PaccMoTpeHbl
CrocoObl HUMIIOpPTa TMOJy4YeHHOHW wMonenu B cueHy Unity ¢ ganpHeHImmm
B3aumoeiicteueM ¢ Heit [3]. H.I'. Trokuna, A.C lllyroB paccMoTpenu pa3paboTKy
WHTEpaKTUBHOrO mnpwiokeHuss Ha tuargopme UNITY. HurepaktuBHOE
NPWIOKEHUE paccMaTpUBAeTCs KaK KOMIIBIOTEpHAsT Wrpa JUisi MOOWJIBHBIX
ycrpoiicte [4]. Kosmos C.B., Mexennes M.O. omucanu npoOiieMbl CO3AaHHUS
BUJICOUTP, KOTOPBIE, B CBOIO OYEPEb, IOATAIKUBAIOT K CO3/IAHUIO HOBBIX PELICHUI
JUIS. pa3BUTHS KOMIIBIOTEpPHOM HaykKH. B kauecTBe mpumepa paccMaTpUBaeTCA
pa3paboTKa BUICOMIPHI C MOMONIbIO MexIuiaThopmeHHor cpeasl Unity. [lns
B3aUMOJIEUCTBUS CO CPEloil pa3pabOTKH MCIHOJIb3YETCS SI3bIK MPOTPaMMUPOBAHUS
C#, KOTOpBI IMeeT CBOM OCOOSHHOCTH B JJaHHO#H cpeje [5].

1.3 ean ucciaegoBanus
Llens wuccnemoBanusi — pa3paboTaTh W PeaTu30BaTh WHTEPAKTUBHYIO
rojoBosioMKy B Unity.

2 MarepuaJjbl U METO/bI

Jist  peanm3alniii  MHTEPAKTUBHOW TOJIOBOJIOMKH ObLJIa HCIIOJIh30BaHA
uHTerpupoBanHHass cpeaa pazpabotku Unity Bepcun 2021.2.3f1. S3bikom
MPOTrPAMMUPOBAHUS ISl CO3/IaHUS CKPUIITOB KyOMKOB U YTNPABIEHUS UTPOBBIM
npoieccoM ObL1 BeIOpan CH.

3 Pe3yabTaThl M 00CYKIACHUE

CyTb r0JIOBOJIOMKH 3aKJIFOYAETCS B CO3JaHUH UTPOBOTO TOJISL, COCTOSIETO U3
KyOuKkoB. M3HayanbHO Bce KyOMKM MMEIOT KpacHbI 1BeT. Llenb Urpel cocTouT B
TOM, YTOOBl HW3MEHHUTHh IIBET BCEX KyOWKOB Ha 3eieHblid. Wrpok moxker
B3aMMOJICHCTBOBATh C KyOMKamMH IyT€M NPUKOCHOBEHMS WJIM CTOJIKHOBEHHS C
HuMU. [Ipu TakoMm B3aMMOJICHCTBUU BHIOpAHHBIN KyOWK M3MEHSIET CBOM IIBET HA
3eJIeHBbIH, a TaKXke H3MEHSAIOTCS 1BeTa coceAHMX KyOukoB. Ilpu moBTOpHOM
CONPUKOCHOBEHUU KyOUKH CTaHOBUTHCS OMATH KpacHbIMU. CoceHUMHU KyOuKamu
SBIISIIOTCA KyOMKH, pacHoJIO)KEHHBIE BOKPYT, TO €cTh 8 KyOoB. Urpox momkeH
UCIIOJIb30BaTh CBOM JIOTHYECKUE M MPOCTPAHCTBEHHBIE HABBIKU, YTOOBI ONPEAETUTh
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MPAaBUJIbHYIO NOCIEA0BATEIBHOCTh B3aUMOICHCTBHSI C KyOUKaMH U IOOUTHCS TOTO,
4TOOBI BCE KYOMKH CTallU 3eJ€HbIMU. BO3MOXKHO, TOTpeOyeTCsl HECKOJIBKO I1aroB U
CTpaTEerMuecKoe IUIAHUPOBAHHE, YTOOBI PEUIMTh TOJIOBOJOMKY. JlaHHas
rojloBoJIOMKa Oyner wuHTerpupoBaHa B VR wurpy, rae Hrpok J0JDKEeH
B3aMMOJIEMCTBOBATH C KyOUKaMH KOHTPOJUIEPOM.

JUig peanu3anuy rojJOBOJIOMKH CO34alUM B HOBOM CIIEHE IOJIe ¢ KyOUKamH.
[Tosie MOeT OBITH JIOOBIX Pa3MEPOB, HO OHO JOJKHO OBIThH pemaeMbiM. B 1anHOM
npumepe OyzaeT ucnoib3oBathes nosie 4 Ha 4. Jlng co3manust kyOa co3maem 3D
00BEKT U pa3MelIaeM UX psioM ¢ apyT apyrom (puc. 1).

Pucynox 1 — Co3nanue urpoBoro mosist

[lepexoauM K CO3aHMIO CKpHUIITAa ISl TOJOBOJOMKU. B mamke «ASSets»
Co3JacM Iallky Jis1  CKPHUIITOB. B wHoBoOll mnamke co34acM C# CKpHUIIT
«CubeColorController» (puc. 2).
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Pucynok 2 — Coznanune C# ckpunta

[Mponumem noruKy nans cKpunta. B Hagame Koja, co3maeM  Kiacce
CubeColorController, oTBevaromuii 3a yrnpaBieHHe LBETOM KyOuka. B Hauane
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00BSABIISICM ITIEpEMEHHBIE, BKJITIOUast «CubeRenderery, KoTopblii peacTaBiIseT coOoi
KoMroHeHT Renderer it mocTyma K oToOpaxkeHuio kyouka. «initialColor» xpanut
HavaJIbHBIN IIBET KyOHKa, a Takxke «activeColor» u «inactiveColory, onpezaensrome
I[BETA I aKTUBHOTO ¥ HEAKTUBHOT'O COCTOSIHUM KyOWMKa COOTBETCTBEHHO. Takke
umeetcs nepeMeHHas «iSWiny, KoTopas yka3bIBaeT, JOCTUTHYTA JIU o0e1a B Urpe.

3HavyeHue 1Mo ymodaHuro s «iSWiny - «false», uro o3nauaer, yTo modeapl MoKa
He ObuIo (puc. 3).

|= CubeColorController.cs E3 l

1 using UnityEngine;

3 public class CubeColorController : MonoBehawviour
4 [l
private Renderer cubeRenderer;

private Color initialColor;

private Color activeColor = Color.green;
private Color inactiveColor = Color.red;

10 private bool isWin = false;

Pucynox 3 — Co3nanue nepeMeHHbIX

Jlanee B ¢pynkuuu Start() moaydaeMm KoMmoHeHT «Renderer» mis TekyIiero
o0beKkTa M COXpaHsIeM ero B NepeMeHHyr «CubeRenderery. 3atem coxpaHsem
HavaJbHBIN BET KyOuka B nepemeHnyto «initialColory, nonyyas ero u3 matepuaina
kyouka. B ¢pyukuun «OnCollisionEnter(Collision collision)» Bei3piBaeM HECKOIBKO
meton0oB. Chavana Bbi3biBaeM Meton «ToggleCubeColor()», kotopslii u3MeHseT
I[BET TeKyIero kyouka. 3areM Boi3biBacM MeTo « ToggleNeighborCubeColors()»,
KOTOPBI W3MEHSET I[BET COCEAHMX KyOWKOB. HakoHell, BBI3BIBAEM METO]
«CheckWinCondition()», koTopblii MpoBepsieT yCIOBHE MOOEABI B UTPE. DTOT KO
BBIMTOJTHSIETCS. TPH CTOJKHOBEHHHM KyOWKa C JAPYrMM OOBEKTOM M OTBEYaeT 3a
U3MEHECHHE I[BETOB KyOUKOB M MPOBEPKY ycIoBHs 1mobeab! (puc. 4).

12 private void Sstart()
13 H {

14 cubeRenderer
15 initialColor

16 | }

GetComponent<Renderer>() ;
cubeRenderer .material.color;

18 private void OnCollisionEnter(Collision collision)
19 [H {

21 ToggleCubeColor () ;

21 ToggleNeighborCubeColors () ;

22 CheckWinCondition() ;

Pucynok 4 — Peanuzariysi 06CKOHEYHOTO UK
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Onpenensem nBa Meroma. B wmerome ToggleCubeColor() mpoucxomut
U3MCHEHHE IBeTa TeKymiero Kyowka. IIpoBepsem Tekymuii 1BeT KyOWKa W, B
3aBHCHMOCTH OT HET0, yCTaHaBIMBaeM HOBBIA I[BET. Ecium Tekymwii mBeT paBeH
HeakTUBHOMY 1BeTy (inactiveColor), TO ycTaHaBiIMBaeM AaKTUBHBIA IIBET
(activeColor), u naobopor. Meron ToggleNeighborCubeColors() orBeuaer 3a
U3MCHEHHE IIBETOB COCEAHMX KyOmkoB. HeoOxomumMo HCHoOIb30BaTh (YHKITHIO
«Physics.OverlapBox()» s onpeaeneHus BcexX  KOJIIAMIEpOB, KOTOPHIC
NEPECEKAIOTCS ¢ 00JACThIO, OXBATHIBAIOLIEH TEKYIIMI KyOHK. 3aT€M IPOXOIUMCS
M0 KaXXJAOMy HalJCHHOMY KOJUIaiifiepy U MpOBEpseM, HE SIBISIETCS JIM OH CaAMHM
TeKynuM KyomkoM. Ecnmu 310 He Tekymmii KyOWK, TO TMOJTy4aeM KOMITOHEHT
«Renderer» coceaHero KkyOrKa U yCTaHABIIMBAEM €T0 IIBET PABHBIM TEKYIIIEMY I[BETY
KyOuka. Takum 00pa3om, 3TU JIBa METO/1a OTBEYAIOT 32 H3MEHEHUE IIBETOB KYOUKOB
U UX cocegelt (puc. 5).

private ToggleCubeColor ()
{

}

private id ToggleNeighborCubeColors ()
(
rid llider - Py s.OverlapBox (transfomm,.position, Vect 3, one guaterniorn lentity)

foreach (Collider collider in colliders)

Pucynok 5 — Meton ToggleCubeColor() u ToggleNeighborCubeColors()

JIist  Toro  4TOOBI  WTPOK  MOT  BBIMTpaTh, MPOMUIIEM  METOJ
CheckWinCondition(), KOTOpbIii OTBEYAET 3a MPOBEPKY YCIOBUS MOOEABI B UTPE.
Cunavasa nonyuaeM Bce o0bekThl «CubeColorController» npu momornm GyHKInN
«FindObjectsOfType<CubeColorController>()» wu coxpaHsem uX B MacCHB
«allCubes». 3arem MbI BBITIOJHSIEM HTEPALUIO MO KAXKIOMY KyOHUKY B MAcCHBE H
npoBepsieM ero nBer. Ecnu xoTst Obl OAWMH KyOMK HMMEET I[BET, OTJIMYHBIN OT
aKTUBHOTO I[BE€TA, MPOUCXOJUT BO3BpaT M3 METOAA, TaK Kak eIle OCTaITCA
JIeaKTUBMPOBaHHbIE KyOUKU. Eciu Bce KyOMKHM 3aropesivch 3eJIeHBIM, MBI H3MEHSIEM
I[BET BCEX KYOMKOB Ha YEPHBIN M yCTaHABJIMBAEM 3HAUYCHUE repeMeHHon «iSWiny B
«true», ykaspiBas Ha YCIICIITHOE 3aBeplleHHe WTphl. B kadecTBe moOeapl KyOWKH
OyIyT 3aropatbCsi 4YEpHBIM IBETOM. B nanpHeilieM MOXHO clieflaTh ApPyroe
coObITHE MOOEbI, HAPUMED, BOCIIPOU3BEIEHUE MY3bIKH (pHC. 6).
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44 private void CheckWinCondition()
: {

CubeColorController([] allCubes = FindObjectsOfType<CubeColorController>():

- foreach (CubeColorController cube in allCubes)

{
if (cube.cubeRenderer.material.color != activeColor)
{
return; // Eme ecTy Memuurpammue xytuxw

)

/ Boe xyGuxit 3aropenmch TenemMiM, MOMOMAOM LBOT BCeX RyOMRODd Ma '-‘.'?L"!"_::".

foreach (CubeColorController cube in allCubes)
{
cube.cubeRenderer.material.color = Color.black;

)

isWin = true;

Pucynok 6 — Coznmanue metoga CheckWinCondition()

Cozmamum meton ResetCubeColor(), koTopeiii oTBedaeT 3a cOpoc IBeTa
Kyouka. IIpu BeI30Be 3TOr0 METO/a IMPOMCXOIHUT MPOBEPKa rmepeMenHon «isWiny.
Ecnu oHa umeer 3HadeHue «true», To mBeT KyOHMKa BO3BpAIacTCs K HUCXOJHOMY
ngety («initialColory), a 3Hauenue «iSWin» ycranaBnuBaetrcs B «false», 4ToOb
cOpOCUTH COCTOSTHHE TOOEABl. DTOT METOJ HCIOJIb3YeTCs NI BOCCTAHOBJICHUS
UCXOJIHOTO COCTOSIHHS KyOHKa IMocyie 3aBepIICHUs UTpbl (puc. 7).

65 public void ResetCubeColor()

66 [ {

67 E if (isWin)

68 = {

69 cubeRenderer.material.color = initialColor;
70 isWin = false:

71 = }

72 - }

73 }

74 Y

Pucynox 7 — Coznanue metona ResetCubeColor()

Tectupyem rojoBoIoMKy. B kadecTBe HaxaTws Ha KyO OyJIeT maiaTh APyrou
00bekT (puc. 8). Tectupyem coObiTre mobeab! (puc. 9).

Pucynok 8 — Haxxarue Ha Ky0
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Pucynox 9 — [IpoxosxieHrne rojIoBOJIOMKH

BoiBOABI
B nanHoit paboTte ObuTa pa3paboTaHa MHTEPAKTUBHAS TOJIOBOJIOMKA B CpEie

Unity. beiia coznana cucteMa, OCHOBaHHasi HA U3MEHEHUU 1IBETOB KyOHWKOB M MX
B3aMMOJICUCTBUM TIPU  CTOJIKHOBEHUsX. Peanu3zoBaHHas (QyHKIIMOHAIBHOCTh
MO3BOJIIET TMOJIB30BATENI0 B3aUMOJIEMCTBOBATh C TOJIOBOJIOMKOW, W3MEHSs
COCTOSIHME€ KYOMKOB M CTPEMsICh JOCTHYb BBIMTPHIIIHOTO YcCJioBuUs. B mporecce
paboThI ObLT UCIIOB30BaH S3bIK MporpammupoBanust C#. [lomyueHHbIe pe3yabTaThl
MOATBEPKIAIOT YCIEIIHOE CO3/JaHue MHTEPAKTUBHOM roioBojoMku B Unity.
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