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Annomayus. IlpuBeneHsl anropTUMbI IIpolecca pa3padoTKH KOMIIbIOTEPHOM UTPBI-LITyTepa OT
MepBOro JUIa ¢ oMol penakropa Unity. Urpa mo3BosuiseT BUAETh OKPYKAIOMIUNA MUP TIa3aMu
CaMOTO MTPOKa, YTO 3HAYMMO U OOYYAIONIMX WIP C BO3MOXXHOCTSIMU HMPOXOXKICHUS JTOTHYECKUX
rOJI0BOJIOMOK WJIM BBIIIOJIHEHUS KOHKPETHBIX 3afaHuil. [{ist peanusanuu nporpaMMHON 4acTU UTPbI
MpUBJICYEHBl OMOMMOTEKH M (YHKIMOHAN s3bika nporpammupoBanus C#. K Busyanuzanuu
nepcoHaxel u 00bEKTOB UIPbI IPUMEHEHBI ipueMbl 3d-MoienupoBanus ¢ nomoibsio Blender.

Abstract. The algorithms of the process of developing a computer game-shooter from the first
person using the Unity editor are given. The game allows you to see the world around you through
the eyes of the player himself, which is significant for educational games with the ability to
complete logical puzzles or complete specific tasks. To implement the software part of the game,
libraries and functionality of the C # programming language are involved. 3D modeling techniques
using Blender have been applied to the visualization of characters and objects in the game.

Knrouegvie cnosa: nBwxok Unity, pa3paboTka wurp, s3bslik mporpammupoBaHusi C#,
KOMIThIOTEpPHBIE UTPHI, 3d-MOIeTMpOBaHUE, UTPOBOE OOyUEHHUE.

Keywords: Unity engine, game development, C # programming language, computer games,
3d - modeling, game learning.

PabGota mocBsAlleHa alrOPUTMUYECKON pa3paboTKe KOMIBIOTEPHOW WIPbl B  BHJE
MIPOXOXKACHUS 00ydaromuMcsl (MTPOKOM) OIpesieJIeHHbIX JJoTHYeckuX 3aganuil. Urpa paspaborana
B (OpMK IIyTepa OT MEPBOro JHIA, YTO TMO3BOJSET WUIPOKY B IOJHON Mepe HaxOIUThCS B
OKpY KaloIlleM IPOCTPAaHCTBE M BUJETh NPOXOXKJIEHUE STAllOB UIPbl «CBOMMH TIJlazaMm». Takue
UTPbl HE TOJIBKO DPAa3BUBAIOT NPAKTUUYECKUE KOTHUTHBHBIE HABBIKM, HO TO3BOJISIOT pPa3BUBATh
CKOPOCTbh pEarupoBaHUSl HAa MEHSIOLIUECS CUTYyallUd BOKPYT WUIPOKa, TPEHUPYS €ro MbIIUICHUE,
pa3BUBas aJIeKBaTHYIO PEAKITUIO U JIOTUUECKOE MPUHATHE OBICTPHIX U 00IyMaHHBIX perneHuit [1-2].
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B xauectBe cpenpl pa3paboTku uUrpsl Obuta BeIOpaHa pemakTopckas cpema Unity, koTtopas
IIUPOKO TPUMEHSIeTCs pPa3pabOTUMKaMU KOMIIBIOTEPHBIX UIp, TaK KakK o00JagaeT psaaoM
npeumymects [3, 4]: MOXET NPUMEHSATHCA JUIS Pa3HBIX IUIATGOPM U ONEPALMOHHBIX CHUCTEM
(MOOMJIbHBIE YCTPONCTBA, KOMIIBIOTEPHI, UHTEPHET-MIPUIIOKEHUS U T.J.): UMEET UIUPOKHUE MPUEMbI
BHU3YyaJM3allii, B TOM YHUCIIE MATEMAaTUYECKUX MOJENEH; COAePKUT MOAYIbHYIO CUCTEMY TOTOBBIX
KOMITOHEHT, HabopoB BcTpoeHHBIX pecypcoB (https://clck.ru/3AMNmgC). OcHOBHBIE mIarH
peanu3ay MPOEeKTa COCTOSUIM M3 PEUICHUS CIEHYIOIIUX 33734 pa3pabOTKU WUTPhl — ILIyTepa OT
MepBOro Jjuia: pa3paboTKa BHEIIHHWErO BUIA W CIOXKETa WUIPhI; CO3JaHHMEe HEOOXOIUMBIX s
MPOEKTa MOJEeJe M MepcoHa)Kei; HamucaHue MPOrpaMMHOrO KoJa IJs pealu3alid MeXaHUK,
3aJIeiiCTBOBaHHBIX B IPOEKTE; CO3JaHHE HIPOBOM JIOKAIIMM M PACCTAHOBHA B HEH BpakIeOHBIX
060TOB; cOOp (KOMITAaHOBKA) MPUJIOKEHHUS, TECTUPOBAHWE M MCIPABICHHE BO3MOXHBIX OIIHUOOK.
LleneBoii ayauTopueil IpoeKTa SBIAETCS IeTCKas M MOJPOCTKOBAs ayJUTOPHs, KOTOpas MPOSBIISET
MHTEpEC K OBICTPHIM U aKTUBHBIM JCHCBHUSAM IPH MPOXOXKICHUH B UIPE JIOTUYECKUX 3aJaHH.
Pazpabotka urpsl nposeneHa B pegakrope Unity. [ HanmucaHusi MPOrpaMMHOTO KOJa Ha SI3BIKE
C# Obuta mcmonb3oBaHa nporpamma Microsoft Visual Studio. Co3ganme UTpoBBIX OOBEKTOB U
00BEKTOB OKPYKEHHUS OCYIIECTBISIOCH ¢ moMolnbio Blender [3].

Taxxe B mpoekTe 3aaeiicTBoBaHbl acceTsl U3 Unity Asset Store, momoraromue chopMupoBarth
okpyxenue, Takue kak SimplePoly — Town Pack, Low poly city vehicle pack, Simple Town Lite
— Cartoon Assets, CITY package, Handpainted Grass & Ground Textures. B xauecTBe 0CHOBHOI
Jokanuu ObUT BbIOpaH ropo. BeIMoaHeHue JIOruYecKuX 3aJaHuil UTPphl MperoaaraeT BU3yaabHbIi
cOop MpeaMeTOB — «KYCOUYKOB XJie0ay, KOTOpble HEOOXOIMMO HAMTH B Pa3HBIX YaCTAX JIOKAIIUU
urpel. [lpensaTcTBueM Ui JOCTHKEHHS LENH SBISIOTYCS BpPaXIEOHbIE MOOBI — «TOIyOm»,
HAHOCSIINE UTPOKY (WIyTepy OT MEepBOTrO JIMIA) KOHTAKTHBIM YpoH. B mpoekte co3manbl Monenu
«BPAroB-roiy0ei», «KycOouKoB XJiehbay», UCIOIb3yeMOro B KAUeCTBE MOHET, a TAK)KE YacTh JIEPEBHEB
U KycTapHUKOB. [Ipeamersl OkpykeHus B3sTHl Takke u3 Oubmuorek Unity Asset Store.
Crnenyronum marom Obuta pazpaboTka MPOrpaMMHOTO KOJa I Peayiu3alliid UTPOBBIX MEXaHUK U
untepdeiica. Ha Pucynkax 1 u 2 mpencraBieHsl ¢parMeHThl kKoja Move.cs Uisl yIpaBiieHUS
JBM)KEHUEM UTPOKa U IPUMEHEHHbIE HACTPOHKH.

0]
rotationX I t i ") » )s.sensitivityVert;
rotationX = M Clamp(rotationX, Se nVert, Settings.maxVert);
rotationy += it.GetAxis("Mouse X") » Settings.sensitivityHor;

transform.localEulerAngles = Vector3(ef, rotationY, 6f);

playerCamera.transfors. localEulerAngles (rotationX, of, of);

if (canMove)

{
r3 movement = Vector3(®, rb.velocity.y - 0.5f, 8);

if (Input.GetKey(KeyCode.UpArrow) || Input.GetKey(KeyCode.W))
movement += transform.forward * Settings.speedPlayer;

if (Input.GetKey(KeyCode.DownArrow) || Input.GetKey(KeyCode.S))
movement -= transform.forward * Settings.speedPlayer;

if (Input.GetKey(KeyCode.LeftArrow) || Input.GetKey(KeyCode.A))
movement -= transform.right = S speedPlayer;

if (Input.GetKey(KeyCode.RightArrow) || Input.GetKey(KeyCode.D))
movement += transform.right » Settings.speedPlayer;

Pucynox 1. ®parment kojga Move.cs yrnpaBieHUs ABIXKEHUEM UIPOKA
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sensitivityHor
sensitivityVert

minVert = -
maxVert =

speedPlayer = 15;
jumpPlayerForce
maxCountEnemy = 1
countEnemy = @;

intervalFirePlayer = @

Pucynoxk 2. Hactpoiiku

Taxxxe ObTH pa3paOOTaHBl KOJBI MPOEKTa, OTBEYAIOIIME 32 COOTBETCTBYIOIIUE JICHCTBUS:
Fire.cs — mpoxoaeHue 3TarnoB U 310pOBbe (BbDKUBaHUE) Urpoka; DestroyObject.cs — ynanenue
00BEKTOB («BparoBy») uepe3 3amanHoe Bpems; CoinScript.cs — cbop oobekroB; UlManager.cs —
BBIBOJI HYXXKHOW wuH(popMamuu Ha 3KkpaH; StartMessage.cs — TIOSBICHHE M HWCUYE3HOBEHHE
IPUBETCTBEHHOTO COOOILEHUs MpH BXOAe B HIrpy (KoJ craproBoro cooduienus); Win.cs —
MOSIBJICHHE W HCUE3HOBEHHE COOOLICHHs 00 YCIEIIHOM 3aBEeplIEHUH MHUCCUHU (KO IM0OeTHOro
coobmienust); Defeat.cs — BBIBOJ] COOOIIEHNZ O IOPAKEHUH U OTKIIIOYEHHUS Y UTPOKA BO3ZMOKHOCTH
nepeMeIeHust mpu «rudenm» (Koa, cpadaTbIBarOIIMii B cilydyae TUOenn wurpoka); Win.cs —
MOSIBJIEHHE U MCYE3HOBEHHE COOOLIeHNs 00 YCHELIHOM 3aBEpLIEHUH MUCCUM (KOJ 3aBEpIIAIOILEro
coobmenus urpsl). Ha Pucynkax 3—5 mpencraBieHsl (parMeHTHI AEMOHCTpAaUU pa3padOTaHHON
UTPBI IIyTepa OT MEPBOTO JINIIA.

CobpaHo xneba: CobpaHo xneba:
3poposke: 5 f 3poposbe: 5

. /’

Jlo6po noxanosats B urpy! Bbl - ronybb. Bata uenb Haiitn 5
KyckoB xneba. OcTeperaittecs rony6eii-myTaHToB.

Pucynok 3. JlemMOHCTpamust CTapTOBOIO Pucynox 4. Jlokanus u BpaxxaeOHbIe MOOBI
cooO1eHus

CobpaHo xneba: 1
3a0posbe: 3

Pucynok 5. «Xie6» (00beKThI [jist cOOpa) Ha JIOKAIUH
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Takum oOpazom, pazpaboTaHa ¢ sIpKOW rpadMKold W MHTYMTHBHO TMOHSATHBIM HHTEpdeiicom
MO3BOJISIONIAsE MTPOKY TOATAHO HPOXOAUTH JIOTMYECKHE 3a/aHusl, HaXOISACh B OKpY’KarOIIeM
MPOCTPAHCTBE, MPOCMATPHUBAsl PE3yIbTAThl NMPOXOXKJACHUS WIPHl «CBOMMH TIIa3aMH», MPUHUMAS
pELICHHS C COOTBETCTBYIOLIEH BU3YaJIbHOM U MBICIUTEIILHON peaKineH.

Urpa mpomuia ycnemHoe TECTUPOBAaHUE B CBOEH LieleBoi ayautopuu. MiMeeT BO3MOKHOCTh
pa3BUTUS — aKTyadW3alid M JONOJHEHUS HOBBIMH JIOTHYCCKHUMH 33JaHUSIMU, WTPOBBIMH
00BEKTaMU U T.I.

MoseT HOMOJHATHCA U IPYTUMHU MPOSKTUPOBUIMKAMU — Pa3padOTYMKaMU UTP — IIyTEPOB
OT MEPBOro JIMIA, TaK KaK MCIOJB30BAHHBIA NI pa3pabOTKH MPOrPaMMHBIA U alTOPUTMHUYECKUN
crek npoekra (Unity, C#, Microsoft Visual Studio, Blender, Unity Asset Store) moHsiTeH BceM
pa3paboTurkam, paboTarOIIMM B aHATIOTHYHOU chepe urp.
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