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Pa3paborka cereBoii urpsl «HoBblii rog»
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AHHOTALIUA

[{enp10 TaHHOTO MCCIIEIOBAHUS SBISIETCS pa3padboTaTh ceTeByIo Urpy «HoBbIi TOIY.
Jis peanm3anuu  MCHoiab30Banack mporpammbel Unity, Visual Studio w s3bik
nporpammupoBanus C#. JlaHHast cTaThsi MOXET OBITH MCIIOJIB30BAaHA B KaueCTBE
OCHOBBI IS  JAJbHEHIIMX MCCIEAOBAaHMA U  pa3paboToK B  001acTu
UH()OPMAITMOHHO-KOMMYHHUKAIITMOHHBIX CUCTEM U CeTed, a Takke B cdepe
pa3BiIeKaTEIHLHONU UHYCTPHUHU.
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Development of the online game ""New Year"*
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Abstract

The purpose of this study is to develop a network game "New Year". Unity, Visual
Studio, and the C# programming language were used for implementation. This
article can be used as a basis for further research and development in the field of
information and communication systems and networks, as well as in the
entertainment industry.
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1 BBenenue
1.1 AKTyaJbHOCTD

B coBpeMeHHOM Mupe HHGOPMAIMOHHO-KOMMYHUKAIIMOHHBIE CUCTEMBI U
CETH WTPAIOT BAXKHYIO POJIb BO MHOTHUX cdepax neaTeabHoCcTH. OHU MO3BOJISIOT
JIOIIM OOMEHMBAaThCS HMH(pOpMaINuel, B3aWUMOJCHCTBOBATH JAPYr C JIPYIOM |
co37aBaTh HOBBIC BO3MOXXHOCTH JJIs pa3BUTHsA. [103TOMYy HEOOXOAMMO pa3BUBATH
HABBIKH ITPOTPAMMHUPOBAHUS U PAOOTHI ¢ KOMITBIOTEPOM.

1.2 O630p uccaen0BaHMI

B cratee H. A. bazeeBoii u JI. C. JleGeneBoit omucaHo mpo HUTPOBYIO
WHIYCTPUIO U PACCMOTPEHBI OCOOCHHOCTH SI3BIKOB MPOTPAMMHPOBAHUS JIS
paspabotku urp [1]. B pabore P.®. lNaitnymiuna, B.A. 3axaposa, E.A. AkceHoBO#
U3y4eH HHCTPYMEHT [T pa3pabOTKH IBYXMEPHBIX U TpEXxMepHbIX urp Ha Unity [2].
C.A. CypoauH npeacTaBuil ClIeHaApHUil U3yYEHHUsI OTHOTO U3 OCHOBHBIX JIBUKKOB, J1JIS
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cosnanwust kpacuBbix 2D u 3D urp [3]. B cratbe 3.C. Oxopoxos, H.H. Cusues, I'.1O.
[TpoToabsikoBa onucaiy mporeccel pazpadotku urp [4]. U. FO. [IpocBupHIHA B CBOM
paboTe ommcaa nporecc pa3padoTku Urpbl «Mopckoit 00it» [5]. B aHrnos3sraHom
cratbe Boyraz G., Kirci P. 0bu1 paccMoTpeH mpoliecc pa3padboTku urpbl Ha Unity
[6]. Prasetyo M.A., Pamungkas Ch.G., Budi Luhur G. pa3spaboranu auzaiin s
MoOuiIsHOM 2D urpsr [7].

1.3 Ileanb uccaeaoBaHus
[lenpr0 MAHHOTO WCCIENOBAHUS SBISICTCS pa3paboTaTh CETEBYIO UIPY
«HoBEIi1 TOT.

2 MaTtepuajbl H METOIbI

B manHo# padote ucnomns3oBaiack Bepcus Unity 2018.1.1f1 — sto Momrabii
UHCTPYMEHT U Pa3pabOTKH WUrp, KOTOPBIH IO3BOJIAET CO37aBaTh HIPBI IS
pa3IM4YHbIX MIaTGOPM, BKIIFOUYAS KOMITBIOTEPHI, MOOMIIbHBIC YCTPOHCTBA M KOHCOJIH.

C# — 3T0 00BEKTHO-OPHUEHTUPOBAHHBIN S3BIK MPOTrPAMMHUPOBAHHMSI, KOTOPBIi
IIUPOKO MCTIONIb3YETCs I pa3paboTku urp B Unity.

Visual Studio — »to unHTerpupoBanHas cpena paspaborku (IDE), kotopas
NPEJOCTaBIISACT IUPOKUHA HAOOp MHCTPYMEHTOB ISl pa3pabOTKH MPHIIOKECHUH Ha
pa3IMYHbBIX SI3bIKAX MPOrPAMMHUPOBAHHS.

3 Pe3yabTaTsl
Jlnst co3ganus urpsl B mporpamme Unity co3gaguM HOBBIM MPOEKT U JOOaBUM
Ha CIICHY UTrpoBoOe ToJjie Oymyiei urpsl daiin «Board.png» (Puc. 1).
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Pucynox 1 — Co3nanue npoekra B mporpamme Unity
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JloGaBnsiem mycTON OOBEKT, TeperMMeHOBBIBaeM ero B «MrpoBoe mosey,
3areM J100aBJIsIeM HOBBIH OOBEKT U BHIOMpacM 3Ha4OK (prosieToBbIit poMO (Puc. 2).
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Pucynok 2 — Jlo6aBienne 00beKTOB

[TepenmenoBbiBaeM 00beKT «Ilmuta 1», cozgaém ero 32 konuu ¢ Hymeparuen
¥ pa3MeliaeM 1o NopsiIKy Ha urposom mose (Puc.3).
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Pucynok 3 — Pa3menienue 00beKTOB Ha UTPOBOE TT0JIE

daiin «FollowThePath.cs» ¢ kogoM s mepeMeIneHns UrPOKOB 10 KaXI0i

INIMTKE HAa UTPOBOM II0JIC:

using UnityEngine;

public class FollowThePath :MonoBehaviour {
public Transform[] waypoints;,
[SerializeField]
private float moveSpeed = 1f;
[HideInInspector]
public int waypointIndex = 0;
public bool moveAllowed = false;,

// UCHONB3yHTe 5TO OJIS MHUIMATIN3ALNI
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private void Start () {
transform.position = waypoints[waypointIndex].transform.position;}
// OGHOBJIEHME BEIBEBAETCS OAMH pas3 3a Kaip
private void Update () {
if (moveAllowed)
Move () ;}
private void Move ()
{if (waypointIndex<= waypoints.Length - 1)
{transform.position = VectorZ.MoveTowards (transform.position,
waypolints[waypointIndex].transform.position,
moveSpeed * Time.deltaTime) ;
if (transform.position
waypoints[waypointIndex].transform.position)
{ waypointIndex += 1;}}}}

JloGasisiem daitner «Playerl.png» — urpok 1 (lenMopo3) u «Player2.png» -
urpok 2 (CHEroBuk), pa3MmeliacM Ha HTPOBOM Iojie. MrpokaM 100aBIsieM CKPHIIT
«FollowThePathy B mapamerpax yka3siBaeM CKOpOCTh iepeMenieHus (Move Speed)

— 5 u noGasmsieM Bee 32 tumutku B «\Waypointsy (Puc. 4).
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Pucynox 4 — Jlo6aBnenue I/IFpOKOB Ha UTPOBOM T10JIE

JloGasssiem (aiin «Side6.png», pa3melnaeM Ha HTPOBOM IT0JIEC U J0OABIIsAEM K

Hemy kommoHeHT «BoxCollider 2D» (Puc. 5).
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Pucynok 5 — Jlo6aBiienue oonwekra «Side6y

daiin «Dice.cs» ¢ KoJJoM, KOTOPBIH IIPY HAXKATUU HA UTPATTEHBIC KOCTH, OyIeT
BBIIaBaTh YUCIIO OT 1 A0 6 — KOJIMYECTBO HA KOTOPOE OYAET XOIUTh UTPOK:

using System.Collections;
using UnityEngine;
public class Dice :MonoBehaviour f{
private Sprite[] diceSides;
private SpriteRenderer rend;
private int whosTurn = 1;
private bool coroutineAllowed = true;
// UCHOJBE3yHTe 5TO OJd MHULMAJINSEALINI
private void Start () {
rend = GetComponent<SpriteRenderer>() ;
diceSides = Resources.LoadAll<Sprite>("DiceSides/") ;
rend.sprite = diceSides([5]; }
private void OnMouseDown ()
{if (!GameControl.gameOver&&coroutineAllowed)
StartCoroutine ("RollTheDice") ;}
private IEnumeratorRollTheDice () {
coroutineAllowed = false;
int randomDiceSide = 0;
for (int i = 0; i<= 20; 1i++){
randomDiceSide = Random.Range (0, 6);
rend.sprite = diceSides[randomDiceSide];
yield return new WaitForSeconds (0.05f); }

GameControl.diceSideThrown = randomDiceSide + 1;
1f (whosTurn == 1) {
GameControl.MovePlayer (1) ;
} else if (whosTurn == -1) {

GameControl.MovePlayer (2); }
whosTurn *= -1;
coroutineAllowed = true;}}

O6bekra «Sideb» mepenmeHoBbiBaeM B «KyOuk» u K Hemy
ckpunt «Dice» (Puc. 6).

no0aBiIgeM
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daiin «GameControl.cs» ¢ kooM HUrpHI:
using UnityEngine;
using UnityEngine.UI;
public class GameControl :MonoBehaviour {
private static GameObjectwhoWinsTextShadow, playerlMoveText,
playerZMoveText;
private static GameObject playerl, player2;
public static int diceSideThrown = 0;
public static int playerlStartWaypoint = 0;
public static int player2StartWaypoint 0,
public static bool gameOver = false;
// Use this for initialization
void Start () {
whoWinsTextShadow = GameObject.Find ("WhoWinsText") ;
playerlMoveText = GameObject.Find("PlayerlMoveText") ;
playerZ2MoveText = GameObject.Find("PlayerZ2MoveText") ;
playerl = GameObject.Find("Playerl") ,
player2 = GameObject.Find("Player2") ;
playerl.GetComponent<FollowThePath> () .moveAllowed false;
player2.GetComponent<FollowThePath>() .moveAllowed = false;
whoWinsTextShadow.gameObject.SetActive (false) ;
playerlMoveText.gameObject.SetActive (true);
playerZMoveText.gameObject.SetActive (false),; }
// Update is called once per frame
void Update () {
if (playerl.GetComponent<FollowThePath>().waypointIndex>
playerlStartWaypoint + diceSideThrown) {
playerl.GetComponent<FollowThePath> () .moveAllowed = false;
playeriMoveText.gameObject.SetActive (false) ;
playerZ2MoveText.gameObject.SetActive (true) ;
playerlStartWaypoint =
playerl.GetComponent<FollowThePath>().waypointIndex — 1; }
i1f (player2.GetComponent<FollowThePath>().waypointIndex>
player2StartWaypoint + diceSideThrown) {
player2.GetComponent<FollowThePath>() .moveAllowed = false;
playerZ2MoveText.gameObject.SetActive (false) ;
playeriMoveText.gameObject.SetActive (true) ;
player2StartWaypoint =
player2.GetComponent<FollowThePath>().waypointIndex — 1; }
if (playerl.GetComponent<FollowThePath>().waypointIndex ==
playerl.GetComponent<FollowThePath>().waypoints.Length) {
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whoWinsTextShadow.gameObject.SetActive (true) ;
whoWinsTextShadow.GetComponent<Text>().text = "Player 1 Wins";
gameOver = true; }
if (playerZ2.GetComponent<FollowThePath>().waypointIndex ==
player2.GetComponent<FollowThePath> () .waypoints.Length) {
whoWinsTextShadow.gameObject.SetActive (true) ;
playerlMoveText.gameObject.SetActive (false);
playerZ2MoveText.gameObject.SetActive (false);
whoWinsTextShadow.GetComponent<Text> () .text = "Player 2 Wins";
gameOver = true; } }
public static void MovePlayer (int playerToMove) {
switch (playerToMove) {
case 1:
playerl.GetComponent<FollowThePath>().moveAllowed = true;
break;
case 2:
player2.GetComponent<FollowThePath> () .moveAllowed

true;
break; } } }

JlaHHBIA KOA TpEICTaBIsIeT COOOW OCHOBHOW KOHTpoyuiep Hrphl. Mrpa
npecTaBisieT co00i TOHKY MEXTy IBYMsI UTPOKaMH Ha UTPOBOM I10JI€, COCTOSIIIIEM
U3 IyTH C ONPEACICHHBIMUA WHIECKCAMH.

Wrpa HaunHaeTcs ¢ TOro, 4To 00a UTPOKA HAXOMSITCS Ha Ha4aIbHOU TTO3HUITHH
nytr. Korma urpoku 6pocarot Kyouk u momydarot pe3yibTat (diceSideThrown), kox
obHoBIsieTcsa kaxapiid kajp (Update) u mpoBepsieT, TOCTHUT JIM KaXK/IbIil UTPOK CBOEH
1[eJIeBO Mmo3uiuu Ha myTH. Koria oJIuH U3 UTpOKOB JOCTUTAET MOCIEAHEHN MO3UIIUN
HA WIPOBOM TIOJIe, WIpa 3aKAHUMBACTCS, MOSBISETCS TEKCT, YKa3bIBAIOIIUN
nobenurens (whoWinsTextShadow), cTaHOBUTCS BUIAMMBIM, U Urpa OOJbIIE HE
npoaoipkaercsa (gameOver = true).

Jlo6aBnsiem o0bekT-Ul «Canvasy u y ckpunra «Canvas Scaler» BeiOupaem
napameTtp «Scaler With Screen Size» (Puc. 7).

Fée B Zawets GoveOtyet Camponed Wados  Help

Camvas Seaber (Sers L3
A heale Mate ACmmanfneifye _ol)
Weals ity ¥ Conunact Puel Sice
Peferares  Scale Wih Soren Size

Pucynok 7 — O6bexT-Ul «Canvasy
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Jlo6aBisiem 00wvekT-Ul «Image» u mepeumenoBsiBaeM B «Playerllcony B
ckpunt «lmage» nobasiseM KapTHUHKY UIpoKa 1u penakTupyeMm pa3Mmepsl, T€ e
JICHCTBUS BBIMOJIHAEM JiIsl urpoka 2 (Puc. 8).
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Pucynok 8 — O6bexthi-Ul «PlayerlIcon» u «Player2Icon»

Jlo6asnsiem 00bekT-Ul «Texty u nepenmenoBbiBacM B «PlayerlMoveText» B
ckpunt «Texty mobaBisieM TEKCT K WTPOKy | W pemaktupyem mpudTt, Te Ke
JICVCTBUS BBITIOJIHSIEM JUTs uTpoka 2 (Puc. 9).
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PHcyHOK 9 O6’I>CI(TI>I UI « Player1MoveText » u « Player2M0veText »

Jlo6aBisiem o0bekT-Ul «Texty u nmepeumenoBbiBaeM B «\WhoWinsText» B
ckpunT « Texty nodasnseM TekcT «KTo mobenut B Urpe?» u peaaktupyem mpudr.
3tot 00BekT-Ul « WhoWinsTexty nosBisieTcs Mo 3aBepIICHUI0 UIPhl U HA3bIBACT
no6enutens (Puc. 10).
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Pucynox 10 — O6bekT-Ul « WhoWinsText»

Cosnana urpa «HoBblii TO» Ha OCHOBE HACTOJBHBIX UTP-Xoauiaok (Puc. 11).
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4 BbIBOABI

B nannoii pabote Obl1a pazpaboTaHa ceTeBas Urpa mnoj Hazpanuem "HoBbri
ron". B mporecce pa3paboTku ObUIM MPUMEHEHBI COBPEMEHHBIE TEXHOJIOTHH U
WHCTPYMEHTBI I CO3[IaHUsl WUIPbI, BKIIOYAs SI3bIK IPOTPAMMHUPOBAHUS U CpPELY
paspabotku Unity.

Urpa "Hosslii rox" npencrapiser coOOM rOHKY MEXy JBYMs MUTPOKaMH Ha
UIPOBOM TIOJIE, COCTOSIIIEM M3 IIyTH C OINpPENECICHHbIMM HHIEKcaMH. Hrpokm
OpocaroT KyOMK M JIBUTalOTCs MO IMYyTH B COOTBETCTBUM C PE3YyJbTaTOM OpOCKA.
[ToOeauTeneM CTaHOBUTCS WIPOK, MEPBBIM JOCTUTIIMN MOCIEIHEH MO3ULMU Ha
nyTtd. beum peanuzoBaHbl (QYHKUMU Ui TEPEMEIICHUS HTPOKOB, OOHOBICHHS
COCTOSIHUS UTPBHI U ONPEEICHUS TOOSTUTENS.

B  npanbHEdmeM MOXKHO  PacCMOTPETh  BO3MOXXHOCTH  PACIIMPEHUS
(YHKIIMOHAJIBHOCTU UIPhl, JOOABJICHHE HOBBIX YPOBHEH CII0)KHOCTH, BHEJIPEHHE
MYJBTUIUIEEPHBIX PEXUMOB HUIPBI, & TaKXKE YJIydlIeHHUE Tpa@UKd U 3BYKOBOTO
COIIPOBOKICHHUS.

B uenowm, pa3pabotka cereBoit urpsl "HoBblil TO1" MO3BOIMIA TPUMEHUTH
MOJIyYCHHbIE 3HAHUS M HABBIKKM B 00J1aCTH MH(OPMAIIMOHHO-KOMMYHHUKAIIUOHHBIX
CUCTEM M CETEH, a TAKXKE MOITYYUTh MPAKTUUECKUH OIBIT B pa3paboTke urp. Janunas
CTaThsl MOXET OBITh MCHOJb30BaHA B KAayeCTBE OCHOBBI JUISl JlaJbHEHIINX
UCCJIEIOBAHUM M pa3pabOTOK B 00JacTu MH(OPMAIMOHHO-KOMMYHHUKAIIMOHHBIX
CUCTEM M CETEeM, a Takke B cpepe pa3BieKaTeIbHON UHAYCTPUU.
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