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IIpouecc pa3padoTku runner-urpsl Ha ABMAkKe Unity

A3zvixkos Kupunn Anexcanopoeuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B cratbe uccienyercs npouecc pa3padOTKH KOMIIBIOTEPHOUM UTPhI JKaHpa runner Ha
urpoBoM ABwkke Unity. AKTyaJbHOCTH pabOThl OOYyCIOBJI€HAa BBICOKOM
MONYJIIPHOCTBIO JKaHPA, Er0 IPOCTOTON MEXAHUK U IIMPOKOM ayIUTOPUEN UTPOKOB.
PaccmarpuBaroTcss  3Tambel  CO34aHUS  MIPOBOTO  IIPOTOTHIA,  BKIKOYAs
IPOEKTUPOBAHNUE UTPOBOH JIOTMKHU, HACTPOIKY (PU3MUECKUX KOMIOHEHTOB, padOTy
C aHMManuedl U uHTep(dercoM MoNb30BaTeNsl, a TAKXKE pealu3allio OCHOBHBIX
MEXaHHMK B3aumoneucTBud. IIpakThueckas 3HAYMMOCTBH  3aKJIKOYAeTCs B
CUCTEMAaTH3allMH HaBBIKOB Pa3pabOTKU UTP U IEMOHCTpaluu Bo3MoxkHocTe Unity
JUISL CO3/aHMsI HHTEPAKTHBHBIX NpwiIokeHW. [IpoBenéHHeld aHamu3 U
TECTUPOBAHUE TOJATBEPAUIN KOPPEKTHOCTh pabOThl MIPOBBIX 3JIEMEHTOB U
CTaOMIBHOCTh (PYHKIMOHUPOBAHUS MPOTOTHUIIA, YTO JI€JaeT MPEJIOKECHHBIH
MOJIXO0/1 MPUMEHUMBIM JJI1 00pa30BaTENIbHBIX U MPUKIIATHBIX LEIEH.

KawueBsbie ciaoBa: Unity, runner-urpa, urposast mexanuka, C#, ¢usuka B urpax,
UHTEp(ENC 0JIb30BaTesA, UTPOBOM MPOTOTHII.
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Abstract

The article explores the process of developing a runner-type computer game using
the Unity game engine. The relevance of the work is determined by the genre’s high
popularity, its simple mechanics, and wide player audience. The stages of creating a
game prototype are examined, including the design of game logic, configuration of
physical components, working with animation and user interface, as well as the
implementation of core gameplay mechanics. The practical significance lies in
systematizing game development skills and demonstrating Unity’s capabilities for
creating interactive applications. The conducted analysis and testing confirmed the
correctness of the game elements and the stability of the prototype, making the
proposed approach applicable for educational and practical purposes.
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1 Beenenue

1.1 AKTyaJIbHOCTH

B nocnenHue ropl HHIYCTPUS BUIEOUTP JEMOHCTPUPYET YCTOMYUBBIN POCT,
a MOOWJIbHBIE UM WHAWU-UTPbl 3aHUMAIOT 3HAYUTENIbHYIO JOJI0 PhIHKA LU(PPOBBIX
pasBinedeHnid. OnHUM U3 HaubOosee BOCTPEOOBAHHBIX W TOIYJSPHBIX KaHPOB
ABJIIETCSL  TUNNEr-Urpa, OTIMYAKoLascs IPOCTOTOM  MEXaHHWK, BBICOKOMU
JUHAMHYHOCTBIO U OPUEHTUPOBAHHOCTHIO Ha LIMPOKYIO ayautopuro. PazpaboTka
UTp JTAHHOTO KaHpa MNPEJCTaBIIET MHTEPEC KaK ¢ TOYKU 3PEHHS MNPOrpaMMHON
peanu3alnuy, TaK W C TMO3UIUM IPOECKTUPOBAHMS HWIPOBOrO MpoLecca u
M10JIb30BATEIBCKOTO OIBITA.

Urposoit nemwxok Unity sBIse€TCSs OJAHUM U3 CaMbIX PaCHpOCTPaHEHHBIX
UHCTPYMEHTOB st co3nanust 2D u 3D-urp Gmaronapsi kpoccmiaThOpMEHHOCTH,
pa3BUTON 3KOCUCTEME, NoAJepKKe si3blka C# M OOMIMPHON JTOKYMEHTAlMH. DTO
nenaetr Unity 0COOEHHO aKkTyallbHBIM JUIsi OOydeHHs pa3paboTke urp u
OPOTOTUIIMPOBAHUN MIPOBBIX MpoeKkToB. HecmoTps Ha 00JblIOE KOJIMYECTBO
TOTOBBIX PEIICHUN M 00y4YaroOIUX MaTepUaoB, MIPOLECC pa3pabOoTKHU runner-urpbl
TpeOyeT KOMIUIEKCHOTO MOJX0/a, BKIIOYAIOIIET0 MPOEKTUPOBAHUE apXUTEKTYPHI,
peann3aluio UrpoBOM JIOTHKHU, paboTy ¢ aHUMAanUel, GU3NKONW M ONTUMHU3ALMEN
IIPOU3BOAUTEIILHOCTH.

B cBs3u ¢ 3TUM H3ydeHHe mpolecca pa3pabOTKU runner-urpbl Ha JIBUXKKE
Unity sBisiercd axkTyaJlbHbIM, TaK KakK IIO3BOJISIET CHUCTEMaTU3HPOBATH
NPaKTUYECKUE  HAaBBIKM  IeMMJEBa,  IPOJEMOHCTPUPOBATH  NPUMEHEHUE
COBPEMEHHBIX TEXHOJOTMUA U MHCTPYMEHTOB pa3pabOTKH, a TAKKE MOKET OBbITh
UCIIOJIb30BAHO B 00pa30BaTEIbHBIX U MPHUKIAIHBIX LIEIISX.

1.2 O030p ucc/jer0BaHni

J.A. JlammeB B cBoOei CTaThe paccMaTpuBaeT pa3pabOTKy MHTEPAKTHUBHOM
cpeabl MJIg CO3[aHusl AJalTUBHBIX WMIP C AHUMHUPOBAHHBIMU TMEPCOHAXKAMU,
MO3BOJISIONIEH B PEKMME MPOCKTUPOBAHUS U 3aIyCKa THOKO M3MEHATHh WUTPOBBIE
MUpPBI U TIpaBuja 0€3 HamucaHUsl MPOTPAMMHOTO KOJIa, YTO TMOBBIIIAET YJ00CTBO
pa3pabOTKH, CHMKAET HArpy3Ky Ha pa3paOOTUYUKOB M PACIIMPSET BO3MOKHOCTH
npuUMeHeHus1 reiMuduKanuy B 00pa3oBaTeNIbHBIX U MPUKIATHBIX 1ensax [1]. M. P.
AGnsie, ®@. P. AMeToB B cBOeli paboTe aHATM3UPYIOT MPOIECC pa3padOTKU UTP B
uHterpupoBanHoit cpene Unity, paccmarpuBas ycinoBUsSI €€ HCIOJIb30BaHUA,
NOJJIep>KMUBaEMbIe TIAT(OPMbI, OCHOBHBIE CPEJIbl IPOrPaMMUPOBAHUS, CTPYKTYPY
¥ (QYHKIIMOHAJI MOJB30BATEILCKOTO MHTEpdeEiica, a TaKkKe METOAbl ONTUMU3AIUU
rpadMKu ¥ BO3MOXKHOCTH BCTPOCHHOTO MHTEpHET-MarasuHa kommnanuu Unity [2].
H.B. T'orosieB B cBO€#l crarbe paccMaTpUBaeT OCHOBHBIE XaHPbl U MEXaHUKU
BUJICOMTP, BKIIOYAsl MIyTEpbl, CTPATETMH W POJIEBBIE UIPHI, AaHAIU3ZUPYET
B3aMMO/ICHCTBUE UTPOKA C UTPOBBIM MUPOM M MPUBOJMUT HNpUMEPHI Kojma Ha CH++,
OpUEHTHUPOBAHHBIC HAa PAa3pa0OTUYNKOB U 3aMHTEPECOBAHHBIX B UTPOBOM UHAYCTPUU
[3]. A. Paxmanu, JI.A. Kybatun, M.C. 'epacbkuH B CBO€W cTaThe MPOBOIST
CpPaBHUTENbHBIA aHamu3 ceTeBbIx OuOMuotTexk u (perimBopkoB ENet C#, Unity
NetCode, Mirror u Riptide nmst pazpaboTku MHOTOTONB30BaTeNbckuX urp Ha Unity
u C#, omneHuBas WX 1O KPUTEPUSM CTAaOMIBHOCTH, MPOU3BOAUTEILHOCTH,
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MacIITa0UpPyeMOCTH W yI00CTBa HCIOJB30BaHUA, a TaKke (QOPMYITUPYIOT
MPaKTUYECKUE PEKOMEHJIAlUU 10 BHIOOPY ONTUMAIBHOTO PEIICHUS JJIi UTPOBBIX
MPOEKTOB paznuyHoro macmtada [4]. J.I'. EBceeB B cBoell cTaThe MHPOBOJUT
CpaBHUTENBbHBIA aHaIU3 UTpoBbIX IBUKKOB Godot Engine, GameMaker, Unity u
Unreal Engine 1o (QyHKIIMOHAJIBHOCTH, CIOXHOCTH OCBOCHHMS, MOAJEPKKE
coo01iecTB, MmiIaThopM, SI3bIKOB MPOrPAMMHUPOBAHUS U CTOMMOCTH JIUIEH3UM, a
TaK)Ke MPEIOCTABISET PEKOMEHAAIMH 110 BEIOOPY ONTUMAILHOM Cpelibl pa3paboTKH,
COOTBETCTBYIOIICH 1Ie/IsIM U TpeOOBaHUSIM MpoeKTa [5].

1.3 llean ucciaegoBaHus

Ilenpro wuccnemoBaHUs SBIACTCS IMIPAKTUYECKas pealu3alris Iporecca
pa3pabOTKH runner-urpbl ¢ MCIOJIB30BAaHWEM HUTPOBOTO JBrKKa Unity, BKITIOUas
MIPOCKTUPOBAHNE WTPOBON JIOTHIKH, PEATU3AIMI0 OCHOBHBIX MEXaHWK, paboTy C
rpadUYeCKUMH M aHUMAIMOHHBIMU 2JIEMEHTAMHU, a TaKXKe aHAJIN3 MPUMEHSIEMBIX
HHCTPYMEHTOB U TEXHOJIOTHA.

2 MarepuaJjbl U METObI

B xoje BBINOJHEHUS MCCIACAOBAHUSA MCIIOJIb30BaHbl MPOTPAMMHBIC,
TeXHUYECKHe W HH(POPMAIMOHHBIE MaTepualibl, HEOOXOAUMBIC ISl pa3padOTKU
KOMIIBIOTEPHOM WIphl KaHpa runner. B KadecTBe OCHOBHOTO HWHCTPYMEHTA
pa3pabOTKU TpUMEHsICS UrpoBoi aBMkOK Unity, oOecreunBaromuii co3gaHue
2D/3D-urp, ynpasneHue cieHamMu, 00beKTamu, pru3ukoi. J{is peanuzanuy urpoBoi
JIOTUKU MCIIOJB30BANICS SI3BIK IMporpaMMupoBaHusi C#, ABISIONIMKACS OCHOBHBIM
s3bIKOM ckpuntuHra B Unity.

B kadecTBe rpaduyeckux MarepuasoB MPUMEHSUIUCH CIPAUTHI, MOJEIIH,
CO3/IJaHHBIE C MCIIOJIL30BAaHUEM BCTPOEHHBIX cpencTB Unity, a Takke CTOPOHHHUX
rpaduueckux peaaKToOpoB.

B mpomecce  pa3paboTkM  NPUMEHSIMCH  METOJAbI  OOBEKTHO-
OPUEHTUPOBAHHOI'O  MPOTPaMMHUPOBAHUS, MOIYJBHOIO TMPOCKTUPOBAHUA U
COOBITHIMHOTO yrpaBieHus. [IpoekTupoBaHre CTPYKTYPhI UTPBI OCYIIECTBIISIIOCH Ha
OCHOBE aHajiu3a JKaHpa runner M CYLIECTBYIOIIMX HWIPOBBIX peiieHui. [
peaau3alid  WIPOBBIX  MEXAHUK  HMCIOJB30BAIMCH  METOABI  O0OpabOTKH
M0JI30BaTEILCKOTO BBOA, YIIPABIICHHUS UTPOBBIMU 00OBEKTAMH, ITOJICUETA UTPOBBIX
OYKOB.

MeTtomaMu HCCIEOOBAHUSI TaKK€ SBJSUIMCHL aHAIM3 W 0000IIeHHne
TEOPETUYECKUX MCTOUYHUKOB II0 pa3pabOTKe Wrp, H3ydeHHe oQuiraaibHOn
nokyMeHtaruu  Unity, a TakKe TMpPaKTHYECKOe OKCIEPUMEHTUPOBAHUE U
TECTUPOBAHUE HUTPOBOrO MpOTOTHNA. J[JIT OIEHKH KOPPEKTHOCTU PaOOThI HTPHI
MPUMEHSUTUCh METO/bl (DYHKIIMOHATBLHOTO TECTUPOBAHUS M OTJIAQJKH, BKIIHOYAs
WCITIOJIb30BAaHUE BCTPOCHHBIX CpeAcTB mpodrmmpoBanus Unity.

3 Pe3yJbTaThl
J{ns Havaa co3naetcst urpoBoe mnoje (puc. 1).
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@ Inspector ¥ Project Settings
¥ Wi~ Gizmos v « v Ground

7 Tag Untagged = Laye

Mesh

6 ¥ Mesh Renderer

@ v Box Collider

Pucynok 1 — UrpoBoe nosne

[ToToM co3gaauM NpensATCTBHUSA U A00aBuM K HMM KommoHneHT «Box Collidery,
YTOOBI, KOI'JIa UTPOK K HMM IPUKACAJICS OH HE MPOXOAUI O0BEKThI Ha CKBO3b (pHC.

2).

@ Inspector ¥ Project Settings
.” v Obstacle (3)
g Obstacle v Layer Default v
Open  Select Overrides w
Transform [
n X 3.1919 Y -4.276 Z -33.97
X0 Yo zZ0
X Y1
Cube (Mesh Filter)
Mesh E Cube
6 v Mesh Renderer
@ v Box Collider

Pucynox 2 — [IpenstcTBust

Jlo6aBuM UTrpoKa, U Tak e 100aBuM emy komnoHeHT «Box Collidery, uToObl
OH HE MPOXOAMJ 00BEKTHI Ha CKBO3b, M KoMroHeHT «Rigidbody» mis Toro uro ObI
n00aBUTh, UTPOKY (Ppu3uKy (puc. 3).

Open Select

Transform

Cube (Mesh Filter)
‘o v Mesh Renderer

Box Collider

Rigidbody

Pucynoxk 3 — Urpok
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Ckpurnt «PlayerMovementy 11st mepementieHus: urpoka (puc. 4).

forwardForce = 2008f;
sidewaysForce = 500f;

rb.AddForce(®, ©, forwardForce deltaTime);

GetKey(
rb.AddForce(sidewaysForce deltaTime, , Fo =.VelocityChange);
GetKey( ))
rb.AddForce(-sidewaysForce deltaTime, 01 de.VelocityChange);
(rb.position.y )

FindObjectOfType< >() .EndGame();

Pucynok 4 — PlayerMovement

Ckpunt «PlayerCollision» s mpourpsllia Urpoka €cilid OH YMaJueT ¢
1aT(OPMbI WIIM KOCHETCS MPENATCTBUS (pUC. 5).

UnityEngine;

ity | Cobn
PlayerCollision : MonoBehaviour

PlayerMovement movement;

onCollisionEnter ( collisionInfo

onInfo.collider.tag

=

movement . enabled -
FindObjectOfType< AL RS L

Pucynok 5 — PlayerCollision
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Coznaem o0bekT «Canvasy M K HeMy MOAKIIYaeM KaMmepy, uTo Obl OH
BBIBOJIUJI TTOJIH30BATENIbLCKUM UHTEpderic (puc.6).

Pucynok 6 — Canvas

Hanee B «Canvas» co3zgaeM 00beKT « Text» u numemM HeOOIbIIONH CKPUIIT UTO
OBl OH U3MEHSJT YUCJIO B 3aBUCUMOCTH OT MPOUIEHHOTO paccTosHus (puc. 7).

Add Component

Pucynok 7 — Hactpoiiku untepderica

Co3zmaem MeHIO JJIS 9TOT0 Ha OT/ACIBHOM CIleHe, co3/1aeM 2 KHOMKH, «Hauatn
urpy» u «BbIxon», a TakKe TEKCTOBBIM 0OBEKT ISl BEIBOA TEKCTa (puC. 8).

Job6po noxxanoBartb!

Kakas-To urpa npo Kakme-to Ky6uku.

Havare urpy

Boixog

Pucynoxk 8 — MeHto
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Ha neBoii yacTy moka3zaHHas Kak BBITISIAT wHTEpdeiic B nBmxke Unity, a Ha
IIPaBOM KaK y MOJIb30BaTENsA, BO BpeMs UTpHI (puc. 9).

Pucynok 9 — Unrtepdeiic urpol

4 BuIBOaBI

B xome manHOro wucciaegoBaHus ObUT PAacCMOTPEH W MPOAHATU3UPOBAH
mpoiecc pa3padOTKM KOMIBIOTEPHON WIPhI >KaHpa runner ¢ HMCIOJIb30BaHUEM
urpooro nBmwxkka Unity. PaccMoTpeHbl OCOOEGHHOCTH KaHpa, ONpeeiIeHbI
OCHOBHBIE TPEOOBaHMUSI K WUIPOBBIM MEXaHHKaM MU CTPYKType MPOEKTa, a TaKkxKe
peaIn30BaH UTPOBOM ITPOTOTHIL.

B nporiecce paGoTsl MpuMEHEHBI COBPEMEHHBIE HHCTPYMEHTHI U TEXHOJIOTUH
pa3paboTku urp, BKIOYas s3bIK mnporpammupoBanusi C#. Hcnonb3zoBaHue
OOBEKTHO-OPUEHTUPOBAHHOTO  MOJXO0Ja MW  MOJYJBHOTO  MPOEKTHUPOBAHUS
MO3BOJIMJIO O0ECHEUUTh THOKOCTh W PACHIUPSIEMOCTb WUTPOBOM apXUTEKTYPHI.
[IpoBenéHHOE TECTUPOBAHHWE TOATBEPAWIO KOPPEKTHOCTH PAabOTHI OCHOBHBIX
UTPOBBIX MEXaHUK M CTAaOWJIBHOCTh (PYHKIMOHMPOBAHUS Pa3pabOTaHHOTO
MIPUJIOKECHHUS.

Pesynbprats WCCIIEIOBAHUS MOJATBEPKAAIOT 1e71eco000pa3HOCTh
UCIIOJIB30BaHus UrpoBoro ABuxkka Unity st pa3paOOTKu WTp kKaHpa runner u
JEMOHCTPUPYIOT €ro MIHMPOKHE BO3MOXKHOCTH MPU CO3JAHUM HHTEPAKTUBHBIX
npwioxeHuit. [lomydeHnHbie B Xx01e pad0ThI 3HAHUS U MPAKTUICCKHUE HABBIKA MOTYT
OBITH UCIIOIH30BaHbI B 00PA30BATENBHBIX HEJISAX, a TAKKE MOCITYKHUTh OCHOBOU JIsI
JAIIbHENIIETO PA3BUTHSI U YCIIOKHEHUSI UTPOBOTO MPOEKTA.
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