JlaGopaTopnasi paGora 3.
«Co3znanue MuHu-urpsl «Coop 6yks» B Unity3D»

Hesb: M3yunts ocHOBBI pa3paboTku mpocTeix 2D/3D urp ¢ ucmnoib30BaHHEM HTPOBOTO
nBmkka Unity, ocBOUTh paboTy ¢ Gu3MKOi, Tpurrepamu, nHTepdeiicom Moabp30BaTeNs U
CO3JIaHHEeM UTPOBON MEXaHHKH.

3aganme: Coznars npoctyio urpy B Unity, B KOTOpOil UTPOK coOupaeT OyKBBI, ABUTasCh
0 WrPOBOMY IIOJIIO. 3ajaya HUrpoka — coOpaTh Kak MOXHO Oosnblie OYyKB 3a
OTpaHUYEHHOE BpEMSI.

Homep BapuanTa - 370 OyKBBI Balllero MOJHOTO UMEHH U (haMUJIHH.

Cpena paspadorku: Unity 3D.

Asbik: C#.

Iopsinok BHINOJIHEHNSI:

1. Co3nmanue ClEHBI:

» JloGaBbTe Ha crieny miockocTh (Plane), kotopast OyAeT CIIyKUTh IOJIOM.

* C nomompio nHcTpyMeHTa TextMeshPro co3gaiite 3D-0yKBBI Baliero moJIHOTO
MMEHHU U (haMUJIUN.

* Pacnonoxute Bce OyKBBI CIydallHBIM 00pa30oM Ha MOIy.

2. Hanumurte ckpunt, KOTOpbIH o0ecreuynBaeT MeIJICHHOE BpaIlleHUE KaXKI0M
OYKBBI BOKPYT BEPTHKAIbHOU OcH (0Ch Y) JUIsl YAYUIIEHUSI UX BU3YaIbHOTO
BOCIIPUATHSL.

3. YnpaBieHue urpokom:

* Co3spaiite BupryanbpHble kHonkuU: "Brnepén", "Hazan" (UI-kHonKu B HIKHER
YacTH DKpaHa).

* Jlo6aBrTe komnoHeHT CharacterController qys nBrkeHUS.

* Peanu3yiiTe BpallieHHe KaMepbl Yepe3 CBAMII MO dKpaHy (CEHCOPHOE YIPaBICHUE
HarnpaBJICHUEM 0030pa).

4. HactpoiiTe B3auMOJeHCTBHE C OYKBAMH

* Kaxpnas OykBa 1o/kKHA UMETh TPUTTEp-KoJIIanaep.

* [Ipu npuKOCHOBEHHHM K UTPOKY OyKBa MCUE3aET, OUKU YBEIMUYUBAIOTCA Ha 1.

5. Taimep u unrepderic:

» JloGaBbTe Ha PKpaH MaHesb ¢ AByMs Haamucsamu: "Oduku" — TeKylee
KOJIMYECTBO cOOpaHHbIX OYKB U "Bpems" — oOpaTHbI OTCUET BpeMeHH (Harpumep,
60 cexyHn).

* Ilo oxoHYaHMM TaKiMepa Urpa 3aKaH4YMBaACTCH.

MeToanueckue yKa3aHusi K BbINIOJHEHUIO JIa00paTOPHOM padoThl Ne3

st BeimonmHeHus: nabopatopHoil pa®oThl Ne3 HE0OX0AMMO W3YYUTH JIEKIHIO 8 H
MPOM3BECTH YCTAHOBKY HEOOXOAMMOTO MTPOrPaMMHOTO 00ECTICUeHUS:

1. Ycranosure Unity Hub: https://unity.com/.

2. Ycranosute Unity Editor ¢ mognepsxkkoit Android: Otkpotite Unity Hub, nepeliaure Bo
Bkiaaky Installs — Add u BbIOepuTe onHy u3 crabuibHbIX Bepcuid Unity (Hampumep,
2021.3 LTS , 2022.3 LTS wunu HoBee). [{oOaBbTe cleayroie KOMIOHEHThI BO BpPEMs
YCTaHOBKH:

v Android Build Support


https://unity.com/

v" Visual Studio Community (uam Bam 1r00UMBbIi peIaKTOP KOIa)
v OpenJDK

v" Android SDK & NDK Tools

v" Documentation

3. 3aTeM HEOOXOIMMO HACTPOUTH Cpeay pa3paboOTKH:

[ar 1 — IIpoBepwTe HacTpoiiku Android B Unity.

[Tocne otkpeiTrs Unity Editor nepeiiaure B menio: Edit — Preferences — External Tools

u yoeaurech, uto ykaszaH npaBuwibHbIN myTh K JDK, SDK 1 NDK (06bp14HO yKa3bIBaeTCs
aBTOMATHYECKH mocie ycranoBku 4yepe3 Unity Hub). B pasmene Configuration yoemurecs,
gro Scripting Backend ycranosiaen kak Mono2x wmm IL2CPP (pekomeHmyercs s
Android). Takxe BeiOepuTe MUHHMaNBbHYIO Bepcuio Android (Hampumep, API Level 21 —
Android 5.0 u BeIIIIC).

[Ilar 2 — Hactpotite TextMeshPro.

B paGote tpebyercs co3aars 3D-0yKkBbl Baiiero iMeHU U (haMUITUU U PACOJIOXKUTh UX Ha
cuene. [ns sroro B Unity nyumie Bcero wucnonb3oBaTh TextMeshPro, Tak kak oH
oOecrieunBaeT BhICOKOKauecTBeHHOE oToOpakenue Ttekcta B 3D u Ul [lepeliaute B MeHIO
Window — TextMeshPro — Import TMP Essential Resources. Dto mo6aBuT mpudrsI,
Martepuaibl U IpuMepbl ucnoib3oBanus TextMeshPro.

[Iar 3 — Co3spnaiite mockocth (Floor) kak mout.

Jlo6aBbTe 00BekT mockocT: GameObject — 3D Object — Plane, nepenmenyiite 00beKT
B "Floor" u Hactpoiite ero pa3mep ¢ nomoipio nHcnekropa Transform — Scale :

X:5,Y:1, Z:5 (M0XHO yKa3aTh Ipyroil pasmep).

[ar 4 — Co3paiite 3D-0ykBbI Bamiero uMeHH 1 (paMUITUN.

Cosnaiite mepBbiii 00bekT 3D-TekcTa: GameObject — 3D Object — TextMeshPro - 3D
Text. OobexT mnosiBUTCS Ha cueHe c¢ Hagnuckio "New Text". Ilepenmenyiite ero B
"Letter 1" (mepBast OykBa Bamiero uMenu). 3arem Boioepute o0bekT "Letter 1" B Hierarchy,
B HMHCHEKTOpe HaiauTe kommoHeHT TextMeshPro - Text m B mone Text 3amenute "New
Text" na OykBy (Hanpumep, "A"). Hactpoiire mapamerpsi: Font Size : ~50 (yBenuubte,
ecnu OykBa ciauiikom Menkas), Alignment : [lentpupyiite Texct (uxonka "Center" B MEHIO
mpudTa). Janee npoayOaupyite 0OBEKT /I KaXK0i OyKBbI: BblaenuTe 00bekT "Letter 1"
B Hierarchy, HaxxmuTe mpaBoii kHonkou MbI — Duplicate u nepeumMenyiiTe ny0JIUKaThI
TaK, 4TOOBl COOTBETCTBOBATH MOPSIKY OYKB B BallleM UMEHH W (aMUIUH (TIOBTOPUTE IS
KakI0i OykBwI). [[ns kakmoro myOnmkaTta W3MEHUTE TEKCT B HMHCIEKTOpPE: HAIMpUMeED,
"Letter 2" — Tekct "b", "Letter 3" — "B" u 1.51.

[IIar 5 — Pacnonioxute Bce OYKBBI CITydailHBIM 00pa3oM Ha TOoIy.

BriOepute Bce 00bekThl ¢ OykBamu (Bbiaenute ux B Hierarchy), B mHCcniekTope yoeaurech,
YTO y HUX €cThb KOMIOHEHT Transform. M3menute no3unuio kaxaon OyKBbl BpYUYHYIO — B
nosie Position (X, Y, Z) s kaxaoi OyKBbI 3aJ1aiiTe CIIydailHbIC 3HAUYCHMUS:

X :0T -5 o +5.

Z : ot -5 10 +5.

Y : ocraBbTe 3HaYeHHE 1O YMOTYaHHIO (00bIYHO 0, YTOOBI OYKBBI JIEXKAIH Ha TOTY).

IIpumep:

Letter 1 — Position: (2, 0, -3).

Letter 2 — Position: (-1, 0, 4).

Letter 3 — Position: (3, 0, 1).



[IpoBeprTe BHU3yanbHOE pacmojiokeHue: B okHe Scene penakrtopa Unity ybenurtech, 4TO
OYKBBI HE MEPEKPBIBAIOT APYT Apyra U PaBHOMEPHO pACTPEIENICHbl Ha IIOCKOCTH. Eciu
OykBa "mpoBanuBaeTcs" B 10JI, yBeIuubTe €€ Y-KoopauHuHaTy Ha 0.5-1.

[Ilar 6 — Hanumure cKpunt 11t BpaieHus OyKB:

using UnityEngine;

public class RotateL etter : MonoBehaviour

{
public float rotationSpeed = 20f;

void Update()
{

k
j

[leperammre ckpunt Ha Bce OYKBBHI (BBIIEIUTE Bce 00BEKTHI ¢ OykBamu B Hierarchy u
nepetamure (aitn ckpunrta u3 Project Ha BbIZieIeHHbIE OOBEKTHI.

[ITar 7 — YnpasieHue UTPOKOM.

Cosnaiite o0bekT urpoka: GameObject — 3D Object — Capsule, nepeumenyiite B
"Player" u nosunuonupyiite Haja miockocThio (Transform — Position Y: 1, uroObr He
npoBanuBaics B o). Jlanee noo6assTe CharacterController: Beioepure oonext "Player”" —
Add Component — CharacterController. Hactpoiite mapameTpst:

Radius (paguyc): ~0.5 (1mprHa nepcoHaxa).

Height (BbicoTa): ~2 (pocT mepcoHaxa).

Center (uentp xomumsun): X: 0, Y: 1, Z: 0 (BeIpaBHUBaHHUE TIO ICHTPY ).

3aTeM co3jaaiiTe BUpTyaidbHble KHOMKM aJis aBuxkeHus: GameObject — Ul — Button —
CO3JIalTE 1BE KHOIIKU:

* "BtnForward" (texct: "1", mO3UIIMS: HUKHUI JIEBBINA yroJI SKpaHa).
* "BtnBackward" (texct: "|", psaom ¢ BtnForward).

Hanwummre ckpunit MobilePlayerMovement.cs:

using UnityEngine;

transform.Rotate(VVector3.up * rotationSpeed * Time.deltaTime);

public class MobilePlayerMovement : MonoBehaviour

{
public float speed = 5f;

private CharacterController controller;
private Vector3 movement;

void Start() => controller = GetComponent<CharacterController>();
void Update() => controller.Move(movement);
public void MoveForward() => movement = transform.forward * speed *

Time.deltaTime;
public void StopMoving() => movement = Vector3.zero;
}



[Tocne yero CBsHKUTE KHOMKU C METOJIAMH:

Bri6epute knonky BtnForward — B uncnektope On Click() — no6aBbsTe 00BbekT "Player”
— Metoa MobilePlayerMovement — MoveForward(). [ns BtnBackward mosTopure, HO
n3menute Metoq Ha MoveForward() ¢ mapamerpom -transform.forward. J{nst octaHoBkM
nBrkeHus 1o6asbTe StopMoving() B coosiTue PointerUp.

[ITar 8 — Jlo6aBbTe BpallleHUE KaMepbl Yepe3 CBAMII.

Co3znaiite ckpunt MobileCameraControl.cs:

using UnityEngine;

public class MobileCameraControl : MonoBehaviour
{

public Transform player;

public float rotationSpeed = 2f;

private Vector2 touchStart;

private bool isDragging = false;

void Update()

{
if (Input.touchCount > 0)

{
Touch touch = Input.GetTouch(0);

switch (touch.phase)
{
case TouchPhase.Began:
touchStart = touch.position;
isDragging = true;
break;

case TouchPhase.Moved:
if (isDragging)
{
float deltaX = touch.position.x - touchStart.x;
player.Rotate(Vector3.up * deltaX * rotationSpeed * Time.deltaTime);
touchStart = touch.position;

}
break:

case TouchPhase.Ended:
isDragging = false;
break;



3arem no0aBbTe CKpHUNT Ha 00BEKT Kamepsbl (Main Camera), a B MHCIIEKTOPE MPUBSIKUATE
o0bekT "Player" k mosnro player.

[Ilar 8 — Coop OykB.

JloGaBbTe TpUrrep-Kosuiaiiep Ha OykBbl: BeioepuTe 00bekT OykBbl — Add Component —
Box Collider u aktuupyiire Is Trigger B uHCTIEKTOpE.

Coznaitte ckpunt CollectLetter.cs:

using UnityEngine;

public class CollectLetter : MonoBehaviour

{
private void OnTriggerEnter(Collider other)

{
if (other.CompareTag("'Player"))

{
gameObject.SetActive(false); // CkpoiBaeT OykBY
ScoreManager.instance.AddPoint(); // O6HoBseT CueT

¥
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[leperamure CKpUNT Ha Bce OYKBBI (BBIACIUTE BCE OOBEKTHI C OyKBaMH U J00aBbTE
CKPHIIT OJIUH pa3).

3arem co3naite ckpunt ScoreManager.cs:

using UnityEngine;

using TMPro;

public class ScoreManager : MonoBehaviour
{
public static ScoreManager instance;
public TextMeshProUGUI scoreText;
private int score = 0;

void Awake() => instance = this;

public void AddPoint()
{
score++;
scoreText.text = "Ouku: " + score;

k
¥

[Tar 9 — Co3zpatite Ul-manens 11 0ToOpakKeHHUsI OUKOB.
* Bribepute GameObject — Ul — Canvas — Panel.
* Jlo6aBwTe TekcT: GameObject — Ul — TextMeshPro - Text.
* B uncnekrope 3aaaite Tekct: "Ouku: 0" .
* Cozpaiite mycroil 00bekT ScoreManager — no0aBbTe ckpunT ScoreManager —
npusspkuTe scoreText usz Ul
[Iar 10 — Tatimep u untepdeiic.



JloGaBbTe TeKCT M1 TaiiMepa: B ToM ke Canvas cozmaiite emé omun TextMeshPro -
Text ¢ Haanmuceio "Bpems: 60". 3atem co3aaiite ckpunt Timer.cs:
using UnityEngine;

using TMPro;
public class Timer : MonoBehaviour
{
public float timelLeft = 60f;
public TextMeshProUGUI timerText;
public GameObject gameOverPanel;
void Update()
{
if (timeLeft > 0)
{
timeLeft -= Time.deltaTime;
timerText.text = "Bpems: " + Mathf.Round(timeLeft);
}
else
{
timerText.text = "Bpewms Boiuio!";
gameOverPanel.SetActive(true);
}
}
}

Hanee co3naiite nmanenb Game Over: GameObject — Ul — Panel — noGaBbTe TEeKCT
"Urpa okonuenal”. [IpuBspkure nanens k oo gameOverPanel B ckpunte Timer.
[Iar 10 — TecTtupoBaHue HA YCTPOMCTBE.

» Ilepeiinute B File — Build Settings — Android — Switch Platform.

* Tlonkmtouute Android-yctpoiictBo mo USB.

* Haxwmute Build and Run aj1s1 ycTaHOBKM UTPBI HA YCTPONCTBO.

* IlpotectupyiiTe ympaBieHHe KHONKAMU U BpallleHHE Kamepbl, cOop OyKB U

OOHOBJIEHUE CYETA, a TaKXKe pabOTy TaliMepa U 3aBEpPIICHUE UTPHI.

TpeboBanus k oT4yery

Pe3ynbTaThl BRIMOIHEHHOM J1TA00paTOPHOM pabOThI TOJKHBI ObITH OPOPMIIEHBI B (popMate
TekcToBOro peaakropa Word, pazmepom mpudra 14 myHKTOB U BKIIIOUATh:

1.
2.
3.

o1

TUTYIBHBIN JIUCT.

TekcT 3aannst, COOTBETCTBYIOIMN BameMy BapuaHry.

Onwucanue apxXuTEKTYphl IpoekTa (cTpykTypa namok Assets/Scripts, Prefabs, Scenes,
Materials, ncrionbp3yemMbie CKpPHIITHI).

CKpUHIIOTHI CLIEHBI ¢ OYKBaMU M UTPOKOM, a TaK)K€ CKPUHILIOTH HHTep(erica Ha dKpaHe
MOOUIIBHOTO YCTPOICTBA.

IIporpaMMHBIN KO C KOMMEHTAPHUIMU.

BbIBO/IBI O TOM, YTO yJAI0Ch PE€aIN30BaTh, BO3MOXKHBIE JOPAOOTKHU.



7. CcbUIKM Ha MCTOYHUKHU BHEUIHEW WH(OpMALIUK, KOTOPbIE ObUIH UCIIOJIb30BaHbI IPU
BBIIIOJIHCHUY 3a1aHUM.

OO0beM NOSICHUTETBHON 3aIUCKU JOJKEH BKJIKOYATh B ¢€0s1 HE MEHEE 5 CTPAaHHUIL

TOSICHSIFOIIIETO TEKCTa (HE CYMTasi HCXOAHOTO KOJIa IIPOTPaMM).

Cnucok J0NMOJTHUTEIbLHBIX HCTOYHHKOB
1. Mbouuunr, [[x., bartduna-Anaucon, I1. Unity s pazpaborunkos: cozganue 2D u 3D
urp / Ilep. ¢ aarn. — CII6.: [Tutep, 2018. — 464 ¢. ISBN 978-5-4461-0541-0
(https://disk.yandex.ru/i/iXhKcC3w0D7IRQ)



