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BBEJAEHUE

B namie Bpems paspiekarenbHas cepa 3aHUMAaeT HEMAIYI0 4acTh IIPUIIOKe-
HUI HAa MOOWJIBHBIX yCTpoiicTBax. Takxke 10CTaTOYHO MHOTO JIOJEH MHTEPECYIOTCS
HACTOJNBHBIMU UTpamMu. Ho K coxkanieHuto, He Bcerna ynaércs HaWTH MapTHepa Wid
KOTJIa OH €CTh HET UTPHI MOJA PYKOH, 4TOOBI CKOpoTaTh Bpems. M3-3a 3TuX mpu-
YIH HAYaJI0 TOMYJIIPU3UPOBATHCS IIOPTUPOBAHUE HACTOIBHBIX UT'P JIJI MOOMITEHBIH
YCTPOMCTB WJIU ISl IEPCOHAIBHBIX KOMIIbIOTEpPOB [1].
[enpto maHHOM paboOTHI sIBIsIETCS pa3pabOTKa MOOWIBHONW BEPCHUU HACTOJb-
HOU UTphL. [ TOCTHKEHUS JAaHHOMW 11eNTM ObLIN MOCTABIICHBI CIEAYIONINE 3a/1auu:
1. paccMOTpeTh OCOOCHHOCTH CO3/IaHUS MOOWJILHBIX TPHJIOKEHUN Ha JBUKKE
Unity;
2. co3aarh Urpy C BOBMOXKHOCTBIO UTPHI HA OJHOM YCTPONCTBE;
3. co3aarb 60Ta ISl CO3AAHHON MBI
Jlyis 60Ta MOCTaBIEHBI CIEAYIONINE 3a/1auu:
1. mepebop BO3ZMOKHBINA COCTOSTHUM UTPHI;
2. onpenenenue 3 exTa Ha UTPY MPU XOJE;

3. BBIOODP M COBEpIICHHE HAWIYYILErO XOAa;



1 Teopernveckasi 4acTh

B nanHoe BpeMsi CyIecTByeT OrpOMHOE MHOKECTBO JIBUYKKOB IS pa3pabOTKU
npuioxeHuii. HanbOonee monyiasipHbIMU SBIISIFOTCS CIEIYIOIINNA ABUKKH:

1. Construct 3 — mpoOCTOM IBUXKOK, B KOTOPOM MAET BU3yalbHOE MPOrPaMMHU-
pOBaHME, HO M3-32 HETO UAET OrpaHUYEHUE B BOBMOKHOCTSX pa3paboTUHKa;

2. Unreal Engine — JBHMXKOK, KOTOpBIM HarpaBieH Ha pa3paboTky 3D mpuiio-
JKCHMI;

3. Unity — JBHIKOK, KOTOPBIA HampaBjieH Ha MEXIUIaT(HOpPMEHHYIO pa3padoT-
Ky, Beqylllasi B MUpe miaropma HampaBjieHHas Ha pa3pabOTKy B peaibHOM
BPEMEHUY;

4. n npyrue;

B nanHoit paboTte ObL1 HCTIONB30BaH ABIKOK Unity, u3-3a €ero momysisipHOCTH

U MPOCTOTE B pa3pabOTKe HAa MOOUJIbHBIE IIAT(HOPMBI.

1.1 OcHOBHBIE HCNIOJIH30BAHHbIE KOMIIOHEHTHI ABHKKa Unity
1.1.1 Cuena

CueHa — 3To caMmblii O0JbIION OJNOK, B KOTOPOM OMHCHIBAETCA OPTraHU3ALIMS
00beKkTOB. B camoii mpocToM BUE 3TO OTAEIBHO B3SThII YPOBEHb, B 00Jiee IPOABH-
HYTOM BHJI€ OOBIYHO 3arpy>KE€HO HECKOJIBKO CLIEH. DTO MO3BOJIAET CLICHBI 3arpyKaTh

Y BBITPY>KaTh B MaMsATh [2].

1.1.2 Camera

[TapameTp Camera OTBEYaeT 3a TO, YTO BUJIWT IOJb30BaTeib. Camera mo3-
BOJISIET HACTPOUTH PACCTOSHHE, C KOTOPOrO OyIeT MPOUCXOAUTh OTPUCOBKA, LBET

3aHero (poHa, MPOEKIUIO U MPOYHE.

1.1.3 EventSystem

[TapameTrp EventSystem mo3BojsieT 00bEKTaM B3aWMOJEWCTBOBATH C JIPYT
IpyroM 0e3 CHIIBHOTO M3MEHEeHMs kona. biaromaps EventSystem oOBEKTHI MOTYT
oOuiarbcsi ¢ MOMOIIBIO CUTHANOB. TakuMm 00pa3oM NIpU OTAaye CHUrHajda OIHUM
00BEKTOM, T€ OOBEKTHI, YTO UMEIOT (YHKIHUIO MPUHUMAIOILYIO 3TOT CUTHAJ, MOTYT

MOJIYYUTh €r0 W BBITIOJHATH CBOM ()yHKITMOHAT [3].



1.1.4 Sprite

Sprite — 3TO BU3yaJbHOE MpeAcTaBieHne 00bekTa. OHO MO3BOJISET BHIOPATh

Pa3HbIC HaCTpOﬁKH Cp€an KOTOPLIX: I/1306pa)KeHI/I€, OBCT, clion OTPUCOBKH H T.II.

1.1.5 BoxCollider

BoxCollider — 5TO HmpeACTaBICHUE I'PAHULL, B KOTOPBLIX HPOUCXOAUT B3au-

MOJIEMCTBUE C OOBEKTOM.

1.2 IMoprupoBanHbie Urpsl Ha aBuKKe Unity

B nmannoMm pasznene npeacTaBiieHbl CyIIECTBYOLIME IOPTUPOBAHHBIEC HACTOJIb-
Hble Urpel. Crenyroiue mopTel ObUIM BRIOpaHBI M3-32 X MOIMYISIPHOCTH B COO0-
[IECTBE HACTOJIBHBIX Urp. I MHOIO OBLJIO MPOBEICHO CPaBHEHHE C UX MOOMIIbBHOM

BEPCHUEN.

1.2.1 Kaprorpadsl

Kaprorpadsr — 310 urpa BeinymenHas B 2019 u moprupoBaHHasi Ha Mo-
OWJIbHBIE YCTPOMCTBA TOIOM MO3/IHee cTyauel Brettspielwelt GmbH [4]. B neit
UTPOKaM MpenocTaBiIeHbl 4 Lenu Jarouiue noOeAHble OYKH, KOTOpPhIE MEHSIOTCS
IIOXOy UI'pbl. B KaKI0M payHJE BBITATUBACTCS KapTa ¢ MECTHOCTBIO, KOTOPYIO MT-
pOKaMm MPEJICTOUT HApUCOBaTh Ha CBOEM mojie. B MOOMIBHON BepCHUU MOITHOCTHIO

pean30BaH UTPOBOM IMPOLIECC, KOTOPHINA LEINMKOM NEPENAET UTPOBOM OMBIT [J].

1.2.2 Kapxkaccon

Kapxaccon — 3to urpa BeinymenHas B 2000 rony 1 mopTupoBaHHas Ha MO-
ounpHble ycTpoiicTBa B 2017 roxy cryaueit Asmodee Digital [6]. B manHOil urpe
0 oYepenu Urpoku OepyT CllydallHbIM Talia W BBIKJIAJIBIBAIOT €r0 Ha IOJIe Tak,
YTOOBI OH TpaHUYMII C APYruMu Tainmamu. [lociae 3TOro Urpok MOKeT MOCTAaBUTH
pabouero, KOTOPHIA AaeT MOOEAHbIE OYKU B 3aBUCUMOCTH OT MECTa, U TOCJIe 3TOTO
nepenaércs xon [7]. MoOunbHasi BepcHsi BKIIOUAET B Ce€0sl PEXKUM UIPbI MPOTUB
00TOB, UTPY HA OJJHOM YCTPOICTBE U UTPY IO CeTU. B urpe Ha oJHOM yCTpoOICTBE

No/Ipa3yMeBaeTCs Mepenaya yCTpOrUCcTBa MEXKIY UTPOKAMH B TEUEHUH MAPTHUU.

1.2.3 Talisman

Talisman — wurpa BeinmymeHHas B 2007 u mopTUpoBaHHAsT Ha MOOMJIbHBIE
ycrpoiictBa B 2014 rony crynuei Nomad Games [8]. B maHHON UTIpOKHU mepeiBUTa-

IOTCA IO UTPOBOMY I10JIKO 6pOCKOM KY6I/IKa, B 3aBUCHUMOCTU OT KOHEUHOM JJOKallnuHn
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UTPOK BBIMOJHSAET pa3Hble ACHCTBUSI HamucaHHble Ha Hel [9]. [lobenHol 1enbio
ABJIACTCS JTOWTH JI0 LEHTpA KapThl. Talisman MMEET BCEro JIBa PEKUMA UIPbI HA

OTHOM YCTPOWCTBE WJIH IO CETH.



2 IIpakTuyeckasi 4acTh

B pamkax manHOU paboThl pazpaboTaHO MPHUIIOKEHUE, MPEACTABIIAIONICE Ha-
CTONBHYIO Urpy Onitama. [lenb urpsl — moBecTH CBOEro MacTepa A0 Xpama OIIIo-

HCHTA WJIN 3aXBATHTh MACTCPa OIIIIOHCHTA.

2.1 IIpaBuja urpsl

Urpoit 11 pa3paboTku siBIsieTCs HacToNbHas urpa Onitama. Wrpa npoucxo-
JIUT Ha II0JIE pasMepoM 5 Ha 5, B IBYX IIPOTUBOIOJIOKHBIX LIEHTPAX PaCIOJI0KEHBI
xpambl. Takxke y Kaxaoro urpoka ectb 5 ¢uryp (1 yuurens u 4 yuenuka). [locie
HAYaJIbHOM PacCTAHOBKH Ka)XOMY UI'POKY pa3faercs IO 2 KapThbl NEPEABUKECHUS
u 1 kapra knagercs c6oky. KapTel moka3pIBaloT Kak MOTYT IepenBHUraThcsi pury-
pel. Ilocne sToro ciydaifHeIM 00pa3oM BbIOMpaeTcst nepBbiid urpok. Ilocie 3toro
KaXK/JIbIil X0J1 aKTUBHBIM UTPOK BBIOMPAET KapTy, KOTOPOl OH COBEPUIUT XO[, Iepe-
JBUTAET (PUTYpPYy B COOTBETCTBUU C BHIOPAaHHOU KapToOil, eciiu (purypa oka3zblBaeTcs
Ha KJIeTKe ¢ (pUrypoil NnpoTUBHUKA, TO OHA CheAaeT (purypy nporuBHuka. Mrpa mpo-
JOJDKAETCS O TE€X IOP IOKA OAUH U3 UIPOKOB HE CHECT YUMTEINS NMPOTUBHUKA WIH

OH HE€ 3aKOHYMT XOJ] YUYHUTEJIEM Ha KJIETKe Xpama npotuBHuUKa [10].

2.2 Peanu3zanusi urpnbl

JIBYOKKOM U1l co3AaHusl UTphl ObLT BbIOpaH Unity. OH moaepKuBaeT pas-

paboOTKy Ha pasziuyHble MIATHOPMBbI, B UKCIIE KOTOPhIX ecTh Android .

2.2.1 I'maBHOE MEHIO

HepBBIM YTO BUAMUT ITIOJIL30BATCIIb ABJISICTCA ITTABHOC MCHIO, U3 KOTOPOTO OH

MOXXET BBIOpaTh peskuM urpsl [11].

2.2.2 ®urypsl

PaccmorpuMm mpuHnium paboTel UrpoBbIX ¢uryp. OHa mpeacTaBiseT coboi
Sprite MoO3BOJAIOMIMI O0TOOpaxkaTh (Urypy Ha MOJie, TaKkKe Yy HEe€ €CTh KOMIIO-
HeHT Box Collider 2D mis ompeneleHus: 00JIaCTH JOCTYITHOMW JJIsi B3aWMOJICH-
cTBus [12].

B MOMeHT nHMIIManu3auu Ha SKpaHe Purypa mojyqaeT IBET COOTBETCTBYIO-
Ui €€ CTOPOHE U TEKCTYPY COOTBETCTBYIOLIECIO €€ paHry. [lociie nHnnmnanmzanuu

q)nrypa HaXO0OUTCA B COCTOAHHUHN OKHAAHHA HAKATHUA Ha SKpaH.



[Ipy HaxaTUW Ha 3KpaH IMPOHMCXOIUT IPOBEpPKa, OBLIO JIM 3TO Ha)XKaTHe Ha
burypy. Ecnu nepecedenue npousonnio ¢purypa nepexoauT B (asy nepeMemeHus
U MEHSET CBOE IMOJIOKEHHE Ha MECTO, IJie mpojonkaercs Haxarue [13]. [locne To-
ro Kak MPOMCXOAWT OKOHYAHWE HaKaThsd (UTypa MEPEXOAUT B MO3HUIUIO, KOTOpas
COOTHOCHUTCSI ¢ MecToM Ha moJjie. [locie Toro kak mpoOUCXOIUT 3aBEpIICHUE TMepe-
MEIIEHUS BBI3BIBACTCS (DYHKIHS JIJIs KaKI0H (UTYpHI, KOTOpas JTU0O0 IepeMeraeT

burypy B HOBO€ MeCTO, MO0 YHHYTOXKAET €€, €CIIM OHA ObLIa ChECHA.

2.2.3 Konoaa

Komnoga xapr sABisieTcs cioBapeM Te KU 3TO HOMEP KapThl B KOJIOZAE, a
3HAYEHHE 3TO KJIETKHU MepeMelleHus Ha kapre. Takke oHa uMeeT aABe (PYHKIIUH: Tie-
peMelnBanus U BbIOOpa KapThl. OYHKIMA NTEPEMELIMBAHNS BIOUPAET CIIy4ailHbIMI
3JIEMEHT C MEPBOTO IO MOCIECIHAN U MEHSET UX MECTaMHM, 3TOT MPOLIECC MTOBTOPSI-
€TCs HO JIMAIla30H MEHSETCS ¢ IEPBOro 10 MPEANOCIEIHErO U Tak aaiee. yHkuus

BbIOOpa KapThl BO3BpAILlaeT 3HAUYEHUE CIOBAaps MO KITIOUY.

2.2.4 Tlonsa

[Tone mpencTaBieHo AByMSI BUJIaMU: UTPOBOE U KapToyHoe. {151 momneit Obiu
CO3/IaHbI pOAUTENbCKUH KiIacc FieldBehaviour u iBa m1OoYEpHHUX Kiacca:
GameFieldBehaviour, CardFieldBehaviour.Pomurennckuii kitacc o0amaer oc-
HOBHBIMU (DYHKLIMSMHM JUJISl TIOJISL TAKMMM KakK: OUMCTKA, ONPEEIICHUE IPaHHUll, M0-
BOPOTa, pa3Mepa U MOJIOKEeHUS Ha HEM [ 14]. Pa3nuunst B UrpoBBIX MOJISAX B TOM, KakK

OHH ITOKAa3bIBAIOT CBOM KOMIIOHCHTHI.

2.2.5 Kapra

J171st B3aMOJIEMCTBUS MEXKTY KapTOU M UTPOKOM ObLT cOo3/1aH Kilacc CardBehaviour.
[Ipn yHUIIMALIMK TTPOMCXOJIUT MEPBUYHAS YCTAHOBKA KAPTOUYHOTO MOJISI C TTPABUIIb-
HOW TO3UIIMEN M MOBOPOTOM. TakKe 3TOT KJIACC OTBEYAET 3a B3aUMOJICHMCTBHUE C
Ha)KATUSIMU NOJIb30BaTeneM. Eciu Ha)xkaThe NpOUCXOAUTh B PyYKE aKTUBHOTO MOJIb-
30BaTeNsA, TO KapTa CTAHOBUTCS aKTUBHOW. EcCiM Ke KapTa Tam HE HaXOIHWTCA TO
OHa TMepeBOpaYMBACTCS IO/ BUJ TEKYIIIETO UIPOKa, U B 00OpaTHOE MOJIOKEHUE MPU

KOHIIE HaKaTH4.

2.3 Peanuszanusi napTum

Jnsi peanuzalny UIpbl CO3/IaHbl POAMTEILCKUM Kiacc GameController u

JBa JOYEPHUX Kjacca:



GameFieldBehaviour, CardFieldBehaviour. [Ipy nHnuuanu3anuu npoOMCXOaUT
YCTAHOBKA MOJ B CTAPTOBOE IMOJIOKEHUE, CO3MAETCA MOJIE, TJE MEPBYIO JMHUIO
3aHUMAIOT CHHUE (UTYpHI, a TIOCICIHIOI 3aHUMAIOT KPacHBIE, B IEHTPE KaxIou

JMHUU CTaBATCS MacTepa U OCTajJbHbIE YYEHUKH [15].

2.4 Peaqu3zanusi napTuM HA OJJHOM YCTPOMCTBeE

OnHMM M3 PEKHMMOB WIPHI SIBJISETCS UIpa Ha ofHOM ycrpoiictse. [Ipu nuHu-
[UATU3AUU TIOJISl TPOUCXOJIUT CBSA3h CUTHAJIOB JJIS MOJIYYCHHsSI MO3UIIMK HA TI0JIE
U KOHIIOM nepenasuwxkeHus [16]. Ilpu urpe mocie Toro kak Mpou30LUIA MOIBITKA
NepeBUHYTh (DUTYPY, UJIET CUTHAJI OT HEe K TOJI0, KOTOPOE MPOBEPSIET MOXKET
a1 ObITH COBEpIIEH 3TOT XOH. MaeT 3ampoc K UrpoBOMY KOHTPOJIEPY Ha MacCUB
C TIepeaBIKCHUEM Ha BbIOpaHHOMU Kapte. [locie atoro 6epercs mo3unms GUTYPHI,
OTIpPEACINAIOTCS €€ TPAHMIIBI MEPEABIKEHUS M UAET IMPOXOJ MO0 BCEM KJIETKaM C
kapTel. Ecnu monoxkenue, Ha KOTopoe (GUTypy XOTelld NEPEMECTUTh, JOCTYITHO, TO
noaéTcsl CUTHAM O MEPEIBUKEHUH (PUTYPBI C HAYaIbHOM MO3UIIMU HA TOCTYITHYIO,

€CJIM e He JOCTYITHO TO BO3BpAIIAETCs] CTAPTOBOE IMOJIOKEHUE PUTYPBI.

2.5 Peanu3anus napTuM NpoTus 0ora

AJNBTEpHATUBHBIM PEKUMOM SIBJISIETCSl Urpa npotuB 06oTa. OCHOBHOU (PyHK-
nuein 0orta sBIsSeTCs OLEHKa UTPOBOTO MOJIA, 3a 3TO OTBEYalOT QyHKIMU countSide
u Evaluate. @yHkiug countSide MmojiydaeT Ha BXOJ MACCHUB MPEACTABIIAIOMIUNA
II0JIE W LIBET UIPOKA, OT KOTOPOTO MIET OLIEHKA, IIOCJIE ATOr0 MAET MPOXOX IO BCe-
My MacCHBy M mojcuer ¢uryp urpokos, mo 10 oukoB 3a yuenuka u mo 1000 3a
yunrtend. OyHkuus Evaluate MOACYUTHIBAET pa3HULLY B COCTOSIHUM UTPOKOB, CHa-
yaja 3amyckaercs countSide AJisl ABYX UTPOKOB, OJICYMTHIBACTCS PA3HUIIA MEXKIY
CUHUM U KpPaCHBbIM UIPOKOM M OHA YMHOYKA€TCs Ha MEPCNEKTUBY AJis urpoka [17].
Otn (QyHKUIMU UCHOJB3YIOTCA ISl ONpEAeNieHUs] Kakoil XoJ| JIydllle BCEro COBEp-
muTh. [Ipr 006ymMbpIBAaHUU XO/1a OMPEEISAIOTCS BCE BO3MOXKHBIE XO/bI C ITOMOIIBIO
¢ynkunu GetAllMoves, OHa BO3BPAILAET CJIOBAPh C KIHOUOM Ha4aJIbHOW MO3ULUEH
Y 3HAYEHUEM CIIOBAPEM C KIIFOUOM HOMEPOM KapThl U 3HAYEHUEM KOHEUHOMW IMO3H-
UEH.

[Tocne 3TOro UaeT MOMCK HAWIY4IIEro X0Ja, CO34AeTCs MEpEMEHHAs XpaHsi-
1asi 3HaYEHUE C BBIMTPHILIEM JIYUIIETO X0/Aa, MPOXOASATCS BOZMOXKHBIE XO/bI MOJY-
YEHHBIE paHee, U €ClM JOCTUTHYTa ITyOWHA, TO BO3BPALIAETCA OLEHKA KOHEYHOTO

I1OJIA. HpI/I IMOJYUYCHHUH OLCHKU H)léT CpaBHCHHC C BBIMI'PBINICM JIYYIICTO X044, €C-
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JU OHU PaBHBI, TO XOJ M00ABJISAETCS K CIIOBAPIO JIYUIIUX, €CJIU OILICHKA OOJIbIIIE,
TO CO3/1a€TCsl HOBBIM CIIOBaph C HOBBIM XOA0M. Eciu B uTOre BBINLIO OOJIBIIE YeM
OJIMH BBITOAHBIA X0, TO BbIOMpaeTcs ciydaitHeii u3 gyumux [18-20]. Taxxe mms
Ka)KJIOTO TTOJIYYEHHOTO OISl ¢ HAOOpOM KapT UAET COXPAHEHHE ATOTO COCTOSHHS U
IIPH TIONAJIaHKs B 3TO COCTOSTHHE CHOBA OEPETCS YK€ M3BECTHBIN pe3ysIbTaT MOMCKA.

Bce atu pyHKkimu BkItoYeHbI B 00111y10 pyHKIMIO CommitMove, KOTOpast UHU-
[IUATTU3UPYET CTAPTOBOE COCTOSIHUE KapT, MOJS U TIIyOMHY TMOMCKA, C 3TUMH Tepe-
MEHHBIMU BBI3BIBACTCS MOUCK CIIEAYIOIIETO XO/a.

[Tocne Toro kak 00T COBEPIIAET XOJ MOJAETCS CUTHAJ O COBEPIICHUHU XOJa,
MOCJIe ATOTO IPOMCXOAUT CMEHA KapT M aKTHBHOTO UI'POKa aHAJOTMYHO WUIpe Ha
OJTHOM YCTPOMCTRBE. aK)Ke IIPH KOHIIE UTPHI 0TOOpakaeTcs MoOeaHBIN SKpaH C CO00-
HICHUEM O Mo0eae/opaKeHN U 3 KHONKaMH aHAJIOTUYHBIMH TPU UTPE HA OTHOM
ycTpoiicTBe. B pamkax pa3paborku Ob110 mpoBeaeHo okosio 830 urp. KomuuectBo
UTP BBIMTPAHHBIX JIIOAbMU cOCTaBuiO: 333 urpel. KoqnuecTBO UTP BBIMTPAHHBIX

o6orom coctaBmwio: 501 urpa.
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SAKJIFOYEHUE

B xone nanHo# pab®oThl OblTa pa3zpaboTaHa MOOWMIIBHAS BEPCHS HACTOIBHOMN
urpa Onitama Ha ABMKKE Unity MMeromas CIEaYIOIUE PEKUMBI:
1. OmMHOYHBIN pexuM,

2. urpa nmpoTUB NPOTHBHHUKA.
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