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BBEJAEHHUE

C KaXIbIM rofoOM MOMYJISIPHOCTh KOMIBIOTEPHBIX UTP PACTET, BCE OOJIbIIE U
OoJbIIe JIIOACH UTPalOT B KOMIBIOTEPHBIE UTPHI. Pe3yiabTaTOM TEXHOJIOTHYECKOTO
pPa3BUTHS, a TaKXK€ MacCOBOTO PaCIpPOCTPAHEHUS MEPCOHAIBHBIX KOMIIBIOTEPOB,
TUIAHIIIETOB M MOOWJIBHBIX YCTPOMCTB, CTan Bce 0Oo0Jiee paCIIMPSIONIUNACA PHIHOK
pa3BlIeYEHUH, YTO SIBIISIETCS BECKUM apTyMEHTOM B MOJIb3Y MPOEKTOB IO CO3JaHUIO
HOBBIX UTpP. AKTYyaJdbHOCTh Pa3paOOTKH UTP CTAHOBUTCS BCE 00Jiee HEOCTOPUMOM,
PBIHOK WIp YBEIMYMBAETCS B TreomMeTpudyeckod mnporpeccun. Camble yaadyHbIe
MPOEKTHI MPOJAIOTCA MWUIMOHHBIMU THPaKaMH. 3apOKJACHUE WUTPOBOM HHAYCTPUU
Hadyasiocb B 1970-x rogax OJHOBPEMEHHO C NPOAAXKENW NEPBBIX KOMIIBIOTEPOB,
pacCUMTaHHBIX Ha MaccoBOro mnorpeodurtens. 3a 40 ¢ HeOONBIIUM JIET WUHIYCTPHUS
KOMIIBIOTEPHBIX WIP pa3BWIACh [0 TAaKUX MAaclmTaboOB, 4YTO Yy»X€ BO MHOTOM
OTEpPEeX,AET CBOMX ONIKAWIINX KOHKYPEHTOB: KHHOWMHAYCTPHUIO, MY3bIKaJbHYIO
UH/yCTPHIO, IOY-OU3HEC.

MHorue pa3pabOTUMKU pacCMaTPUBAIOT HHIYCTPUIO KOMIIBIOTEPHBIX HUIP
JUIIb KaK CEKTOp SKOHOMHUKH, B KOTOPOM MOXHO HEIUIoXo 3apaborarb. Ho, Ha
caMoM JieJie, CO3/JaHhe UTP — OTO €II€ U UHCTPYMEHT KYJIbTYpbl. PeTpo urpsl ObuIH
NpUJAyMaHbl MHOTO JIET Ha3al, HO H CceHYac OHHM TMOJB3YIOTCA OOJBIION
BOCTpeOOBaHHOCThIO. Spkuit mpumep - Mario, cepus KOMIBIOTEPHBIX apkaj, B
KOTOpBIE C YJOBOJBCTBUEM HUIPAIOT MOJIH30BATENIM HECKOJbKUX ToKoneHui. Ho,
HaBEepHOE, OHa Obl He ObLIa TaKOW MOMYJISIPHOM, eciii Obl HE UMela pa3BUTHE. Super
Mario Maker - urpa, B KOTOpOil UTPOK MUMEET BO3MOXXHOCTb HE TOJBKO MPOXOIUTH
YPOBHH, HO U CO371aBaTh CBOM COOCTBEHHBIE.

[To odunmanbapiM JaHHBIM Ha 2016 TOJ KOMIBIOTEPHBIMH U BHUACO HUTPaMU
yBIeKatoTcsl 78% WHTEpHET-ayAUTOPUM CTpPaHbl, 4TO cocTaBiseT 58% OT Bcero
Hacenenusi Poccuu. (KoHeuHO, OOJbIITYI0 YaCTh BCEX YUYTEHHBIX UTPOKOB 3aHUMAIOT
UTPOKHU B COIMAIBHBIX CETSIX, UTparoliee BpeMs oT BpemeHu. Ho u sinpo urpoBoit
ayIUTOPUHU, UTPAIOIIIee TIOCTOSHHO, PACTeT U3 Tojia B rof). Urpoku — 3To MoJiofas u

HapOoJiee aKTHUBHAS 4acTh oOImecTBa. B HacTOSIIMIT MOMEHT KOMIBIOTECPHBIC HUTPHI
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3aMEHSIOT JETSAM CKa3KH, IMOJPOCTKAM JA0T TMPUMEPHI IS MOIpasKaHUsI, B3POCIBIM
3aMEHSIOT XO00M M 3aIlOJHSIOT CBOOOJHOE BpeMs. TakuM 00pa3oM, cojepiKaHHe
KOMITBIOTEPHBIX WUTP MPOU3BOAUT Oojblliee BO3ACHCTBUE HA COLUYM, YEM
coliep kKaHue CKa30K, KHUT, KOMUKCOB BMECTE B3ATHIX. VTPl CTadu OYeHb BaKHBIM
AJIEMEHTOM COBPEMEHHOW KYJbTYpPbl, HEIb3sl WUTHOPUPOBATH ATO HAMpPAaBICHUE,
HY)KHO BCEMH CHJIAMH COJICMCTBOBATh JIYyUIIUM TIPEJICTABUTEISAM OTCUECTBEHHOMN
UTPOBOM MHAYCTpHUH. B manHOW murmioMmHON pabote Oymer paspaborana 2D wurpa Ha
UTrpoBOM ABMKKE «Unity5».

AKTYaJTbHOCTh TEMBI JTUIUIOMHOTO TIPOEKTa OIpECICHa TeM, YTO HIpoBas
WHJyCTpHUSL OYC€Hb OBICTPO HabupaeT 000POTHI BO BCEM MHUPE, U IPUHOCUT OOJIbIITHE
JIOXO/bl KaK pa3paboTurKaMm, TaK U TOCyJapCTBY B BUJIE HAJIOTOB, U TaK K€ HUIPbHI
MOJIB3YIOTCSI OYEHB OOJIBIITUM CIIPOCOM BO BCEM MHpE, JTF0OOTO Bo3pacta. B manHOM
npoekTe Obuio cosznmano 2D wurpa Ha mmatdopme «Unity 5», ona Oblna BbIOpaHa,
MOTOMY 4YTO SIBJIAETCS OECIJIaTHOM M MpocTa B Mpoliecce pa3paboTKe U HE TpeOyer
00bIINX (PUHAHCOBBIX PECYPCOB.

Heab: pazpadoTka 2D urpsl cpeacrBamu «Unity5S».

3axaum:
1. Onrcarh IpeIMETHYIO 00J1aCTh.
2. PaccMoTpeTh TEXHOIOTHH pealiu3alliy MPOrPaMMHOTO MTPOIYKTa.

3. CnpoektupoBaTh CTPYKTYpy 2D urpsr.

4. PazpaboTtats 2D urpy.

Crpykrypa: paboTa COCTOMT M3 BBEIEHUS, JBYX IJIaB, 3aKJIOUEHHUS, CIIUCKA
UCIIOJIB3yEMBIX HMCTOYHHUKOB. Bo BBeaeHMM 00OCHOBaHa aKTyalbHOCTb TEMBI
uccienoBaHus. B mepBoil rmaBe omucaH aHalIM3 MPEIMETHOW O0NacTU U CPEICTB
pazpaboTku. Brtopas rnaBa mocBslleHa ONUCAaHUIO Tpolecca pa3paboTKu
INPUKIAJHOTO MPOTrPAMMHOIO MPOAYKTA. 3aKIIOYEHHE OTPAKAET  Pe3yJIbTar
JNOCTHKEHUsT 1enu paboTbl. CIHCOK MCIIONIBb3YyEMbIX MCTOYHMKOB HacuuThiBaeT 20

HCTOYHHKOB.



IJTABA 1 AHAJIM3 MNPEIMETHOM OBJACTU U CPEJICTB
PA3PABOTKU

1.1 AuHajau3 npeaMeTHOM 00J1acTH

[TpenmeTHas 061acTh — 3TO YACTh PEATbHOIO MUPA, MOJUIeKaIIas U3yUEHUIO
C Lenbl co3JaHus 0a3bl JaHHBIX JUIs aBTOMATHU3allMM IpoLEecca YNpPaBICHUS.
[IpeameTHOM 00JaCTHIO 3TOTO MpoeKTa ABisgercs 2D urpa Ha matgpopme «Unity 5»
[3].

KommnbroTepHble UTpbl — 3TO OCOOBIM BHU pa3BICYEHUN, KOTOPHIA paboTaeT
OpU TOMOILIM 3JEKTPOHHOTO YCTPOWCTBA, 00OPYAOBAHHOTO MHUKPOKOHTPOJUIEPOM.
MHorue 13 HUX BBUly HATMYMSI IBUXKYILETOCs N300paKeHMsI, JEMOHCTPUPYEMOIO Ha
JKpaHE TeJeBU30pa WJIM KOMIBIOTEPHOIO MOHHUTOpPA, MPUHATO HA3bIBATh
BHUACOUTpamMu[2].

Ecnn 00paTUTbCsl K MCTOPUM HOSBICHUS U Pa3BUTUSL KOMIIBIOTEPHBIX UIP, TO
JaTOM POXKIECHUS OTOM KpPYIIHOM HMHAYCTpUHM MOKHO HasBarb 1958 rox. Torma
KOMIIBIOTEp CUMTAJICS YEM-TO CHEeUU(PUUECKHUM M Jake B HEKOTOPOM CTEleHU
MPEAMETOM POCKOIIH, JOCTYIl K KOTOPOMY MMEIIH JUlIb u30paHHble. CaMyo NEpBYIO
KOMIIBIOTEPHYIO ~ WIPY  Hamucal OAMH M3  CTYJEHTOB  aMEPHUKAHCKOIO
MaccauyceTckoro TeXHOJIOrM4ecKoro MHCTUTyTa. HaspiBamace oHa «B kocmoc»
(Spaceward) u paborana Ha kommbioTepe mozaenu PDP-1, kxoropas mo pasmepam
HanoMHHajga aBToMOOWIb. 1o clokeTy B Hel cpakalnuch KOCMHYECKHE KOpaliu u
3ajauel UrpokKa ObUIO YHUUYTOXUTh KaK MOKHO OOJIbIIE €IMHUI] IPOTUBHUKA.

WHau-urpel — 3TO T€ MPOEKTHI, YTO CO3[AI0TCSI HE3aBUCUMBIMU aBTOpaMu. To
€CTh JIIOJIbMH, KOTOpbIe pabOTalOT HE Ha KPYIHBIX u3nareneil Bpoje Activision,
Ubisoft mimu EA, a Ha cebs. Kak mnpaBuiao, MHAW-CTYJIUU COCTOSIT BCETO U3
HECKOJBKHUX YeoBeK. BeTpedaroTcs U pa3paboTUMKU-0IMHOYKHU| 8].

B kauecTBe NUIUIOMHOrO MpoeKkTa Oblaa BbIOpaHa TeMa, pa3paboTKa WHAM-
urpel Ha mnatgpopme «Unity S». [ns pa3zpabotku 2D wurpel Oblia BblOpaHa

mwiatpopma «Unity 5», TOTOMYy YTO SIBJISIETCS YAOOHOM MpOTrpamMMoOi Jisi CO3AaHMs
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urp.

Br16op mnatdopmer «Unity 5» 00yCIOBICH CIEAYIONMMHI MPUIUHAMU:

- SBJISIETCSL OECIIJIaATHON BEpCUEH;

- BO3MOJKHA pa3paboTKa MPUIIOKEHUS 11 Opaysepa;

- BO3MOXXHOCTh  HANMCaHWUS  WIPOBOTO  KOoJAa Ha  TPEX  S3bIK
nporpammupoBanus javaScript, C#, Boo;

- KpOCCIUIaT(OPMEHHOCTH;

- MPOU3BOAUTENILHOCTh U MacIITAOUPyEeMOCTb;

- 3aIycK J1t000ro MPUIIOKEHUS B BEO-TIaruHe.

Kak Bunum «Unity 5» oGnagaeT OOJIbIIUM MPEUMYIIIECTBOM B pazpabotke 2D

Urp.

1.2 Onucanue TEXHOJOTMM M METOA0B peaju3alMd NPOrPAMMHOIO

NPOAYKTA

Unity — wmexmiarpopMeHHas cpena pa3pabOTKH KOMIBIOTEPHBIX I,
pa3paboTtanHas amepukaHckod kommanuer Unity Technologies. Unity mo3Bosiser
co3JaBaTh MPWIOKEHUs, paboTarolue Ha Ooisiee yeM 25 paziuyHbIX IIaTPopMax,
BKJIIOYAIOUIUX IE€PCOHAJbHBIE KOMIIBIOTEPHI, HUIPOBBIE KOHCOJM, MOOWIbHBIE
YCTPOMCTBA, MHTEpHET-NpuiIokeHus u Apyrue. Beimyck Unity cocrosics B 2005
rOfy ¥ C TOTO BpeMEHH UAET MOCTOSTHHOE pa3BuTHE. OCHOBHBIMU MPEUMYIIECTBAMU
Unity sBISIOTCS HaJIW4YME BU3YaJIbHOM Cpenbl pa3paboTKH, MEXIIaThOpMEHHOU
MNOJJICPKKA M MOIYJIBHOW cHCTeMbl KOMMOHEHToB. K HegocTtaTkaM OTHOCST
NOSIBJIGHWE CJOXHOCTEH TMpH paboTe ¢ MHOTOKOMIIOHEHTHBIMH CXE€MaMu U
3aTpyAHEHUSI MPU MOJKIIOYeHUH BHEIHUX Onbnunorek. Ha Unity HamucaHbl ThICSYU
UTp, PUWIOKECHNUN, BU3YyAIU3AIIMA MAaTEMaTHUECKUX MOJENEl, KOTOPhIe 0XBATHIBAIOT
MHOecTBO TuiatopM u xkaHpoB. [Ipu 3tom Unity ucnonb3yercs Kak KpyHHBIMHU
pa3paboTYMKaMU, TaK U HE3aBUCUMBIMU CTYIUSIMH [2].

Kak npaBuiio, UrpoBoit ABMKOK MPEJOCTABISET MHOKECTBO (DYHKIIHOHATIBHBIX

BOBMOH(HOCTCﬁ, ITO3BOJIAIOIINX HX SaﬂeﬁCTBOBaTL B PA3JIMYHBIX HI'PAX, B KOTOPLIC
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BXOJISIT MOJICTUPOBaHNE (PU3UUECKHUX CPEMd, KapThl HOpMaJel, TMHaMUYeCKHUe TEHU U
MHOroe Jpyroe. B oTimume oT MHOTMX UTpPOBBIX ABHMKKOB, y Unity mmeercss aBa
OCHOBHBIX IPEUMYIIECTBA: HAJIUYME BHU3yalbHOM cpeabl pa3pabOTKu U
MexmiaThopMenHas moaaepxkka. llepBerii  gakTop BKIIOYAET HE  TOJBKO
UHCTPYMEHTApUN BHU3yaJbHOTO MOJEIUPOBAHUS, HO W HHTETPUPOBAHHYIO CPELY,
[ENOYKy COOpKM, 4YTO HAmpaBiICHO Ha TIOBBIIICHHE MPOU3BOAUTEIHLHOCTH
pa3pabOTUMKOB, B YaCTHOCTH, TANOB CO3JaHUSA MPOTOTUIIOB U TecTHUpoBaHus. [lon
MEXIIaTGOPMEHHOM  HOJIEPKKOM  IMpenocTaBiseTrcs HE  TOJIbKO  MecCTa
pa3BepThiBaHUs (YCTaHOBKAa Ha TIEPCOHATBLHOM KOMITBIOTEpE, Ha MOOMIHLHOM
yCTpOMCTBE, KOHCOJM), HO W  HaJIWYUMe HMHCTPYMEHTapus  pa3paboTKu
(MHTErpUpOBaHHAS Cpejla MOXKET UCToyIb30BaThes oa Windows u Mac OS) [5].

Cucremuble TpeboBanus g 1argopmel «Unity 5». Pa3nuuHble BapuaHTHI
paboThl JOIMYCKAIOT HCIHOJB30BAaHUE PA3JIMYHOIO MPOrPaMMHOTO OOecredeHus Ha
KOMIIBIOTEpaX, Ha KOTOPHIX (YHKIIMOHUPYIOT T€ WJIM WHBIC MPHIOKEHUS CHUCTEMBI
«Unity 5». B 0600mennom Buje napopmanus 00 CUCTEMHBIX TpeOOBaHUAX coOpaHa
B Ta0mure 1.

Ta6muma 1 — Cuctemubie TpeboBanus st «Unity S».

32-pazpsaHas 64- pazpsiiHas apXuTeKTypa
APXUTEKTypa

IIporeccop Intel Pentium C apXHUTEKTypoil x86-64
1V/Xeon 2,4
I'T'u u HOBEE

o3y or 12176 or410

HDD or40T6 or4010

USB-nopt Ja Ja

SVGA-Bumeokapra na na

st xpanenus: nanabix B Unity 5 MoxkHO ucnionb3oBath paznudydbsie CYB/l ot
CaMbIX MaJIEHbKUH 10 CaMbIX KPYIHBIX, JJIs JaHHOTO MpoekTa Obuia Beiopana CYB]]
SQLite mockoibKy OHa KOMITaKTHasi, BCTpaMBaemas pesaIMoHHas 0aza JaHHBIX.
Ncxonnsiii koa OMOIMOTEKH Mepeiad B oOlecTBeHHoe focTtosaue [11].

SQLite He sBaseTcs OTAENBHO pPAOOTAIOIIMM MPOLECCOM, C KOTOPbIM
B3aMMOJICUCTBYET MPOrpaMMa, a MPeJA0CTaBIsAeT OUOINOTEKY, C KOTOPOH MporpaMmma

KOMIIOHYCTCA H JABHIKOK CTAHOBUTCA COCTaBHOM 4YacCThIO IMporpaMMmal. Takum
6



o0pa3oMm, B KadyecTBE MPOTOKOJia OOMEHa HCIOJIb3YIOTCS BBI30BbI (QyHKIMI (API)
oubnmuorexkn SQLite. Takoit moaxod yMEHbBIIAET HAKIAJAHBIC PACXOJbI, BpEMs
OTKJIMKa W yrpomaer nporpammy. SQLite XxpaHuT Bcio 0a3y HaHHBIX (BKJIHOYas
OIpeeNneHus], TAOIUIbl, UHIEKCHl U JaHHbIE) B €IUHCTBEHHOM CTaHIApTHOM (haiise
Ha TOM KOMIIbIOTEPE, ITO SIBJIAETCS LI€IECO00pa3HO AJIs HALETO MPOEKTa, MOCKOJIbKY
9TO JACT HaM ONTUMM3ALUA U OBICTPOTY paboThI mpoekTa [11].

Jiia pa6otel B Unity 5 6611 BIOpaH A3bIK MporpaMMupoBanus C#, MOCKOJIbKY
OH SBISETCA CcaMblM THOKM  YJIOOHBIM M3  JIOCTYNHBIX TpPEX  SI3BIKOB
nporpammupoBanus. [lockonbky C# monaep:kuBaeT MHOTO pa3IMyHbIX OUOIMOTEK U
IIPOCT B HAIIUCAHHUE MTPOrPaMMHOT0 KOAA.

Adobe illustrator — 310 mporpamma s co3ianusi BeKTopHou rpaduku. Yacto
OHA MCHOJB3YETCA Ul CO3JaHUsl WIUTKOCTpAIUil, MyJbTAIIHON Ipaduku, AuarpaMmm,
YapTOB W JIOTOTUMNOB. B oTiMuuMe OT pacTpoBBIX M300paK€HUM, B KOTOPBIX
uH(popMaIUsl XpaHUTCS B CETKE OTAENbHBIX Touek, Illustrator mpu cozmanuu popm
UCIIOJIB3YeT MATEMAaTHYECKHE YPaBHEHHA. OTO TNO3BOJISET MEHSATh pPa3Mephl
BEKTOPHBIX M300pakeHui 0e3 motephb B pazperieHuu [13].

I'paduueckas uvacte Obula paszpaborana B mnporpamme Adobe Illustrator,
MIOCKOJIbKY OH SIBJISIETCA OYeHb TMOKMM U TMPOCTHIM B HCIHOJB30BaHUE, U OYEHBb
XOPOIIIO MOAXOAUT JJIsi co3anus rpaduku mist 2D urp [13].

Takum 00pa3oM Mbl pACCMOTPETU OCHOBHBIE MOMEHTHI PEIMETHOM 001acTH U
TEXHOJIOTHH peaIn3alry MMPOrpaMMHOIO MPOIYKTa, YTO MO3BOJUT NEPEUTH K ATAILy

dbuznYecKol peaausaluy IporpaMMHOTO IPOTYKTa



I'JIABA 2 PEAJIU3ALIMSI UTPOBOM JIOTUKU U KOMIIOHEHTOB
IHPOI'PAMMHOI'O IPOAYKTA

2.1 IIpoexkTHpOBaHKEe UTPOBOI JIOTUKH
Jlist ynoOcTBa mMporpaMMUpPOBAHUST MBI PEATH30BAIH Pl AUArpaMM, KOTOPBIE

OTpaXal0T OCHOBHbIE MOMEHTHI (PYHKIIMOHHUPOBAHUS MPOTPAaMMHOrO mpojaykra. Ha

pucyHke | mpeacraBiieHa cxema rJ1aBHOTO MEHIO UTPHI.

I'1aBHOE MEHTO

3anHuii POH UTPOBOTO MEHIO

Hauatp urpy

Pexopaer

BrriiTu u3 urpsl

Pucynok 1 — CueHa riiaBHOro MEHIO
B Cuene rinaBHOTO MEHIO OyIyT pacroiaratbcsi TPU KHOMKH, MPU Ha)xaTHe
OyAyT OTKpBIBATh CJIEIYIOIINE CIICHbI TaKue KakK TaOJIUIly pEeKOpIOB, CaMy WIPHI,

BBIXO/JI U3 UTPHI ITOKAa3aH HA PUCYHKE 1.

CiieHa aBTopu3aIu

-

~N

Jloro urpsl

dopma BBOJAa UMEHU

IHoakmrounuThbesa

\J J




Pucynok 2 — Criena apropusanuu
B Cuene aBropuzanuu OyAeT OKHO Al BBOJa MMEHM WIPOKa, W KHOIIKA,

KOTOpasi HAUMHAET UTPY U 3aMMCHIBAET BBEIEHHOE UMSI UTPOKA PUCYHOK 2.

I'naBnas Cuena urpsl

Moset: KonmnuectBo Pexopa: KonmnuectBo

Haxmure kHONIKY

[Tepconax

Pucynox 3 — Cuena urpsl
Cuena urpel Oyner coiepxaTb B ce0e MEpCOHaXKa, /1Ba CYETUMKA OUYKOB
PEKOPIIOB M CUETYHK PEKOpAa, W HWIPOBBIE OJIOKH, MO KOTOPHIM OYJET MphIraTh

MEPCOHAX PUCYHOK 3.

CueHa pexkopa0B UTPOKOB

/ Tabnuia pekop10B \

Mecro Nwms Ouku
1 Player 555
2 Player 2 450
3 Player 3 350
4 Player 4 270
\ 5 Player 5 220
Knomnka
Hasan

Pucynok 4 — CuieHa Tabyuiibl peKop0B
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Cuena Tabnuubl peKopJIOB NpeaHa3HAueHa JUIsl MOKa3a JIMYHOW CTAaTUCTUKHU

UTPOKOB, a TAK)KE TTOKA3bIBAET KAKO UTPOK HAOpas O0JIbIIIE BCETO OUYKOB PUCYHOK 4.

Pucynok 5 — UrpoBas noruka

B3aumopeiicTBue MeXay 4YeTBIPhMS CIICHAMH HAYWHAETCS C TJIaBHOTO MEHIO,
MOCJIe Ha)KaTHsl KHOTIKK HAayaTh WTPaTh, UTPOK TMOMAJAET B CIICHY aBTOPHU3AIUH, T
OH BBOJIUT CBOE UMsI U HAKUMAET KHOTKY TMOJKIIOUUTCS, U UTPOK IMAJAET B CIICHY C
caMOi WTpoH, TJe UTPOK HaOWpaeT OYKH U TMOCJI€ OKOHYAHHS WUTPHI, UTPOK MOXKET
BBHIUTH B TJIABHOE MEHIO C IOMOIIBIO KHOIKY, W 3alUTH B CIEHY PEKOPIOB U
MOCMOTPETH CBOM JIMYHBIN PEKOP U PEKOP IPYTUX UTPOKOB PUCYHOK 5.

s xpanenust qanHbix ucnosb3yercs SQliteStudio.

Tabmuna 2 — Ctpykrypa Tabnuusl «Player»

ID player Name Score
1 Player 555
2 Player 1 450
3 Player 2 350
4 Player 3 270




5 Player 4 220

B nannom pasznene Mbl CIPOEKTUPOBAIA UTPOBYIO JIOTMKY HAIIEH WUTPBI, YTO

MO3BOJIUT MPUCTYIUTH K (PH3NIECKON peaTn3aiuy MporpaMMHOTO MTPOTYKTA.
2.2 Puznyeckas peajau3anus NPOrpaMMHOIO NMPOAYKTA
Jlist Toro yToObI HauaTh padoty ¢ Unity 5 Heo6xoaumo oTkpbiTh Unity Hub u

HaxaTh KHONKY New, nanee BbiOMpaeM pexuM 2D u naéMm Ha3BaHUE HaIIeMy

NPOEKTY U MyTh, I/I€ OH OyIeT HAXOAUTHCA, M HAXKuMaeM KHomKy Create pUCyHOK 6.

@ Proj{  templates Settings

9

Lear| -

2 com @ O

Insts 3D

©
©
©

New Unity Project

*

]|

C:\Users\Roma‘Desktop

©
©

Pucynok 6 — Mento Unity Hub
D10 TnaBHBIM 9KpaH Hamero npoekta B Unity 5, B KOTOpoMm OyaeT
POU3BOJIUTCS paboTa, MO CEepelMHE CHHEE OKHO OTOOpakaeT Hally Wrpy, B JIEBOM
CTOJIOLIE TOKa3bIBA€TCsSl Kakue OOBEKThl HAXOIATCS Ha CLEHE B BKiane Assets,

MOKA3bIBAIOTCS HalllM Oyayiue (aitibl MPOeKTa pUCYHOK 7.
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2| #scene | mGame | @A
| Display 1 ~|16:9

Maximize On Play Mute Audio Stats Gizmos |~

v @ SampleScene
) Main Camera

M Project | B Console.
e

v Favorites Assets

O, All Materials.

O, All Models

LAl Prefabs. .
o Assets

I Scenes. Seenes.
» B Packages

—

Pucynoxk 7 — ['taBHOE MEHIO IPOEKTA
JIns co3maHus CLEHbI MEHIO, HAXKMMAEM ITPaBOM KHOIIKOWM MBIIIM IO Scenes u

co3gaeM manky Menu B KOTOpO# OyayT XpaHUTCs (aiiibl MEHIO UTPBI PUCYHOK §.

Folder
C# Script
Shader
S Testing
Show in Explorer Playables
T Assembly Definition
Pazm Assembly Definition Reference
e TextMeshPro
Copy Path Alt+Crl+C

Open Scene Additive

View in Package Manager

Scene

Prefab Variant

Audio Mixer
Import New Asset... Material
Impaort Package Lens Flare
Export Package... Render Texture

Find References In Scene

Select Dependencies

Refresh

Ctrl+R

Lightmap Parameters
Custom Render Texture

Sprite Atlas
Reimport Sprite Library Asset (Experimental)
M Project | E Reimport All Sprites
A .
¥ o Favorites Extract From Prefab Tile
O, All Mate Sprite Shape Profile
., All Mot Run AP| Updater...
O, All Pref: Animator Controller
Update UlElements Schema .
Animation
v = Assets )
#
Open C# Project Animator Override Controller
» Im Packages Aoatar Mask
Timeline
Signal
Physic Material

Physics Material 2D

GUI Skin
Custom Font

UlElements

Pucynok 8 — Coznanue nanku Menu

Jlanee Ham HYXHO cO37aTh CLIEHY, B KOTOpoiHl OyaeT OoToOpa)kaThCsl Halle
MEHIO, JUI 3TOr0 HAXXUMAaEeM MPABOM KHONKOW MBIIIM II0 IIyCTOMY MECTY B Hallen

12



HOBOI co3maHHOW manke Menu, umeM nyHKT Create u B HEM BblOMpaeM Scene U

JTaéM Ha3BaHUE MEHIO PUCYHOK 9.

ssets > Men

Create
Show in Explorer

Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager
Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Extract From Prefab

Run API Updater...

Update UlElements Schema

Open C# Project

Alt+Ctrl+C

Ctrl+R

B Assets/Menu

Folder

C# Script
Shader
Testing
Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro

Scene

Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas

Sprite Library Asset (Experimental)

Sprites

Tile

Sprite Shape Profile
Anmimator Controller
Animation

Animator Override Controller

Avatar Mask

Timeline

Signal

Physic Material
Physics Material 2D

GUI Skin
Custom Font

UlElements

Legacy

Pucynok 9 — Co3nanue ClieHbl MEHIO

Jlamee mam HeoOxomuMo co3gath Canvas B JIEBOM IIaHENIH, IJIS DTOTO
Ha)KUMaEM JIEBYIO0 KHOIKY MBIIIH 110 MaHenu u Beioupaem myHKT Ul u umem Canvas

u Panel u co3maem 3Tu aBa 06bekTa pucyHok 10.
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Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object

2D Object
Effects

Light

Audio

Video

v W v v w

Text
Text - TextMeshPro
Image

Raw Image

Butten

Button - TextMeshPro
Teggle

Slider

Scrollbar

Dropdown

Dropdown - TextMeshPro
Input Field

Input Field - TextMeshPro

Panel

Pucynok 10 — Coznanue Canvas u Panel
Jlanee MBI 3arpy»aeM Haml 3aAHUN (OH I MEHIO B Manky Menu, AJis 3TOTO
MIPOCTO €ro MepeTackuBaeM B MAMKy, Jajiee Mbl OTKPbIBAEM Ha JIEBOU MAHENINU OOBEKT
Panel, m B mpaBoii dYacTh mporpaMMbl MBI HACTpaWBaeM Hall 3agHUi GOH U

3arpyskaem ero B BKIaaky Source Image pucyHok 11.

[EIFon2 ®

None (Material @

=

Simple ]
ive Siz

]
a
L]
| setNatveSize |

Add Gomponent

Pucynox 11 — JIo6aBienue 3agHero oHa MEHIO
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Jlanee moOaBnsieM TpW KHOMKHU JUIS HAIIETO MEHIO, JIJS ATOr0 HaKHMaeM
MPaBO KHOTKOW MBIIIM B JICBOM MEHIO M co37aeM button, ajis TOro 4TtoObl OHU
paboTtanu, HeOOXOAMMO CO3/1aTh CKPUNT, AJiA 3TOro Mbl co3mpaem C# Script daiin B

Hanieil manku Menu pucyHok 12.

Hauats urpy

Pexopasi

Pucynok 12 — JIo6aBneHue KHOMOK U CO3/1aHUE CKPHUITA
Jlaniee Mbl UIIEM CKPUNT JJIsl padOThl HAlIMX KHOMNOK, U ATOT (ailyl cKkpunTa
MBI IPUKPENHM K HAIIUM KHOMKaM, JJI 3TOTO CKPHUIIT MePEeHOCHM Ha 00beKkT Main
camera, U MOCJE 3TOr0 HaXXMMaeM Ha Hally KHONKY HayaTh WUIpaTh, MPUCBAUBAEM
KHOIKe 00bekT Main Camera u naéM KHONKe (DYHKIIMIO, TP HAXKaTUW HA KHOIKY
OHAa OTKPBIBAET CJEAYIOUIYIO CIIEHY, M TaK MPOENbIBAEM C KaXJO0H KHOMKON B

HallleM MEHIO PUCYHOK 13.
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Colar Tint
EPlay {Image)

Runtime Only .

# Main Camera (Menu) &

Pucynok 13 — JloGaBiieHre KHOTIKAM CKPUIT
Jlanee HaM HY>KHO CO37aTh MAIKy U CIIEHY aBTOPHU3allUd U B HUX TIOMECTHUTH
Halll 3aJIHUM OH, U TaK ke co3aaTh 00bekT Canvas, B KOTOpOM OyJeT Halll 3aJHUM
don u oowvekT Panel, u ans Panel co3mate kHOTIKY M InputManager 3Tu 18a 00BeKTa
HY>KHBI OyAYyT JJIsl yIpaBlieHne KHOMKOM MOJKII0UeHUs U (POpMbI aBTOpHU3aAIIUHU, IS
paboThl KHONIKU HYKHO CO3[1aTh CKPHUIT U MPUKPENHUTh €r0 K KHOIMKE MOIAKIIOYUTCS

pucyHok 14,15.

v < SampleScene

APER

Ume HUK

Pucynok 14 — Co3nanue ClieHbl aBTOPU3AINT

16



Sl [ ¢ S0 w05 -] I3 8 Gzros <[ p comection mpor satings s
= Open... | Execution Order...

Panel 5 None (Game Object) C)

‘ ‘ ‘ I ‘ Input Name & None {Input Field) ®
1) Defaut references wil only be applied in edit made.

Imported Object
connection exn
| JUMPER #
- - Assembly Information
| e Bsedume Huk Filename Assembly-CSharp.i

using System Collections;
using System.Collections.Generic;
using UnityEngine;

using Mono Data Sqlite;

using System.Data;

using System;

using UnityEngine.Ut:

using UnityEngine SceneManagement;

public class connection : MonoBehaviour

public SliteConnection dbconnection;
private string path;
- ; | ! public string Name;
1 : public int player_jd;
| - public InputField inputhame;
public GameObject Panel;

public void ApplyName()
{

2 i
IE3EAEIEEE R

ssets » Scenes > Connect
public void SetConnection()
1
# | playerid = 1;
» Name = inputhame text;

Logn  Samplese string test;

PlayerPrefs SetString('Name", Name);
test = PlayerPrefs.Getstring(*Name*);
Debug Log(test);
SceneManager.LoadScene(2);

Pucynok 15 — Co3znanue ckpurirta Jijist padoThl TOAKITIOUCHUS
Jlis Toro utoObl Halle MOJAKIIOYEHHE padoTano, HyXHO OTKpeITh SQLite
Studio, 1 B HeM co3aaTh TaOJIUIly C JaHHBIMU, B KOTOPOH OyAyT XpaHUTCS JAHHBIE O
UTPOKAX, JUIsl 3TOTO OTKPHIBAEM MPOrpaMMy M HaKMMaeM CO37aTh TaONHIy U JaéMm

Ha3Banue Player mis Tabnuiel pucyHok 16.

£ soliteStudio (3.2.1} - [Hoean Tabnuua 1 (sqlite)]

7| Database Structure View Tools Help

#8 BREE B ELORE «72 4« o6 BERE UE A2 DRA S
Bazkl AaHHbIX g X Crpykrypa AaHHeE OrpaH1yeHa WHaeKk TpHrreps! DoL
QUNLETP NO UMEHK ] B8 [ [ i & 8
= game_datal (5Glite3)

v B slite (s0lited) Mma Tabniupe:: |P|a\,rer ||:|\“;'1'I'I-IOUTRO\"JID

i Tafinuul MepewdHblid  BrewHuid He

o Wrma  Tun aanHex ¥uukaneHocte [MNpoeepka CpaeHeHmne

=¥ MpegcTaeneHya KHOY KR MULL

Pucynok 16 — Tabnuia Player
Jlanee HyXHO co34aTh MO A Hamed TaOauIbl, JJIs 3TOTO CO3JaeM
ctosi0upl, Takue kak ID Player koTopslii Oyner oToOpaxaTb HOMEpP UIpoKa, Aajiee
Name 3To uMs UTpoKa, a TakkKe Score B KOTOPOM OyAYT 3alHChIBATHCS KOJUYECTBO

OYKOB, KOTOPBIE UTPOK 3apaboTasl pUCYHOK 17.
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CTpykTypa JaHHBE OrpaH4eHHa MHaeKcE Tpurrepe DDLU

B G E8H®ZHoOo XHE &8 3 9

MMA TabnMLes; |F‘Iayer | (] WITHOUT ROWID
Mrma  Tun ganHex Mepausneiii - Brewnuii ¥uukaneHocte [Npoeepra He CpaeHeHmne
KO KIHOY MULL
1 ID_player INTEGER : & UL
2 Name  TEXT o NULL
3 Score INT MULL

Pucynok 17 — Tabnuia Player
3anonHeHHas TabauIa ¢ UTPOKaMu, TOTOBa i paboThI C UTPON PUCYHOK 18.

TabnuyHbI B1UA PopHa

B 8-8 8 8 & 8

ID_player Mame B Score
1 2 Playerd 434
2 4 Player 343
3 1 Playerl 231
4 5 Playerd 231
5 3 Players3 | .. 24

Pucynox 18 — 3anonaennas Tabauiia ¢ UITpoKaMu
[Tocne co3manue TaOAMIIBI JUIsl HAIIEW WIphl, HY>)KHO CO3[IaTh CaMy CIIEHY C
UTPOM, JIJIst 3TOTO co3/1aéM B manke Scenes ¢aiin Game v co37aéM TaKyrO ke CLIEHY U

TakK xe cozgaeM Canvas pucyHokK 19.

= Hierarchy | 2 i | # Scene owGame @ AssstStore ™ Animator

+~- a Al ® W % |t~ | Gizmos |+ | (o Al
v ) Game*

7 Main Camera

| [jcCanvas

Ff] EventSystem

Pucynok 19 — Cuena urpsel
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Jlanee Hy»HO €03/1aTh OJOKH, MO KOTOPHIM MEPCOHAX OYyAET MphIraTh, IS
ATOr0 HAXKMMAeM MPABOM KHOTKOM MBIIIIH 10 JIEBOMY MEHIO U BeiOMpaeM 2D object u
BBIOMpaeM BKJIAAKy Sprite u co3maaém ero pucyHok 20.

Copy

Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty

30 Object »

2D Object ¥ Sprite

Effects > Sprite Mask

Light > Tilermap

Audio > Hexagonal Point Top Tilemap
Video ¥ Hexagenal Flat Top Tilemap
ul ¥ Isornetric Tilemap

Camera Isornetric Z As Y Tilernap

Sprite Shape

Pucynok 20 — Co3nanue cipaiita
Jlanee Hy»HO HACTPOWTH CaM CIPAWT, JUISI 3TOTO BBIOEPEM €ro M B IPABOM
OKHE HACTPaWBaeM €ro, HaM HYXXHO CO3/1aTh KOMITOHEHTHI, JUIsl 3TOT0 HAXXUMaeM Ha
kHonKy Add Component u co3gaem kommoHneHT Box Collider 2D st Toro, 4To0b1
Hall 00BEKT MMelNl (PU3WYEeCKrUe CBOWCTBA, M HAIl TIEPCOHAXK MOT 10 HEMY IPHITaTh,
nanee co3gaem komroHeHT Platform Effector 2D u B Bitanke Sprite mo6aBisiem Harr
3apaHee MOArOTOBIICHHBIN PUCYHOK 00BEKTa, 10 KOTOPOMY MEepCoOHax OyAeT Nphirath

pPUCYHOK 21.

19



Jlanee mocie HACTPOMKM, KOMUPYEM Halll OOBEKT U CO3JaeM €IE TaKue Ke

a Inspector | =
ﬁ | Platform Static
¥ Tag Untagged v Layer Default -
Prefab Open Select Overrides -
v /. Transform 9
Pasition X 0.001921177 | Y -5.058807 [Z O
Rotation X0 Yo zZo
Scale X12.000333 ¥ 2180627 Z 08212186
v & v Sprite Renderer o 3
Sprite 1 @
Color lal
Flip X v
Draw Mode Simple -
Mask Interaction MNone -
Sprite Sort Point Center -
Material Q Sprites-Default @
¥ Additional Settings
Sorting Layer Default -
Order in Layer (1]
¥ # ~ Bounce (Script) @
Script Bounce
v O ~ Box Collider 2D e s+
Edit Collider s
Material & platform (o]
Is Trigger
Used By Effector v
Used By Composite
Auto Tiling
Offset X 0.004390448 'Y -0.001928091
Size X 1.291198 Y 0.1363958
Edge Radius 0
» Info
v = ~ Platform Effector 2D o
Use Collider Mask ~
Collider Mask Everything -
Rotational Offset "]
¥ One Way
Use One Way v
Use One Way Grouping
Surface Arc 180
P Sides

Pucynok 21 — JIoGaBieHre KOMITIOHEHTOB

00BEKTHI, M PACCTABIISIEM Ha CIICHE, KaK MOKa3aHO Ha pUCYHKe 22.

v < Game*
) Main Camera
ff] Canvas
) EventSystem
) New Sprite
() New Sprite (1)
FF New Sprite (2)
9 New Sprite (3)

I[anee HYXXHO CO31aTb Ba,Z[HI/Iﬁ (bOH Hn CaMOro ICpCOHAKA Ha COCHY, IJIA 3TOT0

Pucynok 22 — PaccranoBka miatdopm
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3aKUIbIBaeM 3aIHUN (POH U mepcoHaxka B manky Game W mepeHoCcHuM 3aJHul QOH Ha

JICBYIO CTOPOHY MCHIO, 1 HACTPpANBACM €I'0 Ha CIICHC PUCYHOK 23.

Pucynox 23 — Jlo6aBnenue 3aaHero ¢poHa aJisi UTphl

Hanee cozmaém copaidt, 3To OyAeT Halll MEePCOHAX, JJIs dTOr0 HAXMMaeM Ha
JIEBYIO CTOPOHY MEHIO MpaBOil KHOMKOW MBIIK 1 HaxkuMmaeMm 2D, BeiOepem Sprite u
naauM emy HaszBaHue Player, nanee nepeHocuM M300pa’keHUE € MIEPCOHAKEM Ha ATOT

00BEKT B KKy Sprite B MpaBOM MEHIO H HACTPOUM €T0 pa3Mep PUCYHOK 24.

Pucynok 24 — JloGaBiieHre IepcOHaXka Ha CIIEHY

Tenepp Hy)KHO TIEPCOHAXKY JaTh (PU3MUECKHE CBOWCTBA, JJI ATOTO J00aBIIsIeM
emy kommoHeHThl, Takue kak Box Collider, Rigiboody 2D, Animator, u co3maem

CKPHUIIT JJI €T0 MEePEBUKEHUS, TPUKPENUB €ro K KOMIIOHEHTaM PUCYHOK 25.
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None (Physics Material 2D ]

None (Game Object)
0

A scoreText (Text)

G Player
None (Avata

Pucynox 25 — Jlo6aBieHue nepcoHaxy (pu3ndeckrue CBONCTBA
Jlanee Hy»XHO CO3/1aTh 30HBI, 32 KOTOPbIE €CIU MEPCOHAXK BBIMJET, TO MbI
npourpaeM u OyaeM HauuHaTh 3aHOBO YPOBEHb, /I ATOTO B JIEBOM MEHIO HA)KUMaeM
NpaBod KHOMKOM MbIKM M co3maéM  00beKT Sprite, NpuUCBauBaeM OOBEKTY

KOMITOHEHTHI, Takue kak Box collider 2D u ckpunT co OKOHYaHHEM HUTPbI PUCYHOK
26.
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&Collab~ || & | Account_~ N Layers  ~ l Layout  ~ |
B

cene o5 Game @ AssetStore i Animator
> || e w1t~

- Static ~

@ Canvas A Transform o :
gE\/emSys\em Position x{— Y— 7 -3966103
New Sprte

Rotation X[~ e — 2/~
& New Sprite (1)
@ New Spiite (2) Scale X1 Y1 z1
@ New Sprite (3) 1
@ Player v O  BoxColider 20 O
) Line Edit Collider A
S Material [None (Physics Material 20) <]
3 Line (2) faterial Jone (Physics Material 2D)

Is Trigger

Used By Effector

Used By Composite

Auto Tiling

Offset X0 Y44

size X50 ¥ 4444

Edge Radil 0

»info

Add Component

™ Project | E Console. ‘ a
AR (8¢ x| m17

v Favorites Assets > Game.
©, All Materials

O, All Models = .
Bl s B €
. Sl

» Bu Packages

Pucynox 26 — Jlo6aBieHne 30HbI OKOHYAHUS UTPHI
CoznaeM CKpUMNT, MPU KOTOPOM, €CIM WUIPOK TMOMaA€T B JaHHBIE 3e€IEHBIC
JUHUHU, TO MBI TIPOUTPAEM UTPY W HAYHEM C 3aHOBO, IS ATOTO HAXUMAEM TPaBOU
KHONIKOW MbImK B manke Game u BbIOMpaem cosnath ckpunt C# , mocie ero

HalluCaHUA, HY’KHO €T0 IICPCHCCTU B 3THU JIMHUU 1104 KOMIIOHCHTBI, KAK ITOKAa3daHO Ha

PUCYHKE HUKE PUCYHOK 27.

O Inspector | 2 -
+| Line Static~
" Tag Untagged ¥ Layer Default v
v M Transform e i+
Pasition X 108 ¥ 300.9513 Z -396.6103
Rotation X0 ¥ 0 Zo
Scale X1 Y1 1
v O v Box Collider 2D o
Edit Collider s
Material MNene (Physics Material 20) @
Is Trigger
Used By Effector
Used By Composite
Auto Tiling
Offset X0 ¥ 44
Size X 50 Y 4444
Edge Radius 0
P Info
¥ # « Game Over (Script) @ it
Script GameQOver
Add Component

Pucynok 27 — Jlob6aBneHue ckpunTa st JUHHUMA
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Jlanee Hy»KHO CO3aTh TEKCT IO CEPEAMHE SKpaHa I OIOBEIICHHS UTI'POKa O
TOM, YTO, YTOOBI HaYaTh UTPY, HY’KHO Ha)KaTh JIIOOYIO KJIABUIIY Ha KJaBUaType, s
ATOr0 B JIEBOM MEHIO HAKUMaeM IIPaBOW KHONKOW MBbIIIH, ulieM B pasnese Ul u tam
BbIOMpaeM Text , nanee OTKpbIBa€M TEKCT B MEHIO, PETAKTUPYEM €r0 B JIEBOM YACTH U
NUIIEeM, 4TO JUIsl Hayajla UIphl HEOOXOJUMO HakaTh KHOIKY, MOMEIIAaeM €ro Io

CepellMHe FKpaHa JJis TOro, YTOOBI UTPOK YBHJIET PUCYHOK 28.

O Inspector =
@ | |startText Static =
- Tag Untagged *  Layer Ul 27
¥ it Rect Transform o i
centar Pos X PosY PosZ
K] -1.043081e-07 48.2 0
% Width Helight :
361.07 B7.7 3R
¥ Anchors
Min X 05 ¥ |0.5
Max X 05 ¥ |0.5
Pivot X 05 Y 0.5
Rotation X 0 ¥ 0 Z|0
Scale X10.9998923 Y| 0.9998923 Z0.9998923
¥ @  Canvas Renderer [

Cull Transparent Mesh

v | Text [ I
Text
HaxMu kHonky

Character

Font

Font Style

Font Size

Line Spacing

Rich Text
Paragraph

Alignment

Align By Geometry

Horizontal Overflow

Vertical Overflow

#a Arial
Normal
44

i

v

Wrap
Truncate

Best Fit
Color I
Material None (Material) ®
Raycast Target v
o

D Default Ul Material
Shader Ul/Default

Pucynok 28 — Jlob6aBieHue Haanucu
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Pucynox 29 — Jlo6aBienue Haanucu
Jlanee HyXHO CO3[1aTh JIB€ HAJIKCH, B KOTOPBHIX OyJET MOKa3aHO CKOJBKO Y
HAC ceilyac O4YKOB, OYKH OyayT OTOOpa)kaThCsi B MOHETaX, U KaKOW MaKCUMAaJbHOMN
peKopa ObUT OCTABJIEH, JIJISl 3TOTO HAXXUMAEM JIEBOM KHOIIKOW MBIIIU B JIEBOM MEHIO
U cOo3/laeM JiBa 00BEKTa C TeKCTOM, Ha3biBaeM ux Mouet, Pexopn, u pacmonaraem B

JIBYX yIjlax MOHUTOpPA PUCYHOK 29.

Pucynox 30 — Jlob6aBieHue HaammucH

Taxk BeITIIAIUT OCHOBHAs ciieHa Urpsl B Unity 5 pucynok 30.
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| B

Simple -
Center *
Osprites-Defaut @

QSprites-Default

Default
10

“

s
3
g

EEEEF]
p HE
5
£
5}
©|

§
H
i
3
2

<]
B

2

[}

a
g
E3
g
B
o

8
=
£
©

BstartText (Te»
BrecordText (Te

| ]
(]

Dynamic
None {Physics Material 2D)
L]

o

()

Pucynok 31 — OcHOBHas clieHa UTpsl
Hanee Hy»XXHO CO31aTh IIOCJIEIHIOIO CLEHY, CLEHY PEKOPIAOB, IJI1 3TOrO
CO3/1aéM HOBYIO MalKy M CLEeHy 1oJ Ha3BaHue Records, B koropyro noOaBisieMm
3apaHee MOJTOTOBJICHHBIE PUCYHKH, KOTOPbIE HEOOXOMUMBI JJIsi JTAHHOW CIIEHBI U

co3JlaeM Tpu ckpunTa Takue kak Button, DataReader, UpdateScore pucynok 31.

Pucynox 32 — Ilanka ¢ ¢aiinmamu Records

Hanee HyxHO co3naTh Canvas, s 3TOr0 HaXKMMaeM IIPaBOil KHOMKON MBILIN
no seBomy MeHto, myHKT Ul u BeiOupaem Canvas, KOTOpOMYy NpHUCBavBaeM 3aJHUN

¢don pucyHox 33.
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& P - Recrods - PC, Mac & Linux Standalone - Unity 2019361 Personal” <DX11>

File Edit Assets Ga Component Window Help

O TE [ 6 % JEoene] Glocal | 55

= Hierarchy |

& Cotiab ~ I @ | Account_~ M 1ayers  ~ N Layour  ~ |

3
a: cene. Game @ AssetStore Animator 2 | ® inspector | at
- o (w05 |-

a Al
v € Recrods*

0 Main Camera
v Canvas
L Pl

) EventSystem

Panel static ™
g Untagged - Layer Ul

retel Left Top PosZ
g o 0 0
g Right Bottom
o 0 &l
v Anchors.
X0 Yo
X1 Y1
X 0.5 Y 05
Rotation X 0 Y0 Z/0
Scale X1 1 .1
v ©  Canvas Renderer @ + i
Cull Transparent Mesh
v Bl - Image o :
Source Image [:1234234234. )
’
Material None (Material) @
Raycast Target v
Image Type Simple
Use Sprite Mesh C
Preserve Aspect
Set Native Size
D Default Ul Material R
Ba Project | B Console ail,! Shader UliDefault ¥
Ei |8 @ x [m17
v+ Favorites Assets » Recrods
O, All Materials ‘Add Component
O, Al Models o
o Lo 8 o #|(# L o #
v o Assets
B Game. 535 43ma 2323423 Buton  Datafeader  recois2  Recrods  Updateco.
B Menu
B Recrods
B Scenes
» B Packages

—o— [[panai~]

Pucynox 33 — Hactpoiika 3agnero ¢ona mis crieasl Records
Hanee co3gaeM o6bekT Scroll View, s 3Toro HakumaeM IpaBOW KHOIIKOM
MBI Ha JieBo€ MeHI, BbiOMpaeM NyHKT Ul m ummem Scroll View, u Tak xe

no0aBiisieM Tpu Tekcta MecTo, UMsl, O4KH PUCYHOK 34.

= Jumper - Records - PC, Mac 8 Linux Standalone - Unity 2019.36f1 Personal [PREVIEW PACKAGES IN USE] <DX11>

Fie it _husets_GomeDbject_Component Window_Help
| DEREE B EEREETE
= Hierarchy | B i #Scene omGame @ AssetStore > Animator i © Inspector |

| Shaded v @ [w]e -] maalyiv] % | Wt~ | Gizmos |~ | o Al

T O [ O [ |
at

T

aaaaaa

V8948
<
Q
g
g
=
2

» (9 Serollbar Horizontal
» 0 Serollbar Vertcal
Text

ree
@ Text2) @ A
(=]

LS

»  Button
) EventSystem
GameObject

M Project | B Console a3
T

o [8]e [ |m6
4 Assets » Scenes > Records

A xmmD I =

.
L T e e T T e e ST

B Streamighssets - e

Pucynox 34 — Hactpoiika Tabmmmst Records
Hanee co3zmaeM 00bekT Viewport OH O0TOOpa)kaeT HAIlM JIaHHbIE C TaOIHUIIbI
SQILite, 1151 ’TOr0 HAXKMMAEM MPABON KHOIKOW MBIILIM T10 JEBOMY MEHIO, BHIOMpaeM

nyHkT Ul u umem Viewport u co3gaem, gajiee HacTpanmBaeM €ro, HyHO co3aaTh 10
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CTPOK C TCKCTOM M BBICTABUTDH KAaK B Ta6J'II/II_IC, B OTOM TCKCTC 6y,Z[YT nucaTbCsa JaHHBIC

C HaIIeu TaOIuIbl PUCYHOK 35.

Unity 2019.3.6f1 Personal [PREVIEW PACKAGES IN USE] <DX11>

indow Help

6AuIa

L.
New
New
Now

Pucynox 35 — Hactpoiika Tadauisl Records

Jlanee HY>KHO HaIlMcaTh KOJ JJIs paboThl ¢ Hamiel Tabmunei n3 SQLite u 3ToT

CKpUNT npucBOouTh 00BekTy Panel misa toro, 4yroObl Hama Tabimuna paboTana

pUcyHOK 36.
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Pucynoxk 36 — Hactpoiika o6bexTa Panel
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Jlanee HyX)HO CO3/1aThb KHOIIKY JJISI BbIXOJla OOpaTHO B TJIABHOE MEHIO, JJIS
ATOr0 HAXKUMAEM IPaBOW KHOIIKOW MBIIIH 110 JIeBoMYy MeHIo, nyHKT Ul, nmem Button

U CO3J]aeM, TUIIEM KO/ JJis paOOThl KHOIIKM M MIPUKPETUISIEM €r0 Ha KHOIKY PUCYHOK

37.

16AHIIa PEKOPAOB

pecro

Pucynoxk 37 — HacTpolika KHOIKM B TJIaBHOE MEHIO
3amyckaeM Hrpy B CaMOM JIBJKKE M BHJIMM, YTO Halla TaOiaulla yCHEUIHO

0oTOOpa)kaeTcst U roToBa K pabore  puCyHOK 38.

File Edit Assets GameObject Compor

Playor2
Player 5
Playert
Playors
Player3

Pucynox 38 — Tabnuma pexop10B

Ha pucynke pucynok 39, mnokasaHa IJiaBHas CIi€HA MEHIO HUIPOBOIO

MIPUIIOKECHUS.
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Pucynok 39 — Cuena MeHro

Pucynok 40 neMOHCTpUpYET CLIEHY aBTOPU3ALNU AJISI UTPOKA.

@ 1 JUMPER

‘ PomaH|

Pucynok 40 — Cuena aBropu3zanus

Ilocne BBCIACHHBIX JJaHHBIX I1OJIb30BATCJIICM MbI MOKCM YBUJICTDb UTPOBOC TI0JIC,

Ha KOTOPOM UTPOK yrpaBiisieT repoeM (PucyHok 41).
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Pucynok 41 — Cuena urpa
Korna urpa 3aBepiiaercss Ha JUCIUIEM 3KPaHA MOKA3bIBAECTCS CLIEHA TaOJIMIIbI

PEKOPAOB, KaK MOKa3aHO Ha PUCYHKE 42.

TabAauLa peKOPAOB

Pucynok 42 — Cuena tabiuiia pekopioB

Bo BTOpo#l IulaBe BBINOJHEHO IPOEKTUPOBAHUE CPEACTBAMHU JHArPaMM,
KOTOPBIE MMOKa3bIBAIOT UIPOBYIO JOrUKY 2D urpel. Tak e npeacraBieHa MmosTanHas

pazpabotka B cpeze «Unity 5»
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3AK/IIOYEHHUE

B nannom mpoekrte ObUI0 HEOOXOIUMO co3/1aTh 2D Urpy Ha UTPOBOM JIBHIKKE
«Unity 5», akTyalbHOCTh KOTOPOMW ONpeJereHa TeM, YTO UTPOBAsI HHIYCTPHUS OYEHb
OpIcTpO HaOHWpaeT 0OOPOTHI BO BCEM MHpPE, M IPUHOCUT OOJBIINE HOXOABI KaK
pa3paboTYMKaM, TaK ¥ TOCYJapCTBY B BHJIC€ HAJIOTOB, U TaK K€ MIPHI MOJb3yIOTCS
OUY€Hb OOJBIIUM CIIPOCOM BO BCEM MUpE, JIIOOOT0 Bo3pacTa. B njaHHOM npoekTe ObLIo
co3gaHo 2D wurpa Ha miarpopme «Unity 5», oHa Obulia BbIOpaHa, MOTOMY YTO
ABJISIETCS OECIUIaTHOM M MpocTa B Mpollecce pa3paboTke W HE TpeOyeT OOoJbIINX
(hMHAHCOBBIX PECYPCOB.

B mnepBoii rmaBe Obul MpoBEeAEH aHAIM3 MPEIMETHOM o0jacTh U ObLIO
MPOU3BEACHO OINHUCAHUE TEXHOJOTUA W METOJOB pealu3aluud MPOrpaMMHOTO
npoaykra. I ie pacckaspiBaercs mouemy Obuta BeiOpaHa miatdopma «Unity 5», kakue
eni€ IIIIOChl U MUHYCHI, TaK e ObIJI0 BHIOPAaHO Ha KaKOM SI3bIKE MPOTPaMMHUPOBAHUE
ObLT Hamucan Koj, u Tak ke Obiia BeiOpana CYBJI SQLite Studio. Tak e Obut
MPOU3BEJICH aHAIN3 CUCTEMHBIX TpeOoBaHui /yis miatdopmbl «Unity S5».

Bo BTOpoO#i raBe ObUIO pacCMOTPEHO MPOCKTUPOBAHUE JAHATPAMMOUN UTPOBOM
noruku st 2D wurper Ha «Unity 5». B ganHO# r71aBe ObUTO paccMOTpeHa UTpoBas
JIOTMKA JAHHOTO MPOEKTa, KaKk padoTaroT CIIEHbl MEXay cO00M, U ObUIM HAPHCOBAHbI
BCE CIICHBI MPOEKTA.

Bo BTOpoM myHKTEe BTOpOHM TaBel Oblna paszpaborka camoit 2D wurpel Ha
urpoBoM aBmwxkke «Unity 5». ['e ObUIO MOKa3aHO Kak CO3/1aBajiCsi BECh MPOEKTa C
HYJIS 110 dTaraMm, U B KOHIIE OblIa TTOKa3aH pe3yJbTarT.

Takum 00pa3oM, MBI MOJXYYWIM MPOTrpaMMHBIN mnpoaykr 2D  wurpy,
0o0JIalaloNly0 WUTPOBOM JIOTUKOM, TJ€ T0JIb30BaTellb MOXET aBTOPU30BATHCS,
yka3biBass Huk, mocsie 4ero nepexoJuT Ha UTPOBOE MOJIe, HA KOTOPOM IPH MOMOIIH
KJIABUILIM TIpoOesa 3acTaBiisieT Teposi MpbIraTh BBEPX M CTPEJIKaMU KJIaBUATYPbI
3a/1aBaTh TPACKTOPHUIO TMOJieTa, NPU KacaHuM ¢ O00beKToM OoHyca «CyHIyK»
MPOUCXOAUT AKTUBAILMS JBOMHOTO MepeMenieHuss BBepx. HWrpoBou mporecc

3aBCPIIACTCA IIpU IOMNaJaHHWK HWI'POKa B IPOINACTb IIPHU 3TOM IMOABIIACTCA Ta6J'II/II_Ia
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PEKOPIOB C PEWTHHIOM OYKOB, HAOpaHHBIX B Xoje urpbl. IloaToMy MOXHO ¢

YBCPCHHOCTBIO CKa3aTb, BCC ITIOCTABJICHHBIC 3ala4M BBIIIOJIHCHEIL.
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