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PA3PABOTKA 2D-UI'PbI IOJI MOBUJIBHBIE YCTPONUCTBA:
OT UAEM 1O MTPOTOTHUIIA

CABKHHA Anacracust BacuibeBHa
KaHJW1aT TEXHUYECKUX HAYK, JOLIEHT
KOTBKHH Erop AsiekcaHapoBuy4
CTYJEHT
MopnoBckuii rocynapctBeHHbl yHuBepcuteT um. H. I1. Orapéna

r. Capanck, Poccus

B crathe paccMmarpuBaeTcs nponecc pa3padoTKU MPOTOTUIIA MOOUIBHOU JIBYX-
MepHo# urpsl B cpeqie Unity. OCHOBHOE BHUMAaHHE YJIEISETCS ApXUTEKTYPHBIM pellie-
HUSIM, peaji3allii KIIFOYEBBIX UTPOBBIX CHCTEM, TAKUX KaK CIIaBH 00BEKTOB, CHCTEMA
NepeTacKuBaHus, yIPaBICHUE COCTOSSHUEM YPOBHS UM UTEPATUBHOMY MOAXOAY K Oa-
JTAHCUPOBKE CIOXKHOCTU. OMHUCHIBACTCS IBOIOLUS MPOEKTa OT 0a30BOr0 (PyHKIIMO-
Haja J0 KOMIUJIEKCHOTO IPOTOTHUIIA C HEIMHEHHBIM BO3PACTAHUEM TPYIHOCTH.

KuarwuesBsie caoBa: Unity, reiimauzaiin, moOuiibHas pazpaboTka, 2D, apXurtek-

Typa UTPOBBIX CUCTEM, UT€pAaTUBHAs pa3paboTKa, OalaHCUPOBKA CI0KHOCTH.

PazpaboTka cTyneHTaMu UTp UTPaeT BaXHYIO POJIb B OCBOCHUM MH(POpPMAIUOH-
HBIX TE€XHOJIOTUM, MOCKOJBKY IMO3BOJSET MOBBICUTH MOTHUBAIIMIO B OCBOCHUU COBpE-
MEHHBIX TE€XHOJOTMH MNPOTrpaMMHUPOBAHUS, HNPUMEHSATH TECOPETUUYECKHWE 3HAHUS Ha
MPAKTUKE, CTUMYJIUPOBATH TBOPUYECTBO U KPEATUBHOCTH, PA3BUBATH KOMIUIEKC HABBI-
KOB, (hopMupoBaTh U(PPOBYIO rPaMOTHOCTH [2]. Llenrto paboThl siBisIach pa3padboTka
(YHKIIMOHATBHOTO MPOTOTUIIA MOOMIIBHOU 2D-UTphl, COBMENIAIOIIEH 3I€MEHTHI T'0JIO-
BOJIOMKH ¥ JUHAMHUYECKOT0 dKIIeHa. OCHOBHOW UTPOBOM MEXAHUKOM OMIPEICIICHO T1e-

pPE€TaCKNUBAHUC YIIPABISACMOTI' O 00BEKTa C MNOCJICAYIOIHM IOTIOMCHUEM CTaTUYCCKHUX
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1enein 11 Habopa OYKOB B YCJIOBUSIX OTPAHUYEHHOTO BpeMeHu. B cTaThe mocieaona-
TEJIbHO aHAJIU3UPYIOTCS 3TAlbl peaiu3alui U UHTErPaldy KIIOUYEBBIX CHCTEM IPO-
€KTa.

Cucrema reHepanmuu UrpoBbIX 00beKTOB (cmaBHa). bbuia peann3oBaHa CHU-
cTeMa MPOLIETYPHOTO pa3MelieHUss 00bEKTOB Ha OCHOBE MPEIONPEAEICHHBIX 111ab10-
HOB (natrepHoB). [laTTepHbl xpausrcs B popmate JSON-daitnos, coaepxaniux Koop-
JTWHATHI TIO3UIIAH JIJIT OCHOBHOTO M BTOPOCTEIIEHHBIX 00BEKTOB [3]. AITOPUTM CITaBHA
Ha KaKJIOM UTPOBOM 3TAaIl€ BHIMOJHSET CIEAYIOLINE ICVUCTBUS:

3arpy3ka cIy4ailHOTO MaTTepHa U3 JOCTYIIHOIO JJIsi TEKYLIEro YpOBHsS Habopa
00BEKTOB peanu3yeTcs C MOMOIIbIO CKpuUIiTa. JJist ynpaBieHus CBOMCTBaMU OOBEKTOB,
a TakKe JUIsl UX B3aUMOJICHCTBUSI, OOBSBIIEH SK3EMILISIP KJIacca OJTHOTO CKPUIITA B IPY-
TOM CO CCBUIKOM Ha OOBEKT Ha CIIeHe, [T 00eCIIeueHH MMoicueTa KOJIMYecTBa HaOpaH-
HBIX OYKOB [4].

Hanee, o0ObsABIsIEM KIlacc KyOa, y KOTOPOTO JBE IEPEMEHHbIE, OJ[HA TUIIa integer,
npyras Text. Text sBnsiercst knaccom u3 6ubnnorexku UintyEngine. Ul I[lepemennas

9TOro TUIIa YIIPAaBJIKICT BCEMU ITapaMETpaMU TCKCTaA: H_IpI/I(i)T, OBET, 3aII0JIHCHUEC U T.AO.
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public class EnemyHP : MonoBehaviour

{
public int EnPoints;

public Text PointsText;

C nomomrpto ctpouku koga EnemyHP=Enemy.GetComponent<EnemyHP>(),
MO>KHO IOJIy4aeM J0CTyl K nepemeHHbIM B kinacce EnemyHP (EnPoints, PointsText).
Yactb KOJa, KOTOpasi OTBEYAET 3a CIIaBH OOBEKTOB U MOSIBICHUS MX B CITydaii-

HOM TOPSIJIKE Ha 3ar0TOBJICHHBIX No3uliusx (Hanee [larrepust). OObEKTHI MOSBIASIOTCS
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UKJINYECKU, IPU ITOM, CHauajia MeHsieTcsl TeKCT Ha O0beKTe, KOTOPHIN OyIeT CO3/1aH,
3ateM co3aaércsi cam OObeKT ¢ moMonisio (GyHkIuU Instantiate, KoTopasi MpUHUMAET
B Kau€CTBE BXOJHBIX MApPaMETPOB OOBEKT, MO3UIUIO HA KOTOPOI HYKHO €ro co3aTh,

BpAIllEHNE U POJIUTEIIHLCKUN OOBEKT.
for (int 1 = 0; 1 < 5; 1i++)
{
HP.PointsText.text = HP.EnPoints + "";
random = Random.Range (0, spawner.Count-1);
Instantiate (Enemy, spawner [random] .position,Quaternion.iden-
tityspawner [random]) ;
HP.EnPoints *= 2;

spawner.RemoveAt (Random) ;

B »Ttom kone Spawner siBisietcst mepemenHoi List Tuma Transform. Transform
XPaHUT BCE JaHHBIE O MO3UIUH, pa3Mepe, Maciutade. [lanee U3MeHsIeTCs KOJIMYECTBO
OUYKOB Ha CJIEAYIOIIEM 00BEKTE U U3 CIUCKA YAAISETCs Ta MO3UIIMS, KOTOpas yxKe 3a-
Hata. Takum 00pa3om, HHCTAHIIMUPOBaHUE NMpePadoB 0OHEKTOB HA CIIEHE OCYIIIECTB-
Js€TCSl B COOTBETCTBUU C KOOpPJIMHATAMHU W3 MATTEPHA C HCIOJIB30BAHUEM METO]Ia
Instantiate.

Nuannnanuzamnus napaMeTpoB KaXaoro o0bekTa (KOJIMYECTBO OUYKOB, rpaduue-
CKO€ TPEACTaBICHUE) MPOUCXOIUT Uepe3 MEKCKPHUIITOBOE B3aumopeicTBue. s
CBSI3U HCIIOJB3YETCSl MATTEPH HWHXKEKIUU 3aBUCHUMOCTEH: CChUIKA Ha KOMIIOHEHT
EnemyHP (conmepxanuii OJIs EnPoints (integer) u PointsText
(UnityEngine.Ul. Text)) sk3eMiuiipa oObeKTa MepeaaeTcs B YIPaBIAIONUNA CKPUIT
CIlaBHa.

Cucrema ynpasJieHusi urposbimM npoueccom (Drag-and-Drop). B3aumoneit-
CTBHME UTPOKA peaJnu30BaHO uyepe3 KaCTOMHYIO cucTteMy mneperackuBanus (Drag-and-
Drop), ocHoBanHyt Ha kiaccax Oubmuoreku UnityEngine.EventSystems. Cucrema
00pabaThIBaeT COOBITHS:

- OnBeginDrag: Muunmanu3zainus nepeTacKuBaHusl.
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- OnDrag: HenpepsiBHOE OOHOBJIEHHE MO3UIUU OO0BEKTA. [[7s KOPPEKTHOrO
npeoOpa3oBaHus KOOPJAUHAT KACAHUSI B MUPOBBIE KOOPJAMHATHI KAMEPHI UCIIOJIb3YETCS
meroa RectTransformUtility.ScreenPointToWorldPointInRectangle ¢ yuerom nompa-
BOYHOTO KO3 duUlreHTa AJisl pa3INdHbIX pa3pelieHuid SKpaHa.

- OnEndDrag: 3aBepiienne B3auMoAeCTBUS.

Jloruka CTOJIKHOBEHMS U MOTJIOLIEHUS OOBEKTOB peain30BaHa B METO/Iax CIOTa
(Slot), mpunumatomero o0bekT. [1pu cpadbarsiBanuu coObiTus OnDrop BhIOTHSAETCS
IIPOBEpPKA Ha HAJIMYUE JOYEPHEro OOBEKTa B CIOTE, CPABHUBAIOTCS 3HAYEHUS OYKOB
UTPOKA U LIeJIeBOro 00BbeKTa. B cilydyae yCnemHoro yciioBus, 1eJ1€BOi 00bEKT YHUUTO-
KAETCs, a ero OYKU J0OABISAIOTCS K cUeTy urpoka. Huke npencrasiieH kiiacc 00beKTa
NEPETACKUBAHMS U €r0 (PYHKIMHU, KOTOPBbIE PEarupyroT Ha COOBITUS Hadaja nepeme-

IICHUA, I[&J'IBHCfIIHCFO €0 ABMKCHHA 1 OKOHYaHUA IICPCMCIICHUA.

public class DragItem: MonoBehaviour, IBeginDragHandler,
IDragHandler, IEndDragHandler

public void OnBeginDrag (PointerEventData eventData)

public void OnDrag (PointerEventData eventData)

public void OnEndDrag (PointerEventData eventData)
J71s1 TOrO, 4TOOKI 00ECeUnTh paboTy UTPhI HA IKpaHe Teae(OHOB pa3HbIX MOJIe-
ned, Oblma  BBeJEHa  BcIoMoraTenbHas — (QYyHKIUsA,  ONpeAesiéHHass B
RectTransformUtility, koTopasi mo3BoisieT mpeoOpa3oBbIBaTh TOUYKY KacaHUs Ha
AKpaHE B TOUKY KacaHUs HA OCHOBHOUM KaMepe UTPhI, a 3aTe€M U3MEHUTDH MO3UIIUIO TIe-
perackuBaemMoro o0bekTa ¢ yuétoM cMmeienus. Kmacc cinora, B KOTOpbIN MOKHO MO-
MECTUTh OOBEKT UTPOKA, U €ro (PYHKIUSI KOTOpasi pearupyeT Ha MOMEIIEHUE 3TOro
00BbeKTA.
Jlanee, oHa MpoBepsIeT HAIMYKE IOYEPHETO 0OBEKTA B CIIOTE, COMOCTABIISET KO-
JMYECTBO OUYKOB UTPOKA U HA OOBEKTE, a 3aTeM 00padaThIBaeTCs pa3pylieHue 00beKTa

B CJI0TC 1 U3BMCHCHHUC KOJINYCCTBA OYKOB UI'POKA.

Destroy (transform.GetChild(2) .gameObject) ;
DragItem.dragltem.PlayerPoints+= HP.EnPoints;
Dragltem.dragltem.PPText.text=Dragltem.dragltem.PlayerPoints + "";
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spawner.DestroyedEnem++;

J171s1 B3aMOIEUCTBUSA KJIACCOB CIIOTa U 00bEKTa EPEMEIIEHUSI, B KaUeCTBE POIU-
TENbCKUX KJIACCOB BBIOpAHBI XEHIJIEPhl, KOTOpPbIE JOCTYHNHBI B OHOIMOTEKE
UnityEngine.EventSystems.

IIporpeccus ypoBHeii u meTa-urpa. rpoBoii nporecc CTpyKTypUpOBaH B BUJIE
OamieH (ypoBHEH CIOKHOCTH), KaX/1asi U3 KOTOPBIX COCTOUT U3 MOCJIEN0BATEILHOCTH
staxei. Jsig mpoxoxaeHus 3Taxa TpeOyeTcss YHUYTOXUTh MSATh OOBEKTOB, a, YTOOBI
MPOMTH OJIMH U3 YPOBHENH HEOOXOJUMO TPOUTH SHHOE KOJUYECTBO dTaxeu. [l aToro
CHaBH OOBEKTOB OBLI BHIBE/ICH B OTJIEIBHYIO (PYHKIUIO JUIsl HEOAHOKPATHOIO o0Opariie-
HUS K HEU U JIsl OCYILIECTBICHUSI cOpoca OUYKOB IIPU MEPEXO/IE Ha CIAEAYIOLINE STAXKU.
O6pbsaBnsieM public void SpawnEnem() u Bei3siBaeM Meto FixedUpdate uepes pukcu-
POBaHHOE KOJUYECTBO KaJIPOB, TO €CTh B HE3aBUCUMOCTHU OT TOTO CKOJBKO y UTPOKa

KaJpOB B CEKYHIY.
HP.EnPoints = (int)Mathf.Round((Player.PlayerPoints * 0.5f));
int playerPointsPrev = Player.PlayerPoints + HP.EnPoints;
for (int i = 0; 1 < 5; 1i++)
{

HP.PointsText.text = HP.EnPoints + "";

random = Random.Range (0, spawner.Count - 1);

Instantiate (Enemy, spawner [random].position, Quaternion.iden-
tity, spawner[random]) ;

HP.EnPoints = (int)Mathf.Round((playerPointsPrev)
*(0.6f+1*0.1f))

playerPointsPrev += HP.EnPoints;

spawner.RemoveAt (random) ;

B »stoM Meronme uaET mpoBepka Ha KOJMYECTBO CIOMAaHHBIX OOBEKTOB U
Invocation ¢pynkuuu SpawnEnem (Invoke mo3BosisieT BbI3BaTh GYHKIIUIO Yepe3 3aaH-
HOE KOJIMYECTBO CEKYH/I, 11 4ero OyJeT pacckazaHo mo3xe). B aToit pyHKIMM MOKHO

3aMETHUTh, YTO JIOTMKA PACIPEICICHUS OYKOB YK€ N3MEHUIIACch Ha APYryro. OUku pac-
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MpEENSIOTCS TaK: 00IIee YUCIO OYKOB Ha KaXKJIOW UTEpallid YMEHBIIIAETCs Ha Mpo-
LIEHT, KOTOPBIH, B CBOIO ouepeab ymeHbiaercs Ha 10% (HauanbHOE 3HAYEHUE MPO-
reata — 50%).
3akiloueHue U nepcneKTuBbl. B pesyiabTaTre paboThl ObLT CO3/1aH MOJHODYHK-
[MOHAJILHBIA MPOTOTHUII, IEMOHCTPUPYIOIMIUMN KU3HECTTOCOOHOCTh OCHOBHON UTPOBOM
MEXaHUKHU U apXUTEKTYPHYIO MacliTabupyemMocTh npoekTa. [IpoBenennas urepatus-
Has OaJlaHCUPOBKA MO3BOJMJIA CHPOPMHUPOBATH KPUBYIO CIIOXKHOCTH, OOECIEUMBAIO-
LIYIO [UIABHOE BBEICHUE UTPOKA B MEXAHUKY C MOCIEAYIOIINM €€ YCI0KHEHHEM [ 1].
Hanpapnenusimu 17151 janpHeiie pa3paboTKu onpeieNeHbl:
BBenenne nuHaMu4YecKuX MPEmsITCTBUM
Peanuzanust 60cc-ypoBHEN ¢ TPOBEPKOM PEAKIIUU UTPOKA.
BBenenne 1onoHUTENBHBIX MOAU(DHUKATOPOB (MOPTAJIbI, MEHSIOIINE OOBEKTHI

MECTaMH).
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This article examines the process of developing a prototype for a two-dimensional
(2D) mobile game within the Unity engine. The primary focus is placed on architectural
solutions and the implementation of key game systems, such as object spawning, a
drag-and-drop system, level state management, and an iterative approach to difficulty
balancing. The paper describes the project's evolution from basic functionality to a
comprehensive prototype featuring non-linear difficulty progression.
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