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DEVELOPMENT OF A 2D PLATFORMER GAME IN UNITY USING C#
Abstract

This article thoroughly examines the key stages of developing a mobile game
on the Unity platform utilizing tiles. It specializes in several crucial aspects of
creating a gaming application. It covers the processes of designing and building a
game scene, including the development and utilization of tilemaps, as well as the
creation of animations and their seamless transitions. The article also describes the
creation of soundtracks for the game and sound effects for the characters.
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[Tnargopmepsl — 3TO CcBO€OOpa3HbIN, JOBOJIBHO JIETKO Y3HABAEMBIN IKaHP
KOMITbIOTepHOU urpbl. OH 3aKito4aeTcs B TOM, YTO y MEpPCOHaXKa €CTh 3ajiaya —
MPOMTH 1O Pa3HBIM YPOBHSM, ITPEOIoJieBast npernsTcTBus [1].

[lepeitnem k co3manuto urpel. Urpa BoeimosniHeHa B (opme minardopmepa, B
KOTOPOM WTIPOKY Tpejjaraercsi 1o0paThCcsi Ha KaKJIOM M3 YPOBHEH OT HadaabHOM
TOYKH K (uHUIIy. Mrpa BKIOYaeT HECKOIbKO ypoBHel (puc. 1), (puc. 2). YpoBHH

OTIINYArOTCA CJI0KHOCTBIO U MCXaHWKaMU, KOTOPBIC TaM ITPHUMCHSIOTCA.

M oy T ot

Puc. 2. Bropas criena

PaccMoTpuM KiTtoueBbI€ ATambl pa3padOTKH UTPHI.



Jns  Hauama  pa3paboTku  HeoOXogumo  yctaHoBuTh  Unity s
HEIMOCPENCTBEHHOW pabOThl Haa TMpoekToM, a Takke Visual Studio mis cozmanus
CKPHIITOB Ha sI3bIKe IporpamMmupoBanus CH.

Kapra mupa Oyner cocraBieHa M3 TalIoOB, KOTOpPbIE MPEACTABISAIOT COOOM
HeOonbIMe pparMeHThl N300paKeHn, COOpaHHbIE B CETKY. DTH TalJIbl B KOHEUHOM

urore (OPMUPYIOT LIEJIbHOE N300paKeHUE, TTPE/ICTABIISAIONIEE YPOBEHb UTPHI (pHC. 3).

Puc. 3. Kapra TaiinoB npoekra

JInst co3maHus mepcoHa)xka, Mbl HAYHEM C CO3JIaHMSI IPOCTOTO CHpaiTa. 3aTem
MBI TIpUCOENMHUM K Hemy KoMnoHeHT «Rigidbody 2Dy, koTopelii mnpuaact
¢busnyeckyro npupony nepcoHaxy. [lanee, s onpeneneHus: rpaHULl IEpCOHa)Xa B
MIPOCTPAHCTBE U €r0 B3aMMOJECHCTBUSA C OKPYKEHHUEM, Mbl MPUKPEIUM KOMIIOHEHT

«BoxCollider 2Dy.



[Tocne 3TOrO, HEOOXOMMMO HAMWCATh CKPUIIT JJISl YIPABICHUS IBMKCHHEM
MEPCOHa)Ka B TMPOCTPAHCTBE. MBI peanu3yeM YIpaBICHHUE C WCIOJb30BAHHEM
JOKOUCTHKA (JTUCTHHT 1).

Jluctunr 1

CKpI/IHT MCPCABUKCHUA IICPCOHAXKA

[SerializeField] private float moveSpeed = 7f;

[SerializeField] private float jumpForce 15f;
public Joystick joystick;
private bool isJumpButtonPressed = false;
private void Update ()
{
dirX = joystick.Horizontal;
if (dirX < 0f)
dirX = -1f;
if (dirX > 0f)
dirX = 1f;
rb.velocity = new Vector2 (dirX * moveSpeed, rb.velocity.y);
if (isJumpButtonPressed)
{
if (IsGrounded())
{
rb.velocity = new Vector2(rb.velocity.x, jumpForce);
}
isJumpButtonPressed = false;
}

UpdateAnimationState () ;

JloGaBUM B O3TOT ’K€ CKpUNT (PYHKIMOHAJN JJs CMEHbl aHUMalul, B
3aBUCUMOCTH OT JE€HUCTBUMI MEepCOHAKa (JIUCTHUHT 2).
Jluctunr 2

CKpunT CMEHBI aHUMali IIEPCOHAXKa



private enum MovementState { idle, running, jumping, falling }
private void UpdateAnimationState ()

{

MovementState state;

if (dirX > 0f) {
state = MovementState.running;
sprite.flipX = false;

}

else if (dirX < 0f) {
state = MovementState.running;
sprite.flipX = true;

}

else{
state = MovementState.idle;

}
if (rb.velocity.y > .1f){
state = MovementState.jumping;

}
else if (rb.velocity.y < —-.1f){

state = MovementState.falling;

}

anim.SetInteger ("state", (int)state);

Janee, co3naquM aHUMaIMio B (aiiyiax MpoeKTa U OTKPOEM OKHO aHUMAIUH.
3areM IMepeHeceM CHpalThl OJHOW aHUMAallMM B PaHEE CO3JaHHYI aHUMAIHUIO.
Hactoum ckopocTh Bocmpou3BeleHMs JjIsi BceX aHumaiui. Ternepb HE0OXOAUMO
MPUCOCIMHUTh KOMIIOHEHT «Animator» K TMEepCOHaXy U TMepedTth B Hero. B
OTKPBIBIIEMCS OKHE HYKHO HACTPOUTH MEPEKIIOUCHUE aHUMAlMi JIJI MEPCOHAaXka, B
3aBUCHUMOCTH OT ero neiictBuid (puc. 4). Takxke ycTaHOBUM BpeMms mepexoja s
KaX10¥ anuMarmu Ha 0 ceKyH 7151 00JIe€ OT36IBYMBOTO BOCTIPOU3BEICHHUS.

Co3gaguM 1BE MEPEMEHHBIE: OAHY ISl OTCIICKUBAHUSL COCTOSIHUSA MEPCOHAXKA
(LIE7IOYUCTIEHHOTO TUIIA) U BTOPYIO JJIs1 OTCIEAKUBAHUS COCTOSIHUSL CMEPTH MEPCOHAXKA

(tun Oynean). /{o6aBuM MepeMeHHbIE COCTOSIHUSI B MEPEXOJbl KaXAOW aHUMAalUu U



CBSIDKCEM UX C 3HAYCHHUAMMU, OIPCACICHHBIMU PAHCC B CKPHUIITC IIEPCOHAXKA (J'II/ICTI/IHF

Puc. 4. AHumarop nepcoHaxa

Temepp MBI TiEpeiiieM K CO3[IaHMIO UTPOBOTO YPOBHS C HCIOJb30BAHHEM
TainoB. yig 3Toro Ham notpelyerca co3nark 2D TaiinMar, UCnonb3ys KBaJgpaTHbIE
Talnpl. 3areM Mbl OTKPOEM OKHO C TMajJuTpPOW TailJIoB M 3arpy3uM 3apaHee
MOJITOTOBJICHHBIN Talaman. Co3/laauM >KelaeMblii UTPOBOM ypOBEHb M IIPUCOCTUHUM
k TainMany komnoneHTsI: «Tilemap Collider 2Dy, «Rigidbody 2Dy (u3menum tuI ¢
JMHAMUYecKoro Ha craruueckuii), «Composite Collider 2D» u «Platform Effector
2Dy.

Jlanee Mbl OPUCTYNHM K J00aBICHHUIO JIOBYIICK, HauWHasi C IIUNOB. MbI
CO3aJIMM CIIpalT ¥ mpukpenuM kK Hemy kommoneHT «Box Collider 2Dy. 3amaaum
3TOMY OOBEKTYy MeTKY (Ter) «Trap» u co3gaguM CKPHUIIT, KOTOPBIM BIOCIEICTBUU
OyzeT oTBevarh 3a cMepTh nepcoHaxka (Jluctunr 3).

Jluctunr 3

Ckpunt rubenu nepcoHaxa

private void Start()

{
rb = GetComponent<Rigidbody2D>() ;

anim = GetComponent<Animator>();

}

private void OnCollisionEnter2D(Collision2D collision)

{



if (collision.gameObject.CompareTag ("Trap"))

{
Die ()

}

private void Die()

{
deathSoundEffect.Play () ;

rb.bodyType = RigidbodyType2D.Static;
anim.SetTrigger ("death") ;
}

private void RestartLevel ()

{

SceneManager.LoadScene (SceneManager.GetActiveScene () .name) ;

}

Jlo6GaBuM IEMHYIO MUY KakK CIEAYIOIIyIo JoBYIIKY. OHa OyIeT cocToaTh U3
crpaiiTa, KOTOpHBI Bpamaercs mo kpyry. [IpukperisieM K 3ToMy CIpaidTy KOMIIOHEHT
«Circle Collider 2Dy u cozgaem CKpHIIT AJisl YIPABICHHS BPAIIECHUEM UG (JTACTUHT
4).

Jluctunr 4
CkpunT BpaieHus! HemHON MBI

private void Update()

{
transform.Rotate (0, 0, 360 * speedRotate *

Time.deltaTime) ;

}

Teneps nepeiieM K CO3MaHUIO ABIKYIIUXCS Tiatdopm. s sToro cozpaaum
cpaiT u npukpenuMm kK Hemy kommnoHeHT «Box Collider 2D» B nByx sx3eMiuispax.
OnvH W3 KOJUIaWJEepoOB CO3/aéM C pa3MepaMH, COOTBETCTBYIOIIMMHU pa3MeEpy
margopMbl, a BTOPOM CO37]a€M HAJ TMEPBBIM KOJUIAWJIEPOM C BBICOTOM OJWH, U
yCTaHOBUM (hJ1a)KOK, KOTOPBIH JIeNIaeT ATOT KOJUTAMIep TPUTTEPOM.

Jlanee co3maem JiBa MyCThIX OOBEKTa W pa3MeliaeM MX B JBYX TOYKax, TJE

OyIyT HAXOAUTHCSI KOHEUHbIE MyTH ABMXEHHs riaTdopmel. [locne sToro Hamuiiem



CKPHINT JAJIsl IEPEMEIICHUS TIIAaTHOPMBbI OT OHOM TOUKHU K APYTrou (JUCTHHT 5). ITOT
CKPUNT TakXKe TMO3BOJSIET J00aBIATH OOJbIIEe ABYX TOYEK I JABIIKYIIEHCS

athopMbl B caMoM JBrKKe Unity.

Jlucturr 5

Ckpunt IBIXKYIIMXCS TIaTGopm
private int currentWaypointIndex = 0;
[SerializeField] private float speed = 2f;
private void Update ()
{
if
(Vector2.Distance (waypoints[currentWaypointIndex] .transform.positi
on, transform.position) < .1f)
{
currentWaypointIndex++;
if (currentWaypointIndex >= waypoints.Length)
{

currentWaypointIndex = 0;

}
transform.position =

Vector2.MoveTowards (transform.position,
waypoints|[currentWaypointIndex] .transform.position, Time.deltaTime
* speed);

}

OnHaxko, B JaHHOE BpeMs MEPCOHAX HE TMEPEeMEeIIaeTCs BMECTe C MIaTGopMoil.

JInst 5TOr0 HAMMIIEM CKPUNT, KOTOPBIM MO3BOJIMT NEPCOHAXKY HAYATh NEPEMEIIATHCS

BMECTE C MIATPOPMOIl IPpU CONPUKOCHOBEHUHU C TPUTTEPOM (JIMCTUHT 6).

Jluctunr 6
CkpunT 15 IepeMelleHnsl IepcoHaka BMECTE C ABMXKYLIEHCS maTdopmoit
private void OnTriggerEnter2D (Collider2D collision)
{
if (collision.gameObject.name == "Player")

{

collision.gameObject.transform.SetParent (transform) ;



}
private void OnTriggerExit2D(Collider2D collision)

{

if (collision.gameObject.name == "Player")

{

collision.gameObject.transform.SetParent (null) ;

}

Tenmepp mepeieM K CO3MaHUIO TIPEIMETOB st cOopa, KOTophle OyayT naBaTh
UTPOKY OYKH. {1 3TOrO co3maauM CIpalT M MPHKPEIHM K HEMY KOMIIOHCHT «B0X
Collider 2D», 3atem ycTaHOBHM (hJIaXKOK I 3TOTO KOJUTakjepa, 4ToOBl OH CTall
tpurrepoM. Jlagum 3tomy o0bekTy MeTKy (Ter) «Orange» W HamWIIeM CKPUIT JIJIs
cOopa anesnbCUHOB (JTUCTHUHT 7).

JIuctunr 7

CKpI/IHT c6opa AlICJIIbCUHOB
private int score = 0;

private void OnTriggerEnter2D(Collider2D collision)
{

if (collision.gameObject.CompareTag ("Orange"))

{
Destroy(collision.gameObject) ;
scoret+;

orangesText.text = "Score: " + score;

}

Jlanee, mpUCTyNUM K CO3aHUIO HEOOJBIIIOTO TIOJIH30BATEILCKOTO HHTEpdeiica,
HauuMHas C CYeTYMKa O4YkoB. JlJI1 3TOro co3gaauM OO0JIaCTh MOJIB30BATEIBCKOTO
uHTepdeiica, 1o6aBuB 00bekT «Canvasy. B cBoiicTBax BbriOepeMm «Render Mode» u
yctanoBuM «Screen Space — Overlayy. 3atem nmo6aBum o0bekT «Text», pazmMecTum
€ro B BEPXHEM JIEBOM YIVIy U MpHUBSDKEM ero. B ckpunTe BhIlIe (JUCTHHT 7) yKe

COJICPXKUTCSI KO IS OTOOpa)KEHUsI CU€TUYHMKA OYKOB.



[anee, co3naanm 3JIEMEHT YNPABICHUS B BUJIE JXKOUCTUKA. JIJIsl 3TOTO CKadaem
mxoiicTuk u3 pecypcoB Unity Asset Store W UMIOpTHpPYeM €ro B Hall MPOEKT.
Ckpunt 1y ynpaBi€HUs TMEPCOHAKEM C MCIOJIIB30BAHUEM JHKOMCTHKA MBI YK€
Hanucainy (MUCTHHT 1). Pa3MecTHM 3TOT 3JIEMEHT YNPaBIEHUS B HIXKHEM JIEBOM YITTY
M0JIb30BaTEILCKOTO UHTEpdEica.

Takke co3maaiuM KHOIKY JJIs BBIIOJHEHHS NpbDKKa. I 3TOro cosmaaum
CHpalT M MPUKPENUM K HeMy KoMIoHEHT «Button». Beibepem ¢(yHKIMIO, KOTOpas
OyIeT BBI3BIBATHCA MPHU HAXATHHM HA 3Ty KHOMKY, M JOMOJIHUM CKPUINT YNpPaBICHUS
MePCOHAXKEM 3TOU QyHKIMEH (MUCTHHT §). MBI y)Ke CO31alii METOT JJIsl BHITIOTHEHUS

IIPBIKKA paHEC, HO OH €IIC HC BbBI3bIBAJICH.

Jluctunr 8
OyHKUMSA U1 cpadaTbIBaHUsI TPUTTEpa
public void OnJumpButtonClicked ()
{
isJumpButtonPressed = true; // YcrTaHaBiauBaeMm oGjar, koTrna

KHOIIKa HaxXaTa

}

Tenepr napaiite co3naauM GUHUITHYIO JUHUIO. [Ipy TOCTHKEHUU STOM JIMHUU
UrpoK OyleT MepeHeceH Ha CIeayroulylo cueHy. lns storo co3gaaum cOpait u
npukpenuM Kk Hemy kommoHeHT «Box Collider 2Dy, 3atem ycTaHOBUM (Iaxkok,
YTOOBI ATOT KOJIAWIEp CTall TPUITEpOM. Terneps HAmUIIeM CKPUIIT IS peau3aiiu
nepexojia Ha CJICYIONIYIO CIIeHY (JIUCTUHT 9).

Jluctunr 9
Ckpunt u1s Iepexo/ia Ha CIEAYIOIYIO CLIEHY
private bool LevelCompleted = false;

private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.name == "Player" &&
!LevelCompleted)
{
finishSound.Play() ;

LevelCompleted = true;



Invoke ("CompletelLevel", 1.2f);

}

private void Completelevel ()

{

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildInd
ex + 1);
}

JlaBaiiTe Temepb CO3AaJMM 3BYKOBOE COMPOBOXKIIEHHE M 3BYKOBBIE A((EKTHI.
JJist co3manusi 3ByKOBOTO COIPOBOXACHUS, CO3AaAUM MYCTOM 0OBEKT U MPUKPETTHUM K
HeMy KOMIOHEHT «Audio Source». 3aTeM Mbl IPUKPETIUM KEJIAEMYI0 MY3bIKaJIbHYIO
JOPOKKY M YCTaHOBUM (axkok «Loop» ajis BoCHIpou3BEAEHUS MY3bIKH B LIHKIIE.
AHAJOTMYHO CO3JaIUM ayJUO-UCTOYHUK JJIs1 PUHUIIIA.
YroObl 100ABUTH 3BYK MPBDKKA NEPCOHAXKA, Mbl OOHOBUM CKPHUIT YIIPaBICHUS
JBYKEHUEM TiepcoHaxka (iuctunr 10).
Jluctunr 10

OOHOBIIEHHAs YaCTh CKPUIITA NEPEIBIXKEHUS IEPCOHAXKA
[SerializeField] private AudioSource JjumpForcekffect;
private void Update ()

{
dirX = joystick.Horizontal;
if (dirX < 0f)
dirX = -1f;
if (dirX > 0f)
dirX = 1f;
rb.velocity = new Vector2(dirX * moveSpeed,
rb.velocity.y);
if (isJumpButtonPressed)
{
if (IsGrounded())
{
jumpForceEffect.Play();
rb.velocity = new Vector2(rb.velocity.x,

jumpForce) ;



}
isJumpButtonPressed = false;
}

UpdateAnimationState () ;
}

AHAJIOTUYHO CO371aeM 3BYK JIJIsl cOOpa MPEeIMETOB U THOSIH MePCOHAKA.

Jlanee co3maem CTapTOBYIO CIIEHY, ITTaBHOE MeHI0. Co31aiuM 00BEKT KHOIIKY U

100aBUM BbI30B (DyHKIMU TIpU e€ HakaTtuu (JiucTuHr 11).

Jluctuuar 11

Ckpunt aJis 3arycka ypoBHEU
public void StartGame ()
{

SceneManager.LoadScene (SceneManager.GetActiveScene () .buildInd
ex + 1);

}

AHanoruuaao CO3acM KOHCUHYIO CILCHY, I'IC KHOIIKY JId BbIXOJda CO31acM

aHAJIOTUYHO U THIIEM HEOOJIBIIOW CKPHUINT (JIMCTHHT 12).

Jluctunr 12
CKpuIT 3aBepIICHUS UTPBI
public void Quit ()
{

Application.Quit ()

Puc. 5. toroBslii BUI Urpbl



[Tonyuyaem wutoroBoil Buj urpel (puc. 5). B nanpHeliliem miaHUpyeTcs
YCOBEPIICHCTBOBAHME WIPhI, BKJIIOYas YIY4dlIEHHE TJIaBHOIO MEHIO, J00aBJIEHUE
BO3MOXHOCTH BBIOOpAa YpOBHEM M BHEAPEHHUE CHUCTEMbl COXPAHEHHUSI HUTPOBOTO
nporpecca.
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