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AuHoTanus. [Ipu pa3paboTKe KOMIIbIOTEPHEIX UTP ¥ Pa3paboTYHUKOB YaCTO MOSBIISIETCS
IIOTPEeOHOCTh B CO3TAHUN CUCTEMEI YCUIEHUH, C TIOMOIIBI0 KOTOPOH UTPOK CMOXKET YBEJIMYUBATh
YPOH, 3TI0POBbE WK OAPYTHe XapaKTEePUCTHUKHU CBOEro IIepCoHaxKa UM BOBCE MOIy4YaTh HOBLIE
criocobHocTu. [Tpruem mist yoo6cTBa pa3paboTUYMKOB 3Ta CUCTEMA [OJI2KHA OLITH ITOHSATHOM,

93¢ GeKTUBHOH U JIETKO paclIupsieMoii. B 9TOH cTaThbe ONMKUCHIBAETCS peaan3alus TaKOU CUCTEeMEI C
KCIIONb30BaHUEeM MHCTPYMeHTa Scriptable Object mBuxkka Unity.

Abstract. When developing computer games, developers often need to create a power-up system
that allows players to increase damage, health or other features of their character or even gain new
abilities. Moreover, for the convenience of developers, this system should be understandable,
effective and easily extensible. This article describes the implementation of such a system using the
Scriptable Object tool of the Unity game engine.

KinroueBsie ciaoBa: pa3paboTka urp, nporpammupoBanue, Unity, C#.
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C0KHO MTPeOCTaBUTh COBPEMEHHYI0 KOMIIBIOTEPHYIO UT'PY, B KOTOPOH y UTPOKA HET BO3MOXKHOCTD
TeM HJIM UHBIM 00Pa30M YCHUJIUThL CBOET0 MePCOHAaXKa. Y CUIeHUSI MOTYT SIBIISIThCS
OCHOBOIIOJIATAOIIIKM 3JIEMEHTOM [IJIsi HEKOTOPHBIX XKaHPoB urp. Hampumep, B urpax xkaHpa
«Roguelike» mo Mepe TPOX0XKAEHUSI, UTPOK MOXKET IMONy4YaTh PAa3/IMUYHbIE YCUIEHUS, HO TepsieT
MIPaKTUYECKHU BECh IIPOTPECC IIPH MmopakeHnu. YTOOH COXPAaHUTL MHTEPEC UTPOKA, CHCTeMa
yCUJIeHUN OOJI2KHa OBITh 60TaTOM U pa3HooOpa3Hou. A B urpax xkaHpa «Metroidvania», uTpok mo
Mepe U3yUeHUsT MUpPa HaXOOUT HOBEIE CIIOCOOHOCTH, KOTOPEIE TTO3BOJISIIOT €My II0MaaaTh B
HeJIOCTYITHbIE paHee MecTa. be3 yCuIeHul uCCcleoBaHre UTPOBOT0 MUpPa OBIJIO OBl CKYYHBIM U
OOHOOOPA3HBIM.

Co3maTh eIUHOPa30BOe YCUJIeHNe IIepCOHaXKa He COCTaBiIsgeT TPyha AjIsg pa3paboTuuKOB, OOHAKO
co3panue 60raToN CHCTEMBI PAa3HOOOPA3HBIX YCUIEHUHN, KOTOPHIe OyAyT BCTPEYaThCS MHOXKECTBO
pas 1Mo Mepe MPOX0XKIOEHUsI UTPHI, MOXKET BHI3BIBATH TPYAHOCTHU. [1pu peanu3alny TAKOW CUCTEMBI
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HY?KHO Y49eCTb yOoOCTBO BHEOPEHUS PA3JIMUHBIX YCUJIEHUN: OT ITPOCTOTO YBEJIMUEHUS 3HAYEHUHN
XapPaKTEePUCTHUK, 0 OTKPBITHS HOBBIX CIIOCOOHOCTEH 1 BO3MOXKHOCTEH IJIs IepcoHaxa. Tak xe
BazkKHa PaCIIUPSIEeMOCTb CUCTEMHBI: V Pa3paboTYNKOB [OIKEeH OBITh MPOCTOM crtocob moGaBiieHUS
HOBBIX yCHUJIEHUI 0e3 MOTPeOHOCTH B UCIIPABJIEHUH CYIIEeCTBYIOIIero Koga. Co3maTh TaKyl0 CUCTEMY
B urpoBoM aBuxkke Unity MOKHO c ImoMoIlibio nHCTpyMeHTa Scriptable Object.

Scriptable Objects

Scriptable Object B Unity — 3T0 Kilacc, KOTOPHIM ITO3BOISIET CO3MaBaTh 0OBEKTHI C
IT0JIb30BATENILCKUMHY JTAaHHBIMU M XPAHUTh UX BHE ClieHbl uiu npedada (1madioH Ojist o0beKTa B
urpoBoM gBuxkKe Unity). OHM nIpecTaBasSiOT COO0M KOHTEMHEPH! TaHHBIX, KOTOPHIE MOTYT OBITh
KCIIOIb30BaHHI [JIsI XpaHEeHNUs, OpraHu3alluy U nepegadyy HHGOPMaluy MeXAY Pa3IudHbIMHI
crucTeMaMHu U KOMIIOHeHTaMHu UT'phl. Scriptable Object MozKeT MCIIONE30BaTHCA OJIS PA3IUUHBIX
1eney npu pa3paboTKe UTPHI, B 9TOM CTAThe OMMCHIBAETCS WX HUCIIOIb30BaHUE OJISI CO3MaHUS
CHUCTEMBI YCUJIEHUH.

AOCTpPAKTHBIN KJIACC IJIsl YCHICHUH

[TepBBIM I1ATOM IIPU CO3MAaHUM CUCTEMBI YCUIEHUN SABJIsIETCS co37aHue abCTPaKTHOTO Kjlacca, OT
KOTOporo 6ymyT HacnenoBaTbCs Bce qoOaBIsieMble B UTPY YCUIeHUs. [IJ1s1 3TOTO B IIPOEKT
mo0aBIsIeTCS HOBBIM CKPUIIT, OMHAKO B OTJIMYKE OT OPYTUX CKPUITOB, 3TOT OyIEeT HacieJoBaThCI HE
ot «MonoBehaviour», a ot kimacca «ScriptableObject». Knacc memaeTrcss aGCcTpakKTHBIM, ITIOCKOIBKY
He TToTpebyeTcs: co3gaBaTh 3K3EeMIIJIIPEI 3TOT0 KJjlacca, OJHAKO OT Hero OYOyT HacJieoBaThCsA
KJIaCCHl KOHKPETHBIX YCUJIEHUY, TaKUX, KaK HallpUMeD, YBeIndeHue 300POBhs UIU YypoHa. B aTtom
KJIacce OOJIZKHBI OBITh OIIMCAHKI IIOJIST, KOTOPHIE OYOYT IPUCYINH JIFo6oMy ycuneHuio. O6s13aTeIbHBIM
SIBJIsIeTCS 00bsABIIeHNEe PyHKIMY, KOoTopas OymeT cpabaThBaTh IPU MOIYYEeHUHN YCUIeHus (GyHKIHUSA
«Apply» Ha puc. 1) 9Ta QyHKIUS IPUHUMaEeT Ha BXOI UTPOBOIM 00BEKT, K KOTOPOMY OymeT mpuMeHeH
3¢ deKT (00BIYHO 3TO CaM UT'POK). Tak ke B MpuMepe HuxKe 00bsiBIeHO moje «Tier» - ypoBeHb
YCUJIEHUsI, MOXKET MCI0Ib30BaThCS, YTOORI IO MEPE IPOTrpecca UTrPOKa BhIIaBaTh eMy 0oree
cunbHble 60HYCHl. Ha pucyHke 1 usobpakeH IIpuUMep 3TOT0 Kjlacca, KOHKpPeTHas peanu3alus MOXKeT
OTJINYATHCS B 3aBUCUMOCTH OT MOTPEOHOCTEH KOHKPETHOMN UTDHI.

using UnityEngine;

public abstract class PowerupEffect : ScriptableObject
{

public int tier,
public abstract void Apply(GameObject target);

PucyHok 1. AbcmpaKkmHbwlii K/1adcc ycuaeHull

Co3maHue yCHICHHH

Crnenpyromuy 5Tan - CO3TaHue KOHKPETHHIX YCUJIeHUN. [1719 3TOr0 Hy2>KHO CO30aTh HOBBHIU KJIacc,
KOTODPHIH OymeT yHaciaeqoBaH OT CO3MaHHOI0 paHee abCTPaKTHOIO Kjlacca. B HeM Heo0X0oauMo
peanu3oBaTh 00BLSABIIEHHBIE B aOCTPAaKTHOM Kjlacce GYHKIIMU, B HAIlleM CJIydae - 3TO QYHKIUA
«Apply». B ipuMep Ha pUCYHKe 2 TTOKa3aHa peajiu3alids YCUJIeHUS XapaKTEePUCTUK: 00bSIBIIEHE
[IOJISL OJis 3HAUEeHMM, Ha KOTOpPhIe NOJIKHA YBEJIMYUTHCS KaXaas U3 XapaKTePUCTUK U peajlnu3oBaHa
dbyurua «Apply», BHyTPH KOTOPOM COOTBETCTBYIOIINE 3HAYEHUS TPUOABIIIIOTCS K
XapaKTepUuCTUKaM UT'POKa.



[CreateAssetMenu(menuName = "PowerUps/StatBuff")]
public class StatBuff : PowerupEffect
{
public float healthAmount;
public float damageAmount;
public float fireRateAmount;
public float bulletSpeedAmount;
public float sizeAmount;
public override void Apply(GameObject target)
{
target.GetComponent<CharacterContorl=>().health += healthAmount;
target.GetComponent<CharacterContorl>().maxHealth += healthAmount;
target.GetComponent<Weapon>().fireRate += fireRateAmount;
target.GetComponent<Weapon>().bulletSpeed += bulletSpeedAmount;
target.GetComponent<Weapon>().damage += damageAmount;
target.GetComponent<Weapon>().size += sizeAmount;
}
3

PucyHnok 2. Kaacc ycuieHuss xapaKkmepucmuk

It ymoO6cTBa pa3paboTKy K GYHKIIMK TaK Ke MOXKHO no0aBuUTh aTpudyT «CreateAssetMenu».
Hampumep, mocie nobaBinenus cTpouku «[CreateAssetMenu(menuName = "PowerUps/StatBuff")]»,
CO3maBaTh 9K3EMIUISIPHl YCUJIEHUH MOXKHO OymeT mpsiMo u3 MeH0 Unity, OTKPBIB COOTBETCTBYIOIITYIO
BKJIAIKYy. B Kpyrieix cKoOOYKaX yKa3blBaeTCs Ha3BaHUe IIOIMEHIO [JIsi CO3MaHHBIX YCUJIeHUH.

like - MainMenu - Windows, Mac, Linux - Unity 2021.3.204 PowerUps > BounceBuff

Ascets - GameObject Component Jobs Window | Enkdic ExplosicnBuff
Create * HealthUp
Show in Explorer CF Scripn OnkillBulletBuff
Open 20 ’ FirePointBuff
Delete Visual Scripting X StatBuff
Pacara Shader Graph 2
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PucyHok 3. [lobaeneHue ycujseHUull u3 MeHIO

[lanee ocTtaeTcs TOIBKO CO30aTh KOHKPETHBIE 9K3eMIUISIPH ycusneHui. ITocse BeIOOpa
COOTBETCTBYIOIIETO IYHKTa B MEHIO, B IIPOEKT mo0aBisieTcss 00BEKT ycuneHusi. HacTpouTh 3HAUEHUS
00BSIBJIEHHEIX PaHee IT0JIel MOKHO BHYTPH ITaHenu Inspector.
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PucyHok 4. Hacmpoiika 3Ha4yeHuli

AHanoOruYHEIM 06pa30M MOZKHO CO3[aTh PA3JINYHBIE YCUJIEHUS, KOTOPhLIE OYAYT YHUKAIbHBIM
06pa3oM BIIMATH Ha ITePCOHAXKA, a IIPU CO3TaHUU HECKOJIPKUX 9K3EMIIISPOB YCUIEHUH OTHOTO
KJlacCa, MOKHO BapbUPOBATh X YUCJIOBBIE TapaMeTPhl YTOOBI CO30aBaTh Ciabble UJIM CUIbHEBIE
6oHycHI. [Tasiee pa3pabOTYMKY OCTAETCS TOJIBKO Pean30BaTh MOJIyYeHUe 3TUX YCUIEHUH UTPOKOM.
OpuH U3 c1oco00B - CO3MaHKe Ha ClieHe 00BeKTa, IPU B3aUMOAEHCTBUU C KOTOPHIM, BLITIOTTHSIETCS
dbyaKIMS «Apply» COOTBETCTBYIOIIETO YCUIEHUS, OMHAKO KOHKPETHAs peanu3alus 6ymeT 3aBUCETh
oT moTpebHOCTeM pa3pabaThiBaeMOM UTPHI.

CJ102KHBI€ YCHIICHUSI

[Tpu peanu3aliy CUCTEMbI YCUIEHUH TaKUM 00pa30M, MOXKHO CO3[MaBaTh HE TOJBKO IIPOCTHIE
OOHYCHI, YBEIMYHBAIOIINEe XapaKTePHUCTUKY, HO U Oojee ciioxkHbEIE. Pa3zpaboTdynku MOTyT
B3aMMOMENCTBOBATH C JIIOOBIMH 3JIeMEHTaMU UT'PH Yepe3 QYHKINI0 «Apply» HYKHBIM UM 00pa3oM.
Taxk ke MOXKHO peann3oBaTh cpabaTeiBanme 3G (GEKTOB He TOIBKO ITPU MOJIy4eHUN O0HYyCa, HO U IIPHU
OPYTUX YCIOBUAX, CO3aB WHTEPGENC oI KIIacCoB ycuieHu#. Ha pucyHKe 5 mmoKa3aH mpuMep
nHTepdetica «IOnHit». Knaccel, peanu3syiomire 3TOT UHTEPGHENC OOIKHBI OTIPENENIUTh QYHKIIUIO
«OnHitEffect», koTopast 6ymeT cpabaThBaTh, KOT{la UTPOK TIOMAaeT CHAPSIAOM T10 TPOTUBHUKY.

using UnityEngine;

public interface IOnHit
{
void OnHitEffect(GameObject bullet, Collision2D collision, float chance);

Pucynok 5. IIpumep unmepdgeiica

[lamee, Ipu CO3MaHUU HOBBIX KJIACCOB YCUJIEHUHM, HEKOTOPHIE U3 HUX MOTYT PEaTu30BBIBATh OOUH
WY HECKOJIPKO TaKWX MHTEeP(EeCcoB, YTO MO3BOJIUT CO3aBaTh O0JIEe CII0KHBIE U MHTEPECHBIE
OOHYCHI [JIg UTPOKa. Pa3HooOpa3ue TaKUX YCUIEHWHM OrPAaHUYUBAETCS TOJIBKO aHTa3uewn



pa3paboTunka.

BbIBOOBI

Cucrema ycuieHu OJisi KOMIILBIOTEPHBIX UTP Ha ABUXKKe Unity co3manHasa ¢ moMoinsio Scriptable
Objects He TonMbKO 00JieTYaeT Npolecc pa3paboTKU UTPHI, TPEIOCTaBIIsAI IPOCTON U YIOOHBIN

crioco6 mob6aBneHusT 60OHYCOB, HO U [aeT pa3paboTyruKaM BO3MOXKHOCTb CO37IaBaTh CIIOXKHEIE,
pa3Hoo0pa3HBIe YCUIEHHsI, CIIOCOOHEBIE YIOBIETBOPUTh ITOTPEOHOCTH JIF000M UT'PHL.
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