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UHdopmaTUKa 1 BbluUCnUTENbHaA TeXHUKa

Pa3paboTka npotoTtMna urpbl A1l MOOUMbHbLIX YCTPOUCTB
B 3D npeacraBrieHUU AN O4HOro UM ABYX UTPOKOB

BETEJIEB Bnagumup
Kupunnosuy

KnroueBble cnoBa:
urpa

KIOKOKKS]

kyykka

npoToTUn

Urpok
MOOUMbHLIEYCTPONCTBA
Unity3D

levimnnen
onTUMU3aUmS.

MeTpo3aBoackuin rocyaapCcTBEHHbIA YHUBEPCUTET
(Poccusa, Pecnyonuka Kapenus, r. lNeTpo3aBoAack,
INleHnHa npocnekr, 33),

vova.betelev@yandex.ru

AHHOTauus: B gaHHon ctatbe aBTOPOM OMMCbIBAETCS
cosgaHue npotoTuna wurpbl. [prvBedeHbl OCHOBHbIE
0coBeHHOCTM Mpouecca Co3AaHvst MpoToTMNa, yKasaHbl
mMeToabl pa3paboTku. OnucaHbl BapuaHTbl ONTUMU3ALMUM
NpOTOTMNA UrPbl AN MOBUMNbHbLIX NaTgopM.
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OCHOBHOM TEKCT

B kauyecTBe peanbHO CyLlEeCTBYHOLEN Urpbl ANA co3gaHusa eé€ umcpoBon Konuu Obina
B3ATa urpa kykke (Ha pycckom — KIOHOKKA). OTa HapoAHas KOMaHaHasi urpa nonynspHa vy
UHHOB 1 kapenioB. OHa HaNOMUHAET UrPy B FOPOAKM.

[na cosgaHna npotoTuna urpbl Obina BoibpaHa cpeaa paspaboTku urp Unity 3D Bepcumn
2019.3.1f1 no cnegyoLWmMM NpUYMHaM:

KpoccnnatdopMeHHOCTb — BO3MOXXHOCTb «B OAMH KIMK» BbiNyCKaTb FOTOBYK Urpy nog
apyryto nnatcgopmy (Android, 10S, PC);

lMpoctoTa ucnonb3oBaHuda. M3-3a orpoMHOro Habopa roToBbIX YHKUMA U METOLOB
paspaboTtka wurp Ha Unity nossonsieT paspaboTumMky He OTBNekatbCa Ha u3obpeteHun
«Benocunegar», a cocpegoTouUTbCH Ha CO34aHUN UrPOBOro npouecca . H6oNbLLIOro KonmyecTsa
UrPOBbIX MEXAHUK;

YAoGHbIN  CKPUNTOBLIN  A3bIK  NporpammMmmnpoBaHna  C#, nossonsawwmm  ObICTPO U
Ka4yeCTBEHHO HanMcaTb CNOXHblE NPOrpaMMHbIE KOHCTPYKLMW.

[na cosgaHns TEKCTYp ncnonb3oBarncsa pactpoBbi pegaktop GIMP, a ans cosgaHus 3D
moaenen - 3D-peagakTop Blender.

lMepen ctapToM Wrpbl NEPCOHaX pasBopayMBaeTcsa K urpoBomMy nosnt. Korga — mrpok
HaXXuMaeT Ha OHy M3 KHoNnok uHTepdenca (Left unu Right), nepsomy nnu BTopomy nepcoHaxy
nepefaérca KomaHga Ans CMeHbl nos3vumn. Ecnn murpok npogornkaeT HaxmmaTb Ha KHOMKY,
nepcoHax nepenBuraeTcs B CTOPOHY A0 TeX Mop, Noka He AOCTUrHET KparHen nosvumu (Mnm
UrPOK HE NnepecTaHeT HaXMMaTb Ha KHOMKY).

Korga nonb3oBatenb HaxumaeT Ha 3D-mogens UrpoBOro nepcoHaxa, oobekT «butax
nepectaét OblTb AOYEPHUM MNEPCOHaXy, CTAHOBUTCA CaMOCTOATESIbHbIM OOBLEKTOM, U eMy
npuaaétca yckopeHve B onpefenéHHoMm HanpasneHun depes3 meton AddForce ¢ nomoulbto
komnoHeHTa Rigidbody (cTtaHgapTHbI kOoMnoHeHT Unity), oTBevatowero 3a ¢usnky. Cuna
Opocka 3aBMCUT OT NONoXeHus cneuumansHoro obvekra SliderFrow, 3HavyeHne KOTOPOro MOXHO
Nosly4yMTb C NOMOLLbIO KOMMOHeHTa Slider (ctaHaapTHbIM KOMNOHEHT Unity) n ero napameTpa
value. Takke 6uta 3akpyumBaeTcs c nomowbo Metoga AddTorque komnoHeHTa Rigidbody
(cTaHgapTHbIM kOMMNOHEHT Unity). B napameTpbl 6pocka kak vepe3 AddForce, Tak n yepes
AddTorque, BHOCATCA Kaxablh pa3 HOBble CrlydarHble 3Ha4YeHus ans 6onblen BapmaTMBHOCTU
1 yBriekaTenbHOCTU UFPOBOro NpoLiecca.

Kamepa urpoka HaumMHaeT ABUraTbCsl MO BEKTOPY ABWXKEHUSA BUTbI, YTOObI NnpocneanTs 3a
nonétom ©Outbl. lMocne TOro, kak ©OwuTa npekpaTuna CBOE [ABWXKEHME, Kamepa MWrpoka
BO3BpalllaeTcs B cTaHAapTHY0 no3uumto. C nomolbto komnoHeHTa MeshCollider (ctaHaapTHbIN
KoMnoHeHT Unity) MOXHO oTcneaumtb, YTO KakOW-TO OOBEKT KOCHYyNcsi ropogka. Torga Hago
HayaTb MNPOBEpPATb Yrofl HaknoHa ropogka B rnobanbHbIX KoopAuHATax Mo ABYM OCAM K
HyneBbIM rnobanbHbIM KoopauHatam. Ecnm atoT yron 6onblie mnu paBeH 135, To ropoaok
cyuTaeTcsa ynaswwmm (135 rpagycoB — UrpoBast yCrioBHOCTb).
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Left Right

PucyHok 1. 9kpaH nocne Havana urpbl.

Ecnu vrpatoT aBa urpoka, To oanH Bann HavyMcnsaeTca ToMy, Yer ropofok 6bi cout. Ecnu
cOUT 4Yy>KOM ropodoK, TO y uUrpoka cHumaetcs oaumH Gann. Korga ropogok ynan, Bbi3biBaeTcs
meTog AddPoints ns komnoHeHta Cube (co3gaH aBTOpOM CTaTbh).

BmecTte ¢ cosgaHnem ypoBHA — MHCTaHTUMpoBaHMeM (OT aHrn. instantiate — cospatb
3K3eMnnsp) Ha cueHy KybuKoB B onpedenéHHOM nopsaake nepedaétcs U KonnM4ecTBO OYKOB Ans
nobeabl B nepemeHHyt countPointsToWin komnoHeHTa GameController (co3gaH aBTopom
ctatbu). [Nocne kaxgoro obHOBMEHMS OYKOB y 0Bomx urpokoB BbidbiBaeTca metoq CheckIfWin
komnoHeHTa GameController (co3gaH aBTOpOM CTaTbM), NPOBEPSIOLLMIA KONMYECTBO OYKOB OIS
nobeasbl.

Tak kak urpa cosgaBanacb Ans MOOWMbHbIX NNatgopMm, TO ObIIM NOAPOGHO U3YyYeHbl U
NPUMEHEHbI crnefyoLwme BapnaHTbl ONTUMU3aLMK:

. obbeanHeHne TeKCTyp B TEKCTypHble atnacbl. AnnapaTHOe BMAEOSOpO Tenepb
3arpyxaet He MHOro TEKCTYp Mo OTAENbHOCTU, HEMPEPbLIBHO 0bOpallasch K NnaMsaTu yCTPOMCTBA, a
OoAVH 6onbLon anemMeHT. MNMpUpocT B CKOPOCTU 3arpy3kn bbin oTMeYeH B 2,5 pasa;

° onTUMM3aLMs NONUroHaNIbHOM CETKN Moaenen u ncnonb3oBaHue nogxona low-poly,
YTOBObI COKPaTUTL KOJI-BO BbI3OBOB OTPMCOBKM MNONUroHOB Buaeosiapom (drawcalls);
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Wcnonb3oBaHue Occlusion Culling — cuctemsl, C NOMOLLBIO KOTOPOW NPUITOXEHWE NoslyvaeT
MHdopMaUUIo 0 TeX 0bbeKTax, KOTopble BUAUT (MK HET) Kamepa urpoka. MoxxHO HapucoBaTb
06beKThI, NoNagatoLme B nonie BUAMMOCTU Urpoka. Toraa He NpuaeTca TpaTuTb Pecypchbl Ha
OTPMCOBKY 0OBHEKTOB, KOTOPbIX UFPOK HE HabntgaeT;

o Takke Obln ONTUMM3MPOBAH M NPOrpamMMHbIA ko4 urpbl. CTaHgapTHLIM MeToq,
Update, kotopbin Unity3D BbI3blBaeT Kaxabl Kaap, yAanocb yMeHbLWNTb A0 5 cTpoyek. Bee
dunamyeckme BblunCneHns bbinm nepeHeceHsbl B cneumanbHbii metod FixedUpdate, He
3aBUCALLMIA OT KonnyecTBa Kagpos B cekyHay (FPS — frame rate per seconds), a nogumHsieTcs
BHYTPEHHEMY U3MEPEHUIO BPEMEHU: €CIN Y UFPOKa Ha ycTponctee byaeTt maneii FPS, Bce
dusnyeckme BblumMcneHnsa (NoNeT buTel, NnageHne ropoaka) byayT NpOCYMTLIBATLCS BEPHO U
BOBpEMS.

Ona ycnoxHeHna wurpoBoro npouecca 6bin gobaBneH cneuvanbHbIA  criangep,
OoTBeYalLWunn 3a cuny 3akpyumBaHus 6utbl npu 6pocke. OgHako aTOT crnamgep HuKyaa He
OTNpaBnseT AdaHHble W SABNAETCA NUWb «3arfywkon», 4tobbl co3gaTb y MNoNnb3oBaTens
OLLyLLeHNe CMOXHOCTN UTPOBOM MEXaAHUKM N 3aCTaBUTb €ro NpoYyBCTBOBATbL reMMIen, yBrneybcs
TaKTUKOW 1 pacyéTamm Bpocka.

[aHHbBIN NPOTOTMN NOSIHOCTBKD FOTOB AN AarbHEnWero passutus. Hanpumep, MOXHO
3aMeHUTb MOAENU nepcoHaXewn, co3faTb MHOr0 HOBbIX YPOBHEW C pa3HOM pacCTaHOBKOW
ropodkoB W pasHbiM KonuyectBOM nobedHblx ©annoB, 3aMeHUTb TeKCTypbl, [06aBUTb
cneudddekTbl U MHOroe gpyroe.

© 2021 Astop Bnagumup Kupunnosuu.

Computer Science and Engineering

Development of a prototype game for mobile devices in
3D performance for one or two players

o Petrozavodsk state university (Russia, Karelia
BETELEV Vladimir republic, Lenina prospect 33),
Kirillovich vova.betelev@yandex.ru
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KniouyeBble cnosa: AxHoTaums: In this article, the author describes howto
game create a prototype of a mobile game. There are main
kyuyukkya features of the prototype creation process,development
kyykka methods are indicated. The author describesthe options for
prototype optimizing the prototype of the game for mobile platforms.
player

mobile

devices

Unity3D

gameplay

optimization.
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