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PA3PABOTKA HI'P HA C#: HCCIEJOBAHHE BO3MOXHOCTEH
PA3PABOTKH UT'P C UCIIOJIB30BAHHEM UTI'POBBIX /IBHKKOB H
®PEHMBOPKOB HA OCHOBE C#, TAKHX KAK UNITY
Kynunua I1.B.

CmyOeHm HanpasieHus N0020MoBKY UHDOPMAMUKA U 8bIYUCIUMENbHASL MEXHUKA,
Xaxkacckuil eocyoapcmeennulil yHusepcumem umenu H.@. Kamanoasa,

2. Abaxan, Poccus !

AnHoTamus: [lenpl0o JaHHOW CTAaThbU SBJISAETCA HCCIEIOBAHUE BO3MOXKHOCTEU
pa3pabOTKH WUTP C HCIIONH30BAHUEM UTPOBBIX JBMKKOB M (DPEHMBOPKOB Ha OCHOBE
a3plka nporpammupoBaHuss C#. OCHOBHBIMM HWHCTPYMEHTAMH ISl JOCTHXKEHUS
naHHoM ey sBisitoTes Unity - oilvH U3 Hanbosee MOy iPHBIX UTPOBBIX ABUKKOB, U
METOAbl ONTHUMHU3ALMU MPOU3BOAUTEIBHOCTH W BHU3yalIU3alMd B KOHTEKCTE
pa3paboTku urp. B pamkax crarbu OyzeT MpOBEIEHO MCCIIENOBAHHE OCOOEHHOCTEM
pa3pabotku urp Ha C# ¢ ucnonpzoBanrem Unity, a TakyKe npoaHaAIM3UPOBAHbI METO/IbI
ONTUMM3ALUN TPOU3BOAUTENILHOCTH W BU3YalIW3allUM, MO3BOJSIONINE CO3/aBaTh
s PeKTUBHBIE U KaU€CTBEHHBIE UTPOBBIC MPOEKTHI.
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Abstract: The purpose of this article is to explore the possibilities of game
development using game engines and frameworks based on the C# programming
language. The main tools for achieving this goal are Unity, one of the most popular
game engines, and methods for optimizing performance and visualization in the context
of game development. Within the framework of the article, a study of the features of
developing games in C# using Unity will be conducted, as well as methods of
optimizing performance and visualization that allow creating effective and high-quality
game projects will be analyzed.

Keywords: programming languages, C#, Unity

Pa3paboTka KOMIBIOTEPHBIX WUIp SIBISETCS OAHOW M3 Haubosiee MOMYJISPHBIX
obnacreit mporpaMmmupoBaHus. C KaXXJIbIM TOJOM KOJMYECTBO UIPOBBIX MPOEKTOB
YBEJIMYUBAETCS, U Pa3pabOTUMKHU UILYT HOBbIE HHCTPYMEHTBI M METOJIbI JIJISl CO3aHMsI
KAUEeCTBEHHBIX W IPOU3BOJUTEIBHBIX WUrP. B 3TON cTaTbe MBI COCPENOTOYMMCS Ha
UCIOJIb30BaHUU sA3bIKa MporpammupoBanuss C# u wurpoBoro aswxkka Unity s
pa3pabOTKH UTp, a TAKKE PACCMOTPUM METOAbI ONTUMHU3ALUU TPOU3BOAUTEIBHOCTH U
BU3YyaJu3ally, cieU(PpUIHbIE Ul JTaHHON TUIaTQOPMBI.

Unity - onuH U3 caMbIX MOIMYJISIPHBIX UTPOBBIX JABMKKOB, KOTOPBIN TTO3BOJISIET
pa3paboTunKaM CO3/1aBaTh UTPHI JJIS PA3IUYHBIX MIAT(HOPM, BKIHOYAs KOMIBIOTEPHI,
KOHCOJIM, MOOWJIbHBIE YCTPOICTBa M BHUPTYaJbHYIO peanbHOCTh. Unity HCIONb3yeT
A3bIK MporpaMmmupoBanus C# B KaueCTBE OCHOBHOIO SI3bIKA Pa3pabOTKH, YTO JEJaeT
ero JOCTYITHBIM U MPHUBJIEKATEIbHBIM JIJISI MHOTHX pa3pa0doTuuKoB [1].

IIpenmymiectBa nucnonszoBanus C# B pazpaOoTke urp ¢ ucnosp3oBanueM Unity
[2]:

e IIpocrora u3ydyeHus: U Ucnoib3oBaHus: C# UMEET NOHATHBIM U UHTYUTUBHO
MOHSTHBIM CUHTAKCHC, KOTOPbIH 00JIeryaeT U3y4eHHe U UCIOJIb30BAHUE SI3bIKA JJAXKE
JUIsl HOBUYKOB B NPOrpaMMHUPOBAHUM. JTO nenaer C# NOCTYNHBIM ISl IIUPOKOTO
Kpyra pa3pa0OTUMKOB, BKJIIOYasl T€X, KTO TOJIbKO HAYMHAET CBOW IyTh B MI'POBOM

HHIAYCTpPUH.
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e Uurerpamms ¢ Unity: C# sBIsieTCS OCHOBHBIM SI3bIKOM IIPOTPaMMHPOBAHHUS B
Unity, 4To oOecneyrBaeT MPsIMYH0 HHTETpaIvio ¢ (PYHKIIMOHAIBHOCTHIO JIBMXKKA.
Pa3paboTunku MOryT JIETKO CO3/1aBaTh UTPOBBIE OOBEKTHI, YIPABISATh aHUMAIIUSIMH,
00pabaTkIBaTh MOJI30BATEIHCKUI BBOJI U MHOTOE JIPYyroe, uermonb3yst C#.

e OOmmupHas gokymeHTanus u cooduiectBo: Unity u C# umeroT oOIIMpHYIO
JTOKYMEHTAITUIO, Y4eOHBIC MaTEePHAIIbl K aKTHBHOE COOOIIECTBO Pa3padOTYMKOB. ITO
O3HAYaeT, 4TO Pa3pabOTYMKH MOTYT JIETKO HAWTH IMOMJIEPKKY M OTBETHI Ha CBOH
BOIIPOCHI, a TAK)KE JEIUTHCS OMBITOM M HAXOJUTh TMOJIC3HBIC PECYPCHI JIJIST PAa3BUTHS
CBOMX HaBBIKOB.

[Mpumep xoma Ha C# s co3maHus TPOCTOM UTpoBoi crieHbl B Unity

MPEACTABIICH HAa PUCYHKE 1.
UnityEngine;
GameController : MonoBehaviour
GameObject player;
Start()

Instantiate(player, Vector3(2, 8, 8), Quaternion.identity);

Update()
(Input.GetKeyDown{KeyCode.Space))

player.GetComponent<PlayerController>().Jump();

PlayerController : MonoBehaviour

jumpForce 5f;
Rigidbody rb;

Start()

rb - GetComponent<Rigidbody>();

Jump ()

rb.AddForce{Vector3.up jumpForce, ForceMode.Impulse);

Pucynok 1 — Co3znaHue UrpoBoii clieHsl [pa3padoTaHo aBTOPOM]
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B stom mpumepe koma cosmaercs urpoBoit koHtposuiep GameController,
KOTOPBIN B HAa4aJie UTPhI co3/1aeT UrpoBoi 00bekT player B moszurmu (0, 0, 0). 3arem B
Ka)XI0M KaJpe UTPOBOTO IHMKJIA MTPOBEPSETCS HaKaTUE KIABUINU Space, U €Clii OHa
ObuTa Haxkata, BbI3bIBaeTcs Meroi Jump() y kommnonenta PlayerController. Meton
Jump() moGasnser cuiy BBepx K KoMmmoHeHTy Rigidbody, uroOsl cnenats urpoka
MPBITAIOIINM.

OnHoil M3 KIIIOYEBBIX 3a4ad pa3pabOTUMKOB WUIp ABISETCS OOecredeHue
BBICOKOM  MPOM3BOJUTENHHOCTH M  KAa4eCTBEHHON  BU3yalM3alliM  HMTPOBBIX
npunoxkeHudd.  Hipke — paccMOTpeHbl  HEKOTOpblE  METOABl  ONTHMHU3ALUU
IPOU3BOJAUTEIFHOCTY W BH3yaJW3allud B urpax, paspaboranHsix Ha C# ¢
ucnonb3oBanuem Unity [3].

e OnTumu3zanus peHiepuHra: PeHIepuHr UTpOBBIX OOBEKTOB MOXKET CTaTh
y3KUM MECTOM TPOMU3BOAUTENBHOCTU. /[l ONTUMHU3aLMK PEHAEPUHra MOXKHO
UCTIONb30BaTh PA3IMYHBIC TEXHHUKHU, TAKUE KaK COKPHITHE HEBUIAMMBIX OOBEKTOB,
o0beNMHEHUE TEOMETPHUU [JIs YMEHBIICHHS KOJIWYECTBA OTICIBHBIX BBI30BOB
pEHIIepUHTa, UCTIONb30BaHue ypoBHel aeranuzanuu (LOD) u npyrue.

e VmpapneHue mamMATblO: HempaBuibHOE yIpaBieHHE TAMSITBIO MOXKET
NPUBECTH K YTEUKaM MaMATH W CHIDKEHUIO MPOU3BOIUTENBHOCTH. Pa3paborumku
MOTYT HCIONb30BaTh HWHCTpyMeHThl Unity, Takue Kak MNPOPUINPOBIIUK, IS
OOHapy)XeHHs yTeueK MaMsATH M ONTHUMU3AIMHM WCIOIB30BAaHUS MAMSITH B MTPOBBIX
npwiokeHusx Ha C#.

e AcuHXpoHHBIEe omepanuu: lVcronp30BaHWE ACHUHXPOHHBIX — OMepanuit
N03BOJIsIET 3PPEKTUBHO UCIIOIB30BATh MHOTOIMIOTOYHOCTD U YIYUIIUTh OT3bIBUNBOCTD
urpel. C# mpenocTaBisieT MOIIHBIE CpeacTBa sl paboOThl C aCHMHXPOHHBIM
IpOrpaMMHUpPOBAaHUEM, TaKUE KaK KJIIOYEBBIE CJIOBA async M await, KOTOpbl€ MOTYT
OBITH UCTIOIB30BAHBI IS PeaTN3alliy apalieTbHbBIX H ACHHXPOHHBIX ONEpaIini.

e KommpoBanue maHHbIX: KdmmpoBaHWe IaHHBIX MOXKET 3HAYUTEIHHO
yIYYIIUTh TPOU3BOAUTEIHLHOCTh WIPOBBIX MPHIOKEHUNA. Pa3paboTynku MoOryT
UCTIONB30BaTh MEXAaHW3MBl KOIIMPOBAHUS JaHHBIX, TaKWe KakK HCIIOJIb30BAHNE
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OOBEKTOB TMyJla W TPEIBAPUTETHLHOE BBIYHUCICHHWE 3HAYCHHM, 4YTOOBl H30€KaTh
JIOPOTOCTOSIIMX OTIEPaIMii BHIYMCIECHUS BO BPEMS BBIIIOJIHEHUS UTPBI.

OnuH U3 pacnpoCTpaHEHHBIX CITOCOOOB ONTUMM3ALMU MPOU3BOJAUTEILHOCTH B
UTPax - UCTIOIb30BaHUE MTYJI0B 00beKTOB. [y 00beKTOB NpencTaBiisier co0o 3apaHee
CO3/1aHHBI HA0OP 00BEKTOB, KOTOPhIE MOTYT OBITH TOBTOPHO MCIOJIb30BaHbI B UTPE.
D10 mo3BoJseT W30ekKaTh HAKIAIHBIX PACXOJOB HA CO3/laHWE W YHUUYTOXKECHHE
00BEKTOB BO BpEMSI BBITIOJIHEHUS, YTO YIyUIIaeT MPOU3BOAUTEIHHOCT UTPHL. [Ipumep

HNCITOJIB30BAHUA TaKOﬁ OIITUMH3ALINN HpeI[CTaBJ'ICH Ha pI/ICYHKe 2
ObjectPool : MonoBehaviour

GameObject prefab;
poolSize g

List<GameObject> objectPool;
start()
objectPool List<GameObject:();
( i ; 1 < poolSize; i++)
GameObject obj Instantiate(prefab);

obj.SetActive( ¥
objectPool.Add(obj};

GameObject GetObjectFromPool()
(GameObject obj objectPool)

{!obj.activeInHierarchy)
T
L

obj.SetActive( 'H
obj;

Pucynok 2 — OnTumu3aius ¢ moMoIIbko MyJioB [pa3paboTaHo aBTOpoM]

B nanHOM nipriMepe Koa mokaszaH MpoCTOol MpUMeEp peaTn3aliiy myjia 00beKTOB
c ucnonb3oBanueM C# u Unity. B kmacce ObjectPool mbr xpanum npedad oObekTa u
pasmep myna. B merome Start() Mbl co3maeM ykazaHHOE KOJHUYECTBO OOBEKTOB U3
npedabdba u gqodapnseM ux B myn. Meron GetObjectFromPool() mo3Bosnser monydutsb

HEaKTUBHBIA O0OBEKT U3 ITyJjia, aKTUBHUPYA €ro U BO3Bpallad CCbUIIKY HA HETO.
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3akiaoueHne

Pazpaborka urp Ha C# ¢ HCTIOJIb30BAHUEM UTPOBBIX JIBUDKKOB M (DpPEHMBOPKOB,
takux kKak Unity, npenjaraer pa3paOOTYMKaM MOIIHBIM WHCTPYMEHTaApUW s
CO3/IaHUSI BBICOKOKAYECTBEHHBIX WIPOBBIX NpwioxkeHuil. C# oOnagaeT MPOCThIM
CHHTAaKCUCOM M HWHTerpupyercs TecHo ¢ Unity, yTto oOjserdaer pa3paboTKy UTp H
yopoiaer padoTy ¢ HUIpOBBIMHU OOBEKTaMH, aHUMAIMSIMH U TOJb30BaTEIHCKUM
BBOJOM.

Ontumu3zanusi TPOU3BOJUTEILHOCTH U BU3YalIU3allMU UTPOBBIX MPUIOKEHUIM
Ha C# Taxke SBISICTCS BaXHBIM acCHEKTOM pa3paboTku wurp. Paspaborunku mMoryt
WCIIOJIb30BaTh Pa3IMYHBIE METOJbl, TaKue KaK OINTHUMHU3ALUI0 PEHJCPUHTA,
yOpaBJIeHUE MaMsATbIO, ACHHXPOHHBIC OIEpalvi M KIIIHPOBAHHWE JTAHHBIX, YTOOBI
CO3/1aBaTh UTPHI C BHICOKOH MTPOU3BOIUTEIIBHOCTHIO U KAYECTBEHHOW BU3YyallU3aIleH.

B wurore, pa3zpaborka urp Ha C# ¢ ucnons3oBanuem Unity mpenocTaBisieT
pa3paboTYMKaM MOITHBIA HHCTPYMEHTAPHUI U THOKOCTH JJI CO3/JaHUS YBJIEKATEIbHBIX

H BBICOKOIIPOU3BOJAUTCIBbHBIX UT'POBBLIX HpPIHO)KGHPIfI.
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