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PA3BPABOTKA UT'POBOI'O NIPUJIOKEHUSA C UCITOJIb30BAHUEM UNITY 3D

Puaxuii C.H., Tepemenxo T.M.

DEVELOPMENT OF GAME APPLICATION USING UNITY3D

Rigiy S, Tereshchenko T.

B cmamve onucan npoyecc co30anus ypoHs ucpogozo
NPUTOJCEHUsL OM paspabomxu KoHyenma 00 Ou3auHa u
KOHCMPYUPOBAHUSL YPOBHSL C NOMOWBIO USPOBO2O OBUNCKA
Unity3D. Paspabomarsi ckpunmvi MEXAHUK U 20JI08010MOK
Ha s3vike npoepammuposanusi C#. Paspabomanuwvlil ypo-
6eHb UsPbl MOdHCEm OblMb UCNONL30BAH 6 Kauecmee npo-
momund.

Knwouesvie cnosa:. ucposoe npunosicenue, ckpunm, aneo-
pumm, ypoeens, cyena, Unity3d, C#, ousaiin ypoeneti, kon-
yenm OOKyMeHm.

Beegenne. Ha nanHoM stane pa3BUTUS KOMIIb-
IOTEPHBIX TEXHOJIOTHI OJHUM U3 HAOWPAIOIIUX MOIYy-
JISIPHOCTBH BHJIOB JIOCYTa CTallll KOMIIBIOTEPHBIE UTPHI.
B cdepe xoMObrOTEpHOII MHAYCTPUH HOSABUIACH HH-
I1a UHAW-UTP — IPYTHMHU CJIOBaMHU Urp 6e3 Oromxera
WIM ¢ HU3KUM OrojpkeToM. Vrpel maHHOW KaTeropuu
HaOMPAIOT MOMYJSAPHOCTh, MOCKOJBbKY B OOJNBIIMHCT-
BE CIIy4aeB MX pa3paboTUHKU He OOSATCS HKCIIEPUMEH-
THUPOBATh C UTPOBBIM IpoLeccoM. B pesynprare sToro
mporecca IMOSBUIICS CIPOC Ha HEJIOporue Wi Oec-
iaTHeie urposbie aBkku (Game Engine). Unity3D
SIBJISIETCSI OJTHMM M3 TaKHX J[BH)KKOB, KOTODPBIHA BbIJE-
JISIETCSl U3 YKMCJIa MHOTHX HaJIMYMEeM OOJIBIIOrO KOJH-
4yecTBa (PyHKIHMOHAIBHBIX BO3MOXKHOCTEH, OOJIBIIOTO
KOMBIOHHUTH, B TOM YHCJIE PYCCKOSI3BIYHOTO, @ TaK e
OecrutaTHON BepcuH 0e3 OrpaHUMYCHUH KOMMEPUECKON
JIeSITEeNIbHOCTH.

Lleas craTtbu — pa3paboTaTh YpOBeHb HIPHI (e
MPOTOTHI) € BO3MOXKHOCTBIO H3MEHEHUS B 3aBHCHMO-
CTH OT KOHKPETHBIX TPEOOBaHUI TEXHUYECKOTO 3aja-
HUSL.

Jns co3maHus Wrpsl HEOOXOIMMO BBITIOJIIHUTH
HECKOJIBKO OIIpeJIeNIeHHBIX mmaros. Ha mepBom stame
CO3/1aeTCsl KOHIICTIT UTPhI M BBIOMpaeTcst ee xaHp [1].
Beuto pemeno BoiOpath xaup First Person Puzzle ¢
aNIeMeHTaMu Xoppopa. JlaHHbIA kaHp OBIT BBIOpaH,
MOCKOJIbKY OH HE MMeeT OOJIbILOro KOJIMYEeCTBa KOH-
KYPEHTOB Ha PbIHKE, HO TPH 3TOM MOJB3YETCs MOIMy-
JSIPHOCTBIO W OCTABIISIET MECTO JUIS SKCIIEPHMEHTOB.
Bun wurper «or mepBoro numa» ObLT BBIOpaH, IO-
CKOJIbKY OH YBEJIMYHMBAET MHTETPALMIO WIPOKA B WI-
POBOI MHp U ITO3BOJISIET €My CHIIbHEE aCCOLMUPOBATH
TJIAaBHOTO T€POsI UTPHI ¢ COOOH.

KoHuenTt urpsl cOCTONT B TOM, YTO UTPOKa Tpe-
clieflyeT NPOTHBHUK, KOTOPOTO HENb3s HHKaK mode-

IuTh. {151 TOro 9T00BI BEDKUTH HEOOXOIUMO YOeraTh,
HO MyTb MPErpakAal0T Pa3IMYHbIE TOJIOBOJIOMKH, KO-
TOpBIC HEOOXOJMUMO OBICTPO pelIaTh, YTOOBI MPOABH-
raThCsl Nanblie. PelieHne oCyIecTBISETCs ¢ MOMO-
IIBI0 MEXaHHWKH, KOTOpas 3aKI04yaeTcs B TOM, YTO
UTPOK MOXKET IEePEeMEIIAThC MEXAY IBYMsI NPAKTH-
YEeCKH MJICHTUYHBIMH MHUDPAMH, B OJHOM M3 KOTODPBIX
MPOXOJA MOXKET OBITh OTKPBIT, HO JJISl POJBIIKEHUS
HEOOXO/MMO MEePEMECTUTh HEKOTOpbIE OOBEKTHI M3
JIPYyroro Mupa.

[Tocne co3maHus KOHIETIIUK UTPBI HEOOXOAMMO
CO3/1aTh ANTOPUTMBI, KOTOPBIE PEANU3yIOT MEXaHUKY
UTPBI ¥ HAMKCATh CKPUIITHI MEXaHUKH [2].

Jnsi mpencTaBICHHOTO HMIPOBOTO MPUIIOKEHHS
OBLIH peaNn30BaHbI CICAYIONIHE aATTOPUTMBI:

Iepenoc o6bexTOB (prc. 1).

H3menenne BUIHUMOCTHU 00BEKTOB Ha YpOB-
HC.

[Ipumenenne s¢dexra «OTTEHKH CEpoOro»
Ha 00BEKTHI YPOBHS.

OtranknBaHue (QU3NIECKUX OOBEKTOB NpPHU
CTOJIKHOBEHHH C TIEPCOHAKEM.
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Hawato

Cosnanne
BPEMEHHBIX
TIEPEMEHHBIX

DyHKIWS, KOTOpas BBI3BIBACTCS

Kam b1 kAP et

Ier

[nput.GetKeyUp(Key
Code E)

Ja

hit.collider. gameObject.transform
.parent=oldParrent;

hit.collider.gameObject rigidbody Rigidbody!=null

dsKinematic=lalse;

Jla

hit.collider.gameObject.rigidbody
JisKinematic=true;

‘ hit.material shader=shaderTemp ‘

T
oldParrent=hit.collider. gamcObjc
ct.trangform. parent;

T
RemCollider hit.collider. gameObjcct.iransform

.parent=procreator.iransform;

I
hit.collider. gameObjcct.rigid body
.transform.localPosition=temp;

[
shaderTemp=hit. material shader
hit.material shader=InvisShader

AddCollider

hold=thold;

Puc. 1 Anroputm nepeHoca 00BEKTOB

ITocne co3maHus BCeX aNrOpUTMOB HEOOXOAMMO
HamucaTh Koj cKpunToB. Koj Obl1 HamucaH Ha S3bIKe
C#, mockonbKy JUis JaHHOTO JBHXKKA OH Hambouee
y0OCH U UMEET BBICOKYIO TIPOU3BOUTEILHOCTb.

Ipu paspabotke Ha Unity3d yacto Heo6xoaumo
MIPUBSI3aTh BHITIOJHEHUS CBOUX (PYHKIUH K KOHKPET-
Homy cobObrtrio. B Unity3d Ttakux coObiTHii mocta-
TOYHO OOJIBIIIOE KOJMYECTBO, HO NENATCS OHH Ha TPH
OOJIBIIHE TPYIIIIBL:

1. CoObITHs, BBI3BIBAEMBIE 110 COOBITHAM (3arpyska
CIICHBI, BBIXOJI TI0JIB30BATEIIS).

JanHas rpymnma cOOBITHI BHITIONHSACTCS Ha Hepe-
TYJISIPHOH OCHOBE.

2. CoOblTHs , BEI3BIBAEMbIE ITPH TIPOPUCOBKE Kaapa
B »TOM ciydae Bce MCTONB3YeMBIE CKPHUIITHI BBI-
3BIBAIOTCA B IUKJIC MIPOPHUCOBKH JKpaHa, a 3Ha-
guT, OyAyT HEMOCPEICTBCHHO BIUATh Ha FPS
(qacroTy KaapoB B cekyHay). Iloatomy 37ech
HYXHO OYE€Hb aKKypaTHO paboraTb ¢ (yHKuuUs-
MH, KOTOpbIE TPEOYIOT MHOTO BpEMEHH Ha 0o0pa-
OOTKYy.

3. CoObITHsl, BBI3BIBACMEIC IIPH pacdyeTe GU3UKH.
Jnist pacdera GU3MKKM co3laeTCsl OTAEIbHAs, He-
3aBUCHMasi HHUTh, COOBITHS B KOTOPOIl BBI3bIBa-
I0TCSL C ONpEJeNCHHbBIM HMHTEPBAJIOM BPEMEHH.
Pasmep 3TOoro wWHTEpBaNa MOXXHO HACTPOUTH B
nynkte mento: Edit - > Project Settings -> Time -
> Fixed Timestep.

3Has 3Ty pa3OMBKY pa3pabOTUYUK YKE MOXKET
NPUHUMATh PElIEHHE O TOM, Ilie KaKoil KOx Jyulie
PAacIONIOXHTb.

OpHako, Bce BBIYMCICHHS, NPOM3BOANUMBIE Kak
Ipu pacdere (pU3NKH, TaK U IPH IIPOPHCOBKE, BIUSIIOT
Ha « OT3BIBYMBOCTH>» UTrpHL. [loaToMy, mpu paspadot-
Ke TpOTpaMMbl, Hanbojee pecypcoeMKHE BBIYHCIIE-
HUSL OKEJIaTeNbHO OQOPMIIATH B  COIPOTPAMMEI
(Coroutine).

CornacHO KOHIEMIMH UTPbl HEOOXOJTUMO Clie-
JIaTh U3MEHEHHE MEXY LIBETHBIM U YEPHO - OesbIM
n3o0paxkeHueM. TUMMYHBIM pElIeHUEeM 3TOH 3amadun
SBISIETCSl  IpUMEHEeHue Iuneiinepa B (QyHKIMH
OnRenderlmage, BbI3bIBaeMasi MOCIE MPOPHCOBKH
CIICHBI, IS TOCTOOPAaOOTKN M300pa’KeHUs Ha SKpaHe.

Ileiinep — 310 mporpamMma Juist OJHOM U3 CTy-
NeHed rpauueckoro KOHBeHepa, Ucroabp3yeMas I
OTIpeZIeTICHUs] OKOHYATEIbHBIX IapaMeTpOB OOBEKTa
win n3obpaxenus. OHa MOXXET BKIIOYaTh B ceOs
MIPOM3BOJIBHOI CJIO)KHOCTH OINMCaHKE MOTJIOIIEHHS 1
paccesiHUsI CBETa, HAJIOXKEHUsI TEKCTYpPhI, OTpaKeHUE
U TMpeJoOMIICHHE, 3aTeMHEHUE, CMEIICHHE TTOBEPXHO-
ctH 1 3 dexTsl mocT-00padboTKH.

[Mporpammupyemblie mieiaepbl TnOku u 3¢ dek-
TUBHBI. CJIO)KHBIE C BHIY ITOBEPXHOCTH MOTYT OBITh
BU3yaIIM3UPOBAHBI IIPU TIOMOILIY TPOCTHIX T€OMETPH-
gecKux GopM.

[Mockonbky QyHKIUSA MOCTOOPabOTKH M300paxke-
HUSI, KaK M HECKOJBKO APYTHX IOCTYIHBI TOJBKO B
Pro-sepcuu Unity, To 06110 pelieHo co3aaTh CKPUIT,
KOTOpBI MEHSET IIeHaep MaTepHaloB, HCIOJb3ye-
MBIX Ha 0ObekTax ypoBHs. HyxkHO npumeHuTh 2
meiizepa - nepBblil CTaHAAPTHBIN , @ BTOPOU IepeBo-
JIUT U300pakeHNe B OTTEHKH ceporo. s mepeBoaa
LBETOB B OTTEHKHU ceporo Obuia mpuMeHeHa (popmyiia
1

Y =0.2121R +0.7152 G+ 0.0722B (2)
rrae Y - pKoCTh [IBETA B OTTEHKAX CEporo;

R - 3Hauenune kpacHoro nsera B RGB ¢opmare;

G - 3nauenue 3enenoro nsera B RGB ¢opmarte;

B - 3Hauenue romxyooro nsera B RGB ¢opmare.

[ocne cozmanus meiinepa yepHo-6emoro 3¢ dek-
Ta HEOOXOJMMO CO3/1aTh CKPUIIT, IPUMEHSIOLINN STOT
menaep.

[ocne co3manusi BceX CKPUITOB MEXaHHKH HI'-
pBI CO3JaeTCs YPOBEHb M T'OJIOBOJIOMKH, KOTOPBIE Ha
aToM ypoBHe OyamyT goctymusl [3]. Jlms sToro wmc-
MoJk3yeTcs peaakTop aBmkka Unity3d.

Unrepdeiic pexaktopa Unity pasaerneH Ha cie-
JTYIOIINE OCHOBHBIC YaCTH: HEPAPXHS, IIPOCKT, aHEeNb
WHCTPYMEHTOB, CII€Ha, HHCIIEKTOP.

Uepapxus (Hierarchy) comepxut Bce 00BEKTHI
(GameObject) otkprIToii crieHbl. HekoTopbie U3 HUX -
9K3eMILIAPBI pecypcoB (3D-momenu), Apyrue - K-
3eMIusipel pedad. OOBEKTH AOOABIAIOT Ha CIICHY
WIN yIOAJsIOT U3 Hee, OTPAXKAIOTCSl WU IIePecTaroT
0TOOpaXkaThCs B UEPAPXHH.

Unity HMCIIOJIb3YCT KOHLCIIMIO HaCJICIOBAHUA.
Kaxpiiit 00bEKT MOXKET OBITh IOUEPHHUM IO OTHOIIIE-
HUIO K JIpyromy. [l 3TOro AOCTaTOYHO IepeTaniuTh
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€ro Ha pOoaUTENbCKUil 00BekT B Hepapxuu (Puc. 2).
Jlouepanii 0O0BEKT OyneT ABUTATHCA W BpamlaThCs
BMECTE C POJUTEIILCKUM.

Kaxnprit mpoekt conepxut manky Assets. Co-
Jep)KUMOe TOH Mamky npencrasieHo B Project View.
Orto pecypchl urpel. UToObl 100aBHUTH pecypcsl B
MIPOEKT, HY>KHO nepeTanuth (ain u3 [IpoBoaanka B
Project View unu uepe3 mento Assets — Import New
Assets. Pecypc 6yneT aBToMaTn4eckd UMIOPTHPOBAH
B IIPOEKT U CTAHET JIOCTYIICH JJIs UCTIOIb30BAHHSI.

CueHsl Takxe XK€ XpaHATCsA B mamke ASSELS u
orobpaxkarorcs B Project View. Ouu sBISIOTCS ypOB-
HSIMH.

= Hierarchy | 5
: Create 'i '_—Q'F‘-”
Cubexl
CubexZ
Cubex3
Cubex4
Cubex5
Directional light
¥ First Person Controller
Graphics
Main Camera
Floar
FNPC
Stairl
Stair2
Stair3
Staird
Walll
Wallz

o

Puc. 2 Uepapxust 00beKTOB

OneMeHT wuHTepdelica «CUeHa» MPUMEHSETCs
JUTSL TIO3UIIMOHUPOBAHKS 00BEKTOB (OKpYKEHHE, mep-
COHaXH, KAMEpPbI, CHCTEMbI YACTHIIL H JIP.).

Coznaem B pemakrope Unity «mpedadbr» - tum
pecypcoB, TMpeaHa3HAYEHHbIH Ui MHOTOKPATHOTO
ucnonb30BaHus. Kaxaplii 00beKT Ha CLEHE SBISETCS
KOIMeW OpUTHHANBHOro mpedaba 3TOro OoOBEKTa.
[lpy M3MEHEHHH OpPUTHHAIBHOrO mpedadba HU3MEHS-
I0TCS BCE €r0 KOMHMHU B YPOBHSX, YTO SIBISETCS yI00-
HBIM JJs OBICTPOro pemaktupoBanus. Jamee pac-
CTaBJIsieM OOBEKTHI Ha YPOBHE B HY)XHOM IOPSIIKE U
npuKperuisieM ckpunThl. [locne 3Ttoro paccraBisiem
OCBeEIlleHHEe B HEOOXOJUMBIX MeCTax, J100aBisieM 3BY-
KOBbIE 3()(PEKThI U HACTPAUBAECM CKPHIITHI.

B pesynbrare ObUT MONY4YEeH TOTOBBIA paboumii
yposens (Puc. 3).

# Ccane | & G
|| Taoruoisd

Puc. 3 'oToBBIi ypoBEHB

JlaHHBII YpOBEHb SIBJIAETCS IPOTOTUIIOM HUIPHI,
ITOCKONIBKY OH CO3IaH UISI M300pa)KeHUS MEXaHUKH
UTPBHl U B HEM OTCYTCTBYIOT MHOTHE YepTHI FOTOBOI
UTPBl — TaKHe KaK TEKCTYpPbI, OOJBIIOE KOJIMYECTBO
TOJIOBOJIOMOK, @ Bc€ 00BEKTHI M300pa)KEeHBI MPOCTHI-
MH (QUTypaMH.

BeiBoabl. B pesynbraTte mpoBeAEHHBIX HC-
cienoBaHuil ObUT pa3pabOTaH ypOBEHb WIPHI WIH €€
npototui. IIpengycMoTpeHa BO3MOXKHOCTh U3MEHEHUS
B 3aBHCHUMOCTH OT KOHKDPETHBIX TPeOOBaHWI TeXHH-
YEeCKOro 3a/1aHusl.

Jmst  yCOBEpIIEHCTBOBAHUSI UTPHI HEOOXOIUMO
co3/1aTh OonblIee KOJMYECTBO TOJOBOJIOMOK M pac-
IIMPUTh MEXAHUKY M BO3MOXHOCTU aeWctBuil. Tax
XKe He0O0XOIUMO HCIIONB30BaTh TEKCTYPHI M CO3JAaTh
3d 00BeKTHI AJII YPOBHS B CIEIHATH3NPOBAHHBIX
nporpammax, takux kak 3d max, zbrush, blender wmu
maya.
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Puxuii C.M., Tepemenko T.M. CTBopenHs irpo-
BOI mporpamu 3a gonomoror Unity3D

Y emammi onucano npoyec cmeopenns piens iepogoi
npozpamu i0 po3pooOKU KOHyenmy 00 Ou3auiy ma KOHC-
MPYIOGAHHA PIBHA 3d  OONOMO2OK  12POB020  OBUNCKA
Unity3D. Po3spobreno ckpunmu Mexamixk i 201060J10MOK HA
Mmosi npoepamysannsn C #. Po3pobrenuil pigeHb epu modice
06ymu 8UKOPUCMAHULL IK NPOTMOMUN.

Kniouosi cnosa:. Ieposa npoepama, ckpunm, aneo-
pumm, pieens, cyena, unity3d, C#, ouzaiin pisnis, konyenm
OQOKyMeHm.

Rigiy S., Tereshchenko T. Development of game
application using Unity3d

This article describes development of a game pro-
gram from concept formation to making design and con-
struction level using the Unity3D game engine. The scripts
of mechanic and puzzes were developed on C#. Designed
game level can be used as a prototype.

Keywords. game software, scripts, algorithm level,
scene, unity3d, C #, level design, concept document.
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