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1 BBEJAEHUE

BaxxHyro 4acTh TeOpeTHdecKkoil U MpodecCHOHATBHON MPAKTUYECKONW MOATOTOBKU O0YUYaIOUTUXCS
COCTaBJISIIOT IPAKTHUECKUE 3aHATHUA.

CoctaB u cojaepKaHME NPAKTUYECKUX 3aHITUN HampaBieHbl Ha peanusanuio DenepanbHOro
rocy/1apCTBEHHOI'0 00pa30BaTEeNIbHOTO CTaHIAPTa CPeIHEro NpohecCuoHaIbHOTr0 00pa30BaHHUS.

Benymieidi  qumakTU4ecKOM — IeNbI0  MPAKTUYECKUX — 3aHATHHA  sBisieTcs  (opmupoBaHue
npoeccuoHaNbHBIX MPAKTUYECKUX YMEHUU (YMEHHUIl BBIIOJIHATH OIpe/eieHHbIE NEHCTBUS, OMepalum,
HE00XOAMMBIE B MOCJICAYIOUIEM B IPO(PECCHOHATBHOM IEATEITBHOCTH).

B cootBercTBUU ¢ paboueit mporpamMMoil yueOHOM TucuIuinHbl «Pa3paboTka KOMIIBIOTEPHBIX UTP
IIPEYCMOTPEHO IPOBEACHHUE MPAKTUUECKUX 3aHATUH.

B pe3ynbrare X BBIIOJHEHUS], 00Y4atOIUNACS JOKEH:

ymemb:

- MPOrpaMMHUPOBATh UTPOBYIO MEXAHHKY U PEalM30BbIBATH TeUMILIEH COTIACHO TEXHHUYECKOMY
OIHCAHUIO;

— ONPENENITh U MPUMEHITh B padoTe HHCTPYMEHTAIbHBIC CPEACTBA /ISl pa3pabOTKU apXUTEKTYPbl
KOMIIBIOTEPHOM UTPBHI;

— BbIOMpaTh M ONpeNesITh METOAbl pealu3allid W MPEJICTaBICHHUS BHYTPEHHHUX JaHHBIX
KOMIIBIOTEPHOM UTPBHI;

— pUCOBaTh, BIOMPATH, UCIIOIH30BATh 3CKU3bI IEPCOHAXKEH, OOBEKTOB AJI1 KOMIIBIOTEPHOU UTPHI;

— BBIOMPATh U CO3/1aBaTh 3BYKOBBIE U Jpyrue 3 (eKTol, nCroap3yeMblie B KOMITBIOTEPHOM UTpeE;

— BBIOMPATh U MPUMEHATH B pa00OTe BUPTYaIbHBIA UTPOBOM IBUKOK;

— OIIPENENATh U YUUTHIBATh YPOBHHU CII0KHOCTU B IPOTPaMMHUPOBAHUU UTPbI;

— 00BEeIMHATH MOATOTOBJICHHBIE YACTH UTPHI,

— JIOTIOJTHATH 3JIEMEHTHI TpeOyeMbIMH 3(h(heKTaMu KOMITBIOTEPHOM UTPHI;

— MOJATOTOBUTHh MOAYJH JUIsl pEAAKTUPOBAHUS YPOBHEH;

— nog00paTh NPOrpaMMHBIE CPEACTBA JUIsl BKIFOUEHHSI aHUMHUPOBAHHBIX BCTABOK.

IIK 5.4. IlpousBoauth pa3zpabOTKy Mojyiaell HMHPOPMALMOHHOM CHCTEMBI B COOTBETCTBHU C
TEXHUUYECKUM 3aJIaHUEM.

1K 8.3. OcymiecTBiaTh pa3paboTKy An3aiiHa BeO-NPUIIOKEHHS C YI€TOM COBPEMEHHBIX TeHCHIIUN
B 00J1acTH BEO-pa3pabOTKH.

IIK 9.4. OcymecTBiasTh TEXHUYECKOE COIMPOBOXKICHHE M BOCCTAaHOBJIECHHE BEO-TPUIIOKEHUH B
COOTBETCTBUH C TEXHHUUECKUM 3a/IaHUEM.

OK 0I. Beibupats crocoObl perieHust 3aaad Mpo(ecCHOHATBHON JEATENbHOCTH, MPUMEHUTEIBHO K
Pa3IMYHBIM KOHTEKCTaM.

OK 02. OcymiecTBiIATh NOUCK, aHAIU3 U MHTEPIPETALNI0 HHPOPMAIU, HEOOXOAUMOMN /IS BHITTOTHEHUS
3a7a4 MpoheCCUOHATLHON JIeSITETbHOCTH.

OK 04. PaGotate B KOJJIEKTHMBE M KOoMaHze, 3(P(EeKTUBHO B3aUMOJECHUCTBOBaTh C KOJUIETaMu,
PYKOBOJICTBOM, KJIMEHTAMH.

OK 05. OcyiecTBIsATh YCTHYIO M IMCbMEHHYIO KOMMYHHUKALIMIO HA FOCYIapCTBEHHOM SI3BIKE C YUETOM
0COOEHHOCTEH COIMAIBHOTO U KYJIbTYPHOTO KOHTEKCTA.

OK 09. Hcrnonb3oBaTh HHPOPMAIMOHHBIE TEXHOJIOTHH B TPOPECCUOHATBEHOM IESITETbHOCTH.

OK 10. Tlomp3oBaTbesi mpodeccHoHabHOW JOKYMEHTallMell Ha ToCyAapCTBEHHOM U HHOCTPAHHOM
S3bIKAX.

Boimonnenue oOywaromuxcst NpakTUYeCKuX paboT 1o y4yeOHoM gucuuiuinHe «Pa3paboTka
KOMIIBIOTEPHBIX UI'P)» HANPABJIEHO Ha:

- 00001IeHre, cucTeMaTru3aIuio, yriayoaeHne, 3aKperuieHne, pa3BUTHE U JCTATU3AINIO TOTyYEeHHBIX
TEOPETUYECKHX 3HAHUN IO KOHKPETHBIM TeMaM Y4eOHOMN JUCIUIITHHBI;

- (hopmupoBaHMe yMEHHI MPUMEHSATH MOJYYECHHbIE 3HAHMS Ha MPAKTUKE, pealu3alfio eInHCTBa
MHTEJJIEKTYAJIbHOM U IPAKTUYECKOMN AEATEIbHOCTH;

- (opmupoBanue M pa3BuUTHE yMEHHIl: HaOII0laTh, CPaBHHUBATH, CONOCTABIATH, AHAJIU3UPOBATH,
Je7aTh BBIBOABI M OOOOIIEHMS, CAaMOCTOSITEIbHO BECTH MCCIEOBAaHMS, IOJIb30BATHCS PA3TMYHBIMU
MpueMaMu U3MEepEeHUN, OPOPMIIATh PE3YNIbTAThl B BUJIE TaOIHIl, CXeM, TPaPHUKOB;



- Ppa3BUTHE UWHTEIUIGKTYaJbHBIX YMEHUH y OyAylIUX CHEHHAIUCTOB: aHAJUTHYECKHX,
IIPOEKTUPOBOYHBIX U JP.;

- BBIpAaOOTKY MPH PEIICHUH MMOCTABICHHBIX 337a4 MPO(EeCcCHOHANTBHO 3HAYUMBIX KauyeCTB, TAKUX KaK
CaMOCTOATEIIHOCTb, OTBETCTBEHHOCTD, TOUHOCTD, TBOPYECKAsI HMHUIMATUBA.

[pakTiueckne 3aHATHs MPOBOJSTCS IMOCIE COOTBETCTBYIOIICH TEMBbI, KOTOpas 0OeCIeurBacT HaIU4Ue
3HAHUH, HEOOXOIUMBIX /ISl €€ BBIIIOJIHEHMSI.



2METOJANYECKHUE YKA3ZAHUSA
Tema 2 3HaKoMCTBO co cpenoii pa3padoTku Unity.
IIpakTuuyeckoe 3ansitue Ne 1. YcraHoBka u HacTpoiika Unity

Beinosnus patdory, Bel Oyaere:

ymemp:

-yCTaHaBIMBAaTh M HacTpauBath UNity;
-cOo3/1aBaTh HOBBIE MPOEKTHI B hopmare 3D u 2D

MarepuajibHoe o0ecnieueHue:
MGTOI[I/I‘-ICCKI/IG YKa3aHud OJI BBIIIOJIHCHUA MTPAKTUYCCKUX pa60T

3ananne:

1. Ckayath, yCTAaHOBHUTB M HACTPOHUTH Cpey paspadotku Unity

2. Cozparh manky co cBoed (aMHIIMeid, B Marke TPYIIbI, CO3aTh HOBBIM MPOEKT M COXPAHUTH B
CBOIO MaIKy

IMopsinok BbINOJIHEHUS PadOT:

Hacrpoiika cpeast B Unity

3arpy3ka u HacTpoiika Unity.

3arpy3uTe MOCIEIHIO BEPCUIO ¢ O(UIIMATIBHOTO CaliTa U 3aIlyCTUTE YCTAHOBOYHBIN (haii.

Hns penaktupoBanusi kona B Unity (4.0.1 u Bbeime) cinyxur pegaktop MonoDevelop. Ecnu Bb
pabotaere B Windows, Bbl MOKeTe (M s BaM COBETYI0) HMCIIOJIb30BaTh albTepHATUBBIN peaaktop Visual
Studio, mocie vero B HacTpoiikax Unity n3aMeHUTE peakTop 1o ymonauanuio Ha Visual Studio.

ITepBas cuena. CoznaeM HOBBIH IPOEKT.

Bribepute mento File, a 3aTtem coznmaqnt HOBBIM mpoekT. He BbiOupaiiTe HMBaKoW CTaHAApTHBIN
NakeT Ha MepBoe BpeMs. Bbl MokeTe MOBTOPHO MMIIOPTHPOBATh UX IO3XKeE, €CJIU Bbl 3aXOTHUTE, IPOCTO

MOHaYyaJly OHU OyAyT MPOCTO COMBATH BacC C TOJIKY.



Open Project | Create New Project

Project Location:

C:\sersidamDocumentsMew Unity Project Browse, .,

Impaort the following packages:

[ ] character Controller, unityPackage ~
[] Light Cookies.unityPackage

[ ] Light Flares.unityPackage

] Partides.unityPackage

[ Physic Materials. unityPackage
[ ] Projectors.unityPackage

[ ] Scripts.unityPackage

/i
< >
Setup defaults for: [3D W | Create
30

Bribepure 2D nactpoiiku. Kak u mpexne, Bl MOKETe U3MEHHUTD TOT (piar B HACTpOIKax MpoeKTa
HO3XKE.

He 6ecnokoiitech 0 Ha3BaHuu. OHO onpezesseTcs B HACTPOKax, U YTOObI U3MEHUTh UM IPOEKTa
JIOCTaTOYHO MPOCTO MEPEUMEHOBATH MAIIKY.

Pasmerka n nanesnu Unity

Ilepen Bamu mycras ctpanuna. C Hell BB B Oyaere paboTaTh, HO BaM NOTPeOyeTcsl BpeMsi, YTOObI
HACTPOUTH UHTEpdEIc B COOTBETCTBUU CO CBOMMH KOHKPETHBIMH HyXJamH. JInuHO MHeE ynoOHee, Korja
KOHCOJIb HaXxOAWUTCS PSJIOM C UTPOBBIM DKPAHOM, HO €CIM Yy Bac MaJ€HbKMA MOHMTOD, BBl MOXKETE

3aMCHHUTD IMTaHCIIN BKJIaJKaMH.

Hpem):[e qeM HepeﬁTH K CO3JaHHIO UI'PbI, YACIUTC HCCKOJIbKO MUHYT, YTOOBI IMOATOTOBUTh CBOM

ITPOCKT U CIICHBI.



UtoOBI nepxkaTh BCe MO PYKOH, COBETYEeM CO3/1aTh manku Bo Bkiaake Project (IIpoekT). Oty manku

OyayT co3/iaHbl B manke ASSEtS Balero mpoexTa.
Buumanwue: manka Assets — 3T0 MeCTO, IJIe XPaHUTCS BCE, UTO BbI J00aBIseTe BO BKiIaake Project.
Ona moxet ObITh HeBUAMMOM B Unity, B 3aBUCHMOCTH OT BBIOpAHHOHN pa3METKU BKJIAJIKH (OJIHA WIIA JBE

KOJ'IOHKI/I), HO BBI CMOXKETC YBUJACTH €€, OTKPBIB IIPUIIOKCHUEC IJId SKCIIOpTa (baﬁHOB.

3 Project [ -
Create'ju 4“
W Prefabs
& Scenes
W Scripts
W Sounds
W Textures

I

Bor npumep cTpyKTypbl, KOTOPYIO MBI UCIIOJIB3YEM B HAIIMX IPOEKTax. Bl MokeTe anantupoBarh

€€ 110/l CBOU IPEIIOYTEHHUSI.

AcceTbl IPOEKTAa

B Bareii nanenau Project, Bel MOXeTe HAWTH pa3IHYHbIE THIIHI aCCETOB:

IIpedadnr

MHoropas3oBble UTPOBBIE OOBEKTHI (HAPUMEp: ITyJIH, Bparu, O0OHYCHI).

[Ipedabbr MOKHO paccMaTpHUBaTh Kak KJacC B SI3bIKE MPOTrPaMMHUPOBAHUS, KOTOPHI MOKET OBITh
00paboTaH B UTPOBBIX OOBEKTaX. JTO HeKass (GopMa, KOTOPYI0 MOXKHO TyONHMpOBaTh U U3MEHHTH IO
CBOEMY >KEJIaHUIO B CLIEHE UJIU BO BPEMS BBIIIOJIHEHUSI UTPBHI.

Cuenbl

CueHa conepKuT UTPOBOM YPOBEHD UIIU MEHIO.

B ornanume ot apyrux oOBEKTOB, co3fgaBaeMblx B maHenu "IIpoekT", clieHbl CO3/al0TCsl B MEHIO
"®aiin". Ecnu BBl XOTHTE CO3/1aTh CIIEHY, HAKMUTE Ha KHONIKY "HoBas crieHa" B mojaMeHto u He 3a0yIbTe
MIOTOM COXPaHUThH €€ B IMaIKy SCeNes.

CueHsl JTOJKHBI OBITH COXpaHEHbl BpPY4YHYIO. OJTO Kiaccuyeckass ommOka B Unity - cnenartb
HEKOTOpble M3MEHEHHs B CLIEHE U €€ JIEMEHThl U 3a0bITh COXPaHUTh WX Mocie. Bam MHCTpyMeHT
KOHTPOJISI BEpCUM HE YBUANTE HUKAKUX U3MEHEHUH /10 TeX TOp, ClIeHa HE COXPAaHUTCSI.

3ByKkH

TyT Bce npenenbHo NpocTo. YBUANTE, €CIIU 3aX0OTUTE PACKUATh MY3bIKY 110 Pa3HBIM MAIKaM.

Scripts

Bech xox HaxoauTes 37ech. Mbl HCTIONBb3yeM 3Ty MalKy B KaUeCTBE 3KBUBAJEHTAa KOPHEBOM MaIrlke
B C# mpoexre.

Textures

CrpaiiTel 1 u300pakeHus Bamiel urpel. B 2D mpoekrte BbI MOXkeTe MEepeUMEHOBATh ATy MANKy B

"Sprites".



Oto HeBaxHO mua 2D mpoekrta, HO, ocTaBuB Ha3BaHme Textures (TekcTypsl), BBl JaauTe
BO3MOXXHOCTH Unity aBTOMaTH3HPOBATh HEKOTOPHIE 3a/1a4H.

3amerka o manke Resources: ecnu Bel yxe padoranu ¢ Unity, BeI 3HaeT, 4To Resources — mosnesHas
W yHUKanbHas nanka. OHa MO3BOJISET 3arpy3uTh B CKPUNT O0BEKT WK (aiiin (C MOMOIIbIO CTATUYHOTO
kiacca Resources). Ona moHagoOWTCS HaAM B caMOM KOHIE (B IJIaBe, MOCBAIMIEHHOHW MeHo). [Ipore
TOBODsI, TOKa MBI HE Oy/ieM ee T00aBIIsITh.

®opma npeacTaBiaeHusi pe3yJabTara:

Otuer o nmpoaenanHoi padoTe.

Kpurtepun onenku:

OneHka «OTJIMYHOY CTaBUTCS, €CJIU 3a/IaHUE BBINOJIHEHO BEPHO.

O1eHKa «XOpOILOY» CTaBUTCS, €CIU XOJ BBIIOJHEHUS 33aJaHHUs BEpPHBIH, HO ObUIa AOMYIIEHA OJHA
WM JIBE OIIMOKH, MPUBE/IINE K HEIIPAaBUIBHOMY Pe3yJIbTaTy.

OneHka «y0BJIETBOPUTENBHO» CTABUTCS, €CJIM IIPUBEIEHO HETIOIHOE BBIIOJIHEHNE 3aJaHUSI.

OneHka «HeyI0BIETBOPUTEIBHOY» CTAaBUTCS, €CIIU 3aJJaHUE HE BHITIOIHEHO.



Tema 3 PazpaboTka KOMIbIOTEPHO UIPBI.
IIpakTunyeckoe 3ansiTue Ne 2. Co3qaHue CTAaTUYHON CLHEHBI

Boinosinus padorty, Bl Oynere:

ymembs:

-C03/1aBaTh CTATUYECKHUE CIICHBI

-100aBATh (HOH HA CIIEHY

MarepunanbHoe obecrnieyeHue:

MeTtoauueckue yKa3aHust ISl BBIOJIHEHUS TPAKTHUECKUX padoT

3aganue:

1. Cosznarb mycThie OOBEKTHI IS Pa3/ICICHUS CIIOEB CLEHBI HT'PbI
2. JloGaBUTH Ha CIIEHY CTaTHYECKUU (DOH

3. Paspmenuts crou Ha ciieHe

4. Jlo6aBuTh muaThopMbl Ha CIIEHY

IMopsinok BbINOJIHEHUS PAdOT:

IlepBas urposasi cueHa

[MTanens Hierarchy (Mepapxusi) conepxuT Bce 00bEKThI, KOTOPbIC TOCTYITHBI B CIIEHE. DTO TO, YeM
BBl MAHUITYJIUPYETE, KOTJa HAUNHAETE UTPY C MOMOIILI0 KHOIKK "Play".

Kaxnplif 00beKT clieHbl sBisieTcs UrpoBbIM 00bekToM A Unity. Bel Moxkere co3naTh 00BEKT B
IJIaBHOM ClLIEHE, WIH B JPYroM oO0beKTe Urphl. Takxke Bbl MOXKETE B JIt0OOE BpeMs NEPEMECTUTh 00BEKT

9TOOBI U3MECHUTH €TO POJIUTEIIS.

= Hierarchy | .= | ©® Inspector | &=
| Create - (aral = M scripts []static =
o Tag | Untagged : | Layer [ Default s
’ LEVUEI- Background ¥~ » Transform 1,
1 - Middleground Pasition |0 0 Z -10
2 - Foreground Rotation H0 ¥ 0 Z0
¥ Render Scale X|1 ¥ 1 |1
Main Camera
[ Add Component

Kaxk BB MOXKETE BUIETH 3/1€Ch, Y HAC 31€Ch 3 MOTOMKa J1si 00bekTa Level.
[TycThie 0OBEKTHI
B Unity MoxHO co31aTh mycToll OOBEKT M HCIOJIb30BaTh €r0 B KadecTBe "Mamku" s IPyrux

UTPOBBIX OOBEKTOB. DTO YIPOCTUT CTPYKTYPY Balllei CIICHBI.

isets el el /<& Component Wind

Create Empty 0 %N
' Create Nther >

Yo6eauTech, 4TO BCE OHM MMEIOT KOOPAMHATHI (0, 0, 0) M TOTJa BBl CMOXKETE JIETKO WX HalTu!

HYCTBIG O0OBEKTHl HHUKAK HeE HUCIIOJIB3YIOT CBOMW KOOPAWHATBHI, HO OHH BJHUAKOT HAa OTHOCUTCIILHBLIC



KOOpJMHATHl UX TOTOMKOB. MBI He OyneM ToBOpUTH 00 3TOW TeMe B 3TOM YypOKe, NaBaiiTe MpoCTo
OOHYITUM KOOPAMHATHI HBIIIUX MYCTHIX OOBEKTOB.

3anoJIHeHHUE CLIEHbI

[To ymomyanuio, HoOBas cCleHa co3naerca ¢ oO0bekTomM Main Camera (I'maBHas kamepa).
[TeperamuTe ee Ha CLIEHY.

Jlnst Havana co3aiTe 3TU MyCThle OObEKTHI:

Scripts

MpI 100aBUM HAIllA CKPUMITHI CloJia. MBI HCHOIB3yEeM 3TOT OOBEKT, YTOOBI IIPUKPEIUTh CLICHAPHUH,
KOTOPBIE HE CBSI3aHbI C 00EKTOM — HAaIIPUMEP, CKPHUIIT IeiiM-MeHeKepa.

Render

3n1eck OyIeT Hallla KamMepa U UCTOYHUKH CBETA.

Level

B Level co3naiite 3 mycThix 00beKTa:

0 - Background

1 - Middleground

2 - Foreground

CoxpaHuTe ClieHy B narke Scenes. HazoBute ee kak yrojaHo, Hanpumep Stagel. Bot, uto y Hac

MMOJIYYHJIOCH:
= Hierarchy .
Creats ™ oAl

0 - Background
1 - Middleground
2 - Foreground
¥ Render
Main Camera
Scripts

CoBeT: Mo YMOJYaHHUIO MTPOBOM OOBEKT MPHBS3aH K IMOJOKEHUIO POAMTENSA. DTO MPHUBOAHUT K
MHTEPECHOMY MO000YHOMY 3((deKTy MpH HUCMIONb30BaHUM OOBEKTa KaMephbl: €ClId Kamepa SBIAeTCS
JIOYepHUM OOBEKTOM, OHAa aBTOMATHYECKH OyAeT OTCIESKHBAThH IMOJIOKeHHe poautens. Ecnm ke oHa
SABJISICTCA KOPHCBBIM 00BEKTOM CHOCHBI WJIW HAXOAWUTCA BHYTPU IIYCTOTO UTPOBOIO O6’I)€KTa, OHa Bceraa
MOKAa3bIBAaeT OAMH U TOT ke BuA. OHAKO €CJIM Bbl IOMECTUTE KaMepy B JABMXKYIIMICS UTPOBOM OOBEKT,
OHa OyJeT cleloBaTh 3a €ro MEepe[BMKCHHUSIMH B Ipeaenax CIEHbl. B JaHHOM ciiydae HaM HyXHa
¢uKcHpOBaHHAs KaMepa, MOATOMY MBI TOMeniaeM ee B mycroil oobekt Render. Ho 3amomuute 31O
CBOMCTBO 00BEKTa KaMepbl, OHO MOXKET BaM MPUTOAUTHCA. Mbl MOJPOOHO OCTAaHOBUMCS Ha 3TOH TeMe B
riiase "[lapanakCHBIN CKPOJITUHT".

MpbI TONBKO YTO co3laiu 0a30BYIO CTPYKTYpy Hamiei urpel. Ha criemyromiem sTarme Mbl HAYHEM
JenaTth 3a0aBHBIC BEIH: 100aBUM Ha CIieHY (DOH U Koe-4To ere!

JHlobGaBnsiem QoH B ClIeHY

Ham nepBsiit pon Oyaer crarnueckum. Bocmonmb3yeMcst clieyronum n300paskeHUEM:



Nmnoprupyiite nzobpaxenue B nmanky Textures (Texctypsi). [Ipocto ckonupyiite daiin B Hee, Uiu
nepeTauuTe ero u3 nposoAHuka. He 6ecnokoiitech ceiiuac 0 HaCTpoKax UMIIOPTA.

Cozpaiite B Unity HOBBII UTPOBOH 00BEKT Sprite Ha CIICHE.

File Edit Assets | GameObject | Component  Window  Help

Create Empty Ctrl+5Shift+M
Create Other Particle Systemn

LESLEd Center On Children STET
GUI Text

GUI Texture
30 Text

Make Parent
Clear Parent

Apply Changes To Prefab
Directional Light

Point Light
Spotlight
Area Light

Break Prefab Instance

Mowve To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected
Cube

Sphere

Capsule

Cylinder
Plane

Cuad

Sprite

Cloth
Audio Reverb Zone

Terrain
Ragdall...
Tree

Wind fone

Yrto Takoe cnpaiit?



[To cyrtu, cmpaiit — 310 2D-M300pakeHue, UCMOIB3yeMOe B BHICO-UTpe. B maHHOM ciydae 3TO
o6wekT Unity ans co3ganust 2D-urp.

JloGaBiisieM TeKcTypy crpaiTta

Unity MOXeT aBTOMAaTH4YeCKH yCTaHOBUTh (OH Ui Bamiero crpaira. Eciu Hudero Ttakoro He
IIPOU30IILIO, WIIM €CIIM Bbl XOTUTE U3MEHUTh TEKCTYpY, MEepeliuTe Ha BKJIAAKY MHCIIEKTOpA U BbIOEpUTE

background: (don)

background

Bbl 1omKHBI HaXXaTh HA MaJCHBKUH KPYTJIBIA 3HAYOK CIpaBa OT IOJIS BBOJAA, YTOOBI MOSIBHIIOCH
Select Sprite (Boiopatsb cripaiit) B MHCTIEKkTOpE

Moii cnpatim He nosensiemcs 8 O0uano208om okue! YOemuTech, YTO BBl HAXOIUTECh B BKIAJIKE
Assets muanoroBoro okHa "Select Sprite" (BwiOparh cmnpaidt). Eciim BeI BHIUTE IHATIOTOBOE OKHO
IYCTHIM, - HE MyraiTedch. Jleno B ToM, 4TO I HEKOTOPHIX ycTaHOBOK Unity, Take cO CBEKUM HOBBIM
2D npoektom u3o0paxkeHus uMmmoptupyorcs kak "Tekcrypa", a He "Cnpaitr". UToOBI 3TO HCHPaBUTB,
HeoO0XxoauMo BbIOpaTh m3oOpakeHue Ha manenu "llpoekt", u B "HMHcmekrope", M3MEHHUTH CBOWCTBO

"Tekcrypa Type" umymectso "Sprite":



® Inspector
background Import Settings

Texture Type | sprite

Packing Tag | |
Pixels To Units 100 |
Pivaot | Center ™
Filter Maode | Bilinear ™

pefauke | @ | & | [ | & @[T
[Joverride for Web
Max Size 1024
Format Compressed

[ Revert H Apply ]

Wtak, MBI cO31aI1 IPOCTOM cripaiiT oToOpakarou il ooaka Ha HeOe. JlaBaliTe BHECEM M3MEHEHUS
B cueHy. B manenu Hierarchy (Uepapxus) Beioepure New Sprite. Tlepeumenyiite ero B Backgroundl
WM YTO-TO TAaKOE, 4TO JIEKO 3amoMHuTh. [lepenmenyiite ero B Backgroundl wmm uro-to Takoe, 4to
JIETKO 3allOMHHUTh. 3aTeM MepeMecTuTe 00beKT B HyxkHoe Mmecto: Level -> 0 - Background. M3menure

koopaunatsel Ha (0, 0, 0).
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Coznaiite kormmio pona u nomecture ero B (20, 0, 0). DTO AOKHO OTIMYHO TMOJOWTH K MEPBOM
YacTH.
Tip: Bel MoxkeTe co3maTh Komuio o0bekTa ¢ momomsio kiaBuir ¢cmd + D B OS X wwm ctrl + D

Windows.



Crou co cripaiitamu

Crnenyromniee yTBEpKICHUE OYCBHIHO, HO 00J1a/IaeT HEKUMHU HEYI00CTBaMU: MBI 0TOOpaxernus 2D
MUp. DTO 03HAYaeT, YTO BCe M300pakKeHUsI HA OJHOU U TOH ke riyoune, To ectb 0. M BbI rpaduueckuii
JIBUKOK HE 3HAET, YTO OTOOpaXkaTh B MEPBYIO odepeas. Cou cCupaiToB MO3BOJISAIOT HaM 0003HAYUTh, YTO
HaXOJUTCS CIIEPENH, a YTO C3a/IH.

B Unity Mbl MOXeM U3MEHUTH "Z" HAIIMX JIEMEHTOB, YTO MMO3BOJIUT HaM paboOTaTh CO CIOSMHU. DTO
TO, YTO MBI JeNlald B 9TOM PYKOBOJACTBE mepes; ooHoBieHueMm a0 Unity 5, HO HaM MOHpaBUIIACh UIEs
UJiesl UCIOJIb30BaTh CIIOM CO CrpaiiTamu. Y Ballero KoMmmoHeHTa Sprite Renderer ectp moine ¢ uMeHeM

Sorting Layer ¢ nedontHbiM 3HaueHHeM. Eciii MIETKHYTh HA HEM, TO BBl YBUJIUTE:

Sdie AlJ. | T |J. | £ |J. I
r = [ Sprite Renderer 1,
Sprite "/ background o
Color | | #
Material |HSprites-Default | @
Sorting Layer | Default ™

Order in Layer Default 1
Fils Add Sorting Layer...

JlaBaiiTe 100aBMM HECKOJIBKO CIIOCB O] HAIIIM HYXXbI (UCIIOIB3YHTE KHOMKY +):




[© mnspector LGS
@ Tags & Layers £,

|Background

|Platforms

|Enemies
[Bullets
[Player

JloGaBbTe (hOHOBBIN CIIOH K BalieMy crpaity ¢oHa:

e Inspector

M - | L] static «
Tag W Layer M

Eal

— J¥[o Jz[o
o Ivyo  lzjo
I

IZI Background

Platforms

Enemies

Bullets

Player
Default

Add Sorting Layer...

Hactpoiika Order in Layer - 3to crnoco® orpaHu4uTh mojaciou. CrpaidTel ¢ MEHBIIMM HOMEPOM
OKa3bIBAIOTCS Tepesl crpaiTaMy ¢ OOJBIIMMU YHCIIaMHU.

Cnoii Default mens3st ymanute, Tak Kak 3TO CJI0H, HCIOab3yeMblii 3D-anementamu. Bel Moxere
umeth 3D-00bekThl B 2D Wrpe, B 4aCTHOCTH, YacTHUIBI paccMaTpuBatoTcsi kak 3D-00bexTsl Unity, Tak
4TO OHHU OyJyT PEHAEPUTHCS HAa 3TOM CIIOE.

JloGaBnenue neMeHTOB (oHa

Takke M3BECTHBIX KaK Props. DTH 3JIEMEHTHl HUKAaK HE BIUSIOT Ha TEUMIUICH, HO TO3BOJISIOT

YCOBEPIICHCTBOBATH I'pauKy UTPBL. BOT HEKOTOpPHIE IPOCTHIE CIIPANTHI IS JIETAFOIIUX TIAT(OpPM:



Kak BuauTe, Mbl moMecTWIM JBe IIaTGopMbl B oAuH (pain. DTo Xopomuil crnocod HayduThCs
00pe3aTh CIpaiThl C MOMOIIBIO HOBBIX HHCTpYMeHTOB Unity.

[TonmyyeHue AByX cpaiiTOB U3 OJTHOTO U300payKEeHUS

BrinosiHsiiTe cnenyromue 1eiCcTBU:

Nmnoprupyiite nzodpaxkenus B nanky "TekcTypsr”

Bri6epure cripaiit Platform u nepelinure k nanenu MucnekTop

W3amenute "Sprite Mode" ua "Multiple™

Haxxmute Ha kHomnky Sprite Editor (PenakTop cripaiita)



Inspeor I =
w»  platforms Import Settings %,

b | Open |
Texture Type Sprite ¢
Sprite Mode Multiple B
Pac‘;king Tag
Pixels To Units 100

Filter Mode | Bilinear &)
pefaule | @ | 8 [0 | % (@ L7 |

Max Size | 1024 Al
Format | Compressed s

| Revert || Apply |

Preview

1 0 250U PR R BAROTTI DECS SEURL Xal OB IR

@ Project ] g
| Create =| (@ DAY
@ Prefabs
b Scenes
@ Scripts
@ Sounds
¥ & Textures
» " background
. platforms
.°, platforms

B noBom oxne (Sprite Editor) BeI MoskeTe prcoBaTh MPSIMOYTOJIBHUKH BOKPYT KaKI0H MIaT(OPMBI,

9TOOBI pa3pe3aTh TEKCTYPY Ha OOJIee MENKHEe YacTH:



=

Sprite Editor | & :J

| Slice #| | Revert | Apply | [0 | () mm—

.

Sprite
Name |platform2|
| Position X992 Y 448
W18 | H 631
Pivot | Center
Custormn Pivot %.0.,5 Y 0.5

Knonka Slice B sieBoM BCPXHCM YTy IIO3BOJIMT BaM 6BICTpO U aBTOMATHUYCCKU IIPOACIIAaTh 3Ty

YTOMHTEIbHYIO paboTy:

| Slice #|

Type | Automatic

Minimum Size 4
Pivot | Center
Method | Defete Existing

l Slice

Unity Haiimer 0ObeKThI BHYTPH H300pakeHHs W OyJeT HapeKeT MX aBTOMAaTHUECKH. BbI MokeTe
YCTaHOBUTH A€POITHOE 3HAUCHHE JUIsl TOUKH BPALEHUS HJIM MUHUMAJIbHBIN pa3zMep KaxJ10ro pparMeHTa.
Jlst ipoctoro u3obpakeHust 6e3 apredaxToB, 3T0 HeoObdaHO 3P dekTnBHO. TeM He MeHee, eCli BB
UCTIOJIB3YETe ATOT HHCTPYMEHT, OyIbTE OCTOPOKHBI U MPOBEPHTE PE3YNIbTAT, YTOOBI YOCIUTHCS, YTO BBI
MOJTYYHITH TO, YTO XOTEJIIH.

B atom ypoke mpoaenaem 3Ty omneparuio Bpyunyto. Hazosute miatdopmer platforml u platforma2.

Teneps, mox daiistom n300pakeHus, BBl JOHKHBI YBUIETH JBA CIIpaiTa OTIACIBHO:



3 Project [
| Create -| &
Wl Prefabs
b G Scenes
W Scripts
Wi Sounds
¥ & Textures
» “background
v " platforms
1= platform1

Preview

=1 platform2

platform1 platform2

Previewing 2 of 2 Objects

Jlo6aBuM uXx B crieHy. [1Jis 3TOro Mbl Oy/1eM BBIOJHATH T€ JK€ ACUCTBHUS UTO U 1 (OHA: CO3/1aUM
HOBBIH cripaiiT u BeIOepuM platforml. ITorom moBTopum 3tu aeiictust mis platform2. ITomecture ux B

oobekt 1 - Middleground. Y6eaurech, 4To uX MO3UIKS IO OCH Z paBHA HYJIIO.
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Prefabs (ITpeda6nr)

CoxpanuTth 3T maatdopmsl kak npedadsl. [Ipocto neperamure ux B nanky Prefabs:



o e
Tl bmmat | e ek

Takum oOpa3zom Bbl cozmaaute Prefab, TouHo oTBeyaromuii OPUTrHHAIBHOMY HTPOBOMY OOBEKTY.

Bbl yBUinTE, 4TO UTPOBOI OOBEKT, KOTOPBIN BbI KOHBepTUpOBaiH B Prefab, mpencrasiser co6oit HOBbIi

PpAOd KHOIIOK IMPAMO IO €0 UMCHEM!

[ ] Inspector

M sprite | []static -
Tag | Untagged ¢ | Layer| Default
Revert

3ametka o kHomkax "Prefab": [Ipu mocnemyromeit MoanduKaum UTPOBOro 00bEKTa, Bl MOXKETE
UCIIOJIb30BaTh KHOMKY "Apply", 4ToObI mprMeHHTh 3TH W3MeHeHus k Prefab, wmm xHomky "Revert",
4T00BI OTMEHUTH BCE M3MEHEHHS UTPOBOro oObekTa B cBoiicTBab Prefab. Knomka "Select" mepemectut
BbIOpaHHbIe CBOMCTBA B acceT Prefab B okHe mpoekTa (0HM OYIyT BBIACICHBI).

Co3nanue mnpedaboB ¢ 00beKTaMU-IIIATPOPMAMHU YIPOCTUT HX TOBTOPHOE MCIIOJIB30BaHHUE.
[Mpocto meperamure Prefab na creny, uro6sl mobaButh komuioo. [lompoOyiiTe 100aBUTH IPYryrO
1aThopMy TaKUM kKe 00pa3oM.

Teneps BBl MoxkeTe 100aBUTH OoJiblle IUIATGOPM, MEHSIOMIMX CBOM KOOPJMHATHI, pa3Mepbl U
IUIOCKOCTH (BBl MOXETE IOMECTUTh UX Ha 33JHEM WM NepeHEM IUIaHe, TPOCTO YCTAaHOBUTE KOOPAUHATY

Z s targopmsl Ha 0).

Ha manHOM 3Tame Bce 5TO BBITIISAIUT €I1e CHIPOBAThIM, HO B CIAEAYIOIIMX JIBYX TJIaBaX MbI T00aBUM
NapajylaKCHbIM CKPOJUIMHT, U CIIEHA O’KMUBET Y HAaC Ha rja3ax.

Crnon

[Ipexe yem nBUTATHCS JAjbIIe, Mbl MOAU(MUIIMPYEM HAIIM CJIOU, YTOOBI M30€KaTh KaKUX-ITHOO
poOJIeM ¢ MOPSIIKOM HX OTOOpaxkeHHs. J[Is 3TOro mpocTto M3MEHUTE TO3HIIMIO UTPOBBIX OOBEKTOB TIO

ocu Z Bo Briazake Hierarchy (Uepapxust) ciemyromum oOpa3om:



Caoit IHo3unuoHupoBanue 1o ocu Z

0 - 3agnwmii poH 10
1 - Cpennuii hon 5
2 - nepeauuii GoH 0

IIpu nepexmouenun u3 2D pexuma B 3D, B okne "Scene" (CrieHa) Bbl Oyzere 4eTKO BUIETh CIIOU:

¥ Zoerme I 5 N

Tustares

L) 41030 4 | N) SFecn Qumes *| 0T

e [T SIS

KiukuyB Ha urpoBom oobekte Main Camera, Bbl yBuaute, uto (hiaaxok Projection ycTaHoBiieH Ha

Orthographic. Dta HacTpolika Mmo3BOJIsIET Kamepe BHU3yanu3upoBarh 2D urpy 6e3 yuera TpexMepHBIX

CBOHCTB 00beKTOB. MMeiiTe B BUly, UTO Jjake eciiu Bbl paboraere ¢ 2D o6bekramu, Unity no-npexHemy

UCHoJb3yeT cBOM 3D NBUKOK /715 BU3yaJIM3alluM CLEHbl. PUCYHOK BbIIIIE 3TO HAIJIAIHO IEMOHCTPUPYET.

®opma mpeacTaBJieHus! pe3yJbTarTa:
Otuer o nmpojenanHoil padbore.

Kpurtepun onenku:
OneHKa «OTJIMYHO» CTABUTCS, €CJIM 3aJaHUE BBITIOJHEHO BEPHO.
OreHKa «XOPOII0» CTABUTCS, €CJIM XOJI BBIMOJTHEHUS 3aJaHUs BEPHBIM, HO ObLIa JOIMYyIIeHa OJHA

HUJIn OBC OH_II/I6I(I/I, MNPpUBCAIINEC K HCIIPABUIIBHOMY PE3YJILTATY.

OHCHKa «YAOBJICTBOPUTCIIBHO» CTABUTCA, €CJIX MPUBCACHO HCITIOJIHOC BBIITOJHCHUC 3aJIaHUA.
OHeHKa «HCYHOBJICTBOPUTCIIBHO» CTABUTCS, €CJIU 3aJaHUEC HE BBIITIOJIHCHO.



IIpakTuyeckoe 3ansaTue Ne 3. Coznanue urpoka B Unity

Beinosnus patdory, Bel Oyaere:

ymembs:

-Cc03/1aBaTh IIEPCOHAXKA MOJ] YIIPaBICHUEM UIPOKa

-3aJ1aBaTh YIPaBICHHUS NEPCOHAKEM IIPU IIOMOIIH KJIABHATYPHI
MarepunanbHoe obecrnieyeHue:

Meroanueckue ykazaHus Uil BBIIOJTHEHHS IPAKTHYECKUX padoT

3aganue:

1. Co3natb 00BEKT, KOHTPOIUPYEMBIH UTPOKOM
2. Co3pgarb ynpaieHHe, sl 5TOr0 00beKTa
IMopsinok BbINOJIHEHHUS PadoOT:

Co3naHue 00bEKTa, KOHTPOJIUPYEMOI'O HMIPOKOM, TpeOyeT Haluyusl ONpPEAETICHHBIX 3JIEMEHTOB:
CTIpaiiT, croco® ympaBiIeHHs UM U COco0 €ro B3auMOJEHCTBHS C MTPOBBIM MUPOM. PaccMoTpum 3TOT
mporecc Iar 3a maroM W HadyHeM, MOXKallyid, co cmpaiita. Bor m3oOpaxkeHwe, KOTOpoe MBI Oyaem

HUCIIOJIBb30BAaTh:

Ckopupyiite kapTuHKy B nanky "Textures"

Co3paiite HOBBIN cripaiiT u Ha3oBuTe ero "Player"”

HacrpoiiTe cripaliT Tak, 4T00bI OH 0TOOpaxacs B cBoiicTBe "Sprite" komnonenTa "Sprite Renderer"

Ecnu y Bac BO3HUKIM IpoOsieMbl, oOpaTuTech K MpeablaylieMy ypoKy. Mbl mpojenain TOYHO
Takue ke nercTBus 1 oHa u "pekBusnTa’.

[Tomectute urpoka B cioii "2 - Foreground”

N3menute macmrad Ha (0.2, 0.2, 1)

Tenepp HECKOJIBKO CIOB O KOMIIOHEHTax. MBI TOJBKO YTO TOBOPUIM O KOMIIOHEHTe "Sprite
Renderer". Eciu BbI erie He 3aMeTHI, OOBEKT UTPHI COCTOUT M3 HECKOJIBKUX KOMIIOHEHTOB, BHIUMBIX B
nanenu "Muacnexrop".

IIo YMOJIYAaHUTIO HYCTOﬁ 00BEKT HI'PLI BBITJIIAAWUT TaK:



] Inspector

[ 'Empty Game Ohject | [static

Tag[ Untagged 3 ] L,a'yrer[ Default H ]

I ¥ .~ Transform &,
Pasition X0 ¥ 0 'z 0 |
Rotation X0 (¥ |0 |z 0 |
Scale X1 [¥[1 [Z]1 |

Add Component ]

3TOT OG'LGKT UMECT TOJBKO OJIWH KOMIIOHCHT. TranSform. 3TOT KOMIIOHCHT JABJISICTCSA
00s13aTeNbHBIM U HE MOXKET OBITh OTKIIIOUEH WM yaajieH. Bel Moxkere n00aBUTHh K OOBEKTY CTOJBKO
KOMITOHCHTOB, CKOJIbKO 3axoTuTe. Hampumep, CKpHNTBI J0OOaBISIOTCS B KAadeCTBE KOMITOHEHTA.

BoNbIIMHCTBO KOMITOHEHTOB MOKET OBITh BKIIFOUSHO MJIM OTKJIFOYCHO TIOKA CYIIECTBYET OOBEKT.

© nspector |

M [Empty Game Object
Tag | untagged i | Layer| Default
¥ . Transform _
Position X 0 Y 0
Rotation x 0 Y 0
Scale X1 Y1
¥ || M Test (Script)

.Scri;‘

Reset
Remove Component l

Move Up
Move Down

Copy Component

Edit Script

(Bbl Moofceme Hasxxcamv Ha 2aloO4Ky llek'60k'6’a, ymobOvl omkaoYUms e2o. Bvl mooiceme WEIKHYmMb

npasotl KHONKOU MbliU HA KOMNOHEHMe, Ymobbl 6ePHYMb NPedicHee C6OUCME0, YOdIUumy €20 U m.o.

KoMmoHeHTbl MOTryT B3aMMOJEHCTBOBAaTh C JPYTMMH KOMIOHEHTaMHu. Eciu o0bekT umeer
COMIIOHEHT, KOTOpBII TpeOyeTcs ApyroMy KOMIIOHEHTY OOBEKTa Al paboThl, Bl MOXETE MPOCTO
HepeTaluTh BECb OOBEKT BHYTPh ATOr0 KOMIIOHEHTa, M TOrJAa KOMIIOHEHT caM HaileT Bce, 4TO eMy
HYKHO.

Sprite Renderer sBiseTcss KOMIOHEHTOM, KOTOPBI CHOCOOEH OTOOpaXaTh CHpAWT-TEKCTYpY.
Teneps, Korjaa Mbl y3HaJIM O KOHIIETIIIUM KOMIIOHEHTA, 1aBaiiTe J0OaBUM OJIMH K UTPOKY!

JHo6asnsem 6okc-komnaiiaep (Box Collider)

Haxxmute Ha kHOnKy "/loGaBuTh KoMmoHeHT" oObekTa urpoka. Beibepute "Box Collider 2D". Bl
MOJKETEe YBUIETh Kosutaiaep B penaktope "Cuena" 3peHus 1 HaCTpOWKH ero pasMmepa B "MHcnekTope" B

nosie "Pazmep" (Size).



CymiecTByeT elie oauH croco0d peaakTUpoBaHUs OOKc-KoJulaiaepa. Beidbepute urpoBoit 00BEKT C
OMOIIbI0 OOKC-KOJUTaliepa u 3akmure kinapuiry Shift ma kmaBuarype. Bbl yBuamre, uto Ha OOKC-
KoJaiiiepe (3enenvlii npsAmMoy201bHUK ) TIOSBUIIMCH YEThIpe MaJICHbKUX pbluaxkka. [leperamure oquH u3
HUX, 4YTOOBI W3MEHUTh QopMy OOKc-KouTaiiaepa. bByabTe OCTOPOXKHBI, CUHUL NPAMOY2OIbHUK
npeocmasensiem coboii komnonenm Transform Barero urpoBoro o0beKTa, a He KOJUIaiaep.

Mal OyzieM ycTaHaBIuBaTh pasmep Kosutaiaepa pasabim (10, 10).

OTO CIUIIKOM MHOTO JJI1 HACTOAIICTO wimana, HO BCC )K€ MCHBIIC, YEM cnpaﬁT:

B HacTosiiee Bpemsi, 3TOro BIOJIHE JOCTaTOYHO.

Cogem: Ecnu Bbl maHUpyeTe cO31aTh uiMan, BaM NMPUAETCA YAEIUTh MHOIO BPEMEHH HACTPOUKE
XUTOOKCOB — OHU JIOJDKHBI TOUHO COOTBETCTBOBATh MaJICHBKOMY 3JIEMEHTY BHYTPH MIPOBOTO CIipaiira.
BbI Takke MoXeTe M3MEHHUTh TaKOM mapameTp Kojuiaiiiepa, kak shape — manpumep, ¢ momoripto "Circle
Collider 2D". bnaromaps Unity, ero moBeneHHe NMPH 3TOM HE MEHSETCS, HO 3TO ITO3BOJIIET HEMHOTO
YIIYYUTb TE€UMILICH.

CoxpaHuM 00beKT UTpok Kak npedad. Teneps y Bac ecTh 0a30BYIO CYLTHOCTh UTPOKa!
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2D nonuroHalibHbIN KOJUIAlIep

Ecnu Bl X0TUTE Cyrnep TOYHBIN U IPOU3BOJIBHBIN (OPMBI XUTOOKC, BOCIIOIb3yHTECh KOMIOHEHTOM
Unity "llonuronnaneubiii kosmaiinep 2D" (Polygon Collider 2D). DOddexr ot storo Oymer
HE3HAYUTENbHBIN, HO 3aTO BBI MOJIYYUTE TaKyl0 (GOPMY, KaKytO BBl XOTHUTE.

"Polygon Collider 2D" moxox Ha oOCTalbHbIE KOJUIAWIEPHI: Bl MOXETE€ H3MEHSTH (OpMYy C
NOMOIIBI0 MBIIIKH B pexkume "Scene". Jlnst ynmanmenust Toukd 3axxmute Cmd wmm ctrl, a 4ro0br
OTPETYJINPOBATH MOJIOKEHNE TOUKH WK 100aBUTH ee B popmy Kolutaitnepa, ucnonbs3yite Shift

Marus Rigidbody

[TocmeHMiT KOMITOHEHT, HEOOXOIUMBIH JIJTs T0OaBIeHUs Ha Hamero urpoka: "Rigidbody 2D". Oto
MOMOXKET (PU3NYECKOMY JBMXKKY HMPaBUJIBHO 33JeMCTBOBaTh OOBEKT B MUI'POBOM MpocTpaHCTBe. boiee
TOT0, 3TO MO3BOJIUT BaM HCIOJIb30BATh CTOJIKHOBEHHSI B CKPHIITE.

Brioepure oobext Player B8 "Hierarchy".

JHlo6aBpTe KommoHeHT "Rigidbody 2D".

Tenepp, HAXKMUTE KHOIIKY "UTpaTh" U CMOTPHUTE, YTO y HAC BBILUIO:




Kopab6mp mamaer! U xak mamaet! [lepeaBaiite mpuBeT Hamed modumoi cuie TsokecTu. [To mepe
TOro, Kak CMEHSIOTCS KaJphl C 3apaHee 3afaHHOM rpaBuTanuedl u rigidbodies mpubaBisier 0OBEKTY
MAacChl, KOpaOJIb MPUTATUBACTCS K HUKHEH YaCTH dKpaHa.

[To-ymonuanuio, yckopHue cBoOomnoro maneHus B Unity paBHo 9.81, T.e. MBI mMeeM Jeno ¢
3€MHOM IrpaBUTAIUEH.

I'paBuTanuss MoxeT OBITH HCIOJB30BaHA B JIIOOOW Wrpe, HO HaAM OHa He HyxHa. K cuacteio,
rpaButanuio Ha Rigidbody mMoxH nerko otkmounth. IIpocto ycranoBuTe "rpaBUTAllMOHHBIA MacmTal"
paBHBIM HYyJ0. BoT u Bce, kopabnb cHoBa jetuT. He 3a0ynpTe moctaBuTh rajgouky B okomke "Fixed
Angles", 4ToOBI TPEIOTBPATUTH BpallleHUuEe KopabJisi, 00yCIOBIEHHOE TaKOH (hU3UKOH.

OxoHuYaTeabHbIE HACTPOMKU:

K Inspector | &=
) i [Player [ |Static «
h Tag | Untagged $ | Layer | Default ™
Prefab | Select | Revert | Apply |
¥ .~ Transform ﬁ #*,
Position X -5.121. ¥ 2.3228 2 0
Rotation X0 YO £ 0
Scale xX|0.2 ¥ 0.2 Z|1l
¥ 5l & Sprite Renderer Q@ #,.
Sprite Elplayer @
Color | | %
Material L Sprites-Default ]
Saorting Layer | Default s |
Order in Layer 0
v . | [¥Box collider 2D i #,
Material Mone (Physics Material 2C @
Is Trigger -
Size
10 ¥ |10
Center
|0 |0
¥ M Rigidbody 2D Qg .
Mass 1
Linear Drag ]
Angular Drag 0.05
Gravity Scale 0
Fixed Angle [
Is Kinematic -
Interpolate | Mone ™
Sleeping Mode | Start Awake il
Collision Detection | Discrete il

IIepemenienue urpoka

Hacrano Bpems HammcaTh CKpUNTHK (BBl Belb HE AyMalld, YyTO Bce OyAeT ABHUraTtbcs camo)?
Cozpnaiite B Unity C#-ckpunt B nanke "Scripts" u HazoBute 310 "PlayerScript". OTkpoiiTe Bau 1100uMBbIii
peIaKkToOp WM MCIONb3yiTe moameHto "Sync" (Haxxkmute Ha "Assets" B cTpoke MeHIo, 3areM Ha "Sync

MonoDevelop Project") mst mpaBku coznannoro Unity ckpuriTa.



"Sync MonoDevelop Project”: DTto moaMeHIO HEMHOro CTpaHHOE.BO-TIepBBIX, HEBO3MOKHO
U3MEHHTH umMs, Jaxe eciu CMEHHUTh penakropa.
MBI Takke PEeKOMEHAYeM HCIIOJIb30BaTh 3TO MEHIO NPH CO3JAaHMHM TEPBOrO CKpUITa, Tak Kak Unity
CO37aCT pelleHUus U NPUBKET WX K OmOmmorekam Unity (mis Visual Studio, Xamarin Studio wam
MonoDevelop).

Ecan BmMecTOo 3TOr0 BBI IPOCTO OTKpoeTe cKpunt, xomnuiusarop Bamero IDE, ckopee Bcero,
3apeTUCTPUPYET ompeneieHHble omuoOku, He Unity. DTo He MMeeT 3HaueHHs, MOTOMY YTO BaM He
MIPUIETCS UCIIOJIb30BATh €r0 HAMPAMYIO, HO (DYHKIIMS aBTOMaTHYECKOro 3aBepiieHust 00bektoB Unity He
MOMeIlaeT.

[To ymomyaHuio B CKpunTe yxe mpommcanbl meroabl Start m Update. Bor kpaTkuit crmcok
HauOoJIee YacTO UCTIONb3YeMbIX (DYHKIIHIA:

Awake() BbI3bIBacTCS OAMH pa3, Korja o0bekT coszmaercs. I1o cytu aHamor oObIYHON (DyHKIHH-
KOHCTPYKTOpA.

Start() Bemonnsiercs mocie Awake(). Otimyaercss TeM, uyto mMeroa Start() He BbI3BIBACTCS, €CIIU
CKpHUNT He BKItoueH (remember the checkbox on a component in the "Inspector™").

Update() BeimosHsieTCst U1 KaXI0r0 Kaapa in the main game loop.

FixedUpdate() BbI3BIBacTCS KaXKAblii pa3 uepe3 ONPEAEICHHOK YHCIO KaapoB. Bel Moxere
BBI3BIBATH 3TOT MeTO ] BMecTo Update() korma umeere neno ¢ ¢pusukoii ("RigidBody" u ap.).

Destroy() BeI3biBaeTcs, KOrjja 00BEKT YHUUTOKACTCS. DTO Balll MOCICAHHUN MAHC, YTOOBI OUUCTHTh
WA BBITTOJTHUTH KOJI.

V Bac Takxe eCTb HEKOTOpble (DYHKIMH 11 00paOOTKU CTOJIKHOBEHHIA:

OnCollisionEnter2D(CollisionInfo2D info)BeImonuseTCs, Korzaa KoJLIaiep 00BeKTa
COIIPHUKACACTCS C IPYTHM KOJIIAHIEpOM.

OnCollisionExit2D(CollisionInfo2D  info) BeimonHsieTcs, Korga KoJUlaiaep oOObekTa He
COTIPUKACAETCS] HA C OJTHUM JAPYTUM KOJIAHAEPOM.

OnTriggerEnter2D(Collider2D  otherCollider)Bsimonusiercss, korma — Koiaigep — oObekTa
COTMPHUKACAETCS C IPYTUM KoJiaiaepoM ¢ momeTkon "Trigger".

OnTriggerExit2D(Collider2D otherCollider) BeimosHsieTcs, Korja Kosuiaiaep oObeKTa Iepecraet
COIIPUKAcaThCs ¢ KOJUIaliepoM, ToMedueHHbIM Kak "Trigger".

Urak, ¢ Teopuell mokoHYeHO, opa B Ooil. Minu HeT, moroaure eie HEMHOTo: 00paTuTe BHUMAaHUE,
YTO MOYTH BCE, O YeM MBI TOBOpMIIM ¢ Bamu umeeT, cyhdukc "2D". Box Collider 2D, a Rigidbody 2D,
OnCollisionEnter2D, OnTriggerEnter2D u T.1. DT HOBbIE KOMITIOHEHTBI MJIM METOJIbI OSIBUIKCH ¢ Unity
4.3. Ucnonb3ys ux, BBl paboTaere ¢ (PU3NUYECKUM ABHKKOM, BCTpoeHHbIM B Unity 4.3, mist 2D-urp (Ha
ocHoBe Box2D) Bmecto nBmwxkka mist 3D-urp (PhysX). JIBa nBukka UMEIOT aHAJIOTMYHBIC KOHIEHINH U
O00BEKTHI, HO OHU HEe pabOTaIOT TOYHO Tak ke. Eciau Bbl HaunHaeTe paboTath ¢ oAHUM (Hanpumep, Box2D
g 2D-urp), npuaepxuBaqntcm ero. IMEHHO MO3TOMY MBI UCHOJIB3YEM BC€ OOBEKTHI MM METOJBI C

cybpukcom "2D".



B ckpunt ans Hamero urpoka Mbl J0OaBUM HECKOJBKO IMPOCTHIX 3JEMEHTOB YIpPaBlCHUS, a

WMEHHO: KJIABHIIIU CO CTPEIKaMU, KOTOpbIE OYAyT IepeMeniatb Kopaoib.

using UnityEngine;

f// KoHTponnep W noBEOEHWE WrpoKa

.'I- .'I. .'I.

public class PlayerScript : MonoBehaviour

{

J// 1 - ckopocTb ABWMEHMA

_.". Ly
public Vector2 speed = new Vector2(58, 58);

// 2 - HanpaBneHue ABWMEHWA
private Vector2 movement;

void Update()

1
[/ 3 - u3BRedyb wHbOpMAUWED OCH
float inputX = Input.Getfxis("Horizontal™);
float input¥ = Input.GetAxis("Vertical™);

J/ 4 - OBMMEHME B KaxAoM HanpasneHWW
movement = new Vector2(

speed.x * inputX,

speed.y * inputY);

void FixedUpdate()
1

[/ 5 - nepemewenwe wrposoroc obbekTa
rigidbody2D.velocity = mowvement;

1
J

[TosicHto TG PBI B KOMMEHTAPHSX K KOJTY:

ChHavana ompenenuM NyOlIMYHYIO TEpEMEHHYI0, KoTopas OyaeT oToOpakaTbCsl B OKHE
"NHcnekTop". ITO CKOPOCTb, UCTIONb3yeMast Ul KOpaoJis.

CoxpaHUM JIBIKEHHE JJIST KQXKI0TO Kajpa.

Hcnons3yem nedonTHyO 0Ch, KOTOPYIO MOKHO oTpenakTupoBaTh B "Edit" -> "Project Settings" ->
"Input". Tlpu 3TOM MBI MONYyYHM Liesble 3HaUeHust Mexnay [-1, 1], rne O Oyzmer o3HauaTh, 4TO KOpalIib
HETOJIBIIKEH, | - ABM)KEHHE BIIPaBo, -1 - BIIEBO.

YMHOXUM HalpaBJI€HUE HA CKOPOCTb.

N3menum ckopocts rigidbody. D10 gact 1BHXKKY KOMaHAY K IepemelieHnto oobekTa. Cuenaem 3To
B FixedUpdate(), npeana3sHaueHHOM ISl BCETO, YTO CBSI3aHO C (PU3UKOM.

3amemxka o coenawenusx C# : TlocMOTpUTE Ha BUAMMOCTD SPeed wieHa Kiiacca — OH 0003HAaYCH Kak

nyosmunbiii. B C# mepemeHHass ujieHa Kiacca JOJDKHA OBITh TNPHBATHOM JUIS COOTBETCTBYIOILETO



COXpaHEHHUs €ro BHYTPEHHEW pemnpe3eHTanuu. Ho cMeHa Tuma mepeMeHHON Ha MyOJIWYHBIA MO3BOJSET
penaktupoBath ee B Unity yepe3 manens "Inspector", maxke B mpoliecce UIphl. DTO OJHA U3 CaMBIX
MowHbix  Bo3MoxkHOCTeH Unity, TO3BONIAIOIMIAs M3MEHSATh TedMIuield ©0e3 HWCMOJb30BaHUS KOJA.
[TomHHTE, YTO B JaHHOM CiIy4ae Mbl CO3/1a€M CKPHINTHI, & 3TO HE TO € CaMoe, YTO KIACCHYECKOe
nporpammupoBanue Ha C#. DTo npeamnonaraeT HEKOTOPbIX IPAaBUII U COTJIAIICHHI.

Teneps 1006aBUM CKPUIIT K UTPOBOMY O00BEKTY. JlJist 3TOr0 meperamute ckpunt u3 okHa "IIpoekt”
(Project) na wurpoBoii o0bekr B "Hepapxum" (Hierarchy). Bbl Takxke moxere Haxars Ha "Add
Component" u 100BUTh €r0 BPYUHYIO.

Haxwmure knonky "Play" B Bepxneii yactu okHa penaktopa. Kopabns nemxercsi! Congratulations,

Be1 Tonpko uto caenanu sxkBuBaneHt "Hello, World!" st urper :)

HOHpO6y1>iTC HAaCTPOUTHL CKOPOCTb: HAXMHUTC Ha HUIPOKA, HU3MCHHUTC 3HAYCHUSA CKOPOCTU B

"MHcnekrope", 1 TOCMOTPUTE YTO U3 ATOIO MOJYyYUTCS.

i PlayerSecript

ByabTe oCTOpPOXKHBI: U3MEHEHMsI TapaMeTPOB, ClIEJIaHHbIE BO BPEMS WUIPbI TEPSAIOTCA, KOT/la BbI €€
octanoBuTe! MHCIIEKTOpE - 3TO OTIWYHBIA WHCTPYMEHT JIJII HACTPOWKH TEHMILIEs], HO 3alIOMHUTE WJTH
3alUIIATE, YTO BBl JENald, €CIM XOTUTE COXPAHUTh U3MEHEHHUsA. DTOT K€ TPIOK MOJAXOJUT, €CIU BbI
XOTHUTE MPOBEPUTH YTO-TO HOBOE, HO HE XOTUTE BHOCUTh U3MEHEHUS B pEaIbHbIN MPOEKT.

[TepBsiii Bpar

Tenepp no0aBUM HempusTeNeH, CTpEeMSANIMXCS YHHUYTOXWUTh Haml kopabnb. Ilycte um Oyner

37I0BELIH crpyT, Ha3BaHHbIHN "Poulpi":



Co3ngaauM HOBBIM cripaitT. [l aToro:

CkonupyiiTe KapTUHKY B nanky "Textures".

CosznaiiTe HOBBIH CITPANT, UCTIONB3YSI 3TO H300paKEHUE.

N3menute cBoiictBO "Macmtab" (Scale) B pasnene Tpanchopmuposanue (Transform) va (0.4, 0.4,
1).

Jlo6asesTe "Box Collider 2D" pazmepom (4, 4).

Add a "Rigidbody 2D" with a "Gravity Scale" of 0 and "Fixed Angles" ticked.

Coxpanute npedad u... Byas!

Ckpunt

Tenepb HanuileM NPOCTEHbKUNA CKPHUIIT, OTBEYAIOIINI 3a ABUKEHUE OCBMHHOTA B OMPEIAEICHHOM
HarpasieHuu. JlJisg 5TOTo co3aaiiTe HOBBIMA CKPHUIIT, Ha3BaB ero "MoveScript".

MOI[YJIBHOCTL 00€ecIIeunBaeTCsl CUCTEMOI Ha OCHOBE KOMIIOHEHTOB Ul’lity. DTO OTIMYHBIIA cOCO0
OTACIIMTL APYr OT Apyra CKpPUIITHI C pa3JIMYHBIMU (1)YHKLII/I$IMI/I. KOHC‘-IHO, Bbl MOXXCETEC Halucarb OAWH
TUTAHTCKUH CKPHUNT C OOJBITUM KOJWYECTBOM MapamMeTpoB. DTO Ball BBHIOOP, HO 5 HACTOATEIHHO HE
PEKOMEHAYIO BaM JI€JIaTh J3TO.

CkonmpyeM HEKOTOpbIE YacTH KoJa, KOTOpbli Mbl Hamucaimu B «PlayerScript" s aBrxeHUs
nepconaxca. We will add another designer (a public member you can alter in the "Inspector") variable for

the direction:



using UnityEngine;

A/ <summary:

/{/ NpocTo nepemewaeT Texkywwid obbexT wrpw
A </summary>

public class MoveScript : MonoBehaviour

1

/{1 - nepemeHHbie

Jf <summary>

/{/ CropocTe obbexTa

J </ summary

public Vector2 speed = new Vector2(le, 18);

/4 <summary>

/// HanpasneHwe OBWMEHWA

A4 </ summary>

public Vector2 direction = new Vector2(-1, @);

private Vector2 movement;

void Update()
1
/{2 - MNepemeweHwe
movement = new Vector2(
speed.x * direction.x,
speed.y * direction.y);

b

void FixedUpdate()
1

/f MpumennTe gewkedHwe k Rigidbody
rigidbody2D.velocity = movement;

1
¥

[Tpukpenure ckpunt k ocbMuHOry. Haxkmure "Play" u yGenurech, 4TO COpyT JABMXKETCS TaK, Kak

0

IOKa3aHO Ha pPUCYHKEC HUKEC:




Ecom BB Oynmere mepememniaTh Wrpoka mepen BparoMm, oba cmpaidta cToiakHyTcs. OHH MPOCTO
3a0JIOKHPYIOT IPYT JIpyra, TaK KaK MBI eIl He ONPEACTUIN UX MTOBECHHUE ITPU CTOJIKHOBEHHU.

dopma npeacTaBiIeHns pe3yJabTaTa:
Otuer o nmpoaenaHHon padoTe.

Kpurtepun onenku:

OneHka «OTJIMYHOY CTaBUTCS, €CJIU 3a/IaHUE BBINOJIHEHO BEPHO.

O1eHKa «XOpOIIO» CTaBUTCS, €CIU XOJ BBIIOJHEHUS 33aJaHHUs BEpPHBIH, HO ObUIa AOMYIIEHA OJHA
WM JIBE OIIMOKH, MPUBE/IINE K HEIIPAaBUIBHOMY Pe3yJIbTaTy.

OneHka «y0BIETBOPUTENBHO» CTABUTCS, €CJIN IPUBEIEHO HETIOJIHOE BBIIIOJIHEHUE 3aJaHUSI.

OneHka «HeyI0BICTBOPUTEIBHOY» CTaBUTCS, €CIIU 3aJaHUE HE BHITIOJIHEHO.



IIpakTuyeckoe 3ansTue Ne 4. Co3nanue opykusi 1 60eNpPUNacoB

Beinosnus patdory, Bel Oyaere:

ymembs:

- CO3JaBaTh MYJIU U OPY>KHE Y UTPOKA U IPOTUBHUKA
MarepuajibHoe o0ecnieyeHue:

MGTOI[I/I‘-ICCKI/IG YKa3aHud O BBIIIOJIHCHUA MTPAKTUYCCKUX pa60T

3ananmue:

1. Peanu3oBaTh MEXaHUKY BBICTPEIIOB Y HTPOKA ¥ IPOTHBHHUKA

2. Peann3oBaTh MEXaHUKY CTOJIKHOBEHHS MYJIH C IPOTUBHUKOM U UTPOKOM
IMopsinok BbINOJIHEHUS PA0OT:

Cuapsn

HCpBHM ACJIOM, IPECKAC YCM IO3BOJIMTH HI'POKY CTPEIATH, HAM HYKHO OIPECACIUTH HFpOBOﬁ
O6’b€KT, HpeI[CTaBJIﬂIOH_[I/Iﬁ HCIIOJIb3YEMbIC HAMU CHAPAIBI. Bot Ham cnpaﬁT

CHaps — 00beKT, KOTOPBIM MBI OY/IEM TI0JIb30BaThCs OYEHBb YacTo. B urpe OymeT HeCKOIbKO CIIEH,
B KOTOPBIX UTPOK OynmeT cTpensarb. UTO MBI JTOJDKHBI UCTOIB30BaTh B 3ToM ciydae? IIpedad (Prefab),
KoHe4HO e! J[is aToro npoaenaite ciaeayronme 1eHCTBU:

NMnoptupyire TeKCTYpy

CoznaiiTe HOBBI CIIpaiiT B clieHe

VYcranoBuTe N300paKeHUE Ha CIIPAMT.

Jlo6asbTe "Rigidbody 2D" ¢ paBHbIMM Hyit0 3HaueHusMH "Gravity Scale" u "Fixed Angles".
Jlo6aseTe "Box Collider 2D" pazmepom (1, 1).

agkrwpdPE

Cnenaiite macmrtad takum (0,75, 0,75, 1) mns ayumiero oroOpaxkenus. Temeps, HaM HYKHO
ycTaHOBUTH HOBBIM mapamerp B "Mucnekrope" (Inspector). mis atoro B "Box Collider 2D" moctaBbte
rajyiouky HarpoTuB cBoiicTBa "[sTrigger". Tpurrep xonnaiaepa co3gaet coObITHE NIPU CTOIKHOBEHUU, HO
HE UCTOJb3yeTCs MPU MOJCIUPOBaHUS (PU3UKU. ITO 3HAUUT, YTO BBICTPEN MPOMIET CKBO3b OOBEKT MpHU
COMIPUKOCHOBEHUH — HUKAKO2O0 «PedbHO20» 83auUMOoOelicmsus He 6yoem. A BOT y APyroro KoJuiaiaepa
3TO cripoBorpyet coobiTre "OnTriggerEnter2D".

Coznaiite ckpunt, Ha3BaB ero "ShotScript":



using UnityEngine;

Hd <summary>

/// Noeepenwe cHapsaga

H </ summary

public class ShotScript : MonoBehaviour

{

// 1 — MNepemedHan gusadHepa

J/ <summary:

£/ MpwdwHennwidl speg
/i </ summary>

public int damage = 1;

J/f <summary>

/// CHapag HaHOCWT NOBPEXOEHWA WIPOKY WAW Bparam?
fff </summary:

public bool isEnemyShot = false;

void Start()

1

f{ OrpaHwdeHHoe Bpemsa ¥W3HW, 4ToBW wsbexaTe yTedex
Destroy(gameObject, 28); // 28 cexyHg

1
¥

[Tpukpenure "ShotScript" k cmpaiity. Taxke mo6aBere "MoveScript", T.K. Balli CHUMKH OyIyT
JIBUTaThCs. Teneph meperammure 00beKT BhICTped B maHenb "llpoext" mns co3manms [Ipedada. On Ham
COBCEM CKOPO MOHA00UTCS. BBl TOMKHBI UMETH CIEAYIOUTYI0 KOHPUTYypaInio:

Ecnm BeI 3amycTrTe Urpy ¢ momorbio KHOTkH "Play", BeI yBUIMTE, UTO BBICTPEI JBUKETCS.

CToJIKHOBEHHS U MOBPECKACHUSA

Tem He MeHee, BhICTpen (TMOKa) HE HAHOCUT MOBPEKACHUH. Huuero ymmBUTENBHOTO, BElb MbI HE
cenaiy CKpunT o0pabotku nmoBpexaeHuii. Coznaaum ero, HazaB "HealthScript":



using UnityEngine;

[ csummarys
Handle hitpoirts and damsges
FAF </ summary>
public class Healthscript : MonoBehaviour
{
[ <summary>
BCErD XMTTNIOMHTOE

£ < sumary s
public int hp = 1;

fff <sumary>
Bpar WM Wrpoe?

FIF </ summary>
public bool isEnemy = true;

{ csummary>
HEHOCHM YPOH M NPoESPAEM OOM=EH M ofsekT GaMb yYHUNTOSREH

ff <param name="damageCount™:</param-
public void Demege{int damegeCount)
r

hp -= damsgeCourt;

if (hp <= 8)
ff Cmepre!
Destroy(gametbject );
b
ki

woid onTrigeereEnter2D{Collider2Dd otherCollider)
ff 370 BeicTpen?
Shotscript shot =
if (shot != null)

1

otherCollider.game0bject .GetComponent <shotscripts=( ) ;

/f vaferaiiTe QpyEECTESHHOMD OFHA
if {shot.isEnemyshot != isEneay)
{

Camage( shot . damags) ;

ff ¥YHU4TORMTE BsCTpEN
Destroy(shot.gamebbject); /F Boeraa usneTece B WrposcH of-skT, WHaw

JHlo6asbte "HealthScript" na npedab cnpyra.

Brumanue: Jlydme Bcero mnopa®oTaTh HeMOCpeAcTBEHHO ¢ mpedadom. [lpu sTOM Kaxbli
9K3EMIUIIp Bpara, Y4acTBYIOIIMH B CIeHe, OyaeT mMoauduuupoBaH Tak, yToObl oTpaxkaTh mpedad. B
JAHHOM cllydyae 3TO OCOOEHHO BakKHO, IMOTOMY YTO B Hamieil cueHe OyneT MHOro BparoB. Eciu BeI
COCPENOTOUYMIN YCHIIMSI Ha SK3EMIUISIp UTPOBOTO 00bEKTa BMeCTO npedaba, HE BOJHYHTECHh: HakaB Ha

kHonKy "[IpuMenuTs" cBepxy BKiaaku "MHcnekTop", BBl 100aBUTE 3TH U3MEHEHHS U B ipedad.

Y6enurech, 4TO BBICTPET U CHPYT HAXOJATCS HAa OJHOW JIMHUM, YTOOBI MPOBEPUTH CTOJIKHOBEHHE.
Hanomunaro, uto 2D ABMKOK HUUYETro HE 3HAET PO OCh Z, Mo3ToMy Bamu 2D konmnaiiaepsl Bcerjna OyayT
B TOM K€ MJIOCKOCTU. A TETeph, 3allyCTUTE HAIly CLIEHY. BbI TOJKHBI YBUAETH CIEAYIOLIEE:



3/10poBbE Bpara MpeBOCXOAUT YPOH OT BBICTpEia, MO3TOMY OH BbDKMBET. [lompolyiiTe u3MeHUTh
3nauenue hp B "HealthScript" Bpara:

Crtpeanda

VY nanute BeICTpen U3 cleHbl. Tenepp, Korja Mbl ¢ HUIM 3aKOHUWJIM, €My HE4Yero Tam Jenarb. Ham
HYXXEH HOBBIA CKpuNT ais crpensObl. Cosnaiite ero moja umeneM "WeaponScript". DTOT CKpUNT MBI
OyJeM HCIOIh30BaTh Be3ne (UTPOKH, Bparu u T.1.) Ero mens 3akmouaercs B to instantiate cHapsia mepes
UTPOBBIM OOBEKTOM, K KOTOPOMY OH NpHUBs3aH. BOoT mosHelid koj, Oosnbie, yeM 00bruHO. OOBSICHEHUS
HIDKE!



LSING UMITYENgIne;

/1] e=maryy

/] Launch projectzle

11} «/sawecy>

public clasy wesponsoript © Morctehaviour
{

JI7 TeRSl CHapRa R CTRAnmOM
/I <axeacy
publiz Tronzform shotFrefad;

JI] cxrmarys

VIl Ses IegREapaNn B CeCy-ia
/1] ofnmwary>

public float shoctingtiots » 8.I57)

void start{)
{

Shooteooidown = #7)
)

void Upoea()
{

if (shootcooicown > @)

'

{
shootCoolooun -« Time.daltaTisay

JH csmmaryy
J7] COREMITE SRl LA, S BTD RORIORC
JII <foeeany
public void Attack{ocol izEnamy)
{

iF (Canattack)

{

FootCoolaon = SOt ing=ate;

// Coazaime |oouit RETRRN
var shotTrensform « Instsntiste(shotPrefeb) as Trensformy

/] Orpeisivte rorcwssus
ShotTransforn, position = transforw. position;

// CachcTzo Epara
ShotScript shot = zhotTransform. gemelbiect .Gettomponent <ShotScripty( )}
if (shot = mll)
4
shot. isEraeySnot = LEnaewy |
}

// Cosraiime Tax, YToGU WMETEON BCOMDR G SSITISTOM K3 WETD
YoveScript move = shotTransform, gamecb;ect .GetComporent doveScripts( )}
if (mowve '= rull)
{
FOUS . CLOSCTION = TS TrarsTomLoight] // & AROOSEson NEOCTR-CTES 370
}
)
)

1] chummey s
f/7 TOTORD AW COYXME BIHCTUTW SORM CHapaa?
11l < zmary>
public ocol Candttack
{

et

{

return shooticoldown <= &%)
)

)

—

[Tpukpenure 3TOT CKpUNT K UrpoKy. CKPUIIT AEIUTCS HA TPU YaCTH:

[Tepemennsnie Bo BkIaake "Inspector”



3mech y Hac ecth aBa wieHa: shotPrefab u shootingRate.

IlepBbIif HEOOXOAMM Ul YCTAaHOBKH BBICTpENA, KOTOPbIM OydeT HCIOIb30BAThCA C 3TUM
OpYKHEM.

BeiOepure urpoka B cuene "Hierarchy". B xommonentre "WeaponScript", Bl Moxere
yBuAeTh cBoiicTBO "Shot Prefab" co 3nauenmem "None". Ileperammre npedad "Shot" Ha 310
MECTO:

Unity aBToMaTH9eCKH AOMOIHUT CKPUOT 3T0 HH(pOpMatuei. Y 100H0, He Tak u?



[Tepemennas shootingRate umeer 3HaYeHHE IO YMOJIYAHHUIO, YCTAHOBJICHHOE B KOJIE. MBI HE
OyZeM MEHSTh ero Ha JaHHbIM MOMeHT. Ho Bl MOXkeTe HauaTh UTPY M AKCIEPUMEHTHUPOBATDH C
HUM, 9TOOBI Y3HATh HA YTO OHA BIIHSIET.

BynpTe ocTOpOKHBI: M3MEHEHHE 3HAUYCHUS MepeMeHHol Bo Bkiaake "Mucnekrop" B Unity
HE MPHUBOJIUT K COXPAHEHHUIO ITHX 3HaueHui B ckpunte. Ecnu go6aBuTe 3TOT CKPUNT B APYroit
O0BEKT, 3HAYCHHE MO0 YMOJIYAHHIO OYJEeT TaKuM, KOTOPOE HAMMCaHO B CKpumnTe. Ecnmu ke BB
XOTHUTE COXPAHUTh OTPEIAKTUPOBAHHBIC MTAPAMETPhI, Bbl JJOJDKHBI OTKPBITh CBOM pEelakTop KoJia U

3aliucaTthb 3THU 3HAYCHUA TaM.

[Tepesapsiaka.

Opyxue obnagaet onpeeIeHHON YacTOTON BhICTpenoB. be3 3Toro napamerpa MOXKHO ObLIO
OBl BBIITYCKATh HEOTPAHUYCHHOE KOJIMUECTBO MATPOHOB B KAXKIOM Kajpe.

HOSTOMy HaM HYXCH HpOCTOfI MCXAaHHU3M OXJIaXICHU. Ecau ero 3nadeHue IIPCBBIACT O,
MBI IIPOCTO HEC MOKEM CTPCIIATD. MBI BeIIUTaEM nmpomeamee BpeMA U3 KaXXA0ro Kkajiapa.

Iy0m4HbIA METO/ CO3IaHUS ATAKHU

['maBHast wenp 3TOrO CKpuUmnTa — aKTUBUPOBATHCA 4Yepe3 apyrou ckpunt. Ilostomy s
CO3J/IaHUS CHAPSI/Ia MBI UCIIOJIb3yeM TyOTHYHBIA METO/I.

Co3maB ek3eMIUIsIp CHapsiaa, Mbl W3BJIEKAEM CKPHUIITHI O0BEKTa BBICTpENia M OBEppaianm
HEKOTOpbIE IEPEMEHHBIE.

Brumanue: C nomomipto meroma GetComponent<TypeOfComponent>() MoxHO co3aaTh
TOYHBI KOMIIOHEHT (@ 3HAYUT, U CKPHUNT, TOTOMY YTO CKPHIIT — TOXKE€ KOMIIOHEHT) OOBEKTa.
Hcnone3yiite generic (<TypeOfComponent>) mis 0003HaueHHs KOHKPETHOTO KOMITOHEHTA,
KOTOPBIit BaM HYXKEH.
Kpome Toro, y Hac ects GetComponents<TypeOfComponent>(), BbI3bIBarOIINi CIIUCOK BMECTO
MepBOTO H T.JI.

Hcnoan3oBanue OpyKHSA C KJIaCCOM UIPOKa

Ecnm BBI 3amycTuTe cedyac Wrpy, TO YBHJIWTE, YTO HHYErO0 HE M3MEHWIIOCh. MBI co3paim
OpY’KHE, HO OHO COBEPLIEHHO OECIOJIE3HO.

B camom nene, eciin "WeaponScript" Obl1 ObI IpUBSA3aH K KJIACCy, Mbl HUKOTJ]a HE CMOTJIN
Ob1 ucnosib3oBath Meto Attack(bool).

JlaBaiiTe BepHeMcs K Hamiemy "PlayerScript".

B ¢yukuuu Update() mo6aBeTe 3TOT Kycouek KoJa:



vold Update()
1

/{5 - CTpensba

bool shoot = Input.GetButtonDown("Firel™};

shoot |= Input.GetButtonDown{"Fire2"};

// 3amedanwe: [na nonesosaTeneid Mac, Ctrl + cTpenka - 37O

if (shoot)

1
WeaponScript weapon = GetComponent<WeaponScript:()};
if (weapon != null)
1

// nowb, Tak Kak Wrpok He spar
weapon. Attack(false);

Ha JAaHHOM 3Tall€ HEBAKHO, ITIOCTABUTE BbI €TI0 MEPC/ UJIN ITOCIIC NBUKCHU.

Yro MBI caetanun’?

1. Mgl onpenernsieM HaxkaTre KHONKH cTpesbObI (Click wmu ctrl mo ymomuanuto).

2. U3Bnekaem CKpUNT OOBEKTA.
3. MBI 3amyckaem Attack(false).

Button down: Bbr yxe HaBepHsKa 3aMeTWIIM, 4TO Mbl ucmonbdyeM wmerox GetButtonDown() mns
obecriedeHus: BBoja. "Down" B KOHIIE NO3BOJISIET HAM BBECTH JIaHHBIE NMPH HAXKAHUU KHOIKH U MOIbKO
omuH pa3. GetButton() Oymer BbIBOAMTH true B KaKJOM Kajpe, MOKa THPOK HE OTHYCTUT KHOMKY. B

HallleM CiIy4ae HaM sIBHO HEOOXOAMMO MoBeacHHe, obecneunBaemoe MmertogoM GetButtonDown().

[TonpoOyiiTe ncnosn3oars GetButton() u mouyBcTBY#iTE pa3HHUILY.

3amycTuTe Urpy c nomoiisto KHomku "Play". BoT 4TO BbI JOMKHBI TOTYYUTh:




[Tymu nerst cnumkom memieHHo? Tloskcnepumentupyiite ¢ npedadom "Shot" uToOBI BBHIOpATH
opTuMaibHOE 3HadeHue. [TonmpoOyiiTe Takxke 100aBuTh Bpamienue urpoky: (0, 0, 45). Ilymu aBurarThCS
mox yriom 45 rpaaycoB, Jake € BpallleHHe CIIpaiTa BBICTpENa SBISETCS HEKOPPEKTHBIM — a BEIb MBI
€ro He N3MCHHIIH.

Wrak, y Hac yxe ecTb HeUTO noxoskee Ha uryrep! Tenepr Bbl ymeere co3/1aBaTh Opy»KUe, KOTOpOe
MOJKET CTPENIATh U YHUUYTOKUTH Ipyrue o0bekThl. [laBaiiTe ABUrathes naibiine. Mbl XOTUM 4TOOBI Bparu
TOXE MOTJIM CTPEJISTh.

Bpaxeckunii cHapsjg

MBI co31aIuM HOBBIH CHapSII C MTOMOIIBIO ATOTO CIIPaNTa:

Ecnu BBl Tak ke JeHMBBI, Kak s, nponayonupyiite mpedad "PlayerShot", mepenmenyiite ero B
"EnemyShot1" 1 n3amMeHuTe cupaiT, Kak ONMCAaHO BHIIIE.

Jns nyOonupoBaHMs CO3/1aiiTe SK3EMIUISp, MEepeTaliiuB ero Ha CIeHY, ePeUMEHOBAB CO3/1aHHBIN
UTPOBOM OOBEKT U, HAKOHEII, COXpPAaHUB ero Kak Prefab’.

W MoxHO mpocto mpoayOnupoBats Prefab nampsiMyro BHYTpH mamku ¢ HOMOIIBIO SIPITBIKOB
cmd+D (OS X) wmu ctrl+D (s Windows). Eciiu Bel He BeIOMpaeTe JETKUX MyTeH, BB MOXKETE CO3/1aTh
HOBBIH CIIpalfT ¢ mapameTpoM rigibody, KojutaiiiepoM ¢ TPUTTEPOM U T.1.

[MpaBuneHbIi MacTab - (0.35, 0.35, 1).

BOT, 4TO Yy BaC JOJIZKHO MMOJTYYUTBCH.



[Tpu maxxatun "Play" mpou3zoiner BbICTpEN, KOTOPHIH MOTEHIIMAILHO MOXKET YHHYTOXXHTH Bpara.
310 n3-3a cBoicTB "ShotScript" (koTopble MO YMOIYaHUIO IJI0X0 COBMECTUMBI ¢ Poulpi).

He wusmensiite mumuero. Ilomuure nHam "WeaponScript"? OH TO W yCTaHOBHT IpaBHIJIbHBIC
3HAYECHUS.

VY nac ects npedad "EnemyShot1". Vnanute sK3eMIUISIpbI CO CLIEHBI, €CIH OHU €CTbh.

Taxoke, KaKk MBI JeNaqy IS UTPOKa, TaKKe HaM HYKXHO H00aBUTh OpY)KHE M Bpary, a IOTOM
BbI3bIBaTh Attack() 4ToOsl BeICTpeuTh. BOT, 4TO HaM Ha/IO CAEaTh:

1. Jo6asbte "WeaponScript" Bpary.

2. TleperammuTte nmpedad "EnemyShotl" B mepemennyto "Shot Prefab" ckpumra.

3. Cozpnaiite HOBBIHM ckpunT noj Ha3BaHueM "EnemyScript". O npocto OyneT 3amyckaTb CTpeiab0y
B K&XOM Kajpe. YTo-To BpoJe aBTOCTPEHOBI.



using UnityEngine;

/4 <summary:

//{ Enemy generic behavior

A </ summary >

public class EnemyScript : MonoBehawviour

1

private WeaponScript weapon;

void Awake()
1

// MonyuwTe opyxWe ToNbKO O4QWH pas
weapon = GetComponent<WeaponScripts();
1

vold Update()
1

/[ aeTomaTuueckan cTpensba
if (weapon != null && weapon.CanAttack)
1

weapon.Attack(true);
¥
1
¥

[Ipukpenure 3TOT CKPUNT K OCBMHHOTY. Y Bac JIOJDKHO IMOJYYUTHCS CIEAyromee (3aMeThbTe, YTO
4acTOTa CTPESIbObl HEMHOTO 3BeMYmIach 100.75):

Preview

.




3ameuanue: Ecnu Bel Monuduuupyere UrpoBoil OOBEKT B CIieHe, HE 3a0yAbTe COXpaHHUTh BCe

n3MeHeHus B npedade, ucnosb3oBaB KHONKY "IIpumenuTs" cipaBa cBepxy ot nanenu "MHcnekTop".

[TormpoOyiiTe ChIrpaTh U MOCMOTPETH!

I/ITaK, MBI CACJIAIN TO, UTO XOTCJIIU U TCICPb U 110 HAM TOKEC CTPCIIAIOT.

Ecan MOBCPHYTH Bpara, Bbl MOKETC CACIIAaTh €I0 CTPCIAONMM B €r0o CJIEBA, HO, XM... cnpaﬁT
IMOBCPHYJICA BBCPX HOr'aMH, @ HAM 3TO HC HYIKHO.

JlaBaiiTe ucrnpaBuM 3TO HEJOPAZYMEHHE.

Crpenn6a B JIl0O00M HanpaBJIeHUM.

"WeaponScript" Obul HamucaH ocoObIM 00pa3oM: BBl MOXKET€ BbIOpATh HalpaBJIEHHUE CTPEIbOBI,
IIPOCTO Bpalasi MPUKPEIUICHHBIH UTPOBO 00BbEKT. MBI YK€ BUJIENH 3TO paHbllle, KOTa Bpallaiy CIpauT
Bpara. CyTb B TOM, 4TOOBI CO3JaTh MyCTOM MIpOBOM OOBEKT Kak pebeHka mpedaba Bpara. Urtak, Ham
HYXHO:

1. Cozpate mycToit urpoBoii 00bekT. HazoBem ero "WeaponObject".

2. Ynamum "WeaponScript", mpuKperuieHHbIH K npedaly Bpara.

3. Hob6asum "WeaponScript" k "WeaponObject" u ycTaHoBUTH cBoiicTBa npe6a BbICTpea Kak MbI
3TO JIeNIaJIN paHbIIIe.

4. Tloepuem "WeaponObject" Bot tak (0, 0, 180).

Ecnu BBI mpojienaiy 3TO BCce Ha UTPOBOM OOBEKTe, a He Ha mpedabe, To He 3a0yabTe HaXaTh Ha
KHOMNKY "ITpumeHuTs" 11 coxpaHeHust ”3MEHEeHH|. BOT, 4T0 y Hac Mony4usiocs:



However, we have a small change to make on the "EnemyScript" script.

B cBoem HbiHemHeM coctossHud Bbi3oB  GetComponent<WeaponScript>() B "EnemyScript"”
BosBpaiaer NUll. B camom gene, "WeaponScript" Gosibiiie He MPUBSI3aH K OTHOMY OOBEKTY UIPHI.

K cuacteio, B Unity Takke JOCTYIEH METOJ, HCIOJB3YIOIHIA IETCKYI0 HEPAapXHI0 HUTPOBOTO
o0ObekTa, KoTopsiid HasbiBaeTcst GetComponentInChildren<Type>().

Jis  GetComponent<>(), GetComponentIinChildren<>() Taxxe cymectByer B  Qopme
MHoxecTBeHHoro uyucia: GetComponentsinChildren<Type>(). OOpartute BHHMaHWEe Ha S TOCIE

"Component". 9TOT METOA BO3Bpala€T CIMCOK BMECTO IIEPBOIO COOTBETCTBYIOIIETO KOMIIOHEHTA.

Ha camom nene, mpocTto Ui YAOBOJBCTBHS, MBI TakKe JOOABMIM BO3MOXKHOCTH YIPaBIICHUS
HECKOJIbKUMH BHJIaMU OpYXHUS. Mbl MPOCTO MaHUIYJUPYEM CIIMCKOM BMECTO OJIHOTO 3K3eMIUIsIpa
KoMIoHeHTa. Barnsuute Ha Bech "EnemyScript":



using System.Collections.Generic;
using UnityEngine;

J/f <summary>

//f Enemy generic behavior

J// </summary>

public class EnemyScript : MonoBehaviour

1

private WeaponScript[] weapons;

void Awake()
1
// MonyunTe opywWe ToNbko OAWH pas
weapons = GetComponentsInChildren<WeaponScripts=();

¥
vold Update()
1
foreach (WeaponScript weapon in weapons)
1
// aBTomaTwuyeckasa cTpencba
if (weapon != null & weapon.CanAttack)
1
weapon . Attack(true);
b
b
¥

Hakonen, Hy)XHO OOHOBHUTH CKOpPOCTb BBICTpENa IyT€M HACTPOHKM NyONMYHOM NpeMEeHHOU
"MoveScript" u3 mnpepada "EnemyShotl". CkopocTh BbICTpena JODKHA OBITH OOJIBIIE CKOPOCTH
JIBIOKEHUS CTIPyTa:

Mpsl cnenany BEIMKOTO M y>KaCHOTO OCBMHMHOTA. A JaBaiiTe elie peann3yeM CTpenbOy B JABYX
HaIpaBJIEeHUAX ?

Crpennb0a a 1ByX HanpaBJICHUSIX

Orta 3aZlada peajin3dyccCs BCCTO B ITAPy KIIMKOB. Z[J'ISI OTOr'0 HC HYXHbI HUKAKHUEC CKPUIITHI:

1. JloGaBbTe apyroe opyxue Bpary (ayonupys nepsbiit "WeaponObject").
2. W3menute yromn noBopota Broporo "WeaponObject".



Bpar JIOJDKEH ceiuac CTPCIIAATh B IBYX HAITPABJICHUAX. Bo3MoxHBIHM pe3yibTar:

T e ez

3TO0 XOpOUIMKA PUMEp MPaBUIBHON padboThl B Unity: co3aBasi HE3aBUCUMBIE CKPHIITHI BPOJIE 3TOTO
U Jienas MyOJUYHBIMUA HEKOTOpPBIE MOJIE3HbIE IEPEMEHHBIE, MOXKHO 3HAUUTEIBHO YMEHIIUTh KOJIUYECTBO
Ko/a. MeHbllle Ko/ia - MEHbIIIe OLITHOOK.

Hanecenune ypona urpoky

Hamum ocemuHoru BHymaroT yxac? Kak Obl He Tak! Jla, OHM MOTYT CTpeNisiTh, HO 3TO HE HAHOCUT
MOBPEXKAEHUS UTPOKY. MOXKET, y HUX X0JIOCTbIE MaTpoHbl? JlaBaiiTe pazOuparbes.

IIpocto nod6asete "HealthScript" Ha urpoka. Y6enurech, 4to cHsuM raiky ¢ nois "IsEnemy".

v Health Script (Script) ¥,
Script i HealthScript | e
HP 1 |
Is Enemy ]

3ammycTUTe Urpy U MOYYBCTBYHTE pa3HULY:

bonyc

BoT Bam HekoTOpbIe COBETHI AJISl YIy4IIEHUS acleKkTa cTpenbObl B Bame Oynymieil urpe. Bol
MOJKET€e IIPOIYCTUTh ITY YacCTh, €CIIU BaC HE MHTEPECYIOT OPOOHOCTH, OTHOCSIIMECS K KAHPY UMand.

CoJIKHOBEHHS HTPOKA C BPAromM

JlaBaiiTe MOCMOTpPUM, Kak MBI MOXKeM 00pabOoTaTh CTOJKHOBEHUS MEXKIYy HTPOKOM M Bparom,
MOCKOJIbKY ceifyac OHM CTAJIKMBAIOTCS APYT ¢ Apyrom 0e3 mocienctBuil. CTOJIKHOBEHHE - 3TO pPe3yJbTaT



IepeceyeHusl IByX He-TpUrrepHsix 2D kosutaiinepoB. Ham mpocTto HyXHO

OnCollisionEnter2D B PlayerScript:

fiPlayerscript.cs

vold OnColli=sionEmter2iCollision2D collision)
P

bool damagePlayer = false;

Jf CTOMKHOBEHWE C Bparos

o0OpabaTreiBaTh COOBITHE

EnemyScript enemy = colli=ion.gameCbject.GetComponent<Enemyscript=();

if {enemy != null}
{.

{f CwepTe Epara

Healthscript enemHealth = enemy .GetComponent<Healthscript=();
if {enemyHealth != null)} enesyHealth.Dewege{enemyHealth.hp);

damagePlayer = true;

A

{{ NoepespsHWA ¥ Mrpoka
if {damagePlayer)

4

Healthscript playertealth = this.GetComponent<Healthscripts=();

if (playertiealth != null} playerHealth.Damage(1);
H
H

HpI/I CTOJIKHOBCHHU Mbl HAHOCUM YPOH KaK Bpary, TaKk U UI'pOKY 6J1aroz[ap51 HaJIN4YHnIO KOMIIOHCHTA

HealthScript. K Hemy npuBsizaHo Bce, 4TO OTHOCHTCS K 3I0POBBIO/yPOHY.

®opma npeacraBiaeHus pe3yJabTara:
Otuer o npoaenaHHoi padoTe.

Kputepun onenkn:
O1eHKa «OTVINYHO» CTABUTCS, €CIIH 3a/laHUE BBIIIOJIHEHO BEPHO.

OI_IeHKa «XO0pOo1mo» CTAaBUTCHA, €CJIM XOJ BBINNOJHCHUA 3adaHUA BepHBII\/’I, HO ObLIa AO0IMyIICHa OaHa

WJTU JIB€ OIMOKH, TPUBEIIITNE K HEIPABUILHOMY PE3YJIbTaTy.

OI_IeHKa «YHAOBJICTBOPUTCIIBHO» CTABUTCS, €CJIU IIPUBCACHO HCTIOJHOC BBIITOJIHCHUC 3a/IaHUA.

OIIGHKa «HCYIOBJICTBOPUTCIILHO» CTAaBUTCS, €CJIU 3aJaHUC HE BBIITIOJIHCHO.



IIpakTuyeckoe 3ansaTue Ne 5. Coznanue cueHbl ¢ 3¢ PeKToM Napaijiakc-CKpOJJIMHIa

Beinosinus padory, Bl Oyaere:

ymembs:

- C03/1aBaTh CLEHBI ¢ 3(h(PeKkToM mapamiakec — CKpOIIMHTa
MarepuajibHoe o0ecnieyeHue:

MGTOI[I/I‘-ICCKI/Ie YKa3aHud O BBIIIOJIHCHUA MTPAKTUYCCKUX pa60T

3ananmue:
1. JloGaBuTh Ha Bamly CiieHy B Urpe 3 ekt mapamiakc — CKpOJUTHHTa
IMopsinok BbINOJIHEHUS PadOT:

DddekT mapamrakca

DddexT, KoTOphIi BB HaligeTe B Kaxaoi 2D wurpe 3a mocnennue 15 neT Ha3bpIBaeTCs Mapayilakc-
apdexrom. Kopode romops, uaest 3akioyaeTcss B TOM, YTOOBI mepemeiath (POHOBBIC CIOU C Pa3HOM
CKOpOCTBIO (T.€. YeM JaJibllIe CIIOH, TeM MeIJIeHHee OH JIBUXKeTcs). Eciau Bce caenaHo MpaBMIIBHO, TO
CO3J1aeTCs WILIH03US TIyOMHBI. DTO 3/10pOBO, KPACUBO U IPOCTO B UCIOIH30BAHUU.

Hagaiite peamuszyem Bce 310 B Unity. JloOaBiieHne OCH CKpOJUIMHTA — 3ajlada HENpocCTas, U HaMm
MPUIETCS TTOPAa3MBICIUTh, KAK HAIIMCATh OCTAIBHOM KOJI UTPBI C YI€TOM 3TOro acriekra. Hax atum crout
3ayMaThbCs, MpEeXAEe YeM HauyaTb KOJIUPOBaTb :) MBI MOXEM BOCHOJb30BATHCS HECKOJIbKUMHU
PELICHUSIMHU:

Wrpok u kamepa JABUTAIOTCS, BCE OCTATIHLHOE HETIOIBUKHO

Hrpok u kamepa HEnoABMKHBL. Bee ocTanbHOE IBHKETCA

[lepBrIii BapuaHT MpeAcTaBisieT cOOONW JOCTaTOYHO CIIOKHYIO 33Jady, €ClIM y Bac PEKHUM KaMephl
Perspective (kamepa OyaeT oToOpaxaTh OOBEKTHI B PEKUME IMEPCIEKTHBHOTO mpocMmoTpa). Ilapamtakc
O4YeBHJIeH: (DOHOBBIE JEMEHTHI OTJINYAIOTCs OoJbIeit rryOuHON. [ToaToMy KaxkeTcs, YTO OHU JIBUKYTCS
Me/IJICHHEE.

Ho B cranmaptroit 2D urpe B Unity mMbl ucrnonb3yem oprorpaduueckyro kamepy (Kotopas Oymer
oToOpakaTb OOBEKTHI B OPTOTOHAJIBHOM pexuMme, T.e. 6e3 s dekra riyOuHsl). Y Hac He OyneT Takoi
BEJIMYMHBI, KaK ITyOWHA, B IPUHLIUIIE.

Hemnozo o kamepe: moMHUTE Takoe CBOICTBO Hamled kamepsl, Kak "Projection"? B Hameil urpe
oHo ycranosieHo Ha Orthographic. Pexxum Perspective o3nauaer, 4To MbI HMEEM €O C KIIACCHYECKOM
3D kamepoii ¢ ynpaBineHreM rinyonHoi. Korga mMbl mepekiitogaeTMcsi Ha OpTorpaguueckyro Kamepy, Bce
OOBEKTHI OTOOPAKAIOTCSI C OJMHAKOBOM TIIyOMHONH. OTO OCOOEHHO TMOJIE3HO Ml IpadudecKoro
unTepdeiica nian 2D Urpsl.

Uro6sl 100aBUTH B Hally Urpy 3P PeKT napamiakc-CKpOJUIMHTa, HaM MPUIETCS UCI0JIb30BaTh 00a
3TH criocoba. Mtoro y Hac OyneT /1Ba CKpOJIIMHTa:

Wrpok nBuxeTcs BIepes BMeCTe C KaMepoi.

@DOHOBBIE AITEMEHTHI IBIXKYTCS C Pa3HOH CKOPOCTHIO (B JIOMOJTHEHHUE K ABIKEHHIO KAMEPHI).

Ber moxxere crnpocuts: "[loyemy Obl HaM MPOCTO HE YCTAHOBHUTH KaMepy Kak JOYEPHUN OOBEKT

obobekta urpoka?". JlefictBurensHo, B Unity, eciii Bbl YCTaHOBUTE OOBEKT (HAIp. KamMepa ) B KauyecTBe



JIOYEPHETO MO OTHOIIEHUI0 K OOBEKTY UIPBI, TO 3TOT 0OBEKT OYAET COXPAHATh CBOI OTHOCHUTEIbHYIO
MO3UITUIO 110 OTHOIICHUIO K CBOEMY poauTento. Tak 4To, ecinu kamepa TOUYepHU 00BEKT MO OTHOIICHHUIO
K UTPOKY M HampaBjeHa HAa HEro, oHa OyneT clieqoBarh 3a HUM. [la, MOXKHO CKa3aTh, YTO ITO PEIICHUE
3aJlauM, HO OHO He OYJeT COOTBETCTBOBATh HAILIEMY I'e€HMILICIO.

B wurpax skampa shmup, kamepa oepanuuusaem TeEpeABMKEHUS wurpoka. Ecmum kamepa
MepeMeNIacTcsi BCISA 32 UTPOKOM M MO TOPH3OHTAIBHOW, W 10 BEPTUKAIBHOW OCH, UTPOK CBOOOJICH B
CBOUX NEPEIBIKCHUSIX U MOXKET MATH, Kyna 3axoueT. Ho B Hamem ciydae urpok JOJIKEH HaxoauThes
BHYTPH Y€TKO 0003HAYCHHOM 00JIaCTH.

Mgl 661 Tak)ke MOPEKOMEHI0BAIM UCIOIb30BaTh KaMEpPy B KaU€CTBE CAaMOCTOSITENIbHOTO 00BbEKTa B
2D wrpax. Jlaxxe B muatdopMmepe Kamepa HE CTPOro NpHUBS3aHAa K HUIPOKY: OHa CJEIyeT 3a ero
MEPEIBIKEHUSIMU C HEKOTOPHIMH OTPAaHUYCHUSMU. B KadecTBe OMHOrO U3 JYYIIUX MPUMEPOB
peanu3anuu KaMepsl B iatrgopmepe MOKHO MPUBECTH BCEM U3BECTHYIO Urpy Super Mario World.

CrnaBH (MeCTO NOSIBIIEHUS1) BParoB

Opnnako, 100aBiIeHUE B UTPY NapauUIaKC-CKPOJUIMHTA MPUBOANT K OMPEICIICHHBIM TOCICICTBUSIM,
0co0eHHO 3TO Kacaercs BparoB. Ha maHHOM 3Tame, OHH MPOCTO MEPEABUTAIOTCS MO KapTe U CTPEISIOT C
nepBoi ceKyHabI Urpbl. Ho Ham Hazo, YTOOBI OHU JKJAJIM U OCTABAJINCh HEYSI3BUMBIMH JI0 Hayasa CliaBHa.

Kak moctpouts cnaBu BparoB? KoHeuHO, 3TO B MEPBYIO OYepelb 3aBUCUT OT Urpbl. Bbl Moxkere
CO3/1aTh COOBITHSI, KOTOPBIC 3aITyCKAIOT CIIaBH BPAaroB, TOYKH CIIABHA, 33JJAHHBIC TIOJIOKEHUS U T.]I.

Bom umo mwi coenaem : Mpl pactionoXxuM OCBMHHOTOB Ha KapTe MPOCTO MepeTsHyB npedadbl Ha
Hy)XHOe MecTo. [lo yMOIYaHWIO OHM CTaTHYHBI M HEYS3BUMBI MMOKa HE TOMAIyT B KaMepy, KOTopas
aKTUBUPYET UX.

Textured :|| RGB || 2D | 3¢ | ) | Effects | orAl
A}

Urto XOpoImIo — Tak 3TO TO, YTO JUIsl HACTPOMKH BparoB MOXHO UCHOJb30BaTh peaakTop Unity. Bl

MPOYHTAIN TIPABHIIBHO: HE Tpuiaras abCOMOTHO HUKAKUX YCHIIHH 6bl nOLyYaeme 20mosblil pedaKkmop
YyposHeii .

MBI IeHiCTBUTENIBHO JyMaeM, YTO BaM CTOUT MCIOJIb30BaTh pepakrop UNity B kauecTBe peaakTopa
YpOBHEH, €clii, KOHEYHO, y Bac HET HEJ0CTaTKa BO BPEMEHHW, CPEJCTBAX W COOCTBEHHBIX PEIaKTOPax
YPOBHEH, 7151 KOTOPBIX HY)KHBI CTICIUATBHBIC HHCTPYMEHTHI.

Cinon



JIns Havyajma HaM HY)KHO OINPENENHUTHCS C HAIIUMH CIOSIMH W yKa3aTh, Kakue W3 HHUX OymayT
3aKOJIbLIOBAHbI. 3aKOJIBIIOBAaHHBIN (POH OyJeT MOBTOPATHCS CHOBA M CHOBA Ha MPOTSHKEHUHU YPOBHS. DTO
0CcOOEHHO TMOJIE3HO ISl TaKMX Bemled, kak He0o. Jlo6aBbTe HOBBIM CiIOM Ha cueHy Ui (OHOBBIX

DJICMCHTOB. BOT, 4YTO Yy HAC JOJIPKHO ITOJTYYHUTHCS:

HoBTOpPSsIIO
Caoii Ho3uuus
eecs
3anuuii o ¢ HEOOM Ja (0,0, 10)
Bagauit  pon (1-# psamg  neTarommMX
Her 0,0,9)
w1athopm)
Cpemnuii doH (2-i1 psAx JIeTAOIIMX
Her 0,0,5)
w1athopm)
[lepeanuii I1ad ¢ UTPOKaMU U Bparamu Her (0, 0,0)

MBI Takke MOXKeM J100aBUTH cJou Briepenu urpoka. [Ipocro criemgure 3a TeM, 4TOObI KOOPIUHATHI
ocu Z Haxoawmck Mexay[0, 10], nHaye Bam mpuaercs 10ro HacTpauBaTh Kamepy.

Jlo6aBmsisi CJIOM Tepesl UTPOKOM, HaXOAALIMMCS Ha MEpeHEM IUIaHe, CIeAUTE 3a TeM, YTOObl Bce
O00BEKTHl ObUIM YETKO BUAHBI U OTIMYMMBI Ha (GoHE Ipyr apyra. Bo MHOTMX urpax 3Ta TE€XHHKa He
UCIIOJIb3YETCsI, TaK KaK OHa BJIMSET Ha YETKOCTh I'paduKH.

B crannapraeix nakerax Unity ecThb KOe-KakMe CKPHITHI Ui MapajylakC-CKPOJUIMHTA (B3TJISTHUTE
Ha jnemo 2D miargopmepa B Asset Store). Bbl, KOHEUHO, MOXeTe BOCIOIb30BATbCS UMH, HO 5 MOAYMAJl,
410 OBLIO OBl MHTEPECHO HamMucaTh e€ro ¢ Hyls. BooOmie, crapaiitech He MCHOIB30BATh CTaHIAAPTHHIE
IIAKEThI, ITOCKOJBKY OHM HE JAlT BalleMy pa3yMy pa3BHUBaTbCA. BBl Beop HE XOIUTE CO31aTh

OecToJIe3HBIN KJIOH, KOTOPBI HUKTO M HE BCIOMHHT?



[IpocTo¥i ckpomIuHT

Mpbl HauHEM C JIETKOro: MpokpyTka (ona Oe3 nwmkna. Ilomuure, "MoveScript", KOTOpbBII MbI
ucnoib3oBaau panee? [IpUHIMII TOT ’K€: CKOPOCTh M HANpaBJICHUE, NMPHUMEHSEMbIE HAa MPOTSHKEHUH
OIPEAETICHHOTO IPOMEKYTKA BPEMEHH.

Co3zmaiite HOBBIM CKpUIIT U HazoBUTE ero "ScrollingScript":

using UnityEngine;

J// CEpANT napannakc-CKpOANMHIa, KOTOPHA HYyXHO NponncaTe GAA cnos
public class ScrollingScript : MonoBehaviour

/{ CropocTb NpoKpyTEW

public Vector2 speed = new Vector2(2, 2};

// HanpaBneHnwe LBMKEHHMA
public Vector2 direction = new Vector2(-1, @);

ff DBWKEHWA LOM¥HH BHTb NPUMEHEHH K Kamepe
public bool isLinkedToCamera = false;

void Update()
1
/{ NepemeweHwne
Vector3 movement = new Vector3(
speed.x * direction.x,
speed.y * direction.y,

& 0
u:|,

movement *= Time.deltaTime;
transform.Translate (movement);

[/ NepemeweHne Kamepo
if (isLinkedToCamera)

1

L
J

Camera.main.transform.Translate(movement);

[

I

[Ipukpenure CKpUOT K 0OBEKTAM UIPHI CO CIEAYIOIUMU 3HAYCHUSIMHU:

Casa3an C
Caoit Cxopoctb Hanpasaenue .
Kamepoii
0 - 3agauit pon (1,1 (-1,0,0) Her
1 - DoHoBBIE
(1.5, 1.5) (-1,0,0) Her
DJIEMEHTHI
2 - CpenHuii cinoit (2.5, 2.5) (-1,0,0) Her
3 - llepenuwuii mian 1,1) (1,0,0) Ja

A Temnepb, faBaiiTe 100aBUM 3JI€MEHTHI Ha CLEHY:
Jlo6GaBbTe TpeTuil cioif nocie ABYX NPeablIyIuX.
Jlo6aBbTE HECKOIBKO HEOOIBIHNX MIATGHOPM B ciioe 1 - DOHOBBIC IJIEMEHTHI.

Jlo6aBbTe mnathopMsl B ciioe 2 - CpeaHHid CIOH.



JloGaBbTe BparoB ¢ MpaBoi cTOPOHBI Ha ciioe 3 - [lepeHUI TUTaH, TTOIANIBIIE OT KAMEPHI.

Pesynbrar:

Henoxo! Ho Mbl BUIKM, 4TO Bparu IBUTAIOTCS U CTPEJSIOT KOT/Ia OHU HAXOSTCS BHE KaMephl,
Jlake 10 Hayasia criaBHa!

Bonee TOro, mMpoxoas MHMO WTpOKa, OHM HE HCYE3a0T (YMEHBIIUTE H300pa)KeHHE B PEXUME
"Scene" n nocmorpure HaneBo: Poulpies Bee eme apurarorces). [loskcnepuMeHTUpYHTE CO 3HAUEHUSAMH.

MpbI ucnpaBuM 3TH MPOOJIEMBI B JanbHeleM. Bo-nepBbix, Mbl JOKHBI YIPABIATh OECKOHEYHBIM
¢dbonroM (HE00).

Beckoneunslii hon

Jlnist TOoro, yToOBl MOAYYUTh OECKOHEUHBIH (POH, HAM HYXKHO BCETO JIMIIb MPOCIEANTD 33 AETCKUM
00BEKTOM clieBa OT OeckoHeyHOTo (hoHa.

Korga 3ToT 00b€KT BBIXOIUTH 3a JIEBBIN Kpal Kajpa, MbI IEPEIBUTAEM €T0 B IPABYIO YacTh ciosi. M

max 00 beckoHeuHocmu .
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CJIOI>'I, 3aM0JIHEHHBIN I/I306pa)KeHI/I$[MI/I, JOJIKCH IMOJIHOCTBIO IMOKPBIBATH BCC MPOCTPAHCTBO Kaapa,
YTOOBI MBI HE MOTJIH pPaccMOTpPETh, UTO HAXOAUTCH 34 HUM. B mannom ciry4dac cJI0# Heba COCTOUT M3 TpEX

‘IﬂCTCfI, HO 3TO YHUCTO HHANBUAYAJIIBHOC PCIICHUC.



Haiinure mpaBuabHBIN OamaHc MEXIY TOTPEOICHUEM PECYPCOB M THOKOCTBIO JJIS BAlllel UTPHI.

B Haiem citydae CMBICT COCTOUT B TOM, YTOOBI pa3MECTUTh BCE JIETCKHE OOBEKTHI B Mpeaeiax Cios
Y YCTAaHOBUTH JJIL HUX PEHJEpeEp.

Hebonvwas 3amemrxa o mom, Kak npasuivbHO UCNOIb308amb peHoepep: ITOT METOJ He paboTaeT
JUIS BUAMMBIX OOBEKTOB (TO €CTh, T€X K KOTOPBIM MPUBs3aHbl ckpurthl). Ho Bpsa a1 BaM korga-HUOYAb
MOHAZI00UTHCS TPUMEHSATH €T0 I HEBUAUMBIX OOBEKTOB.

Pacwupenue: S13pixk C# mo3BONSIET pacmIMpUTh Kiacc 0e3 MCHOIb30BaHUS 0a30BOr0 MCXOIHOTO
kona kiacca. Co3maauM CTaTHYHBIA METOJ], HauyaB C TMEePBOro IMapaMeTpa, KOTOPbIi BhINIAAUT Tak: this
Type currentinstance. B kmacce Type Temepb OOCTyNeH HOBBIM METOJ Be3Je, IJ€ AOCTYNEH Ball
cOOCTBEHHBIN KJilacc. B paMkax MeToJa pacmMpeHus MOKHO MCIIOJIb30BaTh TEKYIIHA 3K3EMIUIp Kiacca,
IIPUMEHSISI METOJ ¢ IOMOIIIBIO ITapaMeTpa currentinstance smecro 3toro.

Ckpurnt "RendererExtensions"

Coznaiite HoBBIN C# (haiin "RendererExtensions.cs" 1 HalUIIUTE B HEM:

using System.Collections.Generic)

using System, R

using UnityEngine;

ffJ CKpWNT napannaKc-CKPOVIYMHTE, KOTOpeM AOMeeEH GeMe NPONMCEH ONA CnoA

public class ScrollingScript : MoncBehaw:

/J CrOpOCTe NpoKpYTEM

public VectorZ speed = new Vector2{1g, 18);

/[ HENpEENESHWE OEMESHMA

public Vector2 direction = new vector2(-1, &);

// DevmevnA nomskel GolTe NpWMEHEHS! K KaMepe
public bool isLinkedToCamera = false;

£ 1 - BeckoHe-rem §on
public boo

sLooping = false;

§f 2 - Cnvcok OETEH C peHaspepom

private List<Transforse backgroundPart;

/f 3apesfcTeceats B e COA C peHOEpepoM

backgroundPart = nes t<Transforse();
for (int 1 = @; 1 < transform.childCount; i++)

Transform child = transform.Getchild(i);

f¥ BoGapuTe TOMEKD BWIMMED OETEl
if {chi

1d.renderer != null)

backgroundPart .add(child);
1
1

[ COpTWPOEKE NO NOSALMW.

2l CAEE3 Hanpass.
[ Mel pomerel poGeEnTe HECKkoMEKD yonoewd anA ofpaforTku

[F pasmsls HENDAENEHMA NpOKPYTEM.

backgroundPart = backgroundPart ..Ordersy(




woid Update()

I Nepeseserne

vector3 movement = new Vector3(

speed.x * direction.x,
speed.y * directicn.y,

G

movement *= Time.deltaTime;

transform. Translate(movement ) ;

Camera.main.transform. Translate(movement ) ;

Loop
Looping)

/f Nony4ensue nepecn

fF Crmcok ynopA z
Transform Firstchil backgroundPart . FirstorDefault();

if (Firstchild != null)

on.x < Camera.mein.transform.position.x)

ff Ecnw pefieHok yme Cnesa OT Kamepel,
/F w1 npoeepRes, NokMHYA AW oH OGRACTE Kanpa, YToGul MCNONE30EaTE erc
£ noeTopho.

if (firstchild.renderer.IsvisibleFrom{Camera.mein} == false)

JF NonyuuTe nocnenrsso noswwe pebedka.
backgroundPart . LastorDefault();
‘transform. positicon;

Transform lastch:

Vector3 lastPosi

vector3 lastSize = (lastChild.renderer.bounds.mex - lastChild.renderer.bounds.min

ancA NOCHE

Syesel ofwexT Tak, yTobwl oH pacnos

& MOETOPHE WCMC

ka2 paboTaeT TOMLKD ONA FOPMSCHTANEHOND CKPQTMHTE.

.position = new Vector3(lastPosition.x + lastSize.x, firstchild.positio

el ofeekT

//f TOCTEEMTE NOSTOPHD MO

1
1
3
1
1
1
palioTaeT TOMEKD ONA MOPMSCHTENEHOND CKPGIMHIE.
= new Vector3(lastPosition.x + lastsize.x, fTirstchild.position.y, firstchild.pesition.z);

[TosicHum KOMMEHTapHH ¢ IUPPAMHU:

Ham Hy)XHa myOnu4Has mepeMeHHas U BKIFOUSHHS PeXXUMa «3aMblkaHue» B MIHCekTope.

Tam Takke Hy)KHa YacTHas IEPEMEHHAs Ul XPaHEHHS JETCKIX OOBEKTOB CIIOSI.

Ucnons3ys metox Start(), mer mobGasnsem B cromcok backgroundPart mereit, y KOTOpBIX ecCTb
penzaepep. biaronapst HeOOIBIIOMY KOTHYECTBY, Mbl PAHXKHUPYEM HX IO TOJIOKEHHIO HAa 0OCH X U CTaBUM

CaMBbIi JIEBBIH OOBEKT Ha MEPBOE MECTO B MACCHBE.

[Tpu ucnons3oBanuu merona Update(), ecnu st cBoiictBa iSLOOPING ycTaHOBIICHO 3HAaYeHHE true,
MBI U3BJIEKAaEM IEPBbIi IeTCKUi 00beKT U3 criimcka backgroundPart. 3arem npoBepsieM, HAXOAUTCS JTX OH
MOJIHOCTBIO 3a TpeesiaMu Kajapa. Eciu 1a — u3MeHsieM ero MoJjoXKeHue, MOMEIasi €ro MocJie MOCIeHEr0
(camoro mpaBoro) pedbenka. HakoHerr, MbI ctaBuM ero B KoHell crircka backgroundPart.

JerictBurensHO, backgroundPart TodHo oTpaxaeT To, 4TO MPOUCXOIUT B HAIICH CLICHE.

He 3a0ynpre Bruitounts cBoicTBo "Is Looping" B "ScrollingScript" mis O - Background na nanenu

"Inspector". B mpoTuBHOM citydae (M 3TO OYEBUIHO) MBIl HUYETO HE J00OhEMCS.



Haxmute Ha KapTHHKY BBIIIE, YTOOB! YBU/IETh aHUMAIIHIO.

ITouemy MmbI He ucnonbp3dyem Meroasl OnBecameVisible() 1 OnBecamelnvisible()? ITomomy umo
30ecb oHu He pabomatom. CMBICT 3THX METOAOB 3aKJIIOYAECTCS B HMCIOJHEHHM (parMeHTa Koja Ipu
NosIBJICHMH 00BbEKTa Ha 3KpaHe (uiau Hao0opoT). OHu padoTaroT kak Metoabl Start() wmu Stop() (eciu BbI
PELINIA KCIIOJB30BaTh OJWH W3 HHX, IPOCTO 100aBbTe HYy)KHbIM Merom B MonoBehaviour, Unity
npuMeHuT ero). [IpoGiema B TOM, 4TO 3TH METOABI TaKXKe MPUMEHSIOTCS IPH UCIIOJIB30BAHUH PEKUMA
"Scene" B pemaktope Unity. A 3HauWT, moBeaeHHE OOBEKTOB B pemaktope Unity m camoll wurpe
(He3aBuCcHUMO OT TUIAT(GOPMBI) OyJIET OTIUYATHCSA. DTO OMacHO U abcypaHO. Mbl gcauecku pekomenoyem
uzbe2amov IMUX Memooos.

bonyc: Yny4nieHne HamMcaHHBIX CKPUIITOB

JlaBaiiTe OOHOBUM HaIlIM MPEIBIAYIINE CKPUTITHL.

Bpar, Bepcus 2 co cnaBHOM

Mp1 paHee rOBOPHIIN, YTO BPar JOJDKHBI ObITh OTKITIOUEHBI, I0OKA OHU HE BUIHBI KAMEPOii.

OHH TakKe JOJDKHBI HCIOJIB30BAaThCS TOBTOPHO, IMOJHOCTHIO IPOIIAB U3 MOJISI 3PSHUSI.

Msr1 nomxabl 00HOBHUTH "EnemyScript", cienas BOT 4To:

OTKIII0YUTH IBUKEHUS, KOJUTAWEp U aBTO-OTOHb (MIPU MHULIMATIU3ALUN ).

IIpoBepuTh, Momnan Jiu peHaAepep B Kamepy.

3anycTuTh CAMOAKTUBALIUIO.

YHUUTOXKHUTH O0BEKT UIPBI, KOTJa OH HAXOAUTCS BHE KaMEphI.

Lugpwvr yraswviearom na kommenmapuu 8 kooe

soveScript GetCorponent MovesScript



void Update()

// 2 - MNposepuTe, Havancs NW CNasH BpParos.
if (hasSpawn == false)

if (renderer.IsVisibleFrom(Camera.main))
Spawn();

else
// aBTomaTwdeckana cTpensba
foreach (WeaponScript weapon in weapons)

{

if (weapon != null && weapon.enabled && weapon.CanAttack)

weapon.Attack(true);

}
}
// 4 - Bbixog 3a pamMKn Kameps? YHWHTOKMTb Mrposoid ofbexT.
if (renderer.IsVisibleFrom(Camera.main) == false)
Destroy(gameObject);
}

}
}

// 3 - CamoakTusauma.
private void Spawn()

{

hasSpawn = true;

// BknwuuTe Bee

// -- Konnaiigep
collider2D.enabled = true;
/I -- Nepemeuenue
moveScript.enabled = true;

/f -- CTpenbby
foreach (WeaponScript weapon in weapons)
1
weapon.enabled = true;
b
b
b

Otxmouenue "MoveScript" IpHUBeIO K HeXeIaTelbHOMY pe3yJIbTaTy: UTPOK HUKOTJa He A0iIeT 10

BparoB, TaKk Kak BCC OHU ABUTAOTCA BMECTC CO CKPOJIJIMHIOM CJIOA 3- Foreground:

ITomuuTe: Mb1 1o6aBuin "ScrollingScript" k 3TOMy cll0t0, 4TOOBI IEpEMEIIAThTh KaMEpy BMECTE C

UTPOKOM.
Ho ectp pocroe pemenue: nepemectuts "ScrollingScript" co cmost 3 - Foreground Ha urpoxa!
B xon1e koH1oB, nmoyemy Obl 1 HeT? EAMHCTBEHHBIN 00BEKT, KOTOPBIA JIBUTAETCS B 3TOM CJIOE —

9TO CaM UT'POK, U CKPHUIIT HEC MMPONHCAH CIICHUAILHO JJIA ONIPCACICHHOI'O TUIIa 00BeKTA.

Haxmute kHonky "Play" u yoenurech, 4to Bce paboTaer.



Bparu oTkiroueHsI 10 Havyana crnaBHa (TO €cTh, OKAa KaMepa He JOCTUTHET TOYKH, B KOTOPOH OHHU
HAXOJATCH).

3arem oHU HCUC3ar0T, KOr/la OHU HAXOOATCA 3a NMPCACIIaMA KaMCPHhI.

Bb1 HaBepHsIKa 3aMETWIIM, YTO UTPOK €Ille He orpaHrueH pamkamu kamepsl. Haxxmute "Play", 3atem
KHOIIKY CO CTPEJIOYKOH BJIE€BO — U OH IMOKHUHET Kap.

Mpr nomxHBI 3TO UctpaButh. OTkpoiite "PlayerScript”, u 1o6aBuTh B KoHIIe MeTo "Update()":



vold Update()
1

.'I. .'..

// B - ¥YOegwTbcA, YTO WIPoOK HE BHIXOOMT 38 pPaMkKW Kagpa
var dist = (transform.position - Camera.main.transform.positi

var leftBorder = Camera.main.ViewportToWorldPoint(
new Vector3(@, @, dist)
Jax;

var rightBorder = Camera.main.ViewportToWorldPoint(
new Vector3(l, @, dist)
Jax;

var topBorder = Camera.main.ViewportToWorldPoint(
new Vector3(@, @, dist)
)-ys

var bottomBorder = Camera.main.ViewportToWorldPoint(
new Vector3(@, 1, dist)
)-ys

transform.position = new Vector3(
Mathf.Clamp(transform.position.x, leftBorder, rightBorder),
Mathf.Clamp(transform.position.y, topBorder, bottomBorder),
transform. position.z

¥z

/f BoT w sBece meTog Update

b

var dist = (transform.position - Camera.main.transform.position}.z;

Mp1 onpeiensieM rpaHuiibl KaMephbl U JIeIaeM TaK, YTOOBI MOJI0KEHUE UTPOKa (yenmp cnpaiima ) He
BBIXOJIHII 32 TPAHUIIBI KaJIpa.

®opma npeacraBiaeHus pe3yJabTara:
Otuer o npoaenaHHoi padoTe.

Kputepun onenkn:

O1eHKa «OTVINYHO» CTABUTCS, €CIIH 3a/I1aHUE BBIIOJIHEHO BEPHO.

O1eHKa «XOpOIL0y» CTaBUTCA, €CIU XOJ BBIIOJHEHUS 33aJjaHHUs BEpHBI, HO ObUIa JOMYIIEHA OJHA
WJIU JIB€ OIIMOKH, TPUBEIIITNE K HETIPABUIILHOMY PE3YyJIbTaTy.

OneHka «yA0BIETBOPUTENBHO» CTABUTCS, €CJIN IPUBEIEHO HETIOIHOE BBIIIOJIHEHNE 3aJaHUS.

O1eHKa «HEyIOBJIETBOPUTEIBHOY» CTABUTCS, €CIIU 33/1aHUE HE BBIIIOJIHEHO.



IIpakTyeckoe 3ansaTHE Ne 6. CoBepIICHCTBOBAHNE BU3YAJbHON COCTABJISAIONICH HTPbI

Beinosinus patdory, Bel Oyaere:

ymemb:

- CO3/1aBaTh AHMMALIMIO IIEPCOHAXKA

- CO3JaBaTh AHMMALIAIO B3PbIBA IIPU CTOJKHOBEHUU
MarepunanbHoe obecneyeHue:

Metoanueckue ykazaHHsl Ul BbIIOJIHEHUS IPAKTUYECKUX PaboT

3aganue:
1. Jlo6aBuUTH B UTPpYy aHUMAIIMIO CTOJKHOBEHUS ITYJIH U POTUBHUKA
IMopsinok BbINOJIHEHUS PA0OT:

Urpsl ¢ vactumamu B Unity

YacTuip! (B OCHOBHOM) - 3TO MIPOCTHIE CHPANTHI, KOTOPbIE OYAYT MOBTOPATHCA M OTOOPaXKAIOTCs B
TEYEHHE OYEHb KOPOTKOTO NMPOMEXYTKa BpeMeHH. llogymaiite o B3phIBax, jasepax, AbIME U T.O. JTH
3¢ EKTH TOCTUTAIOTCS Yepe3 HMCIOJb30BAaHUE YACTHIl — B OOJBIIMHCTBE CIy4acB (B3PHIB MOXKET OBITh
HOPOCTO aHUMHUPOBAaHHBIM crpaiiTom). B Unity BctpoeH mouinblid pepakrop yactuir Shuriken Engine.
JlaBaiiTe ¢ HUM 1OpaboTaeM.

IIpedabd B3pbIBa

Mgl cienaeM B3phIB, KOTOPBIH OyleT BO3HUKATh KOTJIa Bpar MM UTPOK MOTHOAIOT. DTO BKIIOYAET B
ceOs cienyromnme qeiCTBUS:

Co3aath cucTeMy 4acTHIl HaIIero B3pbIBa (Kak npedao).

Co3aath 3K3eMIUISp U BOCIIPOM3BECTH €TI0 IPU HEOOXOIUMOCTH.

B3phiB, Kak MpaBHUII0, COCTOUT U3 IBYX COCTABIISIONIMX: OTOHb H JIBIM.

Co3maem vacTuiibl apiMa B Unity

Cosnaiite HoByto cucremy uacturl (“Particle System") ("Game Object” -> "Create Other" ->
"Particle System").

CoBeryro BaM pa0oTaTh Ha MYCTOM YacTH CIEHBI (WM B IYCTOM CIIEHE), YTOOBI BBl YETKO MOTIJIU
BUJIETh, UTO Mpoucxoaut. Eciu Bbl XoTuTe cPokycupoBarbes Ha oobekre B Buae "Cuena" ("Scene"), -
JBaKIBI IEIKHUTE Ha 00BbekTe B «Mepapxuny, mim HaxMuTe KiaBuiry F BHyTpu okHa "Crena".

B3risiHyB Ha CBOIO CHCTEMY YacTUIl B yBEJIMUYEHHOM MaciuTale, Bbl YBUJIUTE CIUIOIIHOW MOTOK

UCKp, UCITYCKAa€MbIX 00BEKTOM YaCTHII:



Particle Effect

OO6parurte BHUMaHKE Ha HOBOE OKHO (¢ kHonkamu "Tlay3a" u "Cron") B Buze "Crena" 3peHusi, Win
B nanenu Mucnexrop (Inspector). Jla, Tenepb oHa 3aIoyIHEHA AECSITKAaMU MOJEeH, OTHOCAIMXCS K CHCTEME
YaCTHII.

Korna Bel BeIOupaete cucremy yactull B "Hierarchy",oHa HaunmHaeT cumynupoBats cuctemy. Eciu
Bbl CHUMUTE TraJIOuKy, CUMYJIALUS OcTaHOBUTCS. OueHb MOJIEe3HO OHA0II0aTh, KaK paboTaeT Co3/1aHHas
BaMH cHCTEeMa (2 OHa 3aIlyCKaeTCsi MTHOBEHHO).

Mpg1 Oyzem UCIoJib30BaTh ATOT CIPANT JIs YACTHIL AbIMa (COXPAHUTE €ro Ha KECTKOM JHCKE):

Ecnu y Bac ecTh mpo0GIieMbl € PO3pavyHOCTHIO IIPU MCIIOJIB30BAHUM BAILIErO acceTa, yOenIuTech, 4To
IIPO3pPayHOCTh YCTAHOBJIEHA JUISL YEpHBIX NMUKcened ¢ anb@oi, paBHOU 0. JleHCTBUTENBHO, Jaxe €Clu
IIUKCEJIb HE BUJIEH, OH IO-IIPEKHEMY HMeET 3HaueHHe. KoTopoe nenosb3yeTcs: KOMIbIOTEPOM.

Cxomnupyiite nzoopaxenue B nanke "Texcrypol" (Textures). U3menure "Tun texctypsl”" (Texture
Type) na "Texture" u ycTraHoBHUTE Talouky psagom ¢ "Anbda-npo3paunocts” (Alpha Is Transparent). ¥

BacC JOJIDKHO OBITh:



MBs! ucnosns3yem coiictBo Unity 3D, a He 2D. BooGie-To 310 He umeer 3HadyeHus. Mcnons3ys 2D
MHCTPYMEHTBI, Bbl HCHOJb3yeTe Tonbko mojkiaccel Unity. Ho monneli nmorennuman Unity Bce ermie
0CTaeTCs HE3aTPOHYTHIM.

Ha3znaubTe TeKCTypy 4acTHUIIBL:

[leperamuTe TEKCTypy Ha cucTeMy dactuil B pexume "Inspector" (wim Ha 0OBEKT YacTHIl B
"Hierarchy", KoTOpbIi IPUBSKET TEKCTYPY K COOTBETCTBYIOIIEMY CBOHCTBY B "Inspector").

W3amenwure meiiaep "Particles” na "Alpha Blended":

YrtoOb! CO3JaTh UACAJTbHBIC YaCTHUIbI JAbIMa, Mbl JJOJDKHBI U3BMCHHUTH MHOTHUEC IMMApaMETPEI B CUCTEMEC

yacTull Ha Bkiaake "Mucnekrop". PekomeHyro nornpo6oBarh:
Kareropus IMapameTtp 3HaueHne

Duration
General 1
(TpOIOIHKUTEIIBHOCTB )



General

General

General

General

General

Emission

Shape
(dopma)

Color Over Lifetime
(uBET B TEYEHHH BCEH
KHU3HN)

Size Over Lifetime
(pasmep B TEYEHHH BCe

KHU3HHU)

Max  Particles

(MaKc. 4MCIIO YaCTHIY)
Start  Lifetime
(Bpemst poXxKIeHu)

Start Color Gray

(HayaJbHBIN 1IBET) (ceporit)
Start Speed 3
(HayambHAst CKOPOCTBD)
Start Size 5
(HavamBHBIN pa3mep)
Bursts
0:15
(Bcmieckn)
Shape Sphere
(dopma) (cdepa)
Color
See below (N°1)
(uBer)
Size
See below (N°2)
(pasmep)

N°1 — 1BeT B T€UEHNUH BCEH KU3HU

Hacrpoiite a¢hekt BbiiBeTaHMs 1 CBOMCTBA «Ab(a-Mpo3pauHOCThY:

0

Alpha Q—-D Location 'ﬂ.

Presets

| [—em—

N°2 — pa3Mep B TEUEHUU BCEH KUZHU

Bri6epute yOBIBAIOIIYIO KPUBYIO:



Particle System Curves

Bort, uTo y Bac 1OMKHO OBITh:

1] Inspector

M [SmokeEffect | Cstatic +
Taag [ Untagged = ] Layer [ Default = ]
¥ .~ Transform #*,
Position [0 v [1.5189] 2 [9.0534]
Rotation ¥ -90 ¥ 0 lz[o ]
Scale x[1 (1 lz[1 |
T".‘;‘r Particle System £,
Ciuration 1.00
Looping v
Prewarm |
Start Delay o
Start Lifetime 1 -
Start Speed 3 A
Start Size 2 -
Start Rotation o A
Start Colar | |-
Gravity Multipliar 4]
Inherit Velocity o
Simulation Space Local E
Play On Awake v
Maw Particles 15
s
Rate 15 -
Time T
Bursts Time Particles
0.00 15 (-]
Shape Sphere 3
Radius 1
Emit fram Shell O
Randam Direction d

|

o

He crecHsiitecs HacTpawBaTh cuctemy. llourpaiiTe ¢ pemakTopoMm, YTOOBI yBHJETh, KaK 3TO
pabortaer. DTO Bama urpa B KOHIE KOHIOB. :) Korma Bel Oynmere ynOBIETBOPEHBI, CHUMHUTE (hIaKOK
"Huxn" (Looping).

OOparuTe BHUMaHUE Ha PE3yJIbTAT:



OTO SBHO HE nacajbHO, HO 06paTI/ITC BHHMAHHUEC, KaK IIPOCTO OBLIO co3gaTrb 3TOT B(b(i)eKT.

IIO68.BJ'I€HI/IC JacTul MOXKCT NPCBPATUTb CKYUHYIO UTPY B TY, HA KOTOPYIO IPHUATHO CMOTPECTh.

Coxpanute obnmako kak mpedad:

"SmokeEffect".

YacTuipl orasa

3,[[6(3]: BCC TOXKEC CaMOC:

co3maiite manky "Prefabs/Particles" wu HazoBure ero

CO3I[31>1T6 HOBYIO CUCTCMY YaCTHILI, TaK XK€, KaK Bbl ACJIAJIM BbIILIC.

Wcnonp3yiite Matepuanbl mo ymomuanuio s oras ("Renderer/Material" - "Default-Particle™).

DTOro JOCTaTOYHO VISl HAIIMX HYXI.

Mag1 PCKOMEHAYEM HCIIOJIb30BATh:

Kareropus

General

General

General

General

General

General

Emission

Shape

ITapamerp
Looping
Duration
(ITpomomKUTENHHOCTH )
Max  Particles
(Maxc. 4ncio yacTuir)
Start  Lifetime
(Bpewms mosiBneHus)
Start Speed
(HauanbHast ckopocTb)
Start Size
(HauanbHBIN pazmep)
Bursts

(BcTIIeCKH)

Shape

3Hauenune

false

10

0.5

Box



Color Over Lifetime Color See below
(uBeT B TeueHHe Bcel KU3HM) (LIBET) (N°1)
N°1 — 1BeT B TeUEHHE BCEN KU3HU

Co3iaeM KpacUBBIN IPaJAUEHT OT JKEJITOrO JI0 OPAHKEBOTO, C 3aTyXaHUEM B KOHIIE:

@

Color [ tocation 55 |%

Presets

BrI JAOJIKHBI ITOJTYUUTh:

CoxpanuTe kak npedad, naB emy ums "FireEffect". Teneps, M1 Oynem ncnonas3oBath 3TH mpedadst
B ckpunte. MHCcTanmpoBanue npegadoB yacTUI MIEHTUYHO MHCTAHIIMPOBAHUIO MIPOKA MJIM BHICTpENa.
Tem He MeHee, Bbl JOJDKHBI IOMHHUTB, YTO OHH JIOJDKHBI YAQIAThCS, KOTJa OoJbIlle He HY)KHbI. MBI Takxke
CKOMOMHHPYEM CHCTEMBI OTHEHHBIX M JIBIMOBBIX YaCTHI[ B CKPHUIITE, YTOOBI cO3/MaTh B3phIB. Co3maiiTe

ckpurnt "SpecialEffectsHelper":



using UnityEngine;

J/ CospaHwe 3xsemnnapa YacTuy
public class SpecialEffectsHelper : MonoBehaviour

{

// CaHrnTon
public static SpecialEffectsHelper Instance;

public ParticleSystem smokeEffect;
public ParticleSystem fireEffect;

void Awake()

1

// perwcTpauma cuHrnToHa
if (Instance != null)

{

Debug.LogError("Heckonbko sksemnnapos SpecialEffectsHelper!™)

¥

Instance = this;

¥

// CospaTe B3pHE B gaHHOW Todke
public wvoid Explosion(Vector3 position)

1
S/ O Hag sogon
instantiate(smokeEffect, position);
// pa-paam
// Orode B nebe
instantiate(fireEffect, position);
¥

// Cospanwe s3ksemnnApa cucTems 4acTWy w3 npedaba
private ParticleSystem instantiate(ParticleSystem prefab, Vector3
{
ParticleSystem newParticleSystem = Instantiate(
prefab,
position,
Quaternion.identity
} as ParticleSystem;

[/l ¥YBeguTece, 4Toc 3To BYQET YHHYTOMEHO
Destroy(
newParticleSystem.gameObject,
newParticleSystem.startLifetime

);

return newParticleSystem;

HHE SKSEMNNApa CHCTEeMH YacTWy us npedaba
ParticleSystem instantiate(ParticleSystem prefab, Vector3 position)

HOCKOHLKy Y HaC MOXKCT OBITH HECKOJIBKO YacTul B COCHE B OJTHO U TO K€ BPEM:, MbI BBIHYXXICHBI

KaX/Iblii pa3 co3maBaTh HOBBIM mpedad. Ecnmu Obl MBI ObUIM yBEpeHBI, YTO B CIICHE HE MOXKET



HCTIONIB30BATHCS O0JIee OJJHOI CHCTEMbI OJHOBPEMEHHO, MBI OBl CO3/IaJIN CCBUIKY M HCIIOJIB30BATIN OBl ee
KaXKblii pas.

MBI cO3AaMM CHHIJITOH, JOCTYIl K KOTOPOMY MOXXHO MOJYYHTH B JII0OOW MOMEHT C IOMOUIbIO
SpecialEffectsHelper.Instance.

CUHIITOH — 3TO MaTTepH, Ojaroaapst KOTOpoMy OOBEKT HE MHCTAHLMPYETCs Oosiee OJHOro pasa.
MBI HEMHOTO OTKJIOHHIIUCH OT KJIACCHYECKOTO BapHaHTa KoJia, HO CYTh OCTaJlaCh HEU3MEHHOM.

[TpuBspxuTe ckpunt k o0bekty "Scripts" B "Hierarchy".

[IpouHcnekTUPYIiTE €ro U 3ar0JHUTE MO COOTBETCTBYIOIIMMU Npedadamu.

Hacrazno BpeMs BbI3BaTh Halll CKPHIIT.



OTtkpoiite "HealthScript". Msl Oyaem OTClIeKHUBaTh pa3pylieHHe UTPOBOTO OOBEKTa W B HY>KHBIN
MOMEHT IOKa)XeM HaIll B3pbiB. HaM HY>KHO T00aBHTH OJHY CTPOKY:

SpecialEffectsHelper.Instance.Explosion(transform.position);

Into the OnTriggerEnter() method of the "HealthScript":

public Damage(int damageCount)

{

if (hp <= 8)
1

// 'Splosion!
SpecialEffectsHelper.Instance.Explosion(transform.position);

/f Dead!

Destroy(gameObject);

.'.. .'l-

3anyctute urpy. Ilonpo0yiite cTpensTe BO Bparos.

s

He mnoxo, ve Tak nu? XOTs, HE HUCKIIOYEHO, YTO €CTh CIoco0 W mosyuiie. Temepb, Korja Bbl
3HaeTe, Kak paboTal0T YaCTHUIIbI, BBI CMOXKETE CO3/1aBaTh ACHCTBUTEIHHO 3PEIUIITHBIC B3PHIBBI.

®opma npeacraBiaeHus pe3yJabTara:
Otuer o npoaenaHHoi padoTe.

Kpurtepun onenkmn:

OneHka «OTJINYHO» CTaBUTCS, €CJIM 3a/laHUE BBIIIOJIHEHO BEPHO.

OreHKa «XOpOILOY» CTABUTCSA, €CIU XOJ BBIIOIHEHUS 3aJaHHs BEpPHBIH, HO ObUIA JAOMYIIEHA OJHA
WIN JIBE OIINOKH, MPUBE/IINE K HEIPABUILHOMY Pe3yibTaTy.

OreHKa «yA0BIETBOPUTENIBHOY» CTABUTCS, €CJINM IIPUBEIECHO HEIIOJHOE BBIIOJHEHHE 3aJaHHUs.

OneHka «HeyI0BIETBOPUTEIBHO» CTABUTCS, €CIIN 3aJaHUE HE BHITIOJHEHO.



IIpakTnueckoe 3anaTue Ne 7. PaGora co 3Bykom

Beinosinus patdory, Bel Oyaere:

ymemb:

- 100aBJISATh 3ByKOBOE COMPOBOXKIECHHUE

- BOCIIPOU3BOJUTH 3BYK B UIPE

MarepunanbHoe obecrnieyeHue:

Metoanueckue ykazaHHsl Ul BbIIOJIHEHUS IPAKTUYECKUX PaboT

3aganue:

1. JJo6GaBUTh B UTPY 3BYKOBOE COMPOBOKICHHE

2. J1o6aBUTH 3BYKH MPU BBICTPEIIC U CTOIKHOBEHHUH
IMopsinok BbINOJIHEHHUS PadOT:

Haunem mopapICKUBaTh 3BYKOBBIA (ailyibl uis Hamed urpel. CaMoe TIIaBHOE — COXPAHSHTE BCe
CBOM 3BYKH B Hec:kaToM 8bit .wav ¢opmare. B nanbueiiiem, B camom Unity MoxHO OyAeT CkaTh 3BYK,
HE U3MEHS UCXOHOTro .WaV Qaiina. BoT, 4To MBI MOXKEM clienaTh:

Kynuts menoauto.

[Tonnpocuts 3HAKOMOI'0 My3bIKaHTA.

Hcnonb30Bathk OecruiaTHBIC 3BYKH U3 3BYKOBBIX 0aHKOB (Hampumep, FindSounds or Freesound).

3anucath 3ByK CaMOMY.

C My3BIKOM HEMHOTO CIIOKHEE, HO TOXKE BCE PEIIAEMO:

Ha caiite Jamendo MHOro My3bIKM Pa3HBIX MY3BIKaJbHBIX HAIpaBICHUHA. BynbTe OCTOPOXKHBI C
JUIEH3UAMU JJ11 KOMMEPUYECKUX ILIeJeH.

WNHorpa moOuTeny BHIKIAIbIBAIOT CBOIO MY3BIKY Ha PyTpeKepe.

Bocnons3yiitecs nmpoaykrom Bosca Ceoil ot Teppu KaBana ans co3nanust cBoei, HEMOBTOPUMOM
MEJOUH.

Mp1 6yeM UCOIb30BaTh OJUH U3 TPEKOB UTpHl "bonbHoe OymakHoe npukitoyeHue", COUHTPOHUK
U1 3TOTO ypOKa:

Wmnoprt 3Byka B Unity

[Tepemectute 4 3ByKOBBIC JOPOKKH B Manky "Sounds". YoenuTech, 4To sl KaXkI0M U3 BO BKIIAIKE
"Nucnekrop" otkmroueH "3D 3Byk" (Tak kak Mbl nenaeM 2D urpy) u Haxkata kaonka "[Ipumenuts". Bot

" BCC.



Jli1g Bocipou3BeA€HUs MYy3bIKH, IIPOCTO MepeTaluTe necHio Bo Bkiaaky «Hepapxus» (Hierarchy).
MpeI npurnamaem Bac:
[TepenMeHyiiTe HOBBI UTPOBOI OOBEKT B «MY3BIKaY.

ITomectute ero Ha (0, 0, 0).




OOparute BHHMaHue Ha ¢umaxok "Mute". DTO MOXKeT BaM NPHUroguThCsS B Bammx Tectax. Co
3BYKaMH NPUACTCS MOBO3UTHCS, MOCKOJIBKY OHH JIOJKHBI IPOUTPHIBATHCS B OMpeaeiaeHHoe Bpems. [l

peleHust 3TO! 3a1a4K HalUILeM HOBBIN cKpunT o HazBanueM "SoundEffectsHelper":

using UnityEngine;
using System.Collections;

// Cospaem 3K3eMnnAp KNacca LNA 3BYKa Ha OCHOBE Kofa Des yoWnui
public class SoundEffectsHelper : MonoBehaviour

i

// CuHrnTOH
public static SoundEffectsHelper Instance;

public AudioClip explosionSound;
public AudioClip playerShotSound;
public AudioClip enemyShotSound;

void Awake()
{

// perwcTpupyeMm cMHrATOH
if (Instance != null)

{
Debug.LogError("Heckonsko sksemnnapos SoundEffectsHelper!™);

1

Instance = this;

1

public void MakeExplosionSound()

i

MakeSound (explosionSound);

}

public void MakePlayersShotSound()

{
MakeSound (playershotSound);

}

public void MakeEnemyShotSound()
{
MakeSound (enemyshotSound) ;

}

// WrpaTe AaHHHA 3BYK
private void MakeSound(AudioClip originalClip)
{
// Nockonbky >To He 3D-3ByK, ero NONOKEHWE HAa CLEHE HE WMEST 3H
AudioSource.PlayClipAtPoint(originalClip, transform.position);
¥
}

I[O63BBTC OTOT CKPHUIIT B PII‘pOBOﬁ OOBEKT U 3aIIOJIHUTE €0 MOJIS CO 3BYKOBBIMH KIIMIIaMM:




3aTeM BBINOJHUTE:

SoundEffectsHelper.Instance.MakeExplosionSound(); B "HealthScript", Tonbko mociie Bo3aeiicTBust
YacTHII.

SoundEffectsHelper.Instance.MakePlayerShotSound(); 8  "PlayerScript”,  cpa3sy  mocie
weapon.Attack(false);.

SoundEffectsHelper.Instance.MakeEnemyShotSound(); B  "EnemyScript",  cpasy  mocue
weapon.Attack(true);.

3anycTuTe Urpy v npuciyiaitecs. Jla, y Hac Tenepb €CTh 3BYKH U MYy3bIKa!

DTOT METOJ TOAUTCS ISl HeOOIBIIUX Urp. [ 60IBIIOro UTPOBOrO MPOEKTa OH, CKOPEH BCEro He
MOJOUIET, TaK KaK BBl HE CMOYKETE JIETKO YIPABJISITH COTHSIMU 3BYKOB.

MBI TOJIBKO 4YTO y3Halld, KaK MCIIOJb30BaTh 3BYKM M MY3bIKYy B Haulel urpe. Tenepp paBaiite
100aBUM MEHIO, 4TOOBI Mbl MOTJIM HAa4aTh U MEPE3ayCTUTh HAIll YPOBEHb.

dopma npeacraBieHus pe3yabTara:

OTtyeT o mpoJieIaHHOM padoTe.

Kpurepun oneHku:

Or1eHKa «OTJIMYHO» CTABUTCS, €CJIM 3aJaHUE BBITIOJHEHO BEPHO.

OrneHkKa «XOpOIIO» CTaBUTCS, €CIU XOJ| BHIMOJIHEHUS 3aJaHMs BEPHBI, HO Obla JOMYIIEeHa OJHA
WJTU JIB€ OIIMOKH, IPUBE/IIINE K HEIIPABUILHOMY PE3YJIbTaTy.

OrneHka «yI0BIETBOPUTEIBHOY» CTABUTCS, €CIIM IIPUBEICHO HETIOJHOE BBIMOJIHEHUE 3aJaHUsl.

OreHKa «HEYAOBJIETBOPUTEILHOY» CTABUTCS, €CIIN 3a/IaHUE HE BBIMOJIHEHO.



IIpakTnyeckoe 3anaTHEe Ne § AHMMALMOHHBIE KIUIBI.

Beinosinus patdory, Bel Oyaere:

ymemb:

- aHUMHUPOBAaTh IIEPCOHAXKA

- BOCIIPOU3BOJUTH AHUMALIMIO IIPYU BO3HUKHOBEHHH COOBITUI
MarepunanbHoe obecrnieyeHue:

Metoanueckue ykazaHHsl Ul BbIIOJIHEHUS IPAKTUYECKUX PaboT

3aganue:

1. Cosnarp u no6aBuTH OOCCa B UTPY

2. AunumMmpoBath 6occa

3. Jo06aBHUTh aHUMALMIO TIOKOS, ITOJIy4YEHHsI YPOHA, aTaKu
ITopsiiok BhINOJIHEHHs PadoT:

Ha texymiem sTtame ecTh OJMH acHeKT, KOTOPOMY HaM CTOUT YJENUTh OOJbllle BHUMAHHS -
anumanus. Jlaxke ecnu BU3YyalbHBI CTHIb MOXXET ONpaBlIaTh OTCYTCTBHE aHUMalUU (BeAb Mbl
UCIIOJIb3YEM PACTPUPOBAHHBIC PUCYHKH), MBI BCE PaBHO MOXEM UX aHMMHpPOBaTh. JlaBaiiTe nobGaBuUM
HOBOTO Bpara, cyrep-0occa, U co3gaaum it Hero 3gdexTsl annManuu. AanManuu B Unity cocTosar u3
HECKOJIbKUX 3JIEMEHTOB:

Heckonbko aHUMAlMOHHBIX  KJIUIOB, OMNPENENSIONIME KIIOYEBbIE Kaapbl Uil  Ka)XJ0To
AHUMHPOBAHHOTO CBOMCTBA.

KoHnTposutep aHuMaIuu, onpeIessiFoIIHi MOPSIOK U IepeXo ] KIIUIOB 00bekTa (MiH rnpedada).

CripaliT cOCTOUT M3 HECKOJBKUX M300pakeHUi: Teno, riasza u np. CoxpaHuTe pUCYHOK HUXKE, OH

HaM HOHaI[O6I/ITC5{.

(3

NmmopTupyiite nzobpaxenue B Unity.

Ycranosure "Sprite Mode" 3nauenue "Multiple™ B "Inspector™.



Haxxmute na kHomnky "Sprite Editor"

Hcnonp3yiiTe QyHKIINIO aBTOMAaTHYECKOTO pazpe3anust (32 T0MKHO HI€aIbHO MOIOUTH):

| Shice # |

| Automatic

Minimum Size 4
Pivot | Center
Method | Defete Existing

[ Slice

He 3a0ynpte "[Ipumenuts" Hapesku.

Cymnep-6occ

bocc BbINONIHEH U3 YeThIPEX YacTeu:

Teno

JIBa rnaza

Por

YroObl METH MPABUIILHYIO KOH(PUTypallnio, co3/iaiiTe mycToit 00beKT urpsl. Torga:
Hazosute ero "Boss".

Ho6aseTe "Rigidbody 2D" 6e3 rpaBUTallMN/TIOCTOSHHBIX YTJIOB.
Jlob6aswTe "Box collider 2D" ¢ pazmepamu (6, 6).

Ycranosure ero macmrab (0.5, 0.5, 1).

DTOT 00BEKT HUYEro He oToOpaxaet. [loaTromy 3nmeck u Het "Sprite Renderer".

© Inspector =
Boss []static -
Tag | Untagged $ | Layer | Default 4|
¥ .~ Transform *,
Position X0 Y0 Z|0
Rotation X|(0 Y0 Z|0
Scale ®os  |¥[os  [Z[1 |
¥ | ¥ Box Collider 2D %,
Material |Nor‘|e (Physics Material 25| @
Is Trigger O
Size
x[6 Iy[e |
Center
X0 [0 |
¥ & Rigidbody 2D & %
Mass |1 _|
Linear Drag o |
Angular Drag 0.05
Gravity Scale 0
Fixed Angle O
Is Kinematic -
Interpolate [ Mone Al
Sleeping Mode | Start Awake &l

Collision Detection | Discrete

Add Component ]




Co3nath 4 MyCTBIX UTPOBBIX OOBEKTHI, KaK JAeTH oObekTa "Boss". [l kaxmaoro u3 HUX 100aBbTE
HS 1 "
prite Renderer" u BbiOepHuTE COOTBETCTBYIOIIEEe M300paXkeHHe (Teno, riiaza win pot). M3mMenute ux

ITOJIOXKCHHUC, YTOOBI MOJIYYHUTD YTO-TO BPOAC 3TOTO:

I/ICHOJ'IB?)YSI TaKyK€ 3TO B KaU€CTBC UCPAPXUU:

= Hierarchy

Create =| (orAll )

Body
Eve left
Eve right
Maouth

Hamnpumep, JieBblii 17123 UTPOBOTO 00BEKTA MO3UIIMOHUPYETCS C TIOMOIIBIO MBIIIN B peaakTope. Bot

4TO y HaC:

Hierarchy | . Inspector =
! Create I (GrA ) [Eyglpﬂ EDstath =~
| 'Bos; d Tag | Untagged 4 | Layer | Default 4|
0 -
X I ~ Transform %,
Eye right Position X [-1.4300 Y‘1.10389 Z0

Mouth Rotation X 0 Yo Z0 |

Main Camera Scale X1 Y1 zi1 ;
Player v 5l [ sprite Renderer @ %,
Sprite (Eiboss_11 o]

Color 2

Material @ Sprites-Default | @

Sorting Layer | Default s

Order in Layer 0 |

l Add Component ]

Cogem: Y Hac e€cTb TOJBKO OAMH CIpaMT Uil 1a3. MBI IPOCTO MEPEBEPHEM APYroil crpauT c
MOMOIIBI0 3epKanbHOTO oTpakeHus. Jns storo B Unity ycTaHoBHTE 3HaueHHWE MaciuTtada Ha
MIPOTHBOMOJIOXHOE. B dwacTHOCTH, MBI ycTaHOBHM MacmTab ria3 paBubiM (-1, 1, 1). Ber moxere
HCIOJIb30BaTh ATOT MPOCTON COBET BE3JIE U 1aXKe Y CBOICTBA Y (3€pKaJIbHOE OTPa’KEHUE 0 BEPTUKAIIN).

YcranoBuTe 00beKT "Ten0" HEMHOTO Ty0ke, yem octaibHbie, BOT Tak: (0, 0, 1). 3D-Bua mokaxer

Halu CJIOH:



Hcnonb3yss 00BEKT CO MHOXKECTBOM IOJCIPANTOB, Mbl MOKEM MaHUIYIUPOBATH UMHU OTAEIBHO.
Coxpanute 00bekT "Boss", kak npedad. Terneps Mbl TOTOBBI aHUMHPOBATH €ro!

Crapast miKoJia aHMMAalMW TpeAsiaraeT HaM aHUMHPOBATh OOBEKT C IMOMOIIBIO OJHOTO JIMCTA
CTIPATOB M U3MEHSATH MOJIOKEHUE BCETO M300pakeHus Kaxabie N ceKyH. ITOT crocol Takxke paboraer
B Unity, HO 3TO HE IIeJIb ATOMU TJIABHL..

AHUMAaIMOHHBIE KJIMITBI

Mg cobupaemcst co3/1aTh HECKOJIBKO KIIUIOB JIJIsl ONMPEEICHUs COCTOSHUS Hallero 6occa:

Idle — mpocTo mIaBaroIKii BOKpPYT.

Attack — 3amyck cHaps10B.

Hit — momamanus BeICTpena.

J171s 5TOrO YpOoKa MBI ONHUIIIEM TIEPBYIO aHUMAIUIO HACTOJIBKO AETaTbHO, HACKOJIBKO 3TO BO3MOXKHO.
3areM MbI 0TOOpa3uM OCTAJIbHBIC C TTOMOIIBbIO TH()-aHUMAIINHY, a BBI MOJIYUIUTE 33JJaHUE BOCIIPOU3BECTH
UX. DTO XOpOIIHMK CIOCO0 y3HATh, KaK YIPaBJISITh HHCTPYMEHTOM aHUMaIu. M, KoHeuHO, clienarh ux
Jydie. :)

Cogem: Korma Bbl paboTaere HajJ aHUMaIlUEH, ejaiiTe 3To B MycTol cieHe. Takum oOpa3oM, BBI
MOJKETe YETKO BUACTh, UTO MPOUCXOJUT U HHA HA 9TO HE Oy/IeTe OTBICKAThCs. 37eCh MbI OyjieM paboTaTth
B CIIeHe 101 Ha3BaHueM TestAnimations. Dta ciieHa Kak pa3s sl IU3aiiHEpPOB M HUKOT/Ia He J0JDKHA OBITh
BKJIFOUEHA WJIM 3aIyIlleHa B OKOHYATEIIbHOM MPOEKTE.

Idle - anumanusa. Co3gaeM HOBBIM KNI

Open the "Animation” window (not *Animator''!):



Widou] v

Mext Window Ctrl+Tab
Previous Window Ctrl+Shift+ Tab
Layouts k
Scene Ctrl+1
Game Ctrl+2
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Animation Ctrl+6
Profiler Ctrl+7
Asset Store Ctrl+9
Version Control Ctrl+0
Animator

Sprite Editor

Sprite Packer (Developer Preview)

Lightmapping

Occlusion Culling

Mavigation

Console Ctrl+Shift+C

HoBoe 0KHO JTOIKHO 0TOOpaxaThCsi:

Bribepute 00mekT boss B Bamieil crieHe (IK3eMIULSIp, €ClIM 3TO HEOOXOIMMO, BbI HE MOMKETE
pabotats HemocpeacTBeHHo Ha Prefab). Temeps co3maiite HOBBIN kimum. Ommus AOCTYIIHA B CITHCKE

aHUMAaIUs:
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Co3paiite manky "Animations" u coxpanure HOBbIA Kium Kak "Boss Idle". Kmun Gyner BeiOpan B
aHMMAIMOHHOW MaHEeNH.

Hoewiii knun: Ha camoMm Jene, ¢ moMolbio KHOMKUA «Co31aTh HOBBIM KJIUI'", C TOYKH 3pPEHUS
aaumaryu, Unity genmaet tpu Bemu. Bo-niepBoix, oH co3naeT "Anumarop-KoHTposuiep" st BEIOpaHHOTO
UTPOBOr0 00BEKTa (B JaHHOM ciydae - 310 0Oocc). [lotoM OH m00aBisieT K 3TOMY aHUMATOPY
«AHUMaLKIO». «AHUMATOp» TakXke J00aBJIAETCS K UIPOBOMY OOBEKTY B KayecTBE KOMIIOHEHTa,
yka3zplBaromero Ha «Auumartop-Konrtposiep». Eciu y urpoBoro oobekra yxe ectb «AHUMATOP», K HEMY
POCTO J0OABIAETCS aHUMALUs. 3arJITHUTE B MANKy «AHUMAIUm»: psgoM ¢ anumanueil "Boss_Idle" Ber
yBuAuTE aHuMaTop “Boss”. Mbl Oyzem roBopuTh 00 3TOM UyTh MO3XKE, TI0KA HE TPOTANTE €To.

Jlo6aBneHne KIH04EBbIX KaJpoB

Jlnst Havasia paboThl Ha/l KJIMIOM, HA)XKMUTE Ha KHONIKY "Record" (kpacHast Touka) B BEpXHEM JIEBOM
yriy Bkiajaku "Axnumanus'. Teneps, Bce, 4TO Bbl OyneTe JaenaTh B CLieHe JUIs Hamlero oobekra (0occa)
OyZeT 3amMuCchbIBaThCS B KaUECTBE KJIFOUEBOI0 KaJpa aHUMAaIUH.

Buumanue: Knuk Ha nuHelike BpeMEeHM BKIIOYMT KHONKY "3amuch". ByasTe ocropoxssl! OTOT
Croco0 MOXHO HCHOJb30BaTh Ul YCKOPEHHMsS paboThl: MPOCTO KJIMKHUTE Ha BpeMs MU J00aBbTe
HE00X0/AMMble U3MEHEHHUS (3aMCh HAuUHEeTCs, KOT/a Ha JIMHEeWKe MOSIBUTCS KPACHBIA MapKep).

Knrouesoti kadp - 310 Habop 3HayeHutl , OTHOCSIIUXCS K ONPEACTIEHHOMY MOMEHTY BO 8peMeHuU.

Uto0BI 100aBUTH KIIFOUEBOM Kap:

Bbl MOXkeTe HaXkaTh Ha KHOIIKY "3anucse"

Bribepure Bpemsi, HaxaB Ha JinHelike BpeMeHU. CiieyeT nepeBecTu ceneKTop (KpacHas JIMHUS).



5 ak
N—W-T“'IF"—T"'W'? .

Bei6epute 00bekT "bocc" B Bameii cuene. B 0:30 usmenure mosopot Ha (0, 0, 30).
Ilosopom: Bo Bknanke "Cuena" (Scene) ecnu Bbl HaBeleTe YKaszaTellb Ha YroJOK PaMKH
BBIJICJICHHOTO O0BEKTA, TO BBl YBUAUTE KAaK M3MEHWJICS yKas3aTelb MBIIIN. YJIEpKHUBasg U IepeMernast

MBIIIb, BBl MOJKETE U3MEHUTH YTOJI IOBOPOTA BEIOPAHHOTO OOBEKTA.

Dt | Come s

Topsiuue knasuwu: xnaBuia alt Moxxer OBITH MCIIONB30BAaH ISl TEPEeMELICHHs I10 JIMHEiKe
BpeMmeHu. Koyieco MbIIIM MOXKHO MCHOJIB30BATh Ul YBEIWYEHUs WM YMEHBIICHUs Maciitaba, HaBems

Kypcop Ha HEOOXOUMBIH 00BEKT M MPOKPYUIHBAsi €T0 BBEPX MM BHH3.



Ecnm Be1 HaxxMeTe kHOTIKY "Play" Bo Bkiagke "Anumanus" (Animation) To, BBl yBUAUTE aHUMAIUIO

B nanensx "Urpa" (Game) unu "Penakrop" (Editor):

Haunem! Ham Bocc BBIMIs AT II1yno, N03TOMY Mbl JOOaBUM JIBa HOBBIX KJIFOYEBBIX Kajpa:
1:00 - "Boss" object rotation of (0, 0, 30).
1:30 - "Boss" object rotation of (0, 0, 0).

Tenepp, aHumanus OTOOpaXkaeTcsl IUIABHO (IIOTOMY YTO BpAILLEHUE IPOUCXOJUT OJMHAKOBO B

HayaJyie U B KOHIIE).

Ecnu BBl KIMKHHUTE HA 3HAYEHHE KIIIOUYEBOTO Kazpa B peaakTope, Unity mepeieT B pekUM 3amucu

U BBIJICIUT U3MEHSEMBIE CBOIICTBA KpaCHbIM B ((I/IHCHCKTOPC».
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Hzmenenue ceoticmeo obvexma "Boss": Ecnu BBl M3MEHHTE CBOWCTBO POAMTEIBCKOTO OOBEKTa
(o0bexT "Boss" B maHHOM ciyd4ae), OyAbT€ OCTOPOXKHBI, 0COOeHHO co cBoicTBOM "llozumms"
("Position"). Hannpumep, eciu BbI u3MeHUTE cBOMCTBO "Position" mmst o0bekTa "Boss", ero monoxxenue B
CIICHE 3aMEHUTCS MOJOXKEHUEM B aHMMAIlUU KaXIIbIi pa3, Koraa Bel OyAeTe ee mpourpbiBaTh. OH MOXKET
0510KMpOoBaTh 00BEKT. B OONBIIMHCTBE cllydaeB BaM HYHO OyJleT U3BMEHUTH JETCKUE CBOMCTBA, a HE caM
KOHTEIHep. 3/1ech MbI paboTaeM ¢ poAUTENeM, ITOTOMY YTO HaM HaJo, YTOOBI Bce Bpamaioch BMecTe. Ho
MOJKET OBITh, HAM HYKEH €IIe U MTyCTON POJAUTEIHCKUN O0BEKT, K KOTOPOMY HE IPUMEHSETCS aHUMAIIHSL.

Urpatv ¢ kpuBbIMU

Mexy KaxIpiM KI04YeBbIM KajgpoMm Unity ucmonb3yeT JUHEHHYH0 WHTEPIOJAIHMIO I BBIBOJA
IIPOMEKYTOUHBIX 3HaYeHUMU. Eciin MBI TOBOpUM:

Bpewms 0:00, 3nauenue 0.

Bpewms 0:30, 3nauenne 30.

Toraa Unity MO>KeT BBIBECTH:

Time 0:15, value 15.

Tem He MeHee, BbI MOXKETE MPUMCHHUTH HEIMHCHHYIO WHTEPIIOJSIHIO (HAIpUMEp, HAaYMHASTCS
OBICTPO W 3aKaH4MBasl MeAJieHHO). JlJig 9TOro ecTh ABa PELICHUS: MOXKHO JOOABUTH IPYTHUE KITHOUEBHIE
KaJIpbl MEXAy HUMH, UK Tourpath ¢ Curves. 3T1o crienuanbHas BKJIaJIKa, KOTOPYIO MOYKHO MEPEKI0YaTh

B JIEBOM HUXHEM YIJy BKJIaJKH "AHuManus'":
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Celfuac Hala HEIHEITHSS IpOCTOA aHMMAalUsA BBITTIAAUT KaK 00bIYHAs CHUHYyCOoHna:



Mpbl MOXEM MOUTpPaTh C KPUBOW IyTeM NepeTackuBaHus ToueK. OH OyZeT OOHOBIATH KIIIOUYEBBIE

KaJpbl U CBSI3aHHBIC C HUMH 3HaueHus. Hanmpumep, eciu Mbl BHECEM HEMHOTO OecriopsiiKa:

wiv
Loenn il
* ARons - Fetation

Afwuhen »
AN sbatean.y

AHuManMs BBITJISAUT YK€ TO-APYroMy: OHa BOCIPOM3BOAUTCS ObICTpee, € MHay3aMH MEXIY

OHUKIaMH.

Tweaks

MpbI mpocTo cenaay aHUMalKIo, MCIIONb3ysl BpallleHHe, HO Bbl MOXKeTe OOHOBHTH BCE CBOWCTBA
o0BekTa u ero nereid. Hampumep:

BbI MOkeTe 0OHOBUTH MO3UIMIO (He denaiime 2mo2o Ha Konmetinepe).

W3menuts cpaift (u3 "Sprite Renderer").

Jlo6GaBUTh M yIamuTh IETEH.



BKJTIOYNTH WK BBIKITFOYMTH KOMIOHCHTBI.
OOHOBUTB pa3Mmep KoJutaiepa, 9ToObI OH COOTBETCTBOBANI aHUMAIIHH.
Tenepb, HacTago Bpemsi JUIsl 3KcrepuMeHTHpoB! BOT 4To y Bac B KOHIIE KOHIIOB JIOJIKHO

IIOJIYUYHUTHCA:

AHuManus aTaku U yaapa

JUid 5TUX aHMManUi Mbl ITOKAXXEM YTO BBl MOJKETE JOCTHYb, HO MBI PEKOMEHAYEM BaM BECEJIO
MIPOBECTH BPEMS M CHIEIaTh CBOM COOCTBEHHBIE. DTO XOpOIIasi BO3MOXXHOCTh IPOBEPUTH, YTO BbI y3HAIH
panbie. [Ipocro yoenurecs, uto uMs kiaumoB - "Boss Attack" u "Boss Hit". In your "Boss" Prefab,
nobaBbTe HOBOro pebeHka crpaiita "Bonus". OToT 00beKkT Oyner CioyXuTb Uil OTOOpa)KeHUs
JOMOJTHUTEIBHOTO M300pakeHusl, KOrja 3To noTpedyercs. boibllyto yacTh BpeMEHU OHO OyJIeT CKPBITO
(Hampumep, B peKUMeE OKUJaHUs AaHUMAalUN ).

ATtaka

KiroueBbie kagpbl TOHKHBI BRITIISIIETH CIEAYIOIINM 00pa3oM:



ITocMmotpum Ha neteit "Mouth" (1pyroe nzobpaxenue) and "Bonus" (Bki1toueH).

VY nap

B 3amukieHHOM BHJIE 3Ta aHWMAIUS BBITJISAUT CTPAHHO, HO HAIA IeJIb — OBbICTpas aHWMAIIHS,
KOTOpasi MPOUTPHIBAETCS BCETO OJIMH Pa3 B OTBET Ha BBHICTPEI UTPOKA.

KiroueBsie kanpsi:

YroObl OTKIIOYUTH LUK, HAXKMUTe Ha anmMaruio "Boss Hit" wa manemn "Ipoext" ("Project").
3arem, caHmmute Quaxkok "Loop Time". Ha mepBbIii B3I MOXET IIOKa3aThCAd YTO HHUYETO HE
M3MEHWIOCh. 3aIlyCTUTE UTPY U cMOTpHUTE B OKHO "AHuMarop" ("Animator"), 4yToObl YBUJETh Pa3HUILY.

Creu-cnoit

MBI peKOMEHTyeM UCIIOJIb30BaTh BBIACICHHBIN CII0H st pabOThI ¢ aHUMAaIuei. ITO 0UeHb YI00HO:



Bxrnaaka "Cuena" (Scene) HaxoguTcst psiioM ¢ BKJIaakoi "Anumanus'. Bel Moxkere HaxaTh

cnpaﬁT, 9TOOBI BI)I6paTI> W U3MEHUTH ero. Ecim aHuMaluA 3allMCbIBACTCA, Bbl YBUAUTC HOBBIH KJII0OY Ha

JIMHEHKe BPCMCHH IT10CJIC KAXKI0T'O NU3SMCHCHMUA.

B pexume "WUrpa" Bcerma MOXKHO OTOOpa3uTh aHMMallMIO, HaxkaB Ha KHonky "Play" B pexume

"Animation" (6e3 3amycka Urpsbr).

He 3a0ynpTe cOXpaHUTh MAaKeT 4TOOBI HCIIOIB30BATh €T0 B OYAYIIEM.

[ Layers

- ]‘:l Basic 'Z-.-:

MBI cienany HeCKOJIbKO aHMMAIlMOHHBIX KJIMITOB JUISL Hallero HoBoro Bpara. Ho ceifuac, onu Hurze
HE UCNOIb3YIOTCs. JleHCTBUTEIBHO, KIHUI IMPOCTO CIIOH, copepKauii UHPOPMAIIMIO O TOM KaK 0KUBUTh
o0wvekT. Ham motpebyercs "Anumamop” (Animator). "Animator" sIBIsI€TCS KOMIIOHEHTOM, KOTOPBIN BBI
MepeHecIn Ha OOBEKT, cchlularoluiicss Ha kKoHTposuiep AHumaTtop (Animator Controller). "Kontpoiiep

AHI/IMaTOp" - KOHTpPOJUICP, KOTOpBIﬁ IIO3BOJIACT BBIIIOJIHATH pa60Ty C aHuManuidMu B aHHUMATOPC -

2by3

4 Split
Ashen Anim
Ashen Basic
Basic
Default

Tall
Wide

Delete Layout...
Revert Factory Settings...

Z[O6aBJISITI> aHuMaliuu, CJIOH, U T.O. I[aBaI\/'ITe MMOCMOTPUM KaK UM I1OJIb30BaThHCH.

Anumartop (Animator)



BbI, BO3MOXKHO, yxe oOpaTwiM BHHMaHue 4To 0OBeKT "Boss", Ham KOTOpBIM MBI paboTai,
ABTOMATHYECKH TOJIYYMJI HOBBII KOMIOHEHT: "AHuMatop". B To xe Bpems, B manky "Animations" ObL1
no0aBiieH HOBBIN (hailsl, HA3BaHHBIN Tak ke, Kak Bair 00bekT. IT0 KOHTpouIep AHUMATOP.

Teneps B3rasiHeM Ha cBoiicTBo "Controller" komnonenTta "Animator":

@aiin "Boss" sBisercs KOHTposuiepoM. Bbl MoxkeTe npoBepUTh 3TO, KIIMKHYB Ha 110JIe KOHTpoJuIiepa

— BBIJICJIUTCS IPUKPETIIICHHBIN (haii:

C HOMOIIBIO 9TOT0 KOHTpOJUIepa MBI Oy/eM ONpeesiaTh, Kak u korma Unity momkHO mpourpath

QHUMAIIMOHHbIE PONHMKU. B mpuHiune, KoMnoHeHT "AHHMATop" - MPOCTO CBSI3b MEXKAY OOBEKTOM H



KOHTPOJJIEPOM. DTOT KOMIIOHEHT MO>KHO M3BJI€UYb U MaHUIYJIUPOBAaTh UM C MOMOIIbIO Kojaa. Ecnu Bam
npedad "Boss" He uMeeT KOMIIOHEHT "AHuUMaTOp", 700ABETE €ro BPYUYHYIO U MEPETAIIUTE KOHTPOILIEP
"Boss" BHyTpb CBOIiCTBa.

Kommnonent "Anumarop" umeer u HekoTopsle apyrue napamerpsl. "Apply Root Motion" cnexyer
OTKJIIOUUTH MPHU HCIOJIb30BAHUM aHUMAlluU, KaK Mbl JeJaeM B 3ToW cTtarbe. Ho 3/1ech 3T0 He BaxkHO,
MOTOMY YTO y HAC OYEHb IPOCTOI 00BEKT 0€3 rpaBUTALINY.

BuyTtpu anumaropa

Tenepb Mbl JOMKHBI OTKPBITH OKHO, HaszbiBaemMoe "Anumatop" (Animator) (He cmyraiTe ¢
"Anumanus" (Animation))! Jns storo Bel MoxkeTe ABaxkIbl LICIKHYTh MO (¢ailly KOHTpoJuiepa

("Animations/Boss"), 4T0OBI OTKPBITH KOHTPOJUIEP, WJIM BBl MOXKETe HaWTH ero B MeHIO "OkxHO"

(Window):

Window | Help
MNext Window Ctrl+Tab
Previous Window Ctrl+Shift+ Tab
Layouts 3
Scene Ctrl+1
Game Ctrl+2
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Animation Ctrl+6&
Profiler Ctrl+7
Asset Store Ctrl+%
Version Control Ctrl+0
Animator
Sprite Editor
Sprite Packer (Developer Preview)
Lightmapping
Occlusion Culling
Mavigation
Console Ctrl+Shift+C

BEI momxHE IMOJIYYHUTH YTO-TO BPOAEC 3TOT'O:
N e

Bare Lanwr

Anvirtmebein et

Bel Mokere BuAETh, YTO y HAc €CTh cocmosius - StateS (IpsSMOYrOJbHUKH), CO3AaHHbBIC

ABTOMATUYECKU C HALIUMU KJIUMNaMU, IUTI0C OJIMH CelHalbHbIA o uMeHu "Any State". [lomHuTe, Korga



BbI UCMOJIb30BaM KHOMKY "Co31aTh HOBBIN Kiui" BO BKiIaake "Anumanus”, Unity npu stom 1006aBUIo
COCTOSIHME B KOHTpOJIIepe 00BbEeKTa, CBSI3aHHOE ¢ CO3AaHHBIM Bamu daitnom anumaruu. [Ipoiiaurecs mo

"

KaXXIOMY COCTOSAHUIO aHUMATOpa U NEPCUMCHOBATH UX, YIaJINB Hpe(bI/IKC "BOSS_ .

© Inspector

Auto Live Link

'Hit
Tag |
Spees
otion (11[) sl [WBoss_Hit
"AHUMATOP-KOHTpOJUIEp" — 3TO MawiuHa ¢ KOHeYHbIM uuciom cocmosnui. Kaxnoe cocrosHue

MOKeT ObITh aHMMallMel, U Bbl MOXETE ONpeAeNuTh mepexoanl Mexxay HumH. [lepexon pacckasbiBaeT

Unity, Kor/ia ¥ mo4eMy oHa J0JDKHA IMIEPEUTH OT OAHOTO COCTOSTHUS B JIPYTOE.

Ha sToii kapTWHKE, MBI CO3HAM CBA3b MEXKIY IBYMS COCTOSHHUAMH. UTOOBI MPOAaHMMHPOBATH
00beKkT ¢ momomibto anumanuu "Hit", cHagama HaM HYXHO HCHOJB30BaTh coctosiHue "ldle". Mer
COCPEIOTOYUMCSI HEMHOI'O OoJibllle Ha Mepexojax 4yTh MO3Xke, a ceiiuac naBaiiTe MOCMOTPUM Ha TpHU
Pa3HBIX TUIA COCTOSHUM.

1. dedonTtHOE cocTOsTHUE

Opanoicesoe cocmosnue ABISAETCA JOEQOIATHBIM: 3TO M3HAYAIBHOE COCTOSIHHE, B KOTOPOM

3aIyCKaeTCs Urpa.

B stom ciydae, "Idle" cocTosiHMe Mmo-ymMoONMYaHHIO OJHO (€ciAM 3TO HE TaK, INEIKHHUTE NpaBod
KHOITKON MBIIN U BeIOepuTe "YCcTaHoBUTH 1o ymomdanuio" (Set As Default)). 3to o3nadaert, 4ro, Korma
urpa Hadamach, oOBeKT "Boss" OymeT aBTOMAaTHYECKHM BOCIPOM3BOJUTH '"XOJOCTYIO" aHMMAIUIO
(GeckoneuHo, ecnu BKIOUUTh "Loop Time" B "Inspector" — Kak U 10JKHO ObITh B JAHHOW UTPE).

2. "JIro6oe cocrosiHue"

3enenoe cocmosinue, KOTOpoe Ha3bIBaeTcs "M0O0e cocTosiHUE" — 0COOBIN CiTyJail.

OT0 Xopomuii crnocod YmpoCcTHTh Hall KOHTposuiep. Kak MOXKHO J0oramaThCsi O Ha3BAaHHWIO, OHO
NPEJCTaBIseT COOOW KakJI0€ COCTOSHHME B 33JlaHHBIE MOMEHT BpeMeHu. B konTposuiepe Gocca 3TO
COCTOSIHME OJHOBpPEMEHHO mpezcTaBiseT coboi cocrostaus "Idle", "Hit" u "Attack". [Tosicaum 3T0 Ha
HECKOJBKUX TpuMepax. [IpeamonokuM, Mbel HCIIONB3YeM CIEAYIOIIYI0 MAlluHy ¢ KOHEYHBIM YHUCIIOM

COCTOSIHUM:
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g toro, ytoObl HacTymwio coObiThe "Jump" (IPBIKOK), BBl JTOJDKHO BBIMONHATHCS "Walk"

(xomutp), 3ateM "Run" (Bpimonanuts) u aume noroM "Jump". 1o o3HayaeT, yTo aHuManus "Jump" He
OyZeT BOCIIPOU3BOIUTHCS, €CITH Balll OOBEKT J0 ITOr0 HE HAXOAUTCS B cocTosiHUH "Run".
OT0 He HujeanbHO, HE TaK JU? MBI JOKHBI IEPEXOAUTH B cOCTOsIHUE "Jump", KOrja HaxoIuMcs B

cocrostaum "Walk" Toxxe! Xoporto, gaBaiite monpodyem crienarh 3To:

TV | I
-

Otnu4HO, Tenepb Mbl MOXKeM IepedTd B "Jump" u3 cocrosuuit "Walk" u "Run". Tem He meHee,

€CJIM BBI I00aBUTE HECKOJIBKO HOBBIX COCTOSIHUM, TO BaM MOTpedyeTcs co31aTh elle nepexos! B "Jump"

OT KaXKJI0TO COCTOsIHUS. PerieHue 3Toi 3a1aum 3aKiIr04aeTcs B UCIoIb30BaHuu "Any State':

T DT
.

bnaronaps sToMy KOHTpoJIepy, «Ii000e coCTosHHe» MoxeT mepeitu B "Jump". Paze 3To He

T€HUAJIbHO?
3. HopmanbHoe cocTosiHue

Cepble cocmosrus ABIAIOTCI HOPMAJIbHBIMU U COACPIKAT OAHY aHHUMAIIUIO 0o He COACpIKaT €€

_

Ha neBoM HmxHEM yriy BKIaAKH "AHuUMaTOp", BBl MOXETE HAWTH CHUCOK MAapaMETPOB. JTHU

BOOOIIIE.

napaMeTpbl UCTIONIB3YIOTCS IS YCIIOoBHiM nepexoioB. [logpoOHee 00 3ToM HuXKe.

B BepxHeMm JieBOM yrily, BBl MOXETE YBHIETH ciiod. This is a way to have multiple state machines

for one object. MsI He OyeM HCIIOIB30BATh ATY (PYHKIUIO, B 3TOM PYKOBOJICTBE.



| 2 Animator ]
Base Layer

> Base Layer

Layers +

W, nakonen, kHomka "Auto live Link" B mpaBoM BepxHEM yriy, KOTOPBIM TO3BOJISET BUJICTH B
peXKUME PeabHOrO0 BPEMEHU COCTOSIHMS, KOTOPBIX B HACTOsIIEe BpeMs MpourpeiBatorcs. OcraBbTe €e

BKJIFOUEHHOM.

=

Auto Live Link

[TapameTp — 3TO 3HaYEHHE WIM TPUITEP U1 HALICH MAIIMHBI ¢ KOHEYHBIM YMCJIOM COCTOSIHU. B

JlobGaBneHre mapaMeTpoB

HaﬂbHeﬁHleM MBI 6yz[eM HCIIOJIB30BAaTh UX B YCJIOBUAX HAIIUX IMIEPEXOJ0B. I[OCTyrIHO 4 tuma mapaMETpoOB:

Parameters

Float
Int
Bool

Trigger

Int — npocTo nenoe uucio.

Float — mpocto BeriecTBEHHOE YUCIIO.

Bool — true wu false 3nauenwue.

Trigger — c¢nar, KOTOpBI OCTAeTCs BKIFOUYCH, [TOKA OH HE UCTIOJB3YeTCsl. 3aTeM OH OyJIeT CHSIT.

Yucna moHAMOOSTCS HaM Ul OCOOBIX CIIydaeB BpOJE TOPH3OHTAIBHOW WIIM BEPTHKAIBHOM
ckopocTH. Bam MoskeTe MOoHa00UThCS Apyras aHUMAanus JJIsi XOAbObI WK Oera, HO BCe OHU 3aBUCST OT
CKOPOCTH JBMKCHHSI HI'POKa, KOTOPAsi BHIPAKAETCS C MOMOIIIBIO OMPECICHHOT0 apaMeTpa.

Z[JI}I HaIeu urpe, JaBaiiTe I[O6aBI/IM JABa HOBBIX IMapaMeTpa:

"Hit" - trigger

"Attack" - boolean
Parameters +1
|Attack | - -
Hit (Ll -

(K coorcanenuio, pedakmop éHeuine He paziuuaem mpuzzepsl u 0y1€6CKue 3HAYeHUsl)

Teneps, 1aBaiiTe MOCMOTPUM 3a4€M OHH HAM.

[Tepexoabt

Ilepexon siBisieTCA CBA3YIOLUIMM 3BEHOM MEXKIY IBYMS COCTOSHUSAMU. OH ONpenenseT, Kak MMEHHO
OJIHO U3 HUX JOJDKHO IIPEBPAIIATHCS B APYroe.

1. "ldle to Attack"



UtoOBI co3/aTh Mepexoji, HAKMUTE MPaBOl KHOMKOW MBIIIA HAa COCTOSSHUM MCTOYHMKA. JlaBaiite
cHayaina npoaenaeM 3to g "Idle to Attack": menkHuTe MpaBoii KHONMKOM MbIK Ha coctossHuu "ldle", a

3areM BbIOepuTe "Make transition":

Make Transition

Set Az Default

Copy
Create new BlendTree in State

Delete

TCHCpB KIIMKHUTC HA COCTOAHUEC HAa3HAYCHUA:

Bor u Bce!
Ber moxere BbIOpaTh mepexoj, HaxkaB Ha ccbUIKy.'MHcmektop" (Inspector) mokaker MHOTO

HHTCPCCHBIX MapaMETPOB, B HaCTHOCTHU HAYAJIbHBIC YCIIOBUA:



© Inspector

&  Base Layer.Idle -> Base Layer.Attack &,
w1 Transition

Transitions Solo Mute

—_— { w %,
W Base Layer.Idle -> Base Layer.Attack

Atomic ™

a0

Conditions

— [ Exit Time +][0.88 [

v
Ld
0:00 (000.0%)

Exit Time: Ycnosue "Exit Time" — nedontHoe ycnoBue s nepexoaa. OHO 3HAYHT, YTO TEPEXOJ

MOJKET OBITH OCYHICCTBJICH, KOI'/Ia 3aKOHYUTCA UCXOAHAs aHUMalus.

310 TO, 4TO MBI OyneM penaktupoBarb. M3mennte "Exit Time" mst mapamerpa "Attack", koTopsiid

MBI OIIPCACIINIIN paHCE.

Conditions
= | Attack s | | true $ |
T v | Attack | + -
Hit
Exit Time

Dto ycnosue o3navaeT: "Eciam 3nadenume Attack true, To BocmpowmsBectn anmmarmio "Attack".

Touno Tak ke, 100aBUTH epexoa Mexay "Attack» u "Idle" ¢ ycrmosuem "Attack - false™.



5 ~ *3 Acimator . . O Inpector Mwiwrshy
Barw Layer AstoLive il 1w g0y Layer Attack <> Hase Layer icle
o Bare Laynr - ] Tramsban

Transitiens

ArimaciassRasccaralie

D10 o3nauaer, "Ecnu 3Hauenue Attack pasno false, To ocraHoBuTh anumarmio "Attack" wu
BEPHYTHCS B PEKUM OKUJAHUS".

Kak BumuTe, HaM MPUILIOCH ONPEAEIUTh 3HAYCHUS JJIs1 000MX Mepexo0B. B mpoTHBHOM ciryuae
KOHTpOJLIep He BepHyJcs Obl k coctosuuio "Idle" mocne ataku.

MBsI cnienaeM noutu To ke camoe Juis Idle anumanuu.

2. "ldle to Hit"

Bl eme He 3a0butm mpo "Any State"? Ceiidac oH Ham moHamoOutcs. CremaliTe JBa HOBBIX
MOAKJIFOUEHUS:

Ot "Any State" x "Hit", ycmosue Hit.

Ot "Hit" x "Idle", ycnoBue Exit Time.

Ecmu ycranosnen tpurrep "Hit", Mbr mpourpaeM oamH pa3z anumaruio "Hit" u Bo3Bpamaemcst K
"Idle".

"Any State" mpuiercs 3/ech Kak pa3 KCTaTH, MOCKOIbKY TpurrepoM st Hit sBisirorcst Takue
cocTosiHus Oocca, kak "ldle" umm "Attack". Bmecto Toro, uto ompeaensTh 00a COCTOSHUS, Mbl IPOCTO
ucrnons3yem "Any State".

Kak BuauTe, KOorga Bbl MCIOJIB3YyE€TE TPUITEpP, HE HYKHO YKa3blBaThb 3HadeHue. [lelcTBUTENBHO,
TPUITEP - 3TO MPOCTO CHOCOO cKka3aTh KOHTposuiepy: "Eciu cocTosiHue NeHCTBUTENBHO - Aemaii nepexon.

Koneunslit rpadux

I'paduk Hamelt aHuManuu J0JKEH BBITIIAIETh TaK:



[locnennee, 4yTo HaM MOHATOOUTCS — 3TO KOJX, C IOMOIIBIO KOTOPOTO BCE 3THU IEPEXOJIbI
IIPOUCXOMIIN ObI B caMO Urpe (MHaue aHuMaTop octaHercs B coctossHuu "Idle").

I'pagpux anumayuu: Co3nanue rpaduka B aHUMaTOpe — BOBCE HE TOYHAs Hayka. B 3aBucumocTu ot
TOT0, KAKOH KOJI BBl HCIOJIB3YETE, YETO XOTUTE JOOUTHCS MU B KAKOH IMOCIIEI0OBATEILHOCTH BBITIOIHSIETE
T€ WIM WHBIC JIEHCTBHSA, STOT aIrOPUTM MOXKET MEHSAThcs. Hampumep, B Hamiem cirydae Mbl MOTJIH ObI
OCYILIECTBUTH Iepexol K arake u3 "Any State". Ho mockoiabky Mbl MCIOIB3yeEM BCETO TPU KOPOTKHE
aHMMall|H, 3TO He UMeeT ocoboro 3HaueHus. [To mepe Toro, kak Bau rpaduk Oyaer pactu, BaM MpHUIETCS
MPUHUMATPH PEIICHHS, KOTOPhIC MOBIUSIOT HA BAIly UTPY.

A e xe Boss?

[Ipexne yem nepelTu K JeHCTBUTENIEHO HHTEPECHOMY BOIIPOCY, HaM HY)KHO M03a00TUTHCS O TOM,
4T0OBI B Urpe ObLT OocCc.

He Oynewm 3ataruBath, BeIb 9Ta IllaBa BCE-TaKH IOCBSIIIEHA aHUMAIIHSIM.

Jlo6asbTe "HealthScript" B Boccy, u 3amaiite eMy MHOTO OYKOB 3/10pOBbs (Hampumep, 50).

Jlo6asuth "MoveScript". Jlys xopoliero nepeMenieH s nonpooyite ckopocts (5, 5).



Tag | Untagaed 4| Layer [Defaule &
Prefab | Select |  Rever |  Apaly

CHapsn
Ham HyXeH HOBBIH CcHapsa, KOTOpeIM bocc Oyner arakoBare wWrpoka. [IpomyOmmpiite

"EnemyShot1" u n3mMeHnuTe n300pakeHue Ha HOBOE:




Hanee ycranoButre Mmacimrad (0.3, 0.3, 1) u coxpanute Kak HOBBIA mpedad. Y Bac momkHO

MOJIYYUTBHCA UYTO-TO BPOJAC 3TOT'O:

© Inspector

M [Bossshot | Clstatic ~

Tag | Untagged % | Layer | Default s

Prefab |  Select | Revert |  Apply |

¥ A~ Transform B,
Position X 3.0214'Y 1.7300}2{0
Rotation X 0 Yo ‘'z o

Scale X/0.3 yio:3  fz{1

v 2. Msprite Renderer @ %
Sprite Elshot_boss o
Color Z
Material @ Sprites-Default = @
Sorting Layer Default 3
Order in Layer 0 |

¥ . ¥ Box Collider 2D %,
Material None (Physics Mater. @
Is Trigger
Size

X1 g ES |
Center
X[0 Y0 |
¥ & Rigidbody 2D #
Mass 1

lnearorag @
Angular Drag foos |
Gravity Scale o ]
Fixed Angle ]

Is Kinematic L

Interpolate MNone

Sleeping Mode
Collision Detection

ar ||

-~

¥ || M Shot Script (Script) 2%,
Seript (ShotScript | @
Damage 1
Is Enemy Shot

¥ || MMove Script (Script) G =
Script i MoveScript e
Speed

X110 Tyizo |
Direction

X{-1 IYlo \
[ Add Component ]

Opyxue
Touno Tak ke, kak MbI nenanu ¢ "Poulpi", mpucoenunute k O6occy peOeHka opyxus (IycToit

urpoBoi 00beKT ¢ "WeaponScript").



Tag|Untagsed  #|Layer |Defaue ¢
Prefab | Select [  Rewer |  Apply |

Otnuuno. Teneps HanuieM ckpunt Uit bocca. Hazosem 3to "BossScript".

using Unity®ngine;
1

/1/ Obase nosezenwe Zna sparon
"

public class BossScript : MonoBehaviour
(
private bool hasSpawn;

// NopaweTpu sosowenTos

private MoveScript saveScript;
private WeaponScript{] weapons;
private Anlsator anisator;

private Spritefenderer[] renderers|

/[ Noeeperwe bucca (we coscewm AL)
public float minAtteckCocldown = #.5¢;
public flowt maxAttackCoclidown = 2f;

private float aiCooldown;
private bool isAttacking;
private Vector2 positionTerget)

vuld Awakel)
{

// NonyunTs apysue TOABKS Cfsn Pas
wezpons = GetCosponentsInChildeen())

S/ Qremounte CEpunTH HpW GTCYTETRN CRaywa
movesScript = GetComponent();

// Danyuars amavarop
animstor = GetCawponent();

JF Noayunre pesulepeps B ArTas
renderers = GetCoaponentsInChildrend);
)

void Stert()
husSpown = fulse;

/[ Otxaguers sce
/[ ~= tollider
collideriD.ensbled = false;
11 == Rmwwenne
moveScript.enadled = falsn;
f1 «« Crpemulia
foreach (Weap ript pon in pons )
{
wespon.ensbled » false;

/! Begontnoe nocegsnme
izAttacking « false;
aiCooldown » mmxAttackCooldown;



void Updete()
(

// Nposepes mecasscs A spar
if (hasSpawn == false)
[
[/ Bea cpecTOTE Npoeejine YOOUKD NEpEul pedsspen
F7 B me e dmdem, ecan aTs fend, W Faas ane pby
if (rendarers[0]. IaViniblefros{Casers. main))
{
' Spawn()i

elie

1AL

// Meprmsgewne wtd gTacs.
siCooldown -« Time.deltnTine;

1f (aiCooidown <= BT)
ZeAttacking = !isAtracking)

silcoldown = Hand ge(einAttuchConldown, mucAttachCocid
positionfarget = Uecterd,zere;

/1 MAcTpouTE MAN COPOCHTE AWNMALNS OTAKW
animator. SetBocl(“Attack™, isArtacking});

if [AsAttacking)

[
/{ DcTanosuTe nCe gRARSHMR
movescript . direction « Vector2.zerp)

fereach (MeapenScript weapon in wespons)
{
Lf (weapcn 1= null B8 weapon,enabled B8 weapon. Canittack)

wrapon Attack({true);
Soundtffectsielper. Instance. MokeEnewyShotSound( ) )
}
)
)
{1 Nepewessive
e csssasss
el
(
// Bufipare uesn!
Lf (positionTarget =s vector2.zero)
(
77 DOAyMTE Tuuky W Supane, NpesbpasasaTe o & gt & W
Vecterd randouiolnt = nmwe VecterdiRandos Range{@f, 1), A

positionTarget = Cosmra.muin Viewport tosor lddaint { rendon®

aiCoocldown = Random.Range(minAttackCooldown, maxAttackCooldown);

masmtddanTanand = acrdaeTd Ao

domPoint = new Vector2(Random.Range(@f, 1f), Random.Range(@f, 1f));

positionTarget = Camera.main.ViewportTokorldPoint(randomPoint);

wlse

{
/) Bufipara uean?
1t {positionTarget == Vectorl.ierg)

7 Deaywure Tosxy s sepase, cpeclpaacears of B et & ar
Vecturd randoePuint = naw Vectord(Rendom, Benge(of, 1F), A

positionTarget « Cosero.main, ViewportToworldPoint{randosd
// ¥ wac ectu usan? Ecad Aa, wadTe nooyw
LF {callider20.OverlapPulnt{poaitionTarget))
{

// Copocate, meGpate ®» chegywssw waape

positionTarget « Vector.zerc)

1

// BATH K Toses
Vectard direction = ((Vecterd)pesitionTarget « this tramefe

J/ Tospare of we cwpanTs Zm
soveScript.direction « Vectord.Borselize{direction);
I
}
)

direction = ((Vector3)positionTarget - this.transform.position);



private void Spawn()

{

hasSpawn = true;

/f BrnouwTe Bce

// -- Konnaigep
collider2D.enabled = true;
/i -- [BukeHne
moveScript.enabled = true;
/f -- Ctpenbba
foreach (WeaponScript weapon in weapons)
{
weapon.enabled = true;
b

// OCTaHOBWTL OCHOBHON CKPOMAWHT
foreach (ScrollingScript scrolling in FindObjectsOfType())

if (scrolling.isLinkedToCamera)

{

scrolling.speed = Vector2.zero;
b
}
}

vold OnTriggerEnter2D(Collider2D otherCollider2D)

{

.."...". B cny4ae nonagaHuA HWSMEHWTE aHWMaLWD
ShotScript shot = otherCollider2D.gameObject.GetComponent();
if (shot != null)

if (shot.isEnemyShot == false)

{
// Stop attacks and start moving awya
aiCooldown = Random.Range(minAttackCooldown, maxAttackCoold
isAttacking = false;

S WSMEHWTbE aHWMaLUKMH
animator.SetTrigger("Hit");

}
¥
¥

vold OnDrawGizmos()

{

// HeBonbwol coseT: Bul moxeTe oToBpasuTe OTNaA0YHYH WHPOPMALMD
if (hasSpawn && isAttacking == false)

{

Gizmos.DrawSphere(positionTarget, @.25T);

}
}
b

Random.Range (minAttackCooldown, maxAttackCooldown);
= false;

®opma npeacraBiaeHus pesyabTara:
Otuer o npoaenaHHoi padoTe.

Kputepun onenkmn:

O1eHKa «OTVINYHO» CTABUTCS, €CIIH 3a/IaHUE BBIIIOJIHEHO BEPHO.

O1eHKa «XOpOILOY» CTABUTCS, €CIU XOJ BBIIOJHEHUS 33aJaHUs BEpHBIH, HO ObUIa JOMYIIEHA OJHA
WJIU JIB€ OIIMOKH, TPUBEIIITNE K HEIIPABUILHOMY PE3YyJIbTaTy.

OneHka «yA0BIETBOPUTENBHO» CTABUTCS, €CJIN IPUBEIEHO HETIOIHOE BBIIIOJIHEHNE 3aJaHUS.

O1eHKa «HEyI0BJIETBOPUTEIBHOY» CTABUTCS, €CIIU 3a/1aHUE HE BBIIIOJIHEHO.



IpakTnyeckoe 3ansaTre Ne 9 Co3nanue MeHIO UTPbI.

Bbinosinus padory, Bel Oyaere:

ymembs:

- CO3/1aBaTh OCHOBHOE MEHIO UTPbI

- CTaBUTH UTPY HA 1ay3y

- cO3/1aBaTh MEHIO May3bl

MarepunanbHoe obecrnieyeHue:

MeTtoauueckue yKa3aHust ISl BBIOJIHEHUS TPAKTHUECKUX padoT

3aganue:

1. Coszpars MeHIO

2. Co3zaaTb MEHIO Mays3bl

Ilopsinok BbINOJIHEHNs padoT:

K coxanenuto, Unity He pacrioylaraeT MHCTpPyYMEHTaMH JUIsl CO3/1aHUs CO3/aTh KPacHUBBIX MEHIO U,
Jla’ke MCII0JIb3Ysl CTOPOHHHUE OMOIMOTEKH, IPUXOAUTCS OBO3UTHCS. B 3TOM ypoke Mbl He OyZieM CTPOUTh
CIIOKHBIN TpaduuecKkuii MHTEepdeiic, TOITOMY BOCHOIB3YyEeMCSl BCTPOCHHBIMUA WHCTpyMeHTaMu. JlaBaiiTe

HayHeM ¢ 0cHOB. COXpaHMTE CIEAYIOIINE KAPTUHKU:



AN

Orto Hamu ¢GoH u jgoroturl. UmnopTtupyiite ux B mpoekT. Bel Moxkere nmomectuts ux B "MeHio" -
noamnanky "Texctypsl". B nmpotuBHOM ciiydae "¢ou" coTper npeaplayuiuil ¢aitn urpsl. {1 KHOMOK MbI
OylleM UCI0JIb30BaTh CTaHAapTHBIC (YpoauBbie) kHonku Unity.

I'maBHOE MEHIO

Hacrano BpeMs co3naTh CLIEHY € IVIaBHBIM MEHIO. DTO TO, YTO IOKa3bIBae€TCs I03EPY MPHU 3aIlyCcKe
urpsl. Jlyig Havyana, co3aiiTe HOBYIO CIICHY:

"File" -> "New scene".

Coxpanurte ee B manke "Scenes" kak "Menu".

Ber Mmoskete Takoke Haxxatb CMA+N (OS X) wn ctrl+N (Windows).

Haiue rmaBHOe MeHIO OYZE€T COCTOATH U3:

®dona.

Jlorotuna.

Ckpurita, KOTOpbIi OyzieT 0ToOpaxaTh KHOIKH.

s poHa:

Co3zpaiiTe HOBBI CIIpAMT.

Ycranosure ero B (0, 0, 1).

3amaiite pa3mep (2, 2, 1).

Jns norotuna:

CozpaiiTe HOBBI CIIpaT.

Ycranoswure ero B (0, 2, 0)

3anmaiite pasmep (0.75, 0.75, 1)

BOT, 4TO Yy BaC JOJIZKHO MTOJTYUYUTBCA:



KOHG‘IHO, BbI MOXXCTC ,Z[OGaBI/ITB CBOC UM, MHCTPYKIUHU, IIYTKU U aHUMAIHIO. K CO3JaHHUI0 MCHIO

MOXKHO HOﬂOﬁTH TBOPYECKHU, IIPOCTO HMEHUTE B BUAY, YTO JIIOAW XOTAT HadaTb HI'PAThb KaK MOXKHO

OBICTpEe U Ballld U3BICKH UM TI0 OOJIbINeH YacTu "o Oapabany."

Terepp MbI 100aBUM KHOIKY "HauaTh Urpy" ¢ momompio ckpunrta. Co3naTh CKPUIT MO UMEHU

"MenuScript" B mamke "Scripts", ¥ NPHIOXKUTE €ro K HOBOMY IIyCTOMY HIPOBOMY OOBEKTY IOJ

Ha3zBanueM "Scripts':

using UnityEngine;

J// CkpunT rnasHoro MeHw

public class MenuScript : MonoBehaviour

vold OnGUI()

const int buttornWidth = 84;
const int buttonHeight = 68@;

// Onpegensem MecTo KHONKW HE SKpaHe:

// no ocw X - B ueHTpe, Mo ocW Y - 2/3 OT BuCOTH
Rect buttonRect = new Rect(

Screen.width / 2 - (buttonWidth / 2),

(2 * screen.height / 3) - (buttonHeight / 2},
buttonWidth,

buttonHeight

)i

// HapwcyidTe kHonky, 4ToBW HadYaTe wrpy
if(GUI.Button(buttonRect,"start!"™))
{
// o wenyky no KHONKEe, SarpysuTe Nepeuil ypoBeHb.
// "Stagel” - HasBaHWe NEpBOA CUEHB, KOTOPYHD Mbl COSAANMW.
// Ee To mu W 3arpysum.
Application.LoadLevel("Stagel™);

MBI IPOCTO pUCyeM KHOIIKY, KOTopasi OyeT 3arpyaTh cuieHe "Stagel", korjja UrpoK Ha)KMMaeT Ha

HEC.

Meton OnGUI mpumeHsieTcss B KaKIOM Kaape W BCTABJISIET BECh KOJ, B KOTOPOM OTOOpaskeH

anemenT GUI: monoca »xu3Hu, MeHto, uHTepdeiic n 1.1. O0bekTr GUI mo3Bomsier HaMm OBICTPO CO37aTh

komnoneHnTsl GUI u3 xoa, kak kaomnka ¢ metogom GUI.Button.



Tenepsp 3amycTuTe Urpy U MONMIOOYITECH HALITUM 3aMeydaTelbHbIM MEHIO:

Kmewm u... Karacrpoda!

Level 'Stagel’ (-1) He MoXxeT OBITh 3arPYKEHO, IIOCKOJIBKY

He J100aBJIeHO B HACTPOUKH cOOpKH. UTOOBI 106ABUTH YPOBEHb B

HacTpolku cOopkH, ucronb3yiite mero File->Build Settings...

To, 4TO HaM HY>KHO C/IeNaTh YeTKO HAIMMCAHO B COOOIIEHNH 00 ommoKe.

Jlo6aBneHue CiieH B COOpKY

Haxxmure B Merro Unity na "File", 3arem na "Build Settings":

i [9n Asmts GomeObect Compomert  Window Help

CuteN
CoteQ

New Scene
Open Scene
Seve Scene
Save Scene

Cil5
Cust-Shift+5

New Progect
Open Project
Save Project
Burdd Settingn
Buald & Run

Cirde Seafte 8
e

(=1 ]

e

Buikd Settings

‘! windows Store Apps

i Windows Fhone 8

| st matar | Playes Semings.., |

Tenepb NepeTalmmTe BCC CLCHBI, KOTOPBIC HOJIKHBI OBITh

"Menmw" u "Stagel".

B

I Add Currwrt I

é_, PC, Mac & Linux Standalana

Target Hatturm

F
Development Dudd |
Auxscernart Pradiey

Stopt Debugging

L Buld || Buld And fun_|

Ballei urpe. 31ech Bce MpoCTO: 3TO



Cwmpic meroma Application.LoadLevel() - ouncTuTh Tekyilyio CIEHY ¥ HHCTAHI[MPOBATh BCE
UTPOBBIE 00BEKTHI B ClieAyroleit. MiHOr1a HaM Hy)KHO, YTOOBI UTPOBOM OOBEKT W3 MEPBOM CIICHBI OBLT
MIEPEHECEH BO BTOPYIO (HAIpUMep, YTOOBI IIPH MEPEXO0/IE MEKIY ABYMS MEHIO HEIPEPHIBHO MIpajia OJHa

u Ta xKe MY3bIKa).

s otux ciaydaeB B Unity ects meton DontDestroyOnLoad(aGameObject). TIpocto mpuMmeHHUTE €ro K
WUTPOBOMY OOBEKTY — M OH HE MCUE3HET MpH 3arpy3ke HOBOH creHbl. OH BooOIIe He ucue3HeT. [loatomy
€CITH B CJICIIYFOIIEH CIIeHe BaM TIOHA00HTCS ero yOpaTh, MPUAETCS YHUUTOXKATh €r0 BPYUHYIO.

Hakoner, Mpl TO3BOJIMM UTPOKY HadaTh UTPY CHAuasa Mocie TOro, Kak ero nmepcoHax ymep. M, kak
BbI, BO3MOXKHO, 3aMETHJIM, 3aMETUIIM MPOUCXOANUT JIOCTaTO4YHO YacTo. JlaBaiite "ympoctum" urpy. Bor,
YTO y HAC ceryac MpOUCXO/INT:

Hrpoxk nonamaer no mysu.

HealthScript.OnCollisionEnter 3amyckaercsi.

Urpox Tepsier 1 equHuIly 310pOBbS.



"HealthScript" yHnuyToXae Urpoka, Tak Kak y HEro MeHbIIle, YeM | eqUHUIA 300POBbS.
9 2
M5! 100aBHUM J(Ba HOBBIX JIEHCTBUSA:
BeissiBaercs PlayerScript.OnDestroy.
Cozmaercs "GameOverScript" u qo0aBiseTcs K CIieHE.
Cozpnaiite B manke "Scripts" HOBBIN ckpunT 1o uMeHu "GameOverScript". 9To MalleHbKHI Kycouek
e n " " ",
KOJIa, KOTOPHKIH OyneT oroOpaxkars kHonku "HauaTs cHauana" u "Hazan B MeHI0":
using UnityEngine;

// Hauyano wnn kKoHey Wrpo

public class GameOverScript : MonoBehaviour
i
vold OnGUI()
{
const int buttonWidth = 128;
const int buttonHeight = 68;
if (
GUI.Button(
[/ no ocw X - no cepegune, no ocw Y - 1/3 oT BHcoTH
new Rect(
Screen.width / 2 - (buttonWidth / 2},
(1 * Screen.height / 3) - (buttonHeight / 2},
buttonWidth,
buttonHeight
Js
"HavaTe cHawana!"
)
)
{ .
/f sarpyswTe ypoBeHe Stagel
Application.loadlLevel("Stagel™);
}
if
GUI.Button(
/f no ocw X - no cepeguHe, no ock Y - 2/3 OT BHICOTH
new Rect(
Screen.width / 2 - (buttonwidth / 2},
(2 * screen.height / 3) - (buttonHeight / 2),
buttonWidth,
buttonHeight
)
"Hazag 8 meHm"”
)
)
i
// 3arpyswTe ypoBeHe Menu
Application.lLoadlLevel("Menu™);
}
}

}

3T0 a0COMOTHO UJIEHTUYHO MEPBOMY CKPUNTY, KOTOPBIN MBI HAITUCAIIU, C IBYMSI KHOTIKAMHU.
Teneps, B "PlayerScript", Ham HY»XHO PHUBSA3aTh 3TOT HOBBIM CKPHUNT K CMEPTH:

void OnDestroy()
J/{ Wrpa okoH4eHa.
// DobasbTe CKpUNT K pOOWTENN, NOCKONbKY TEKYWWA Wrposoi
// obvexkT, cropee Bcero, ByOeT TYT He YHHUTOMEH.
transform.parent.gameObject.AddComponent<GameOverscripts>(};



3anyCcTUTE UTPY U TIOTBITAUTECh YMEPETH (3TO HE AOHKHO 3aHATh MHOTO BPEMEHH):

Back to menu

Ry

Bbl MOXeTe HAMTH CKPUNT IAe-TO HA CLEHE:

KoneuHo, BbI MOKETE yIy4YIIUTh CKPUIIT, HAPUMEp, 100aBUB B HETO CUET WK aHUManull.
Ecnm BBI XOTHTE MPOBEPHYTH UTO-HUOYH daaKoe, Mmoxkere co3aaTth "GUI Skin".

"Assets" -> "Create" -> "Gui Skin":



Ber moxere u3menuth uHTepdeiic B "Inspector”, uroObl caenaTh Urpy 0Oojee HMHTEPECHOM.
YOenurech B TOM, 4TO 3TOT CKHH JISXKHT B manke «Resources» (Pecypcer).

ITamka "Resources" 3ammmaer B Unity ocoboe mecto. UToOBI 3arpy3uTh €€ COACPKUMOE,
ucnones3yiite Meto Resources.Load(). Tak Bl moiydnTe BO3MOXHOCTh J100aBISATH OOBEKTHI MPSIMO BO
BpEMs UTPBI, U 3TH 0OBEKTHI MOT'YT OBITh CO3/IaHbl CAMUMHU TOJIb30BATENIAMU (KaK Hac4eT MOJIOB?).

Tem He MeHee, CKUH HEe TIPUMEHSIETCS 710 TeX IMOp, TTOKa BBl HE BRI30OBUTE €r0 B BalleM ckpunte. Bo
Bcex Hammx mnpensiaymmx cueHapusx GUI, Mbl JODKHBI 3arpy3uTh CKMH TOJIBKO OJIMH pPa3, a HE B
kaxkaoM kaape, ucnonbsiys GULskin = Resources.Load ("GUISkin");.

Bot mpumep B "MenuScript" (mpocnenute, kak aeiictByet metox Start()):



using UnityEngine;

// CkpwnT rnaBHoro medwn
public class MenuScript : MonoBehaviour

{

private GUISkin skin;

void Start()

1
f/ 3B8KpySMTb CKMH ANA KHOMKK
skin = Resources.Load("GUISkin"} as GUISkin;

}

void OnGUI()

{
const int buttonWidth = 128
const int buttonHeight = 6@

[/ sapaTe cKWH
GUI.skin = skinj;

// HapucyiiTe KHOMKY LA Ha4Yana Wrpo

if (GUI.Button(
[/ UenTtp B X, 2/3 BucoTH Y
new Rect(Screen.width / 2 - (buttonWidth / 2), (2 * Screen.he
"START™

2
{
// Mo wen4ky sarpyswTb NEpEHA yYpoOBEHb.
Application.LoadLevel("Stagel™); // "Stagel™ - HasBaHMe CLUEHB
¥
¥
¥

creen.height / 3) - (buttonHeight / 2), buttonWidth, buttonHeight),

®opma nmpeacTaBJieHus pe3yJbTarTa:
Ortuer o nmpojenanHoil padore.

Kpurtepun onenku:

OneHKa «OTJIMYHO» CTABUTCS, €CJIM 3aJaHUE BBITIOJHEHO BEPHO.

OreHKa «XOPOII0» CTABUTCS, €CIM XOJI BBHIMOJTHEHUS 3aJaHUs BEpHBIM, HO ObLIa JOIMYyIIeHa OJHA
WJIM JIBE OIIMOKH, MPUBE/IINE K HEIIPABUIILHOMY Pe3ybTaTy.

OneHKa «yI0BIETBOPUTEIBHO» CTABUTCS, €CJIU IPUBEAEHO HETIOIHOE BBIMOJIHEHUE 33/IaHNUS.

Or1eHKa «HEYAOBJIETBOPUTEIHLHO» CTABUTCS, €CIIN 3a/IaHHE HE BBIMOJIHEHO.



Tema 4 PazpadoTka KOMNBIOTEPHOI UTPHI.
IIpakTuyeckoe 3ansaTue Ne 10 Bo1oop miaargopmsbi.

Bbinosinus padory, Bel Oyaere:

ymembs:

- BBIOMpATh T1aTGopmy A KOMIMIMPOBAHUS ITPOEKTA

- KOMITHJIUPOBATH MPOEKT MO/ ONPEACTICHHYIO IIaTGopmMy
MarepuajibHoe o0ecnieyeHue:

MGTOI[I/I‘IGCKI/IG YKa3aHud OJI BBIIIOJIHCHUA MTPAKTUYCCKUX pa60T

3ananmue:

1. BrIOpaTh HECKOJIBKO IIATGOPM TSI KOMITMIIALINH IPOEKTa
2. CKOMITMJIMPOBATH MPOEKT JJIsl HECKOJIBKHX IIaT(opm

3. IlporecTupoBarh NPOEKT Ha 3TUX IUIaTHopMax

IMopsinok BbINOJIHEHHUS PadOT:

Korma-to MBI y€ UCHOJB30BaIM 3TO OKHO, TENEPh MPHUILIO BPEMs BEPHYTHCS K HEMY CHOBA.
Ortxpotite okHo "File" — "Build Settings". CneBa BbI MOkeTe BEIOpaTh MaThopMy, Ha KOTOPOi OyeT

pabotath Bama urpa. [Ipu 3ToM HacTpoiiku BEIOpaHHOM MIaTGOPMBI MTOSBUTCS CIIPABa.

—— "]
Platform
- 'S
@ Web Player é, PC, Mac & Linux Standalone
-f‘e PC, Mac B Linux Standalong < Target Platform | Windows : |
‘ Architecture | %86 ¢
& 10S Development Build  []
) Autoconnect Profiler [
Android Script Debugging C]
@ BlackBerry
{’ Windows Store Apps
i Windows Phone 8 ";’

BriGepure Ty, KoTOpyto Bbl XoTuTe U Haskmute "Build & Run".

Hagaiite monpodOyem ¢ Web Player:

Bribepure "Web Player” 8 "Platform™

Co3naiite urpy.

OOpaTtute BHUMaHHE: ITpHU 3ToM co3aaetcs crpanuiia HTML co BcTpoeHHOM UTrpoid.

3amycTuTe ee.

OTO mepBBIi U caMblil IPOCTOH COCO0 pacmpocTpaHsITh cBOM UTphl. [TomecTute 3TH ABa (aiina Ha

CepBep U HH O YeM He OECIOKOUTECh.



oty Wk Pargwy | A X

Hacrpoxu mieepa B Unity

Bo3MokHO, BaM OTpeOyeTCsi K3MEHUTh HEKOTOPbIE HACTPOMKH (HampuMep, pa3pelicHne, Ha3BaHue
UTPbI WM HEKOTOPBIE PECYPChI) IS KOHKPETHOM T1aT()OPMBI.

Bel MoxeTe caenath 310 uepe3 manenb "Player Settings™: "File" — "Build Settings" — "Player

Settings" wimu "Edit" — "Project Settings" — "Player". 3mech MbI ycTaHaBIMBaEeM pa3pelieHUe BeO-
meepa 1280 * 780:

& Inspector | =
\N PlayerSettings o,

Cross-Platform Settings

Company Name Pixelnest Studio

*roduct Name 2D game tutorial

Jefault Icon

Default Cursor

Cursor Hotspot X|0 Y 0
ler-Platform Settings

@ | & | 0| &% | @& |80 | 0| O
Settings for Web Player

Resolution and Presentation

Resolution

Default Screen Width* 1280
Default Screen Height* 780
Run In Background* [

WebPlayer Template

lack Backgroun Default o Context Men

* Shared setting between multiple platforms.
Icon
Splash Image

Other Settings

PazBepTriBanue Ha Windows, Mac u Linux



06 stux mmargopmax, B 00meM-To, Hedero ckazath. BeiOpaB "PC, Mac & Linux Standalone", BbI

CMOXETE YTOUHUTb, JIJIsl KAaKOH MIaTOPMBI CO37aCTE UTPY.

Platform

é, PC, Mac & Linux Standalone

Target Platform | Windows
Architecture Windows
Development Build Mac 0S X
Autoconnect Profiler .

: ; Linux
Script Debugaging

-

f’ Windows Store Apps
—

Windows Phone 8

U 510 (moutn) Bce! B Unity neiicCTBUTENBHO JIETKO CO37aBaTh U pa3BEPTHIBATH MPUIIOKCHHUS.

Bonyc mist mone3oBateneit Mac: PassepreiBanue B i0S

MoOunpHOE pa3BepThIBAHME HEMHOTO cliokHee. Bbl  momkHbl uMeTh mnocienHioor SDK
(odunnanpHBIE CpeaCcTBa pa3pabOTKH), YCTAHOBIECHHYIO JUJIS IaHHOM miaTdopMbl. DTO TakKe O3HAYaAeT,
9T0 y Bac A0keH 0biTh Mac OS X, 9To0b!I BEITYCTUTH Hrpy 10S.

Paccmotpum mporece passepteiBanus urp moxa i0S (ms urp mox Android nmpakTUdecKu BCe TOXKE

camoe). Bo-nepBbix, BeiOepuTe myHKT "10S" B 0OKHE COOpKU:

Build Settings

Scenes In Build

Scenes /Menu.unity

Scenes/Stagel.unity 1
| Add Current]

7 T
@ Web Player i = i0S

Symlink Unity libraries
Development Build
Autoconnect Profiler
Script Debugging

Lol

‘O Google Native Client

@ Xbox 360
v

| Switch Platform || Player Settings... | [ Build || Build AndRun |

Z




Otkponite Brkiaaky "Hactpoiiku mieepa" (Player settings), 49ToOBl HM3MEHHTH MapaMETPhI
(MuanManeHbId SDK, ukoHKY # T.1.). )i TECTHpOBaHUS, BBl MOXKETE BBHITIOJTHUTH CICIYIOIIUNA TPIOK: B

IOS Bo Brianke "Player settings", Haiinute mone "SDK version". 3atem BbiOepute "Simulator SDK":

Optimization

Api Compatibility Level | .NET 2.0 Subs# |
AOT Compilation Optiofl  Device SDK
SDK Version ¥ Simulator SDK
Target iOS Version A3 3
Strinninn Fausl® Niszhled &

Cozpaiite npoekt. Unity cipocuT Bac, /i€ Bbl XOTUTE €r0 COXPAHUTh:

T Mwrhrc

| -
Scenes In Bulld o
I W %enea Menuuniny 0 .L_‘,z': T
I W Scenvs/Sagel unny t 2y
| MUES S
arn Muild 05
|
Save Ay | shmupl e
Tags

Whess | (0 Burean )

Cancel

| Manfoem
@mvuw

PC. Mag & Unux Standalone €5

'WM

e MhackBerry

c Goughe Nathve Clern

@ Ahox 360

[_woch Ptorm_|{_mayer senvngs.. |

{m— T — T
M

Ha camom gene, Unity crenepupoBaia Xcode IpoeKxT:

o0 L F
'y Blsamije- 0. B =] | Q
Pdsiden  Meamuser  Auses Gegtes rguiie e T S
) ancmn
. . .
A Avghcationt fas— I, e— J
& Burea 2ein Clasees Qurs Cefau-SEaE
& Orophax ]
'f dam
B2 o B B
i Fabress .
. projects Detart- Dwtaan- Defands- Cotwir-
o Lastucape 305 Lascacapedile ang Paratong Porrat@leang
© THecrargenm
APRARILE
o MacCa
- Detwit sog Detasrln peg xon-72 90 can-jad gag
PonTAGES
5 Tous. . .
e n n
— — s _-_—
conprg koe@dapeg o ple Lizration
— | j’
rerp-iPacee ﬂ
2 Maclth v L UnBimmars v ) dae o L Bereie b b - T Uity fhons stadeangg
B e e e e W r—

Bor movemy BaMm IeHCTBHTEIBHO HYXXHO YCTQHOBHTH BCE CPEACTBAa pa3pabOTKH, B MPOTHBHOM
cilydae Bbl HE CMOXKETE Ja)Ke 3aIlyCTHTh MPOEKT Ha ycTpoiicTBe i0S mim cumysrope.
Ortkpotite Xcode-daiin .xcodeproj. K cyactpro, Oonbliie HaM HUYEro HE MPUAETCS AeaTh, KPOMe

KaK HaKOHEII-TO OIpo0OBaTh BCE Ha JeIie:
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[TonpoOyiite 3anmyctuth Urpy. OHa 1oypKHA MOWTH Ha cuMynaTtope. Hanpumep, Ha iPad:

Seslepnen Bl



CrpaiiTbl KOPPEKTHO O0TOOpa)karoTcs, Urpa 3arpyxaercs ... Ho urpats B Hee HEBO3MOXKHO, TTIOTOMY
YTO MbI HE MOJAKJIIOUMIIM Tad-ylnpaBjieHHe (KpoMe TAma AJIs BBICTpENa [0 yMoidaHuio). Paspemienue u
OpHUEHTAIHS TaKKe He 00pabdaThIBaeTCs.

W nakoHnel, 3amycTHB Urpy C IUIAHIIETa, BBl CMOXKETE caMH YOeUThCs, KaKkasi OHa KOpsBasl.

BoT noyemy ¢ MOOMJIBHBIMH MTpaMH BCE€ HE TaK HEMPOCTO: HYKHO ONTHUMU3UPOBATH U HACTPOUTH
CBOIO UTPY, YTOOBI OHA JOCTOWHO CMOTpeJach Ha cMapT(HOHAX U IUIAHIIETaX.

KauecTBO acceToB [1s Kaxk10# mi1aThopMbl

JlJi1 HEKOTOPBIX acceTOB, BO3MOXKHO, MOTpPEOyeTCs yBEIUYUTHh (MM YMEHBIIUTH) KaueCTBO JIJIS
BbIOpaHHOM maTdopMmel. [locMoTpuTe Ha n300pakeHue, MPUBEICHHOE B KauecTBe npumepa. Bl Moxkere

CHHU3UTH Ka4CCTBO AJIA MOOMJILHBIX YCTPOﬁCTB, HO YBCIIMYUTD €TI0 JJIA NCPCOHAIBHBIX KOMIIBIOTCPOB.

® Inspector | .=

.- cloud Import Settings @l =,

| Open |
Texture Type | Texture &)

Alpha from Grayscal[ |
Alpha Is Transparen

Wrap Mode | Repeat 4
Filter Mode | Bilinear 4]
Aniso Level o p— ]

_Defauke | @ |8 (0% D |07 W

M override for iPhone

Max Size | 1024 &
Format | Compressed Al
Compression Quality| Nermal £

[Revert I | Apply |

dopma npeacTaBJieHus pe3yabTaTa:
OtyeT o mpoJieIaHHOM padoTe.

Kpurtepun onenku:

OneHKa «OTJIMYHO» CTABUTCS, €CJIH 3aJaHUE BBITIOJHEHO BEPHO.

OreHKa «XOPOII0» CTABUTCS, €CJIM XOJI BBIMOJTHEHUS 3aJaHUs BEpHBIM, HO ObLIa JOIMYyIIeHa OJHA
WJIH JIBE OIIMOKH, MPUBE/IINE K HETIPABIIILHOMY Pe3yIIbTaTy.

Or1eHKa «yIOBIIETBOPUTEIHHOY» CTABUTCS, €CITU TPUBEICHO HETIOTHOE BHIMTOJTHEHUE 3a/IaHHUS.

O1ueHKa «HeyAOBIETBOPUTEIBHO» CTABUTCS, €CIIU 3a/1aHHE HE BBIMOJIHEHO.
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