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Annomayus. llpuBeneHbl MOLIAroBble KOMIIOHEHTBI M pE3YAbTarhl Ipoliecca pa3padoTKu
oOyuaroleil Urpsl ¢ MOMOIIBI KpocciuiarpopMeHHoi cpeapl Unity — pemaktopa (IBYXKKA) UIs
pa3pabOTKN KOMIBIOTEpHBIX Urp. Mrpa mpusBaHa oka3aTh MOMOIIb OOYYarOIIUMCS B MEPBUYHOM
3HAaKOMCTBE M OCBOCHHUHU AHIVIMMCKOTO sI3bIKa IOCPEICTBOM B3aMMOJEHCTBHSI C MHUPOM U €ro
n3ydeHus. KomoBas yacTh WIphl peaqu3oBaHa C MOMOIIBI0 OMONMMOTEK W (YHKIMOHANA SI3bIKA
nporpammupoBanus C#, s Bu3yaqu3alMud TpOeKTa (MIPbl) MPUBJICYEHBI BO3MOXHOCTH 3d-
MOJIETTUPOBAHHUS.

Abstract. Shows the step-by-step components and results of the process of developing a
training game using the Unity cross-platform environment—an editor (engine) for developing
computer games. The game is designed to help students in primary acquaintance and mastering the
English language through interaction with the world and its study. The code part of the game is
implemented using libraries and functionality of the C# programming language; 3D modeling
capabilities are involved to visualize the project (game).

Kniouesvie cnosa:  nBuxok  Unity, pa3paboTka Wrp, aHDIMHCKUM — A3BIK,  SI3BIK
nporpaMmupoBanus C#, KOMIBIOTEpHbIE UTPbI, 3d-MO/IeTMpOBaHIE, UTPOBOE OOyUEHUE.

Keywords: Unity engine, game development, English, C # programming language, computer
games, 3d - modeling, game learning.

Buneourpsl MOryr NpUHOCHUTH MHOTO TOJB3bI, OBITH HE TOJILKO pa3BiedeHueM. OHU
MOMOTal0T pa3BUBaTh pazIMYHbIE KOTHUTHBHBIE HaBbIKM. Harmpumep, MHOrue urpbl TpeOyroT
CTPAaTerMYecKOro MBIIIICHUS U OBICTPOTO pearupoBaHMs, YTO TPEHHPYET MO3I M I103BOJISET
YIY4LIUTh peakuuio. Mrpas B urpsl Ha MHOCTPAHHOM S3BIKE, Bbl YCBaWBaeTe HOBBIE CJI0BAa U (hpas3bl
B KOHTEKCTE, YTO MOYKET IIOMOYb Pa3BUTh HABBIKM YTEHUs, TOHUMAaHUS TEKCTA HA JPYIOM S3BIKE
[1,2].

PaccmoTrpuM mpouecc Co31aHusl KOMIIBIOTEPHON UIPBI, UAES KOTOPOH 3aKJIFOYAeTCs ITOMOILH
UTPOKY B M3YyYEHUU AHITIMHCKOIO SI3bIKA IIOCPEACTBOM IIOCTPOCHUS CBA3U BHU3YaJIbHO 3HAKOMOIO
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00BEeKTa C ero Ha3BaHWEM Ha MHOCTPAHHOM si3bIKe. JIJIsl peann3anuy MPOeKTa UCIIOIb3YeTCs cpea
pa3paboTKH KOMIBIOTEPHBIX HWrp Unity, MO3BOJISIONIAs CO3/aBaTh MPHIOKCHUS IS Pa3HBIX
wiarGopM, OIEPAMOHHBIX CHCTEM, YCTPOWCTB W 0Osamaromias 0OraTblM MarasMHOM T'OTOBBIX
HabopoB pecypcoB. IlepBoHadanbHO B pa3paboTke co3maeM HOBBIA 3d-mipoekT (Momens) mox
nasBanuem “Learn English” [2, 3]. IIporecc co3nanus npeacrasieH Ha Pucynke 1.

9
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’

Pucynox 1. Co3nanue HOBOro mpoeKkTa

Jlanee HY)KHO pean30BaTh MIPOKA, JOKALUIO M TECTOBBIC MpeaMeThl. /i co3maHusi urpoka
noMeIiaeM KyO, KOTOpbId OyJeT SBIATHCS TEJIOM, BHYTPb Kamephl, Ha3BaHHOW Main Camera
(Pucynox 2). Eii mob6aBmsem cBoiictBo RigidBody, mo3Bosstoiiee crath (U3MYECKH TBEPABIM
00BEKTOM, Oarofapsi KOTOPOMY MbI HE CMOKEM ITPOXOUTH CKBO3b JPYTUe TBEPIbIe 00bEKTHL. Tery
urpoka aooasisieM cBoiicTBo Box Collider, koTopsIid MOMOraeT yCTaHOBUTH TPAHMIIBI TIPEIMETa B
npocTpanctse [3, 4].

50 Main Camera

<) Cube

Pucynok 2. Uepapxust KOMIOHEHTOB UTPOKa
Jliig mepeMeleHusl Urpoka Co3aeM U 3aKperisieM cieayroumii ckpunt Ha Main Camera:

public class move : MonoBehaviour

{

public float speed = 1.5f;

public Transform head;

public float sensitivity = 5f; // uyBcTBUTEIEHOCTE MBIIITH

public float headMinY = -40f; // orpanuuenue yria s rojgoBbIl

public float headMaxY = 40f; // orpanuvenwue yria jijisi FOJIOBbI

private Vector3 direction; // xpaHuT BEeKTOp HaIpaBJICHUS IBUKEHHUS

private float h, v;

private int layerMask;

private Rigidbody body;

private float rotationY;

void Start()

{
body = GetComponent<Rigidbody>();
body.freezeRotation = true;
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Cursor.visible = false; //ckpsiBaem Kypcop
Cursor.lockState = CursorLockMode.Locked:;

}
void FixedUpdate()

{
body.AddForce(direction * speed, ForceMode.VelocityChange);

// OrpaHn4YeHne CKOPOCTH, HHaYe 0OBEKT OyIET MOCTOSHHO YCKOPSIThCS
if (Mathf.Abs(body.velocity.x) > speed)// npoBepka Ha MPEBBIIICHHE CKOPOCTU U €€
OrpaHUYEHUE 110 X

{
body.velocity = new Vector3(Mathf.Sign(body.velocity.x) * speed,
body.velocity.y, body.velocity.z);
}

if (Mathf.Abs(body.velocity.z) > speed)// nmposepka Ha mpeBBIIEHHE CKOPOCTH U €€
OIrpaHHUYCHUC 110 Z
{
body.velocity = new  Vector3(body.velocity.x, body.velocity.y,
Mathf.Sign(body.velocity.z) * speed);
}
}
void Update()
{
h = Input.GetAxis(""Horizontal™);
v = Input.GetAxis("Vertical);
// ynpaBJICHHE TOJIOBOM (Kamepoii)
float rotationX = head.localEulerAngles.y + Input.GetAxis("Mouse X") * sensitivity;
rotationY += Input.GetAxis("Mouse Y") * sensitivity;
rotationY = Mathf.Clamp(rotationY, headMinY, headMaxY);
head.localEulerAngles = new Vector3(-rotationY, rotationX, 0); // npumenenue
Bpalll€Hus K I'OJIOBC
// BEKTOp HaIpaBICHUS ABUKCHUS
direction = new Vector3(h, 0, v);
direction = head. TransformDirection(direction);
direction = new Vector3(direction.x, 0, direction.z);
}
Jlo6aBUM BO3MOYKHOCTH COBEpPILATh MPBDKKU C MOMOINBIO CIEAYIOLIEro CKPHUMTA, KOTOPbII
TaKXKC IoMEiacM Ha Main Camera:
public class JumpScript : MonoBehaviour
{
public float speed = 10f; // ckopocTs mpbikKa
public Rigidbody rb;
private bool isJumping; //¢nar, yka3siBaromiuii Ha TO, TPOUCXOIUT JIU Celdac MPbHKOK
void Start()
{
rb = GetComponent<Rigidbody>();
isJumping = false; // copoc duara npsikka

¥
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void Update()

{
if (Input.GetKeyDown(KeyCode.Space) && isJumping == false) //mpoBepka Haxkarus
npoberna
{
rb.velocity = new Vector3(0, 5, 0);
islJumping = true;// ycranoBka (iara npebkka B 3HadeHue true
}
}
private void OnCollisionEnter(Collision collision)
{
isJumping = false;// copoc duara npebrka
}

Crenyronym 1aroM co3jaéM HECKOJIBKO MapajuleenuIeoB — o U OTPaXIeHUs JIOKaLuy, a
TaK)Ke TeCTOBBIE MTPEMETHI, B JAHHOM CJIy4ae 3TO KyO, map u kamncyna (Pucynok 3). /lo6aBnsem um
croiictBo Box Collider, uTo0ObI Henb3s OBLIIO TPOUTH CKBO3b HUX [3].

Pucynox 3. TecroBas jokarus

Hamee paspabareiBaeM uHTepdeiic oOyuaromeit urpel. s storo co3maem Canvas u
TEKCTOBBII 00beKT, KoTophIii HazsiBaeM OnHoverText (Pucynok 4).

r) Ldanvas

) OnHoverText

Pucynok 4. Uepapxust o6bekra Canvas

CJ'IC,ILYIOH_[I/IC ABa CKpHUIITA pCAIINU3YIOT (I)YHKI_II/IOHaJIBHOCTB HaBCACHUA KypCOpa Ha 00OBLEKT:
Il cxpunt g Canvas
public class UlManager : MonoBehaviour
{
private static TextMeshProUGUI OnHoverText;
void Start()
{
OnHoverText =
GameObject.Find("Canvas/OnHoverText").GetComponent<TextMeshProUGUI>();
}

public static void SetOnHoverText(string objName)
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{

}
public static void OffOnHoverText()

{

ki
¥

[l cxpunt ais 00bEKTOB
public class Hoverable : MonoBehaviour

{

private void OnMouseEnter()

{
k

private void OnMouseEXxit()

{
k

Kornma xkypcop MbIm HaXoquTcs B 00macTi 00bekTa, oH BbI3bIBaeT MeTo SetOnHoverText B
kiacce UIManager nist oToOpakeHusl Ha3BaHus oO0bekTa. Korjga Kypcop MbIlM MOKUAAeT 06jJacTh
oObekra, BbBBIBacTca Meton OffOnHoverText, kotopelii ymanser tekctT. Ilpuctymaem kK
TECTHPOBAHUIO. 3allyCKaeM UTPYy M TOAXOIUM K OOBEKTaM, WX Ha3BaHMS YCIICUTHO BBIBOAATCS Ha
skpaH. Jlamee no0aBuM OOJIbIIE SJIEMEHTOB JIOKAIMM M CHOBAa MpoTecTHpyeM. Hekoropsie
pe3yNbTaThl TECTUPOBaHUS NpecTaBieHbl Ha Pucynke 5 (a, 6, B, ).

OnHoverText.text = objName;

OnHoverText.text = """

UlManager.SetOnHoverText(gameObject.name);

UlManager.OffOnHoverText();

Pucynok 5. TecTsl pacnio3HaBaHHS 00BEKTOB
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Takum o6paszom, ¢ momompbio penakropa Unity m s3eika mporpammupoBanus C# Obuia
yCIIENIHO pa3paboTaHa KOMIBIOTEpHAs WIpa, MOMOramouas B OOy4YEeHUHM AHIIMICKOMY S3BIKY.
[TpoexT ocHamieH spkod TpaduKOH UM MHTYHTUBHO TOHSATHBIM HHTEp(dencoM, 4To JenaeT ero
MPUBJIEKATEIbHBIM, CIIOCOOCTBYET N3YUYSHHIO aHTIIMACKOTO SI3BIKA.
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